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INTRODUCTION

We may not appreciace the fact burafact nevertheless it remains:
we-are living in a Golden Ape, the mos gilded Golden Ape of human
histoty—not only of past history, bur of furure history

—Aldous Huxley, “Tomorrow and Temorrow and Tomorrow”

The undispured lords of the First Age are the mighry
lar Exalted, wha mle Creation under the Mandate of
Heaven with help from their Lunar mates, rheir Sidereal
advisars and the Dragon-Bloods who run their day-ro-day
affairs, tend ro their esrates and command their armies. For
aver three millennia, these Exalts have worked to build a
world of wonder char glorifies barh rhemselves and their
parron Incarnae, And with bur a few missteps, they have
succeeded. Yer, a darkness threarens ra swallow rhis golden
age—aone bomn of the Grear Curse levied against the Exalrs
in the dawn of time. Can rhis Age of Splendor he saved?

That may well depend on the Chosen newly Exalred inra
this era, the pinnacle of the wondrous First Age

How 1o Ust THis Book

Dreams of the First Age—Lords of Creation is
guide to the Exalted of the First Age, both Terreserial and
Celesnal. [r offers players and Storytellers the tools they
need ta generare characeers in the Age of Splendor—from
complete-character creation rules o neiw Charms and
artifacts to powerful allies and loyal minions. Wich this
informacion, and thac provided by the other twa books




InNTRODUCTION

This IsNoT A CoMpLETE GAME!
Despite irs size, Dreams of the First Age isnot
A complete game. It is 4 supplement for Exalted, a
game sbout near-divine heroes in a world of high
fantasy. The game's core book describes the Solar
Exalted, the rightful rulers of Creation, reborn into
A world that has cast them as Anathemst, demonic
despots from a bypone cea. This supplement does not
deseribe the game's various core traits or present irs
rules for combat. This supplement instead gives in-
deprh information abour the Firse Age: its soclety,
its lands and the tules necessary ro create and play
Solar, Lunar, Sidercal and Dragon-Bloaded ¢harac-
rers in it You'll need the Exalted core book for the
basies, though.

included in rhis hoxed ser, it’s possible ro play games
set ar the heighr of the Solar Exalred's dominance of
Creation, a titme of glory... and madness.

Chaprer One: First Age Characrer Creation

I'his chaprer pravides all the toals necessary w creare
characrers of all rhe Age's extanr Exalr types: Solar, Lunar,
Sidereal and Dragon-Blooded. In addirion re srandard
characrer crearion, each secrion offers alrernarive rules for
crearing Exalted much older than the norm (or in the case
aof Dragon-Bloods, much younger), This period in the his-
rory of Crearion marked the last rime such a broad range of

ages among the Exalt rypes interacred with one anorher on
s repulir basis.

Chapter Two: The God-Kings’ Prowess

Thissection of Lords of Creation devotes irself ra new,
high-Essence Charms, just the rype rhar the movers and
shukersof the Deliberative (wherherportrayed by the players
the Storyreller’ are likely ro spring on the unsuspecting.
Wherher you prefer playing Terrestrial or Celesrial Exalrs,
there are Chirms aplenty foreach Exalt type {and even more
s0 for players of Eclipse Caste characters).

Ch'.\pt;:r Three: Wonders of the Age

Chapter Three presents a plethara of fantastic new arri-
facts the Princes of the Eurth have developed to aid them in
their rule over and protection of Creation. Everything from

sublime cutlery to mighry shaping artifacts can be found
“““}l] ' T}]Cr{.‘ arcevena Tlu!'[]%‘ & rﬂ]\’ﬂ‘l’.\ \X:”’I'\
which to customize characrers’ fabulous estat

Ch'.\plrr Four: The Mortal

The Exalted are the undisputed masters of the Ape, bur
every leader needs followers. This chapter s all abour the
mortal folk whom the Deliberarive's Exalts command (and
wield against one another in their endless intrigues). Be
Ihuy mortal soldiers, 1|1;\ummur;:cs.H
Folk or Dragon Kings, the morral servants of the Chosen are
covered here in dezail.

Chapter Five: The Mighty

And what's an Exalted series without powerful allies
and unbearable villains to populate ir! From the ostensible
master of the Deliberative, the Hierophant, to a young(er)
Chejop Kejak, this chaprer provides Exalred of all stripes
with which o people one’s games.

o1 of new man
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EIRST 49€ (HARACTER
CREATION

The first step in entering the Dreams of the First Age
L? o create 4 L]h“’ﬂ\_rcr‘ an ?]IECW £EO whose lljf'nﬂry Yo 8
sume when playing your rele in the epic thar is Exalted. As
in most roleplaying games, your character and rhase of the
other players represent the protagonistsin agreatepic, jointly
wiitten by the players and the Sroryteller. Your character
will change and grow over time, perhaps becoming a here of
legend or perhaps descending into the darkest villainy, bur
all such characters begin the same way—as dots on a page
that you must bring to life. Tn Exalted, you rypically begin
the pame as a newly Exalted Solar who must hide her ralenes
from a world that hates and fears her due ro cenruries of
Dragon-Blooded propapanda, Or the character might begin
as a Drapon-Blooded noble trained from birth ro view the
Solars as demons from legend. Or a newly Exalted Lunar
challenging the very definition of society while walking in
primitive barbarian lands, Or a fresh young Sidercal agent of
the Bureauof Destiny, hard-pressed rokeep Creation running
in the aftermath of so much chaos and destruction.

But those characrers are for Exalted proper, a grim and
gricry fueure thar has yet to come to pass. In Dreams of the
First Age, your characrer is a Prince of the Earth, regardless
of whar type of Exaltation comes to hitn, Whether he's
Solar, Lunar, Sidereal or Dragon-Bleod, your character is
Exalted, anointed by the gods and appointed by rthe Solar

Deliberative to rule over the greatest civilization thar has
ever existed. Your character's face adorns local currencies.
Starues erected in his honor look out over the streets of
the city where he lives. His lowliest kitchen servant has
a standard of living that is the envy of most of Cr
morrals, Life is good.

First Age Diragon-Blooded are born into a sociery that
rrains them from birth to prepare for Exalrarion. Celestial
Exalted ofren have less preparation, but they have access o
advanced rechnology and rraining rechnigues that ean turn
astreet urchin into a refined lady within weeks. Regardless of
the nature of Exaltarion, all Exales are expected to be literare,
reasonably well educared and prepared o assume theirduries as
Princesaf the Earth. Beyond that, your character has the trairs
ign toher. These traitsreflectyour character'sstrengrhs
and weaknesses and help determine how she interacts with
ather characrers in the stary. The rules in this chaprer also

arion's

YOUAS

help determine whether your characrer can perform a given
action successfully, wherther i's throwing a punch, pickinga
lock, seducing a beautiful maiden ar balancing a ledger,

CHARACTERS AND SERIES

The initial steps of the characrer-crearion process
require the Sraryreller's involvement. Whenever possible,
the Storyteller should guide players through this process so




that the characters are as rthoroughly integrated into the
story as possible. Players often find it frustrating to create a
devastating warrior only to find that the primary focus of the
stary is couet intrigue, [t's worse when players design effere
socialites based entirely on charm and civility, only to find
that the story fecuses mainly on violent battlefield conflict.
A “fish out of warer" character can be quite interesting to
play, but less so when the player didn't plan on doing so and
was caught unaware by the story’s themes and focus, Simple
communication can circumvent this problem,

It's also a good idea to rake a few moments during the
initial game session to give an averviewof the setring history
and the current starus quo. Even experienced Exalted play-
ers might need to be reminded of the differences between
that game and the one you hold in your hands, as many of
the fundamental assumptions of Exalted are no longer ap-
plicable. Selar Exalted can be frightening figures, but here
they're notcondemned as demonic * Anathema” by anentire
state religion dedicated to opposing them. Lunar Exalted
are loval subjects of the Realm. They have five castes, and
they're not dependent on the moonsilver tartoos that are
nearly universal in the Age of Sorrows, Sidereal Exalted are
also loyal to the Solar Deliberarive, though the first dark
suspicions about the Solars’ fitness to rule are beginning to

rear, The Sidereals have notyet broken the heavensin order
toconceal their role inany Usurpation, so there is no Arcane
Fate to hide their movements from prving eyes. Perhaps
the Drapon-Blocded are the most different. In the Age of
Sarrows, the Dragon-Blooded will become the undisputed
rulers of Creation. In the Firsc Age, that power has not yet
come o them, While the Terrestrial Exaleed are clevared
ahove mortals, they remain little more than servants o the
mighey Celestials,

As Staryteller, you should also give some thought to
what types of Exalted you want in your series, Exalted proper
is set in the Age of Sorrows, a time when historical forces
conspire to make Solar and Lunar Exalted oudaws, Sidere-
als reclusive to the point of paranoia and Dragon-Blooded
obsessed withexterminating Celestial Exalts, Consequently,
stories in which different types of Exales work rogether are
somewhat tate, ln Dreams of the First Age, however, all
four Exalted ypes work together in support of the Realm.
Therefore, nothing prevents playersfromcreating characters
of all four Exalted types for the same series.

There is one issue that the Storyreller of such a series
must take into account, however, As a practical marter, there
are significant gradations in power level between Celestial
and Terrestrial Exalted. Infact, diffeting power levelshecome




CraprTer ONE: FiRsT AGE CHARACTER CREATION

parent evenamong the three Celestial ypesovertime. Ce- various Backgrounds that are available ro characrers—most
lesrial Exalted progress more quickly than Terrestrialsdo, with  of which differ substantially from their descriptions in other
Solars progressing the fasrestof all. A group of characterswhe  books, Chapter Two has additional high-Essence Charms
are all the same Exalted type s much more likely to progress  for all four Exalted rypes
ar an even rate rhan a mixed group is—to the detriment of

general and Dragan-Blooded charac- CHARACTER CREATION:

ters in particular, That said, if the players don't object to this

situation, they can find interesting roleplaying oppormunities AN OVERVIEW !

in playing characrers who begin ar comparable power levels Regardless of Exalt type, the inirial steps of crearing
+ character are fundamentally the same for all characrers.

bur drift apart as some leave the rest far hehind. £
Asafinal oprion, players can even chaose to play heraic Neatly every morral in Creation has the same chance w
mortal characters. They could he members of a Celestial receive Celestial Exalration. Given the inherent demograph-
. ; : R B
Exalf’s retinue, persanal aides to a Dragon-Blood or simply % of First Ape society, the overwhelming likelihood is that
a furure € ial Exalt will be born into the lower classes.

a group of mortal allies rrying ro find their way in this world 4
Each Exaltation—i.c., the empowered portion of the soul

of demipods. I -
After discussing the basics of the setting and what that eyeles from one Exalted incarmation o the next—seill
, secks the same kind of person it always daes. The Exalration

type of Exalts are permissible in the game, give the = »
bt Solar will eypically be drmwn to an intellectual

characrer sheer any questions they have, Most £ % t
of the trits listed on the chatacter sheet are fully described  ©F @ne type or another, while the Exulmmn} of a Lm?iar is
drawn to someone with a strong protective impulse. Since

in the Exalted core book, though, not here. To reiterate: ; ks :

This is not a complete game! While it's quite extensive, the overwhelming number of Creation's citizens are lower-

Dreams of the First Age is a supplement for Exalted, agriculrural workers, that's just naturally where rthe

The care Attribures, Abilities, primary Solar Charms and Exalrations are likely to go. It is partly for this reason that

mechanical rules are all explained there. Additionally, the the Dieliberative strives so hard to improve the living stan-

primary Charms unigue to the Terrestrial, Lunarand Sidereal d“r‘i and educational opportunities for the common falk of

5 t

Exalted are found in the Manuals of Exalted Power devoted tion. No one wants a future Prince of the Earth to spend

; s formative years suffering deprivation and want, growing

s three Exalted rypes. This chapre s, however, 3
rer-creation tules:and-exp ever more hostile toward the ruling class.

i g el

Books You MiGHT NEep
The following are other White Wolf books that are or could be necessary to play in this setting:
* Exalted is essential to playing the game. It contains all che rules for playing the game, as well as deseriptions
of all the relevant traits and a comprehensive list of starring Solar Charms.
¢ The Manual of Exalted Power—The Dragon-Blooded is essential for any game that includes Terrestrial
Exalred characters. It contains a comprehensive list af starting Dragnn-Blooded Chartms.
* The Manual of Exalted Power—The Lunars is essential for any game that includes Lunar characters. [r con-
rains a-comprehensive list of starting Lunar Charms and an explanation of how Lunar shapeshifting works, During
the period when Dreams of the First Age is ser, however, the Lunar Exalted have not yet suffered rhe Breaking of
the Castes, nor have they begun using moonsilver tartoos to protect themselves from the Wyld. Accordingly, there
are five Lunar Castes, and all Lunars are vulnerable fa Shaping effects thar rarget their bodies.
* The Manual of Exalted Power—The Sidereals is essential for any game thar includes Sidereal characters.
It contains the exchusive list of Sidereal Charms, as well as an explanation of how Sidereal Astrology works: During
the period when Dreams of the First Age is set, Sideteal Exalted have not yet undertaken the Grear Prophecy, ler
alone the Breaking of the Mask. ( Those concepts are discussed on pp: 23 and 25-26 of The Sidereals.) Accordingly,
Sidereal Exalted do not suffer or henefit from Arcane Face.
* The Baoks of Sarcery, Vol. | —Wonders of the First Age is helpful for games ser in the Firse Age, as it
contains an extensive list of First Age magical devices:
* The Books of Sorcery, Vol. [I—The White and Black Treatises is useful far games in which one or more
xpeet to play high-level sorcerers, as that book contains a long list of spells for use by characters.
* The Books of Sercery, Vol. Ill—Oudenal’s Codex is useful, as it offers information on how manses and
other Essence-focusing constructs are made, as well as the ins and outs of thaumarurgy.

non-Solar characre

i answer

c

ons of the

plays




CHARACTER CREATION

Ornce Exalted, the new Celestial is locared by the De-
liberati ihle. He's eleaned up and given a
crash course inall the things a young Exalr needs o know
in order to properly rule the world. The Deliberarive then
E rter job” for him, usually an
prenticeship with an experienced Exalted mentor or same
unimportant dury that a new Celestial can perform to gain
on-the-job training. The nature of thisappointment is bargely
afunction of how the player allocares her characrer’s teaits,
cspecially her Background dors.

The rules are slightly different for a newly Exalred
Diragome Blooded charserer, While nothing lsever cerrain, the
seelng Dragon-Blooded
breeding and canpredicrwith a high degree ot accuracy which
children of Dragon-Blooded families will Exalr. Of course, such
ge. The events of

18 SCOOTE HS o8

arranges some kind of ¢

[eliberative has spent centuries ove

predictions are much casier in the Flrst /
the Usurparion and the Great Conragion have notdevastared
the Dragon-Blooded ranks, and rthe Terrestrial bloodlines
are much purer. Most children of Dragon-Bloods with high
Breeding are likely to Exalr, and the "lost eggs” so common
o the Age of Sorrows ate quite rare in the Fiest Age

Nearlyall Deagon-Bloaded characrers are raised in Genres
that have faithfully served a particular Celestial Exale{ormore
ately, a particular Celestial Exaleation) for cenruries.

Even the dearh of the parron does notend his connecrion ro
the Dragon-Blooded famlly in his employ, as the furure Solar
who inherits his Exalearion will enjoy rhe same bond of fealry
“asherPredecessor. Generally, Dragon-Blooded characrers have
a much berter educational background rhan newly
Celestials do, despire the best effores of Celestial educarional
rechniques, Dragon-Blooded characrers also begin wirh free
dots in Backgrounds thar represent their placement by virtue
of birth and Exalration within a vast social infrastrucrure
Thete are two drawbacks o these benefits, (ne is thar rhe
Dragon-Bload's advanrages are rarely his own. Inseead, they
oducts of the Dragon-Blood
ant, a seneschal or even a majordoma to a Celestial Exalr.
The other is thar, as powertul as these advanrages of sratus
and rraining are in rhe shoit term, they will eventually be
ourstripped by the narural advantages of Exalration.

For perspective, consider two characrers. Une is astarr-
ing Dragon-Blood whase family is vassal ra a parficular Solar
Exalr. The orher is a starting Solar who is the neaphyte
reincarnation of the Dragon-Bload's previous Solar patron.
Initially, the Dragon-Blood has some advantages over rhe
Salar—a superior inderstanding of the Solar’s properties, of
bureaucraric manipulation, of military tacties—which could
cause the Solar raview him asatrusted advisororeven amen-
tor, Afrer afew years, however, rhe Solar's superior leaming
curve will erase thisadvanrage. The Solar might continue ro
value the Dragon-Blood's opinions, but it won't be because
the Dragon-Blood knows anything rhe Solar doesn't

Accordingly, the first steps in creating an Exalred char-
acter of any sort are to decide the character’s concepr, his
place of origin and, above all, the narure of his Exalrarion,

BUCUl

xalred

arep rarus as a favored lieuren-

ATTRIBUTES

The next step is to assign Artribute dots, Thisstep works
basically rhe same for all Exalred types {and really for any
character), There are rhree caregories of Attribures: Physical,
Sacial and Mental. The Physical Attribures are Strength,
Dexrerity and Stamina. The Social Attributesare Charisma,
Manipularion and Appearance. The Mental Arributes are
Perceprion, Intelligence and Wits. All of these Arrribures
are defined in Exalted, papes 101-102.

The player mustdecide which of the three Arcribute cat-
egaries isof primary importance ro hercharacrer, then which
ane issecondary, amd finally which one is tertiary, Depending
on the rype of Exaltation {and the age and experience of the
character), the player allocates a set number of dots among
the primary Attributes, a smaller number of dots amaong the
secondary Arributes and an even smaller number among
the rertinry Areributes, Forexample, a rypical starting Solar
character begins with cighedors ro divide among het primary
Attribures, six dots todivide smong hersecondary Acoribures
and four dots to divide smong her tertiary Atttbuces, The
able to each Exalted rype is described
under the specific character-creation rules for thar rype, All
LhHTH‘.TCr.‘ h\’.glﬂ ‘(\r“’i‘l ane "ﬁ.‘ﬁ Ll(” mn L'Gll;h .A" nl)ul:&:.

Things are a livdle different for Lunar Exalted, Lunars
focus their Charms through Artributes rather than Abili-
ties and are better able to increase those Attributes, The
player of u Lunar character must note which Attributes are
soclated with his character's caste. Lunar Caste Artribures
are discussed more fully on page 18, The plaver then must
select one non-Caste Antribute to be a Favored Attribure.
Finully, after he allocates his starting Attribute dots among
his primary, sccondary and rertiary Attiibure groups, he
gains two additional Artribute dots to spcnd oh any Caste
or Favored Attribute,

No Attribute can be raised above five dots in a starting
characrer,

ABILITIES

['he next step in character creation is determining the
character’s Abilities. There are 25 Abilivies used in Exalted:
Archery, Athletics, Awarenes:
Integrity, Investipation, Larceny, Linguistics, Lore, Martial
Arts, Medicine, Melee, Oceulr, Performance, Presence,
Resistance, Ride, Sail, Socialize, Stealrh, Survival, Thrown
and War. These Abilities are defined in Exalted on pages
106-110. Some of these Abilities are modified for use in the
First Age, as described on pages 27-29.

The default charac iion rules for Dreams of the
First Age assume that a Celesti
Exalted for u year or so and has

number of dots avai

s, Bureaucracy, Craft, Dodge,

’

i

al Exalt character has been
mastered all the skills thar
the Deliberative expects a neaphyte Prince of the Earth ro
learn before he is released to seek his destiny. Not every
young Solar fully accepts the reasoning behind this required
training. Forexample, ayoung Dawn Caste who isnotfrom a
military background might notsee why she should be required

P



CHapTer ONE: FiRsT Ace CHARACTER CREATION

to study military tactics just because of her casre when she
has no inrerest in leading troops inta barele, Fortunately,
while the Deliberarive doesn’t force young Exalts ta pursue
aspecific course of study, elder Exalts are usually on hand ra
“eonvince” their younger kin of the necessiry of the train-
ing, sometimes with subtle mind-alrering Charms. [t is no
coincidence that oaming in the Infegrity Charms thar bese
fend off such menral contral is not part of the required train-
ing tegimen, Young Exalts who wish to master such Charms
must do so on their own,

The specialized rraining thar all young Celesrial Exales
must undergo is reflected in eight free Ability dots thar all
such characters receive, They are known as Celestial Train-
ing Abilities,

.V

CELESTIAL TRAINING ABILITIES

Bureaucracy, Presence or Socialize 1; Lore 2;
Oeeult 2, Ride or Sail 1; two dots allocared among
Archery, Martial Arrs, Melee or Thrown

- AR UUSs

In addirion to eighr free dots in the Celestial Training
Abilities, Celestial Exalts also begin with four free dots in
Caste Training Abilities. These Abilities vary sccording o
which rype of Exale che character is. Caste Training Abiliries
aré discussed more fully in the sections for each individual
Exalt type.

[ragon-Blooded characters begin with 12 free dors in

Terrestrial Training Abilities, as a resule of growing up in
a Dragon-Blooded family and hecoming berrer prepared for
Exaltation. The detault assumption of Dreams of the First
Age is thar a newly creared Dragon-Blooded characrer will
be a little older and more seasoned than a newly created
Celestial Exalted character. Dragon-Blooded c
not have castes and do nar receive specialized
ing Abilities.

. ¥ o S

TERRESTRIAL TRAINING ABILITIES

Archery 1, Bureaucracy 1, Lare 2, Martial Arrs 1,
Melee 1, Occule 1, Performance 1, Presence 1, Ride
1, Socialize 1, War |

e

Onge all free Training Abilities are allocared, the player
can ipel‘d the rest of his F\]:Eilly dots: The p\;lyc’.r must first
noteanhischaractersheetwhich Abiliriesare Caste Ahiliries
{excepttor Lunars, who do nothave Caste £
choose which es are Favored Abiliries. You cannor
pick a Caste Ability as a Favored Ability, Exalted characters
get price breaks on purchasing additional dors in Caste and

aracters do
ste Train-

Favored Abilities with bonus points and experience poinrs

They also ger price hreaks on purchasing Charms assoctared
with Caste and Favored Abiliries. A character must have ar
least one dot inench Favored Abiliry, however, and he must
generally split some of his srarting Charms among Caste
aril Favored Abilities. Exactly how many Favored Ab
a characrer gers und how he muse divide up his Ll]dtl'ﬂb is
determined by Exalt rype and explained in rhe specific sec-
fions pertaining to each Exalr type

No Abiliry can be raised nhove three dars withour the
expenditure af bonus points. You can also spend bonuspoints
to purchase Ability specialties. Bach specialty gives you one
exrradie to roll in situations where rhe specialey applies. You
can have a maximum of three specialry dors associared with
asingle Abilicy, and you can split those rhree dots up among
differenc specialrics or pur multiple dots in a single specialry.
For example, if you wish to specialize in Melee, you can have
Melee { Daiklave < 3}, Melee (Daiklave = |, Sneak Arrack +2)
ar any ather combination your Storyteller approves

BAcKGROUNDS

Solar Exalted, as the true Princes of Creation according
to the Mandare of Heaven, begin with 12 dots o allocare
amony the various Backgrounds. Terrestrial Exalted, as the
favored seneschalsand adjutants of the Solars and the scions
of established Dragon-Blooded Genres, also hegin wirh 12
detsin Backgrounds. Sidereal and Lunar Exalrshegin with 10
dots ro sperad on Backgrounds. The various Backgrounds are
discussed more fully beginning on page 29. Some Backgrounds
limitwho can take rhem, Forexample, only lragon-Blooded
may possess the Breeding Background, while only Lunars
may possess the Heart's Blood Background,

No Background may be raised abave rhree dors without
spendingbonus points. If aCelestial Exalt hasfive ormore dors
of Essence, she can purchase Legendary Backgrounds, which
areessentially extra-powerful versionsof normal Backgrounds.
Legendary Backgrounds are explained on page 29.

CHARrMs AND OTHER MAGIC

Solar Exalred begin with 12 Charms, at least five of which
musteome from Caste or Favored Abiliries. Lunar Exalted begin
with 10 Charms andfor shapeshifting Knacks, with at least four
Charmsandone Knackcoming from Caste ot Favored Attributes.,
idereul Exalted hegin with 10 Charms, as do Dragon-Blooded,
with atleast live Charmscoming from Caste/Aspect or Favored
Abilir alsalso get dotsin Astrological Collepes, which
Lacilitar al Astrology. Any character who has taken the
Terseserial Cirele Sorcery Charm ean substiture other Charm
slots for soreery spells on a one-for-one basis.

FINAL TOUCHES

All Exalred characters begin with Essence 3. Personal
and Peripheral Essence pools are calculated according o the
rules outlined under each Exalt rype.

All characrers hegin with five dots w allocate smong the
four Virrues: Compassion, Conviction, Temperanee and Valor.
Each Virrue begins wich one tree dor. A Virtue cannot be raised
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above three dots without spending bonus poines. All Exalred Finally, the player can spend 15 bonus points ra round
characters are subject to the Gr ‘urse levied againstthemby  our the character. The cost for most traits varies seec wding ro
the Primordials. The precise way in which rhis Curse manifests — Exalt rype, A Bonus Poinr Costs chare can be found on rhe
against a particular Exalr is determined by the interactionof his Character
Exalted type with his primary Virrue and is discussed more fully
in Exaltedpf'r'm Sols 'LExAﬂr::!\ and in the Manuals of Exalted SO LAR CHARACTER CREAT]ON
Power (for the Terrestrial, Lunar and Sidereal Exalred) This secrion discusses how to create a starting Solar
All characrers begin with Willpawer equal to the sum  character wha hus been Exalred for a year or so and who has
of their two highese Virrues. Srarting Willpower can be  just been released to forge his own desting in Crearian. At
improved with bonus points. The player musr nexr choose  the end of the character-creation rules are alternarive rules
aMorivarion for his character (see Exalted, pp. 88-89) and  for more experienced Solar characters feither for Storyreller

“reation Summary pages for each Exale type

select a number of [nfimacies equal ro his character's Com-  characters who serve as anragonises or for playe
slon (see

characrers
Exalted, p. 90). in games of a higher level of pewer and influence)

el W

MORTAL CHARACTERS

Instead of playing mighty Exalred, your players might wish to play as ordinary moreal citizens of the First Age.
While rhe Fisst Age s a utopia compared ro the Age of Sorrows, Creatian can still he dangerous for those who are
not blessed wirh the power of Exaltation, To a mortal hero, ordinary bandits can be deadly, and a simple fever cam
end one's life if no First Age medical rreatments are available. Although the mortal characrers described here are
heroic morrals, the Exalted (and especially the Solar Exalted) are demigods, ind even those newest to Exaltation
vastly ourclass even the most experienced mortal, As u result, every character in w series should be Exalted or every
character should be mortal, as a mixed series would be extremely unfair to mortal characters. Heroie moreal character
creation is as follows.

STeP ONE: CONCEPT

= The cancept is key to an interesting, three-dimensional character. Moitals choose Motivations as normal but
have neither castes nor aspeors. Heroie mortals srill require heroic Motivations, hut not ones as epic s those of the
Exalred.

STEP TwO: ATTRIBUTES

Prioritize Attributes as normal, Heroie martals ger six dos to spend in their primary caregory, four dots in their
secondary, and three dofs in their rertiary. Cirdinary morzals have only four dots to spend in their primary caregory,
and three dots to spend in each of the other rwo.

STEP THREE: ABILITIES

Mortals do nor have Caste Abilities, Herole martals pet 25 dots ro distribute among their Abilitics, while nor-
mal mortals ger 18, A heroic mortal may choose one Ability s a Favored Ability, complere with a discount. Such
acharacter can never have any other Ability rated higher than his Favored Ability. Mortals may choose specialtics
as hormal.

STEP FOUR: ADVANTAGES

Mortals select Virrues as normal and distribure five dots among them. Morrals donor suffer from the Grear Clrse
and have neither Virtue Flaws nor Limit Breaks. Mortals receive seven dors for Backgrounds, chosen from rhe fallow-
ing: Allies”, Arsenal, Artifacts, Command®, Connections®, Familiar, Henchmen, Mentor® Panoply, Reputarion,
Resources, If a mortal rakes a Backeround marked with an asterisk, her rating cannot exceed 3.

STEP FIVE: FINISHING TOUCHES

Martals caleulare Willpower as normal. All mortals begin with an Essence of 1, which earmor be upgraded
with bonus points. Some mortals develop the capacity to channel Essence, though, and ean learn to increase cheir
permanent Essence ratings with experience. Mortals choose Intimacies equal to their Compassion as normal.

To compensate somewhat for the vast gulf between mortals and the Exalted, moreal characters ger 21 banus
points: These poinrs may be spent on any teaits except Charms, Essence and Backarounds thar are not available o
moreal characters. Morrals can also spend bonus points fo acquire mutation implants (see p. 43).




Ster ONE: CHARACTER CONCEPT

" Character concepr answers two questions: Who was your
characrer hefore Exaltation, and wharishe oty the road robecom-
ing now thar he is Exalted? Any morcal in Creation can e
the blessing of the Uncanquered Sun, from a lowly fisherman
in the Far West ro a nomadic rrader in the buming Sourh o a
volupruous concubine on the Blessed Lsle irself. Befare you fill
in any dots, ask yourself questions about your characrer, Where
was he barn? What was his lifestyle growing up?! Howdid he feel
about the Exalted before he became ane? Whar did he do fora
living? How old was he ar the rime of his Exalradon!

You can change your answers ro these questions as you
progress through character creation, but they give you a
good foundation for ereating a well-rounded and interest-
ing character

CASTE

Solar Exalted are divided into five casres, which largely
determirne the sacietal rale an Exalt is expected o play. The
Unconquered Sun affords his Chosen great latitude in how
they fulfill theirresponsibilities, but however a Solar chouses

roapproach hiscaste duries, he cannorevade them altogether
if he hopes ra rerain the favor of Heaven and the respect of
his peers, Each caste has five Caste Abilities associared with
ir. Eac te also has a unique anima power that Solars of
rhat caste can use. Finally, Solars of a particular casre gain

four free dors in Ahilities due o specialized caste training
(discussed more fully under Abilities). The five Solar castes
are as follows

Dawn: The [Yawns are the generals and warriors of
the Unconguered Sun. The Caste Abilities associared
with the Dawn Caste are Archery, Martial Arts, Melee,
Thrown and War. The Dawn anima power allows the
Solar to become awesome and temifying for rhe duration
of the scene, The mechanies of this power are described
in Exalted, page 92.

Zenith: The Zeniths are the prophets, mysrics and
priest-kings of the Solar Deliberative. The Caste Ahilities
associared with che Zenith Caste are Integrity, Performance,
Presence, Resistance and Survival. The Zenith anima power
allows the Lawpiver to render dead hadies ro dusr and berrer
combar creatures of darkness. The mechanics of this power
are described in Exalted, pages 93-94

Twilight: The Twilights are the sorcerers, savants and
engineerswho have produced the mvesome magirech wonders
that tuel the plories of the First Age. The Caste Abiliries
associated with the Twilight Caste are Craft, Invesrigation,
Lore, Medicine and Occult. The Twilight anima power
protects the Exalr with a shicld of force, The mechanics of
this power are described in Exalted, papes 95-96

Night: The night belongs ra rhe spiesand assassins who
walk in dark places o protect the people from harm. The
Caste Abilities associated with the Night Casre are Athletics,
Awareness, Dodge, Larceny and Srealth. The Nighr anima
power allows the Exalt to move with grear srealth and ro
suppress his anima so that it doesn't glow brightly and give
away his position. The mechanics of this power are described
in Exalted, page 98,
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Eclipse: The Eclipses are the businessmen, diplomars
and naval racticians of the Realm who oversee is ever-
stretching borders and who use diplomacy and guile to keep
the dreaded Fair Folk ar bay, The Caste Abiliries associared
with rhe Eclipse Caste are Bureaucracy, Linguistics, Ride,
Sail und Socialize. The Eclipse anima power allows them to
v oaths thar are backed by rhe power of Heaven itself.
Also, Solars of rhis Caste are beneficiaries of millennla of
diplomaric treaties and can freely enrer Yu-Shan, Malfeas or
the Wyld irself withour fear of assault as long as their busi-
ness is official. Finally, Eelipse Caste Solars, alone of all the
Exalred, can lesmn rhe Charmsof non-Solars. The mechanics
of these powers are described in Exalted, page 100.

MoTivaTiON
Motivation simply means this: “What is your charac-
" When circumstances conspite to make

sanc

ter's goal in life]
the character either act in furtherance of or contravene his
Mautivation, it has implications for how rhe characrer regnins
Willpawer and how he responds to certain social arracks
The implications of Motivarion are more fully deseribed
in Exalted, pages 8882 and 172-173. Salar Motivations
tend to be epic goals that, if fulfilled, will affecr the lives of
a large number of people: the conquest of a grear kingdom,
large-scale changes in all of Creation, a fundamental shift
in the social paradigm of the human race.

Step Two: ATTRIBUTES

A Solar Exalr gets eipht dots to distribute among his
primary Aceribures, six dots to distribute among hi
ondary Artributes and four dots to distribure among his
tertiary Atrribures.

STEP THREE: ABILITIES

A Solar Exalr gets eight free dots in Abilities by virtue
of Celestial Training—one dor in Bureaucracy, Presence
or Socialize; Lore 2; Oceulr 2; Ride or Sail 13 and rwo dots
allacated among Archery, Martial Arts, Melee or Thrown.
Members of each Solar Caste also receive specialized fraining
in areas considered appropriate to theirsocieral role. Some
of these Ahiliries are Caste Abiliries, hur arhers are nor,
Collectively, these are called Caste Training Abiliries. Each
Claste gains free dots in those Training Abiliries in addizon o
rhe dots gained from the Celestial Training Abiliries:

Dawn Training Abilitiess two dots in Archery, Martial
Arrs, Melee or Thrawn; one dor in Ride or Sail; War 1

Zenith Training Abilities: Buresucracy 1, Performance 2,
Presence |

Twilight Training Abilities: Craft |, Lore |, Medicine 1,
Oleculr |

Night Training Abilit
or Larceny; one dor in Archery, Martial Arts, Melee or
Thrown; Stealth 1

Eclipse Training Abilities: Integrity 1; Linguistics 1;
onedot in Ride or Sail; one dot in Bureaucracy, Perdformance,

-

wo dots in Investigarion

Presence or Socialize

Afrer noring all the free dots your charac ter gets through
ick her tive Favored Abilities {which cannor be
ities). Divide 10 dots among your Caste and Favored
Ahilities. You must have at least one dot in every Favared
Ahility. Once that's done, you get 15 more Ability dots to
allocate as you wish, You cannot raise an Abiliry above 3
without spending bonus points,

Step FOUR: ADVANTAGES

Advantagesinclude avariery of traics that are not ranked
and {usually) do not form dice poals. Rather, they consist
of trairs with sraric values such as Backgrounds, magical
powers or Virtues

BAckGROUNDS

Backgrounds measure intangible traits that a characrer
possesses and can use  her advaneage, such as marerial
social status, personal possessions or orher such
qualities. Some Backgrounds limit which Exalred types can
possess them.

SolarExalred beginwith 12 pointsin Bac kgrounds. Also,
all Solars begin with one free dot in the Cult Backpround and
one free dorin the Manse Background ( representing a manse
somewhere in Meru, most likely aone-dot Airor Earth manse
unless the player assigns more dots to improve rthe qualiry
of this manse). A comprehensive list of Background reairs,
along with a description of each, begins on page 29.

CHARMS
Each Solarbegins with 12 Charms. At least five of them
must be associared with cither Caste or Favored Abilities,

VIRTUES

Your character gets five dots to divide among the four
Virtues. No Virtue rating can go above 4 withour spending
bonus points. Choose a Virtue thar is rated ac 3 or higher as
your charactet’s primary Virtue, then choose an appropriate
Virme Flaw, Virtues are explained more fully in Exalted, pages
10Z2-103, while Virtue Flaws for Solar Exalted are found on
pages 103-105 of Exalted.

Step FIVE: FINISHING TOUCHES

All Solar Exalts begin with 2 permanent Essence raring
of 3, The character’s Willpower is the sum of his two high-
est Virues. You can raise your characrer's Willpower with
bonus poines, but you cannot raise it ahove 8 unless at least
rwo Virtues are rated 4 or higher.

A Solar Exalt's Personal Essence peol is equal to
(|[Essence x 3] + Willpower), His Peripheral Essence is
equal to {[Essence x 7] + Willpower + [the sum of the
character's Virtues]). A Solar begins wirh seven health
levels(- 2{-4/Incapacited ) and ean purchase more
through the Solar version of the Ox-Body Technigque Charm
(see Exalted, p. 208},

A characrer begins with a numberof Intimacies equal to
his starting Compassion. [ntimacies are mare fully explained
in Exalted, pages 90 and 172-174.

jf
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ALTERNATIVE SOLAR
CHARACTER CREATION

['he default character-creation rules for Solar Exalred
assume that the character has Exalted fairly recently, tharshe
has only recently finished her specialized training regimen
and that she has only just assumed her role as a member
of the Solar Deliberative. A Storyteller character creared
uneler those rules would count as a three-doc ally (per the
Allies Background). The rules outlined here describe how
to create more powerful Solars, whether to serve asmore
powerful antagonists or allies or for use in a series designed
for elder characters,

Character creation for these more powerful Solars uses
all the rules for standard character creation except as noted
under each character's description.

THE ESTABLISHED SOLAR
(ALLIES *#2* OR MENTOR #e2)

The Established Solar has one or two centurics
of expetience in dealing with the intricate, curthroat
polirics of rhe Deliberarive and the practical realities of
life ourside Meru. She has probably acquired ar least one
significant principalicy for herself unless she has chosen
to concenrrare on direer service ro the Deliberarive
{whether politically or in the military) to the exclusion
of any personal agenda.

_ Arrributes: The Esrablished Solar begins with 10 dors
tor allocare among her primary Atrributes, eighr ra spend
an her secondary Attribures and seven to spend on her
rertiary Artribures,

Abilities: Atfrer noting all Training Abilittes, the
Established Solar gers 20 dors to divide among her
Casre and Favored Abiliries (with ar least one dort in
each Favored Ability), then 35 more dors to spend as
she wishes. The Esrabli Solar also gers three free
specialty dots ro allocate as she wishes, Remember, you
can never associare more rhan three specialry dots with a
single Abiliry. The most dots you can have in any Abil-
ity is five or an amount equal to the characrer’s Essence
(whichever is higher}).

Backgrounds: The Established Solar gers 20 dots to
spend on Backgrounds. No Background can be raised above
4 withourspending bonus poinrs. An Esrablished Solar can
purchase six-dor Legendary Backgrounds wirh honus poinrs
if she first raises her permanenr Essence o 5.

Charms: The Established Solar gers 30 Charms, ar leasr

he

12 of which must come from Caste ar Favared Abiliries.
Virtues: The Esrablished Solar gers seven dorsro divide
among her Virtues, which can be raised ra 5 ar this stage
withour spending bonus points.
Essence: The Estahlished Solar begins wirh Essence 4.
Bonus Points: The Established Solar has 15 bonus
points to spend.

THE INFLUENTIAL SOLAR
(ALLIES »e#ee OR MENTOR *

The Influential Solar is between 800 and 1,500 years
old. A mover and shaker in the Deliberative and master
of ar least a moderately-sized dominion, he is respecred by
the majority of his peers, although even he must still rread
cauriously against the hoary ancients who truly dominate
Solat sociery.

Attributes: The Influential Solar begins with 14 dors

to allocare among his primary Attributes, 12 to spend on
his secondary Arrributes and 10 ro spend on his rerriary
Attribu

Abilities: After notingall Training Abilivies, the Influen-
tial Solar pers 40 dors ro divide among his
Abilities (with atleastone dotin each Favared Ability), then
55 mare dots to spend as he wishes: The Influential Solaralsa
getssix free specialey dors to allocate as he wishes. Remember,

Saste and Favored

you can never associate more than three specialey dots with
asingle Ability, The most dots you can have in any Ability
is an amount equal ro the characrer’s Essence.
Backgrounds: The Influential Solar gets 30 dots raspend
on Backgrounds. No Backeround can be mised above 5 with-

outspending bonus poines. An Influential Solarcan purc hase
six-dar Legendary Backgrounds with banus points.
Charms: The [nfluenrial Solar gets 85 Charms, ar least
25 of which must come from Caste or Favored Abilities.
Virtues: The Influential Solar gers 10 dots o divide
among her Wirtues, which can be raised to 5 at this stage
without spending bonus points,
Essence: The Influential Solar beging with Essenice 6
Bonus Points: The [nfluential Solar has 15 bonus
poines to spend.

THE LEGENDARY SOLAR
(ALLIES so#se » OR MENTOR #s=ee)

The Legendary Solar is well over 1,500 years old
The Legendary Solars are figures of living myth—beings
of immense pawer wha could parentially destroy much of
Creation if they were of a mind to do so. Queen Merela is
such an entity, as is the Hierophant and most of his circle
Having such beings as allies is as much a curse as a blessing,
us such a relationship invariably draws the younger Solar
into Creation-shaking events. There is a reason thar the
phrase “May you gain the attention of imporcant people” is
considered a curse.

Artributes: The Legendary Solar beging wirh 18
dots to allocate among her primary Attributes, 15 to
spend on her secondary Artribures and 12 to spend on
her tertiary Actributes.

Abilities: After noting all Training Abiliries, rhe Legend-
ary Solar gets 60 dots ro divide among his Caste and Favored
Abilitics (wirh st least one dor in each Favored Abiliry),
then 123 more dots w spend as he wishes. The Legendary
Solar also gets LC free specialty dots to allocate as he wishes.

A
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Remember, you can neverassociate more than three specialty
dots with a single Ability. The most dots you can have in
any Ability is equal 1o the charmerer’s B

Backgrounds: The Legendary Solar gets 45 dots to
spend on Backgrounds. A Legendary Solar can purchase
six-dot Legendary Backgrounds without the need for
bonus points

Charms: The Legendary Solar gets 153 Charms, ar least
75 of which must eome from Caste or Favored Abilities.

Virtues:s The Legendary Solar gets 10 dots to divide
among her Virtues, which can be raised to 3 ar this stage
withour spending bonus points.

Essence: The Legendary Solar begins with Essence 7.

Bonus Points: The Legendary Solar has 13 bonus
poines to spend.

LuNAR CHARACTER CREATION

This sectlon discusses how to create a starting Lunar
character who has been Exalted for a year or so and has just
been released ta find her own path to stewardship. Ar the
end of the character-creation rules are alternarive rules for
more expertenced Lunar characters (either for Storvteller
characters who serve as antagonists or for players' characters
in games of & higher level of power and influence).

SteP ONE: CHARACTER CONCEPT

Character concept for Lunar Exaleed means exactly
it did for Solar Exalted: Wha was your characrer before

enGe.

B;
tharshe is Exalred? There are alsa some additional questions
fora Lunar Exalt, mainly pertaining to heranimal side, such
as what her spirit shape and her Tell are.

CASTE

Like Solars, Lunar Exalted are divided into five castes
that largely determine what socictal role an s

altation, and what is she on the road 1o becoming now

.V

FIRsT AGE LUNARS V5.
LUNARS IN THE AGE OF SORROWS
In the First Age, there is no such thing as a
“Casteless Lunar.” Initially, all Lunars are technically
casteless, with their caste marl shifeing with the limar
eycle. Evenuually, aver the course of several manths,
the caste “settles” on the one most appropriate to
the Exalt's personality and sensibilities. Lunars need
do nothing to “fix” their castes, they do not wear
moonsilver tattoos (except pethaps a8 decoration),
and they do not have the roral immunity ro Shaping
effects that targer their physical forms as they have in
the Second Age. When confronted by the prospect of
Wyld mutation or other comparable Shaping effects,
Lunars add two dice to all rolls to resist.

e

Exalvisexpected toplay. Thedistinctions between the Lunar
castesare somewhat blurred compared to the sharper divisions
that separate the Solar castes, For example, while Full Moon
Lunars are the precminent warriors of the Lunar Exalted, it
is the Half Moons who are the leading tacricians,

Lursars do not have Caste Abilities. Instead, each of the
tive Lunar Castes is associated with three Arrributes. Like all
Exaleed, however, cach Lunar caste hasaunique anima power.
Finally, although Lunars do not have Caste Abilicies per se,
members of cach purticular caste dogain four free dots in certain
Abilities due to specialized casre rraining { discussed mare fully
under Abilities). The five Lunar castes are as follows;

FullMoon: The Full Moons are the warriorsof Luna—not
generals or soldiers as the Dawn Caste Solars ave, but savage
berserkers who epitomize Luna's strength and directness,
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The Caste Attributes for Full Moons are Strength, Dexterity
and Stamina. The anima of a Full Moon allows her to spend
five motes to double her speed and leaping distanc
scene and also to double her Serength for the purpo:
of strenarh. This effect stacks with other increases, buronly
by adding a factor equal to the ariginal value, nor by continu-
ing to multiply by two. That is, a Lunar who incre
running speed twice maoves at three times her normal speed
not four. This power activates automatically when the Full
Maoon has spent 11+ motes of Peripheral Essence.

Waxing Moon: The Waxing Moons are the priests and
courtiers of Luna, elegant wordsmiths and fiery orarars wheo
represent rhe Moon's power over the emotions. The C
Arttribuees for the Waxing Moons are Charisma, Manipu-
lation and Appearance. A Waxing Moon can channel 10
motes of Essence through his anima. Doing so causes it to
glowwith asilvery lightand illuminate an area with a tadius
of (Essence x 5) vards in all directions. While this power
is in effect, the Waxing Moon gains addicional lethal and
bashing sonk equal o his Essence against all artacks from
creatures of the Wyld. In addition, he can add his Essence
to the minimum number of dice rolled for post-soak dampge
apainst creatures of the Wyld. This effect comes into play
automatically when the Waxing Moon hasspent L1+ muotes
of Peripheral Essence. For purpases of this effect
of the Wyld” includes Fair Folk, Fae-Blooded and any being
with more than five points of Wyld murations.

" Half Moon: The Half Moons are the judges of Luna,
ruthless strategists who advised the Dawn Caste Solars on
military tactics and the Zenith Caste Solars on legal policy
with equal aplomb. The Caste Artribures for the Half Moons
are Charisma, Perceprion and Intelligence. The Half Moon
anima power costs five motes and allows her to add dice
equal o her permanent Essence to Join Barrle, Join Debate
and Join War rolls, and o all rolls ro derect unexpected at-
tacks for the remainder of the power activares
automatically when the Half Moon has spent 11+ motes of
Petipheral Essence.

Waning Moon: The Waning Moans are sometimes
referred to as the rogues of Luna—brash, impudent and
cunning tricksters who defy conformiry and convention.
The Caste Atrribures for the Waning Moons are Dexterity,
Manipulation and Wits. A Waning Moon's anima power
allows him to spend 1@ motes to craft an illusion thar makes
him appear to be one other person he knows (wichour the
need for stealing thar form through the Lunar ritual hunt).
The illusion affects all senses, and while protected by it, the
Waning Moon can add an amount equal ta his Essence o
any secial action to successfully pose as the person he im-
personates or to appear generally trustworthy. Alternanively,
this power can be used o barhe the Waning Moon in an
artay of ever-shifting shadow and silver light that makes him
difficult to see clearly. Doing so adds an amount equal to
his Essence to the difficulty of any aiempes to identify him
by sight (assuming the investigarar did not see him before

s her
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rhis power was activated). If a Waning Moon who is hiding
hehind an illusion activares his anima banner ar any level,
it automarically pierces the illusion and the anima power
defaules 1o s obfuscation function. Alsa, if the Lunar spend
11+ mores of Peripheral Essence, that aspect of the power
automatically activates.

No Moon: The No Moons are the thinkers of Luna—
scholars and sorcerers who walk alongside the Twilight
Solars on the strange roads they rravel. The Caste Attri-
butes for the No Moons are Perception, [ntelligence and
Wits. A& No Maon can draw upon the darkness that falls on

the nights of rthe new moon. She must spend at least one
more of Essence and can spend up to twice her permanent
Essence in motes. For the remainder of the scene, she will
be surrounded by an inky black penumbra that inflicts a -1
external penaley on all arrackers who cannor see through
darkness. Addirionally, the cost of Charms that explicitly
require an Occulr toll, as well as the cost of any spells
cast, are reduced by a number of motes equal to what the

No Mopon spent to activare her anima (to @ minimum of
half the Charm or spell’s normal cast). Whenever the No
Moon spends 11+ motes of Peripheral Essence, this power
activates at full strength (1e., as if she had spent twice hee
permanent Essence in mores).

SPIRIT SHAPE AND THE TELL

Each Chosen of the Moon gains two additional cf
acteristics upon Lunar Exaltation, The first is a spirit shape,
which is a second natural shape in addition to the Lunar’s
normal human shape, Generally, the spirit shape is that of
an animal to whom the Lunar has a totemic connection. In
addition, cach Lunar has a singular characteristic known as
a Tell, which is a mark present in all her forms for those with
the wit to sec it. The spiric shape and the Tell are explained
more [ully in The Manual of Exalted Power—The Lunars,
pages 98 and 127-130.

MoTIVATION

Motivations for Lunar characters work precry much as
they do for Solar characters except in their scope. While the
Uncenguered Sun desires childeen with epic Morivarions
who wish to change the world, Luna pays more attention to
the protective instinicr, The Motivarions of her Exalrs rend
to focus on protecting something important, be it a small
village or an entire continent.

Ster Two: ATTRIBUTES

A Lunar Exalr gets eight dors ro distribute among
her primary Accributes, six dors to distribure among her
secondary Attributes and four dors ro distribute among her
tertiary Attributes. Additionally, nore which Attributes are
Caste Autributes {as noted under the descriptions of the
five Lunar castes) and pick a fourth Arrribute as a Favored
Attribute. You ger two extra dots to place i either Caste
or Favored Arcribures. No Attribute can be raised above 5
for  starting characrer.




, Once that's done, you get 15 more Abili
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STEP THREE: ABILITIES

A Lunar Exalt pets eighe free dots in Abilities by virnue
of Celestial Training—ene dot in Bureaucracy, Presence
3 Lore Z; Oceult 2; one dot in Ride or Sail; and
two dots allocated among Archery, Martial Ars, Melee or
Thrown. Membersofeach Lunar casee also receive specialized
teaining in aress considered appropriate to their societal role.
¢, these ure called Caste Training Abilities. Each
n those Abilities in addition to the dots
al Training Abilities. Youcannotraise
an Ability above 3 without spending bonus points,

Full Moon Training Abilities: one dot in either Archery,
Martial Arts, Melee or Thrown; Resistance 15 Survival 1;
War 1

Waxing Moon Training Abilities: Performance 1,
Presence 1, Socialize |, Survival |

HalfMoon T raining Abilities: [nvestigation |, Presence 1,
Survival T, War 1

Waning Moon Training Abilities: Larceny 2, Stealth 1,
Survival 1

No Moon Training Abilities: Craft |, Lore |, Occule 1
Survival 1

Afternoting all the free dots vour character gers through
training, pick three Favered Abilities, one of which must
be Survival: Divide five dots among your Favored Abilities.
You must have at least one dot in every Favored Ability.
dots to allacate

or Social

as you wish,

STeP FOUR: ADVANTAGES

Advantages function for Lunars us they do for Solars
except-that Lunars have access 1o some Background
as Heart's Blond and Solar Bond) that are nor available o
other Exalted.

BACKGROUNDS

Lunar Exalted begim with 10 dots in Backerounds. Also,
all Lunars gaim one free dor in the Cule Background. A com-
prehensive list of Background traits, along with a description
of eacly, begins on page 29,

CHARMS

Each starting Lunar chooses a total of 10 Charms and
Knucks. (Knucks are special Charm-like powers that help to
tucilitate Lunar shapeshifting.) The Lunar's 10 choices must
ist of at least four Charms and at least one Knack, At
least four of his rotal Charms must be associated with the
Lunar's Caaste or Favored Artributes

VIRTUES

Lunars get five poines to divide amonyg the four Virtues.
No Virtue rating can go above 4 without spending bonus
poines. Choose a Virtue that s rated at 3 or higher as your
character’s primary Virtue and then choose an appropriate
Virme Flaw. Virtues are explained more fully in Exalted,
pages 102-103, while Virtue Flaws for Lunar Exalted are

ts (such
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found in The Manual of Exalted Power—The Lunars,
pages 121-123,

Step Five: FINISHING ToucHEs

AllLunar Exalts begin with a permanent Essence raring
of 3. The characrer's Willpower is the sum of his two high-
est Virtues. You can rase your character’s Willpower with
banus points, but you cannot taise it above 8 unless ar lease
twe Virtues are rated 4 or higher.

A Lunar Exalt's Personal Essence pool is equal to
sence + [Willpower x 2]}, His Peripheral Essence is equal
o ([Essence X 4] + \'\W;]lpuwur X 2[ 5 |r|u-: characrer's
highest Virrue x 4]). A Lunar begins with seven health
levels (-0/-1/-1/ -4{Incapacited) and can purchase more
through the Lunar version of the Ox-Body Technigue Charm
(see The Manual of Exalted Power—The Lunars, p. |56).
Unlike the Ox-Body Technigues practiced by other Exalred,
the Lunar version also confers cwo additional Dying health
levels every time it is taken (see Exalted, pp. 150-151).

A character begins with a number of Intimacies equal ro
his starting Compassion. Intimacies are more fully explained
in Exalted, pages 90 and 172-174.

ALTERNATIVE LUNAR
CHARACTER CREATION

The default Lunar character counts rwo-point ally
(per the Allies Background). More powerful Lunars are
comstructed wecording ro the rules outlined here.

THE ESTABLISHED LUNAR
{ALLIES *o» OR MENTOR *¢)

The Established Lunar is a few centuries old. She is
typically a powerful warrior, regardless of cust
might be akle to draw upon the resources of 1 powerful Salar
mate (depending on whether she possesses the “Solar Band”
Background.

Attributes: The Esrablished Lunar begins with 10 dors
ro allacare among her primary Artributes, cight ro spend on
her secondary Attribures and seven to spend on her tertiary
Attribures. She also gains rhree additional dots 1o allocare
among Caste and Favored Autributes,

Abilities: After nating all Training Abiliries, the Es-
tablished Lunar gers 10 dors o divide among his Favored
Ahilities {with at least one dot in each Favored Ahiliry),
rhen 30 more dors ro spend as he wishes. The most dots youn
can_have in any Ability is five or an amount equal to the
character’s Essence (whichever is higher).

Backgrounds: The Established Lunar gets 18 dars 1o
spensl on Backerounds. No Background can be raised above
4 withour the need far honus poines. An Established Lunar
can purchase six-dar Legendary Backerounds with honus
points if she first raises her permanent Essence to 5,

Charms: The Established Lunar gets 27 Charms and
Knacks. She must have at least five of each, and ar least 10
Charms must come from Caste or Favored Anributes.

ind she
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Virtues: The Established Lunar gets seven dotstodivide
amaong her Vietues, which can be raised ro 4 ar o
without spending bonus paints.

Essence: The Established Lunar begins with Essence 4.

Bonus Points: The Established Lunar has 15 honus
points Lo spend.

THE INFLUENTIAL LUNAR
(ALLIES »#2e OR MENTOR *v*)

The Influeneial Lunar is hetween 800 and 1,500 years
old. A powerful servant of Luna, he has probably either our
lived a Solar mare or learned how to cope with a Legendary
one. He might have a principalicy of his own or rule one on
hehalf of his mate.

Attributes: The Influential Lunar begins with 14 dors
to allocare among his primary Atributes, 12 to spend on
his secondary Attributes and 10 o spend on his tertiary
Attributes. He gains four addirional dots o allocare among
Caste and Favored Accributes.

Abilities: Afternotingall Training Abilicies, the Influen-
vial Lunar gets 14 dots to divide amang his Favored Abilities
{with at least one dot in each Favored Ability). then 63 more
dors rovspend as he wishes. The Influeneial Lunar also gets
six free specialey dots ta allocate as he wishes. Remember,
you can never associate more than three specialey dors with
a single Ability. The most dots you can have in any Ability
is equal to the character's Essence.

+ Backgrounds: The Influential Lunar gers 23 dots to
spend on Backgrounds. No Background can be raised above
5 without spending bonus points. An Influential Lunar can
purchase six-dot Legendary Backgrounds only with henus
points and Srarvteller approval.

Charms: The Influential Lumar gers 74 Charms or
Knacks, ar least eight of each, and 22 of which must come
from Caste or Favored Actribures.

Virtues: The Influenrial Lunar gers 10 dots to divide
among her Virtues, which can he raised ra 5 ar this stage
without spending bonus points.

Essence: The Influential Lunar begins with Essence 6.

Bonus Points: The Influential Lunar has 13 bonus

stage

points to spend.
THE LEGENDARY LUNAR
(ALLIES *###¢ OR MENTOR ®

T'he Legendary Lunar is berween 1,000 and 2,000 years
ald, Few Lunars live ro this remarkahble age, «
brutality of Lunar existence results in most of them dying
in battle, The philosopher Ingosh Silverclaws is a Legend-
dry L([]h’llﬂ

Attributes: The Legendary Lunar begins with 18 dots
to allocate among her primary Attributes, 15 to spend on
her secondary Atrributes and 12 to spend on her tertiary
Attributes, as well as an additional five dots to divide up
among Caste and Favored Attribures.

s the inherent

Abilities: Afternatingall Training Abilities, the Legend-
ary Lumar gers 20 dots o divide among his Favored Abilities
(with at least one dot in each Favored Abilicy), then 130
muore dots o spend as he wishes. The Legendary Lunar also
gers 10free specialty dorstoallocate ashe wishes, Remember,
vou can never associare more than three specialty dors with
asingle Abiliry. The most dots vou can have in any Ability
is equal to the character's Essence.

Backgrounds: The Legendary Lunar gers 35 doss to
spend on Backgrounds, A Legendary Lunar can purchase
six-dot Legendary Backerounds with bonus points

Charms: The Legendary Lunar gets 140 Charms and
Knacks, with at least 20 of each. At least 35 Charms must
come from Caste or Favored Attributes.

Virtues: The Legendary Lunar gers 10 dots to divide
amang her Virrues, which can be raised ro 3 ar this stage
without spending bonus points.

Essence: The Legendary Lunar begins with Essence 7.

Bonus Points: The Legendary Lunar has 13 honus
points w spend.

SIDEREAL CHARACTER
CREATION

This section discusses how to create a starting Sidereal
character who has been Exalred for a year or sa and who has
just been given ancassignment by the Bureau of Destiny. At
theend of the character-creation rules arealternative rules for
mare experienced Sidereal characters (either for Sroryreller
characters who serve as antagonists o for players' characters
in games of a higher level of power and influence).

STEP ONE: CHARACTER CONCEPT
Character coneept for Sidereal Exalted is no different
than it is for other Exalted: Whawas vour character before
Exaltation, and what isshe on the road to becoming now thart
she is Exalted? The chief difference is that those chosen for
Sidereal Exalration seem to be more thoughtful, intellectual
and (according to some) manipulative than the average
members of the other Exaleed groups, Of course, many Solars

and Lunars are more intellectual and manipulative than even
the most cunning Sidereal. The difference is that Sidereal
Exaltation seems to seek out those who actively prefer o
manipulate events from behind the scenes and who are willing
to forsake persomal glory for the fulfillment of their goals.

CASTE

Like Sclars and Lunars, Sidereal Exalred are divided into
five castes that largely determine the sacieral role the Exalr
15 expected to play. The Sidereal caste divisions are more...
metaphysical than those of the other Exalted rypes. Thatis,
caste is associated with one of the Five Maidens instead of all
five being the product of a single Incama’s unified design. Also,
hecause Sidereal Fxalred are charged with the maintenance of
fate and destiny, their castes are designed to personify arcane
astrological principles mare than concrete job assignments.

ch
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SIDEREALS OF THE AGE OF SORROWS

Dhuring the Usurpation, the Sidereals essentially
“broke” one of the 23 heavenly constellations in an
effort toconceal their complicity from divine censure.
The canstellation in question was called the Mask,
and while the stars that formed it conrinued ro shine,
the constellarion itself was irreparably damaged for
purposes of Sidereal astrology.

The Breaking of the Mask had rwo effecrs. First,
Sidereals were no longer able to use the Mask for
“ascending and descending destiny” effecrs in Sidereal
astrology that rargeted themselves (see The Manual
of Exalted Power—The Sidercals, p. 203). Second,
all Sidereals were supernaturally occluded by an ef-
fect called the “Arcane Fate," which prevented most
heings from recognizingand remembering them. This
Arcane Fate makes it difflcult for modern Sidereals
ta form lasting relationships with anyone other than
fellow Sidereals and gods.

In the First Age, the Mask has not yer been
broken. Accordingly; Sidereals do not suffer the ef-
fects of Arcane Fate, They can also grant themselves
the benefits of the Masls ascending and descending
destiny effects.

e

Like the Solars, cach Sidereal casre is associared with
five Caste Abilities. Because of the Sidereals’ fare-based
connecrion to these Abilities, however, the Abilicies are
rypically referred 1o as Auspicious Abilities instead. Mechani-
cally, there is no distinetion berween Castes Abilities and
Auspicious Abilities. Like all Exalted, each Sidereal caste
has a unique anima power, Finally, members of each caste
gain four free dots in certain Abilities due to specialized
caste training (discussed more fully under Abilities). The
five Sidereal castes arc as follows:

Journeys: The Chosen of Journeys repulare fare as it
pertains to rravel, movement and distance. The Auspicious
Abilities for the Chosen of Journeys are Resistance, Ride,
Sail, Survival and Thrown. Asan anirma power, the Sidereal
can spend [0 motes to activate the Lesser Sign of Mercury.
This effect triples running Move and Dash actions for him
and any of his allies (including their mounts) within (Es-
sence x 10) yards. The mechanies for this power are more
fully explained in Exalted, page 334, and in The Manual
of Exalted Power—The Sidercals, page 109,

Serenity: The Chosen of Serenity regulate fate as it
pertains to life, lave, recrearion and procreation. The Auspi-
cious Abiliries for the Chosen of Serenity are Craft, Dodpe,
Linguistics, Performance and Socialize. As an anima power,

the Sidereal can spend 10 motes to ncrivare the Lesser Sign
of Wenus. This effect adds a number of automaric successes
equal to her Essence to all Performanee rolls made by her or
herallies within (Essence x [2) vards. The mechanics for this
power are more fully explained in Exalted, page 334, and in
The Manual of Exalted Power—The Sidereals, page 111

Battles: The Chesen of Bartles manipulate fate in
the context of combat and direct canflict. The Auspicious
Abilities for the Chosen of Bartles are Archery, Athler-
ics, Melee, Presence and War. By spending 10 motes, the
Sidereal can imvoke rthe Lesser Sign of Ma
power. This effect reduces damage rolled in Step 10 of ar-
tack resolution by one health level (1o a minimum of zero).
This effect protects both the Sidereal and her allies within
(Essence x 10) yards. The mechanics for this power are more
fully explained in Exalted, page 334, and in The Manual of
Exalted Power—The Sidereals, page 113.

Secrets: The Chasen of Secrets shape fate where
it applics to concealed actions and hidden knowledge
They also see to it that some things that are hest forgoren
remain so... or become so. The Auspicions Abilities for
the Chosen of Secrets are Investigation, Larceny, Lore,
Oceult and Stealth. As an anima power, the Sidereal can
spend 10 motes to invoke the Lesser Sign of Jupiter. Doing
so renders him and his allies within (Essence x 10) yards
immune to mind reading and unnatural mental influence
from opponents with an Essence less than his own, Against
opponents with an equal or higher Essence, those protected
by the Lesser Sign of Jupiter add an amoune equal to the
Sidereal's Essence to the MDDV of any affected person, The
mechanicsfor this power ire mare fully explained in Exalted,
page 334, and in The Manual of Exalted Power—The
Sidereals, page 115.

Endings: The Chosen of Endings shape fare as icapplies
to change, death and completion. The Auspicious Abilicies
forthe Chosen of Endings are Awareness, Bureaucracy, Integ-
rity, Martial Arts and Medicime. By spending 10 motes, the
Sidereal can invoke the Lesser Sign of Sarurn as an anima
power. Doing so increases the damage inflicted by herand her
allies within (her Essence x 10} yards by ane level, applied
after rolling in Step 10 of artack
attack inflicts at least one level of damage before consider-
ing the effect. The mechanics for this power are more fully
explained in Exalted, pages 334-333, and in The Manual
of Exalted Power—The Sidereals, page 117.

MoTivaTioN

Mortivations for Sidereal characters work pretry much
as they do for Solar characters except in their scope. While
the Unconquered Sun des hildren with epic Motiva-
rions who wish to change the world, the Maidens are subtle
and prefer efficiency over grandiosicy, The Motivations of
Sidereal Exalts tend to focus on perfecting the efficiency of
organizations, kingdoms or nations, While a Sidereal might
desire to conguer a kingdom, the practical effect of his status

A5 an Animsa
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as 1 heavenly bureaucrar makes it unlikely he
can maineain such auchority. Therefore, his
Mativation is more likely to make him seek
1o put someone else on o throne—someone
he can rule from behind rhe scenes withour
taking too much time away from hisheavenly
duties.

Step Two: ATTRIBUTES

A Sidereal Exalt gets eight dots to dis-
tribureamong her primary Attributes, six dots
to distribure among her secondary Actributes
and four dots to distribute among her tertiary
Ateributes.

STEP THREE: ABILITIES

A Sidereal Exalrgerseight free Abilities
by virtue of Celestial Training—one dot in
Bureaucracy, Presence or Socialize; Lore 2
Oceult 2; Ride or Sail 1; and two dots alle-
cared among Archery, Martial Arts, Melee
or Thrown, Like Solars and Lunars, members
of gach Sidereal Caste also receive Caste
Training Abilities. Each caste gains free
dots in those Training Ahilities inaddivon o
the dots gained from the Celestial Training
Ahilities. You cannot raise an Ability above
3 without spending bonus points.

Journeys Training Abiliti
Athleties or Survival; Lingui
Arts |; one dot in Ride or 8

Serenity Training Abilities: one dot in
Craft, Medicine or Performance; Martial Arts
1; Presence 1; Socialize |

Battles Training Abilities: two dots in
Archery, Melee or Martial Ares; War 2

Secrets Training Abilities: one dot
in Awarcness or [nvestigarion; one dot
in Larceny or Socialize; Martial Ares 1;
Srealth 1

Endings Training Abilities: one dot
in Awareness or Dodpe; Martial Arts 2;
Stealth 1

After noting all the free dots your char-
acter gets through training, pick four Favored
Abilities. Divide 10 dots among your Caste
and Favored Abiliries. Youmust have ar least
one dot inevery Favored Abiliry. Once that's
done, youger 15 more Abiliry dots to allocace
a8 vou wish.

STEP FOUR: ADVANTAGES

Advanrages function for Sidereals as
they do for Solars.

ne dot in
1; Marcial
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BAckGroUNDS

Sidereal Exalted begin with 10 dows in Backgrounds.
Also, all Sidereal Exalred begin with one free dot in the
Backing ( Bureau of Destiny} Background. A comprehensive
Tist of Background traits, along with u deseription of each,
hegins on page 29.

CHARMS AND ASTROLOGICAL COLLEGES

Each Sidereal beging wirh 10 Charms. Ar lease five
Charms must be associated with the S
Favared Attribures. A Sidercal may begin wich up o three
Sidereal Martial Arts Charms s long as his traits meet the
Charms' prerequisites,

Sidereal Exalred also have the ability ro directly ma-
nipulate the Loom of Fate and, by extension, the furure
of Creation, Ordering such changes in the Loom aof Fate
requires a specialized formal linguage and a rechnical
understanding of how the Loom functions. This power is
referred to as Swdereal astrology. A Sidereal’s training in
Sidereal astrology is represented by dor ratings in colleges.
There are 25 colleges, five for cach of the Five Maidens,
each of which correlaves to one of the 25 heavenly constel -
lations and to one of the 23 Abilities. You have seven dots
o spread among all the colleges, and ar leasr four of thase
dots must be placed within the five colleges associared wirh
the characeer's Maiden. The mechanics of Sidereal astrol-
ogy are deseribed in The Manual of Exalted Power—The

dereal’s Auspicious or

+SBidereals, pages 189-213.

VIRTUES

Sidereals get five points to divide among the four
Virtues. No Virtue rating can go above 4 withour spending
bonus paints. Choose a Virtue that is rated at 3 or higher as
vour character’s primary Virtue and choose an appropriate
Flawed Fare. Virtu explained more fully in Exalted,
pages 102-103, while Flawed Fares for Sidereal Exalted are
found in The Manual of Exalted Power—The Sidereals,
pages 118-119,

STEP FIVE: FINISHING TOUCHES

All Sidereal Exalis begin with 2 permanent Essence
rating of 3. The charserer's Willpower is the sum of her two
highest Virtues. You can raise your characrer's Willpower
ar

with honus points, hut you cannar raise it ahove 8 unless
least two Virtues are rated 4 or higher.

A Sidereal Exalt's Personal ence peol is equal to
{[Essence x 2] + Willpower). His Peripheral Bssence is equal
tar {[Essence x 6] + Willpower + [the sum of all Virmues]). A
Sidereal begins with seven health levels (0 1/-1/-2/-2/-4/
Incapacited) and can purchase more through the Sidereal
version of the Ox-Body Technique Charm (see The Manual
of Exalted Power—The Sidereals, p, 127), each level of
which confers an additional -0 health level.

A character begins with a number of Inrimacies equal ro
his starting Compassion. Intims
in Exalted, pages 90 and 172-174.
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ciesare more fully explained

ALTERNATIVE SIDEREAL
CHARACTER CREATION

The default Sidereal character is a two-dot ally {per the
Allies Background). More powerful Sidereals are constructed
according to the rules outlined here.

THE ESTABLISHED SIDEREAL
(ALLIES == OR MENTOR *¢)

I'he Fstablished Sidereal is four or five centuries okl
Iranically, she tends to get far mare respect from other Solars
and Lunars (especially in her age group) than she does from
her Sidereal peers. Sidereal culture s even more staid and
averse to change than the Deliberative is.

Attributes: The Established Sidereal begins with 10
dors tor allocare ameng her primary Auributes, cight to
spend on her secondary Attributes and seven 1o spend on
her tertiary Arrribures.

Abilities: After noting all Training Abilities, the Estab-
lished Sidereal gets 18 dors to divide among his Auspicious
and Favored Abiliries (wich ar least one dort in each Favored
Ability), then 28 more dots to spend as he wishes. The most
dors you can have in any Ability is five or an amount equal
to the characrer’s Essence (whichever is higher).

Backgrounds: The Established Sidereal gets 20 dots 1o
spendd on Backgrounds. No Background can be ralsed abave
4 wirhour spending bonws points. An Established Sidereal
can purchase six-dor Backgrounds with bonus points if he
first raises his permanent Essence to 5.

Charms: The Established Sidereal gets 27 Charms. At
lenst 10 Charms must come from Ausplcious or Favored
Abilities.

Colleges: The Established Sidereal has 14 dots tospread
among all the colleges, and at least seven of those dots
must be placed wirhin the five colleges associared with the
characeer's Maiden.

Virtues: The Established Sidereal gers seven dots o
divide among her Virrues, which can be raised to 4 at this
stage without spending bonus points,

Essence: The Established Sidereal begins with
Essence 4.

Bonus Points: The Established Sidereal has 15 bonus
points to spend.

THE INFLUENTIAL SIDEREAL
(ALLIES *##s OR MENTOR *e*)

T'he Influential Sidereal is berween 800 and 1,500 years
old. She has probably acquired a position of same importance
within the Burean of Destinyand has mentored perhaps dozens
of younger Celestial Exalts through the difficult transivion

ko ‘E]l‘ir new status.

Attributes: The Influential Sidereal hegins wirh 14
dots to allocare among his primary Attributes, 12t spend
on his secondary Artributes and 10 o spend on his tertiary
A;tr]h”“‘h.
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Abilities: Aflter noting all Training Abilities, the
Influential Sidereal gets 36 dots to divide among his Auspi-
cious and Favored Abilities (with at least one dot in each
Favored Ability), then 50 more dots to spend as he wishes.
The Influential Sidercal also gets six frec specialty dots 1o
allocate as he wishes, Remember, you can never associ-
ate more than three specialey dots with a single Ability.
The most dots you can have in any Ability is equal to the
character’s Essence.

Backgrounds: The Influential Sidereal gets 30 dots to
spend on Backgrounds, No Background can be raised above
5 withoutspending bonus points, An Influential Sidereal can
purchase six-dot Legendary Backgrounds only with bonus
points and Storyteller approval.

Charms: The Influential Sidereal gets 74 Charms, at
least 22 of which must come from Auspicious or Favored
Abilities.

Colleges: The Established Sidereal has 28 dots to
spread among all the colleges, and at least 14 of those dots
must be placed within the five colleges associared with the
character’s Maiden.

Virtues: The Influential Sidereal gets eight dots to
divide among her Virtues, which can be raised to 5 at chis
stage without spendmg bonus points.

Essence: The Influential Sidereal begins with
Essence 6.

Bonus Paints: The Influential Sidereal has 15 bonus

poines to spend,

THE LEGENDARY SIDEREAL

(ALLIES sesse OR MENTOR #2009
The Legendary Sidereal is probably well over 2,000 years
old. While she probably keeps a low profile in Crearion, her
cveryurterance in Yu-Shansendstipples through the Celestial
Hierarchy, She probably serves as one of the highest-ranking
officials of the Bureau of Destiny. The ranking Sidereals in
each of the five Bureau divisions are all Legendary figures.

Arrributes: The Legendary Sidereal begins with
18 dots o allocate among her primary Artribures, 15 o
spend on her secondary Artributes and 12 to spend on her
rertiary Accribures,

Abilities: Afrer noting all Training Abilities, the Leg-
sidereal gets 33 dots to divide among his Auspicious
and Favored Abilities (with at least one dot in each Favored
Ability), then 100 more dots to spend as he wishes. The
Legendary Sidereal also gets 10 free specialty dots ta allocare
as he wishes. Remember, you can never associate more than
three specialry dots with a single Abilicy. The most dots vou
can have in any Ability is equal to the character’s Essence.

Backgrounds: The Legendary Sidereal gers 40 dors to
spend on Backgrounds. A Legendary Sidereal can purchase
six-dor Legendary Backgrounds with bonus points.

Charms: The Legendary Sidereal gers 140 Charn

endary

at least 35 of which must come from Auspicious or Fa-
vored Abilities

Colleges: The Legendary
among all the colleges, and at least 28 of those dots must
be placed within the five colleges associated with the char-
acter's Maiden,

Virtues: The Legendary Sidereal gets 10 dots to divide
among her Virtues, which can be raised to 5 at this stage
without spending bonus points.

Essence: The Legendary Sidereal begins with
Essence 7.

Bonus Points: The Legendary Sidereal has 15 bonus
points to spend.

DRAGON-BLOODED
CHARACTER CREATION

Tl]l.“ SCCtion \Jls\_'uhh‘i.‘h h{‘\"' Lo create a .‘.lli[‘ll]‘l;{ 1)]’“%{?1]'
Blooded character, In this case; “searting” is something of a
misnomer, as a Dragon-Blooded created via these rules repre-
sents a characrer who hasbeen Exalted for five to 10 yearsand
has established himsell as an individual of some importance,
Such a character is one who can realistically fight alongside
avyoung Celestial Exalt, though his Celestial peers will almost
certainly outstriphim over time. Ar the end of the character
creation rules are alternative rules for more-expericnced
Diragon-Blooded characters (either for Storyreller characrers
who serve as antagonists or for players' characters in games
that are premised on a higher level of power and influence).
Preceding that are rules for younger, freshly Exalted Dragon-
Blooded miore cansistent with starting characters from The
Manual of Exalted Power—The Dragon-Blooded.

Ster ONE: CHARACTER CONCEPT

The character concept phase for Dragon-Blooded differs
somewhat from tharof Celestial Exalted. The basic questions
remain the same, bur a Dragon-Blooded character starts her
journey in a much different place than the rypical Celestial
Exaltdoes, While most Celestial Exaltsare born inta the lower
classes, almost all Terrestrial Exalts are born into prestigious
Diragon-Blooded families. Even the non-Exalted members of
these families lead lives of wealth and privilege unimaginable
to the vast majority of Creation's citizenry. Nonetheless, all
the wealth and power of all of Creation’s Dragon-Blooded
pales in comparison to thar of the Celestial Exales 1o whom
all Dragon-Blooded owe their fealry.

In shorr, Dragon-Blooded do nor begin their lives
as rice farmers or simple fishermen. Insread, they are the
scions of businesspeople, military officers and savanrs of
the highest order. While Celestial Exalration generally
manifests in adulthood—raughly between the ages of 18
and 40 Terrestrinl Exalrarion almost always occurs in
ane’s eens. Nearly all Dragon-Blooded children receive an
excellent educariomn specifically designed 1o prepare them
tor Exaleation. Atrer Exaleation, these young recipients are
removed o special training academies ro prepare them for
lives of service to the Celestial Exalred.

dercal has 56 dots o spread




ELeMENTAL AspecT

Unlike Solar Exalts, Dragon-Blooded do not have
castes, [nstead, each Dragon-Blood is aligned with one of five
elemental dragons and consequently carries the “aspect” of
one of the five clements. Each of these aspects is associated
with five Abilities in much the same way Solar castes are
Dragon-Blooded Charms are also keyed to Aspect Abilities
just as Solar Charms are keyed ro Caste Abilities, Like all
Exalred, each elemental aspect ulso carries a unique anima
power. Because Dragon-Blooded do not have cast y
nat receive specialized tratning ro fulfillany particular societal
role. The five elemental aspects are as follows:

Air: The Aspect Abilitics for Air Aspectsare Linguistics,
Lore, Occulr, Seealth and Thrown. The Dragen-Blood can
spend five mates to attune his anima to the winds. For the
durationof ascene, he issurrounded | irling vorrex of air
rharfunctions asa weakened version of the Stormwind Rider
spell. The Dragon-Blood may ceiple his leaping distance, and
he takes nodamage from alls. Finally, he may add an amount
equal ro his Essence to his DV versus Thrown and Archery
s. This power automarically activates if the Air Aspect

has spent L1+ motes of Peripheral Ess aniics
for this power are more fully explained in The Manual of
Exalted Power—The Drragon-Blooded, puge 113,
Earth: The Aspect Abilitles for Earth Aspects
Awareness, Craft, [ntegrity, Resistance and War. For five
maores, the Earrh Aspect can acquire the durability of stome.

. The mec

For the rest of the scene, she may soak all lethal damage with
her full Stamina, and she can add a number of dice equal ro
her Essence ro all rolls to resist grappling atracks or avoid
knuockbaek. Finally, she adds her Essence to het Stamina for
all purposes, but only while her feet rest on earth or stone.
This power automarically activates if the Earth Aspeet has
spent 11+ motes of Peripheral Essence, The mechanics
for this power are more fully explained in The Manual of
Exalted Power—The Dragon-Bloeded, page 115.

Fire: The Aspect Abilities for Fire Aspectsare Athletics,
Dadge, Melee, Presence and Socialize. By spending five motes,
the Fire Aspect can surround himself with a corona of fire that
inflicts no damage on himself or his possessions but adds his
Essence in lethal damage dice to bare-handed or grappling
attacks made by him. Anyone who atracks the Fire Aspect
barchanded or by grappling suffers an equal amount of fire
damage. This powerautomatically activares if the Fire Aspect
has spent 11+ motes of Peripheral Essence. The mechanics
for this power are more fully explained in The Manual of
Exalted Power—The Dragon-Blooded, page 117.

Watert The Aspect Abiliries for Warer Aspects are
Bureaucracy, Investigation, Larceny, Martial Ares and Sail,
The Water Aspect can spend five mores to possess complete
water freedom for a day, She can brearhe water as easily as
air, she is incapable of drowning, and she ignores any and
all environmental penalries for being underwarter. She can
also walk across water as if it were solid land. This power
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automatically activates if the Water Aspect has spent
1+ motes of Peripheral Essence. The mechanics for this
power are more fully explained in The Manual of Exalted
Power—The Dragon-Blooded, page 119.

Woad: The Aspect Abilities for Wood Aspeets are
Archery, Medicine, Pedformance, Ride and Survival.
By spending five motes, the Wood Aspect can render
herself completely immune to plant-bused poisons for a
2. Furthermare, while this power is active, the Wood
Aspect’s touch is poisonous, with the poison inflicred
carrying the following traits: Damage {Esscnce)Minute;
Toxicity (Essence); Tolerance (None); Penalry —[(Es-
2], rounded up. The Wood Aspect also adds her
Essence to her DV versus Archery attacks and any attacks
that rely on wooden weapons. This power automatically
activates it the Wood Aspect has spent 11+ motes of Pe-
ripheral Essence. The mechanics for this power are more
fully explained in The Manual of Exalted Power—The
Dragon-Blooded, page 121,

MoTivaTion

Like all Exalted, Dragon-Blooded tend to have grand and
epic Motivations. In the First Age, however, the Motivations
of most Dragon-Bloode v 5o gprand as those of
their successars in the Age of Sorrows. The Usurpation is
still centuries away, and while a handful of Dragon-Blooded
might rebel against the worst s of the Solar Delibera-
tive, the idea of completely overthrowing the Solars and
ng control of Creation still scems like an absurd fantasy
to any Dragon-Blooded treasoncus enough to consider it.
Consequently, most Dragon-Blooded Motivations rend o
involveadvancing theirown agendasor those of their Gentes,
usually through exceptional or exemplary service to their
Solar parrans, Milirary service is the mose common means
for young Dragon-Bloods to achieve that goal, but sizeable
numbers of the Dragon-Blooded seek wealth, power, status
within the Deliberative bureaucracy, sorcerous knowledge
or more esoteric goals.

Step Two: ATTRIBUTES

A Terrestrial Exalr gets eight dots 1o distribure among
her primary Artribures, six dots to distribure among her
secondary Artribures and four dats to distribute among her
tertiary Attribures.

STEP THREE: ABILITIES

A Terrestrial Exalr gets 12 free Abilicies by virtue of
Terrestrial Training—Archery 1, Bureaucracy 1, Lore 2,
Martial Arts 1, Melee 1, Oceule 1, Performance 1, Peesence
1, Ride1, 5 and War |- The Dragon-Blooded donot
get the same degree of specialized caste-related training that
Celestial Exalts receive, since aspects simply do not define
societal roles. Afternoting the five Abilities assoclated with
yout chatacter's aspect, pick three Favared Abilities. Divide
10 dots among Aspect and Favored Abilities, making sure

see

sence )/,

¢ notn

that you must have at leasr one dot in every Favered Abiliry.
Onee that's done, you ger 20 more Ability dots to allacate as
vou wish. You cannot raise an Abiliry ahove 3 ar any point
without spending bonus points.

STEP FOUR: ADVANTAGES

Excepr as neted, Advantages function for Dragon-
Blooded as they do for Solars.

Backcrounbs

Terrestrial Exaltedbegin with 12 points in Backgrounds,
as searting Dragon-Blooded characters are somewhat more
experiericed in Exaltation than their Celestial peers are, A
comprehensive listof Background traits along wich a descrip-
tion of each begins on page 29.

CHARMS

Each Dragon-Blood begins with 10Charms. At least five
Charms must be associated with either Aspect or Favored
Abilities. Please note that the Defense-From-Anathema
Merhod Charm deseribed on page 146 of The Manual of
Exalted Power—The Dragon-Blooded does nor exist dur-
ing this era.

VIRTUES

Dragon-Bloods get five dots to divide among the four
Virtues. No Virtue rating can go above 4 without spend-
ing bonus points. Choose a Virtue rared ar 3 or higher as
your character's primary Virtue. Dragon-Blooded do not
have Virtue Flaws in the same sense as Celestial Exalred.
Altheugh Dragon-Blooded do accrue Limir, they do nar
have Virtue Flaws and da not suffer from Limir Break Con-
ditions. Instead, when a Dragon-Blood suffers Limir Break,
he aces in a certain manner determined by the interaction
of his Virtues and his aspect, Sec The Manual of Exalted
Power—The Dragon-Blooded, page 123, for more infor-
mation on this topie.

SteP Five: FINISHING ToucCHES

All Terrestrial Exalts begin with a permanent Essence
rating of 3, The character’s Willpower is the sum of his two
highest Virtues, You can raise vour character's Willpower
with bonus points, but you cannot raise it above § unless at
least two Virtues are rated 4 or higher.

A Dragon-Blood's Personal Essence pool is equal 1o
(Essence + Willpower + any gained from the Breeding
Background). His Peripheral Essence is equal to ([Essence
x 4] + Willpower + [the sum of the two highest Virtues|
+ any gained from the Breeding Background). A Dngnn
Blood begins with seven health levels (-0/-1/-1/-2/-2/-4/
Incapacited) and can purchase more through the Ter
version of the Ox-Body Technigque Charm (see The Manual
of Exalted Power—The Dragon-Blooded, p. 146).

A character begins with a number of Intimacies egual to
his starting Compassion. Intimacies are more fully explained
in Exalted, pages 90 and 172-174.

strial




DRAGON-BLOODED CHARACTER CREATION

ALTERNATIVE DRAGON-BLOODED
CHARACTER CREATION

The defaulr Dragon-Blooded characrer represents an
“Estnblished Dragon-Blood” racher than a young one and
is considered a one-dot ally (per the Allies Background),
More powerful Dragon-Blooded are constructed according
1o the rules outlined here, as are “young” Dragon-Blooded
wha are less than a decade past Exaltation and who ure just
::lu['ung lhmr CHTCeTS.

THe Youna Dracon-BLoop
The Young Dragon-Blood isa child compared to mest
[xales. Rarely more than a decade past Exaltarion, he mighr
18

havea little more experience in some areas thanrecently
alted Celestials, buc they far outstrip him in raw power. Mast
Young Dragon-Blooded act as support persotine] to Celestial
Exalted, serving as secretaries, shield-bearers, apprentice
sorcerers and even favored concubines: Dragon-Blooded
charactersassigned to Celestial Exalts pursuantro the Hench-
mam Background are often Young Dragon-Blooded.

Attributes: The Young Dragon-Blood begins with only
seven dots to allocate among his primary Areribures, six to
spend on his secondary Acributes snd four o spend on his
tertiary Attribuces.

Abhilities: Afrernoting all Training Abilities, the Young
Dragon-Blood gers eight dots o divide wmmong his Aspect

and Favored Abilicies (with ac least one dot ineach Favored
Ability), then 12 more dots to spend as he wishes, Ar rhis
peant, you cannot raise Abilities above 3 without spending
bonus points.

Backgrounds: The Young Diragon-Blood gers 10 points
tospend on Backgrounds. No Background can be raised above
4 withour spending bonus peints.

Charms: The Young Dragon-Blood gets seven Charms.
At least four must come from Aspect or Favared Abilivies.

Virtues: The Young Dragon-Blood gets five dors o
divide amang her Virrues, which can be mised ro 4 ar this
stage without spending banus pains.

Essence: The Young Dragon-Blood begins with

Essence 2.
Bonus Points: The Young Diragon-Blowd has 15 bones
points to spend.

THE INFLUENTIAL DRAGON-BLOOD
(ALLIES * OR MENTOR *)

The Influential Dragon-Blood is over 130 years old.
While still very young by Celestial standards, she is around
middle-aged fora Tereestrial Exaltand acanny operacor with
an abundance of field experience, despire the limirarions of
her Exalration, The younger Gentes heads hold this level of
experience, as do the ranking Dragon-Blooded officers.

Attributes: The Influential Drapon-Blood begins wich
nine dots to allocate among her primary Avtribures, seven
to spend on her secondary Attributes and five to spend on
her tertiary Atcributes.

Abilities: Afrer noring all Training Abilivies, the Influ-
ential Dragon-Blood gets 15 dots to divide among her Aspect
and Favored Akilities (wirh ar least one dot in each Favored
Ability), then 26 mare dors to spend as she wishes. The most
dots you can have in any Abiliry is five or an amomr equal
sence (whichever is higher).

I'he Influential Dragon-Bloed gets 18

1o the characrer’s E

Ba(iﬁgrl)u“d;\:
points to spend on Backgrounds. No Background can be
raised ahove 4 withour spending banus points. Regardless
of Essence rating, a Dragon-Blooded can never possess
six-dot Legendary Background. Wirh Allies 5 or Mentar 5
{and Storyreller permission), however, she might be able ro
borrow such a1 benefic for 2 time.

Charms: The Influential Dragon-Blood gers 24 Charms.
Ar least 12 must come from Aspect or Favared Abilities.

Virtues: The Influenrial Diagon-Bload gets six poinrs
to divide among her Virmes, which can be raised o 4 at this

a

stage without spendding bonus points.

Essence: The Influential Dragon-Bload hegins with
Essence 4.

Bonus Points: The Influential Dragon-Blood has 15
honus points to spend.

THE LEGENDARY DrRAGON-BLOOD
(ALLIES ses« OR MENTOR

The Legendary Dragon-Blood stands at the pinnacle of
Terrestrial society, She is aged by the stndards of her kind
and probably relies on anagathic drugs to maintain herself.
The more powerful and highly regarded Gentes leaders are
Lependary figures, as are the personal assistnes of some
Legendary Celestial Exalts and the few Drapon-Bloaded
military personnel who have risen to the rank of colonel
or commodore. No Dragon-Blood has risen to the rank of
peneral or full admiral in centurics.

Attributes: The Legendary Dragon-Blood begins with
14 dots to allocate among his primary Attributes, 12 1o
spend on his secondary Acributes and 10 to spend on his
tertiary Artributes.

Abilities: After noting all Training Abilities, the
Legendary Dragon-Blood gets 40 dots to divide among his
Aspect and Favored Abilities (with at least one dot in each
Favored Ability), then 52 more dots 1o spend as he wishes.
The Legendary Dragon-Bleod also gets three free dots in
specialties, Remember chat Fou calnot associate more than
three dots of specialties to the same Ability. The most dots
Ability is five or an amount equal to
the charaeter’s Essence (whichever is higher).

Backgrounds: The Legendary Dragon-Blood gers 30
points tospend on Backgrounds, No Background can be raised
above 4 without spending bonus points. Dragon-Blooded gen-
erally are forbidden to possess six-dot Legendary Backgrounds
no matter how legendary their reputations are.

Charms: The Legendary Diragon-Blood gets 70 Charms,
at least 20 of which must come from Aspect or Favored
Abilities.

vou can have inan
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Virtues: The Legendary Dragon-Blood gets eighr dors
tor divide among her Virtues, which can be raised ro five ar
this stage without spending honus points.

Essence: The Legendary Dragon-Blood heging with
Essence 3. A ragon-Blood cannor raise her permanent Bs-
sence above 7 except rthrough extraordinary means, such as
rare hearthstones, stricr dietary regimens, et cetera.

Bonus Points: The Legendary Dragon-Blood has 15

bonus points to spend.

NEW AND ALTERED TRAITS
ABILITIES

Except as noted here, all Abilities function exactly as
described in Exalted.

ARCHERY

In addirion ro conventional bows and arrows (which,
other than powerbows, are used mainly for hunting and
archery contests), the Archery Ability is also the default
Ahiliey used for targeting and firing weaponty including

most kinds of projected-Essence weapons such as implosion
henwes and Essence cannons,

LiNGuisTics

The Linguistics Ability serves two functions. First
it provides dice for all dice actions perraining 10 written
communication, speceh wriring and poetry, as well as code-
breaking and other forms of cryprography. More importantly,
eachdot takenin Linguistics represents fluency (and liveracy )
in an additional language.

Old Realm is the language most often spoken by Exaleed
when communicatingamong themselves. The language that
will be called “Old Realm™ in the Second Age is called the
same in the First Age beeause it predates even thar period.
In the beginning, it was the only language anvone spoke.
Even the language of the Dragon Kings evolved long afier
Creation was {armed, as the reprilian crearures desired a
unique language that was incomprehensible to their hu-
man slaves. Savants helieve thar Old Realm was woven
into the fabric of Creation by the Primordials at the dawn
of time itself. In addition to being the preferred tongue of
Exalted in police sociery, Old Realm

remains the language spoken byspit-
its and demons (as the Primordials
presumably encoded icinco theirvery
beings). The Fair Folk intuicively
understand it as well, eicher upon
entering Crearion or whien they first
interact with heings from Crearion
in the Wyld. Old Realm also serves
as the basis for the lingnistic compo-
nent of spells thar require speech as
a pretequisite to casting:

As the Solars began their con-
quest of the Wyld, rhey created new
languages tw assist in the funcrion-
ing of the Order-Conferring Trade
Pattern. Each of chese artificial
languages represents a significant
maodification to Old Reatm designed
to conceptually reinforce reality in
the areas where ir is spoken. These
languages include:

Earthtongue is the language as-
sociated with the Blessed Isle itself.
Linguistically, it is the new language
thar is closest in structure and syn-
tax to Old Realm. As it is spoken
primarily by the lower classes of the
Dlessed Isle, it is also referred to as
“Low Realm" by cultural elirists.

Flametongue is the language
spoken by the people who dwell in
the Threshold regions of the Sourh.
It is most nowmble for having an
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elaborate nomenclature for navigarional terms calculated
to assist caravans i finding their way o the next oasis
across hundreds of miles of trackless desert

Forest-tongue is the language spoken by those who dwell
in the trees of the Great Eastern Forest. The East is vitally
important to the medical profession, as the vasc majoricy
of medicinal plants come from thar region. Accordingly,
a significant portion of medical rerminology used across
Creation originated in Forest-tongue.

Riverspeak is the lampuage associated with the River
I'rovince. Riverspeak has also become the most commonly
used rrade language in all of Creation, with many River-
speak trading rerms entering into the other languages as
loan words.

Skytongue is the language associated with the Threshald
areas of the North. Among Skytongue's curiosities is that
the Language has over 200 different words for snow and ice,

an essential feature for regions where the ground remains
et round.
Seatongue is the [an

stnow covered

1ape associared with the Great
Western Ocean, As with Flametongue, much of its arti-
ficial syntax is designed o aid sailors in communicating
navigational concepts. Also, Seatongue is perhaps the most
“religious™ of the directional languages, and many of its
maost common idioms are interwoven with subtle prayers
- Every "hello™ or “goodbye” spoken in
Seatongue subtly prais ather gods and
“helpsro make sure that wearher patterns in that turbulent
region evolve in ways helpful to the Order Conferring
Trade Partern.

Inaddition to the directional languag
languages include:

® Clawspeak: An artificial binguape creared by Lunar
savants to make it easicr for Stewards to "write” while wear-
ing antmal forms.

* Dragontongue: The firse artificial language, creared
centuties ago by the Dragon Kings as a way of establishing
social dominance over the humans who served as theirslav
at the time. The Dragon Kings themselyes call this language
“High Holy Speech.”

» Pelagial: The unique lainguage spoken by the mysteri-
ous pelagtals who dwell on the Western sea floor.

Besides those listed here, there are innumerable other
rongues speken in Crearton, albeitby small and insular groups
of speakers. The strange gray beings that bed
in arrifice thar the Grear Maker Autochthon devoured them
tor their hubris lefrarcane works in theiradvanced language,
Various remnants from the Primordial War may
their own rare speech, and oceasionally, the Wyld produces
new breeds with unknown tongues. In remote arcas, some
of the more parancid Solars have magically forced a unigue
language onto the humans who serve them and obliterated
their abiliry ro speak any other rongue. Whether they did
this ro facilitate some arcane magical process or simply to
make it impossible for those humans to live anywhere save

o local sea deitic

es, otherimportant

ame so skilled

yCL TCtain

under the Solars' protection is nor debated openly. Some
Solar linguists even speculate thar it is possible ro develap
“programming languages™ 1o aid in the ereation of animat-
ing intelligences or, more disturhingly, help to reinforce the
power of Social-keyword Charms by devising a language
that overrides the listener's will.

Lore

In the Firsc Age, virmally every human in Creation
at least one dot in Lore. The educarional system
enacted by the Solar Deliberative s comprehensive, and
literacy is nearly universal, Any character who begins
withour any dots in Lore most likely represents a child
who was shipwrecked on a desert island or abandoned
by bis parents to he raised by wolves, Even then, Exalted
instructional Charms and technology would see that such
a “wild child” could be inculcated with a rudimentary
cducation (sufficient for Lore 1) within a few weeks. Tt is
i illiterate person to Exalt, let alone be
allowed into polite Exalted society without firsc achieving
the equivalent of Lore 2.

Occutt

In the First Age, magic and sclence are so integrared
rthar basic magical principles ave taught to small children in
public schools. Any reasonably educated person has Oceult
| or higher.

Ripe

In the First Age, the Ride Ability, in addition to heing
used to control mounts and other beasts of burden, is also
used for piloang rolls for certain types of anifact vehicles.
Specifically, a character must use her Ride Abilicy when
piloting one-person vehicles that, because of their design,
handle like horses. Examples of such arrifaces include swift
riders, Windblade-class personal transports, warhirds and
clockwork steeds.

SAIL

In the First Age, the Sail Ability, in addition ro being
used o operate and maintain conventional water vehicles,
15 also the default Abiliry used for piloting large land and
air vessels, which handle similarly to First Age warercraft.
Examples of such artifucrs include bartle carriers, traveling
pagadas, skysleds, and Manta-class rransports.

BACKGROUNDS
The following Backgrounds are available to Exalted char-
acters. Some Backgroundsare limited in whocan possess them,
For example, only Dragon-Blooded may possess the Breeding
Background (or even derive any benefit from it, since only
Terrestrial Exaltation is passed through family lines).
Backgrounds are rated from 1 to 3. Celestial Exales who
possess a permanent Essence of 3 or higher can purchase Leg-
endary Backgrounds, Essentially a sixth dov in the relevant
Background, a Legendary Background provides incredible
benefits far in excess of those granted by the lower leve

bt
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of the Background, Possessing a1 Legendary Background is a
twin-edged sword, though. Creation’s most powerful Exalrs
rely upon these Legendary Backgrounds as the source of
much of their authoriry, Such luminaries do not rake kindly

to youryg upstarts throwing around Legendary Backgrounds
inareckless or impudent manner, Tread eavciously. Neicher
mortal nor Dragon-Blooded characters may possess Lepend-
ary Backgrounds,

Some Backgrounds are inrereommecred. That is, to ac-
quire a rating above a certain level, the charseter muse also
have a commensurate rating in a different bur conneered
Background, This concepr is explained more fully under
each relevant Background,

ACQUAINTANCES (SIDEREALS ONLY)

Asagentsof the Bureauof Destiny, the Sidereal Exalted
1 peerless understanding of fate and destiny as those
concepts apply o everything in Creation, especially o
mortals. Over the centuries, the Five-Score Fellowship has
developed many innovative rechniques for exploiring that

hay

understanding. For example, Sidereal astrologers realized
carly on that the Loom of Fate placed exacring limirs on
each Sidereals abiliry to manipulace it via astrological ef-
fecrs. Specifically, it is impossible for any Sidereal Exalt 1o
have more concurrent astrological effects in effect than he
has dots of permunent Essence. Usually. By interweaving
his own destiny with thar of a marral (either rhrough the
B&cukmg the Wild Mortal Charm or simply establishing a
tapport with her), the Sidereal cam subsume her fate into
his own L for hookkeeping purpose v. Sidereals
cuphemistically refer o mortals with whem they have
established such a relationship g

Essentially, a Sidercal’s acquaintances are mortals
whom the Sidereal considers friends (ar ar least rreats as
friends, if only to gain the benefits of this Background).
The Sidereal must visit his acquaint: s regularly and
maintain genial relations with them. More importantly,
the mortal cannot know thar the Sidereal is an Exalc.
T]‘)L‘ Cl-rL'Ll Ll\‘:”. ;JHUWn SI\[\:TCH[N o use 'r“'.(]liﬂlnt'(”‘ct‘n
essentially invelves using the Loom's own properties o
deceive the Loom itself. Accordingly, the effect relies on
manipulation of the consrellation known as the Mask,
and taking advantage of this cffect requires the Sidereal
to actively employ deception against the person whose
fate he is appropriating.

Each dot of Acguaintances represents a number of
people who know the Sideteal under a cover identity and
notasan Exalt, Because acquaintances perceive the Sidereal
through the lens of the Mask, the Sidereal does nor need
to go to elaborate lengths w deceive the mortal abour her
identity, The plaver decides how her acquaintances know
her character. They might think of her as the woman who
tells the best stories or that merchant who always has sweers
for the kids. There is no support for these front identities,
Anacquaintance who decides to vi

anywa

acuaInances.

“thateloth merchant”

for his daughter's wedding ean’t find her store, but he won't
think much of it afrerward.

For each dor in this Background, the Sider
increase by one the number of concurrent astrological ef-
fecrs he can malntain, There is no such thing as Legendary
Acquaintances. Manipulating the Loom to that extent is
heyond even elder Sidereals.

Trait  Effecrs:

can

® None. You've made no effort to connect with any
wmortly. Why?
. Uhe person, such as a merchant or a courtesan,

thinks of you as a friendly acquaintance, and then
only when he sees you, +1 coneurrent astrology
elfects.

L] Acsmall handful of people recognize you. remem-
ber your name and think well of you when they
see you. Alternatively, more peaple know you as
no more than a friendly stranger. +2 concurrent
astrology effects.

sve A close-knit group welcomes you warmly as one
of its own, though the regulars almost never mi
vou when you're gone, Examples include opium
den regulars, inhabitants of a tiny farming village
or a group of bandits. Alrernarively, more people
recognize and chink well of you +3 concurrent
asrrology effecrs

eeee  You've déveloped a close relationship with one
maortal, and several mortals consider you a per-
sonal friend. Alternatively, vou have up to three
tight groups that happily acknowledge vou among
them and a spread of casual acquaintances as well.
Your frants ¢an be the same identity in multiple
places, multiple identities among the same group
{in which ease youchaose which is “on when you
approach that group) orcombinations thereof. +4
concurrent astrology effects.

Your front gives you a recognized social position
among & commuinity as large as a town, ciry neigh-
borhood or group of.
Background for the same sort of group can enable
acharacter to wield these acquaintances more ef-
fectively. Alrernacively, you have as many as five
lesser fronts, +5 concurrent astrology effects.

ALLIES

Anally represents a character under Storyeeller control
with whom u players character has some kind of mut-
ally beneficial relationship, They could be friends, business
partners, lovers orpeers in the same organization. Allies in
Drreams of the First Age are generally more powerful than
allies from Exalted. Since the pl characters themselves
are more powerful, they have littde need of help from their

milarsize. The Connecrions

soctal and physical inferiors.
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ACQUAINTANCES IN THE AGE OF SORROWS
Theabilityof the Sidereals touse the Mask in arder
tebenefitmaterially romacquaintances will be crippled
after the Usurpation. Desperate 1o avoid censure for
its role in the overthrow of the Selar Exalved, the
Bronze Faction wreaks widespread astrological damage
calculated to ocelude notjust itstole in the Usurpation
but also its very existence, stretching the Mask 10 its
breaking point—and beyond it. The Breaking of the
Mask successfully makes it impossible for Sidereals to
be prosecuted by any god of Yu-Shan for their role in
the Usurpation. Unfortunately, it also inflices on the
Sidereals the curse of the Arcane Fate, which makes
it neatly impossible for anyene to even remember who
the Sidereals were, including their mottal friends and
allies, Even worse, the damage to the Mask prevents the
Sidereals from using many of its effects for astrological
purposes, Sidereals lose the ability to use the ascending
and descending destiny effectsassociated with the Mask
on themselves, and with it, they lase the ability to trick
the Loom of Fate into allowing them extra astrology
effects through the Acquaintances Backeround.
Acquaintances are still quire useful in the Age of
Sorrows, though. A Sidereal can still develop acquain-
tances, and such mortals will remember the Sidereal
{toanextent), allowing the Sidereal to develop limited
versions of the Allies and Contacts Backerounds.

T

The ally relacienship is cypically (but not always)a peer
relationship in which the two characters hold roughly eogual
pawer and status. If chere is a gross power disparity among
the two characters in favor of the Storyteller character, the
Storyreller may declare thar the relationship is unequal and
that the plaver must purchase the Mentor Background instead.
Purchasing a character as a mentor is actually cheaper than
birying him as an ally, bur enly because the mentor is clearly
n the dominant posicion. Allies trade favors all the time, A
character must request a favor from his mentor, who is free
tit demand s service from her student.

Theplayer can, however, establish an ally relationship
mwhich he is more powerful than the ather character. The
traits here indicate the general power level of an ally ar each
dot level, but the player can opr ta take a lower power ally
than his dot rating would indicate. The difference between
the acrual rating and the ally character’s trairs represents
some hold over the ally that gives the character greater in-
fluence over her. Forexample, an [nfluential Dragon-Blood
typically represents a twa-doe ally. If the player purchases
an [nfluential Drapgon-Blood ally ar the four-dot level, the
ally is extremely loyal to md protecrive of the characrer
and is more likely help him even when doing so puts her at

persimnal risk. I the player purchases the same Dragon-Blood
at the five-dot level, she might be hopelessly enamored of
him or he might know some darle seerer that allows him ro
blackmail the Dragon-Bload into urrer obedience.
Celestial Exalted are frequently supported by enrire
squads of Dragon-Blosded employees, bodyguards, soldiers
and lackeys. Unless one ol these Drgon-Blondsis parricularly
powerful and has a particularly close relarionship with the
character, such lackeys are hetrer deseribed by the Hench-
man Background.
Trait Effects:

X Youhave no powerfulallies, though youmight have
mortal or even inferior Deagen-Blooded servants
(as represented by the Retainets Background) or
-soldiers under your authority {as represented by
the Command or Hencliman Backgrounds).

- Your ally is a starting Dragon-Blooded character,
a Dragon King, a minor terrestrial pod or an ex-
rremely intluential mortal.

L1 Your ally is a starting Lunar or Sidereal, an In-
fluential Dragon-Blood, an elder Dragon King, a
major terrestrial god, a miner god of Yu-Shan, or
a Jadeborn,

#ee  Yourallyisastarting Solarcharacter, an Established

Lunar or Sidereal character or an importane god
aof Yu-Shan.

Your ally is an Bstablished Solar characrer, an
Influential Lunar or Sidereal, a Legendary Dragon-
Blood, a celestial censor or a division head in
Yu-Shan.

eeeee Yourally is an Influential Solar character, a Leg-
endary Lunar or Sidereal character or a bureau
head in Yu-Shan,

LEGENDARY ALLY

This ally could potentially reshape Creation itself ac-
cording to vour request. Perhaps your ally is one of Creation’s
Legendary Solars such as Queen Merela ot the Hierophant,
Or perhaps you have somehow found the favor of one of
Yu-Shan's most powerful deities. Any being in Creation or
Yu-Shan save the Uncongquered Sun or Gaia can represent
a legendary ally, though only a fool calls upon a legendary
ally for anything bue the direst of circumstances.

ARSENAL

In the First Age, the science and art of weapon manufac-
ture has been raised o dizzying heights, with the result that
magical weapons thar will one day he considered priceless
artifacts are sometimes given out as graduation presents o
friends or even acquaintances after their commencement
from o military academy. In this era, a vase infrastrucrure
exists for the creation and maintenanee of artifacr weapons
Asa consequence, anyone sufficiently wealthy can purchase
minor magical weapons. A mortal could wield an arrifact
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weapon, provided he can afford one, he can ger the permic
to carry one and he can figure out to attune one.

The last requirement is not as onerous as it soursds.
In this era, many mortals have been trained to manipulate

ence in minor ways sufficient to attune a low-level magi-
cal device, Furthermore, the rechnolopy exists to dedicare
a hearthstone to a magical weapon so that anyone can use
it, although such dedicared hearthstones are prohibitively
expensive for all but the wealthiest of Exalted, Modifying
a magical device so that it will function propetly in mortal
hands increases the Arsenal rating of the item by one and
also requires the character to dedicat
rating equal to the icem’s adjusted rating to
The Solar Deliberative classifies magical weapons and
armaments hased an their power and versatilicy. This ¢
sification is represented mechanically by the device's ATNLU.I‘
rating. It is trivially simple for any Celestial Exalt 1o acquire
an Amenal rating of | or 2, and if such a character begins
withour any dots in Arsenal, it is hecause he has simply not
hathered rafill out therequisite paperwork. Technically, there
is o five-day waiting period before even an Exalr can legally

>4 hearthstone with o
s operation.

purchase Essence-projecting weapons, but that restriction
is seldom enforced against Celestial Exalts with any degree
of influence. Simpler artifact weapons such as daiklaves and
pawerbows can be acquired in an afternoon once an Exalt
has registered the weapons with T AM.

The Arsenal Background doesn't just represent the
chraracter's ability to ourfir himself with powerful weapons.
Italso represents his ability ro outfit any rroops he hasas part
of his Command Background {see p. 35). If the character’s
Amsenal and Wealrh ratings are each rwo dots higher than
he needs w acquire a particular weapon and his Arsenal rat-
ing is higher than his Command rating, he can supply such
weapons to his troaps in sufficient numbers ro add honus
JICL‘ ll]l mass LE]]]][‘HT.

Trait Effects:

X None, Your troops (if you have any) must make
do with mundane swords and armor.... and hope
that no Fair Folk show up. Personally, you have
access to minor thaumaturgical ralismans and
alchemical potions that are unrepulated by rhe
Deliberative and that you can
withour Celestial resources.

casily afford even

. You possess basic magical armor and weapons, as
well as more powerful thaumaturgical talismans,
You can arrange for select morral reainers ta te-
ceive punzoshaarmor, bur youdon'thave clearance
tafield an entire punzosha unic. Such armaments
have a Wealdh cost of 1 if the character is supply-
ing the retainers himself. A

e You can acquire personal Essence-discharge
weapans or magicsl power armor such as comman
wartstriders or d 1 armor. You can arm your
soldiers with minor thaumaturgical talismans,

ashigaruarmor oralchemical weapons in sufficient
numbers to add a +1 bonus to the unit’s Might.
Such armaments have a Wealth cost of 2
character is supplying the unit herself.

if the
sses  You can acquire magical sicge weapons, field
Essence-weapons or a noble warstrider. You can
purchase personal f_l!fing ar aquatic craft with
military capaliilities. You can equip your soldiers
with more sophisticated thaumaturgical weapons
or outfit enough soldiers with gunzosha armor 10
add a +2 bonus torthe unic's Might, Such arma-
ments have a Wealth cost of 3 if the character is
supplving the unit herself.

You ean purchase troop ranspores (land-, air- or
sea-bused), as well as personal command ships
comparahle to-a light cruiser. You can acquire
intelligenit automaron soldiers or hio-engineered
“super-saldiers.” You can equip your soldiers with
Essence-discharge weapons or magical power ar-
mar. This level of Arserial adds s +3 bonus to the
unit’s Might. Such armaments have a Wealth cost
of 4 if the character is supplying the unit herself,

#eeee You can purchase an intelligent rayal warserider
foryourself. Yourarsenal includes massive Essence
weaponscapableofdecimating city. Yourpersonal
eommand ship is the equivalent of 4 Dawning Sun
Indomitable-class heavy battlecruiser, which is sup-
porced by muleiple indomitable conguest platforms
and probably at least one thousand-forged dragon.
Those soldiers under your command whe are not
wearing power armor or warstridersare armed with
heavy Essence-discharge weapons and protecred
by personal Essence force shields. You possess an
extensive collection of unique and arcane large
theater weapons, such as inrelligent aclds that
swim toward enemy vessels in the water and ear
through any pares of the ship not proteeted by
magical macerials or missiles that tum every living
thing within a cne-mile radius ro glass. This level
of Arsenal adds a +4 bonus to the unit’s Might.
Such armaments have a Wealth cost of 5 if the
chardeter is supplying the unic herself.

LEGENDARY ARSENAL

You possess ar least one weapon of mass destruction on
par with a directional Titan or the Eve of Aurochchon, or
F thousand-forged dragons that are
under your exclusive control. If you don't have Backing or
Connections commensurate with this Background, you had
better keep it seeret or risk turning the enrire Deliberative
e stare.” The Deliberarive is probably very
worried. The armaments supplied to your forces make them
a match for any foree in Creation or Yu-Shan, provided thar
vau also have Legendary Backing or Wealrh ro pay for their

else you have dozens ¢
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upkeep. The Storyteller mayalso require you to possess other
traits i order to properky use such an artifact {such as, for
example, high levels of Willpower and Occult in order to
use the Eye of Autochthon successfully). Add a +3 bonus
to your unit's Might.

ARTIFACT

The Artifact Backgroundfunctions essentiallyas described
inExalted, page 1 | 1, subject o the following conditions
the character must purchase each artifact sepatately, Second,
artifacts represented by this Background generally represent
devices acquired in the past that are beyond the characrer’s
narmal powet o acquire, Accordingly, a character can have an
artifact that exceeds her Arsenal, Backing, Panoply, Resources
or Wealth ratings, although possession of such artifacrs might
be illegal depending on the characte INSTANCES.

Because most magical irems produced in the First Age
are the result of assembly-line factory-cathedrals, all but the

irst,

mostpowerful artifacrs canactually be purchased with money
{i.e., the Resources Background used by mortals and Dragon-
Blooded, orthe Wealth Background used by Celestial Exalts).
There islittle necd fora

player to purchase

an artitact with
Background or
bonus points if
the character has

ratings in other Backgrounds that would allow her to simply
buy the artifact outright. For example, a standard daiklave
is m two-dot arrifact if purchased with this Background. If
the character already has Arsenal 2 and either Backing 3
or Wealth 3, however, he could porentially buy as many
daiklaves us he wanted.

Yot even in the First Age, all but the mostbasic items—and
especially, those commen items chat the Solas mass producefor
the express henefitof mortals—arestill prohibitively expensive
foranyoneother than Celestial Exaled. Furthermore, the more
powerful or patentially dangerous an item s, the more likely it
is that the Dieliberative will take steps to keep it vut of mortal
hands through legislarive means. For example, it is illegal for
private mortalcitizens o wwn Essence-hased weapons withouta
special permit from the Deliberative orfromaCelestial employer
wha is willing to be held liable for the martal’s actions. Ir is
similarly illegal for private citizensto own abeast of tesplendent
liquuiwnlmutspe:‘iu]-,mthorirui.m,s'mcerhrzl)ulil'\elatw does
ot care to see someone laose massive quantities of potentially
addicrive drugs among Creation's mortals.

Mechanically, the public availability of an arcifact of a
particular raring is poverned by the interplay of four Back-
grounds: Arsenal, Backing, Panoply and Wealth, each of
which isdiscussed more fully under its individual description
inthischapter. Arsenal governsthe character's legal authoricy
1o possess magical armaments and weapans, while Panoply
governs her ability to acquire powerful magical items that do

not have military or combac applications.
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Wealth permits the character to purchase any item that
she can afford and that she is authorized to own. Mo
and Dragon-Bloaded characters substitute (their Resources
ratings — 1) for Wealth. The general rule is that if the char-
acter has a Resources or Wealtch rating one dot higher than
necessary to purchase an item, he can purchase an infinite
number of siuch items without reducing his Background rat-
ing. For most purchases, that rule still applies. Asa practical
matter, though, the Solar Deliberative tracks all purchases
of magical weapons and takes a dim view of stockpiling. An
Exale is legally limited to the amount and type of ordinance
determined by his Arsenal rating asit applies toma
The effects of illegally exceeding that limd
Storytellers imagination. Simpleartifact weapons and armor
that do not have Essen
into them are very easy to produce in this era, Accordingly,
reduce the Artifacr cosr for artifact melee weapons, martial
arts weapons, powerhows and armor by one (o a minimum
of one dot).

The character's Panoply rating represents the effective
Timit on how many and what kind of artifaces withour milicary
application she can legally pur , the limita-
tion does not, for the most part, reflect the Deliberative’s
involvement, (As far as that body 15 concerned, an Exalt
can buy as many flying chariats as she wanes.) Instead, the
limitation ari mply due to the practical lmits of magi-
cal construction. While simple devices such as [ AM glyph
réaders are mass-produced and therefore omnipresent, more
sophisticated wonders are the produet of gifted Exalted arci-
ms. Or, 3f vou prefer, artistes. 1ts not enough to be able o
afford a ser of sille armor. You also have to be able to persuade
Latrixian the Weaver—the Solar who invenred the process
that you'll lnok
shulous i the mdestruerible-yer-fashionable
clothing she desig

The Artifact Background can be taken multiple times,
are artifact, A characrer
can buy as many individual artifaces as she wants, though,
as long as her Arsenal or Panoply rating (depending on the
type of device) is high enough o allow her access ta thar
her Wealth rating is ar least one dot
higher than the item’s Artifact rating, If her Wealth rating
is merely equal to that of the ltem, purchasing it will reduce
her permanent Wealth rating by one,

Finally, Backing can also take the place of Wealth,
allowing the character to “borrow” {tems from the organiza-
tion to which he belongs for limited periods of time. A list
of common (and some uncommon) magleal iems can be
tound on page 41, along with the Backgrounds required o
purchase them,

Characrers cannot begin with Legendary Artifacs (e,
artifacts with an NJA rating) absent Storyeeller approval.
Charactets might be able to acquire such arcifacts with the
Legendary Arsenal or Panoply ratings, buc only afrer meering

scombat,

ation are lefe to the

built

manipulating rechnolog

wsc. In this cas

for giving silk robes the properties of steel

sufficientl

with ench time representing a se

device—and us long as

the other requirements of those Legendary Backgrounds. 1t

such an artifact comes into the character’s hands without
bim having the authority to possess it, however, ithas done
soonly through the will of the Storyreller

BackiNG
Your character is an important member of an organiz
tiom, such as the Deliberative, the Solar Fleer, the Burean

of Desting (o some other beavenly bureau) or the Silurian
Academy. The higher her rating is, the more importmr she
is to this o

rion's tuncrion and the more freedom she
has ro direer the organization's resources. With Storyeeller
approval, this Background can be raken multiple fmes 1o

reflect-authority in different organizarions.

Trait  Effects:

X Youdonotinvolveyoutselfwithany other Exalted
body except for a pro forma membership in the
Deliberative (for Celestial Exalted) oryour familial
bonds (ifyou are Dragon-Blooded). Even in those
bodies, you have eultivated no base of support,
Why is that?

" You are a lower officer or minor functionary in
the organization.

L Your character is a mid-level officer, the head
of a small department or some similarly sitcvated
position.

eee  Your charcter is moderately powerful and has
many people working under her.

anan

Your character is extremely powerful and rypically
is only a few rungs below those who control the
organization.

#9999 Yourcharacterisone of the most important figures
in the organization. While her authority is not
absolute, she can influence the activities of the
entite group in important ways.

LEGENDARY BACKING

You have the complete support of an organdzation
whose reach is potentially Creation-wide. Furthermore,
while you officially “work for” the organization, you prety
much run it. The only people who can balk you in your
rding the organization's activities are other
characters whoalso have Legendary Backing, While several
ar luminaries have Legendary Backing from the Solar
Deliberative and routinely block each others plans, other
s rule slightly less important bodies with an iron fist
Crrand Admiral Kendik Arkadi has this level of authority
over the Solar Fleet, although he is cautious not to overplay
ainst him

his band lest his rivals in the Deliberative unite ag
and attempt to remaove him from his position.
BRrEEDING ( DRAGON-BLOODED ONLY)
Among Dragon-Blooded Genres, Breedingrepresenrs
the purity of an
power of the Elemental Diragons flows through it. Breeding

ixalt’s bloodline and how strongly the
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canfers two henefits, First, as a Dragon-Bload’s Breeding
increases, so does his ability to harmonize Essence. Ac-
cordingly, each dor of Breeding grants him extra motes
of Essence to add 1o his Personal and Peripheral Essence
pools. Second (and more important for the more status-
conscious Dragon-Blooded), the higher a Terrestrial
Exalt’s Breeding is, the more likely it is that his children
will Exalt as well. Although the Deliberarive has made it
legal for Dragon-Blooded to mate with non-Exalts, maost
Dragon-Blooded families continue to carefully arrange
their intermarriages to make sure that their anceseral
power is preserved.

There isnosnch thingas Legendary Breeding, although
some of the more agpressive biothaumarurges of the Celestial
Exalted theorize that it is possible to manipulate Terre
erial Breeding so as to produce 2 “super-Dragon-Bload.”
Officially, the Deliberative has banned such breeding
experiments, hur tumors persist that Solars in isolated
dominions perform obscene experiments involving Dragon-
Blooded cugenics.

Trait Effects:

X Your family tree is' unremarkable.
i +1 to Personal Essence pool; +2 to Peripheral
“ssence poal,

L3 +2 to Personal Essence pool; +3 to Peripheral
. Essence pool.
*¢s  +3 ta Personal Essence pool; +5 to Peripheral

Essence pool.

seee 4 o Personal Esserice pool; +7 w Peripheral B:
sence paol; -1 mote from the cost to activate your
anima banner; +1 on-the 1oll to see if your child
Exalts.

seeee +5 10 Personal Essence pool; +9 to Peripheral Es-
sence pacl; -2 to the cost of activating your anima
banmer; +2 on the wll 1o see if a child of yours

Exal
CoMMAND

Because of the character's wealth; family backing or
actual milirary rank, he hascommand of one o more milicary
units. Such unirs might be divisions wichin the Legions of
the Deliberative or the Solar Fleer, a Celestial Exalt's private
army, a ciry guard or a mercenary company. Most major

Iragon-Blooded Gentes also place significant military forces
at the disposal of their Celestial patrons, forces usually under
the direer command of Dragon-Blooded officers when not
at their parrons’ beck and call.

This Background grants only command authority over
the rraops in question. The default assumption is thar the
rroops actually belong tosomeone else, such as the Delibera-
tive ar some independent body. A character who wishes
to build an army for her own private purposes must also
see to it that the unit is fully funded and, in the case of

larger units, has its own officer corps. Th equirements
must be mer through additional Backgrounds, which may
include Allies, Connecrions, Retainers, Wealth and mote
at the Searyeeller's discrerion. Arsenal is also required if
the force uses magical weapons of any sort, although a
torce without such cquipment is ar a serious dvantage
against any force that has them. (See p, 32 for a descrip-
tion of how the Arsenal Background interaces with the
Command Background.)

Generally, the size and characrer of the univ under the
character’scammand is derermined by its Magnitude + Might
[see Exalted, pp. 159-161). The unit's Magnitude soverns
how many individusl soldiers serve in it. The unit’s Might
governs what percentage of the unit con alted and
other magical beings. Any bonuses added to Might through
superiorequipment arerepresented by the characrer’s Arsenal
Background. It is considered a waste of resources to pur an
Exalt in charge of a unit with a Magnitude of only I, but
young Dragon-Blooded are somerimes assipned 1o serve as
squad leaders as part of their rraining.

Trait  Effects:

5 of

X None. Either you haven't ver earned the right to
lead tronps of you have no interest in doing so.

. The sum of your unit's Magnitude and Mighr is 2
(plus any bonus gained from Arsenal). If you are
persanally funding this unit, you must also have
Wealth o e (for equipment and payroll).

L] The sum of your unit's Magnitude and Might is 4
(plus any bonus gained from Arsenal). If you are
personally funding this unit, you must also have
Allies # {for junior officers); Connections # (for
gathering intelligence and establishing military
conttacts), Retainers ® (forspecialist officers) and
Wealth (for equipment and payroll).

##s  The sum of your unit's Magnitude and Might is 6
{plus any bonus gained from Arsenal). If you are
personally funding this unir, you must also have
Allies o Connections # ¢ ¢ Rerainers e e ® apd
Wealth

sess The sum of your unit’s Magnitude and Might is 8
{plus uny bonus gained from Arsenal), If you are
personally funding this unir, you must also have
Alligs # e » e Connecrions ® ## ¢ Reraincrs oo s e
and Wealth eses.

*o e e The sumof your unit's Magnitude and Mighe is 10
(plus any bonus gained from Awsenal). If you are
personally funding this unit, you must also have
Allies o . Arsenal ® o8, Conneerions s e,
Retainers and Wealth «

LEGENDARY COMMAND
You are one of Creation’s most prominent and highly
ranked penerals. Alcernarively, vour dominien includes an




enermousmilitary
command 10,000
Diragon-Bloode
i If youare f
must meet all the Background requirements of the five-dot
alsork
fyau wish ra

level of Command bur m

ave Legendary Resources

(and Legendary Arsen

magical weaponry)

CONNECTIONS
Creation funcrions as a complex web of interacting

i

round represents the

societies, each with is own insticutions, foundations
al orders. The Connections Bac
abilicy to gain inf de favars and to network
vith other Exalted. Characters with connections shape
aned

NArion, 1o o

society, while simultaneously protecting their assets

gaining prestige.

Each area of influence represer
Background. For example, a well-connecred Lunar char-
acter might have Connections (Military) 4, Connections
{The Deliberanive) 2, Connecrions (The Bank of the

ts a separate porential

Tr ry) 4 and Connecrions (Rathess) 3, in addition to
many others.

Ironically, the value of a character's connections is

nt area

inversely proportional to how expansive the rele

ce is. Thar is, a character who has Connecrions
stern Fleer) 3 can effect more ¢

13, buc

0 & mote
is home o
dorens of high-Essence luminaries who atrempt to shape
its Creatton-wide functioning, but if an Exalt focuses his
arrention on gaining connections wirhin a specific the-
s comperition. Similarly, it is much easier
nfluence over a single sorcery academy than
sical education infrastrucrur

thanacharacterwith Connectio
the first character’s area of influence
limited geographic area. The entire So

ater, he has le

1o exercise
over Crearion’s entire ma

or to contral a single city-stare more complerely than
large terricory
Trait  Effects:
X None. You lack any ties to the group in question.
. Youpossessat leastone majorcontact (and a hand-
ful of minor ones) in the group and are moderately
influential at the local level.
ss Twomajorcontactsand several minot oneswithin
your area of influence; giving you a significant
amount of pullina citywide area
eee  Threemajorcone nd a large number of minor
ones. Youare 4 person of regional imporrance.
ssee

Five major contacts and 4 horde of lesser pne
You ate one of the most influential figures in the
regiomn.

36




-

New anD ALTERED TRAITS

eesee You know all the major power players in your
area of influence, and they all acknowledge your
importance and at least consider vour advice.
LecenparY CONMECTIONS
Your knowledge ahout the inner workings within your
area of influence are so complere thar your rivals suspeer you

of having a spy network in place {(which you probably do)
Youeffecrivelycontrol the oraanizarion’s infrastructure at the
Creation-wide level and can do as you wish with it excepr
where others with this level of influence inrerfere.

Cutt
Gods know that worship gives them power. Your char-
acrer also learmed this lesson and has worshipers who honor
her as their parron goddess. Indeed, she might nor have
even set out do to so. Solarand Lunar Exalted in parcicular
are so widely venerared that all of them have an effective
Calt rating of 1 without doing anything ro acquire it ather
than having their identities publicly known. The problems
arise when Solars (and other Exalted) move beyand that
siper limit.
Technically, having a Culr rating higher than 2 is
illegal and punishable hy severe sancrions depending on
the situation and rhe starus of the Exalr in question. As
practical mat

T

however, Solars rend ra overlook such

transgressions among bath their own peers and cheir Lunar
mates, excepr when the particular rites associared with the
cult wivlite the precepts of the Church of the Unconguered

. o

BACKING vs. CONNECTIONS

At first glance, the Backing and Connections
Backgrounds would seem ro overlap. The distincrion
lies in what the two Backprounds actually allow a
character to do, Backing represents the application of
resourcesand personnel thatare not directly underthe
character’s personal control. Connections represent
the character's understanding of an organization’s
structure (including irs secrets) and his abiliry to
direet its overarching agenda. The two can interace
freely when a character has both the backing of an
organization and connections to these who actually
run it e is not necessary, however, for a charactes to
have the backing of an organization in order to have
made connections within it and viee versa, The most
talented field agents of the Bureau of Destiny often
have unlimited backing but no pull when it comes
o defining the agency’s agenda. Similarly, the deal-
makers of the great Dragon-Blooded Gentes have vast
webs of connections within even the Deliberative
itself, bur they would be looked at as insane if they
demanded acrual authority within that body.

R o

Sun. Things are tougher for Sidereals. Their activities are
closely monitored by the Bureau of H
severely on Sider
who acquire signilicant culrs risk the death penalty, but
Celestial Exalts can usually ger off with a steep fine and
supptession of the cult’s religious orders, assuming they
recerve any censure at all.

No Exalt in recorded history has ever achieved a Leg-
cndary Cult rating, although some historians think Solar
CQueen Merela was close when she was forced 1o relinguish
much of her authar
Trait  Effects:

saven, which frowns

swho play at being gods. Dragon-Bloaded

X Youhave noworshipers and are most likely alowly
Dragon-Blood or a reclusive Sidereal.

. You have a small bur devored enle. Perhaps six
acolytes tend a few shrines and make offerings ro
you. E\'\TV MOy \\']K.‘.]l YOUu dwa kf}‘. you auro-
matically pain one addirional point of remparary
Willpower, All Solar and Lunar Exalred possess
this level of the Cult Background.

se The members of one large communiry or several
sl ones worship vou, Several hundred peaple
make daily prayers and small offerings o you.
You gain a point of temparary Willpower every
morning and regain two mores of Essenee per
hout from worship. Many Solars and a few Lunars
possess this level of the Cult Background.

*es Yoy are venerated in a large region. Several
thousand people dally seek your favor or for-
bearance. (Characters who are god-kings of
a single ciry have this level of worship.) You
may regain one point of temporary Willpower
once every 24 hours as a reflexive action. You
gain three addirional moves of Essence per hour
from the power of the cult, Some members of
the Deliberative have begun murmuring with
distasre abour your worship, which, at this

is parently illegal. It is a capiral offense

tor any Dragon-Blood to achieve this level of
culr worship,

lew

An éntire nation honors vou. Tens of thousands
revete youasone of theirprimary deities. Regional
festivals in yourname deawmerchants and traders
fram surrounding lands, You might have a city
sacred o you where you rule efther symbolically
ot o truth. Onee every 12 hours, you gain back
a point of wemporary Willpawer, and vour cult
gives you four additional Essence motes per hour,
Botl the Deliberarive and the Buréau of Heaven
certanly know of you and may soon attempt to
niove against you unless youhave powerful back-
ing or allies:
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#9922 ¢ Many people throughout one of the four quarters
of Creation worship you. There, you are the de-
ity of some major sphere of life such as hunting,
war or procreation. The peaple held seasonal
festivals in yourhoner, children bear your name,
and many claim thar their actions are done to
aid you and vour cule. Every six hours, you gain
apoint of temporary Willpower, and you regain
six motes per hour from the constant prayers.

s apenly jealous of your power, and

mavement in the Deliberative to censure you

could be inevitable.

FAMILIAR

The Familiar Background funcrions exactly as outlined
in Exalted, page 112,

LEGENDARY FAMILIAR

A Legendary Familiar is an intelligent and loyal
creamure of enormous power andfor versarilicy. Smaller
kehemarhs and intelligent ryrant lizards are possible ex-
amples of 4 Legendary Familiar. All such creatures also
possess the Essence-replenishing properries of a small
Familiar 3 animal
HearT's BLoob (Lunars OnLy)

Heart's Blood functions in the First Age exactly as it
does in che Age of Sorrows, This Background represents
the size and versatility of a Lunar Exalt’s internal library
of shapes she can adopt wirh her shapeshifring powers.
The mechanics of this power function as outlined in
The Manual of Exalted Power—The Lunars, pages
109-110.

The gods a

Trait Effects:

X Yo have onlyvour true forms—your human shape
and VOUT SpINc Shape.

. 1-3 additional, distinet forms

L2 4-10 additional, distinet forms

see 11-20 addicional, distiner forms

sess )| 40 additional, disriner forms

seees 4]+ gdditional, distinet forms

LeGENDARY HEART'S BLOOD

The rare Lunar who has mastered her shapeshitting
powers to the nth degree achieves this level. The Lunar
has 23 addirional, distincr forms thar exclusively represent
the stolen shapes of mortals, magical creatures or other
unusual life forms. In addition, she is assumed to have
the shape of any mundane animal in her library. She can
continue to pursue unique specimens of mundane animals
if she desires (ar allocate some of her 25 extra forms to
them), but for a garden- variery specimen of any particular
animal, it’s just assumed that she drank its Heart’s Blood
ar some point over the centuries.

HENCHMEN
Henchmen are generally moreal or Dragon-Blooded char

acrers who have sworn oarhs of fealty to the characrer. Who
these characters are depends on the character who holds this
Background, although nearly any characrer concepr can be
justified. A high-runking officer might count his subordinare
ufficers as henchmen, while g savant or businessman mighr
do the sume for his bodyguards. Religious leaders invariably
arrract acolytes, while crime lords are surrounded by thugs and

assassing, In game rerms, they are all (or ean be) henchmen

The default assumprion is that a henchman isa herote
morral, creared under the rules outlined in Exalted, page
81. Such u heroic mortal gains 9 Favored Abiliry based
on his roles. A spy might have Srealrh or Larceny, while
an apprentice might have Oceult or Lore. Henchmen are
rypically quire loyal. Celesrial Exalted may have lower
ramking Dragon-Blooded as henchmen. Choosing: them

increnses the raving of the Background by one. Thar is,
with Henchmen (Dragon-Blooded) 3, vour characrer will
have three Drgon-Blooded henchmen insread of six morral
ones. These Dragon-Blooded henchmen coun Young
Dragon-Blooded” {see pp. 26-27). If the henchmen are
all srarting Dragon-Blooded, the value of the Background
rating increases by another dot.

There is no Legendary Henchmen trait Such resources
are betrer deseribed by other Backgrounds, such as Com-
mand or Rewainers. Mortals may possess the Henchman
Background up to the five-dot level, but such henchmen
are never Exalted.

Trait  Effects:

X None. You walk alone.

. Cne mortal companion.

os Three mortal companions or one young Dragon-

Blaad,

Six mortal companions, three young Dragon-

Blooded or one starting Dragon-Blood.

sese Ten mortal companions, six young Dragon-

Blooded or three starring Dragon-Blooded.

s e s e Fiftcen mortal companions, ten young Dragon-
Blooded or six starting Dragon-Blooded.

MaNsE

Manses are large buildings and palaces designed to
focus the Essence thar converges ar naturally occurring
dragon lines through geomantic principles. The hasic
principles of manses are outlined in Exalted, pages 113,
133 and 382-384, while more detailed rules are presented
in Chaprer Two of The Books of Sercery, Vol. 111—
Qadenol's Codex. The specific benefits of a character’s
Manse Background rating in the Fiest Age are defined
here. All Solar characters begin with one free one-dot
manse located somewhere in Meru, most commonly
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an Barth- or Air-aspecred one unless the Solar spends
Buckground points o improve his manse’s quality. Other
es may be located anywhere in Creation or in Yu-
10 own a manse in Yu-Shan only if

i
Shan. A characte

he meers one of the following criveria, however: (1} he
is u Sidereal Exalt, (2) he is a Solar or Lunar Exale who
possesses arating in the Backing Background (representing
4 heavenly employer) equal o the rating of the manse,
(3) he isa Solar or Lunar Exalt who possesses dots in
the Connections Background representing contaces in
Yu-Shan equal to {the cost of the Manse + 2). A manse

or be acquired solely through any combinacion of
Resources, Salary or Wealth, although such Backgrounds
may “grease the wheels" for the character in the form of
bribes to influential Deliberative members.

Trait  Effects:

X Ifyou are a Solar Exale, you havea single one-dor
manse (Air- or Earch-aspecred) in Meru. If nor,
you have no manse of your own and have nor
heen permirred ta armune o anyone else’s. Wha
in Creation have you offended?t’

. The character has been attumed ro several lesser

L1 and -2 and bolds

manses {le grle fevel-1

or -2 hearthstone,

L] The character has artuned to numerous lesser

manses and possesses over three levels worth of -

hearthstones, with none exceeding level 2.

ses  Thecharacter has beenattuned roasmall number
of moderacely pawerful manses or dozens of lesser
anes. She holdssix levels ot hearthstones, possibly
including a single level-3 stone.

The characrer has been attuned ra some of the
best designed manses in Crearion. She hus eight
levels of hearthstones, including a single level-4
hearthstane,

is renowned for her hearthstone
he holds a single level-5 hearthstone
sser stones toraling 10 levels

The characy

collection.

and additional le

(including the powerful stone),
LeGENDARY MANSE

Diespie the name, there s nosuch chingasa “Legene

ary Manse." There has only been one manse in history
built with a rating in excess of 5, the Sword of Crearion
and all geomantic attempts to build a second such “super-
manse” withour Primordial aid have failed. An Exalt
who has the six-dor level of this Background simply has
1o an extraordinary number of manses, many of
which have been specially designed to produce cerrain
effeets. The character holds two level-5 hearthstones and
additional lesser stones roraling 20 levels (including the
two large stones).

aco

As an alternative, the player can choose to settle
for the benefits of the five-dot level of this Background.
In addition, the cha
levels worth of Manse. These extra manses produce no
hearthstones and provide the Exale with no E
recovery. Instead, the power of the manses is channeled
s under the Exalt's

er is also master of another 10

nce

into providing a power grid in an a
conrrol. This power grid has the henefir of reducing rhe
Essence commirment cost of arrifacts within theaffected
area by ane per level of manse channeled into that area,
provided that the artifact in question is sympathetically
linked ro the manse. The 10 extra levels must be divided
hetween thearea to be affected (one level for the grounds
of a country estate, two for a small village, three for a
large rown, four for a major metropolis or city-state,
and five for a small territory} and the amount by which
commitment costs are T(f\hl\'('d\ It rhl’ commitment cost

for a particular item is reduced to zero, mortals can use
such an item freely.

MEeNTOR
The Mentor Background functions exactly as outlined
in Exalted, page 113, except as noted here, There is no such
thing as a Legendary Menvor. If your character is powerful
enough to possess Lependary Backgrounds, then most likely
there's no one in Creation capable of giving him advice, let
alone orders,
Trait  Effects:
X You walk vour own path,. eschewing the advice
of anyone who seeks to help you, no matter how
valuahle it might be.

. Your mentor is an Influential Dragon-Blood, a
powerful local god, an exceptionally wise and
experienced mortal savant or, possibly, @ First
Circle demon,

e Your mentor is an-Established Lunar or Sidereal,
or a major Lerrestrial god (Essence 3+ ).

wee  Yourmentorisan Established Solar, an Influential
Lunar or Sidereal, a Legendary Dragon-Blood, a
minorspiritof Yu-Shanor possibly a Second Circle
demon.

seee Your mentor is an Influential Solar, a Legendary
Lunarar Sidereal,aCelestial censor, ora prominent.
god in the Yu-Shan bureaucracy,

Your mentor is a Legendary Solar, a divisional

ad or possibly even a bureau head in Yu-Shan,
1 wod of Essence 6+ wha serves a5 an emissary to
onie of the Incarnae or (if you have the nerve) a
Third Circle demon.

PANOPLY
Arsenal represents o characrer’s legal authority to own
and possess magical weaponry and armaments, and the
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right to outfie rroops with them. Panoply governs whar
sort of magitech the characrer owns that does nee have

milicary applications. In a sense, Panoply also describes
the character’s connections with the Exalted artistic and
business communirties, since more sdvanced magical frems
are rare and difficult to produce, even in the First Age. 1ts
aseller's market, and Panoply governs the character's abil-
ity to find dealers in rare items and to persuade pompous
and arrogant are dealers thar only she will suly appreciare
the item's worth.

Celescial Exalts unquestionably have the largest pano-
plies in Creation. Mortals

and Dragon-Blooded can by

this Background, bur they must pay double the normal cose
{whether in Background dots, bonus poings or experience}
for any dots above the three-dot level. Furthermore, both
mortals and Dragon-Blooded often find high-end magical
items prohibitively expensive due to the disparity between
Resources and Wealth.

Trait  Effects:

X Norhing Forwharever reason, youare fully conrent
with mundane equipment. Youare limired toitems
that do not require a Panoply rating, such as an
1 AM glyph reader and Essence powered lighting
and hearing in your home (bur only if thar home

ence power grid). [f you are a Celestial

Exalt, you are entitled to one free hard mote from

the Ministry of the Treasury.

is oman

. You have aceess ta simple magieal items char
funetion purely for éntertainment or éducational
purposes. Your portable glyph reader is capable
of downloading music from [ AM and playing i

back later, as well as acting as a communications
device inréracting with Gther glyph readers (bur
omily in areas within rnge of [ AM rerminals),
You have one set of simple elothing that is made
ofsilk armior o has some ather magical properties.
You mlgh: have Jl\a‘atihsrom amulet orasimple
hearthstone diadem, Youcan acquire ahard mote
(ifvour Exalred station hasn'ralreadyenritled vou
toane). Mortals miay possess this levelof Panoply,
bur thiey cannot acquire items that require the
commitment of Essence unlesstheyare capable of
channeling Essence, Otherwise, the Panoply cast
of the item increases by ond due o the addivion
of a bullt-in Essence converter for the artifac.

L1 Youhave access to more sophisticated devices us-
able for entercainment, business and travel, Your
1 AM glyph reader has an audio-visual recorder
function and can provide you with direc
even when you are lost in the wilderness and cut
off from direct communication with [ AM. You
probably have s
clothing and a collar of dawn’s cleansing light.
Mortals may possess this level of Panoply, but they

TS

eral suits of fine, enchanred

CANTHOD fl['(]tﬂ‘r[‘ irems [h:ir Tequire Th(‘ commirment
of Essence unless they are capable of channeling
the

Essence. Otherwis *anoply cost of the item

increnses by one due to the addition of a built-in

Fssence converrer for the arrifacr,

Your devices give you control over your environ-
ment. You have a portable sky mantis tower that
-allows you to'change the weather (at least pver
your manse). Yau have a supply of spell crystals
usable for storing spells (if you are a sorcerer) or
that have already been programmed with useful
Terrestriallevel spells {most commenly Infallible
Messenger). You probably have a maneki neko
spirit acting as your personal shopper; and you
wear only the finestenchanted clothing (be ivsilkc
armor or some other enchantment). You have a
-small personal ground, sea or air cransport device
such as a swifr rider; a Windblade-class personal
‘tansport or a sky chariot. You might also have a
simple bur intetligentautomacer servane, and you
probably have at least a few arrificial life forms ro
provide entertainment, Martals may possess this
lgwvel of Panoply, bur they cannor acquire items
thar require rhe commirment of Essence unless
they are capable of channeling Essence. Otherwise,
the Panoply cost of the item increases by one due
1o the addition of 2 buile-in Essence converter for
‘the arrifacr, usually bevond the abilicy of a moreal
o afford.

Your devices allow for mass transport, such as a
personal skyship or a Whirligig-class courier. You

have multiple sky mantis towers that ler you regu-

late the weather over a city

and its surrounding
environs, Your numerous artificial servants are
crudite and charming, and they can perform any
menial tasks, from cooking and eleaning toprovid-
ity companionship and even sexual service.

You journey in style; usually in a traveling pagoda
or some comparable vessel Your children are en-
tectained by chillikin playmates, and youentertain
vourself with expensive dreams downloaded from
1AM and played in vour mind on a special dream
emicter. A golden mechanical asp coils around
yourneck, whisperingsageadvice inyourear. Your
various homes possess every amenity that mortals
could dream of—and many that they couldn't.

LecenDARY PANOPLY

You have acquired astounding products of Exalred
craftsmanshipand ingenuity. Purchasing and maintaining
such items requires a Legendary Wealth rating, though,
unless you are prepared ro bankrupt yourself to attain
your prize. Examples of
this level of Panoply include whole stahles of beasts of

ms that can be purchased with
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I . S

How MucH Doks It Cost?

The first step in deciding whether your character
carr afford to simply buy an artifact on the open marker
is to deermine its Artifact racing: Generally, mose
artifaces described in Exalted and irs companion books
keep the same Artifact cost listed in thase supplements.
The Arrifact rating of a simple artifact weapon or set
of armor that has no Essence-attack fearures decreases
by one, however, to a minimum of 1. Additionally, the
Storyrellerhas absolure discretion o madify the Artifact
costof any item listed in supplements ser during the Age
of Sorrows; either reducing its Arrifact rating (due w
mass production in the First Age) or increasingir (due to
government regulation of the magitech in question).

The next step is ro decide whether the device
was created primarily for combat purposes. If it was, it
falls under the Arsenal Background. If it wasn't, it falls
under Panaply. Then, campare your character's rating
in the relevant Background to the item’s modern day
Acrtifact rating. [f the character’s Arsenal or Panoply
raring is equal to or higher than the Artiface rating, he
will have nio legal or social problems in acquiring the
item. It his Background rating is less than the Arriface
rating, it's our of his league, either because the law
forbids it or hecause it is simply not to be had at any
price, Acquiring an arcifuct with a rating equal to the
character's Arsenal or Panoply rating has no negarive
effecr on these ratings.

The final srep is comparing the item’s Arrifact
rating to the charcrer’s Wealth {or Resources — 2,
for Dragon-Bloods or moreals). 1f his Wealth sating is
higher than the Artifact rating; he can afford the ftem,
[f not, he can’t If they are equal, he can purchase it at

the cost of losing « dov of Wealth,

resplendent liquid, persomal orreries designed to emulate
the Grear Observarary of Rarhess,
as those found in Opal Spire orsimply a personal gate of
auspicious passage. Or perhaps your possessions include
an enrire city under vour exclusive dominion, one in
which every citizen has the benefits of two or three dots
in Panoply, and in which all of their prayers are magnified
and rransmicred direcrly ro you.

REPUTATION

Nearlyall Celestial Exalted are known across Creation,
but there is a difference berween merely being famaous and
actually having a reputarion worthy of Exalration. This
Backzround represents some area in which the
distinguished himself—combar, sorcery, carousing, cte—
to the point that his fame precedes him. whether for good

ity engines such

ixalt has
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or ill. The player and Storyteller must decide together
what the character has a reputation for. In situations in
which that reputation is beneficial, the Storyeller may
grant bonus dice to social rolls made for the characrer
intended to get others to follow his advice. In situations
where the character's repuration is a liability, however,
his player must subtrace an equal number of dice. A Solar
with the repuration of a great womanizer might well ger
it love-struck young man to fellow his advice on how o
court a beautiful princess. e will have less luck in getring
a penitent monk who has taken a vow of celibacy 1o take
his advice on anything.

Trait  Effects:

X No reputarion. What was your name again!
. one honus die to appropriate sacial rolls

G rwo honus dice to appropriate social rolls
see  three bonus dice to appropriace social rolls
seas four bonus dice to appropriate sacial rolls

s e e e five honus dice to appropriate social rolls

LeGENDARY REPUTATION

Possessing Legendary Reputation takes the double-edged
benefit of 4 normal repurarion and raises it to epic levels, In
situations.in which your reputation is helpful 1o your cause,
add five dice ta any social combat ralls made 1w persuade
athers, and reduce the Dodge MDV of vour targers by half.
In situations where your reputarion is a liability, add a -5
internal penaley to the social artack roll and double the
Dodge MDDV of vour targets.

REesources
(DrAGON-BLOODED AND MORTALS ONLY)

The Resources Background funcrions as ourlined in
Exalted, page 113-114. These rules apply to martals and e
Dragon-Blooded. Celestial Exalted use the Wealth Background
instead (see pp, 44-45). There issome overlap berween the twa
Backgrounds—a characrer’s Wealth is equal to {Resources —
2). That is, a Solar with Wealth 3 and a Dragon-Blood with
Resources 5 have roughly the same financial status. Whenever
asituation calls for consideration of a characrer's Wealch and
the relevant character is a Dragon-Blood or mortal, simply
subtract two from the character’s Resources to derermine
whether she meets the financial requirements

Obviowsly, there is no such thing as Legendary Re-
sources. In the first place, that would simply be equivalent
alth 4. In the second place, Dragon-Bloaded may
not acquire Legendary Backgrounds, and the Deliberarive
would probably tax the presumpruous Dragon-Blood into
poverty if one began displaying such income, to say nothing
of wealthy mortals.

RETAINERS

Whether born into a Dragon-Blooded Gens or blessed
with the gift of Exaltation, one constant in the life of most

Exalts is servants. The rypical Exalt leads a life of privilege
unimaginahle to most morrals, a life quietly maintained by
the unsung retainers who attend ro all their masters' needs.
Secrecaries, bodyguards, cooks, stewards, men ararms, maids,
cancubines, drivers and many others stand ready 1o artend
to the Exalt's every whim and insulare him from those who
are beneath his divine station,

Retainers are mortal characters, and rarely heroic
ones, although a retainer is often capable of showing great
bravery in the defense of her masrer. To create individual
retainers, use the rules for regular morral characrer creation
found on page 13, In addition ro household servants, re-
tainers may also represent low-ranking officers and support
staft in-a military organization or mortal apprentices in a
sorcerer’s laboratory.

There isnosuch thing s having Legendary Retainers. A
Celestial Exale may, however, declare that some or all of his
retainers are supernatural beings (such as Dragon-Bloods ar
FirstCircle demons) by increasing the cost of the Background
rating by two. Therefare, if he purchases this Background at
the six-dot level, the Exale might be surrovmded by a retinue
ot 13 Terreserial Exalted servants, or perhaps a mixture of
Diragon-Bloaded aides and demon courresans and artisans,
Supernatural servants acquired through this Background
are rately soldiers. For that, use the Henchman Background
on page 38. If the player desires, this Background can be
taken twice—once to represent mortal servants and once
to represent supernarural servants.

Trait  Effects:

X None. For reasans of your own, you eschew the
body of servants thar is pare of your birthrigh.

. Two retainers

L3 Five retainers

.

Nine retainers or two magical or Dragon-Blooded
servants

Thirteenretalners oralessernumber of more skilled
aides. Alrernarively, youhave five Dragon-Blooded
or magical servaries:

Twenty retainers, probably including everything
from secretaries to bodypuards, from cooks to
concubines. This is the retinue of a general or a
god-king. In the alternative, you have nine magical
servants of Dragon-Blooded retainers.

SaLARY (CeLEsTIAL EXALTED ONLY)

Maost beings in Creation who are not independently
wealthy collect a salary of some deseription, but such in-
come is reflecred in the Resources Background. The Salary
Background refers to a very specific form of income—the
quintessence and ambrosia allorments paid out by the
various heavenly bureaus to their employees, bath podly
and Exalted, Quintessence is the physical manifestation
within Yu-Shan of the general prayers of all mortals for
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heavenly intervenrion. Ambrosiaisa purerand rarer form of

quintessence thar manifesrs from prayers o specific deiry,
Cuinressence isdiseribured toall gainfully employed encities
in Yu-Shan (including Exalted) on g relavvely equivalent
basts. Ambrosia manife
god ro whom rhie rele

iniry of the
irceted, All gods
s are required o
d

rv’s uorivaled power. The

s in the \T‘”]’L‘IJU][L‘ by
UL PITAYLTS Wi
Ambrosia from mortal pray

whao receiv

tithe 10 percent of theirpray
SHun, a major source of thar de

srincome to the Uneongu

Unconguered Sun then redistribures that tithe via hisceles-
rial liom servitors to the five heavenly bureaus, which then
use the Ambrosia borh to manufacture necessary
and re pay their employees.

uipment

Wirhin Yu-Shan, both Ambrosia and Quinressence
can he forged inro anything, Indeed, in large ¢
ties {such as
these marerials could be trans

ni-
the weekly salary of most division heads),
formed inco sufficient
t in Meru... or utterly destroy
arion's economy. Accordingly, converting one's sal-
ary into marerial wealth sufficient o live in Cr
ahove the Resources 3 Wealdh 1 level is aserious offense.
(Specifically, it is considered embezzlement from the
Uncomguered Sun ffers.) Since nearly all Celestial
alrs possess Wealth that dwards that meager sum, most
Exalred emplovees use their salaries exclusively to ease
their rime in Yu-Shan, mainly by enticing less impor-
rant gods inro advancing the Exules' personal agendas,
R hile Yu-Shan is far less open to corruption in the First
Age than it will become in the Age of Sorrows, the line
erween exrravagant gift-piving and outright bribery 15

jade to pave every sir

tion

srill somewhut Blurred.

All Siderenl Exalied work directly for the Bureau of
Destiny and; sccordingly, receive pay in the form of a
Quinressence andfor Ambrosia stipend. In addicon, some
ar and Lunar Exalis (but never Dragon-Blooded) have
risen to achieve gainful employment in Yu-Shan in one of
An Exalt’s divine

theother four bureaus alary correlares

directl

s with his level of influence over and support from
the bureau that employs him. A Solar or Lunar can never
bave o Salary rating higher than his Backing or Connec-
riems Backaround (whichever ishigher) associated with the
s him. Therefore, a Lunar who works
in Yu-Shan on behalf of the Bureau of Nature and possesses
Bucking (Bureau of Nature) 3 and Connections { Bureau of
Narure) 4 can thearetically have up w four dots in Salary.
| matter, however, as an Exalt's salary rises,
o does the likelihood of a Celestial audit. Since employ-
hin the Bureau of Destiny is an inherent part of
Siderenl Exaleation, the Five-Score Fellowship is exempt
from those prere

As noted before, Ambrosi

burenu that employ

As a practic

ment w

sites,

is ereated from the con-
srtals undl appears in asolid block nearby
the god to whem the morals were praying. The same applies
to Exalsin Yu-8han who possess cults, and such beings rend
acerue significane quantities of Ambrosia while residing

densed pravers of

there, Maintaining a cult is highly illegal for Exaleed in
Yu-Shan. OF course, a certain amount of cult worship is
expected for Solars and Lunars (but not the more subtle
Sidereals), and an Exale wich a Culr raring of only 1 will
be tolerated, his Ambrosia confiscated and tuened over to
the Bureau of Heaven for reallocation. More significant
quantities of Ambrosia directed ro an Exale will almost
certainly trigger an audit.

There is no such thing asa Legendary Salary, unless one
counts the incomes of the various Incarmae.

Trait Effects:

X None. You angered the god of dispensation, or
perhaps your salary has been garnished for viola-
tions of Celesrial law. In Heaven, you must live
in the back of your office oron a kind god's flaor.
Yo ear only through thefor charity (such as the
sl daiby dole of Quintessence given to the Firse
Age’s few indigent gods).

Thisisthe starting salary for most gods, Exaltsearn
¢ only when they are new or being
punished. You have asmall apartment (five rooms
and facilities) and can afford merely a single feast

this pay gr

per day. You earn no Ambrosia bur can afford
two clemental servants, You have Resources o«
Wealth ® in Creation. Ic's hard
foor your to rent a dragon boat. Heaven's passenger
dhows are more your speed,

A solid salary, You have a small townhouse or
a large apatttment in an unfashionable Yu-Shan
neighborhood, serviced by a handful of elemental
servants, You abways have ample food available for
your pleasure, The Quintessence in vour pay far
outweighs the Ambrosia, Youhave the equivalent
of Wealth # inHeavenand Wealth » o in Creation;
though exercising the latter in full could earn you
trouble. This is standard pay for Exalted.

in Heaven and

You rent a townhouse in @ pood neighborhood
of the Celestial City, a faux ranch with land or a
raoftop remple-fortress. You travel by your own
dragon boat ar aerial rickshaw, and you have a
dozen elemental servirors. Most of your pay comes
as Ambrosia, so your repast is gudly. You have
Wealth ## in lHeaven and could have Wealth
s+ e in Creation if you could per away with iw

You rent more than ene of the aforementioned
residences. Essence 2 or 3 gods live with and
serve youas bodyguards, consulntsor courtesans
(though they must be purchased with the Allies
Backaround). Youeat only godly victuals and pay
evenyourservants in Ambrosia. Yoursubsidies give
you Wealth ¢ @ ¢ in Heaven and Wealth
Crearion (if you would risk censure).

43
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* You own half a dozen grand palaces, penthouse
apartments and weekend lodges in Yu-Shan,
moving from one to the next at your whim., fyou
chose to, yourparties could last for centuries. Your
small fleet of dragon boats ensures your getting
\\'llCT(: you want WhCn YOU want, iind your DF]TT\f
barge makes you very popular in cettain sers. A
legion of divine servants awaits your pleasure,
meluding ar least a dozen potent gods (though
useful gods require the Allies Background). You
dine on peaches of immorality and sip ¢
wine. You have Wealth »
Wealth eeee in Creation, enough to min

25 at will. Only the most senior

Exalted and mightiest pods receive this pay

packet. Decide what divine criminal or celestial

powerbroker you owe and how many Severiry

3-5 offenses you are commirting,

SAVANT

Even among the Exalred, only the best and the hrighrest
are truly capable of comprehending the greatest techno-
logical and magical secrets of the First Age, ler alone fixing
them when they break down, A characrer with the Savant
ground adds her Savant rating in dice to any Lore check
involving history, science or magic. She also adds her rac-
ing in dats to her Lore, Oceulr and Craft Abilities in order
to meet the Ability requirements 1o operate and maintain
First Age artifacts.

Trait  Effects:

X Nene. Whatever vour qualifications with repard 1o
Lore, Oceulrand Craft, you are not considered a
memberof the era's magitechnical intelligentsia,

stial

in Heaven and

entire econom

. one bonus die o appropriare rolls
s twity bonus dive 16 apprapriate rolls

ses  three bonus dice to appropriate tolly

sess four bonus dice 1o appropriate rolls
se 000 five honus dice to appropriate rolls

LEGENDARY SAVANT

You are considered one of Creation's greatest think-
ers in vour field of expertise, and you authored many of
the foremost treatises and texthooks in that area. Not
only do you gain the benefits of the five-dot level of chis
Background, you also gain one free reroll per session ona
failed roll. Furthermore, your writings within your field of
expertise are so seminal that your texthooks pramt a one-
die bonus to Lore, Occult or Craft rolls made by others
who rely upon your writings. Legendary manse designer
Kal Bax has reached this level of savant.

SiFu

In the parlance of the Exalted, a sifus is a martial arts
instructor, especially one capable of reaching the supernatural

martial arts available to the Exalted. Essentially, the sifuisa
sorcol specialized menrorwhose chief utility to the characrer
lies in his ability to teach supernarural marcial arts. The best
sifus are invarishly elder Sidereal Exales, as the Five-Score
Fellowship has pioneered the application of Es
tial arts. Thiey remain the most puissanc mastess, despite the
boasting of the Dawn and Full Moon castes. The Sidercals
jealously guard their secrets, especially their know
the mest advanced Sidereal marrial arts. A Solat's be
Sifu rating cannot exceed 3, 2 Lunar's cannot exceed 2, and
a Dragon-Blood's cannot exceed |

This Background lets a player declare which super-
natural mareial ars she wishes her characrer to have
available in the future, Players and Srorytellers should
work together to decide which styles a sifu represented
by this Background knows. The sifu is effectively martial
arts training on demand; ir should always be available,
subject only to Important plot considerations.

While there are certainly legendary sifus, there is fio
such thing as a Legendary Sifu Background raring.
Trait  Effects:

s

X You have never foundasifu, either because you
have no intetest in the martial arts or hecause
no master has ever considered you worthy of
tutelage.

. Your sifu knows one supernatural martial art style
andd has partially mastered one Sidercal sryle.
This is the maximum Sifu raring f
Drapon-Blood.

beginning

se Your sifu knows two supernatural martial arts
styles and ene Sidereal style. This is the maxi-
mum Sifu rating for a beginning Lunar Exalt,

*  Your sifu knows three supernarural martial arts
styles and two Sidereal styles. This is the maxi-
mum Sifu rating for a beginning Solar Exalt,

Yoursifu knows five supernatural mastial arts styles
and three Sidereal sryles.

Your &

is unparalleled: He knows seven su-
pernatural martial ares seyles and four Sidereal
styles.

SoLAr Bonp (Lunars ONLY)

The Solar Bond Background represents the strength of
a Lunar Exalt’s devotion to her Solar mare, a devotion that
can translace into a greater resolve and mental fortitude for
the Lunarwhen the Solarmate’s interests are invalved. The
mechanics of this Background are outlined in The Manual
of Exalted Power—The Lunars, pages | 10-111. There is
no such thing as a Legendary
WEeALTH (CeLesTIAL ExaLTED ONLY)

Celestial Exalts rypically possess riches beyond the
dreams of even the greediest moreal merchant, and even

olar Bond.




New AND ALTERED TRAITS

thase Solars born with nothing can achieve vast incomes
with almost trivial ease. This incredible financial status is
reflected by the Wealth Background. As nored under the
descriptinn for Resources, the Wealrh Background isequiva-
lent 1o the (Resources Background + 2). The descriptions
here delineate what sort of possessions your character can
possess at each level. Don’t forger—vour characrer's magical
equipment, whether combat equipment or useful gadgets,
depends on the interaction of his Arsenal, Backing, Panoply
and Wealth ratings

Trait  Effects:

X You are ameng the poorest {elesrial Exalts in
Crearion—vyour wealeh is “merely” equal ro thar
of a Drason-Blood with Resources »

L Yourchara

eriswretchedly poorby the standards
of Exalted sociery, She owns asingle townhouse or
aprosperous farm. She probably has one fine riding
amimal and another one of lower quality in case
the first falls i1l Your character has a suic of any
armor and any two weapons. She eats reasonably
I every night and can afford most minor forms
of entertainment, Your character has a maximum
Retainers rating of 1 (uniless the retalners are paid
y someone else). Equivalent to Resources «

.. For a Celesrial Exale, your character is lower
middle class. He owns both a townhause and a
country estate, Your character bears the finest
arms, rides: relatively expensive transporta-
tion, and alone or as master of a family, your
character and his kin will never know hunger
or want for medical attention. He might also
own a private yacht and have a dozen or more
servants tend to his needs. Your character has
amaximum Retainersrating of four. Bquivalent
to Resources s ews.

see  Your characrer is rich, even by the standards of

Exalvation. He has vast riches and either com-
mandds an army or could rent one at need. Your

rh;m!(.n‘r ownsat h:']‘-' one L'XLL'“\.'UL .‘hlp‘ |lUd an
JL‘:L‘T[)‘ awails hlb cvery
whim, His personal dominion either measures
ats a single
city-state. H.{ll]‘\ i[lL‘”[ o RL‘.‘.{)U! (s Thk&
is the maximum Wealth available w characrers
who are not Celestial Exalted.

army of attentive servants

in scores of square miles o repr

sass Your character's wealth is impressive even to
Solars. She is rich enough to maintain a standing
army, asmall fleet of ships and as many rerainers
as she desires. Her personal dominion is the size
of asmall country, hundreds of square miles in
aten, She travels Creation as she wishes and has
homes in dorens of locales.

e s ee Voyurcharacterissonich that nobank in Creation
can hold all of his money without it destabilizing
local currency exchanges, His personal domin-
iom is vast, at least 500 square miles in area,
iﬂ"ll] contams ﬂll]{nf‘](‘. major cifies ‘rll] lﬂl\h.']' Ill.‘.
l'(Jnﬂ'Ui. l‘[]h sCTvants ‘:lﬂJ P]'d\’i.'b llU[[!t‘Cl’ in llﬂ_‘
tens of thousands. He casually spends a king’s
Tansom on !;l'l‘in monuments o hi“'\ OWI g]f}f}'
or t‘l'r]h\?T'r]T(‘. ﬁlﬂl‘.T:lT‘f structures in |)rcp:ar.'|u(]1)
for his eventual demise.

LEcENDARY WEALTH

Your character is so rich thar, if she chose, she could
destabilize the Order Conferring Trade Pattern over much of
Creation. Unfortunately, as a result, the Solar Deliberative
watches her spending habits like a hawk, You can make an
infinite number of purchases of any non-magical goods or
services. [f your Arsenal rating is high enough, you could pay
foryourowndirectional Titan, assuming you're willing to wair
for a few centuries for the Deliberative to build it for you.

. o

MUuTATION [MPLANTS

Any character canstart with mutation implantsor
acquire them later. “Mutacon implant™ is the generic
term for a bio-modification or a Wyld-shaping effect
that gives a character inherent supernatural powers.
The special abilities of artificially engineered blessed
mottals are also represented by mutations. Mechani-
cally; a muration implant is acruelly idenrical to a
positive Wyld mutation (see Exalted, pp. 288-290,
The Manual of Exalted Power—The Lunars, pp..
206-209, and The Compass of Celestial Directions,
Vol. I—The Wyld, pp. 144-148), except that the
implan is deliberately grafred onto n willing subject’s
body through magitech, hiothaumaturpy or other
occult means: Mutation implants can be purchased
at character creation with banus points and can be
acguired later through roleplaying and experience
with Storyteller approval. More information an such
magical upgrades can be found under the heading for
“Blessed Mortals” on page 111 and “Altered Mortals”
on page 117, (Magitech implants applied in a similar
manner are discussed in The Books of Sorcery, Vol.
T—Wonders of the Lost Age, pp. 70-72.)

Implant Bonus Point Experience
Level Cost. Point Cost
Poxes 1 2
Afflictions 2 4

Blights 4 4
Abominations (6} 12




SoLAR CHARACTER CREATION SUMMARY

CHARACTER-CREATION PROCESS
Step ONE: CHARACTER CONCEPT

Choose cancept, caste and Martivation.
Note caste's anima powers,

Step Two: ATTRIBUTES

Note thar all Ateributes start with one dot.

Prioritize the three categories: Physical, Social, Mental
(B/6/4)

Choose Phiysical Attribures: Strength, Dexterity, Stamina

Choose Social Attributes: Charisma, Manipulation,
Appearance

Choose Mental Atributes: Perceprion, Intellipence,

Wits
STEP THREE: ABILITIES

Nore Caste Abiliries.

Select Favored Abilities (5; may not be the same as Caste
Abilities)

Assign Celestial Training Ability dots (one dot in Bu-
reaucracy, Presence or Socialize; Lore 2; Occule 2, Ride or
Sail 1; and two dots allocared among Archery, Mardial Ares,
Melee or Thrawn)

Assipn Caste Training Abiliry dots:

«A Dawn Training Abilities: two dots in Archery, Martial

Arts; Melee or Thrown; Ride or Sail 1; War |

* Zenith Training Abilities: Bureaucracy 1, Performance 2,
Presence |

* Twilight Training Abili
Qecalr 1

* Night Training Abilities: two dats in Investigation or
Larceny; ome dot in Archery, Martial Arts, Melee or
Thrown; Stealeh 1

* Eclipse Training Abilities: Integrity I; Linguistics |; one
dotin Ride orSail; one dotin Bureaucracy, Performance,
Presence or Socialize

Choose Abilities {25—at least 10 must be from Caste or
Favored Abilities ast one in each Favored Ability; none
may be higher than 3 without spending henus points),

Step FOUR: ADVANTAGES

Choose Backgrounds (12—none may be higher than
3 withour spending bonus points; gain Culr 1 and Manse
1 for free), Charms (|1 2—ac least five must be' assoviared
with either Caste or Favored Abilities), Virtues (5—none
may be higher than 4 withour spending bomus points) and
Virrue Flaw

Step FIvE: FINISHING TOUCHES

Record Essence {3), Willpower (equals the sum of the
two highest Virtues—may not seart at higher chan 8 un-
less at least two Virtues are 4 or higher), Personal Es
{[Estence x 3] + Willpower), Peripheral Essence (

51 Craft [ Lore |, Medicine 1,

x 7] + Willpower + [sum of all the character’s Virtues]) and
health levels (seven, plus any gained from Charms). Choose
starting Intimacies (equal to Compassion).

Bonus Points
Bonus paints £15) may be spent at any time during char-
Jcter creation.

CASTES

* Dawn: The Dawns are the generalsand wartiors of the
Uneconquered Sun.
Caste Abilities: Archery, Martial Arcs, Melee, Thrown,
War
Anima Power: The Dawn anima power allows the
Solar to become awesome and terifying to others for
the durarion of the scene.
Zenith: The Zeniths are the prophets; mystics and
priest-kings of the Solar Deliberarive.
Caste Abilities: [nregrity, Performance, Presence,
Resistance, Survival
Anima Powers The Zenith anima power improves her
stance o injury and her fighting prowess when she
fights creatures of darkness. [t also allows the Zenicth
to reduce the bodies of the dead o ash.
Twilight: The Twilights are the sorcerers, savants and
enginvers who have produced the awesome magirech
wonders thar fuel rhe glories of the Age of Splendor,
Caste Abilities: Crafr, Investigarion, Lore, Medicine,
Qceulr
Anima Power: The Twilight anima power surrounds
the Exalt with a shield of force thar defends her from
injury,
* Night: The Night Caste encompasses the spies and
assassins whio walk in dark places ro pratecr the people
from harm.
Caste Abilities: Athlerics, Awa
Stealth
Anima Power: The Night anima power allows the
Exalr to move wirh great stealth and ro suppress his
anima s that it dees not glow brightly and give away
his position.
Eelipse: The Eclipses are the businessmen, diplomars
and naval tacticians of the Realm who oversee its ever-
stretching borders and whe use diplomacy and guile ro
keep the dreaded Fair Folle st bay.
Caste Abilities: Bureaucracy, Linguistics, Ride, Sail,
Socialize
Anima Power: The Eclipses’ snima power allows
them to sanctify oaths thar are backed by the power of
Heaveniself, Also, Solarsof this Caste are heneficiaries
of centuries of diplomatic freaties and can freely enter
Yu-Shan, Malfeas or the Wyld itself withour fear of
harassment as long as their business is official. Finally,

.

Tes

ness, Dodge, Larceny,




SoLAR CHARACTER CREATION SUMMARY

Eclipse Casre Salars alone of all the Exalred can leam
the Charms of non-Solars,

MoTivATION
Choose a driving and epic morivation for your Solar
charpcter.

VIRTUES
Compassion— Empathy and forgiveness
Conviction Emotional endurance
Temperance —Self-control and clear-headedness
Valor—Courage and bravery

BACKGROUNDS

Allies—Aides and friends who help in tasks.

Arsenal—Authorization to own magical weapons and to
outfit military forces with them,

Artifact—Individual wonders of the First Age (for
those who cannot buy them in bulk with other
Backgrounds)

Backing—Standing and rank in an erganization of power
and influence.

Command-—Autharity to lead twoops.

Connections—Influence and informational sources among
organizations of power and authotity.

Cult—Mortals who worship you:

Familiar—An animal companion.

Henchmen—Non-Exalted minions who fight on your
behalf.

Manse—A place of power and Essence.

Mentor—A reacher and instructor.

Panoply—Your accumulated collection of wondrous
devices.

Reputation—Your social standing.

Retainers—Loval servants.

Salary—IHeavenly income in the form of Ambrosia and
Quintessence.

Savant—A superior understanding of First Age magitech.

Sifu—2= turor in the intrieacles of Exalved martial arts.

‘Wealth—A wvast income, the upper levels of which are
unreachable save by the Celestlal Exalted.

. g O

Bonus Point CosTs

Trait Cost

Atrribure %

Ability 2 (1 if a Favored or Caste Ability)
1 {2 ifthe Background is being raised
above 3)

Specialty 1 {2 per 1 if in a Favored or Caste
Abiliry)

Virtue F

Willisabs :

Intimacics 3 to increase starting Infimacies to
(Willpow

Bssence i

5 (4 if in a Favored or Caste Ahility)

or + Compassion )

Charms




LuNnAR CHARACTER CREATION SUMMARY

CHARACTER-CREATION PROCESS
SteP ONE; CHARACTER CONCEPT

Choose concept, caste and Motivation;
Nate caste's anima powers.
Note spirit shape and Tell.

Step Two:r ATTRIBUTES

Nare that all Areributes start with one dor.

Prioritize: the three categories: Physical, Social, Mental
(B16/4)

Choose Physical Atrribures: Strength, Dexecrity, Stamina

Choose Social Attributes: Charisma, Manipulation,
Appearance

Choose Menral Attributes: Petception, Intelligence,
Wies

Record Caste Artributes (3).

Selecr Favored Axcribure (1)

Gain rwo free Axcribute dots that must be assigned to
Caste or Favored Attribures.

STEP THREE: ABILITIES
Select Favored Abilities (Survival and 2 others).
Assign Celestial Training Abilicy dots (one dot in Bu-
reaucracy, Presence or Sacinlize: Lore 23 Qecule 24 Ride or
Sail 1; and twe dots allocated among Archery, Marrial Arts,
Melee or Thrawn).
Assign Caste Training Ability dots:
= FullMoon Training Abilitiess onedor in either Archery,
Marual Arts, Melee or Thrawn; Resiseance 1; Survival 13
War 1

* Waxing Moon Training Abilities: Performange 1,
Presence 1; Socialize 1, Survival |

* HalfMoon Training Abilities: Investigation |, Presence 1,
Survival 1, War 1

* Waning Moon Training Abilitiess Larceny 2, Srealth 1,
Survival 1

* NoMoon Training Abilities: Craft [, Lore 1, Oceult 1,
Survival 1

Chaese Abilities (20—at least one in each Favored Abil-
ity; none may be higher than 3 without spending bonus
points).

STEP FOUR: ADVANTAGES

Choose Backgrounds (10—none may be higher than 3
withoutspending bonus points;gain Cult 1 forfree), Charms
and Knacks {184 ar least four Charms and one Knack; at least
four Charms from the Lunar's Casre or Favored Artributes),
Virtues {5—none may be higher than 4 without spending
bonus points) and Virtue Flaw.

STEP FIvE: FINISHING TOUCHES

Record Essence (3), Willpower (equals the sum of the
twa highest Virrues—may not stare ar higher than 8 unless
at least two Virtues are 4 or higher), Personal Essence (Es-
sence + [Willpower x 2]); Peripheral Essence {[Essence x 4|
+ [Willpowerx 2] + [the characrer's highest Virtue x 4]); and
health levels (seven, plus any gained from Charms). Choose
starting Intimacies (equal to Compassion).

Bonus PoinTs
Bonus points (15) may be spent at any time during char-
acter creation.

CasTES
e Full Moon: The warriors of Luna.
Caste Attributes: Strength, Dexterity, Stamina
Anima Power: Doubles speed and leaping distances
for a scene and also doubles Steength for the purpose
of feats of strength.
Waxing Moon: The priests and courtiers of Luna.
Caste Attributes: Charisma, Manipulation; Ap-
peatance
Anima Power: Gain (Essence) additional lethal and
bashing soak against all artacks from crearures of the
Wyld, Also adds (Essence) to the minimum number
af dice rolled for post-soak damage against creatures
af the Wyld:
Half Moon: The judges of Luna.
Caste Attributes: Charisma, Perception, Intelligence
Anima Power: Adds (Essence) tc
and to all rolls to deteet unexpected attacks for the
remainder of the scene,
Waning Moon: The rogues of Luna.
Caste Atrributes: Dexrerity, Manipulation, Wits
Anima Power: May craft an illusion that makes the
Waning Moon appear to be someone else for 4 scene
and add (Essence) to any social action to maintain the
deceprion. Alternatively, this power providesan array of
ever-shifting shadow and silver light, adding (Essence)
to the difficuley of any identification attempt.
* No Moon: The schalars of Luta.
Caste Artributes: Perception, Intellipence, Wits
Anima Power: The No Moot is surrounded by an inky
black penumbra that inflicts a -1 external penalty onall
areackers who cannor see through darkness. Also, the
mate costof all Charms that explicitly requirean Oceult
roll, as well as che cost of any spells cast, are reduced.

MoTivATION
Choose a driving and epic Motivation for your Lunar
character in keeping with her dury of stewardship-

r
i

all initiative rolls
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LuNAR CHARACTER CREATION SUMMARY

VirRTUES
Compassion—Empathy and forgiveness.
Conviction—Emotional endurance
Temperance—Self-control and clear-headedness
Valor—Courage and bravery

BackaGrounDs

Allies—Addes and friends who help in tasks. y

Arsenal—Authorization to own magical weapons and
outfit miliary forces with them. :

Artifact—Individual wonders of the First Age (for
those who eannot buy them in bulk with other Back-
grounds).

Backing—Standing and rank in an organization of power
and influence,

Command—Authority to lead troops.

Connections—Influence and informational sources among
organizations of power and authority.

Cult—Mortals who worship you.

Familiar—An anjmal companion.

Heart’s Blood—The library of animal and human shapes
Youl can assume.

Henchmen—Non-Exalted minjons who fight on vour
behalf.

Manse—:\ place of power and Essence.

Mentor—A teacher and Instructor,

Panoply—Your accumulated eollection of wondrous
devices.

Reputation—Your social standing.

Retainers—Loyal servants:

Salary—Heavenly-income in the form of Ambrosia and
Quintessence.

Savant—A superior understanding of First Age mag-
jtech. ]

Sifu—A tutor in the intricacies of Exalted martial arts.

Solar Bond—A supernatural connection to your Solar
mate.

Wealth—A vast income, the upper levels of which are
urreachable save by Celestial Exalred:

L e e

Bonus Point Costs
Trait Caost
Trait Cost

Artribure 4 (3 if a Caste or Favored Arrribure)

Ahiliry 2 (1 if a Favored Ability)

Background [ (2 if the Background is being raised
above 3)

Specialty L (2 per 1 if in a Favared Ahiliey)

Virtue i
Willpower 2
Intimacies 3 to increase starting Intimacies 1o

{(Willpower + Compassion)
10
715 if in a Favared or Caste Ahility)

6




SIDEREAL CHARACTER CREATION SUMMARY

CHARACTER-CREATION PROCESS
Ster ONE: CHARACTER CONCEPT

Choose eoncept, caste and Motivation.
Nate caste’s anima powers,

Ster Two: ATTRIBUTES

Note that all Artributes start with one dot.

Prioricize the three categotics; Physical, Social, Mental
(Bf6/4)

Chaose Physical Artribures: Strength, Dexrerity, Stamina

Choose Social Artributes: Charisma, Manipulation,
Appearance

Choose Mental Attributes: Perceprion, Intelligence,
Wits

STEP THREE: ABILITIES

Note Auspicious Abilities.

Select Favored Abilities (four: may not be the same as
Auspicious Abilities),

Assign Celestial Training Ability dots (one dor in Bu-
reaucracy, Presence or Socialize; Lore 2; Oceule 25 Ride or
Sail 1; and two dats allocated among Archery, Martial Arts,
Melee or Thrown}.

Assign Caste Training Ahility dots:

Fourneys Training Abilities: one dot in Athleries or
Survival; Linguistics 1; Martial Arts 15 one dor in Ride
ar Sail

Serenity Training Abilities: onc dotin Craft, Medicine or
Performance; Martial Arts 1; Presence 1; Socialize 1

Battles Training Abilities: two dots in Archery, Melee
or Marrial Arts; War 2

Secrets Training Abilitiess one dot in Awareness or
Investigation; ong dot in Larceny or Socialize; Marcial
Ares 1; Stealth |

Endings Training Abilities: one dat in Awareness ot
Dodge; Martial Arts 2; Stealth 1

Choose Abilities (25—t least 10 mustbe from Auspicions
or Favored Abilities: at least one in each Favored Ability; none
may he higher than 3 without spending bonus points).

Step FOUR: ADVANTAGES

Choose Backgrounds (10—none may he higher than 3
withoutspending bonus points; gain Backing [Bureau of Dies-
tiny] 1 for free), Charms (105 ar least five must be associated
with the Sidereal’s Auspicious or Favored Avtributes; Sidereal
Exalted may begin with up to three Sidereal Martial Ars
Charms as long as they meet the prerequisites); astrological
colleges (seven; at least four must be placed wirhin the five
colleges associated with the character's Maiden); Virtues
{5—none may be higher than 4 without spending bonus
points) and Virrue Flaw.

Step Five: FINISHING TOUCHES

Record Essence (3), Willpower (equals the sumof the two
highest Vittues—may notstarcathigher than Sunless at least
two Virtues ate 4 or higher); Personal Essence ([Essence x 2]
= Willpower); Peripheral Essence ([Essence x 6] + Willpower
+ [the sum of all four Vircues]); and health levels (seven,
plus any gained from Charms). Choose starring Intimacies
{equal to Compassion).

Bonus PoinTs
Bonus points {13) may be spent ar any time during char-
acrer creation.

CASTES

= Journeys: Heaven's Messengers, who travelany distance
ta perform their duries.
Auspicious Abilities: Resistance, Ride, Sail, Survival,
Thrown
Anima Power: Triple running speed for him and any
of ks allies (including mounts) within (Essence x 10)
yards.
* Sereniry: [Heaven's Courresans; who regulate fate as it
pertains to life, lave, recreation and procreation.
Auspicious Abilities: ft, Dodge, Linguistics, Per-
formance, Soctalize
Anima Power: Gain (Essenee) automatic successes ta
all Pertormance ralls made by her or her allies within
(Essence x 10) vards.
Battles: Heaven's Soldiers, who manipulate fate in the
context of combat and direct conflict.
Auspicious Abilities: Archery, Athletics, Melee, Pres-
ence, War.
Anima Power: Reduce damage rolled in Step 10 of
arrack resolurion by ene health level (1o a minimum
of zera). This effect protects both the Sidereal and her
allies within (Essence x 10) yards.
Secrets: Heaven's Eyes, who keep or reveal knowledge
at Heaven's direction.
Auspicious Abilities: Investigation, Larceny, Lore,
Ogenlr, Stealeh
Anima Power: Renders the Sidereal and his allies
within (Hssence x 10) yards immune to mind-reading
and unnatural mental influence from opponents with
an Essence less than his pwn. Against opponents with
an equal or higher Essence, those protecred add the
Sidereal’s Essence to the Mental TV of any affected
persin.
Endings: Heaven's Gardeners, who make sure thar all
things end at their appointed time.
Auspicious Abilities: Awareness, Bureaucracy, Integ-
rity, Martial Arts, Medicine




SipEREAL CHARACTER CREATION SUMMARY

Anima Power: Increase the damage inflicred by the
Gidereal and her sllies within (Essence x 10} yards
by one level, applied after rolling in Step 10 of artack
resolution, as long as an artack inflicts at least one level
of damage before considering the effect.

MOTIVATION

Choose a driving and epic Motivation for your Sidereal
character, keeping in rmind her natural tendency for subtlery
and misdirection.

VIRTUES
Cumpassiuu-ff.mpnth\? anc forgiveness
Conviction—Emot jonal endurance
Temperance— Self-contral and clear-headedness
Valor—Courage and bravery

BACKGROUNDS

AcquaintancesfMormls who know the Exalt under 2
different guise.

Allies—Aides and friends whe help in rasks.

Arsenal—Authorization £ OWIl magical weapons and
outfic military forces with them.

r\rti{act—ludlvidual wonders of the First Age (for
those wha cannot buy them in bulk with other Back-
grounds).

Backing—Standing arvd tank in an organization of power
and influence.

Command—Authority to lead troops.

Connections—Influence and informational sources among
orsanizations of power and authority-

Cult— Mortals who worship you-

Familiar—An animal cOMpANIOn.

Henchmen—N on-Exalted minions who fight on your
hehalf.

Manse—A place of power and Essence.

Mentor—A teacher and instructor.

Panoply—Your accumulated  collection of wondrous
devices.

Reputation—Your social standing.

Retainers—Loyal servants.

Salary—Heavenly income i the form of Ambrosia and
Quintessence.

Savant—A superior understanding of First Age mag-
iech.

Sifu—A tutor in the intricacies of Exalted rnartial arts.

Wealth—A yast income, the upper levels of which are
unreachable save by Celestial Exalred:

Bonus PomT COSTS
Trait Cost
Arrribure
Ability 2 (1 if a Favored or Auspicious

Ability)
Buckground L {2 if the Background is being
raiged abave 3)

1 (Zperlifina Favored or Auspi-
cious Ability)

Specialty

Virtue 3

Willpower 2

Intimacies 3 1o increase ting Inrimacies
o (Willpowe Compassion)

Essence 10

Clarms 7 (5 if in a Favored ot Awuspicious
Ability)
Sidereal Martial

Arts Charm

& (6 if Martial Arrsisa Favored et
Auspicious Ability)
Sidereal

astrolagy college 7 (5 in your Maiden’s colleges)
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CHARACTER-CREATION PROCESS
Step ONE: CHARACTER CONCEPT

Choose concept, aspect and Motivation.
Note aspect’s anima powers,

Step Two: ATTRIBUTES

Nare that all Artribures start with one dot.

Prioritize the three caregories: Physical, Soctal, Mental
(8/6/4)

Choase Physical Artribures: Srrength, Dexterity, Stamina

Chanse Social Arerihutes: Charisma, Manipulation,
Appearance

Chaoose Menral Artribures: Perception, Intelligence,
Wits

STEP THREE: ABILITIES

Nate Aspeet Abilities.

Select Favored Abilities (three; may not be the same as
Aspect Abilities):

Assign Terrestrial Training Ability dots (Archery 1,
Bureaucracy 1, Lore 2, Martial Arts | L, Oceule L Pet-
formance 1, Presence 1, Ride 1, Soci 1 and War 1).

Choose Abilities {30—at least 10 must be from Aspect or
Favored Abilities; at least one'in each Favored Ability; none
tiay be higher than 3 without spending bonus paints)

Ster FOUR: ADVANTAGES

Choose Backgrounds (12—none may be higher than 3
without spending bonus points), Charms (10—ar least 5
must be assoctared with either Aspect or Favored Abilities)
and Wirtues { 5—none may be higher than 4 withour spend-
imr bonus points).

Step Five: FinisHiNG ToucHEs

Record Essence (3), Willpower {equals the sum of rhe
two highest Virtues—may not start ac higher chan 8 un-
less ar least two Virtues are 4 or higher), Personal Essence
(Essence + Willpower + any gained from rhe Breeding
Backgwmd)_. Peripheral Essence ([Essence x 4] + Will-
power #+ [the sum of the two highest Virtues] + any gained
from the Breeding Background) and health Jevels (seven,
plus any gained from Chirms). Choose starting [ntimacies
(equal ra Compassiom).

Bonus PoinTs
Bonus points (13) may be spent at any time during char-
Acter creation.

ASPECTS
= Air: Silent as a breeze and dangerous as a tornade.
Aspect Abilities: Linpuistics, Lore, Occulr, Stealth,
Thrown
Anima Power: Cantriple leapingdistance, rake nodam-
ape from falls and add (Essence) to Dodee DV against
Thrown and Archery attacks.
® Earth: Islands of seability and the bedrock supporting
individuals, causes and institutions,
Aspect Abilities: Awareness, Craft, Integrity, Resis-
tance, War
Anima Power: May soak lethal damage with full
Stamina, and can add Essence in dice o all rolls to
resist grappling atracks or avoid knockback. Also adds
{Essence) to Stamina for all purposes while sranding
on earth or stone,
# Fire: Passionave and energetic, like the flickering flames
lhuy emulate,
Aspect Abilitiess Athletics, Dodge, Melee, Presence,
SULI;]“ZL'
Anima Power: Immune to fire and bursts into flame
for a scene. Touch intlicts (Essence) dice of lethal fire
damage.
Water: Cool and relaxed, like a flowing river.
Aspect Abilities: Bureaucracy, Investigation, Larceny,
Martial Arts, Sail
Anima Power: Grants complete water freedom foraday.
Can breathe water as easily as air and ignore any and
all environmental penalties for being underwater. Cant
also walk across water as if it were solid land.
Wood: Mystical and in touch with nature.
Aspect Abilities: Archery, Medicine, Performance,
Ride, Survival
Anima Power: Grants rotal immunity to plant-based
poisons for a scene. Also grants poisonous touch. Adds
{Essence) to Dodge DV versus Archery artacksand any
attacks that rely on wooden weapons.

MoTivATION
Choose a driving and epic Motivation for your Dragon-
Blooded chatacter.

VIRTUES
Compassion—Empathy and forgiveness
Conviction—Emotional endurance
Temperance —Self-control and clear-headedness
Valor—Courage and bravery
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BAckGrOUNDS

Allies—Aides and friends who help in rasks

Arhﬁ.‘nﬂl—AULlll)riz;“.](ﬂ‘ o own m'r]jl\l.'r![ weapaons Hﬂ[]
outfit military forces with them.

Artifact—Individual wonders of the First Age (for
”ll\“ﬁ: W]\E] cannot h”y rl“:m mn h”“( \V”’}] (JThEr Hr](‘.L"
grounds

Backing—S5tanding and rank in an organization of power
‘r][h‘.l ”]ﬂUL'nLL'.

Breeding—The inherited strength of your Terrestrial
bleodline,

Cl)mmum.l—f\u(hmn‘.' to ‘E."r[d I’T(HJ]YN.

Connections—Influence andinformational sourcesamong
organizations of power and authority.

Cult—Mortals who worship vou (even though it could
mean your death if you are discovered)

Familiar—An animal companion.

Henchmen—Non-Exalted minions who fight on your
behalf,

Manse—A place of power and Essence.

Mentor—A teacher and instructor,

Panoply—Your accumulared collection of wondrous
devices.

Reputation—Your social standing,

Resources—Wealth and material goods (or at least those
within the reach of Dragon-Blooded and mortals).

Retainers—Loyal servants.

Savant—A superior understanding of First Age
magitech.

Sifu—A turer in the intricacies of Exalved martial arts

Bonus Pomr Costs

Trait Cost

Attribute 4

Abiliry 2 (1 if a Favored or Aspect Ability)

Background 1 (2 ifthe Background is heing raised
above 3. Certain Backgrotnds may
cost more for Deagon-Blooded: )

Specialty 1 (2 per Lif in'a Favored or Aspect
Ability)

Vittue 3

Willpower 2

Intimacies 3 to increase starting Intimacies to
(Willpower + Compassion)

Essence 10

Charms 7 (5 if in a Favored or Aspect
Ability)

Celestial Martial

Ares Charm 10 (7 4f Favored or Aspeet Ability)
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CHAPTER TWO

THE gOD-kINGS' FROWESS

In the Age of Splendor, the Celestial Exalted are at the
pinnacle of their power. In addition, their Dragon-Blooded
subordinates have access to anagathic technigues unheard
of in the fallen Second Age, extending both their lives and
their adds of surviving to herter master cheir Essence, Asa
result, the use of high-Esserice Charms by the Exalted of the
s commonplace:

THE SoLAR EXALTED

As undisputed masters of the Realm, First Age Law-
givers exercise the Mandate of Heaven across the face of
Creation. Much of the power that backs up the Solars’
supremacy lies in the immense innate power granced
by the spectacular Charms ac their command. The rest
derives from the infrastructure and weapons that those
Charms helped forge.

EXCELLENCIES

ULtiMaTe Mastery or (SpEciALTY)

Coste 3m, Twp; Mins: (Ability) 5, Essence 5;
Type: Reflexive

Keywords: Combo-OK, Obvious

Durations [nstant

Prerequisite Charms: (Abilicy) Essence Flow

era

This Charm enhances a specialty tied to an Ability for
which the Solar already understands the [ Ability) Essence
Flow. 11er mastery has reached perfection. Any specialty-
relared action a mortal could accomplish can be performed
hy the Lawgiver using this Charm: She achieves a threshold
of at least O on such actions, no matter what penalties or
resisted rolls apply. If an action is extended, this Charm
guaranrees success on anly a single roll. [f used as a perfect
defense, it carries one of the Four Flaws of [nvulnerabilicy
(see Exalted, p. 194).

SupremE PERFECTION OF (ABILITY)

Caost: 8 motes, 2wp; Mins: (Ability) 6, Essence 6&;
Typﬁ:: Reflexive

Keywords: Combo-OK, Obvious

Duration: [nstant

Prerequisite Charms: {Ability) Essence Flow

This
(Specialy),
G characters may purchase only one version of this Charm,
and only for a Caste or Favored Ability, Essence 7 characters
may purchase it for up to three Ca

arm functions exactly as Ultimate Maste
save that it applies to an entire Ability.

Iste or FHVUT(‘.\J )"\l‘-]ln]l‘.\.
Essence 8 characters may purchase it forany of their Caste
or Favored Abilities, and Essence 9+ characters may learn
it for any Ability,

ra.
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THE DAWN CAsTE
ARCHERY

LAMBENT BOLT OF ANNIHILATION
Cast: & motes; Mins: Archery 5, Essence 4;
Type: Supplemental
Keywords: Combao-OK, Obvious
Duration: [nstant
Prerequisite Charms: Any Archery Excellency, Essence
Arrow Atrack

The Lawgiver's arrow detonates in a searing flare as it
hits. From the point where the shot lands, it deals (Essence
% 5) lerhal damage dice to everything within (Essence x 5)
vards {double versus strucrures). The rarger must dodge the
actual arrow and escape the blast radius in order to avoid
the damage. He can'r dodge or parry the explosion; he must
rely on Resistance defenses. Mobile crearures other than
the rarger, however, reduce the damage taken by an amount
equal to double their Dodge DVs.
GOLDEN ARTILLERIST METHOD
Cost: [5m, 1wp; Mins: Archery 5, Essence 5;

Type: Supplementul
Keywords: Combo-OK, Holy, Obvious
Duration: [nstant
Prerequisite Charms: Archery Essence Flow, Phantom
Arrow Technigue

. Sometimes, a Lawgiver must take marzers in hand
without preparation ot guidance. Using this Charm, she
takes a single shot with any unbroken weapon designed ro
be fired, even if she’s never encountered such a thing before:

She requires no training, ammunicion, source of Essence or
attunement to do so. She could immediately fire the largest
Essence cannon as soon as she lays hands on i, even if ir's
lacking a necessary hearthstone. She could pick up and fire
a firewand, even if she's never rouched any ranged weapon
other than a how. The golden shot's showering sparks deal
aggravated damage to creatures of darkness.

BounpLess ARrOw OF THE LINCONQUERED SUN
Cost: 20m, 2wp;: Mins: Archery 7, Essence 7;
Type: Supplemental
Keywords: Combo-Basic, Obvious
Duration: Instant
Prerequisite Charms: Accuracy Withour Distance, Supreme
Perfection of Archery

Though he flees to Heaven or ro Hell, the rarger cannor
escape the Lawgiver's arrows. Tilting her head back ro feel
sunlight on her face, rhe Solar squints and fires one shor
roward her Celestial parron. Thar shor will strike the rarger
as lang as the target is under an open sky—be he in Malfeas,
the Underworld, the Wyld, Yu-Shan or anywhere else. The
archerneed not know where herenemy is, but she mayattack
agivendistant target thus only once until she sees him again.
This is a perfect attack that explicitly can't be used ar nighr

or indoors, and won't hitindoor argers. It works in Yu-Shan
only when the Unconquered Sun is ahead in rhe Games of
Divinity and his image is projected across the sky,

MARTIAL ARTS

SoLar Hero SurreMACY
Cost: 5m, Iwp; Mins: Mareial Ars 5, Essence 44
Type: Simple
Keywords: Combo-Basic, Obvious
Duration; One scene
Prerequisite Charms: Any Martial Ars Excellency, Fists
of Iron Technique

The Lawgiver becomes the ultimate expression of Selar
heroism. For the rest of the scene, the costs of Solar Hero
Style Charms decrease by three motes {to a minimum of ©).
Any given Solar Hero Charm won't count as a Charm use
with regard to Combos as long as the Solar didn't use the
same Charm on her last action, Furthermore, the character
can choose o do stunning damage in place of the normal
damage of any ateacks teeated as unarmed for the Solar Hero
Style, as per Ox-Stunning Blow (see Exalted, p. 243).
SwALLOWING THE LoTus RooTt
Cost: —; Mins: Martial Ares 5, Essence 5;
Type: Permanent
Keywords: None
Duration: Permanent
Prerequisite Charms: Any entire Celestial Martial Arts
Style, Martial Arts Essence Flow

The Solar hero has casually mastered the Terrestrial
Martial Arts. The experience cost of Terrestrial Martial
Arts Charms is reduced by four points, and their training
time is halved.
OricHaLcumM Fists oF BATTLE
Cost: 10m, lwp; Mins: Martial Arrs 6, Essence 6;
Type: Simple
Keywords: Combo-Basic, Obvious
Duration: One scene
Prerequisite Charms: Shockwave Technique, Supreme
Perfecriom of Marrtial Arts

Use of this Charm leaves the Lawgiver capable of level-
ing ciries and obliterating armies, as all the Sola
Martial Arts attacks deal {Essence x 4) additional damage
dice, and those arcacks’ Speed decreases by one (o a mini-
mum of 2). Her effective Essence and Martial Arts ratings
increase by four for the purposes of caleulations related to
her Marrial Arts Charms.

MELEE

Goupen DestrucTion Cut

Costz: 2m per die; Mins: Melee 3, Essence 4;
Type: Supplemental

Keywords: Combo-OK, Holy, Obvious
Duration: Instant

Prerequisite Charms: Hungry Tiger Technigue

s unarmed




For every two motes, the Solar's artack deals an ad-
ditional die of damage. If an actack hits its rarget and scores
more successes than the target has dots of Dexrerity, the
Solar may reflexively activate this Charm to add damage
dice after she hit him.

UnassalLABLE AEGIS OF DUAL ARMAMENT
Cost: 10m, 1wp; Mins: Melee 3, Essence 5;
Type: Simple
Keywords: Combo-Basic, Counterattack, Obvious
Duration: One scene
Prerequisite Charms: Dipping Swallow Defense, Melee
Essence Flow

The Solar weapon master also knows how best to use
hetoffhand. Ifshe's usinga shield, she automatically deflects
any non-perfect blockable artack. While wielding an off-
hand weapon, she may use it to counterattack against any
close-range attack, The character’s main hamd must wield
a close-combat weapon and her off hand must hold cither
a close-combat weapon or a shield in order for the Solar to
gain this Charm's benefit.
SHARP LIGHT OF JUDGMENT STANCE
Cost: Im or 2m per die, Twp; Mins: Melee 7, Essence 75
Type: Simple

Keywords: Cumbo-Basic, Holy, Obvious
Duration: One action
Prerequisite Charms: Blazing Solar Bolr, Supreme Perfec-
tion of Melee

The Lawgiver raises her weapon to salute the Uncon-
quered Sun, spends up o ([Dextericy + Melee] x 2) mores,
and whirls into an steack ehat targes all enemies she can
see within (Melee x 100) yards, For every vard an enemy
against her invincible onslaughe, he suffers an ad-
ditional attack. These attacks use a dice pool equal to the
number of motes spent. (Each die costs double if the Salar
isn't standing in sunlight.) They're also piercing and deal
apgeravated damage 1o creatures of darkness,
THrOWN
TorreNT OF INNER LIGHT
Caost: Im per 21; Mins: Thrown 3, Essence 4;
Type: Simple
Keywords: Combo-Basic, Obvious
Duration: Variable

advances

Prerequisite Charms: Spirit Weapons

The Solar invests up to {Essence x 2) motes in one
bright blast of focused light. Flung with {Dexterity +
Thrown), this shining blast gains a +2 Accuracy bonus,

N
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an (Essence x 100)-yard Range and {motes spent x 21.)

Damage. The Solar may openor ta release the bolt until her

following acrion, storing its Accuracy bonus and damage.

She may do so anumber of consecurive times equal to her

When she releases it at last, che blast gains the

cumulative Accuracy banuses stored up on each action

and invests all the stored mores in damage.

Acurry of THE FAr-FLunG Hanp

Cost: 3m; Mins: Thrown 3, Essence 9;

Type: Permanent

Keywords: None

Duration: Permanent

Prerequisite Charms: Call the Blade, Thrown Essence Flaw
As fong as she has something to throw, the Solar can

perform from a distance any physical acrion thar doesn't,

by definition, require her specific presence. She could

write a letter, bartle her enemies, or aim and fire a bow

from across the ranm. These actions require all the normal

time, Ability rolls and tools. Penalties that would apply

ta a Thrown roll across the distance {such as penalties

due 10 wind or poor visibility) apply o the roll for the

action taken.

Macestrom oF CeLEsTIAL DoMINANCE
Cost: 20m, 2wp; Mins: Thrown 7, Essence 7;
Type: Simple
Keywords: Comho-Basic
Dyration: One scene
Prereguisite Charms: Cascade of Curring Terror, Supreme
Perfection of Thrown

The Solar releases a vartex of annihilation. Bvery
Thrown artack she makes mulciplies into o number of
undedgeable attacks equal ro her Essence, each of which
has five times the normal Range and affects every enemy
withina 90-degreearc, Every character approaching wirhin
anumber of yards equal tothe Solar's Essence suffers another
such attack on each Thrown action, that is also unblock-
able. The Solar also auromatieally parries all non-perfect
ranged attacks,

War

ForGING oF THE SUN's LEGIONS PracTICE
Cost: 13m lwp; Mins: War 5, Essence 5;
Type: Simple
Keywords: Combo-OK, Obvious, War
Duration: One scene
Prerequisite Charms: Fury Inciting Presence
The Lawgiver enhances everyone wha follows her
righteous orders, up to a group with a maximum Magnitude
equal to her

Essence

sence. She granes her followers mundane
golden equipment worth up to (Essence) Resources, as well
as heroic status and temporary traits equal to the benefit of
numberof weeks of Legendary Warrior Curriculum training
(see Exalted, pp. 198-199) equal to her War score.

-

IMMUNITY TO ARMIES APPROACH
Costs 12m, lwpy Mins: War 3, Essence 5;
Type: Simple
Keywords: Combo-OK, War
Duration: One scene
Prevequisite: Charms: Mob-Dispersing Rebuke, War Es-
sence Flow

While the unstoppahle Solar fights alone, those array
against her receive no bonuses whatsoever from their troops,
including their skill, gear or Magnitude, If the Solar wanis,
she may deal damage directly to the commander or any
other special character she chooses, bypassing the enemy
unit entirely,

THE ZENITH CASTE
INTEGRITY

Lion's Roar Recovery
Cost: 5m; Mins: [ntegrivy 3, Essence 4; Type: Reflexive
Keywords: Combo-OK
Duration: Instant
Prerequisite Charms: Phoenix Renewal Tacric

The Lawgiver gains validation from her legendary excel-
lence. When she uses a stunt to gain Willpower, the Salar
may activate this Charm to instead recover a number of
Willpower poines equal to her Integrity. (She can't increase
her temporary Willpower pool above its nermal maximum,
though.) If she is channeling Willpower through a Virtue
on that stun, she recovers all her temporary Willpower and
receives a number of bonus Willpower points in excess of her
maximum equal to the Virtue used. Unused bonus Willpawer
points vanish at scene's end.

SACROSANCT SouL RETRIBUTION
Cost: 5m; Mins: Integrity 5, Essence 5; Type: Reflexive
Keywords: Combo-OK, Obvious
Duration: Instant
Prerequisite Charms: Integrity Essence Flow, Spirit-Main-
taining Maneuver

Not only are the Lawgivers unshakable, attempts to
sway them to unrighteousness may be punished. This Charm
5 a perfect defense against any unwanted
unnatural mental influence issued by another characrer,
even il the Solar is unaware of it. If she so chooses, her caste
mark retaliates with a beam of light that flashes through all
barriers to reach the offender, steiking him unerrmgly and
dealing (Essence + Integrity) armor-bypassing ageravared
damage dice,
Zeal
Cost: —; Mins: Integrity 7, Essence 7; Type: Permanent
Kevwords: Emotion
Duration: Permanent
Prerequisite Charms: Sun King Radiance, Supreme Perfec-
tion of Integrity

can be invok

<y,




Dawn Caste CHarMs # ZENITH CASTE CHARMS

TheLawgiver's will is power; her passionsare inevitabili-
ties, Whenever she channels Willpower through a Virtue to
perfonnany action, thataction succeeds perfectly, completely
ing the possibility of effective opposition—including
perfeet defenses. She achieves a threshold success equal to
her lntegrivy, regardless of circumstance.

PERFORMANCE

INFATUATION-GATHERING [pOL METHODOLOGY
Cost: —; Mins: Performance 3, Essence 4;
Typer Permanent
Keywords: None
Duration: ermanent
Prervequisite Charms: Heart-Compelling Method

Hven if she's just singing softly to herself, the Lawgiver
dulation. Whenever she scores more successes than
any targers’ Temperance on a Performance atrack, rhose
targets acquire an [ntimacy toward her. The Inrimacy may
reflect any positive emation, and as long as a characrer feels
he'll see the Solar as having an Appearance increased
Iy an amount equal o half the Solar’s Performance. Fur-
thernore, one scene after any Performance roll thar scor
more than five successes, the Solar’s Performance atrack
re-targets all creatures within a number of miles equal ro
her Essence. Perhaps the words she spoke have hecome
catchphrases repeated to others, or the song she sang is on
everyone's lips,
Rocks AND STORMS CHORUS
Cost: 15m; lwp;
Type: Simple
Kevwords: Combo-0OK, Compulsion, Obvious
Duration: One performance
Prerequisite Charms: Performance Essence Flow, Respect-
Commanding Attitude

As long as the Solar takes only Performance actions, all
agaressive forces within 100 yards—including environmental
ones—halt in their rracks. Fires and storms listen ing bartling
armies raise their swords and voices to echo the Lawgiver
in a resoumding chorus. Every character becomes inactive

At

Performance 5, Essence 5;

unless he spends o Willpower and scores n number of suc-
cesses equal to the Solar’s Performance on a (Charisma +
Perfarmance) roll. On a success, che character may integrate
himself into the Solar's performance as he chooses, taking
any one acrion he wishes.

CATCHING THE SUN'S GLANCE

Cost: 40m, 3wp; Mins: Performance 7, Essence T;

Type: Supplemental

Keywords: Combo-OK, Obvious

Duratios

TEant
Prerequisite Charms: Husband-Seducing Demon Dance,
Supreme Perfection of Performance

Along with suceess on anormal prayer roll, difficulty 10,
this Charm calls the Unconquered Sun to his zenith, parts
the clouds, and hathes everyrhing wirhin (Essence) miles

int daylight. For a numbier of minutes equal to the successes
om the prayer roll, sunligtit deals one unsoakable aggravared
bealth level per tick to exposed creatures of darkness. he
Uneonguered Sun's emissary, the Lawgiver may banishothers
from the god's regard. Onee per minute duting the effect,
she may declare one targer within range o be forevermare
wereature of dackness.

PRESENCE

MinD-BLANKING REBUKE
Cost: Im; Mins: Presence 5, Essence 4; Type: Reflexive
Keywords: Combo-OK, Compulsion, Obvious
Duration: Instant
Prerequisite Charms: Majestic Radiant Presence

With a fierce rebuke, the Lawgiver reflexively socially
artacks any valid varger within a number of yards equal to
her Essence, using (Wits + Presence). This attack cannot be
parried. If she succeeds, the Solar forces the target to abort
any one action she can perceive (this can include static
defenses or reflexive Charms), This Compulsion effect can
be resisted only by spending two Willpower points. Aborted
acrions automatically fail.
SEARING AFTER-IMAGE PASsioN
Cost: —; Mins: Presence 5, Essence 5; Type: Permanent
Keywords: None
Duration: Permanent
Prerequisite Charms: Enemy-Castigating Salar Judgment,
Presence Essence Flow

The Lawgiver personifies one blazing ideal, choosing
an emotion, one of her Intimacies or her Motivation. When
she males social artacks inspiring ar furthering her passion,
targets must spend an additional twe Willpower points to
resist. The Salar must choose one passion ata time, but the
player may spend ane experience point toswitch this Charm
Lo a new one.

EvernaL Empress of Love ATTITUDE
Castz 20m, 4wp; Mins: Presence 7, Bssence ;
Type: Simple
Keywords: Combo-Basic, Emotion
Duration: One year
Prerequisite Charms: Authority-Radiating Stance, Supreme
Perfection of Presence

Any characters the Lawgiver wishes to chain with love
hecome hers, as long as they have seen her face, She forges
an unnatural emotion-based [ntimacy in their hearts, and if
they wish to harm or oppose her thereafter, they must spend
ane Willpower per action to do so. Targets with an MDV
greater than the Solar’s Presence are unalfected. These af-
fected can resist only by spending a number of Willpower
points equal ro {Selar's Presence x 2), All such Willpower
must he spent within a single story, and once i's all spent,
the tarper hates the Solar—umil the Solar renews this
Charm, (At that point the targer must start the Willpower
ﬂ?{]‘ﬂn\lltun‘ ‘A“ OVET ‘lgil‘l”;)
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REsIsSTANCE

Wounp-MEnDING PURITY STANCE

Cost: [2m, 1wp; Mins: Resistunce 5, Fssence 4;

Type: Reflexive

Keywords: Combo-OK, Obvious

Duration: One scenc

Prerequisitc Charms: Any Resistance Excellency, Body-
Mending Meditation

The Solar's glowing internal fortitude heals one lethal
health level and a number of bashing health levels equal to
his Resistance per action. This Charm won't heal a dying
character ot function during any action for which she over-
rides a Virtue.

Enpurance oF 10,000 Cuts

Cost: [6m, lwp; Minss Resistance 5, Essence 5;

Type: Simple

Keywords: Combo-Basic, Obvious

Duration: One scene

Prerequisite Charms: Battle Fury Focus, Resistance Essence
Flow

Onee the Lawgiver withstands misfortune, she may
withstand it 10,000 times. Subtract the smount of damage
that the characrer has already suffered and not yet healed
from the health levels dealt by any attack, as long as that
attack’s damage is of an equal or less severe type (aggravared
= lethul = hushing).

INCoMpARABLE SouL-Born WARSTRIDER

Cost: 20m, Lwp; Mins: Resistance 6, Essence 6;

Type: Simple

Keywords: Combao-Basic; Ohvious

Duration: One day

Prerequisite Charms: Glorious Sclar Plate, Supreme Perfec-
tion of Resistance

The Solar forges a royal warstrider (see Wonders of
the Lost Age, pp. 140 and 143-145) from Essence, and her
primary weapon upgrades to a warstrider-sized version (see
Wonders of the Lost Age, pp. 159-160). She suffers no
mokility or perception penaltics from armor and is immune
to fatigue, but she cannot remove her armor or release her
weapon without ending this Charm. This warstrider counts
as both armor and natural soak. All soul-bom warstriders
comewith anumber afartifact dots-worth of ancillary syscems
(see Wonders of the Lost Age, pp. 154-156) equal to the
Lawgiver's Resistance.

SURVIVAL

SoLar FLare MeTHODOLOGY

Cost: 7m, lwp; Mins: Survival 3, Essence 4; Type: Simple
Keywards: Combo-OK, Crippling, Holy

Duration: One scene

Prerequisite Charms: Frierdship with Animals Approach
The Lawgiver calls upon her Celestial parron, summon-
inga blazing beam of light of impassible brilliance anywhere
within range of her senses, Within a radius of {Survival x 5)

vards, the illumination sets fire to combustibles, blinds her
enemies for the scene and deals damape as per the Silent
Wind of Malfeas (sce Exalted, p. 131) to creatures of dark-
ness. Invoked in sunlight, this Charm is reflexive and costs
no Willpower.
GREATER BLESSING OF THE DAY
Cost: 15m, lwp; Mins: Survival 5, Essence 5;
Type: Reflexive
Keywords: Combo-OK, Compulsion, Holy
Duration: Unril sunser
Prerequisite Charms: Element-Resisting Prana, Survival
Essence Flow

Taaradius of {Survival x 100) yards, the Solar'shenevo-
lent patron prevents scorms and moderates the temperature
from extreme to survivable of survivable to comfortable. It
also nullifies the Wyld and shadowlands, and drives away
all ereatures of darkness who don't spend a number of Will-
power paints equal to the Solar's Essence. This Charm may
be invoked only during the day.
Gop-KING BENEVOLENCE
Costs 20m; Mins: Survival 7, Essence 7; Type: Simple
Keywords: None
Duration: One Week
Prerequisite Charms: City-Moving Secrets; Supreme Per-
fection of Survival

As long s she spends ar least five hours a week provid-
ing for her dominion (which can'tbe larger than Magnitude
[Essence — 3]}, the Lawgiver faulrlessly rakes care of her
subjects. Shelter is available, food grows or is found, clean
water never runs out, Nature is never a problem. Storms,
earthquakes and other narural disasters never trouble the
Solar’s lands.

THE TwiLiGHT CASTE
CRAFT

ICEEN LINDERSTANDING OF THE CORE [MPERFECTION
Cost: 10m, Iwp; Mins: Craft 5, Essence 4; Type: Simple
Keywords: Combo-OK, Touch
Duration: Indefinite
Prerequisite Charms: Shattering Grasp

The Solar touches a structure or object and gains a
perfect understanding of what can damage or destroy it,
and how well. Furthermore, for this Charm's duration, her
arracks ignore the target's soak and deal to it (Essence x 5)
additional dice of damage. [fthe object is completely immune
to damage, the Lawgiver is granted divine inspiration: one
rermnparary way to destroy it
Grorious HALO oF THE BuLbEr’s GRACE
Costr 15m, Lwp; Mins: Craft 3, Essence 5 Type: Reflexive
“ombo-OK
Duration: One scene
Prerequisite Charms: Crafr Essence Flow, Objeet-Steength-
ening Touch

Keywords:
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Shining s though she'sspent 11-15 motes of Peripheral
Essence, the Lawgiver proteets objects and strucrures thar
she possesses the Craft skill to build within the light of her
anima {100 yards). This effect grants (Essence x 10} bonus
hardness and soak, and adds {Essence x 3) to the feat of
strenarh rotal needed w break them
THE ART OF PERMANENCE
Cost: —; Mins: Craft 7, Essence 7 Type: Permanent
Keywords: None
Duration: Permanent
Prerequisite Charms: Durahility-Enhancing Technique,
Supreme Perfecuon of Craift

The Lawgiver leaves the world erernal monuments to
her genins. Anything she uses Craft to create will not age,
crode, wear out or otherwise diminish through the natural
of time and use. Nor will it require maintenance,
It can, however, he deliberarely destrayed.

INVESTIGATION

Unknown WisboM EreaNy
Cost: 15m, Lwp; Mins: Investigation 3, Essence 4;
Type: Simple (Dramatic Action)
Keywords: Combo-Basic, Obvious
Duration: One scene
Prerequisite Charms: Crafty Obscervation Method
The Sclar wanders through the area, caste mark shin-
ing, taking in every derail. By scene’s end, she knows every

“detail of every event that ever happened there {as long as

ir's not shrouded by perfect effects). This Charm does not
funceion in shadewlands or the Underworld, inareas heavily
exposed to the Wyld or places that have been complerely
destroved by fire.

Oracurar MAGISTRATE UNDERSTANDING

Cost: —: Mins: Investigation 5, Essence 3;

Type: Permanent

Keywords: None

Duration: Permanent
Prerequisite Charms: Evidence-Discerning Merhod, Inves-
tigation Esscnce Flow

The Solar's Evidence-Discerning Method is perma-
nently enhanced, strengthening the connection to her
target. She can sense his presence and vague distance
within (Perception + Investigation) miles, and all his lar-
cenous planning is reflexively opposed by the Lawgiver’
(Intelligence + Investigation), as aided by her profile.
Success on this roll reveals his plans; threshold suecesses

&

reveal derails.

Heaven's Gaze

Costz 25m, 2wp; Mins: Investignrion 7, Essence 7;

Type: Simple {Dramaric Action)

Keywords: Combo-Basic, Obwvious

Duration: One scene

Prerequisite Charms: Supreme Perfection of Investigation,
Unknown Wisdom Epiphany

Only darkness hides from the sun; everything lighted is
the domain of the Lawgivers. After spendingascene with her
eyes closed, the Solar automatically succeeds on Investiga-
tion rolls to determine anything that happened in Creation
within the last century, as long as the event was illuminated
by a light brighter than a candle’s glow.

Lore

ASPECT OF THE PHILOSOPHER-PRINCE

Cost: —; Mins: Lore 5, Essence 4; Type: Permanent
Keywords: None

Duration: Permanent

Prerequisite Charms: Immanent Solar Glory

Thelight ofher philosophy guides the Lawgiver, strength-
ening an lntimacy to an [deal. Whenever the Solar performs
stunts to further that ideal or in (ts name, those stunts coune
one level higher (maximum 3 ). She mayspend one experience
point to change the Intimacy this Charm affects.
TERRESTRIAL EDIFICATION PROGRAM
Cost: —; Mins: Lore 5, Essence 5; Type: Permanent
Keywords: Obvious
Duration: One week
Prerequisite Charms: Legendary Scholar Curriculum, Lore
Essence Flow

The Solar’s Harmonious Academic Methodology is
permanently enhanced by her greater enlightenment. This
Charm may raise a mortal’s Essence to 2, mise a supernatural

sach thaumaturey or teach sorcery.

ive weeks of arduous training is required per Essence dot;
one week per thaumarurgical degree or spell,
WLD-HANDLING SCIENCE
Cost: —; Mins: Lore 7, Essence 7; Type: Permanent
Keywords: None
Druratio
Prerequisite Charms: Supreme Perfection of Lore, Wyld
Cauldron Technology

“The Solar's Wyld-Shaping Technique is permanently
enhanced:

» Land/Wealth: The character no lomger requires sacri-
fices to create land or wealth, but some sacrifices (especially
sentient omes ) could carve large narions from comparatively
small Wyld zones.

» Magical Things: 10 times the Solar’s successes may be
applied roward the crafting of large artifaces, conceivahly allowing
the creation of grear machines or thousandforged dragons,

s People: Range is extended to (Essence x 10) miles,
Units or societies of any size can be completely remade.
MEDICINE
Aura of HyGiENE
Cost: Lm; Mins: Medicine 5, Essence 4; Type: Reflexive
Keywords: Combo-OK, Obvious
Duration: [nstant
Prerequisite Charms: Contagion-Curing Touch

Instane
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All sicknesses and poisons within (Medicine x 100)
vardsare immediately found and identified by the Lawgiver's
compassionate eve. Unless she voluntarily suppressesir, her
aura then releases a burst of radiant steam that cleanses all
coneagious, infected or poisonous items and places within
thatarea. Effects within living bodies or insulated by magic
aren't destroyed by this Charm.

SoLAR APOTHECARY PRACTICE

Cost: 3m per Magnitude point, 1wp; Mins: Medicine 5,
Essence 5; Type: Simple {Dramaric Action)

Keywords: Combo-Basic, Obvious

Dration: Indefinite

Prerequisite Charms: Flawless Diagnosis Technique, Medi-
cine Fssence Flow

The Solar mixes a philter, her player rolling dice as if
shewere performing any one Medicine action (which may
be Charme-enhanced). The success of that action is then
contained in the philrer, andanyone who drinks ivis affecred
as if the Lawgiver performed the action directly upon him.
The philrer loses patency when the Solar uncommits this
Charm’s mores, or onee it has all been imbibed by a group
of Magnirude equal to one point per five motes spent.

SciEnce oF MuTaATION

Cost: [0m per mutation point, Lwp;: Mins: Medicine 7,
Essence 7; Type: Simple (Dramatic Action)

Keywords: Shaping, Touch

Duration: [nstant

Prerequisite Charms: Supreme Perfection of Medicine,
Wholeness-Restoring Meditation

The Lawgiver need not only heal, bur may re-create
bodiesasshe sees fit. After she spends five hours performing
a Medicine-based action, her target gains or loses poinrs
of mutations no greater than the Solar'’s successes. (See
Exalted, pp. 268-290, The Manual of Exalted Power—
The Lunars, pp. 206-209, and The Compass of Celestial
Directions, Vol. II—The Wyld, pp. 144-148. Poxes
and deficiencies are one point; afflictionsfdehilities, two
points; blights/deformities;, four points; abominacions,
six points.)

This Charm can remove Wyld mutations, bur the mu-
tations it grants aren't usually of the Wyld. As such, they
dom’t restrict the target's ability to live in Creation. The
mutations restrict supernatural beings' powers just as Wyld
mutations do, though.

\
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OccuLt

Rings oF SpiriTuaL FraiLTy
Cost: [ 2m, lwp; Mins: Oceult 3, Essence 4;
Type: Supplemental
Keywords: Combo-Basic, Holy, Obvious
Duration: One scene
Prerequisite Charms: Spirit-Curting Attack

Shaping the Unconquered Sun's mudrawith hoth hands,
the Luwgiver casts forth six brilliant rings. All immaterial be-
ings within (Occultx 20} vards become visible and susceptible
o material attacks. The holy blaze the substance
darkness, increasing all their Charm costs by

perme:

of crenrures of
a number of motes equal to the Solar’s Essence,
MAGIC-SHATTERING STRIKE

Costs 8m; Mins: Occulr 3, Essence %; Type: Supplemental
Keywords: Combo-OK, Obvious

Prerequisite Charms: Occulr Essence Flow, Spirit-Detecting
Glance

The Solar's martial arts of melee attack distupts Charms
and sorcery. If the attack has a raw damage at least four
times the minimum Essence of the weakest power affecting
her targer, the Lawgiver may pay a Willpower poinr to lose
those damage dice, but shatter the effect. If more than one
effect may porentially be shattered, the attacker may choose
which o destray, but this Charm grants no knowledge in
“frself 51 how to identify the cffects on her target.

Power FrroM DarKNESS
Cost: 30m, Swp, Lxp per success; Mins: Oceulr 7,
Type: Simple
Keywords: Shaping
Duration: [nstant
Prerequisite Charms: Shadowlands Circle Necromaney or
Terrestrial Clrele Sorcery, Supreme Pertection of Oceulr
The Lawgiver lays her fingers on Creation's lines of
Essence and rips forth power that was ne meant to be
hers. She must override every Virmue she has higher than
2, and her player must roll {Essence + Qceult), suffering an
internal penalty equal to her highest Virtue. If the roll sue-
15, the Solar instantly acquires a Charm of any type that
an Eclipse Caste could learn, as long as its listed minimum
Essence is no greater than her successes. She may use the
Charm just as an Eclipse would, per the Eclipse anima effect
(Exalted, p. 100).
lnvoking Powerfrom Darkness permanently decreases the
user's maximum Limit by one, but no Solars know that.

THe NIGHT CASTE

ATHLETICS

UNPARALLELED ACUMEN MEDITATION

Cost 6my; Mins: Arhletics 3, Essence 4; Type: Simple
Keywords: Combo-Pasi

Duration: Indefinice

e

Prerequisite Charms: Any Athletics Excellency, Graceful
Crane Stance

The Solar's every move is effortless as sunlight, While
she commirs this Charm's mares, she's considered to auto-

marically enjoy the effects of every Athlerics Charm she
knows that has a Minimum Essence of 2 and a Duration of
one scene. Furthermore, she cannot suffer internal penalties
to Arhletics rolls,

Unconquerep MiGHT
Cost: [0m, lwp; Mins: Athletics 5, Essence 5; Type:
Supplemental
Keywords: Combo-Basic, Ohvious
Duration: [nstant
Prerequisite Charms: Athletics Essence Flow, Increasing
Strength Exercise

No barrier can hald against the Lawgiver's righeous
serength, This 1s a perfect effect that supplements a feat of
strength to break an object or shatter an obseruction. The
object breaks; the door shatters.

SpeeD OF LIGHT APPROACH
Cost: 3m: Mins: Athletics 7, Essence 7;
Type: Supplemental
Keywords: Combo-OK, Obvious
Duration: Instant
Prerequisite Charms: Racing Hare Method, Supreme Per-
fection of Arhletics

None outrun the Lawgivers. This Charm supplements
a Maove action for a single tick. The Solar may move up 1o
her ([Dexterity + Athletics] x 10) vards during this rick. A
successful (Perception + Awareness) roll is required ro even
see an Exalt wha's using this Charm. Ie takes three successes
ro he able to identify her.

AWARENESS

Deiric V ANTAGE STANCE
Cost: 8m; Mins: Awareness 5, Essence 4; Type: Simple
Keywords: Combo-Basic, Obvious
Duration: One scene
Prerequisite Charms: Keen (Sense) Technigque

While she's using this Charm, the all-seeing Lawgiver
may at any time reflexively observe the world as if she were
standing at any point directly above herself.
EvER-WATCHFUL SENTINEL DEDICATION
Cost: —; Mins: Awareness 3, Essence 5;
Typet Permanenr
Keywords: Stackahle
Duration: Permanent
Prerequisite Charms: Awareness Essence Flow, Surprise
Anticipation Method

The Solar’s Surprise Anticipation Method is perma-
nently enhanced, allowing her ro select a type of situation.
Thenceforth, if she’s present ar that type of situation, her
Surprise Anticiparion Method will activate. Thisnew condi-
tion must he relared ra an Intimacy or her Motivation, and
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it cannot be less speeific than naticing apparent damger o
an individual or picking up on a certain nume. A character
could not set Ever-Wacchful Sentinel Dedication to watch
for lies in general, but she could have her Charm detect lies
about a certain thing, to a certain person, or hy a certain
person. A plaver can shift this Charm to a new Intimacy
at any time by spending one experience point, and may
purchase this Charm five times, with each instance carrying
its own condition,
OMNISCIENT EARS APPROACH
Costz 15m, 1wp; Mins: Awareness 7, Essence 7;
Type: Simple
Keywords: Srackahle
Duration: Indefinire
Prerequisite Charms: Supreme Perfection of Awareness,
Unsurpassed Hearing and Touch Discipline

Every sound ripples through Creation, from ane end ro
the other. [f the Lawgiver has heard it before, she can derect
it again. She may lisren for any sound—from one voice m
the clash of a cerrain daiklave an another. Wherever rhe
sound originated, it will reach her ears. When it does, her
player must succeed on a (Perception + Awareness) roll
for the Solar ta notice the specific sound among the din,
with the difficuley ranging from | for unique sounds to 3
]-Ul' COmiImon hUUnE!h. Thl.‘ T[li] hlla‘i‘

up to three successes if the sound has changed. The Aware-
roll is resisted if the sound has been disguised. Sounds
are confined to their realm of existence. A Lawgiver in
Creation could not listen for a sound occurring in Malfeas;
a Solar in Yu-Shan could not listen for a sound occurring
in the Underworld.

Dobce

REeFINEMENT OF FLOWING SHADOWS

Costt 12m; Mins: Dodge 3, Essence 4; Type: Reflexive
Keywords: Combo-QK, Obvious

Duration: One action

ne!

Prerequisite Charms: Seven Shadow Evasion

For one action, the Solar automatically dodges all
incoming attacks that have a physical component, even
undodgeable anes. This Charm bears ane of the Four Flaws
of Invulnerability {see Exalted, p. 194).
AEGIS OF ALTRUISTIC INTERPOSITION
Cost: 4m: Mins: Dodge 5, Essence 5; Type: Rellexive
Keywords: Combo-OK, Obvious
Duration: Instant
Prerequisite Charms: Diodge Essence Flow, Leaping Dodge
Method

The merciful Lawgiver protects those she's sworn to
defend with her hody and soul. She may substiture her Dodge
DV for thar of any willing targer within (Essence x 3) yards.
If the areack still hits, she may choose to have it affect her
mstead of the original rarger

< an external penaley of

Divine WiTness o UTTer SAFETY

Cost: Im, Twp, 1xp; Mins: Dodge 7, Essence 7;

Type: Simple

Kevwords: Obvious

Duration: [ndefinire

Prerequisite Charms: Flow Like Blood, Supreme Perfecrion
of Dodge

This Charm formalizes the certainty of what is already
assumed—the Solar cannot be hit. She meers the gaze of a
rarget within 100 yards, and he becomes aware thar he has
only one chance to hit her, ever, If he attacks the Solar in
any way while this Charm persists, and hits her, then she
may never use this Charm against him again. If she dodpes
that artack, she may pay ane experience point to seal her
perfection. Until chat attacker raises his Essence score,
the Solar will automatically evade all of his attacks, even
undodeeahle nnes.

Motes commirced o this Charm may only be released
between scenes, but once the Lawgiver spends the sealing
experience point, even releasing the motes won't allow thar
attacker o hit her in the furure.

LARCENY

SHROUD OF NIGHT's Law

Cost: Tm; Mins: Larceny 5, Essence 4; Type: Supplemental

Keywords: Combo-CK

Duration: Instant

Prerequisite Charms: Stealing from Plain Sight Spirit
COnly those individuals direcely affected by the actions

of a Solar using this Charm—such as people she's talking o

or attacking—can notice what she's doing, This Charm is a

perfect effect that can supplement any action, even obvious

Charms or those lasting as long as a scene.

ErsewHeRrE FINGERS

Cost: 4m; Mins: Larceny 5, Essence 5; Type: Supplemental

Keywords: Combo-OK

Draration: [nstant

Prerequisite Charms: Flawless Pickpackering Technique,

Larceny Essence Flow

This Charm supplements a Larceny action to hide or
steal an object, making Elsewhere a valid target destination.
The Solar may hide or retrieve valuables from Elsewhere. If
she ean touch someone who has possessions Elsewhere, she
can attemnpt to steal them. If a connection exists between
ilsewhiere, she can attempt
ta steal the object from that location,

STEALTH

HoobING THE SOLAR LANTERN
Cost: —; Mins: Stealth 5, Essence 4; Type: Permanent
Keywords: Stackable
Duration: Permanent
Prerequisite Charms: Any Stealth Exeellene

looked Presence Method

a location and an object that is

“asily Over-
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This Charm increases by five motes the thresholds at
which a character's anima reaches new levels of brightnes
The character's caste mark still becomes
angles when she spends her first mote of Peripheral Essence,
hl.‘J\-vaEr- T‘his (:hl:\f]]l [H‘:“' h(.' []]JfL]l'(]Mld ATy f‘UT every
Stealth dot the character possesses above 5.

GoiNG ELSEwHERE STANCE

Cost: 10m, lwp; Mins: Stealth 3, Essence 5;

Type: Simple

Keywords: Combo-Basic

Duration: [ndefinite

Prerequisite Charms: Easily Overlooked Presence Merhod,
Stealth Essence Flow

Escaping to a personal Elsewhere, the Selar can't inter-
act at all with anvone who can't affect Elsewhere; though
she can perceive Creation as though she were still standing
wen she left, She can “move” a number of
yards equal to her Essence from where she escaped, and the
movement will change her location ance she rejoins Cre-
ation, She can't pass through barriers, however, and either
artempting to move further or joining battle returns her to
the real world.

THe EcLipse CASTE

BUREAUCRACY

HaLo or MinisTeRIAL DoMINION
Coste20m, [wp; Mins: Bureaucracy 3, Essence 4;
Type: Simple (Dramatic Action)
KL'YWUrdh: (‘.‘Lill\hl‘l' B
Duration: Indefinite
Prerequisite Charms: Speed the Whicels

The Lawgiversubtly assun s of power by crear-
ing temporary positions and laws to exploir, his playerralling
(Intelligence + Bureaueracy + Influence) inadramaricaction
designed to seize control, This roll may be resisted by anyone
apposing the Lawgiver's bid. If successful, the characrer will
have five dots of Backing in aparticalar bureaveracy, though
her official status remains unchanged.

MARKET BUSTER STRIKE
Cost: 20m, 1wp; Mins: Bureaucracy 3, Essence 3;
Type: Simple (Dramatic Action)
Keywords: Comba-Basic
Duration: Instant
Prerequisite Charms: Dureaucracy Essence Flow, Frugal
M nr Method

The Lawgiver may reward good citizens with wealth
or ruin the unrighreous, her plaver rolling (Intelligence +
Bureaucracy) in a dramatic action to decide the value (from
Resources O to 5) of a commedity or currency in the economy
within which the Solar works. This roll may be resisted by
anyane who can actively oppase the character's mercantile
manipulations. If this Charm successfully ruins the finances
of a person or group, the character may lower the target's

isible from certain

where she was

s the

Resources score by ([her Bureaucracy + successes| — [rarger's
highest Bureancracy + Magnitude|).

LinGuisTICS

Guiping Worps oF SoLar Wisbom
Cost: 15m, lwp: Mins: Linguistics 5, Essence 4;
Type: Simple {Dramartic Action)
Keywords: Training
Duration: Instant
Prerequisite Charms: Letter-Within-A-Letter Technique

The Lawgiver passes onher holy insight. Perhaps by writ-
ing a tome of inventing a mantra, she gives
on a number of teachings equal to her Linguistics. (These
teachings may include specific Abilities, Charms, Essence, et
cetera.) Those who study her teachings may increase those
traits‘as though she were tutoring them.
BeautiFuL Essence-Born RUNE
Cost: 20m, 3wp; Mins: Linguistics 5, Essence 5;
Type: Reflexive
Keywords: Combo-OK
Durationt Instant
Prerequisite Charms
serice Flow

‘hile enacting » Charm or spell, the Solar invents a
phrase to caprure the heart of the effect. The power is then
stored in the phrase until it is invoked by both speech and
the same action the effect originally required. (Therefore, a
spell may be properly invoked only by sorcerers whe know
how to cast it.) Those who wish to leamn the phrase—as a
sonnet, sulrd, ete—must invest turored training and one
expericnce point. As an exception, Silur-created spells may
be invoked merely by the Beautiful Essence-Born Rune's
recitation, as long as the speaker’s player succeeds on an
(Intelligence + Linguistics) roll with an external penalty
equal to the spell’s Essence requirement.
UNDERSTANDING OF THE GOLDEN TONGUE
Cost: 20m, 3wp, Zxp; Mins: Linguistics 7, Essence T;
Type: Simple (Dramartic Action)
Keywords: Training
Duration: Instanc
Prerequisite Charms: Supreme Perfection of Linguistics,
Twisted Words Technique

The Lawgiver bestows a language upon her morral
charges, and their language reinvents their thinking. She
chooses:

zwson focused

awless Brush Discipline, Lingulstics

& One specialy ro bestow

* Cne Ability ro diminish

e A number of Intimacies to build or crode equal to
her Linguistics

* A number of hampered traits equal 1o her Linguistics
A number of assisted traits equal to her (Linguis-

The first rime @ person speaks the language, he pet-
manently gains the specialey, but loses a dot from the
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diminished Abilicy. e counts hampered traits as being
one higher for determining experience costs and trait
maximums. He treats assisted traits as being one lower for

those same purposes. Every scene a character speaks this
language counts as a scene of building or eroding one of
the encoded Intimacies.

Golden tongues lose poteney if their purity is dimin-
ished. Linguistic drift must be battled constantly by the
vigilant Lawgiver.

RIDE

SHINING INEVITABLE LAsso
Cost: 10m, Twp; Mins: Ride 3, Exsence 4: Type: Simple
Keywords: Combo-Basic, Obvious
Duration: One scene
Prerequisite Charms: Any Ride Excellency, Master Horse-
man's Techniques
ssing all bur perfect defenses, the Solar i
creature within (Essence x 10) yards with a shinmg strand of
Essence. Unril this Charm ends, she sately moves with ber
new servant wherever it goes, Her social attacks o subdue
the creature take only five ticks and constitute an unnatural
mental influence. Finally, she reduces the target's attack dice
pools against her to 0 before Charm use.
MOUNTED INVINCIBILITY COMPANIONSHIP
Costz 15m, 3wp; Mins: Ride 5, Essence 3; Type: Simple
Keywords: Combo-Basic, Obvious
Diirationt One scene
Prerequisite Charms: Ride Essence Flow, Worthy Mount
lechnique

Auslong s the Lawgiver and her mountshare an Intimacy
and remain incontact, they become one. Theyuse the higher
trait either of them has in all cases, they add ene to their
Essences, they sum their health levels, and they use Ride in
place of any lower Ability when taking any physical actions,
{Ride Excellencies can supplement said actions.) Damage
done to the pair is evenly diswibuted ar scene's end.

SalL

OMNIPOTENT ADMIRAL AUTHORITY
Cost: 12m, Twp; Mins: Sail 5, Fssénce 4;

Type: Supplemental
Keywords: Combo-OK, Obvious

Duratio

One viyage

Prerequisite Charms: Storm-Weathening Essence Infusion
Laying outaship's course, the Solar activates this Charm,

reducing the necessary crew by an amount equal to

ore {toaminimum of ), During the voyage, aslong

within (Sail x 100) yards of the ship, the Lawgiver

directs its course as though she were onhoard.

INVINCIBLE SOLAR VESSEL

Castz 20m, Iwp; Mins: Sail 3, Essence 5; Type: Simple

Keywords: Combo-Basic, Obvicus

Duration: One year

Prerequisite Charms: Sail Essence Flow, Ship-Claiming
Stance

The Solar instantly creates a ship from her own
Essence (maximum Artifact rating 4; examples can be
found m Wonders of the Lost Age). She's automarically
familiar with the controls and permanently acruned to the
vessel's workings.

MisTy VovaGe
Cost: 30m, 1wy Mins
Keywords: None
Duration: 5 days
Prerequisite Charms: Perfect Reckoning Technique, Sea
Ambush Technique, Supreme Perfection of

As long as the Lawgiver has a map, a guide or prior
experience with a place, her ship will take her there in five
days—Dbe it the center of the Imperial Manse or the heart of
Malfeas. Shrouded by eerie mist, the vessel interacts with one
landmark per day, which pases a potential threat correlating
loosely to the impossibility of the joumey.

SocIALIZE

GoLoen CoUurTIER MISDIRECTION
Cost: Tm; Mins: Socialize 5, Essence 4; Type: Reflexive
Keywords: Combo-OK, Social
Duration: One scene
Prerequisite Charms: Any Socialize Excellency, Mastery
of Small Manners

This is u perfecr defense against attempts to read
the characrer rentions, Morivation, Intimacies,
Virmes or orher social qualiries (including the Charm
Sagacious Reading of Inrent), un
those qualities ra assist her socially. Furthermore, the
character decides whar it is that people who arrempr 1o
discern these tactors determine.
Wee-CutTiNG EvEs
Cost: Mins: Socialize 5, Essence 3; Type: Reflexive
Keywords: Combo-OK
Duration: One scene
Prerequisite Charms: Mastery of Small Manners, Socialize
Bssence Flow

il 7, Essence 7; Type: Simple

il

s the Solar draws on

As soon as smother character expresses his own Intima-
cies, Vireues or Motivations inoany way, the Solar perfectly
recognizes and understands thae personality trait. Furcher-
muore, she instantly knows the actual answer toany question
she asks, if it's answered in any way.

MasTERY OF SOCIETY TECHNIQUE

Cost: —; Mins: Socialize 7, Essence 7; Type: Permanent
Keywords: Combo-OK

Duration: Fermanent

Prerequisite Charms: Supreme Perfection of Socialize,
Uinderstanding the Court

The Solar's Wise-Eved Courtier Merhod, Wild Revelry
Approach and Taboo Inflicting Diatribe are all permanently
enhanced. They have their full effect on every individual
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within the rargered group. The Lawsaiver can flawlessly de-
termine the name, Motivation and location of every group
member while the effect persists. Whenever any group
member acts contrary to the unnatural mental influence of
thase three Charms, she'll know.

LunAR KNACKS AND CHARMS

Stewardsare masters of murability. They are unequaled
at changing form, and they excel and dealing with chang-
ing environments and situations, First Age Knacks and

Charms reflect this, offering arrays of solutions for the
various conflicts in the Ape of Wonder.

Form Acquisimion Knacks:
ANIMAL

ILuimiTABLE BEAST DECLARATION

Prerequisites: Emerald Grasshopper Formor Towering Beast
: 5. Stamina 5

who develop this Knack for their shapeshift-
ing know no limit to the size of natural animals they may
hunt. [t extends the capabilities of Emerald Grasshopper
Form into the infinitesimal, so there is no natutal animal
too small. It likewise improves Towering Beast Form
into the infinite, so no natural animal is too large. If the
Lunar eannot hunt a natural animal chat is larger than

the Last Supplicant or smaller than the head of a pin,
it is nor because he lacks the ability—it is because the
animal does nor exist.

A character withour Emerald Grasshopper Form is
limired to infinitely larger forms and one without Tow-
ering Beast Form is limited ro infinitely smaller forms.
Possessing small forms, such as a flea or a riny keill, add 3
or more to the Lunar’s DVs {though also probably make
le). Lunars who take cnormous forms
also learn ro absorh massive amounts of damage, as suc-
sessfully evading an arcack becomes increasingly unlikely
with prowing size.

EmperoR Ox ExpANSION
Prerequisites: Momntainous Spirit Expression, Essence 5,
Staming 5

Lunars with rthis Knack crush their opposition with
the sheer might of 4 mussive spirir shape. The character
spends a point of Willpower when donning her spieit
shape to make it larpe enough to engage in mass combat
as a unit with a Magmirude equal ro the Lunar’s Essence.
Represent the Lunar's size ourside of mass combat by
increasing her Strength and soak by an amount equal to
her Essence

Assuming the EmperorOx Expansion form takes time.,
The Speed of the shupeshifting action is measured in long
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ticks, and even a Lunar using Lighmming-Change Sryle re-
quires one long rick ro activare Emperor Ox Expansion.

FOrRM AcQuisITION KNACKS:
Human

CoMrasSIONATE MIRROR NATURE
Prerequisites: Flickering Star Infusion,
Perception 5

The Lunar understands a compassionate alternative
to the standard hunt for a human’s shape. She dedicates
the sacred hunt to Luna with an invocation of her belief in
guarding Creation and ics life, then she pursues her quarry
as normal. Onee the period of observation is over, she
renders her victim unconscious (not dead) and tastes his
blood. She acquires his shape permanently, but the victim
lives. When the victim dies, the effects of Flickering Star
Infusion begin as normal, as if the Lunar had killed the
victim outright. Taking 2 human form in this way triggers
no Compassion roll.
COURTESAN'S POSSESSION
Prerequisites: Compassionate Mirror Nature, Essence 6,

Essence 3,

Perception 6

Blood isunmecessary fora Lunarwho applies this Knack
o his shapeshifting. He may add a rarget of his sacred hunt
through the act of sexual intercourse rather than by slaying
it and taking its heart's blood (or by merely defeating it, as
with Compassionate Mirror Nature), It must still come at
the culmination of a full hunt, unless the Exalr possesses
Life of the Hummingbird and wishes to have the form
only temporarily,

ForM AcqQuisiTiON KNACKS:
MISCELLANEOUS

RooT AND BraNcH MASTERY
Prerequisites: Laurels-and-Ivy Technique, Essence 6,
Perception 6

This Knack improves the process of meditarion as
learned through Laurels-and-lvy Technique, letcing the
Lunar take the shape of a single specific plant life form at
the same time that she acquires the plant’s general type.
She surpasses the general mass limitarion in Laurels-and-Tvy
Technique. For example, after the Lunar takes the form of
a mighty cak, she turns into that massive oak or a small
oak roughly equal to her normal mass. The choice is hets
ar the rime of transformarion.

ForM AcquisiTion KNnAcks:
SUPERNATURAL

HEAVENLY SERVANT IMITATION
Prerequisites: Green Sun Child, Hearth-and-Flame Shell,
Essence 6, Intelligence 6

Luma’s Children were never meant to take the shapes of
the gods, Thar abiliry would only encourage ambition thac

even pre-rebellious Incarmae thoughr to fear. Some Lunars
reanscend this limirarion, mastering u blood hune capable of
adding

the same

od to the Lunar's library of forms. The hunt rakes

amount of time as hunting a human. Acqguir-
ing a god withour hlood requires the Lunar to consume s
divine ichors or orher vital part, The Lunar cannor use any
of the pod’s Essence-fueled powers.
EssentiaL Mirror Form
Prerequisites: One of various Knacks, Essence 6+,
Intelligence 64

To he masters of infilration, the Lunar Exalred must

mimic thetr victims' powers. Essential Mircor Form gives
the Lunar the ability to use the Essence-based powers of one
kind of supernatural creature, as defined by the Knacks that
make them valid targers of the sacred hunt. This includes
basic elemental powers such as Dragon's Suspire and unique
Charms the creatures possess. She can activate such powers
only as long as she remains in the form to which those powers
are natural. Each such invocation requires an additional cost
af one point of Willpower, and since displaying an anima
returns a Lunar to one of her true forms, the Lunar has a
limited amount of Essence with which to work. If using a
Charm ar power acquired in this way activates the Lunar's
anima to a degree rhat forces her back into a true form, the
effect functions as normal. Effects with extended durations
end when their descriptions say, not early because the Lunar
leaves the shape.

This Knack can be purchased mulriple times ro affect
additional creature types, though it never makes available
the Charms of ather Exalred. To purchase this Knack, the
relevant prey must be a valid rarget of the blood hunt. The
Lunar must also have an Essenceand Intelligence two higher
than the Essence and Artribute requirements far the Knack
that opens thar type of creature to the Lunar's hunt.

GENERAL CHARMS

[MpossiBLE [ATTRIBUTE) IMPROVEMENT
Cost: —; Mins: (Attribute) 5, Essence 5;
Type: Permanent
Keywords: None
Duration: Permanent
Pretequisite Charms: Instinctive (Actribuce) Unicy, Flaw-
less (Attribute) Focus

Stewards hone their strengths. This Charm permanently
increases the maximum tating of the chosen Arcribute by
one. Raising the Actribure to that level requires the normal
expenditure of experience,

STRENGTH
CRIPPLING CHARMS

HERD-STRENGTHENING TACTIC
Cost: 5m, |wp; Mins: Strength 6, Essence 6;
Type: Supplemental
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Keywords: Combo-OK, Fury-OK, Obvious
Duration: Instant
Prerequisite Charms: Inviring rthe Winrer Wolf

A Lumar's punishment endures. This Charm may supple-
ment any action thar causes a Crippling effect and makes chat
elfect permanent. Surgical arremprs to right rhe issue fail, and
even Exaleed do notheal the injury with its associated wounds.
Tt withseandssupernararal methods thae heal Crippling etfects.
Resolve conflicts with rhis statemenr using the “Unstoppable
Force, Immovable Object” rules in Exalted (on p. 179 of the
core rulebeok). Aneffect that does repair the harm mulriples
ary by a facror of the Lunar's Essence.

When invoked as parr of Relentless Lunar Fury, all
(2 ing attacks the Lunar makes in rthe duration are
permanent but do nor resise effects that explicitly cure
Crippling wounds.

DAMAGE ENHANCEMENT CHARMS

BesteGinG THE BasTion oF Form

Cost: —; Min rength 3, Essence 6; Type: Permanent
Keyweords: None

Duration: Permanent

Prerequisite Charms: Form-Diestroying Touch

Besieging the Bastion of Form improves irs prerequisire.
The Lunar may spend an additional five motes of Essence and
one point of Willpower when activating Form-Destroying
Touch to add one of the following effecs:

&The Sickness effect Progresses much more & Jpxd]‘,‘
After it would normally begin harming its victim, the vic-
tim's player must roll to resist damage and muration every
howr instead of every day. The Charm runs its course afrer
24 more hous.

 The Sickness effect continues to affect its victim until
the victim dies or something cures the supernatural disease.

* Failure 1o resist the Sickness effect inflicts two levels
of ageravated damage but no pox. Alternatively, failure af-
flicts the victim with two poxes but no ageravated damage.
Poxes may double up to cause a single affliction ar promote
an existing muration faster than normal.

Upon purchase of Besieging the Bastion of Form, a player
picksoneof the preceding oprinns, Additional oprions cost two
experience points aplece, Storytellers and players may work
rogether to come up with more options, A character canapply
only one option to a single use of Form-Destroying Touch,

FriEND OF THE PLAGUE
Cost: —; Mins: Strength 6, Essence 7; Type: Permanent
Keywords: Fury-OK
Duration: Permanent
Prerequisite Charms: Be
Thase whom the Stewardscondemn invariably die; when
fick, they are defeated. This
petimanently enhances Forme Ly
Fury-OK tag. When so used, the

on everyone the Lunar successfully touches

the time nec

ion of Farm

she leaves the bare

may apply one of the additional effeces from Besieging the
Bastion of Form by also activating it with Relentless Lunar
Fury. Besieging the Bastion of Form cannot be activated as
part of a fury unless Form-Destroying Touch is.

FEATS OF STRENGTH CHARMS

IRON TYRANT IMPACT
Costz 8m; Mins: Strength 5, Fssence 6;
Type: Supplemental
Keywords: Combo-OK
Durations Instant
Prerequisite Charms: Lighming Flash Mighe Methodology,
Yeddim's-Back Method

Waorldly materials do not hinder the Srewards. This
Charm supplements a feat of strength to break an object,
réndering the characrers (Strengrh = Arhletics) infinite for
this specific purpose. By also spending s point of Willpower,
the Lunar ignores any quality of the target object rhat would
render it immune to being broken.

DEXTERITY
DerensIVE CHARMS

FLowiNG Boby Ascension
Cost: —; Mins: Dexrericy 6, Essence 3; Type: Permanent
Keywords: None
Duration: Permanent
Prerequisite Charms: Flowing Body Evasion

This Charm enhances its prerequisite. By spending
anather two motes when activating Flowing Body Evasion,
that Charm's duration becomes one action. {Note: Flowing
Body Evasion’s duration of one action in The Manual of
Exalted Power—The Lunars is actually an error; its dura-
tion should be instant. )
Becoming WATER's Envy
Cost: —; Minsy Dexterity 5
Keywords: Fury-OK

Duration:

sence 6; Type: Permanent

Permanent
Prerequisite Charms: Flowing Body Evasion

This Charm enhances its prerequisice, giving it the
Fury-OK keyword. Activating Flowing Body Evasion with
Relentless Lunar Fury allows the Lunar ro auromarically
dadge one attack of which she is nware each tick. Addi-
tional unbearable dodges in a single tick require the Lunar
toactivate Flowing Body Evasion separately. The characrer
suffers a Flaw af Invulnerability applicable ro Flowing Body
Evasion for the duration of Relentless Lunar Fury,

WORLD-BENDING GUARDIAN ATTENTIVENESS

Costs 10m, lwp; Mins: Dexterity 6, Essence 6

Type: Simple

Keywords: Chvious, Wyld

Duration: One scene

Prerequisite Charms: Finding the Needle's Eve, Flowing
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Srewards guard the world; inexchange, the world guards
them. The Lunar imbues the fluid world sround him with a
The
Exalt's surroundings bend to make him safe, from effects
hending tree branch or dipping swallow
e tospace bendingorsirbecoming dense

portion of his Essence and charges iv wirh his defe

a8 mundane as

intersecring am
as steel to deflect a blade.

The character’s Defense Values increase by two per
degree of the surrounding Wyld, from ewo in the Border-
marches to eight in Pure Chaos. Lunar Exalred use this
Charm for an advantage against the Fair Bolk on rhose
monsters’ owt \'l\”..

MOVEMENT CHARMS

MoonuGHT Hunt
Costz m, Lwp; Mins: Dexrerity 6, Essence 6;
Type: Simple
Keywords: Obvious, Wyld
Duration: One scene
Prerequisite Charms: Mist-Walking Prana

Stewards know the flaws in the world, Wich this
Charm, the Lunar detects cracks in the Wyld ancl may
walk through them to travel shore distances: For the rest
of the scene, she may travel up ro (Essence x 10} yards
without crossing the intervening space as a Move action.
She need make no movement—she simply changes loca-
tien. This translation through space is so unnoticeable and
umpredictable that she automatically succeeds at attempts
to reestablish surprise made with such a movement,

STAR FaLLs THROUGH
Cost: 4m, [wp; Mins: Dexterity 7, Essence T,
Type: Reflexive (Step 9)
Keywords: Combo-Basic, Counterartack, Obvious, Wyld
Duration: Instant
Prerequisite Charms: Snake Body Technique, Moonlight
Hune

Stewards refuse assaults on their favored grounds.
With lightning speed, the Lunar wicks someone who
atremprs to harm her into a Wyld instability, In a silver-
and-rainbow flash, the aggressordisappears. Theattacker's
player rolls (Wits + Dodge) at a difficulty equal to the
Lunar's Dexcerity. Failure means the Lunar dictates where
the character reappears in five ticks, up to a number of
miles away equal to the Lunar’s Essence.

SpeeD AND EXTRA AcTION CHARMS

UNHESITANT SCORPION LASH
Cost: —; Mins: Dexrerity 6, Essence 6; Types Permanent
Keywords: MNone
Duration: Permanent
Prerequisite Charms: Octopus and Spider Barrage

Lunar heroes strike with unhesitating speed. Unhesi-
rant Scorpion Lash permanently enhances the characrer's
capabilities. When he invokes 2 Charm that provides a
flac number of extra actions for a flat cost, the Lunar may
L

%

spend double the required motes to likewise double the
number of actions the Charm allews him to take.
Greeny MosquiTo Bite

Cost: 4m, lwp; Mins: Dexterity 6, Essence 5;

Type: Supplemenral

Keywords: Combo-OK, Fury-OK, Obvious

Duration: [nstant

Prerequisite Charms: Lighming Stroke Artack

Like the greedy mosguito, some warrior |unars cannot
resist reaching for asecondstrike. This Charm gives them the
speed to succeed. When this Charm supplements a successtul
attnck, thech rilee plunges into rhe fresh wound a
seeond time. Revisit Steps Seven—Ten of arrack resolurion
and inflice all damage from rhe arrack again

Activated wirh Relentless Lunar Fury, the character
inflices exrra damage on every successful atrack. This damage
is applied separately and never exceeds minimum damage
for the original blow.

At Essence 7, the Lunar may spend four more motes
on this Charm to include the effeces of all Charms (rarher

AT

than just damage-increasing
Seven—Ten.

STAMINA

EnpUrANCE CHARMS

MOONSILVER ABSORPTION

Cost: —; Minst Stamina 6, Essence 5; Type: Permanent

Keywords: Obvious

Duration: Permanent

Prerequisite Charms: Unstoppable Jugeernaut Incamation
This Charm permanently enhances Unstoppable Jugger-

naut Incarnation. When the character uses that Charm, he

does not record any of the damage inflicted in the otherwise

lethalblow; itnow includes aggravated damage, The character’s

body shines like moonsilver as it shifis around the blow,

Fury CHARMS

ReLENTLESS LunAR HORDE

Cost: —; Mins: Stamina 3, Essence 6; Typer Permanent

Keywords: War

Duration: Permanent

Prerequisite Charms: Relentless Lunar Fury
Relentless Lunar Horde allows the Lunar rouse Relentess

ms) while revisiting Steps

Lunar Fury while leading a military unir, rousing her warriors
into a frenzy. In addition to its standard effects, the unir
increases its Close Combat Damage rating by one, increases
its Morale by two, does not lose Endurance for the durarion
and cannaot assume ¢lose formarion, Used in this fashion,
Relentless Lunar Fury's duration is counted in long ricks,

HeALING CHARMS

PURGING THE TARNISHED SiLVER
Cost: 5+m, lwp; Mins: Stamina 6, Essence 5;
Type: Reflexive

.Y
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Keywords: Combo-Ok, Obvious
Duration: [nstant
Prerequisite Charms: [nstinctive Stamina Uniry, Halring
the Scarlet Flow

A silver aura surrounds the Lunar as her most serious
wound disappears. She heals one aggravared wound for every
five motes she spends on this Charm.

TerrirorY CHARMS

NATIVE SON's GRACE

Cost: 5m; Mins: Stamina 5, Essence 5:
Type: Reflexive (St
Keywords: Combio-OK, Fury-OK

Duration: [nstant

Prerequ Charms: Any Stamina Excellency, Frenzied
Beur Fartification

As with the hare or the fox, the characrer's den suffers
whilethe Lunarescapes punishment. When an attack would
hir the character, she instead deflects itontoanearby rerrain
festure at the last moment. She ducks behind a tree, rolls
under a table, shuts a door in the attacker’s face or darts
through the coral reef. All effects of the successful attuck
apply to the rerrain feature, and this Charm douhles rhe
arrack's damage in Step Seven.

The character must he within an area thar she owns
a5 1 person owns an abject {see Exalted, p. 238) ro wse this
Charm, Charms such as Boundary-Marking Medirarion (see
The Manual of Exalted Power—The Lunars, p. 170) help
mark such territary.

Using this Charm wirh Relentless Lunar Fury allows

the character 1o take advanrage of her surroundings for
the duration. Halve all damage she suffers hefore souk,
Damage dice lost to rthis effecr harm terrain used for
the defense.

IMMOv ABLE DEFENDER OF THE LAND

Cost: [2m, lwp; Mins: Stamina 7, Essence 7;

Type: Simple (Speed 7}

Keywords: Obvious, Wyld

Duration: One scene

Prerequisite Charms: Luna’s Fortirude or Unstoppable Jug-
gernaut Incamarion, Narive Son’s Grace

Srewards do not rest while their territories are indanger,
White the Lunar is within an area that she owns as a person
owns an object (see Exalted, p. 238), she cannot die. Mark
no wound in the character’s [ncapacicated health level as
long as this Charm is active,

Inthe Wyld, reality shifts tobereer protect the Steward—
stronger Wld energiesprovide bertrerdefense. Ifthe character
15 1n fh? Bﬂn]ﬂﬂ“ﬂTfhk‘..\. ﬂl'r]fk no “‘Uulld mn 1[1(.‘ C]lElia.C(C‘r‘S
-4 health level. Middlemarches make the -2 health levels
invialahle; Deep Wyld renders the -1 health levels invulner-
able; Pure Chans protects all the character's health levels
from -0 down, The surrounding Wyld does notaid this Charm
unless the Lunar also remains within his territory.

CHARISMA
ANIMAL AND TRAINING CHARMS

LovaL BEAsT-FRiEND ENLIGHTENMENT

Cost: —; Mins: Charisma 6, Essence 5; Typetr Permanent
Keywords: None

Dhuration: ermanent

Prerequisite Charms: Nuture-Reinforcing Allocation

This Charm permancently enhances Nature-Reinforcing
Allocation. [t increases the Lunar's training capahilicies,
allowing him to endow targer animals with:

* One additional dot in any Auribure and Ability.
Assumne the animal’s Social Arcribures begin ar one dot
Although the creature might not be able to use them all
{it can understand languages with Linguistics but still not
speak any, and it is hard 1o navigate a Burcaucracy without
words and writing), it understands how.

® [ntellipence 3, if the animal is his familiar.

* Up o two additional -1 health levels and up to rwo
-2 health levels. Each health level fequires one invocation
of Nature-Reinforcing Allocarion.

ErupiTe BeasT-Minp ExPANSION

Cost: —; Mins: Charisma 6, Essence & Type: Permanent

Keywords: None

Duration: Permanent

Prerequisite Charms: Narture-Reinforcing Allocarion
This Charm permanently enhances Nature-Reinforcing

Allocarion, [einereasesthe Lunar's raining capabiliries.

maximum number of dots the Lunarcan add to any reait that

able to teain becomes equal to halthis Essence. He can

increase his familiar’s Intelligence by one grearer.

SiLvEr BLoop INFusion

Cost: —; Mins: Charisma 7, Essence 7; Type: Permanent

Keywards: Srackable

Duration: Permanent

Prerequisite Charms: Namre-Reinforcing Allocation
Srewards shape their realms’ creatures. This Charm

permanently enhances Nature-Reinforcing Allocation

and the Lunar. The character may invoke Nature-Re-

inforcing Allocation to makes ome previous invocation

of the Charm heredirary. The target must drink the

Lunar’s blood tor the Charm to take effect. The Lunar

also gains (Charisma + 2} extra successes on uses of Craft

{Genesis} concerned wich anyrhing Nature-Reinforcing

Allocation can target.

SNAKE-VINE INTEGRATION

Cost:

he

he i

; Minst Charisma 8, Essence 7; Type: Permanent

Keywords: None

Duration: Mermanent

Prerequisite Charms: Nature-Reinforcing Allocation
ThisCharmpermanently enhances Nature-Reinforcing

Allocation, making planrs valid rargets. Plants begin with all

Abilities and Atributes (excepr Sramina) at 0 unless they

¥ 4

-
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are already capable of mobility, and even their instincrs are
poor until they have at least Ineelligenee 1.
UnsTorpasLE BEAST-WARRIOR INDOCTRINATION
Cost: —; Mins: Charisma 7, Essence 6; Type: Permanent
Keywords: None
Duration: Permanent
Prerequisite Charms: Lesson af the Winter Wolf, Loyal
Beast-Friend Enlightenment

Herds and packs serve the Stewards without hesitation.
This Charm permanently enhances Wolf Pack Training
Technique. When using Wolf Pack Training Technique
on a military unit of animals, the Lunar makes them into
such unified armies that they achieve Might (Essence + 2)
W h 1 h.'. IE”\I(‘I hlh i lfﬂmﬂﬂd.

HoLy CHARMS

MorNING Brossoms BLooMinG

Costz 12m, Zwp; Mins: Charisma 7, Essence 7;
Type: Simple (Speed 7)

Keywords: Holy, Obvious

w

Duration: One
Prerequisite Charms: Scathing Lunar Condemnation

Enemies fear to tread lands Lunars claim. The char-
acter dedicares where she stands 10 Luna and to Gq
forhidding any foe of theirs from approaching her. Silver
light shines on her from the heavens and flows outward,
illuminating an area (10 % Essence) vards in radius with
nee. Effects within that area that are adve
ro the Lumar, her allies or narives of Creation ceasc.
Creatures of darkness treat being within the region as
an environmental effect with Damage 1A and Trauma
{Lunar's

TerrITORY CHARMS

FeraL CAT TREAD
Cost: —; Mins: Charisma 7, Essence 7; Type: Permanent
Keywords: None
Duration: Permanent
Prerequisite Charms: Ranging Wolf Marking

This Charm permanently enhances Boundary-
Marking Medirarion. Ir increases the maximum
that Charm’s targeted region to (Essence x 1000) square
miles, Purchasing Feral Car Tread does nor auromatically
expand existing uses of Boundary-Marking Medirarion.

silver rac

se

ssencell

rea of
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MANIPULATION
BeLier CHARMS

MIRROR-SHATTERING WORD
Cost: —; Mins: Manipulartion 6, Essence 5;
Type: Permanent
Keywords: Wyld
Duration: Permanent
Prerequisite Charms: Lost Mirror Flight

Luna rules madness in Creation, and her Chosen act in
her name. This Charm permanently enhances Lost Mirror
Flight. When using Lost Mirror Flight, the character may
double the cost romake the madness permanent, curable anly
by heings with grearer Essence than the Lunar. In the Wyld,
making insaniries permanent costs only one mote extra.
FaLse Burrow GIFT
Cost: 6m; Mins: M
Type: Simple (6 long ticks)
Keywords: Combo-Ok, Ulusion, Soctal
Duration: Instunt
Prerequisite Charms: Lost Mirror Flight

Srewards tend others” homes. This Charm instills in

ilation 6, Essence 6;

its target o fulse belief abour their concepr of “home” and
reinlorees this beliel with an Intimacy. The beliefs that
home is under attack, is already destroyed, is nearby oris
lost forever count, as do the idess thar the rarger has been

Jexiled from home, thae home embodies certain political

wviews or that home is a different place aleogether, Instill-

ing this false belief requires o successful (Manipulation +
|Performance or Presence]} roll against the rarger’s MDYV,
Apainst o group, the highest MDV contests it Lt costs
two Willpower points for a victim to ignore the belief
for one scene.

Committing the Charm’s
Hlusion effect. While the Charm persists, the world appears
to support the belief, The target sees the ruins of a destroyed

ost invokes an additional

hame city or feels the stones former countrymen throw ar
the returned exile. Releasing the commitment ends the
Charm's effects in wotal.

FEINT CHARMS

ButTerrLY Eves Face

Cost: 5m; Mins: Manipulation 6, Essence 6;

Type: Simple {Speed 3)

Keywords: Combo-OK, [usion

Duration: {Essence) actions

Pretequisite Charms: Butterfly Eyes Fist, One of the Herd
Lunarsate not who they seem. The target of this Charm

suffers an [llusion effect, believing the Lunar to be a nearby

person and vice versa unless the target's reflexive (Percep-

tion + Awareness) roll beats a difficulty equal to the Lunar's

Manipulation score, Spending ene Willpower point allows

the target to tell wheo is who for one action. After the target

has spent three Willpower, the effect ends.

ButTerrLy Eves ENHANCEMENT

Cost: —; Mins: Manipulation 8, Essence 7;
Type: Permanent

KUY“ U]'d.\"\'. N"ll“'

Duration: Permanent

Prerequisite Charms: Any Butterfly Eyes

This Charm permanently enhances all Bucterfly Eyes
Charms the Lunar knows, Their costs increase by one more,
and the Willpower cost 1o fend off their mental influence
increases by one.

Miurary Unit CHARMS

FIRsT 1N ScHOOL ASSUMPTION
Costr 4, 2wy Mins: Manipulation 6, Essence 6;
Type: Simple (4 long ticks)
Keywords: Combo-OK, Social, War
Duration: Orie scene
Prerequisite Charms: School in the Reeds Technique
Stewards suffer no armies on their soil not allied with
them. The Lunar causes the targer military or social unir to
treat her as fts commander or leader for all purposes. She
must be a solo unit to use this Charm. Her player makes a
contested roll of (Mandpulation + [Performance or Warl)
against the current leader’s (Charisma + [Performance +
Warl); the Lunar suffers an external penalty equal to the
unit's effecrive Deill. 1f successful, the unit treats the Lunar
as its leader for the rest of the scene. The previous leader
becames a solo unit o, i he's willing, a special character in
the stolen unit
When individuals in a stolen unit normally recogmize
thelr true leader through supernatural means—if they're
zombies with a link o the necromancer who raised them,
for instance, ot creatures created through sorcery—rthis
Charm functions for (Essence x 2) long ticks before it ends.
1f the original leader (or a legitimate replacement) does not
reclaim command, the group becomes a mob. Lunars who
look too different from a legitimate leader—such as a dash-
ing human commanding stolen demon traops—suffer the
same rime restriction.

APPEARANCE
DisGuise CHARMS
AIr Bopy STyLE

Cost: [0m; Mins: Appearance 7, Essence 7; Type: Simple
Keywords: Comba-OK, Obvious, Shaping
Duration: Indefinire
Prerequisite Charms: Clover Can't Be Found

Stewards are where they wish to be, nowhere else, A
character activaring this Charm disappears. He has no physi-
cal body; he's not even immarerial. The Lunar simply has no
bodily manifestarion, existing only as an awareness, He can-
not be rargeced by or target others with physical effects, He
cannot make social attacks, and others affect him only with
Performance-based social attacks. The Lunar's perception is




? CHarTer Two: THe Gop-Kings' Prowiess

limited tosight and hearing, which both funetion normally. He
crosses space at hisnormal movement rare and may use Charms
thatare notcurrently impossible for him, (Impossible Charms
would include such as combat Charms or taste-enhancing
Charms.) No effect precisely locates the characrer, though
cerain Charms reveal he is within a certain region or area.

INTERACTION CHARMS

STANCE-AS-THOUGHT STRIDE
Cost: 6m; Mins: Appearance 6, Essence 3; Type: Simple
Keywords: Combo-OK, Social
Duration: One scene
Prerequisite Charms: Observed Pr
Orarion Technique

Lunars inspire those around them.

ror Instinct, Glance-

fith this Charm
active, every Hrst glance st the character triggers a specific
thought or soet of thought. The Lunar chooses if she wants
every person who looks av her to think something specific
{"she’s dangerous,” “she’s hiding something”), to see what
they most want to see in her, or to see what they least want
The Lunar does notappear as anything other tham what she is,
though. The magic is in the conelusions others draw. Perhaps
the evil vizier believes the Lunar is here to aid the satrap,
while the merchant's son believes the Lunar is his arranged
wife-to-be, arriving just in tme 1o climinate his ¢
flee with his rrue beloved. Or maybe the vizier knows with
one lock that the Lunar is harmless, while the son believes
that the Lunar will help him
This effect creates an instant Intimacy that remaing until a
subject eliminates it nacurally,

Devit Booy, Terror FACE

Cost: 10m, wp; Mins: Appearance 7, Essence 7;

Type: Simple

Keywords: Combo-OK, Ilusion

Duration: One scene

Prerequisite Charms: Stance-as-Thought Stide

Stewards also inspire fear. Every person sees her worst
fear when looking upon the characrer using Devil Body,
Terror Face, be it an overseer with baying hounds for an
escaped slave or the fetich soul of Isidoros for an Exalt.
This is an lllusion effect. All actions raken tharoppose the
Lunar suffer an exrernal penalty equal to (Lunar's Essence
- subject's Valor).

Victims of this Charm may spend one Willpower o
make a (Willpower + Integrity) roll at a difficulty equal to
the Lunar’s Appearance. Success lets the person ignore the
terrifying visage foranumber of actions equal to her Integri
Spending three Wilipower ourright accomplishes the same
effect withour a roll.

PercepPTION

Essence CHARMS

Gob-Booy Dissecrion
Cost: 2m, Twp; Mins: Perception 6,

e to

¢ his arranged marriage.

Type: Supplemental
Keywords: Combo-OK, Ohwious, Wyld
Duration: Instant
Prerequisite Charms: Spiric-Maiming Essence Areack
Lunar Exalted weaken their prey before the final assaule.
The Steward sees all aspects of her targer spirit as discrere
pieces; targeting one, his attack severs it, This is a standard
attack that eliminates ane supernatural power, Charm ar
Combo from the targed's repertoire if it intlices ar lease 1 level
of damage. The Lunar decides which power he denies the
spirit. Lost Charms integrated into Combos can be used
part of those Combosbut nocalone. Spi

egain last powers
a number of days later equal 1o (Lunar's Essence — rarger's
Essence). If this total {s zero or less, the power returns at the
end of the scene. When used in the Wyld, this Charm also
affects Fair Folk.

Gop-Bopy CONSUMPTION

Cost: —; Mins: Perception 8, Essence 7;
Type: Permanent

Keywords: None

Permiment

te Charms: God-Body Dissection

This Charm permanently enhances God-Body Dissec-
tion. After successfully severing a spirit’s power with thar
Charm, the Lunur devours ir. It hecomes inaccessible ro the
spirit until the Lunar's death.

EYE ON THE SPIDER

Cost: 4m, Lwp; Mins: Perceprion 6, Essence 6;

Type: Simple (Speed 4)

Keywords: Combo-OK, Obvious

Duration: One scene

Prerequisite Charms: All-Encompassing Sorcerer's Sighr
Stewards are in tune with theirprotectarate, Creation.

Thc LLI[‘\L‘T.S Cyes rhi[“_' h“\('\ll' \Vlth a r}linhﬂ)\?ﬁ' p'clﬂﬂ'd, '(!n{i

he becames aware of the threads that hind people to fate.

He pains a general sense of where the Loom tugs them,

incidentally adding a numbet of sutomartic successes equal

to his Essence to divine a person's future (usually through

the thaumaturgic Artof Astralogy). More certain, the Lu-

nat discerns whether any given creature is or is nor bound

to the Loom of Fate. Add a number of successes equal o

his Essence to determine primacy when another effect

contradices this one.

RELEASING THE SPIDER’s TENSION
Cost: 10m, Lwp; Mins: Perception 8, Essence T;
Type: Supplemental
Keywords: Combo-OK, Obvious, Shaping
Duration: [nstant
Prerequisite Charms: Spiric-Maiming Essence Attack, Eye
on the Spider

A landlord must eccasionally evict her tenants. This
Charmsupplementsanyattack. Ifthatattack inflicts damage,
the target's player rolls (Essence + Inteprity), at an internal

penalty equal to levels of damage inflicred and a difficuliy of

. S




Lunar KNACKS AND CHARMS

the Lunar’s Essence: Failure indicares thar the attack severs
rthe rarger’s tie o fare—he henceforth counts as a creature
outside of fate. Only the Lunar who used this Charm, power-
ful Sidereal Exalred and the Five Maidens have the power
T3 Feintegrare
grearly, as the Loom no lomger recognizes them and most

a person into the Loom. Morral vicrims suffer

governmental effortsignore anyone notaceounted for on the
Laom-hased cens &

VAT LRIEEeTs

5. Repented use of th

investigation hy the Burean of Desting.

INTELLIGENCE
INSIGHT CHARMS

PreDATOR'S INSIGHT

Cost: bm, Twp; Mins: Inelligence 5, Essence 5;
Type: Simple (Dramatic Action)

Keywords: Combo-OK

Duration: One hour

Prerequisite Charms: Lessons in the Blood

Lunar Exalted learn much from their prey, By consuming
the mind of a ereature, the characrer using this Charm learns
what that entity knew. Devouring a brain takes an instant
{for the smallest), 10 minutes (for a normal-sized human)
or longer (for behemoths and other strange creatures), More
cxotic targets reguire the character to cansume the seat of
their minds, which he locates with a ([Perception or Intel-
ligence| + Qceult) roll.

[he character then has aceess wo everything the creature
once knew. Foranimals, this ameunts toafewsubcle instiners
and farniliarivy with the reglon—rthe animal'sden and sources
of food. Peaple’s knowledge is more varied and valuable

Any time duting the Charm's duration, the characrer
canrumimage through the vierm's memory asamiscellaneous
action, The victim's elear memories are just as clear to the
Lumar, Thingsa victimbarely recalled require an (Incelligence
+ lnvestigation) roll te find, and the foggiest memoriesare at
difficuley 2+ Digging out something the vicrim kept secret
(while alive) requires the same roll at a difficulty equal to
the victim's Integrity.

Il the characrer uses this Charm on a targer whase
form he can take, he may spend one experience point to
call upon the creature's memories as long as he retains
the shape. (It is most useful to buy this benefir after a
ful sacred hunt.) When in that form chereafter,
he can activate this Charm o call upon those memories
for another hour. Predacor’s Insighe is a grotesque way ro
learn new Charms or Ahilities, if the player has enough
cxpeticnce points o spend.

PerFECT DRAGON UINDERSTANDING

Cost: 6m; Mins: Intelligence 6, Essence 6 Typ
Keywords: None

Duration: One day

Prerequisite Charms: Predaror’s Insighr

Lunars understimd animal instinces. Invoking this
Charm reshapes the character’s ouclook on existence ro be

Simple

that of the quintessenrial Dragon Kings. He 1s comfortable
among their cities” alien layout and décor, and the Dragon
Kings' social interactions are narural ro him. Dragon Kings
recognize an ideal mind in him, though they know he is
not one of them. His player adds a number of automatic
successes equal to the character’s Intelligence to all social
rolls for the Lunar to deal with Dragon Kings. Add half that
salue to his DVs and attacks when fighring them, since the
Lunar accurately predices their tactics.

DereaTeD TECHNIQUE MASTERY
Castz 6m, Iwp, Zxp; Mins: [nrelligence 7, Essence 7
Type: Simple
Keywards: Combo-OK, Obvious
Duration: One scene
Prerequisite Charms: Predaror’s [nsight

Stewards claim prizes from their defeated foes: part of
their powers. Activaring Defeated Technigue Mastery, the
Lunar chooses a target with whom she is currently in opposi-
tion. The target’s player names an outcome to the situation
that the rarper considers defeat. This outcome becomes the
Charm's defeat condition,

Example defear conditions: Target fails to slay Lunar's
provégd. Targer flees the battlefield. Target does not comvince the

popadace torally. Torger dies.

If the Lunar successfully meets the defeat condition
within the scene, she steals some part of the target's power.
[Her player may choose any one Charmor other supernatural
power that her target has. The Lunar gains access to that
power, and the targer loses that access, The target still has
the Charm for the purposes of serving as a prerequisite or in
Combas, bur he can no longer use iv standing alone.

s thestolen poweruntil the tarpgetreclaims
it. Her vicrim may, should rhey oppose each other again ina
furure scene, challenge her in the same way she challenged
him (as it he had Defeared Technique Mastery, buc without
cost) to regain his power. Should the victim die, the Lunar
mustsperid an addirional 14 experience points to retain the
power. She may go into experience-point debt 1o keep i
WYLD CHARMS
ETernAL WYiD G
Cost:
Type: Permancnr

Keywords: Wyld

Duratio t

Prerequisite Charms: Burgeoning Wyld Infliction

The Lunark

 Minst Intelligence 6, Essence 6;

+ Perman

This Charm permanently enhances Burgeoning Wyld
[nfliction, allowing the Lunar to double the Charm's ac-
st c)rdc_*r o I’[l'dkl: f}l(: mutations [}CHHIHIL‘I\L
Iri the Wld, making the mutations permanent is free and
mr\n\izltnry.

DONNING THE RAINBOW MANTLE
Cost: 5+m, Lwp: Mins: Inrelligence 7, Essence 75
Simple

rivarion ¢




CHapTER Two: THE Gob-Kings' ProweEss

Keywords: Obvious
Duration: One scene
Prerequisite Charms: Withdrawal of Assumptions
Stewards command the surroundings they protect. Involk-
ing this Charm surrounds the characrer in adiaphanous cloak
of shifting sensations. Moststimuliare colors of Crearion, hut
some are impossible, unknown hues, curious sounds, smells
and se on. For the duration, the Lunar may use Charms wich
the Wyld keyword as though she were in a Wyld zone. Every
five motes committed to this Charm increases rhe effe
depth, from five motes for Bordermarches to 20 mores for
Pure Chaos. The Lunar extends this capability to others ac
a cost of two additional Willpower per person.

WiTs

CONCEALMENT CHARMS

Sunset Hisiscus
Cost: 3m; Mins: Wits 5, Essence 6; Type: Simple
Keywords: Combo-OK
Duration: One scene or indefinite
Prerequisite Charms: Secure Den Prana

Just as the Lunar makes himsell and rhings disappear,
he canceals Essence from those wha can see such rhings.
L on himself, neither his Essence trait nor his Charms
or artifacts make him more visihle to those using Essence
sight (such as All-Encompassing Sorcerer's Sight). He may
likgwise use the Charm on others. Using Sunser Hibiscus
on artifaces or on extant Essence effects (such as enduring
Charms or spells) renders rhem invisihle w Essence sighr,
though the Lunar must be able o see them ro targer them
in the first place: Used on a person, the Charm always lasts
one scene. When used on an ohject or intangible collection
of Essence, the Lunar may commit the Essence longer for
an indefinite effect.

Uses of Sunser Hihiscus are invisible o all forms of

wve

Essence sight.

Fuuip Essence REFINEMENT
Cost: —; Mins: Wits 7, Essence 6; Type: Permanent
Keywords: None
Duration: Dermument
Prerequisite Charms: Sunser Hihiscus

The Stewards' magic is not overt. This Charm perma-
nently enhances the Lunar’s capabilities. The characrer's
use of Essence is subtle, making it difficult for oppanents o
find and rarget. When a foreign effect threatens ro suppress,
manipulate or otherwise adversely affect 2 Charm, spell or
supernatural effect the Lunar has invoked or creared, add an
amount cqual to the Lunar’s Wits o the difficuley eo da sa.
When there is no roll (and thus no difficulry to increase),
the foreign effect fails, Add a number of successes equal
the Lunar's Essence to any opposed rolls to derermine which

= &
f%ﬁ effect overrides the other,

Frozen Rippee LA
Cost: [4m, Zwp; Mins: Wits 6, Essence 7; Typer Simple
Keywords: Ohvious, Wyld
Duration: Indefinite
Prerequisite Charms: Secure Den Prana, Blinking Fve of
Chaos

This Charm is identical to Secure Den Prans
Lunar declares a time differential for her den in Elsewhere.
Time within the redoubt moves faster or slower than it does
in Crreation by a factor equal ta or less than the Lunar’s

Ess

REACTION CHARMS

SoLpier Bee EMULATION EXTRACTION
Cast: 4m; Mins; Wits 6, Essence &
Type: Reflexive (Step 2}
Keywords: Combo-OK, Counterattack, Obvious
Duration: Indefinite
Prerequisite Charms: Hungry Eagle Method, Secure Den
Prana
The Steward creates invisible pauches of Elsewhere that
hie uses i combat. For the Charm's duration, any person
whe attacks him risks losing his weapon into ane of these
pockers. Only a hody's natural weapons are safe. Any attack
the Lunar successtully parries or dodges slips into a pouch,
unless he chooses otherwise. Players of characters who suc-
cessfully strike the Lunar roll (Wits + [relevant Ability]) ara
difficulty cqual ro the Lunar’s Wits, unless the Lunar chooses
Failure indicates that the weapon disappears into
Elsewhere. No more weapons disappear than a number equal
to the Lunar's Essence. The Charm lasts until the Lunar
releases the commitment, at which time the weapons fall o
the ground before the people from whom he stole them,
WHERE ARE THE NEW SIDEREAL CHARMS?
There aren't any: Only the Five Maidens then-
selves are ablesto create pew Charms capable of
exploiting the nature of the Tapestry without snarling
its design, and they do so rarely, In the time since
the Age of Splendor, there have been no significant
changes in the Charm ser of the Sidereal Exalted,
Teis for that reason that the Chosen of the Maidens
have focused so much of their energy on wielding
Celestial-level sarceryand mastening the supernatural
martiatarts. These rwofickds of studyoffer the Viziers
the chance to surpass the limitations of their innate
Chatms and stand on more even footing with the
ather Celestial Exalt types (and in the case of the
martial arts, to surpass them).

ut the

atherwi




.DRAGON-BLOODED CHARMS

As the elite shock troaps and junior officers of the
Celestial Exalved, the Deagon-Blooded seldom have need or
apportunity to develop their Essence to the same heights as
Still, these whoare determined and enlightened
rthright of the Elemental Dragons
| terrible vestipges of the Primordial
power that lows through Gaia's greatest souls.

NEew KEYworbs

Dynasty: A Charm with this keyword has effects on de-
scendents, defined asanyone who traces direct lineage to the
Exalewith the Charm {such aschildren, grandchildren, etc. ).
Some of these Charms distinguish between Dragon-Blooded
and morral descendents {including Bragon-Touched), as
nated in their deseription.

Martyr: A Charm wath this keyword has a greater effeet
if the Exalt voluncarily forfeies his life when activating. it,
The mystical suicide joins the Terrestrial's soul and Essence
directly to the Elemental Dragon associated wich his aspect,
subsuming the totalicy of hus name and being into the Dragon
like a drap of water returned to the ocean. Only the empry
shell of the Terrestrial's hody remains, unless it is consumed
by the Charm's effect. When using the Martyr keyword, deach
substitutes for the usual cost of the Charm, and it may be
expresslyactivated asa reflexiveaction regardless of its normal
type, allowing Terrestrial elders ro fight ta the last mote and
still unleash one final act of greatness. Characters mayactivare

theirbette
enough to explore the
can unlock awesome

one Martyr effect with

their death, plus one different additional ane for every dot
of Essence above 6. {An Essence 10 paragon—ifsucha being
existed —could die the death of five dragons. )

Purity: Charms with this keyword channel the Elemen-
tal Dragons directly through racial birthright and cannar
be learned by Dragon:Blooded who lack the minimum
Breeding listed for the Charm. Eclipse Caste Solars can
learn these Charms despite lacking Breeding, bur they do
sa as if the Charms required 2 minimum Essence one dar
higher than usual.

AIR ASPECT

LinGuisTics

HoNoRED ANCESTOR EXHALATION

Cost: 10m, Zwps Mins: Linguistics 5, Essence 6,

Breeding 3; Type: Simple

Keywords: Dyrinsey, Marryr, Purity

Duration: Indefinite

Prerequisite Charms: Speech Without Words, With One
Mind

The voice of a progenitor lénds hope and purpose to his

the Exalt chooses

descendents. Upon activating this Charm
a Motivation {(which may differ from his own). Whenever
one of the Exalts descendents channels o Virtue while rak-
ing an action that directly supports this Morivarion, the
descendant does not spend a Virwe channel to do so and
substitutes her ancestor's Essence rating for the raring of the

77
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channeled Virtue. Because these dice are considered Virrue
dice, such honuses do not count against Excellency limirs,
Exalted may vse only a single activation of this Charm ar a
time, and characters may tap into only one ancestor per ae-
tior. Wirh rhe Marryr effecr, the Charm lases as long as the
family does, passing the legey to each generation.

Lore

EnpLESs ColLs ENLIGHTENMENT
Cost: 15m, lwp; Mins: Lore 6, Essence 6, Breeding 5;
Type: Simple
Keywords: Emotion, Ohvious, Purity
Duration: One scene
Prerequisite Charms: Erernal Mind Meditation, Elemental
Succor Method

The strength of the Dragon-Blooded lies not in their
individual prowess, but in their vast collective might. Upon
activating this Charm, the uset and every Terrestrial within
mile radius feels a sense of kinship and pride in their
This feeling instantly forges an Intimacy of loyalry o
the Dragon-Blooded Host asa whole, which endures or fades
normally onee the Charm ends. Only those in range when
Endless Coils Enlightenment acrivates are targeted, and they

a.one-

race.

remain alfected regardless of distance. Those who later enter
the radius are not affected.

Whenever a Terrestrial dics while affected by this
Charm, every other affected character temporarily learns
every Dragon-Blooded o Terrestrial Martial Ars Charm
the deceased knew until the end of the scene, provided they
meet trait minimums. (Out-of-aspect mote costs apply. ) 1F
the user of Endless Coils Enlightenment dies before the end
of the scene, the effect continues for its full duration.

OccuLt

ManrtLe of ELeMenTAL Fusion
Cost: 5m, Iwp; Mins: Occult 6, Essence 6; Type: Simple
Keywords: Cotnbo-OK, Elemental, Obvious, Touch
Duration: [ndefinite
Prerequisite Charms: Spirit Chaining Sirike

By means of this Charm, a Dragon-Blood may physxmlly
meld withan elemental of the same aspect as hims
o wear its power. To activate this Charm, the Exalt must
successfully reach into the center of the elemental's body
as an unarmed ateack. His player then makes a (Charisma
+ Oeeult) roll with a difficulty equal to the spitit's Essence
{unless the spirit cooperates, which removes the need for the
roll). Bonding with an elemental whose Essence is greater
than the Exalt’s is impossible, Upon a successful ac fon,
the elemental's farm cozes into the Dragon-Blood's aspect
markings and becomes pare of his bady. For as long as the
Charm lasts, the spiric cannor be physically attacked, and
the Exalt knows all of its Charms. If the Exale dies, so does
the spiric. Melding also carries lingering psychelogical side
effects for both parties, as each chooses one Intimacy per
scene to give to the other. Exalted who frequently use this

finarder

.‘::

Charm evinee all manner of unusual quirks and appetires.
This Charm may be placed in a Combo with Charms of
other Ahiliries.

STEALTH

Hiopen MaeLsTROM CLOAK
Cost: None (+1m per ally or +Iwp for a vehicle);
Mins: Stealth 9, Essence 3; Type: Permanent
Keywords: None
Duration: Permanent
Prerequisite Charms: Dragon Shroud Technique

This Charm enhances an Exalt’s Dragon Shroud Tech-
nique, extending the Charm’s duration to Indefinite and
}]Ill(l[n‘rltiﬂﬂ“‘f Brving Ihﬁ (.h'r]n]['.“:]'l.\nﬁﬁ r]ﬂ[] k[:]\l’{\rh UF h(’.‘
ing invisible (-2 successes to spot orartack him, plus grearer
ease in launching surprise attacks or reestablishing surprise).
In 'rld‘[]T"I‘ﬂ. f!“.' Lhi}\?]l;fff may. Exfﬂn(l The Dmgnm Shl‘“ld
’]‘L‘L’h{]]quﬁ toas ]Tl'rlT)Y 'rl“ﬂ.'h as h‘.' ]]'r\h d(]Th (J! F.\‘.‘.HI“.I:\ as l(?ﬂf!
as they join hands ar the time of activarion. He may, instead,
cloak asingle vehicle orwarstrider by rouching it {increasing
l]“.' COsL A8 []ll“.‘d)‘ (‘:h‘)ﬂktd \:‘Chlclﬁh may bL‘ h"ldlﬂ) \’-'lf])
SH.\HI[h B h !.hl‘_\ were [hl: F‘ﬂlh. \’r’“h(l”l T\".'n'ﬂh'i(.'& {(JT SiEe,
using Wits instead of Dexterity. Anythingcloaked by Dragon
Shroud Technique appears if it rravels more than (Srealth x
5) yards from the Exalt or the Charm ends,

THrROWN

Hurricane HAND GesTurE
Cost: 2m; Mins: Thrown 5, Essence 3;
Twpe: Simple (8
Keywords: .nm?'m OK, Elemental
Duration: Instant
Prereguisite Charms: Deadly Blades of the Five Dragons
The Exale gestures toward an opponent, and an invis-
ible foree emanates from her hand as an unblockable arrack
using her (Dexterity + Thrown + Essence) and a Range of
300 yards. If the artack hits, the Terrestrial may knock the
target prone, drive him gently to his kne
back (Essence + Thrown + 5) yards. If a hurled rarget strikes
a solid object, he and it suffer bashing damape equal 10 the
remaining yards he would have traveled {(possibly lethal,
depending on the barrier). Targets signiticantly larger than
human size cannot be thrown but may be knocked down.,
The Dragon-Blood may also impose an clemental effe
cording to her aspeer. Adr threws targers upward for double
distance rather than back, leaving victims to fall normally,
Earth inflices three levels of unsoakable aggravated damage
to Wyld creatures foreed to kneel, petrifying the bodies of
the slain. Fire catches the targer alight for 4L damage. Water
simashes, doubling knockback distance. Wood imposes sleep
as a Poison effect on living rargers knocked down if attack
successes exceed their Stamina. Vietims do not awaken until
the end of the scene unless they suffer damage levels.
Exalted with Essence 6+ may rarger units with a Magni-
tude no greater than their Essenee (oran equivalent number

arsend him tlying
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of scartered individuals) with a single attack costing eight
mates of Essence and one point of Willpower, This avack
can knock a unit back or down like an individual, Applying
the earth effect toa unir of Wyld creature extras obliterates
it, likely leaving special characters merely wounded, Apply-
mga \\'L")Lt "’“(’.\ T ioa umit V"'h[‘hi.' ]“L‘]“bcrh are |l“ l‘\‘.‘i{’\'\. l]l(.‘
Stamina threshold lulls the whole unit wo sleep.

EARTH ASPECT
AWARENESS

EArTH RECLAIMS Her BounTy
Cost: 5m, lwp; Mins: Awureness 3, Essence 6, Breeding 3
Type: Simple {Speed 7, DV -2)
Keywords: Elernental, Martyr, Obvious, Purity, Shaping
Duration: [nstanr
Prerequisite Charms: Entombed Mind Technigue, Essence
Disruption Attack

[hose capable of sensing Essence respire motes from
the component dragons and breath of Gaia, By means of
this Charm, the life of the world takes back what is hers.
I'he Dragon-Blood designates a single animate targerwithin
(Essence x 10) vards as » Shaping effect. If that being has

ence 1, then irs life force or animating energy drains into
the carth, killing the target instantly and painlessly with any
soul falling into Lethe. Beings with Essence 2+ fare hetter,
Josing one Willpower point from metaphysical shock and a

,numher of motes equal Lo the Dragon-Blood's (Essence x 3)

that visibly discharge inro the nearest surface of the earth.
I'heveafrer, until the end of the scene, any Exalt wha uses
the Charm Feeling the Dragon’s Bones (see The Manual of
Exalted Power— The Dragon-Blooded, pp- 140141 ) within
amileof the discharged Essence feels the energy and may draw
any number of these motes into herself as pare of activating
rhat Charm, The Martyr effect requires the Exalt to targer
himself, in which case all Essence users without an elemental
aspeet within (Essenee x 10) yards suffer the Charm's normal
drain effect. The Exalt’s Essence condenses into a demesne
sharing his aspect with a level equal to his Breeding.

CRAFT

UncHain THE DRAGON's HEART
Cost: 5m, lwp; Mins: Craft 6, Essence 6; Type: Simple
Keywords: Combo-Basic, Obvious
Duration: Instant
Prerequisite Charms: Stone-Carving Fingers Form, Charm
of Greater Unmaking

By grabbing hold of a hearthstone and squeezing, an
Exalt using this Charm may shatter its crystallized energies
and conduct the Essence surge back into the world through
himself, In addition to destroying the gem with a deafening
thunderclap and a flash brighter than the noonday sun, the
Chatm restores a number of motes equal to (the stones rating
1 5) to the Terrestrial's Essence pool and causes his anima o
explode to the 16+ mote level. Breaking the hearthstone thus

doesn't harm the stone’s manse, which grows a replacement
indays equal to its rating. Ivis possible to attack hearthstones
thar are externally sacketed in an enemy’s artifacts, but the
Exalt must first win control of a grapple and activate this
Charm {which gently releases the opponent).

With Essence 64, a Dragon-Blood may use this Charm
to attack any targered hearthstone within (Essence x 10)
yards by squeezing his fist and making an unblockable attack
with an accuracy pool of Wits + Craft (Air or Earth). If the
ateack succeeds, the stone shatters, and its energies arc to
the Terrestrial’s hand.

INTEGRITY

THICKER THAN STONE
Cost: None; Mins: Integrity 5, Essence 3, Breeding 3;
Type: Permanent
Keywords: Dynascy, Martyr, Puriry
Duration: Permanent
Prerequisite Charms: Unflageing Vengeance Mediration,
Invislate Dragon Spiric

[cissaid thar blood isthicker than warer. For the Dragon-
Blocded, warer {5 an insufficient comparison. Whenever
a chatacter with this Charm faces any form of mental ar
social influence from someone who isn't a blood relarive
thar is intended ro miake him knowingly harm a blood rela-
tive through action or inaction, he treats the attempr as an
unacceptable order, If the artack was clearly and intention-
ally direered to incite berraval, the Exalt’s player may have
the character enter imeonmolled Limir Break ro punish the
would-be manipulator with just enough restraint to avoid
harming blood relarives whe stay our of the way.

Abloodrelative is defined asanyone with whom the Exale
can trace mutual direct ancestry to asingle Dragon-Blaoded
progenitor: The larger the character's family is, the hroader
the Charm’s protection is {though the character relying on
the benefit of the Charm must be aware of the relationship
between himself and the person he would otherwise know-
ingly harm). An Exalr with Essence 6+ extends the benefis
of this Charm to all Diragon-Blooded direct descendents with
Breeding 3+, allowing him to serve asthe common ancestar
defining blood relarions. Such elders may also use the Martyr
keyword to indefinitely exrend these benefits as o bulwark
apainst outsiders.

REesisTANCE

PERFECTED SCALES OF THE DrAGON

Cost: 10m, 1wy Mins: Resistance 6, Essence 6,

Breeding 4; Type: Simple

Keywords: Comba-OK, Elemental, Martyr, Obvious, Purity
Duration: One scene

Prerequisite Charms: All five (Element) Protection
Forms

Giaia herself is nor the workd, bur her power and souls
ence;, and
the world loves its mother. Partaking of this love, an elder

flow andd pool through Creation as is living

LV
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Dragon-Bloed and his personal possessions cannot suffer
damage or other negative physical conditions except those
caused the tollowing: environments/substances from
outside Creation, intentional actions of beings with Essence
4+, powers of artifacts/hearthstones rated 4+, anything
outside fate, or any other source the Storvteller deems suf-
ficiently alien or powerful enough to cireumvent the scope
of this protection. If the character knows Unfeeling Earth
Meditation (see The Manual of Exalted Power—The
Dragon-Blooded, p. 148), he also ignores all forms and ef-
fects of deprivation and internal distress for the duration,
including hunger, thirst, exhaustion, suffocation and pain.
The Martyr usage of this Charm forestalls the Exalt's deach
until the end of the scene, until which he cannot suffer
any damnage bur gains no protection from other negative
effects. Exalted with Resistance 7, Essence 7 may purchase
ain to extend its durarion to Indefinite. A
third purchase at Resistance 8, Essence 8 reduces the cost
to one maote.,

War

As N THE BEGINNING

Cost: 50m, Swp; Mins: War 7, Essence 7, Breeding 5;
Type: Simple (Speed 10, BV -3)

Keywords: Elemental, Martyr, Obvious, Purity

this Charm a

Duratio 10 SCene

Prerequisite Charms: Dragon Varrex Atcack
- Intherime before hur tion rumbled
with the aftershocks of its making and the roars of the El-

miry, primeval Cre:

emental Dragons. So may it be again when the mightiest
among the Dragon-Blooded host unleash their fury upon the
world. Upan acrivating this Charm, clemental forces spread
out for 10 ricks to herald impending doom. Unless stopped
by the merey or death of the Exalr; this buildup concludes
witha

isaster appropriate to her aspect over an area with a
radius in miles equal to her Essence, centered up to a number
of miles away equal to her Essence. T the aurer half of this
radius, the effeets impose significant penalties and undesir-
able conditions for the scene. Within the primary core of
the disaster, the power of the Elemental Dragon manifests
dircetly for one arrack rivaling the most temrible spells of
the Adamant Circle of sorcery in raw destructive power.
Only a perfect parry or dodge can avoid the dragon’s wrath.
Storytellers should feel free vo assess other logical indirect
effects as appropriate to the stated effects of this Charm. A
Martyr activation of this Charm cannot be prevented once
set in motion. [t subsumes the Exalt's body and soul alike
inte her progenitor Dragon.

Adir; The sky darkens with sudden roiling clouds,
drenching everything in the radius with torrential rains,
In addition to causing flash flooding, visibility is reduced
o none and all non-reflexive actions in the area suffer a -5
external penalty from distraction, Within the primary core,
the iconic presence of the Elemental Dragon of Air coils
downward and sucks everything into the lightning-blasted

typhoon, inflicting 100B piercing damage on everything in
a column as high as the sky itselfl.

Earth: The land shakes and grinds horrifically through-
out the radius, while the center rears apart in the yawning
chasm of the Earth Dragon’s jaws. All in the area of effect
suffer knockdown each action that they remain in contact
with the earth, unless they are aided by some form of su-
pernatural balance. Everything that falls into the chasm is
crushed for 120B piercing damage, after whichany survivors
must climb over 500 yards up the walls of the crater. Use of
this effect at sea triggers a massive suction whirlpool, which
causes rough seas for seaworthy vessels (and a -2 external
penalty to crewmembers), but imposes the effects of a hur-
ricane at sea on all swimmers (see Exalted, p. 155). Damage
inside the whirlpool is the same as for a sinkhole.

Fire: A stream of molten magma explodes up from the
despest bowels of the earth as the iconic presence of the
Dragon of Fire flies to the surface, incineraring everything
in its path. Where it erupts, it sends clouds of ash and soot
thatimpose a-5 external penalty. Inside the central half, the
geyserinflicts 751 piercing damage and reachesaerial targets
up to 300 yards above. This effect works equally well at sea,
leaving behind a small island when the lava cools.

Water: Usable only at sea or over sufficiently large
bodies of water, this effect boils and shapes the waves into
a towering tsunami avatar of the Elemental Dragon of Wa-
ter. This super-wave is not limited to the central half, buc
instead inflicts 100B piercing damage on everything in its
range and everything flving above the waters up to 500 yards
high. Afterward, the spray and churning waters impose a
-3 external penalty, on top of the usual effects of rempest-
wracked waves for swimmers (see Exalted, p. 155).

Wood: The emerald coils of the Elemental Dragon of
Wood writhe over land and sea, trailing sudden growth of
tharny vines or tangling seaweed erupting over the entire
area, The full radius of the Charm becomes indefinitely
impassable until the dense vegetarion can be cleared. Treat
the entire area as extreme temain with actual barricades
(see Exalted, p. 163), with the same rules
individual travelers. This growth paralyzes units and naval
vessels on the bartlefield as it grows around them. Although
characters do not suffer immediate damage from the vines,
structures across the entire radius suffer 30B piercing damage

essed against

from the roots tearing apart foundations and pulling down
walls, Worst of all, the planes in the core bloom with deadly
pollen comparable o coral snake venom (see Exalted, p.
131), Although flying characters are safe from the vines,

the pollen cloud reaches 300 yards into the air.

FIRe AsPECT
ATHLETICS

SEETHING DRAGON FOOTPRINT
Costz 10m, 1wp; Mins: Achletics 3, Essence 3;
Type: Simple
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Keywords: Combo-Basic, Elemental, Obvious
Duration: One scene
Prerequisite Charms: Dancing Ember Stride

W'hen the Elemental Dragons moved over the
newly shaped Crearion, their passage divided the gossamer
motes of lingering chaos into their own aspects, carving
Cytherea's malleable sea of the mind into Gaia's image.
With this Charm active, the character's personal move-
ment rate triples, and he suffers no height restriction while
using Dancing Ember Stride. In conjunction with other
Charms that increase movement speed, only the grearest
benefic applies, The character may also trail a “fence” of
elemental energy at will, which stands a number of yards
high and wide equal to his Essence rating and lingers as
long as the Charm remains active, Anyone attempting
to pass through this barrier suffers a number of dice of
lethal damage equal to the Dragon-Blood's Essence, plus
the various elemental effeces imposed by Elemental Bolc
Artack (see The Manual of Exalted Power—The Dragon-
Blooded, pp. 133-134). Those who temain {nside the fence
sutfer this harm each action. The barrier also provides
90% cover to those artacking through it and ebliterates
mundane projectiles up to arrow-size fired into it, Besides

fencing enemies inw a confined space, Terrestrials most
commonly use the Charm to seribe aerial calligraphy for
signaling across vast distances.

Dobae

Evasive ELeMENTAL Dispersion
Cost: Mone; Mins: Dodge 6, Essence 6; Type: Permanent
Keywords: Elemental, Obvious
Duration: Permanent
Prerequisite Charms: Any Elemental Defense Technique,
Any Unassailable Body of (Element) Defense

This Charm permanently enhances a Dragon-Blood's
Unassailable Body of (Element} Defense Charms, allowing
her to dissolve on any tick unless environmental condi-
tions disallow the specific version, Whenever she activates
these Charms, she may also transform into an explosion of
elemental energy thar inflicts a number of levels of lechal
damage equal to her Dodge to everything within (Dodge x 5)
yards. The explosion alse inflicts an appropriate aspect-hased
elemental effect as Elemental Bolt Attack {see The Manual
of Exalted Power—The Dragon-Blooded, pp. 133-134),
She immediately reinteprates anywhere within this radius
as limired teleportarion.
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MeLee

Orpamed Taton oF Draconic Fury

Cost: Nane { lm to draw); Mins: Melee 6, Essence 6;
Type: Permanent

Keywords: Elemental, Holy, Obvious

Duration: Permanent

Prerequisite Charms: Ghost-Fire Blade, Refining the Inner
Blade, Parrentous Comet Deflecting Mode, Ringing Anvil
Onslaught

A proper Terrestrial swordsman attains intimate aware-
ness of her favored artifact weapon long before she achieves
superhuman mastery. Wirh this Charm, a jadeweapon's least
god becomes a component of its master's soul, forging perma-
nent arunement without committed motes. Thereafter, the
weapon cannot he harmed by any force as long as its owner
lives, nar may others attune to or wield it without botching
each action raken with it. While the proper character wields
it with Melee {or Martial Arts, if it's desianed for such use),
the weapan glows sun-bright with all benefits of a weapon
created with Refining the Inner Blade (see The Manual of
Exalted Power—The Dragon-Blooded, p. 156), plus adding
its owner'’s Essence to its Accuracy, Damage, Defense and
Rate. If the weapon is within (Melee x 3) vards, its owner
may reflexively draw it to her empty hand in a bright flash
for vne mote.

Onee a character leams this Charm, she can exchange
her weapon for another of equal or greater power by paying
three experience points, but purchasing this Charm again
insults both weapons and forfeits all bonuses.

PRESENCE

Purity CrucISLE STRIKE

Cost: m; Mins: Presence 6, Essence 6;

Type: Supplemental

Keywords: Combo-OK, Obvious, Training

Duration: [nstant

Prerequisite Charms: Any Terrifying (Element) Diragon
Ruoar

Although they are descended from human stock, the
Dragon-Blooded are not human, and interbreeding with
their inferiors sullies their blood. Terrestrials developed this
Charm to cull the unworthy and elevate those who aspire to
greatniess beyond thelr parent's shame.

Purity Crucible Serike can enhance any Melee
Martial Arts attack. Although it is rraditionally delivered
without mercy ar the conclusion of an claborare hazing
ceremony, a pulled blow suftices as long as the arrack hirs,
Mortals struck by the arrack die instantly, their blood
burnt to ash in the fires of judgment. Non-human beings
suffer no effeces, having no humaniry to scorch, nor do
Celestial Exalted or Breeding 5 Dragon-Blooded whose
purity is beyond reproach. {The Charm also has no effect
on Terrestrials whose Essence is higher than that of the
user.} The plaver of a Dragon-Blooded rarger whose Breed-

ar

ing is less than 3 must make an {Essence + Breeding) roll
ar difficuliy {Breeding + 1), Stunrs enhancing this rall
must recall prior conduct proving the E
Diragon-Blood. Failure results in death. Success raises the
rarger’s Breeding by one dot as a Traming effect costing
three experience points (maximum Breeding ). Exalted
with Breeding 4 or less may learn this Charm, bur may
target only themselves with penitent self-mutilation until
they refine their lineage to Breeding 3.

SOCIALIZE

ImpLacasLe ProceNTOR MIEN
Cost: Nonc; Mins: Socialize 6, Essence 6, Breeding 5;
Type: Permanent
Keywords: Dynasty, Purity
Duration: Permanent
Prerequisite Charms: Jade Defense, Wary Yellow Dog Ar-
titude, Brother-Against-Brother Insinuation

Subsuming the smeldering resolve of her lineage into
her spirit, a Dragon-Blood may become equally inviclable
and implacable. She adds a banus to her Dodge and Parry
MDW equal to the Magnitude of the unit that would be
formed byassemblingallher living Dragon-Blooded descen-
dents. This bonus does not apply against the social attacks
of a direct ancestor. In addition, all descendents apply this
same value as a penalty to their MDY when attempting 1o
resist their ancestor's social acracks unless they also know
this Charm.

WATER AsPECT
BuREAUCRACY

HumsLe EXeMPLAR ATTITUDE
Costz 3m, lwp; Mins: Bureaucracy 3, Essence 5;
Type: Simple
Keywords: Emorion, Martyr, Social
Duration: One year
Prerequisite Charms: Bestow the Saffron Mantle, Testing
the Waters

Alrhough it is northe place of the Terrestrial Exalted
to rule Crearion, their honorable example can have a pro-
found positive effect on others, inspiring shame in those
whao fail to live up to the standard. The Exalt may target
an individual or social unit with Essence or Magnitude
(respectively) no greater than his Bureaueracy, provided he
addresses the individual or belongs to the unit and is not
its leader. While this Charm remains active, every social
artack against the target that is intended to make it follow
its Marivation or official Policy (rather than its current
course of actiom) is considered unnatural mental influence,
halving the target’s MDV, The Martyr effect of this Charm
requires public suicide in the target's presence, but increases
the maximum target Essence/Magnitude to the Terrestrial's
(Burcaucracy + Essence) and the effect lasts until the rarger
changes its Motvation/Policy,

calt’s worth as a
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INVESTIGATION

Drepcep MurmMurs HuncH
Cost: 1m; Mins: Investigation 3, Essence 3, Breeding 3;
Type: Simple
Keywords: Purity
Duration: Instant
Prerequisite Charms: Bloodhound's Nase Technique, Clear
Water Prana

As the geomantic presence of the Elemental Dragons
Hows through every comer of Creation, Gaia's component
observe all that takes place within Creation's
borders. The totality of this information s too much 1o
consciously absorh, even for a Primordial, but uncounted
ments sink into the murky depths of collective memory.
By means of this Charm, a Dragon-Blood may lift some of
that information to the surface of his own mind.

Oractivation, the Exalt posesa questionand his player
makes an (Investigation + Breeding) roll. Provided that
some answer to the question has ever existed in Creation,
ses tolled indicates the clarity of the
intuitive: hunch the Dragon-Blood experiences, which
is never a direct answer, but rather a clue directing her
toward the answer. With one success, the clue is accurate
but exreemely erypric. With three successes, the hunch
provides useful but vague or incomplete information, With
five ur more successes, the clue isa vital piece of the puzzle,
or action the Exalt
hadn't previously considered. Repeated use of this Charm
o explore the iclds no additional information
until the Exalt has made sense of prior clues, as judged by
the Storyreller.

LARCENY

FLowinG Gop-DRAGON SHINTAI
Costz 5m + L per ally, lwp; Mins: Larceny 3, Bssence 5;
Type: Simple (Speed 3, DV -0)
Keywords: Combo-OK
Duration: One day
Prerequisite Charms: Window-in-the-Door Technique

Tt ds the nature of water o flow around all obstacles
unchanged, and s s for 1 Dragon-Blood wirh this Charm.
Upen acovation, the Exalt's hody and personal possessions
dematerialize, though he remains vigible o marerialized
onlookers, While demuarerialized, the characrer breathes
the living Essence of Gaia instead of air, so he can “phase”
through solid or liquid objects withour worry bur comnor draw
breath ourside Creation. Additionally, arracks enhanced
by Charms ar ¢ther magic besides Excellencies affecr the
s if they were corporeal unl

souls passive

the number of suc

L usually suggesting an angle of ingui

AT LY

character and any passengers
the Exalt has Essence 6+,
The characeer may share the benefirsof this Charm with
as many willing allies as he has dors of Essenee, provided all
Jein hands ar the time of actvation. If the Exalr cnds rhe
Charm or dies, all passengers have one action to vacate any

&

solid objects before thiey materia
horrifie consequences the Story

MARTIAL ARTS

DrowNING 1N LINDERSTANDING KATA
Cost: 29m, 5wy 52 Marrial Ares 5, Essence 5;
Type: Simple
Keywords: Enlightening, Marryr, Obvious, Touch, Training
Duration: Instan
Prerequisite Charms: Tiger-umd-Bear-Linicy, one complete
Celestial style

The Exalt lmunches a formalized flurry of blows ac a
willing Exalred student, compressing every mavement and
stance of a Celestial martial arrs sryle into 2 single kara. At
the conclusion of the display, the pupil falls unconscious,
his body and soul foreibly bartered into submission. Over
the next five days, his fevered dreams exrracr lessons from
the repeated memory of the kata. If he lacks « Motivation
centered on learning martial arrs, the overwhelming insights
shatter his mind, and he never awakens from the coma.
Withsufficient dedication, he awakens knowing the Charms
Tiger-and-Bear Awareness and Tiger-amd-Bear Unity (see
The Manual of Exalted Power—The Dragon-Blooded, p,
195} as a Training effect. If he isa Dragon-Blood, he may
then practice Celestial martial ares like any Terrestrial who
learns these Charms in a conventional manner, With Marcer
usage. the pupil awakens {assuming he does so) knowing all
Charms for ene encire Celestial martial art thar the teacher
knew as a Training effect, on top of the basic initiation. He
cannot use any Charms for which he fails to meet the traic
minimums until he raises those traits to appropriate levels.
Drowning in Understanding Kara is a Celestial martial ares
Charm and may be learned :

Incidentally, an Essence 7+ Sidereal with mastery of a
Sidereal martial arts sryle may use thi
fecr to impart that style in a single scene of training (using
the aforementionied rules for suyle gifting). If the pupil lacks
the righr Morivarion, has not mastered a Celestial style or
is incapable of learning Sidereal martial arts, he dies a1 the
end of the scene instead of his teacher.

SAIL

Waves Like CLoups Voyace

Cost: 5m, lwp; Mins: Sail 5, Essence 5; Type: Simple
Keywords: Obvious

Duration: Cne day

such,

Chinrm's Marryr ef-

Prerequisite Charms: Seven Seas Wind-Luring Chanty,
Storm-Cutrunning Technigue, Sturdy Bulkhead Concentra-
tion, Deck-Striding Technique

Speeding a ship for a quick burst has its uses, but most
journeys are long-term endeavors, Onee the Dragon-Blood
activates this Charm onboard a vessel, his anima releases a
e of liquid energy that enfolds the contours of the ship
in a bubble extending five yards from the hull. This energy
gently drags the vessel beneath the waves while allowing it

P
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and everyone aboard o operate as if protected by a Water
Aspect anima, While so submerged, the ship moves at twice
its normal speed and may take full advantage of its three-
dimensional environment through normal propulsion (using
currents instead of wind to fill sails), Crew unwise encugh to
leave the safety of the bubble had betrer hope they are close
enough to the surface to reach air before they drown. If the
Exalt dies or fails 1o renew the Charm each day, the protec-
tion ends, serving asa consicderable deterrent to mutiny. This
Charm can enchant a skyship, allowing it to fly through the
ocean with the aforementioned benefits.

Woob AspecT
ARCHERY

Essence THORN CANNOMADE

Costs 3m per weapan, [wp; Mins: Archery 3, Essence 5;

Type: Simple

Keywords: Combo-OK, Obvious

Duration: One day

Prerequisite Charms: Swallows Defend the N

Dives at Hawk, Ravenous Thom Technigue
Most Archery Charms are incompatible with large arti-

facr energy weapons. Notsa for the Dragon-Blooded gunner

who passessesthis Charm. By touchinganarcifact witharating

no greater than the Exalf’s Lore and activating this Charm

{or laying hands on the hull of a vehicle equipped with such

weapons), the Terrestrials anima grows circuit-like patterns

of vines that entwine and interface with the machinery as

an obviaus physical enhancement of the weapon, While

active, all Dragon-Blooded Archery Charms are compatible

with the artifact’s attacks as if they were a personal-scale

Archery weapon unless the St nr\./lcucl' deerms the Charm's

effects inapplicable by function. Some effects might need

slight modificarion for scale at Storyeeller diseretion, such

as using Lore instead of Medicine to discharge the ongoing

damage from Ravenous Thorn Technigque. This Charm

cannot enchant weapons that fire cnergies that are alien to

Creation, such as pyre flame or Ligier’s light.

MEDICINE

TraNSCENDENT GAIAN HARMONY

Cost: None; Mins: Medicine 6, Essence 6, Breeding 5

Type: Permanent

Keywords: Elemental, Purity

Duration: "ermanent
Prerequisite Charms: Most Beneficent Seed of the Five
Lrragons

Bevond mere modulations of aspect, Transcendent
Catan Harmony exploits the inherent interconnecredness
of the Elemental Dragons as pare of a greater whole: Uipon
purchasing this Charmn, the Exalt permanently gains the
anima power of a chosen aspeet and no longer has to pay
the surcharge to use Charms of that aspect. Whenever he
uses a Charm with different effects per aspect, he may choose

which known element to express. Charm clusters purchased
separarely by element are not affected. This Charm does
not actually change the Exalts aspect, it merely permirs
incorporation of subsidiary elements.

Charac
Essence they have above 3, allowing a theoretical Essence
9 Diragon-Blood to integrate all five elements. Savants pos-
tulate thar a sixeh purchase might facilitate evolution into
an entirely new type of being.

PERFORMANCE

PuissANT PrECURSOR'S MONOLOGUE

Cost: 3, 1w Mins: Performance 5, Essence 53

Type: Supplemental

Keywords: Combo-OK, Compulsion, Dynasty, Emotion,
Marryr, Social

Duration: [nstant

srs can purchase this Charm onee per dot of

Prerequisite Charms: Soul-Stirring Performance Methad

They're no Lawgivers, but the Dragon-Blooded can still
rotch the hearts and minds of those who listen. This Charm
may enhance any Charisma-based Presence or Performance
social attack in which the Exalt encourages a rarget audience
roembrace hisown Motivation orareasonable extrapolation
(suchas “Lead my family to greatness” becoming ‘help family
X achieve greatness”). If any rarger consents to the artack
withaut defense, her Morivation changes ro the praposesd
Morivation and she regains full Willpower points from the
newfound sense of purpose. Audiences who already share
this Motivation gain only one Willpower point from the
first such oratory in a scene,

The Storyeeller should consider the rorality of a charac-
ter’s Intimacies and current situation when deciding if that
character will puraside her ald purpose ra take up the propased
cause. This Charm has more power over a Terrestrial's direct
deseendents, who regard it as unnarural mental influence
{albeitsincere} and must pay three Willpower points if the
attack sueceeds roavoid embracing the new Marivation. The
Martyr effect af this Charm fully replenishes the Willpower
points of all characters in earshor with a positive Intimacy
toward the Exalt.

RipE

By THE GrACE OF GAlA

Cost: None; Mins: Ride 5, Essence 3; Type: Permanent
Keywords: Elemental, Obvious, Shaping

Duration: Permanent

Yue-Dragon Horseman Prana, Dance
of the Jade Bridle

Although mortal beasts make per
young Terrestrials with the right Charms, they donot properly
complement the greatness of elders. To gain this Charm'’s
benefits, the Exalt must sacrifice a mount with whom he has
built a mutual Intimacy of loving affecrion. The Elemental
Diragon answers this prayer by interceding with Gala, who
shapes the dead animal’s remains inte a completely new

wctly fine steeds for




creature with the same traits as the sacrifice, This animal has
nontie of the memories or identiry of the sacrifice and looks

ifferent, with elemental markings appropriate ro its owner's
aspeet, [t is considered a five-dot familiar with all the powers
of such and also possesses permanent enchantments dupli-
cating the effects of the Charms Great Heart Companion,
Elemental Halo's Merey and Five-Dragon Horseman Prana
(see The Manual of Exalted Power—The Dragon-Blooded,
pp. 181-182). This mount will nor accept riders other than
its owner unless it s supernaturally compelled. Ir dies when
Its master do hould the mount perish soomer, its owner
may petition for & replacement with a new sacrifice, bur the
Diragons ignore those whao abuse Gaia's gifrs.

SURVIVAL

WEeLL-Tenpep GARDEN OF THE SoUL

Caost: None; Mins: Survival 9, Essence 9, Breeding 3;
Type: Permanent

Keywords: Martyr, Purity

Duration: Permanent

Prerequisite Charms: None

Although Dragon-Bloads cannat march the longeviry of
their Celestial masters, some can at least approach it, Wich-
out this Charm, a Terrestrial lives 250 years, afrer which his
player makes a { Stamina + Resistance) roll for each decade
the character livesthereafter. (The difficulty hegins ar 1 then
increases by one each decade.) Failure means the character
dies of old age somenme in the coming decade. With rhis
Charm, the character adds his (Essence + Breeding) to the
pool: Using the Martyr effect ensures actual immortality of
a sort, in that Dragon-Blooded direct descendents perfectly
know how their ancestor would act in any given situation if
they bother to consider the fact. They are, however, under
no compulsion to do as their ancestor would.

[f the ExalthasEssence 6+, stunts that recalland emphia-
size the character’s physical purity in the preceding decade
prevent the difficulty from increasing on that roll. Such
stunts include abscaining from sex with mortals, avoiding
recreational drugs or similar vices, eating a simple vey
ian dier with nothing besides tea or water, and having all
Virtues rared 3+. The Storvtellet should gradually increase
the strictness of these stunt awards as the character ages.




END OF ALL WISDOM!
ATTEND ME! <

SILENCE, DEMON!
I'M THE ONE ASKING
GUESTIONS!
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CHAPTER THREE

WONDERS OF THE 45¢€

Under the Divine Mandate of Heaven and the lendership
of the Exalred, humanity has ascended from alowly Primordial
servitor race to the dominant species of Creation. Within
the Realm, basic infrastructure transforms the living Essence
of Uiaia into commonplace wonders. Beyond, the tributary
nittions of the Threshold lease and purchase as much of this
opulence as they can afford, advancing their ewn lot ar the
cost of deepening the Deliberative's power aver every facet
of daily life. Whar follows is a basic primer on the state of
technology at this rime, broken down by broad caregories
with examples.

TRANSPORTATION

Every major ity in Creation is linked to che net-
work of gates of auspicious passage, which can, for an
chiormous cost in Essence, teleport important officials
across Creation in the blink of an eye. For less urgent
rial and oceangoing tleets rapidly
senpers thronghout the world. Noone
rides animal steeds except as status symbols of unhurried
e that beast provides transportation
comparahle to Essence-powered wehicles (such as some
Exaleed familiars and engineered mounts do). The Ce-
lestial Exalted routinely travel to Yu-Shan and explore

travel, the Realm's a

move cargo and pa

importance orbees

other realms of existence.

For a more derailed examination of artifact vehicles
used i the Ape of Splendor, see Chaprer Two of Wonders
of the Lost Ape Uates of auspicious passage are covered on
page 50 of thar book.

WAYPOINT SHRINE
(ARTIFACT we)

These distinctrive
roadside monuments ar-
range five marble columns
inscribed with prayers to
Mercury around a shallow
meditation pool. Travelers
whoe rest at any of these
shrines and throw a few
coins in gratitude o the
Maiden of Joutneys reap
the fruits of their piety,
renewing their strength for the voyage. In game terms, the
shrines use the Fssence generared by a Resaurces ® sacrifice
to remove all fatigue conditions, with one mote from e
transaction taxed by the Division of the Golden Barque in
Yu-Shan. I aving no other place appoinred for them, the
Es deplered coins fill an infinite jar in the sanctum
of Madame Marthesine of the Lost. A waypoine shrine's

@




Bevonp Four MacicaL MATERIALS:
Exoric ELEMENTS
The Realm officially recognizes onby four magical
materials—orichalcum, moonsilver, starmetal and
jade—since no other alloys metaphysically correlate
to the Exalred. Unofficially, many of the Chosen also
include soulsteel based on proven alchemical sym-
metry. Substances not on this lise can also define the
core properties and function of an artifact, however,
especially given the Realm’s access to Wyld shaping,
Malfean ores and specialized factory-cathedrals. An
artifactconstructed from an exotic element may replace
a magical marerial bonus with ancther Storyeellee-
approved power of comparable potency. Such items,
however, are always considered tobe made of a “wrong”
material for the purposes of constructicn and areune-
ment. Aceordingly, most exotic elementartifactsuse a
fivetold harmonic adaprer (see The Books of Sorcery,
Vol. [—Wonders of the Lost Age, p. 57) or use the
material as nothing more than an exotic ingredient
and possible justification for unusual powers.
Example: Adamant Weapon/Armor Material Bo-
nuses: Close-combar and ranged weapons: Extremely
sharpeurtingedgesand jagoed extrusions inflicepiercing
. damage with each arrack (or impose a -4 soak penalry
afrer halving soak if the artack is already piercing).
Armaor: Wich superior resistance to cutting atracks and
virtally no weight, tempered adamant armer adds 3L
soak and reduces the mobility penaley by one.

AU

agic does not prevent tresh exertions from imposing new

penalries, but these consecrated rest stops may be found ac
the crossroads of major highways throughour the civilized
pares of Crention. Those partaking in frequent renewals of
their vigor move at the speed of a drawn carriage rather
rt pace {sce Exalted, p. 264) and
find their journey significantly more pleasant.

QuALITY OF LIFE

The only Realm citizens without satisfactory food and
shelterare mistreated staves, Mostcitizens have every domes-
tic convenience they could want, from powered lights and
runningwater tolift tubes that effortlessly carry thembetween
the floors of towering high-rise apartments, In the Threshold,
things aren't quite so grand, but most conveniences can be
found at some level in all but the most rural and backwarer
communities, The Exalted tightly control the weatherand the
flow of major rivers to maximize agricultural production and
industrial works, circumventing other inconvenient aspects
of nature as needed for specific projects. Disease comes only
as a result of industrial accidents or deliberate experiments,

than conventional foor

and with enough resources poured into anagathic treatments,
favored mortals live as long as the Exalted permit. Human

races dhwell freely in previously uninhabitable regions of Cre

ation's original landmass, to say nothing of hovering aeri
cities or floating oceanic metropoli
rerraformed from the Wyld. The Exalted themselves want

5 or the vast regions

for nothing, requisitioning or creating whatever they desire
from the abundant resources of Creation and heyond.

TRANSPERFECT
Domestic Tool
(ARTIFACT ®)

The Realm affords
s cir\?(‘ns L'ﬁmm.mn]:;\c
luxuries surpassing the wild-
est extravagance imagined
outside irs borders. Artifact
versions of common tools
and utensils are virtually
unbreakable (1511 5Bsoak,
10 levels needed ro dam-
agef20 to destroy) and perform their funcrions so well that
they provide a two-die bonus to actions using them for this
purpose. Alternatively
enchantmenr approp

 such devices provide a single minor

te 1o their namre—such as seli-
heating cooking pots, self-rotating millstones, self-cooling
storage jars,
illuminarion fora room arincense braz

stained-glass windows thar provide sufficient

srs whose smolee pre-

vents aithorne rrmsmission ofnon-magical diseases withinam

enclosed area. Generally, such enchantments always function
while the arrifacr is in use withour requiring further efforr or
power from the user, powered entirely by ambient Essence
from nbundant intersections of dragon lines, Be
<urabil
outlist their owners o become rreasured family heirlooms,
though they do not function in geomantically damaged areas
such as shadowlands or the Wyld.

ise of their

and relinhiliry, ransperfect domestic rools usually

Inaddition ro facilitating comfort and making life easier,
these artifacts also serve a subtler purpose as magical remind-
ers of Exalted benevolence. Specifically, the decorations on
these minor wonders depicr popular legends or iconography
glorifying the Chosen. Each scene spent using one of these
tools for its intended purpose counts as a scene of building or
reinforcing an Intimacy of loyalry to the Deliberative,

DiviNiTy REQUISITION BADGE
[ARTIFACT @ TQ we)

Thesedelicate blown-adamane scrolls contain the auspi-
cious calligraphy of astate sanctioned prayer wrapped around
a starmeral signet. Each weighs barely more than a feather
and would fit comfortably in a childs fist. The badges require
nocommitted motes to empower, [nstead, the ralismans draw
[;\\hi‘.ﬂ cetrom correct Frayers \T‘Uk en h‘ Th ose \‘a'h( 2CATY rh“m.
adding preprogrammed eloguence tosacred entreary like the
SACr \'LE AT }l ecture [‘{ ()ﬂitdf Shumhﬂ |
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el e

Form anDp FuncTiON

Published artifacts for Exalted senerally provide specific descriptions of their appearance and usage in an effort
to evoke particular imagery or simply make the magical gizmo a little more memorable than a ubiquitously inter-
changeable magic ring or bracer. Yer, just us a single set of mutation rules can répresent warping exposure to the
Wyld, surgical upgrade inta a magitech cyborg or 2 mystic birthright from a supernataral ancestar, so too may the
examples of published artifacts lend themselves to creative interpretation.

When considering variant a designs, Storytellers should make sure that a proposed change in form doesn’t
inadvertently alter function along the way. A delicate gauze-thin veil of enchanted silk that grants spirit sight when
bound over the eyes becomes significantly more durable {and presumably useful) as a meral mask, so it needs a com-
mensurate drawback to balance out the change. Conversely, a soteery-capturing cord (see The Books of Soreery,
Vol. IlI—Oadenol’s Cadex, p. 39) gains nothing substantial from being changed into a erystal spellcatcher sphere,
especially if the operation of the latter’s controls rakes the same action as tying or untying knots on the cord. Yer for
some character concepts, the orb simply fits berrer and affords different ranges of stunts in irs use:

Of course, Storyrellers shouldn’t he afraid to change function to make more suitable atrifacts for a seties, if
that's what they are rrying to do. [t doesn’t take much to tack on an extra power or two to raise an artifact’s rating a
dor, though reductions in function sometimes take a biv more clever rewerking to balance fairly. As an added plus,
building on an existing skeleron in either dircerion means that most of the work has already been done,

From an in-game perspective, the Age of Splendor is a miraculous serting in which the Exalred long ago con-
quered the basics of what was pessible and spent centuries applying those designs to the fashiens of the day. It is
quite reasonabile to imagine that sorcery-capturing cords and spellearcher spheres existed side by side and thar each
blueprint has held greater popularity at different points. Especially learned savants might even be able to tell the
exact vear when an artifact was made just by looking at its style and decorative motifs. After all, whar sets the tone
of aver-the-top First Age decadence better than a demigod questing for an epic weapon to match her new dress?

— W =gy

in advance, requiring the
creature to prepare itself
as the Chasen instructs in
advance of ity scheduled
servitude. Unauthorized
or improper moreal use of
divine prayers also car-

ries serict punishment, as
such actions embarrass the
Chaosen who negotiated the terms of these arritacrs. Corre-

spondingly, deities who ignore auchorized hadges must answer
to the divine censors, none of whom wish o compose a lerrer
of apalogy ta the Office of the Hieraphant
Thefollowingrahle lisrs the varions models of thisdeviee
by Autifact rating and che scope of prayer roll honuses.
Rating  Effect

. +3 successes on pryers to gods o Exalted (or
demons).

. +1 successes on prayers to specific god or Ex-
alt (o to a specific demon); may address the
unknewn divine overseers of a specific facet of
Creation instead.

Notethattheonlylegal — *® +7 successes on prayers to gods or Exalted (or
use for prayers dedicared demons ).
ta demons is to announce DiacnNosTIC GARDEN
a summoner’s intencions [ARTlFACT

This large but delicate
wvegetative artifactexists as
asymbiotic colony af floral
species bred to respond o
ambient health with dis-
rinctive patterns of growth
and bloom. Leamning ro
read the garden's cues takes
a full month of observarion
and instruction (oraseason
without a teacher, but
requiring Medicine 5 and Craft [Wood] 5). Savants wha
are willing to learn the floral syntax, however, may use a
diagnostic garden’s buds and stalks as an early warning de-
tector for diseases, malnutrition, poor exercise or anything
else that threatens their communities.

Diagnostic gardens need warering with alchemical sub-
stancesworth Resources 3 each week, aswellascareful pruning
to align their leaves to local Essence flows. Pruning requires
a successful {Perceprion + Crafr [Wood]) rell, difficulry 4,
to perform correctly. Failure ro perform either maintenance
disables the artiface unil it receives a season of good care.
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If the garden is killed, it regenerates in o year unless it is
artacked at the root with Charms or other me Anyone
who knows how ro use the artiface can make a (Perception
+ [lowest of Medicine and Craft (Wood)]) roll, difficulty 5,
to analyze the health of every living being within 10 miles
asadramaric action that takes ane hour. For every threshold
success tolled, the analyst learns the answer to any single
health-related question pertaining to current information
within rhe garden’s radius. These questions may be posed
sequentially, so as ro clarify an answer with follow-up inves-
tigation. Wise analysts begin with open-ended questions like
“Whar is the most serfous health concern in the area? o
derermine whar they should examine more closely.
Essence CApAcITOR
(ARTIFACT ®
TO essss)
Repair: 3

Each of these lumi-
nous shards of erystallized
Essence inlaid with orichal-

cum circuirry shares most
of the same properties as a
hearthstone and alsocomes
in five pscending maodels
of power. Imporrant differ-
ences exist, however. First,
the stones have no aspecr, so they canfer no hearthstone
Second, theartificial capacitors donotchamnel power

power:

from an external source, but instead colleer and discharge
ambient motes through artificial respiracion like a living
sence wielder. As such, they can store only enough Fssence
ta supply 23 hours of continuous power. Fortunarely, every

two hours spent inacrive allows a crystal to recover one hour
of power, provided the cryseal is in an aren where ir can re-
spire, This also means artifaces need three equal capacirars
to provide the continuous Essence low of one hearthstone
of equal raring {rwo charge while the third supplies power)
Comsequently, many Exalred install Essence capacitors only
aces in case anyrhing

as emergency generacors for large arti
calamitaus happens to a critical manse. Capacitors require
mnual servicing and cleaning by highly comperent rechni-

cians w remove impurities that collect around conduetion
filaments. Fatlure to perform this maintenance means the
pgems have a cumularive 10% chance each year of randomly
exploding somerime during use, inflicting (rating x 10)L

damage oo everything wirhin a 50-yard radius.

ARTIFICIAL ENTITIES

The inanimate sentient machines called perfecied
caleulation atrays amud their mobile automaton brethren aid
thicir Chosen creators with all manner of civil and military
tasks, with the maost impressive example being the super-
incelligent and almost divine omnipresence of I AM. In
addition, Exalted ge aboratories churnout hosts of new

speciesdatly, many of themsentient, though norall afforded
equal rights under Realm law. Some of the more impressive
entities serve as organic infrastructure, metabolizing raw
materials into medicines or exotic ingredients for other
artifacts. The divisions berween natural and artificial blur
even further taking into account the vast cross-sections of the
populace who have received modifications and/or upgrades
tatheir physiology, Finally, some Primordial-made races seill
coexist with humanity, from the hunted and hared vestiges
of the Lintha to the dwindling grandeur of the Mounrain
Falk, the pelagials and the Dragon Kings.

MutaTiON-
Basep
UrGrADES
As former
mortals elevated
o godlike power,
the Exalred have
an L‘I[n(lﬁL mnate
fascination with
transhumanist
potential. They
cither love the
human form
for its simple
elegance
despise it as a
vestigial weak-
ness on the path
o tanscendent
omnipotence,
but both schoals
of thoughtdeline
themselves by
the exigencies of the human condition. While human pur-
ists hone themselves into paragons of every arena of mortal
endeavar, their libéral counterparts analytically unravel
hiomotonic formulas and challenge the invielability of their
intelligent design. From such research arose new subspecies
races to tame the clouds and the acean abyss, with superior
longer-lived bodics perfectly adaptred ro their assigned env
ronments. Although the People of the Airand People of the
Sea represent the largest experiment in wholesale eugenics,
they are mare remarkable for their publicity and popular
appeal. Most transhuman agendas go unreported, while
their devarees quietly alter themselves at every opportunicy
in accordance with strange visions of perfection. This kind
of cultish fanaticism is mare popular among elite morrals
jockeying for the ostensible status of favored guinea pigs.
The Chosen are not immune to the lure of suided evolution,
howewver, especlally as some were even members of created
races before drawing their Second Breaths. It is a sign of the
rimes that it is now only mildly titillaving for 4 Solar Exale
ta display more prominent fangs than his Lunar spouse, and

or
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that more than one Exalt has openly ide all precenses
af the human form to become something else.

The process of induced mutation varies, especially as
the term encompasses a range of possible alterations. Wyld
exposure offers one of the most dircet and simple methods
available, bur power questing is generally seen as needlessly
risky and imprecise compared 1o the made-to-order preci-
sion of genesis technology. It should also be noted that not
all “murarions” are organicin nature. Clockwork prostheric
legs enpineered for superior running speed aren 't rechnically
mutations, kut it becomes a question of semantics when the
result is funcrionally analogous to an actual mutant with
gazelle legs. Howa human transcends her orlgin is irelevane

as long as she transcenids,

Game Effects: Whatever their source, actual mucarions
come in two bas sxternal and internal. External
mutations inchide any Shaping effects wrought by an enwi
remmental force such as the Wyld or the Labyrinth. Such

vATICEICS

changes do not cost bonus or experience points but carry
drawbacks such as theirpossessors eventually being unable ro
SUTY outside the source environment. In contrast, interna |
mutations ohtained through heredicy or genesis rechnology
do not make beings less viable in Creation. Such benefits do
come with a price in bonus and experience poines, though.
External mutations follow set rules thar often vary herween
phenomena andseldom offer reliable upgrades { power quest-
ing notwithstanding), Regardless of origin, however, all
intertal mutations use the same basic system, which
the rotal “package” of mutations has a bonus pointcost equal
sum of negarive mutations),
minimum cost zero. I the characrer acquires internal mura-
in play {which typically invalves some form of soreery,
retromorphing orsimilacly exotic event), the package
experience points cqual 1o double (ts bonus poine cose
I the event the mutant lacks sufficient experience poinrs ro
pay for the change, the magic is considered a Training o
and deduers from future experience point gains until the debr
is paidd, For more detailed information on playing members
aces (or beastmen), see pages 157160 of The

o (sum of positive mutations

of ereated

Compass of Celestial Dircetions, Vol. II—The Wyld
Biomagitech Implanes (Negative Mutanon). The char-

acte

s upgrades actually complex prostheric arrifaces
comstructed with Craft (Magitech) and implanted direetly
into his body, Although the powers contferred by the:
anclard mutation rules, their cosmetic effecrs
may need reinterprering to convey their origin, For example,
pincers and self-vibrating saws fic a rechnological theme bet-
ter than claws and barbs. Because these upgrades depend on
intricate ¢lockwork mechanisms, they must receive monthly
adjustment and replacement of worn-out components from
gualified rechnicians as per normalarrifact maintenance, with
the Repair rating based on the degree of negarive murarion
associated with the implants: 2 {deficiency), 3 (debility) or
4 {delormiry). For each day of averdue upkeep, ome positive
mutationdeactivates, possiblyleaving the mutantina crippled

scate if a sensory organ or a limb shuts down. If a life-critical
system shursdown, use drowning rules to model argan failure.
Comstracring 4 mutation package is like designing any other
artifact, with i Ibased an the relative power and utility it
confersrelarive roirs drawhacks {making most packages level
2-4). Once built, the package requires surgical installation
as per the rules an pege 70 of The Books of Sorcery, Vol
I—Wonders of the Last Aee, with Surgery: (rotal numher
of positive and negative mutation poines)fS hours/4/3.

S5 BiomMoToNIC
B REPLICANT

[ARTIFACT @

TO eeses)

While the Chosen fliec
with m]murl{llily. moest of
Creation cannot match
theirvigororresilience, The
sad truth is that mortals die
little slower than mayflies,
however faithful or beloved
they might be. While many
Exalred evenrually come o aceept this truth as parc of their
transition to elder starus, others staunchly refuse to let time
and dearh talee what rightly belongs to them, Atterall, what
was made can be remade. A life is no exception. So-called
biometonic replicants are not revivified originals, of course, as
resurrection isa particularly stubborm impossibilicy the Exalred
have ver to conquer, The quality of the duplication is akin
o an identical rwin, however, which is usually more than
enough likeness to fonudly remember a cherished courtesan.
Building a biomoronic replicant requires some sample of the
ariginal organism’s tissue to serve as an exotic ingredient
unless the engineer works from an existing remplare stored
in a genesis lab, In any case, such a facility 15 absolutely
vital for some complex work, Mundane workshops lack the
necessary [Uﬂ]\.

Making a replicant that copies the body of a morral be-
ing who had no Essence powers is comparatively easy, asthe
replicants are really just humans, albeit artificially gestated
ones (#). Unfortunately, such organisms are largely blank
slates with the same Attributes as the original, basic starting
Virtue allocation and 10 dots of preprogrammed Abilities.
Making a replicant that actually coples the personality
and memories of the original is significantly harder {ee),
Such an organism requires additional exotic ingredients
thar might carry those experiences, such as the original's
ghogr, intact hruin or reincarnated soul. Alternatively,
the Exalt can viviseet the original at a genesis laboratory
to reverse engineer her template, in which case memori
and all learned traits remain frozen at the poine of death.
This merhod allows every replicant in the preduction run
to carry that same initial identity,

Adding supernatural powers or upgrades to the desipn
1e project’s complexity and Artifact rating.

only mcrea
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There are many powers the Chosen have never been able
weopy; though - Exalrarion foremost among them, Current
researchers hope to circumvent this limication with truly
perfect replicants, which mighr be able to confuse a Solar
Essence at the moment of dearh, instantly Exalting a backup
body to ensure true immortality. To date, such experiments
have yet to show any resulrs orher than leading to better
replicant designs, bur the porential rewards have lured many
prominent genesis engineers 1o toy with the idea.
CHAOMORPHIC
SYMBIOTE
(ARTIFACT @

TO esses)

" As cutting edge as a
new pair of wings might
be, many Exalted just don’t
feel comfortable altering

themselves in 5 permanent
fashion until they are really
sure that doing so is right
for them, Chaomorphic
symbiotes provide that middle option, designed for quick
attuncment 'dﬂd \]I\l(:k TElTlUVal as Clll'CU[n()! ANCEeS Warrant,

[ their natural stare, these genesis artifacts exist as

viscous masses of iridescent protoplasm, Contact with a
willing host awakens them, ar which point they rapidly
oege across the offered surface to form a membrane and
begin the attunement process. After f
ing, the organism soaks complerely inta its host's vissue and

re minutes of bond-

out of sight, forcing a one-mote commitment, bat remains
visible to Essence sight, Discontinuing the atrunement 1o
a chaomorphic symbiote forcibly ejects i through svailahle
arifices and pores, inflicring nne level of unscakable lethal
damage to the host.

While hosting one of these arrifacts, a character can
manifest any or all of the mutarions programmed into ir,
transforming her hody as needed ro access these powers.
Hostngrequiresareflexive indefinice commirment af {[sum
of positive mutations manifested — sum of negative muta-
tions manifested] x 2) mates. (The difference between the
two aforementioned sums cannor be less than zero, even
i the symbiote has more negative mutations manifested
than positive ones.) The Artifact raring of the symbiote
derermines the maximum number of murarion poines thar
may be conferred, as noted on the accompanying table.
This value also caps the total value of positive mutations
that may be programmed into the arrifact at the rime of its
Creation. (Negative mutations do nor count against the
limit, but Storytellers should probably limit them to a total
value no greater than the total value of positive changes.)
Murations gained this way do not decrease one’s viahiliry
in Crearion.

Mortals can even attune to these devices without en-
lightened Essence il they dare, as the process temporarily

gives them a pool of (Essence x 10) moces with which 1o
manifest mutations. This power comes with a steep price
however, as the symbiote generates the mores by feeding
on its host's life, aging her at twice her normal rare like
a set of aegis-inset amulets (see The Books of Sorcery,
Vol. I—Wonders of the Lost Age, p. 7). Still, it makes
a fascinating maintenance-free alternative te gunzosha
armor (see The Books of Sorcery, Vol. —Wonders of
the Lost Age, p. 81).

Rating Mutation Points
L A
e 4
. 8
sene 12
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SHAPING TECHNOLOGY

Blesscd with the power to shape order out of chaos, the
Lawgivers have devored significant resources to expanding
their command over reality. They are not alone in their
rescarch. The Sidereals scrutinize and nudge the sublime
caleulations of destiny as aggressively as the pattern’ spiders
permit, while introspective Lunars grind prey down to their
component motes to unlock new forms and stares of being.
Even the Terrestrials grope about with the simplest shap-
ing engines wrought by their betters, tragically aware of
the disclpline's importance withour access to the advanced
Charms needed 1o explore the metaphysical underpinnings
of the five elements,

With Creation's borders pushed back to nearly rwice
its size ar the end of the Primordial War, Shaping tech-
nology defines the literal and metaphorical fronticrs of
existence. There is nothing rhe Fair Folk fear more than
the weapons that freeze their gossamer dreams to rigid
and bricele forms. Beyond the Fair Folk, the shinma who
underlie possibility itself mighr fear the meddling of the
Chosen, but who would know their fear from an im-
measurable flutter in an abstract qualiry? For their part,
Exalred cauldronists rejoice in the possibilities that await
when they may alter the fundamenral laws governing the
interactions of motes or names or the intrinsic sequence
of causality, Perhaps cven death and time will yield at
last, surrendering their vain impossibilities to the all-
conguering genius of the Chosen.

SUBLIME INTERSTICE OF INCONGRUITY
{ARTIFACT ee)

This hizarre artifact has no physical substance, but
rather exists as n minor miscaleulation in the astrological
signof the Mask rhat occasionally manifests in high
destiny algorithms. iscerning a convergence of spac.
time where such an anomaly might appear requires a suc-
cesstul {Incelligence + Craft [Fate]) roll, difficulry 5. Even

nce

andd
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i

then, the character learns
only where the variable
has a chance of stabilizing
sometime in the reasonably
near future before paradox

HAND OF THE
GREAT MAKER
(ARTIFACT vee)

Ameong his many won-

ders, Autochthon designed
the Exalted, the Jadebarn,
the behemoth progenitor of
humaricy, the first gods; the
artifact paradigm founded on
themagical materialsandthe
partern spiders thar weave
the Loom of Fate under the

destroys it [f the Exalt pucs
himself in the right place
at the right time {or wrong
place ac the wrong time, as
is more often the case}, he
can pluck the error directly
from the patrern spiders’
mate. The artifact's power []K:j‘;;‘“ii::i El{ki[r;:)c‘: dire.cri‘_m.m ‘fhe K_“‘e.lidens “f‘d their Cho\\e:n. In spite of the
S i et ok A Bl Pt ol o [eliberative's |?<_>1.1t|c;\! dec.re_wna r\hat indirectly _te*ulted.m
Arvaiie Eat: (68 The Mantal 6 Exaltéd Power. The Autochthon recusing himself from Creation, many Solars main-
tain reverence for the Primordial and ritually invoke his name
while crearing wonders. Such invocation soes a step further
in the Hand of the Grear Maker, a shaping artifact that filters
a Solar’s motes through the vestigial Autochthonian energy
t heneath the aspect-coding of a Solar Exaltation. By
amplifying Lowgiver Charms with this Primordial Essence, the
wielder unlocks vastly greater power to reshape the cosmos
This artifact takes the form of an intricate orichalcum
and adamant gmumtlet with clockwork components and

Sidereals, pp. 119-121}. The fate cloak lasts only as long
as the anomaly remains attuned. Breaking commitment
frees the artifact's power from the borders of space and
time, forcing its former owner to track it down anew w
restore its henefits. The handful of Sidereals who know
ahour the error’s existence have noticed that the events
h appearance seem to belong to a larger pat-
rern of interconnected omens. OF course, this theory also
raises the uncomfortable possibility that the anemaly’s
nature cloaks some inscrutable power from the collective
memaory of the Tapestry.

=
t

exi

leading to eac

bubbling motonic condenser rods that fill with lightning-
white Autochthonian Essence while worn. To attune the

BATTLEFIELD SHAPING

During the Primotdial War, the enemies of the gods wielded devastating rapid Shaping Charms against Creation
to strike ar the forees of the Exalved, much as the Lawgivers have since learned to do with the Hand of the Great
Maker and other prodigies of their reality-engineering experiments. Regardless of wielder, rapid Shaping effects can
alfect a bartle in the following ways:

Demesne: Where gradual creation of a demesne raises a wellspring of untamed Essence, rapid ereation of one
resembles a geyser. The resulant explosion mirrors Essence buildup, But does nor harm the demesne in any way.

Land: Rapid shaping of ropography has the expected effects on strucrures and residents, Every individual and
unit suffers immediate knockdown unless they have some form of supernatural balance or magieal resistance w
such effects. They also suffer 15 levels of bashing (and pieecing) damage from the cataelysm unless the shaper works
with their safery in mind. Structures less durable than most manses remain standing only m the will of the shaper.
Although objeets and individuals protecred against Shaping suffer none of these immediate effects, everyone and
everything in the area must still conrend with the environmental conditions wrought by the change. For example,
liquefying a plain into a sea forces those caught in 1t to swim or drown, while every abject on the field sinks or fleats
according to it buovancy. ?

Magical Things: Generally speaking, most Shaping effects can'r accelerate the creation of artifacts or manses
quickly enough to alter the outcome of a bartle:

People: Like conjuring 2 magic sword with a Charm for personal combac, rapid shaping can create entire units
of extras and the competent mortal officess to lead them. More cynically, doing so can provide a disposable butfer
unit to wear away a powerful opponent’s Essence.

Wealth: An army without equipment isn't much of an army. Rapid shaping can generate wealth in the form
of mundane équipment (up to petfect qualiry) that comes into existence sized for and equipping any chosen allies
in the vicinity

S A N T
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item, the owner need only activate the Chaos-Repelling
Patternn Charm (limiting the item ro Solar use; see Exalted,
p. 216). Asitartunes, the gauntlet sparks to life witha deep
electric hum and exeends the activating Charm’s duration
w .[ﬂdcflnﬂ.u. \Vll(:il(:‘vi.']' rll(‘. SH‘:I]’\ICH(.HVHT{‘& fh'ﬂf(,:h‘(‘l'ﬂ‘l‘
attunement to the Hand of the Great Maker also lapses.
With the superior protection afforded by this
duration, the Lawgiver may boldly stride into the far reaches
of chaos to itnpose his will.

Once attuned, the artifact's other powers require a
level-5 Solar hearthstone inset in a socket in the palm in
otder to function. While so powered, the Solar may “bank”
up to (Willpower # Essence) successes rolled while using
Wyld-Shaping Technigue (see Exalted, pp. 216-217). This
process accumulates ambient porentiality and srores flux
particlesofmass-cnergy for lateruse. Bimked successesremain
in the gauntlet until spent or until attuncment lapses. The
user can spend any number of successes to sculpt chaos using
the rules for Wyld-Shaping Technique as a Speed 7, DV -5
action. If the Solar sets an attuned protoshinmaic vortex
(see the opposite page) in the palm instead, he can do all
of the aforementioned with an increased maximum pool of
30 banked successes, More impressively, the vortex allows
him touse Wyld-Shaping Technique inside Creation as if e
were within the Bordermarches, The Charm cannot create
a demesne inside the Tapestry, though, and it sull cannot
make permanent things without Wyld Cauldron Technology.
Unfortunately, a botch ar any point while shaping inside
Creation causes the vorrex to destabilize and rupture, flood-
ing the area with chacs. One recent attempt to pry apen
the way to Autochthon's exile with a vortex-charged Hand
of the Great Maker ostensibly unlocked seven of the eight
metaphysical seals warding the dimensional inrerface; but
the Solar could not pry open the eighth seal ar prevent the
others from clasing again when the effort failed.

VauLt of Woven

sxtended

simmilar
to the reality engines used 1o
teraform the Wyld, vaults of
woven dreams are complex
enchanted structures with
malleable internal reality
designed o accommaodate
their owner's every fantasy. The size of the vault determines
irsartifact rating (#ee for a single room the size of a large office
ar e or a vault the size of a luxurious townhouse), These
artifacts also require an inset hearthstone of an equal rating
for power and must receive malntenance once a month ot
they malfuncrion with whatever horrific consequences the
Storyteller imagines for a broken reality engine.

%

With proper power and upkeep, the interiorof w vaulr of
woven dreams can be controlled by addressing irs ineeg
perfected calculation array and spending a vartable number
of uncommitted motes as a diceless reflexive action. For
each mote spenc, the user may instantly apply the effects of
one success with Wyld-Shaping Technigue to create peaple
or imanimate ohjects as portable wealth (see Exalted, 1.
216-217) or alter creared people or units as {f using Wyld
Cauldren Technology (see Exalted, p. 217). Alternatively,
the vault can delere any number of its current constructs
for a single mote. Enrities creared within a vault of woven
dreams partake some of their reality from the user who re-
quested them, Therefore, they may know anything that thac
individual does ro the degree that such capying is intended
as part of the construct’s design (for instance, to produce a
challenging sparring partner ar ideal concubine). Objects
or people ereated in the vault have even less reality than
those shaped out of the Wyld, so they instantly evaporare
inte seartering wisps of light if they are taleen outside the
vault o 1f the device lases power. As a security precaution,
4 vault of woven dreams may be configured at the rime of
its crearion to obey only a particular type of Exalr, aspecific
individual,anyone with the appropriare password or accord-
ing tr any other filter. These hard-coded fail-safes can't be
altered, however, withour dismantling and rebuilding the
arrifact ws o Repair & maintenance.

The most sophisticated models of this artifact are no
larger than s wardrobe, with a mosaic panel on one surface
artistically rendering the device’s conrents in real time.
What makes these five-dor, Repair 6 wonders so miracu-
lous is their power ro fold Elsewhere around their internal
geometry like a divine sanerum, making them larger on the
inside than the ourside. Within such a vault, the user may
expand the boundaries of its internal space by spending
s used to ereare land with Wyld-Shaping
Technique, and may shape all facets of the interior from
the outside by manipulating the mosaic. Furthermore, the
flow of time within the vaule may be reser relative ro the
flow of time through Creation for a single more, provided
nothing real exists within the device ta interfere with the
distortion. This quality allows created societies or worlds
£+ [n('hj(‘l LECtonIc events Or new soc l(ﬂ[]gl[’.?l‘ rl?ﬂ.'hﬁ'_:r”s
before introducing such elements into Creation ar large.
Indestructible adamant walls such as those of Yu-Shan border
the created space, with only the mosaic as a portal in the
wall permitting travel o the artifact's exterior, (Recopmized
users may spend a single mote Lo p
direction.) Keep in mind that the slightest inrerruption
i power deletes all constructs and shunts everyrhing real
outside of the vault, so a backup power system is highly
lecﬁlﬂmtndcd. .All al lL'“l[” A0 pe rTil?ﬂ“ﬂlT‘V \illh] ‘ e one

aredd

motes like succe

s through in either

of these artifacts as a recursive sub-Tapestry have mer wirth
spectacular failure, to the point the Maidens have kindly
requested that the Solar Exalted stop taking patrern spiders

from the Loom of Fate for the experiments.
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PROTOSHINMAIC
VORTEX (ARTIFACT
°)

Oneof the most nsamne-
ly powerful and dangerous
wonders of the Realm, a
protoshinmaic vortex (o
PSVY is o artifact of pure
Essence that can only be
created in regions of Pure
Chaos by a Solar possessing
Lore 7+ using Wyld Caul-
dron Technology. Unlike most artifacts, a vortex's creation
teid more than tenfold by the process, and

may be aceele
the d
the uniderlying matrix of the Wyld, Il a Solar leaves one
artifacts unfinished, accumulated successes bleed
away at the rate of (ive per day until the embryonic bubble
evaporares completely.

Onee eonceived, & protoshinmaic vortex appeats as a
translucent ball of plasma the size of a child's heart in which
impossible shapes flutrer and undulate. Those capable of
percet see it (llf ‘A‘hﬂl L ]L'u'l“ V15,3 h\
ingaspect of vanscendent potential compressed to a specific
space and time. This compression is inherently unstable, so
it requires expenditure of five successes with Wyld-Shaping

evices requite ne taw ot exotic materials other than

of these

ng Essence dirce

Technique once per month, {This upkeep can be performed

in Creation as if in the Bordermarches.) For each missed
maintenance, the artiface has a cumulative 10% chance of
losing motonic cohesion and reverting toa non-defined stare,
wurningeverything withinaone-mile radius into Pure Chaos.
Everything caught in the inical blast chat is not immune to
Shaping or protecred by a perfect defense evaporates into
component motes, leaving any survivors to contend with the
“usual” effects of exposure (see The Compass of Celestial
Directions, Vol. II—The Wyld, p. 140}, Each centv
thiat passes heals this breach by one category of the Wyld.
A suicidal Solar can deliberately ruprure containment with
a single success from Wyld-Shaping Technique in lieu of
stabilizing it. [t is likely that other methods exist to trigger
immediate containment failure (asdecided by the Storyteller).
The technology is new enough that its crearors have yet to
fully document its potential.

The power of a vortex almost makes all of its risks
worthwhile. Attuning to one takes the same effort as at-
tuning to a demesne, though current owners cannot sense
at stop others from doing so. When placed in a dedicated
hearthstone socket to power an artifact, the PSV supplies all
of that artifact’s geomancic Essence needs. If any effect needs
to reference its rating or needs to temporarily drain dots of
energy to fuel an immediate effect, the PSY is considered
a level-6 hearthstone that recovers one dot of energy per
minute {rather than the usual one per hour rate for most

such effects). Since the artifact can provide energy to anly

one source ar 4 time, characrers cannot draw Essence from
# PS8V while using it ro power an wrtifacr,

The most amazing and cerrifying fact abour PSVs is that

all the energy they provide comes from the exierior corona

he structure of

rthar current moronic rechnology can rap.
the interior compresses physical and metaphysical laws too
tightly for seruting, though a leading hypothesis proposes that
the core pandimensionally folds an entire Wyld continuum
inta the arrificial congruiry. The Delibera
remains divided on whether to widely refic major Realm
assets with P8V, bur this deadlock has not stopped many
Lawgivers from giving their personal panoplies and vehicles
PSV upgrades.

B

PANOPLIES OF THE CHOSEN

As the ordained rulets of Creation, the Chosen
construct the best artifacrs solely for their own use.
These wonders are too diverse and oo numerous to
make universal statements abour theiruse, but Realm
fashion considers ir tacky to go-abour dripping with
mismatched baubles, The fewer actual items worn
ot used, the betrer, as consolidation implies greater
versatility and power, An “everything but the kirchen
sink” approach looks like blatant overcompensation.
Circumstances certainly modify these expecrations,
For instance, military parades and public galas are
supposed to be darzling awe-inspiring affairs. At
least in Celestial society, it is never enough that an
artifact functions. It must also complement thar func-
rion with an aestherically pleasing and appropriate
deslgn, preferably railored 1o the fashion of the day.
Terrestrials generally take a more pragmatic view,
favoring items for their urility and historical legacy
since powerful items usually become Gens heirlooms
after thelr original owners die.

WARFARE

The most advanced Essence weapons can destroy {or
create) peological leatures or cities, while the Realm Defense
Gridd ean do the same to entire continents. Most military-
grade weapons inflict devastation compatable to First or
even Second Circle sorcery attack spells, with the wide range
of pe nents allowing elite mortals o fight like
Diragon-Blooded and giving favored Terrestrials the prow-
ess of young Celestials, Properly equipped Solars approach
genuine invincibilivy, save perhaps to each other.

Information on cnergy weapons, power armor, super-
weapons and other combat artifacts commenly used during
the Age of Splendor can be found in The Books of Sorcery,
Vol. I—Wonders of the Lost Age.

¢ currently

rsonal arn
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Motonic DisrupTer
LENs (ARTIFACT o)
Repair: 2

Desigred specifically
for immobilizing and cap-
ruring ence users, these
wonders modulate the
discharges from artifact
energy weapons such as
implosion bows and light-
ning ballistae. Installing (or
remaving) chis refit requires
4 Repair 2 maintenance,
after which the weapon no longer inflicts actual damage.
Instead, any Essence userhitbv an energy-diffusing blast loses
mores equal to the attack’s raw damage. Beings who lose all
rL‘m‘;)ining mores to ill(',h an Hrrm'k CANMOE activare
powers or respire motes for a number of hours equal o the
weapon’s Artifact rating, though existing magic remains
inract. Against manses,
normal harm but double their raw damage. Artifact weapons
that have 2 motonic disrupter setting thar can be used in lien
of seandard damage with any shot add +1 1o their Arrifact
rating snd Repair rating (maximum of 5 for both).
VESTMENT OF
Hovy ViciLance
[ARTIFACT ®e
ORe

Alchough the Chosen

[issence from

noe

sence-scartering arracks inflier

can respire
the collective prayers of
their worshipers, they can-
not normally hear specific
prayers directed to them as
gads ar demons do. With
ane of these artifacr
that limitation no longer
applies. Empowering one of these decorative wonders

jures @ T}!T\’.E"“H e commitment, ;m(] l‘he
attune an item l]_\‘rl\.{l‘ ("’Wl\‘: fmm Thk‘. 'r][‘]"]'ﬂ!'ll'i'rif&.' MAgICs
l[l'dr.l:]'l'd‘ (]!lilklﬂz; J‘:H}L‘ ]]l[JlICL‘. ext ]'L“Jl'dlﬂ‘:ll 1 l‘? ]”rln_') i [}IILI.‘
d[]llnL\J‘ 1.!1&.' }IFL]IF‘EL ii“l]‘v‘lﬁ 168 wearer to l'\.‘[]L‘KiV 1y hL‘i!l’
HH prayers L]]TL‘L.TL‘LI at hCT o8 l{lhty WwWere \\']]i&Pl‘l’L‘\l mn }\L:T
car. .I.U I?TL‘\'L‘F]T Jihl TaCtion, ”“]‘I. 111&.' 1moat \\'K]L‘t\_{' I'C]‘CIHL"J
ot desperate of entreaties tise above the indecipherable
murmut of the rest unless the Exale is actively medicating
to listen to all prayers (and recovering Essence normally for
meditation while doing so). Exalted who use these arvifacts
as tools of rulership often schedule holy hours when they
will hear prayes slips through
the cracks. As a final benefit, the closeness facilitated by
these artifacts adds one bonus dot to the attuned wearer's
Cult rating (maximum Cult sesss),

5 1o make sure that nothing

.V o T

UPGRADING ARTIFACTS

Improving an artiface starts with the same process
as designing a completely new artifacr. Cince construc-
tion begins, however, the design requires fewer exoric
materials than normal (with o difference equal tothe
former Artifact rating) and similarly reduces the num-
ber of cumulative successes needed ro rebuild it by an
amount equal ro the successes needed ro huild it in its
former stare. Using this process, it is possible to join
seemingly unrelated designs to spectacular resules. For
instance, agoremaul refitted with qualities ofaperfected
calculation array might became an intelligent weapon
thar teaches and suides its owner.

Artifact eeee versions of this device have all of the
fearures. listed thus far, bur cost five mores o artune. In
addition, wearers of these vestments may telepathically
compase g reply o any privver as a reflexive action costing
one mote. Only one reply is permirted per prayer, though
it may be of any length. The supplicant receives a vision
of the Exalt's iconic anima speaking the Chosen’s words in
thunderous proclamation.

METASORCEROUS
PHYLACTERY
(ARTIFACT eeee)
These ralismans nsu-
:iI]Y T‘rlkl‘ flll' {[JII]] ﬂ{ EingL‘
]R!“’L“T"‘ items ‘*\ti.h s hT'(]l"
ers, rorcs }!T)ll Crowns,
Lihhnug
prefer staves or wands.

some Chosen

Combining Creation's four
magical materials with
Malfean brass in elaborately
complex designs, the com-
[?Uhll(: ‘A‘(H!d!fﬁ dan l?\.‘ '(]l'nlﬂifd (E]T ;Hl]hﬁ E]nl\‘ h\' SOTCETCTS.
Each requires acombinationofan inset level-3+ hearthstone
and a 10-mote commitment to function. (Varianes of this
artifact using soulsteel and Underworld materials similarly

bocst necromancy.)

Whenever a sorcerer casts a sorcery spell while attuned
toexactly one metasorcerous phylactery, he may channel dots
from the item's inset hearthstone to augment the casting,
temporatily reducing the stone's power output (and rating).
Until a drained hearthstone returns to full charge, it has no
pawers. Furthermore, an arcane link remains between the
depleted stone and phylactery, preventing any other power
source from fueling irduring thistime. Channeled dots return
at the rate of one per hour and may improve a spell in any
of the following ways, allocared as desired:
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Cost: The spell costs three fewer mares per dor spent
{minimum 10 motes). Alrernarively, the spell's Willpower
point ¢ost decreases by one per three dots spent (minimum
ane Willpow

Power: If the spell references the sorcerer's Essence
rating, he is considered to have a rating one dot higher for
every three dats spent.

Mastery: If the spell requires a dice roll, each dor spenr
adds one success 1o the roll.

Range: If the spell has a range measured in acrual dis-
tance, each detzpent improves it by a facrar of one (x2 with
one level, x3 with two, ere.).

Duration: If the spell has a fixed duration, every two
dots spent increases this time by a factor of one (x2 wirh two
lewels, x3 with four, cte.)

Trigger: For a cost of one dot, the spell does nar have
any apparent effect on its target (no rolls are made, if ap-
plicable). Instead, the effect happens when a specific event
the sorcerer names at the time of casting takes place in the
presence of the target. (The effect can be anything from
a rime delay to someone performing a specific action, et
cetera.) In the interim, the spell remains visible to Essence
sight and may be dispelled with countermagic. Once the
spell goes off, it does =0 as if the target were adjacent o the
sorcerer, and the sorcerer’s plaver then makes any necessary
rolls (using the reaits his character had when he cast the
spell). Suspended spells can remain dormant indefinively if

~theirrripger conditions never occur.

Manifestation: For a cost of one dot, the sorcerer may
change the way a spell achieves its notmal function, substi-
tuting a Storyreller-approved effect more appropriate to the
sorcerer’s anima smed mood. For example, a magma kraken
might be changed into rendrils of electricity, but it would
still inflict the same damage and would be the same spell.
Other than providing a host of stunt possibilities, changing
the effect decreases the likelihood thar others will recognize
thespell (+2 difficulty) and may circumvent nasrowly defined
defenses (such as immunity to fire, which avails nothing

ef pomnt),

against acid).

INFINITE
RESPLENDENCE
AMULET [ARTIFACT
see TO seees)
Consisting of aspect-
dedicated magical ma
latrices embedded in syn-
thetic adamant matrices,
these thumbnail-sized
baubles are the most ubig-
uirous artifact garments

eriaal

currently in fashion among
“hosen, Some elder Exalted object 1o them on prin-
ciple, especially the “wear nothing voudidn't make" purists
and the “mansions of closets” hedonists, though the latrer

the

sometimes collect hundreds of amulers to display their col-
lection of brand glyphs from highly regarded Exalted and
Jadeborn artisans. Although rhe devices vary by model, each
costs five motes to arrune. The devices have the following
commaon }(‘IIY’UY(‘S!

Modular Attire: The amulet can generate any form of
outfit the wearer can imagine, however grand or humble.
Changing the setting requires contact and a diceless misecl-
laneous action. Repairing or cleaning a worn oudfit takes the
same action as creating s new one. Creared clothes have no
reality beyond being an extension of the amuler, so they
dissolve or flow back into the artiface if they arc removed
for any reason. Most wearers integrare the amulet irself as
an accessory of cach outfit, especially to show off impressive
brand glyphs

Protection: Regardless of configuration, enchantments
in the amulet provide +1L/+ 1B soak (which does not count
as armor for Charm purposes), plus an exera success to all
Resistance or Survival rolls to reduce or avoid the effects of
deleterious environmental conditions, raxins or disease.

In addition, each amuler also has one material-specific
feature by default. Composite designs cost eeee for one addi-
tional feature or for all four material features, Provided
acopy of the artifact incorporates the marerial that narurally
resonares wich its wearer, there is no commirtment surcharge
to attune a composite model,

Chichalcum: These amulers create clothes as

CONSIILCTS
of solidified light, giving them a palette of colors and rextures
worthy of a Solar’s glory. As an Obvious effeer, such raiment
gives its wearer +4 Appearance and inhibirs stealth like an
8- 10mate anima banner does, The Solar may hide this glory
ter make humbler attire if his pride permits, bur the honus
is all or nothing.

Moomsilver: Extruding outfits as s diaphanous second
skin grown from liquid meral tendrils, these amulers provide
superior protection and camouflage on demand. The wearer
gets two bonus dice to Stealth rolls and vwo bonus dice to
assume a disguise with Larceny, as well as replacing the usual
soak bonus with +3L/+5B (that stacks with and is still nor
considered armor for Charms).

Starmetal: Weaving clothes from strands of the wearer's
own fate, these amulers provide extremely subtle and under-
stated el

rance. Such garments conceal numerous pockers
folded inta

Hsewhere, providing sufficient storage space to
carry up to a ton of assorted items safely our of reach of the
wotld, provided the objects could actually fir through a pocker
apening no larger than a foot across. Only the attuned wearer
wan reach into Elsewhere via these pockets; to others, they
are merely stitched folds. In the event of the wearer's death,
his corpse fades into Elsewhere wirh his possessions for burial
among the interstices of fate, leaving only his enchanted

Lll’l.huh to T]J"\Tk I\I.\ Jassage.

Jade: Micro-articulated jade scales unfold from the
amulet into glossy military uniforms appropriare for elite
Dragon-Bloode:d officers. When worn by a unit relay, the
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wearer counts as five relays lor the purposes of preventing
communication failure, When wotn by a unit commander,
her dignified example provides one bonus dor each to Drill
and Morale, as well as +1 Mighe if the unit has Magnitude
3 or less.

ADVANCED GEOMANCY

The rules in The Books of Sorcery, Vol III—Oadenol’s
Codex provide a derailed overview of geomantic technol-
gy that survives into the Second Age. Such wonders pale
hefore the architectural triumphs of the Age of Splendor,
however, when infinite ambition applicd near-infinite wealth
to conquer the world's E . Sotne of the features lisred
here require orhers as prerequisites for inscallation. These
requirements differ from the minimum traies or ather con-
ditions needed to construct a particular feature in game, as
structure limitations also apply to manses acquired during
character creation

OnNe-PoinT POowErs
ExoTic AspECT

Lore 6 or built by entities corresponding to the aspect.
A manse with this feature docs not correspond to
the basic cosmological precepts and forces thar govern
Creation's peomancy. [t may be a prehuman relic of the
Primordialsor theirservants, i exercise inapplied Essence

theory or perhaps an outpost construcred by beings who
areny’t native to the Tapestry. Whatever the origin, the
manse is neither Terrestrial nor Celestial, but resonates
with a force such as chaos (a specific shinma), vitriol (an
clement presentin Malfeas ) orany of the six Aurochthonian
clements (erystal, lightning, meral, oil, steam or smoke).
Players should work with their Storytellers to chopse an
appropriare aspectand then determine what favored manse
powers or hearthstones are appropriate for that choice, Un-
less the geomancer is fortunate enough tw cap a demesne
of the same aspecr, all rolls ro desian, build or repair the
manse add one to the diffienlry fram the incongruity, Onee
rhe manse has capped its demesne for a number of years
cqual to their combined raring, the demesne synchronizes
aspect and the penalty disappears.

GeoMANTIC NEXUS
Structure: Newwork Node

This feature upgrades a manse into the central hub of
its seomantic network, giving ic any number of additional
Creation Points wo allocate to Essence-fueled powers rather
than innate architectural features or external qualities, Yer
powers purchiased with any of these bonus points function
anly when they have sufficient energy points committed to
them from Geomantic Relay manses on the same nerwork,
making them subject eo external distuption. A manse with
Geomantic Nexus can override contrel of any manse in




.t build or repair such 4 structure is

Abvanced GEOMANCY ¢

b

its nerwork unless that manse is another nexus, as if it had
the appropriate password activarion {The Books of Sor-
cery, Vol. lll—Qadenol"s Codex, p. 68) to do so. Acrual
authorization passwords are required for a nexus to control
or preempt another nexus, however, such as o create a
primary control node.

Example: A level-2 nexus manse has Veil of Shadow
designaced as a nexus power. Because this is a nexus power,
the manse canmor use it unless it has at least two energy
points committed to it from relays.

GeoMANTIC RELAY
Structure: Network Node

(Geomantic Relay affords no benefits to a manse other
than increasing its scraregic value. Instead, the manse genet-
ates a numbet of energy points equal 1o the number of reliys
installed in it {ro a maximum number equal o is rating).
The relay can commit these points to any Geomantic Nexus
manse on the nerwork, butcannot shift thisallocarion without
some form of active controls,
ample: A level-4 manse houses three relays, turn-
ing the three Crearion Points spent acquiring the power
into a pool of three encegy poines. It can commit twa of
these points to one nexus and one to another, commit
all three ro one nexus or wastetully hoard these points
o no effect
Living Manse
Craft1Genesis) 3

The manse 1s actually a living being in its own right,
with all of its powers Jowing cqually from geomanric prin-

ciples and genesis-engineered biology. The Ability needed

ralt (Genesis) rather
than Cralt {Earch ), but this powerotherwise docs not modify
a manse other than serving s a structural prerequisite for
muore advanced techinology.

Two-PoinT PoweRrs

Host-Binping CircLe
Qccult 5; Structure: Level 3+

A manse with this power has a room dedicared to the

practice of summoning demons, with orichalcum rings and
sorcerous glyphs of power inlaid direetly into the blackened
marhle, When casting the spell Demon af the Second €
the sorcerer may name a progeny tace of that demon dur-
ing the casting. If the hinding succeeds, the demon hows
and sharrers into a maelstrom of green flames and whirling
sand. When these pyrorechnics sectle, the sorcerer finds
the demen replaced with a bound a unit of its First Circle
children with Magnitude equal o half the sorcerer’s Es-
sence (rounded up).

Asan alternative effece, if the mansc b rating of 4+
and rthe sorcerer has an Occult rating higher than o target
Second Circle demen’s permanent Essence, the Exalt may
arrempr to summon it using this circle on any night rather

lrele,

than just on the new moon. Suceess may hind thar demaon
or a group of Its progeny as normal,

IMMuTABLE (EARTH, SoLAR FAVORED)
Structure: Mainrenanc
vith this feature creates an island of scahility
around itself, The tides of the Wyldmd other Shaping effects

A rans

ariginating from outside the manse cannor affect anything
in its mige, though this power does not reverse existing
Shaping effects broughe into the radins. While chis power
typieally extends Creation's laws, the Wyld Revocation
power { The Books of Sorcery, Vol. I11—Qadenol’s Codex,
p- 77) might assert its rewrirten nature as a cosmological
constant, while manses with the Outside Fare power (The
Books of Sorcery, Vol. lll—QOadenol’s Codex, p. 76) may

be warded by otherworldly powers.

MasTER"s WORKsHOP MANSE
Appropriate Craft 4

The manse has rooms converted intoa master's workshop
cled with the appropriate tools and supplies for & number
of different Crafr Abilities equal to the manse’s rating (see
The Books of Sorcery, Vol. [1l—Oadenol’s Codex, p.
28 for turther explanation). This feature can be purchased
multiple rimes to further increase the range of Craft Abilitles
the workshop can accommaodare.

SELF-STABILIZING
Craft (Genesis) 5 (for living); Structures: Living Manse
or Wyld Revocation

Likeawoundclocting tostem isbleeding, a manse with this
feature can grow internal patches to prevent Essence nceurmula-
tion from reaching critical levels. The manse can sutomatically
stabilize one dot of Power Failure per minute {or every hour
while this powerisdamaged), though this propeny only prevents
explosion and does not actually fix the damage,

THREE-POINT POWERS

DynamMic ARCHITECTURE (LUNAR FAVORED)
Wits 6; Structures: Maintenance 2

Amanse with this feature iseapable of transforming from
one design 1o another, allowing it to have two distributions
of its Creation Points (allocaved with Storyteller approval).
Each additional purchase of this power costs only one Cre-
ation Poine and provides another eonfiguration to choose
trom, though all modes must have each purchase of this
power and the same drawback ratings assigned o Sacrificing
Hearthstone Levels and Maintenance,

Manses with Habirabilicy 3 rransiorm without regard for
occupant safery, inflicring 30B picrcing damage 1o cveryone
who is not nimble enough ro duck and ol our of the way
of the shifring rooms. Doing so requires a difficulty 5 (Dex-
rerity + Dodge) roll, (The Centeal Control room is always
sate, if there is one.) More hospitable manses change forms
withour any risk of harm to occupants, The transformation
seguence rakes five minutes (or long ticks) to complete.




Without some form of active controls, the transformaticn
accursautomarically according toestablished programming or
a fixed schedule and camnot be overridden from doing so.

FLoATING (AIR FAVORED)

Craft (Magitech) 5; Structures: Essence Vents, Maihite-
nance 2

A manse wich this pawer floats above the demesne it
caps, up to a maximum height of {raring x 200} yards from the
ground, This puts icout of reach of many besicgers, though
also necessitating some way for owners to fly up to their
property (orhave itlower a hasker ar levitation platform, the
lntrer ofwhich makes an excellent magical convenience—per
the power on page 67 of The Books of Sorcery, Vol. ITI—
Oadenel’s Codex). With active contrals, the structure can
descend or ascend to it altitude ceiling amd perform ather
simple maneuvers comparahle to those conferred by Limited
Mohility ( The Booksof Sarcery, Vol IIl—Oadenol’s Codex,
p. 70), but the manse cannot actually move from the pillar
of buoying Essence on which it rests. If this power becomes
damaged, the manse safely sinks for a mi®nute to make a
gentle landing, If the powerdeactivares entirely, the hard fall
shatters the manse on impacr for instant Essence buildup, A
variation of this feature does not raise the manse iwelf, bue
rather allows the manse to levitate a single object of equal or
lesser size over it, such as to “dock” a skyship without running
its engines and accruing concomitant upkeep.

INTEGRATED UTILITY ARTIFACTS

Craft (Magitech) 4

With each purchase of this power, a manse gets (rating x
2) dots worth of artifaces buile directly into the structure of the
manse iself. These irems must be of a strictly utilitarian nature
rather thar combat systerns, but this powerotherwise follows the
satme restrictions and rules as Inregrated Essence Artillery (The
Books of Sorcery, Vol. 1Tl—0adenol’s Codex, p. 76).

Lire-SusTAINING [ WooD FAVORED)

Structure: Comfort Zone

A manse with this enchantment suffuses its environ-
ment with an overabundance of living Bssence, increasing
the vitality of those within it. This energy has several effects,
which may be individually or colleetively limited ro specific
areas or classifications of beneficiaries using standard control
aptiens. ( They affect everyone in the manse’s zone of influ-
ence at the default setting }

Anagathic: Provided thar individualsdo not spend more
than one day away from the manse’s zone of influence each
week, they extend their projected life span (+25% for s e e,
+50% for and no measurahle aging for sssse)
Boosted Immmiey: Individuals hathed in the energies
add the manse’s raring in banus suceesses to all Resistance
rolls against Poison or Sickness effects.

Healing: Within the manse’s zone of influence, living
beings heal rwoexrra levels of bashing damage per hour, one
lethal per hour and one apgravated every five hours.

REGENERATION
Craft (Genesis) 5 {for living); Structure: Living Manse ar
Wyld Revacation

A manse with this power can actually restore its pat-
tern when damaged. This restoration may be a funcrion of
regenerating biology or a modified principle of natural law,
but regardless of origin, the manse simultaneously heals all
internal and external senictures at the rare of one bashingf
lethal level per hour (or per day for aggravated). Dots of
Power Failure disappear as soon as they have regained an
appropriate number of health levels, restoring features ta
ed or fully operacional state as appropriate tw their
rating. Healing from other causesof Power Failure takes hours
cqualing the damage levels required for each dot of Pawer
Failure, This power cannot allow a manse to meet its own
Maintenance requirements or reverse Power Failure caused
by missed upkeep.

Four-PomNT POwERs

ATELIER-MANSE (EXPANDED)
Craft (Magitech) 5, other Craft 5;
Structure: Maintenance 3

When one of these auromared assembly lines builds an
ohject, the manse normally uses the traits of its hearthstone
bearer as they were ar the time the mansc received arders o
start production. If the manse has Ability Enlightenment
{The Books of Sorcery, Vol. 11l—0Oadenol’s Codex, p. 75)
dedicated to an appropriate Craft, however, it cannot gamer
fewer than four successes o rolls for that Craft regardless of
the actual roll {preventing the natural botches thar resul
from human error). Altematively, a sentient manse {per the
power on p. 79 of The Books of Sorcery, Vol. III—QOadenol’s
Codex) can substitute its own traits if they are better than
those of its hearthstumne bearer: If an Atelier-Manse power
becames damaged for any reason, it will not work again unril
it hasheen fixed as a large Repair 4 artifact. Once amanse has
atelier capacity, upgrading it to work with another elemental
Craft Ability costs only one Creation Poin. In all other ways,
this power uses the rules on page 75 of The Books of Sorcery,
Vol. ITl—Oadenol’s Codex.

CONSECRATED
Priesthood of the appropriate deity

A manse with this feature is not simply a temple  a
greater power, but a hallowed sancruary thar blesses the pi-
ous and sears the flesh and souls of its patron's enemies. In
addition to providing all of the benefits of Temple Manse
[The Books of Sorcery, Vol. III—Ouadenol’s Codex, pp.
73-74), this teature aids all actions waken by priests of the
appropriare deiry wirhin its zone of influence like a Well-
Flavored Aspect tailored o them (The Books of Sorcery,
Vol. III—Qadenol’s Codex, p. 68). Finally, enemy entities
donorijust lose Essence and Willpower recovery within range
of the manse, they also suffer one level of unsoakahle aggra-
vared damage and lose one Willpower point per minute. This
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injury takes wharever torm
affects immaterial beings, |

appropriate to the manse and
ties drained of all Willpower

must obey an irresistible Compulsion effect to Qee the area
ay quickly as possible.

EssENCE SHIELD
Craft (Magitech) 5, War 4

A manse with this power can envelop irself in a cor-
uscating barrier of impervious Essence shaped trom its own
demesne. By default, this shield forms snugly around the
mamnse like an architecrural exoskeleron, bur it can encuase
a larger rerritory in a bubble through Zone of Influence
[The Books of Sorcery, Vol. 11l—Qadenol’s Codex, p.
751, Once raised, rhe shield srops intruders and blocks all
external arracks aimed for the manse with a Hardness of
(raring x10)B/L and half that against aggravated damage
Piercing effects halve the protection normal lv. Atracks that
tail to overcome the shield’s Hardness have no effecr. Any
artack thar penerrates the Hardness still inflicts no damage,
bur collapses the shield and inflicts one dor of Pawer Failure
on the manse. An overloaded shield cannor operate again

withour Repair 4 maintenance. A manse’s Essence Shield
can be calibrared to har incorpareal heings as per Chasm of
the Material { The Books of Sorcery, Vol. 1Il-—0adenol’s
Codex, pp. 75-76) by installinga lesser version of that feature
for ane Creation Point (in which case the shield is solid, bue
apain once they cross it).

SpiTits may demiteria

EXTENDED ZONE OF INFLUENCE
Thispowerduplicatesand improvesupon the functionsof
Zoneof Influence { The Books of Sorcery, Vol. lII—Oadenol’s
Codex, p. 75), hur the manse’s range expands o its rating in
miles. [f the manse has Pasiap’s Buried Whiskers (The Books
of Sorcery, Vol. [II—Qadenol’s Codex, p. 70), the range of
thar power increases to its rating in miles as well.
GuarpIAN FORCE
Craft (Genesis) 5, Craft (Magitech) 5, or other ability to
bind a Guardian.
This feature mirrors Bound Servant Farce {Oadenol’s

Codex, p. 71}, save thar the unit consists of Guardian entities
(Oadenol’s Codex, p. 73) with a Drill of 5

el s

MakinG WHAT WHERE
Between Exalted, The Books of Sorcery, Vol. I—Wonders of the Lost Age and The Books of Sorcery, Vol.

I11—Oadenol’s Codex, the rules for artifact creation can
clarifications and some errata

he somewhat confusing, What follows are consolidared

Magitech artifacts are defined sscomplex non-living artificts with interconnected moving parts andfor Essence
manipulation capabilities. The Storyteller remains final arbiter of whether an artifact fits these criteria. Unless
they are built with imperishable techniques, the items alsorequire some form of recurring upkeep. Building these
wonders uses Crafe (Magitech) with standard arvifact-creation rules, but this process cannot succeed without a

sufficiently advanced facility. See The Books of Sorcery,
Books of Sorcery, Vol. [1l—0adenol’s Codex, page 28,
(oo ) for Repair 1-3 items, flawless workshop {(seee)
5-6. Maintaining or repairing magitech uses the rules on

Vol. I—Wonders of the Lost Age, pages -9, and The
for information on these categories: master's workshop
or Repair 4 and an ideal workshop (e e e ee) for Repair
pages 69 of The Books of Sorcery, Vol. I—Wonders

of the Lost Age and uses Craft (Magitech), though it is possible for less learned artisians to substitute & mundane

Craft at a higher difficulty.

Simple Artifacts are basie “Essence goes in, magic comes out” devices that seldom have much in the way of
moving parts and normally don’t require any kind of recureing upkeep o stay in working order. IF an item lacks
obvious complexity and doesn't specify the frequency or consequences of its maintenance needs, the presence of a

Repair rating doesn't antomatically make it magitech. (For
Vol, I

example, most of the wonders in The Books of Sorcery,

Wonders of the Lost Age have Repair ratings even though they aren’t all magitech.) As before, this is the

Storyreller's call. Building and repairing simple artifacts uses the rules in Chapter One of The Books of Sorcery,

Vol. HI—Oadenol's Codex and can be done at any kind

of workshop using relevant mundane Crafts.

Genesis Artifacts are artificial or artificially modified organisms with complexity and power comparable to
non-living arrifacts. {See The Books of Sorcery, Vol. I—Wonders of the Lost Age, pages 116118, for more in-
formation.) Such arrifacts never have or need Repair ratings, as the capacity to heal is a fairly universal property of
life and may be medically assisted. The level of workshop required to build a living being with Craft {Genésis) using
standard arriface-creation rules depends on the ltem's raring, 1t is possible, though, o use a facility one category too

primitive at a -2 excernal penalty in lieu of any workshop-r

clated dice bonuses: 1-2 {flawless workshop; »eee) and

3-5 (ideal workshop; *=eee) The actual construction process mitrors that of conventional artifacts, right down to
the reverse-engineering benefits for scanning or vivisecting a sample organism to copy it




MosiLE
Craft (Magitech) 5; Structures: Essence Venes, Cenrral
Control, Geomantic Nexus, Maintenance 4

Avmarise with thisfeature istealy a marvel, not merely

@ SEAOTATY CIng ment but a massive vehicle capable
of uprooting itsell from its foundatlons and journeying
elsewhere, The moment the manse disconnects from its
demesne, it sulfers cifective Power Failure to O dots, which
would normally disable this power and make mobility a
point. The nexus manse, however, can continue
to fuel Essence powers using committed energy points
supplicd by Geomantie Relays, including an additienal
number of points equal to (raring) to enable actual mo-
bility (or twice thar for flight systems). Depending on its
design, a mobile manse might crawl on mechanical legs,
hover inches above the ground, swim through the warer,
levitate thraugh the air or anything else. As avehicle, the
manse has Speed 10/20mph, Maneuverabilicy - 15 (Lore 5)
single piloc using the Central
Control. While the manse is away, its demesne remains
safely capped by an elaborate capstone structure with the
durability of a basic level-1 manse. Landing on this toun-
darion platform allows the manse to reconnect with its
demesné, If the demesne explodes from Essence buildup
while its manse is the manse suffers immediate and
total Power Failure and cannot receive relaved energy
points, Sudden power loss obviously has more immediare
consequences for an airborne manse than one crawling
across the ground.

ULTrA-DEADLY PERIMETER DEFENSES
Various Crafts at 5, Larceny 5

This feature duplicates Ultra-Deadly Traps (The
Books of Sorcery, Vol. TIT—Oadenol’s Codex, p. 74), but
each purchase applies the chosen hazard against anyone
attempting ta enter the manse's range. Should an intruder

TILO0

and neceds no crew besides @

somehow penerrate into the manse's interior, the perimeter
defenses canmaot bharm him further, With active controls
or some form ol password activation, the defenses may be
safely bypassed by those permitted to do so.

Five-PoINT POWERS

Facrory-CATHEDRAL (EXPANDED)

Craft (Magitech) &; Structure: Maintenance 4

m ideal workshop designed
to comstruet magitech and simple arcifacts of any rating
{including assembling level-3 components into an NfA
wonder)—not simply those rated 4 ot les
irdicated on page 78 of The Books of Sorcery, Vol 11—
Qadenol’s Codex. Using itsautomared production systems,
afactory-cathedral can also build artifacts withour ongoing
involverment from its owner {like an arelier-manse can).
More importantly, these struetures can simultaneously
produce batches of the same artifact if they have sufficient
s, up b total number of coples equal to the

sathedral is

as crroncously

E
"
4
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members in a unic wich Magnitude (3 — artifact rating).
If a factory-cathedral power becomes damaged for any
reason, it will mor work again unril it has been fixed as
2 large five-dot, Repair 3 arcifact. In all ather ways, rhis
powet uses the rules provided in The Books of Sorcery,
Vol. ITI—Oadenal’s Codex

GATE OF Auspicious PAsSAGE
(SipEREAL FAVORED)
Craft (Magitech) 6; Structures: Geomantic Nexus

The manse serves as a travel hub for one of the fabled
gares of auspicious passage (The Books of Sorcery, Vol.
I—Wonders of the Lost Age, p. 50). Frior to coming online,
the gate must be precisely calibrated to its nerwork with
extensive research and programming as an exrended (Incel-
ligenee + Lore) roll with a eoll interval of one week and a
cumulative difficuley of {100 x the toral number of gates
in the network, including chis new ane). If the characrer
hasn't done this before and doesn't have guidance from
someone who has, double the cumulative difficulty. Onee
it has been propetly linked to the gate network, theartiface
allows instantaneous teleportation to or from any other
gate un the network through the non-space of Elsewhere,
needing enly a suceessful difficulty 1 {Intelligence + Lore)
roll eo select the intended destination: For each minure a
gale remains open as a nne-way portal to its destination, it
drains 23 energy poines from the combined geomantic relays
providing Essence. Oince the gate nuns out of energy points
aracontroller on either end rerminares the connection, the
four-yard-diameter portal collapses, and the drained relays
aradually restore the network's spent output ar the rate of
ane paint per hour. While a manse has an open portal, it
cannor be targeted as a valid destination by other gates,

GENESIs LABORATORY
Craft (Genesis) 6, Craft (Magitech) 6; Structure:
Maintenance 3

This feature is basically a factory-cathedral for creat-
ing living artifacts, aiding Craft (Genesis) instead of Craft

(Mapitech). These facilities replace Temple Manse proper-
ries wirh Analyrical Senses (The Books of Sorcery, Vol
I—0adenol’s Codex, p. 71), however, as it is far more
imporeant that they be able ro understand the complexi-
ries of living Fssence than channel the enlighrenment of

4 higher power.

INFERNAL OrAcLE (SoLAR FAVORED)
Oceult 6

A manse wirh this power containsa summoning room
a5 per Host-Binding Circle (see p. 99), bur one that is sig-
nificantly larger and mare imposing, At each new moon,
a sarcerer can dare to cast Demon of the Third Circle as if
it were Calibration with one key difference: A successfully
bound deman does not fully appear in Creation and can
be compelled anly to answer one question truthfully before
rerurning to Malfeas. Of course, nothing staps the demon
from twisting its words, [ying by omission and raking the
guestion out of context, but any sorcerer capable of summon-
ing such a fiend should already know whar ro expect.

SYNERGISTIC OVERMIND
Intelligence 8; Structures: Geomantic Nexus, Sentient
This leature vastly upgrades a séntient manse's pro-
cessing power, giving it additional successes to all Mental
Attribute rolls equal to the Magnitude of a unit with
membersequal to the power dots committed by Geomantic
Relays to the upgrade. Dice pools with zero dice do not
receive this bonus, but the parallel processing algorithms
also reduce multiple action penalties for flurries that con-
sist entirely of mental actions or actions to control manse
functions by one per manse in the network, This property
can potentially allow a consciousness inhabiting a large
network to multitask dozens or even hundreds of separare
thoughts without penalries. The upper limits of | AM
have ver to be accurately measured, especially since its
Solar creators wisely restricted its authority to requisition
geomantic energies for its own growth without a legislative
act by the Deliberarive.
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CHAPTER EOUR

THE (MORTAL

REGULAR MORTALS

By definition, Creation's mortals are inherently lesser,
regardless of wherher chey are simple farmers, Essence-using
martial artists, fierce and noble Dragon Kings or exoric Dark-
broods living far beneath Creation. With the exceprion of
beings whe are either the enemiesof the Deliberative—suchas
the Darkbroods—or largely ousside its influence—such asthe
inhabitants of the more independent communities of Dragon
Kings—martals (and esp
humans)

sially all of the many varieties of
are subjects of the Deliberative. At best, mortals
can hecome minor imetionaries who may command a wing
of troops, direct the operations of a small factory-cathedral
or manage a single RPC. Within the Exalted-dominated
Deliberarive, humans and mast other mortals will never rule
a domain or even a small city.

SOLDIERS

The followinyg are u sumple of some of the more common
mortal military professions and their seandard weapons amd
armor. The standards of training are exceedingly high in the
Ageof Splendor beciuse
Tiger Warrior Training

he widespread use of Charms such as
schnigue and wrti
enhance mundane training allows new recruits to be trained
ta & very high level of expertise before they ever see baetle.

hat similarly

REGULAR INFANTRY

The inexperienced and green troops that make up much
of the militias of the Second Age are almost unknown in
the First Age, since advanced instruction techniques make
certain that all soldiers possess adequate training.
Attributes: Strength 3, Dexterity 2, Stamina 3; Charisma 2,
Manipulation 2, Appearance Z; Perception 2, Intelligence 2,
Wits 2
Virtues: Compassion 2, Conviction 3, Temperance 2,
Valor 3
Abilities: Archery 3, Athletics 2, Awareness 2, Bureaucracy 2,
Craft (Earth) 1, Dodge 2, Integrity 2, Linguistics 1, Lore 1,
Martial Arts 2, Medicine 1, Melee 3, Oceult 1, Presence 1,
Resistance 2, Socialize 1, Stealth 2, Survival 1, War 3
Join Battle: 4
Atta
Punch: Speed 3. Accuracy 3, Damage 3B, Parry DV 3, Rate 3
Kick: Speed 5, Accuracy 4, Damage 6B, Parry DV [, Rate 2
Clinch: Speed 6, Accuracy 4, Damage 3B, Parry DV —,
Rate 1
Knife: Speed 5, Accuracy 8, Damage 6L, Parry DV 3, Rate 3
Seraight Sewird: Speed 4, Accuracy 8, Damage 8L, Parry DV 4,
Rate 2
Mechanized Crosshbow: Speed 5, Accuracy 7, Damage 7L
[piercing)®, Range 300, Rate |#*

=3



\

CHarTER Four: THE MORTAL

* Lses armor-piercing boles equivalent o rarger arrows.

#* (Crosshows equipped with a repearing magazine have a
Rate of 2 until they run out of ammunition (10 bolts), bue
require a simple action to load a new magarine.

Plasma Tongue Repeater: Speed 5, Accuracy 7, Damage 101,
Range 20 (max. range), Rate |

Soak: 8L{10B (Reinforced breastplate, +8L/7TB)

Health Levels: -0/-1/-1/-2/-2/-4{Incap

Dodge DV: 2 Willpower: 6

Essence: |

Other Notes: These troopers form the bulk of anv army, De-
likerarive or no. They are also regularly used for rior contral
in the principalities. Riot-conrrol troops replace the straighe
sword with a cudeel, and instead of armor-piercing bolrs,
they are issued hlunt-headed fowling bolts and fragmenting
bols thar duplicate the effects of frog crotch aro
regular infantry are issued perfected boots. These ch
are often exrras

ASHIGARU

Ashigaruare highly trained and superbly equipped front-
line troops who are expected o face inhuman foes such as
Lintha pirates or the lesser Darkbroods.
Autributes: Strength 3, Dexteriry 3, Stamina 4; Charisma 2,
Manipulation 2, Appearance 2; Perception 3, Intelligence 2,
Wits 3
Virtues: Compassion 2, Conviction 3, Temperance 2,
Valor 4
Abilities: Archery 3, Adhletics 3, Awareness 3 (+2 from
armor), Bureaucracy 2, Craft (Eareh ) 2, Diodge 3, Integricy 3,
Investigation 2, Linguistics 3, Lore 2, Martial Ares 3,

Medicine 2, Melee 4, Occulr 2, Presence 2, Resistance 3 {+2
against poison and disease, from armor), Ride 2, Socialize 2,
Stealth 3 (+2 moving/+3 stationary, from armor ), Survival 3,
Thrown 2, War 4

Join Bartle: &

Attacks:

Punch: Speed 3, Accuracy 7, Damage 3B, Parry DV 4, Rate 3
Kick: Speed 5, Accuracy 6, Damage 6B, Parry DV 2, Rate 2
Clinch: Speed 6, Accuracy 6, Damage 3B, Parry DV —,
Rarte [

Stratght Sword: Speed 4, Accuracy 10, Damage 8L, Parry
DV 4, Rate 2

Plasma Tongue Repeater: Speed 3, Accuracy 8, Damage 101,
Range 20 (max. range}, Rate 1

Shock Pike (melee}: Speed 5, Accuracy 8, Damage 8L, Parry
DV 4, Rate 2

Shock Pike (ranged)*: Speed 3, Accuracy 9, Damage 101,
Range 30 (max. range}, Rare 2

* Each ranged attack drains two motes from the weapon's

20 more internal battery.

Soak: 7L{10T (Ashigaru armar, +71L{6B, Hardness: 41./4B,
fatigue value 1)

Health Levels: -0f-1/-1/-2/-2/-4{Incap

Dodge DV: 3 Willpower: 7 (6)

Essence: |

Other Notes: These weapons are the most common ones
for ordinary duties. Marines are issued tiger shark armor
and short spears instead of straight swords, and airhorme
drop troops who jump out of sky ships are issued jump helts,
as well as shorr swords instead of straight swords and fuel

A %
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halr launchers or mechanized crosshows instead of plasma
rOngue repeaters.

GuUNZOSHA
Gunzosha are the elite

“himan troaps. They're commandos
wha are often expected to face inhuman
foes such as Lintha pirates or the lesser
Darkbroods.

Atteibutes: Strength 4 (+2 from armor for
purposes of feats of strength or damage), Dex-
terity #, Stamina 4; Charisma 3, Manipulation 2,
Appearance Z; Perception 3, Intelligence 2,
Wits 3

Virtues: Compassion 2, Conviction 4, Temperance 2,
Valor 4

Abilities: Archery 4, Athletics 3, Awareness 3 {+2 from
armoar), Bureaucracy 2, Craft (Larth) 3, Dadee 3, Integrity 3,
Investigation 2, Linguistics 3, Lore 2, Martial Acts 3, Medi-
cine 2, Melee 4, Occult 2, Presence 2, Resistance 3 {+2 from
armor), Ride 2, Socialize 2, Stealth 3 {+4 from armor),
Survival 3, Theown 2, War 4

Join Bartle: 8

Artacks: (+2 to all awacks, +2 to Damage and +1 to Parry
IV from armor)

Punch: Speed 5, Aceuracy 10, Damage 6B, Parry DV 35,
Rare 3

Kick: Speed 5, Accuracy 9, Damage YB, Parry DV 3, Rate 2
Clinch: Speed 6, Accuracy 9, Damage 6B, Parry DV —,
Rare |

Chopiping Swod: Speed 4, Accuracy 12, Damage 1314, Parry
DV 5, Rare 2

truel Bolt Launcher: Speed 6, Accuracy 11, Damage 18L,

Range 30 (max. range), Rare 1
Fire Lance (melee): Speed 5, Accuracy 11, Damage 10L/7L
(14L/11L charged®), Parry DV 6, Rate 2
Fire Lance ( streamer)**: Speed 5, Accuracy 2, Damage 10L,
Range 190 {max. range), Rate 2
Fire Lance (fan)***: Speed 5, Accuracy 13, Damage 7L,
Range [00 {max. range), Rate 1
* Each charged arcack drains one more from the weapon's
20 mote intemnal battery.
#* Eacliatcack drains two motes from the weapon’s 20 maore
internal hattery.

*#% Eachattack drains five mores from the weapen’s 20

moreinternal batteryand can hituprathree separate

¥\ targers within three yards of each other
B Soak: 914135 (Gunzoshaarmor, +91/98, | lardness:

5158, -1 mobiliey penalty, fatigue value 1)

Health Levels: -0/~1/-1/-2/-2/-4/Incap

Dodge DV: 3 Willpower: 7
Essence: |
Other Notes: The armor allows the wearer ro regenet-
ate one level of hashing damage per action during combar
ar all hashing damage every minute auside of combar. All

gunzosha troops possess both aegis implant amulets and the
Longevity pox.

CRIMINALS
Although the Deliberative officially condemns eriminal
acriviry, its membersare well aware that some criminal activ-
ity is inevitable. [t's just human natare. So rather than oy
to climinate all crime, they typically let petry criminals go
about their business as long as their organizations remain
small and theirambirions simple. More than that, in fact,
Creation’s g
tun by Ce

it criminal organizations are invariably

| Exalted.

CriMinaL GANG MEMBER
The members of Creation's various criminal gangs

mostly consist of clever thieves, brutal thugs, deadly assas-
sins anud secretive fences who live in the cities of Creation
and do their besr o avoid official notiee.
Attributes: Strength 3, Dexterity 2, Stamina 3; Charisma 2,
Manipularion 2, Appearance 2; Perception 2, Intelligence 2,
Wis 2
Virtues: Compassion 2, Conviction 3, Temperance 2,
Valor 3
Abilities: Archery 2, Athletics 2, Awareness 2, Bureaucracy 2,
Dodge 2, Integrity 2, Linguistics 1, Larceny 2, Lore |, Martial
Arts 2, Medicine |, Melee 3, Occult 1, Presence |, Resistance
2, Socialize |, Stealth 2, War 3
Join Battle: 4

peed 3, Accuracy 5, Damage 3B, Parry DV 3, Rate 3
Kick: Speed 5, Accuracy 4, Damage 68, Parry DV 1, Rate 2
Clinch: Speed 6, Aceuracy 4, Damage 3B, Parry DV —,
Rate 1
Knife: Speed 5, Accuracy 8, Damage 6L, Parry DV 3, Rate 3,

£

A
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Chopping Sword: Speed 4, Accuracy 7, Damage 10L/4, Parry
V-2, Rate 2

Plasma Tongue Repearer: Speed 5, Accuracy 6, Damage 101,
Range 20 (max. range), Rate |

Soak: 4L/8B (Buif jacker, +4L/5B)

Health Levels: -0y-1/-1/-2)-2{-4/Incap

Dodge DV: 2 Willpower: 6

Essenc
Other Note;

Assassing wear chain shirts under ordinary clothi

: The traits cover ordinary burglars and thugs,

arud

often carry mechanized crosshows. Criminal gang me
are usually extras.

ENHANCED CRIMINALS

As with any other endeavors, mutations and the ahilicy
Lo manipulate Essence and attune various Essence-powered
arcifacts can be a grear boon to criminals, which is why such
things are much in demand among the criminal underworld.
Training in Terrestrial marrial arts is very rare, and almast
no criminals can gain training in Terrestrial Circle Sarcery,
because the Deliberative understands the vast destructive
potential of unlicensed sorcery. (lts agents brutally punish
offenders with slow, agonizing death, } Instead, most criminals
who can manipulate Essence use it toartune various arrifacts.
Because of their relative rarity, the Deliberate keeps careful
rrack of artifacrs wich ratings of four or more dors. Also,
wearing or wielding a highly visible artifacr such as a suir of
ashigaru armor or a fire lance swiftly calls the arrention of
Deliberative peacekeepers. Everything from jade chain shirts

or silksteel armaot, 1o switchklaves or wall eaters are exceed-
ingly popular among those who can use them, though, as
are artifacts such as gloves of marrial readiness and gauntlers
of distant touch. Similarly, a single set of wound mending
needles can allow an Essence-using eriminal to rapidly and
discreetly heal fellow criminals injured by peacekeepers.
Maost Essence-using criminals do nar have enlighrened
Essence. Instead, they resort to drugs or artifacts that allow
them to temporarily channel Essence. One of the most com-
mon options is a comhination of a skin mount amuler (see
Books of Sorcery, Vol. 1—Wonders of the Lost Age, p. 77)
and two- or three-dot Essence capacitors (see p. 90), which
combine to give the criminal a small bur useful Essence pool.
Best of all, by ditching the Essence capacitor, a criminal can
seem ta be a perfectly ordinary morral ro anyone using any
form of Essence sight or some similar Essence-derecring abiliry.
The rrue elive of the criminal inderworld are the few assassing
and enforcers with enlightened Essence who are trained in
the dreaded Fivefold Shadow Hand Style of marrial ares.

ENHANCED CRIMINAL

Thewealchiestand mostsuccesstul mortal cniminalseither
enlighten their Essence or use artifactsor drugs toallow them to
use Essence-powered artifacts. These criminals are the elite of
the underwarld, using artifacts that allow them to defear mast
mortal opponents and most forms of mundane security.
Attributes: Strength 3, Dexterity 3, Stamina 3; Charisma 2,
Manipulation 2, Appearance 2; Perception 3, Intelligence 2,
Wits 2
Virtues: Compassion 2, Conviction 3, Temperance 2,
Valor 3




REGULAR MORTALS

Abilitiess Archery 3, Athletics 2, Awareness 2, Bureaucracy 2,

Craft (Fire) 2, Dodge 2, Incegricy 1, Linguistics 1, Larceny 3,

Lore 2, Martial Ares 2, Medicine 1, Melee 3, Oceult 2, Pres-

ence |, Resistance 2, Socialize |, Stealth 3, War 3

Join Battle: 4

Attacks:

Punch: Speed 5, Accuracy 6, Damage 3B or 3L, Parry DV 3,

Rate 3

Kick: Speed 5, Accuracy 3, Damage 6B or 6L, Parry DV 1,

Rate 2

Clinch: Speed 6, Accuracy 3, Damage 38, Parry DV —,

Rate |

Knife: Speed 3, Accuracy 9, Damage 6L, Parry DV 3, Rate 3

Power Mace (melee)*: Speed 5, Accuracy 8, Damage 13L/4

{piercing) or 18R/4 (piercing), Parry 1V 3, Rate 2

Power Mace (ranged}**: Speed 3, Accuracy 8, Damage 101

or 15D, Range 60 or 100, Rate 2

* (Costs two motes to activate for a scene.

#* Each shot costs two motes.

Plasma Temgue Repearer: Speed 5, Accuracy 8, Damage

10L, Range 20 {max. range), Rare 1

Seak: 6L/12B (Reinforced buff jacker with concealed

plates, +6L/9B, fatigue value 2)

Health Levels: -0/-1/-1/-2/-2{-4/lncap

Dodge DV: 2 Willpower: 6

Essence: |

Essence Pool: 12 (two skin mount amulets, cach fitted with
“a three-dot Essence capacitor)

Committed Essence: 8

Other Notes: This criminal also possesses the Claws and

Night Wision poxes, both gained from illegal enhance-

ment facilities. Also, the equipment listed here is typical of

criminal badyeuards and enforcers, Enhanced assassins wear

silksteel armor and carry either ploves of marrial readiness

ar switchklaves, Enhanced burglars rypically wear either a

pair of gauntlews of distant claws or a pair of gauntlets of

distant rouch, an unlmur}' }!LliT];lchL and use either a belt

of aerial mobility or o wall cater, Enhanced criminals who

can afford only one skin mount amulet and a single three-

dot Essence capacitor carry switchklaves and wear mundane

reinforced hutf jackers,

Some enhanced criminals have enlightened Essence and Es-

sence 2, foran Essence poolof 20, Such characters mustspend

a Willpower point o access motes beyond the first 6.

Law ENFORCERS

On the other side of the crime coin are the forces of
law enforcement, Criminals cannat be allowed free rein
iny the lands governed by the Deliberative, so its various
principalities organize forces of mortal police charged with
keeping the peace.
MORTAL PEACEKEEPERS

While Dragon-Blooded and enlighrened mortals make up
theelirebranches of law enforcement, moststreet-level peace-

keeping isperformed by
ordinary mortals who
do evervthing from
investigate crimes to
break up bar fights. They wear distinetive buff jackets thar
are discreetly reinforced.

Attributes: Strength 3, Dexterity 2, Stamina 3; Charisma 2,
Marnipulation Z, Appesrance I; Perception 3, Intelligenee 2,
Wits 2

Virtues: Compassion 2, Conviction 3, Temperance 1,
Valor 2

Abilities: Archery 2, Athletics 2, Awareness 2, Bureaucracy 2,
Craft (Wood) 1, Dodge 2, Integrity 1, Investigarion 2, Lin-
guistics |, Larceny 1, Lore 2, Martial Ares 2, Medicine 2,
Melee 3, Oceult 1, Presence 2, Resistance 2, Socialize 2,
Srealth 2, War 3

Join Battle: 4

Attacks:
Punch: Speed 5, Aceuracy 3, Damage 3B, Parry DV 3, Rate 3
Kick: Speed 3, Aceuracy 4, Damage 6B, Parry DV 1, Rare 2
Clinch: Speed 6, Accuracy 4, Damage 3B, Panry DV —,
Rate 1

Cudgel: Speed 5, Accuracy 7, Damage LIB, Parry DV 2,
Rirte 3




Knife: Speed 5, Accuracy 8, Damage 6L, Parry DV 3, Rate 3
Plasma Tongee Repeater: Speed 5, Accuracy 6, Damage 101,
Range 20 {max. range), Rate 1

Soak: 6L{12B {Reinforced bufl jacket, +6L{9B, fatizue
value 2)

Health Levels: -0/-1/-1/-2/-2{-4/Incap

Dodge DV: 2  Willpower: 6

Essence: |

Other Notes: Private security guards typically wear ordi-
nary bufl jackets and are armed with straight swords. Some
pencekeepers and privace security guards carry mechanized
crosshows instend of plasma tongue repeaters, Mortal peace-
keepers are often exeras.

SENTINEL
Talented members of local law
?‘ﬂiUTfi‘m(’nT are somenmes

affered promotion into
their department's elite
Sentinel [efense Force
(SDF), a unit trained
and outfirted o deal
with threars beyond the

capac af common

puacekeepers.

Attributes: Strength 3, Dexterity 3, Stamina4; Charisma2,
Manipularion 2, Appearance 2; Perception 3, Intelligence 2,
Wits 3
Virtues: Compassion 2, Conviction 3, Temperance 2
Valor 2
Abilities: Archery 3, Athletics 3, Awareness 3 (+2 from
armnor), Bureaticrac raft {(Wood) 2, Dodge 3, Integricy 3,
Investigarion 2, Lingui; , Lore 2, Martial Arts 3, Medi-
cine 2, Melee 4, Oceule 2, Presence 2, Resistance 3 {+2 from
armor), Ride 2, Socialize 2, Stealth 3, Survival 3, Thrown 2,

War 4

Join Battle: §

Artacks:

Punch: Speed 3, Accuracy 7, Damage 3B, Parry DV 4, Rate 3
Kick: Speed 5, Accuracy 6, Damage 6B, Parry DV 2, Rate 2
Clinch: Speed 6, Accuracy 6, Damage 3B, Parry DV —,
Rate |

Shoek Pike (melee): Speed 5, Accuracy 8, Damage 8L, Parry
DV 4, Race 2

Shock Pike (ranged)*: Speed 5, Accuracy 9, Damage (0L,
Range 30 (max. range), Rate 2

* Each ranged attack drains two motes from the weapon's
20 mote internal battery.

Soak: 7L/10B (Sentinel defense force armor, + 7L{6B, Hard-
ness: 41{4B, fatigue value 1)

Health Levels: -0f-1/-1/-2/-2/-4{Incap

Dodge DV: 3 Willpower: 6 (5)

Essence: |

Other Notes: These weapons are the most common far
ordinary SOF duties. In case of widespread civil unrest, units
of sentinels will often be issued Essence rwisters or panic
projectors to disperse crowids, and heavier weapons such as
fuel bolt launchers er small Essence cannon.

MORE THAN HUMAN

Although ordinary mortals make up more than 98
percent of all humans, there are also others with powers
and ahiliries considerably beyond those of ardinary
morcals. Some mortals can use Essence, while others

are changed by powerful magics or have ancestors who
endured such changes centuries or millennia ago

ENLIGHTENED HUMANS

Occupyingan intermediary position in both authority
and supermatural power between mortals and the Exalted,
enlightened humans are those rare few who have either
enlightened theirown Essence through vears of hard work,
or who (more commanly) have been hlessed by gods or
Exalrs with this porent pift.

MoRrTAL MARTIAL ARTIST

Morral soldicrs who demonstrate exceptional marrial
skill and a high level of spiritual purity are somertimes
given special training to enlighten their Essence and are
then rrained in Terrestrial martial ares. These are the true
elite of the mortal troops, who regularly fight alongside
younger Diragon-Blooded soldiers
Atrributess Strengeh 4, Dexrerity 4, Stamina 4; Charisma 3,
Manipulation 2, Appearance Z; Perceprion 3, Intelligence 2,
Wirs 3
Virtues: Compassion I,
Walor 3
Abilities: Archery3, Achlerics 3, Awareness 3, Bureaucracy 2,
Diodge 3, Integrity 3, Investigarion 2, Larceny 2, Linguisrics 2,
Lore 3, Martial Arts 4, Medicine 2, Melee 3, Occulr 2,

Conviction' 3, Temperance 3,
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Presence 2, Resistance 3,

Hitde 3 Ghemli 5.

Stealth 3, Survival 3,
[hrown 4, War 4
Charms: The first
five Charms of amy

Terrestrial mar-
tial arts style, The
most common are
Crimson Pentacle
Blade Style, Five-
Dragon Style,
Golden Exhala-
rion Style and
Golden Janis-
sary Style. A
very few of
these martial
artists are in-
stead seererly
trained in the of-
ficially forbidden
Fivefold Shadow
Hund Style.
Join Battle: 6
Attacks:
Speed 3,
Accuracy 9, Dam-
age 4B, Parry DV 5,
Rate 3
Kick: Speed 5, Accuracy 8, Damage
7B, Parry DV 3, Rate 2
Clinch: Speed 6, Accuracy 8, Damage 4B,
Parry DV — Rate 1
Knife: Speed 5, Accuracy 10, Damage 7L, Parry DV 4, Race 3
Soak: 5L{7B (Silken armar, +51/3B)
Health Levels: 0f-1/-1/-2{-2/-4{Incap
Dodge DV: 4 Willpower: 6
Essence: 2

Punich

Essence Pool: 20 {must spend a Willpower to access motes
beyond the firse 6)

Other Notes: All mortal martial artists are offered che Lon-
gevity pox, and each has a specific form weapon that she s
cained in, In addition, mortals wha follow seyles that allow
armor typically wear either jade reinforced breascplaces or
yoror rapid response armor.

MorTAL THAUMATURGE

Mortal thaumaturges and sorcerers are the elite of the
IHU]'LAI \A.llUL'l]"":IHJ lL‘Lh]HLHl]L\ “'U[l( i]lg {UT LllC [)L‘“l:‘.‘n\[ we.
They represent some of the brightest and most dedicared
mortils inall of Creation.
Attributes: Strength 2, Dexterity 3, Stamina 3; Chanisma 3,
Manipulation 2, Appearance 2; Perception 3, Intelligence 4,
Wits 3

Virtes: Compassion 2, Convicrion 3, Temperance 3,
Valor 2
Ahi

ties: Athlerics 1, Awareness 2, Burcaucracy 3, Crafr
(Genesis or Magitech) 3, Dodge 1, Incegriey 2, Investigation 3
{Research +2), Larceny 1, Linguistics 3, Lore 4, Marrial Arts 1,
Medicine 3, Melee 1, Oceule 4 {Arr of Alchemy +3, Arr of
Enchantment +3, Ant of Geomaney +3), Performance 2,
Presence 2, Resistance 2, Socialize 3, Stealth 1, Survival 1
Join Bartle: 5

Attacks:

Punch: Speed 5, Accuracy 3, Damage 2B, Parry DV 3, Race 3
Kicle: Speed 5, Accuracy 4, Damuge 5B, Parry DV 1, Rare 2
Clinch: Speed 6, Accuracy 4, Damage 2B, Parry DV
Rate 1

Knife: Speed 5, Accuracy 7, Damage 5L, Parry DV 2, Rate 3
Soak: 4L/8B (Buff jacker, +41/5B)

Health Levels: -0/-1/-1/-2/-2{-4flncap

Dodge DV 3 Willpower: 6

Essence: 3

Essence Pool: 30 (must spend one Willpower ro necess motes
beyond the first 107
Other Notes: All mortal martial thawmaturees are offered
the Longevity pox.

THE BLESSED MORTALS

In the firs
the Primordi

cenruries afrer the end of the war againse
5, the Celestial Exaleed celebrared their

victory as the victory of all humanity. In response to this
iden, n mrio of Copper Spiders soughr our several thousand

humen volunreers and mansformed them into three of the

Deliberarive’s most impressive achievemenrs—rhe people




CHAPTER FOUR: THE MORTALS

of the air, the people of the sea and the people of the earth.
The first are humans wich gorgeous wings who fly as well as
the swiftest of hirds. The second are aguaric humans with
gills and the ability o live indefinitely under warer. The
third had large white-less eves, blue skin and claws suitable
for digging and are ideally suited 1o live in rhe networks of
caverns underneath Crearion.

B o

BLESSED MORTALS AND EXALTATION

As befits their name, blessed mortals can also
all be blessed with Exaltation: They have exactly the
same chance as any other martal to become one of the
Celestial Exalred. Also, because so many of these be-
ings work in the Deliherarive, many have had frequent
cantact with the Dragon-Blooded over the centuries.
Therefore; the blood of the Terrestrial Exalted runs
through the veins of many of them. As ;I_l‘eﬁuil;. as any
asonein 1,000 of the blessed races draws a second breath
as ome of the Terrestrial Exalted, Over the millennia,
even the diminutive minikins have had vwo Celestial
Exalred among their number, as well as many dozens
of Diragon-Bloaded.

As with any mortal ot beastman who possesses
beneficial mutations, when such beings become Exalted,
they lose all mutations such as Longevity, Short Life

~and Enlightened Essence and need not pay bonus points
for them, The remaining mutations function normally
and must be paid for with the character's bonus points,
See The Book of Celestial Directions, Vol. [I—The
Wyld, pages 1538160 for further information.

e

Known as blessed mortals, these heings were creared
both as a way ro expand the Deliberative into dhe air, under
the waves and benearh the earth while also celebrating the
wondrous power of the Celesrial Exalred and the benefirs
they deliver ro their mortal subjects. As a result, all blessed
mortals were granted lif

spans approximarely twice as long
as those of ordinary mortals. In the millennia that followed
the founding of the Deliberative, other Celestial bicengineers
created addirional varieties of blessed mortals, including the
herd guardians and later the minikins, to aid the Exalted in
different tasks or in different areas of Creation. As creations
af the Lawgivers, blessed mortals have a special relationship
with the Deliberarive. Blessed martals are often given special
treatment for placement in positions within the Deliberative
government and are usually granted preferential starus for
obtaining licenses for Essence enlightenment, thaumarurgi-
cal training, medical training or training in working wirh
Essence-based technelogies. Although thereare only around
20 million hlessed morrals in all of Creation, they ares
._}:““[EV represented in positions of power and authority.

nifi-

Tre Herp GUARDIAN

Initially creared to serve as caretakers and companions
for Ahlac's Glorious Cattle, the herd guardians’ suce
theseduties soon persuaded some Exalrstoseek their servic
asgame wardens for the vast savannas of the Southeast, car-
ingfar the animals on the numerous large hunting preserves
located there. Today, herd guardians are found throughout
the South, but remain most common in the Southeast.

Herd guardians are a dark-skinned people with the
golden, white-less eyes and retractile claws of Hons. Their
inhuman feet and lower legs are like a hairless blending
of human and hunting car, and their feet are similarly
clawed. Other than cheir leps, eves and claws, they appear
fully human. However, they can endure the exceptional
heat of the Far South without discomfort and can run all
day without tiring, regularly traveling as fast s [5 miles in
one hour or 200 miles in an average day's travel. Although
they can forgo sleep for as long as desired, dreaming forms
an important part of their spiritual life, so they normally
sleep several hours a night for the sake of enjoyment. They
are hunting carmivores who dine on the flesh of animals
they cull from the herds they protect. They require large
amounts of meat to survive.

Herd guardians are a proud, nomadic people who
take their duries seriously and worship the Unconquered
Sun at a series of ancient shrines located throughout the
Southeastern savanna. Most follow the herds they protect
and care for, never remaining in one location for more
than a week. They regularly move cheir camps every two
ar three days. To assist them in their travels, each herd
guardian tribe ownsasingle vehiele identical to a traveling
pagoda (see The Books of Sorcery, Vol, —Wonders of
the Lost Age, . 45-46) in size, speed and power source,
but considerably These vehicles are four-dot
arti , known as traveling camps. They provide the
tribes with mobile workshops, libraries, fresh water, medi-
cal facilities and places where the very voung, the old and
the injured ean rest, These vehicles and their other oc-
casional picees of Essence-technology are controlled by
tribal thaumaturpes who all possess enlighrened Essence,
or by one of the oceasional Dragon-Blooded or God-
Blooded herd guardians. Other than the small am
of personal goods each tribe member is permitred o keep
on hoard their traveling camp, they carry everything the
need on their backs.

In addition to protecting and keeping rrack of the vast
preservesof the Southeast, herd guardiansare also well repre-
sented among the employees of the Deliberarive governmenr
of the South. Many serve as emergency service personmel
and peacekeepers, andlike all blessed morrals, their petitions
for Essence enlightening are commonly granted. Therefore,
they also work as physicians, as special forces rroops and in
similarhigh-profile positions. Several thousand are employed
in the hunting city of Tamar-Kas.

lavish

ounes
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Artributes: Strength 3, Dexterity 3, Stamina 3; Charisma 2,
Manipulation 2, Appearance 3; Perception 3, Intelligence 2,
Wirs 3
Virtues: Compassion 2, Conviction 3, Temperance 2,
Valor 4

Abilities: Archery 3, Athletics 3, Awareness 3 (Smell +2),
Bureaueracy 1, Craft (Waod) 2, Dodge 3, Integrity 2, Inves-
tigation 1, Linguisrics 3, Lore 2, Martial Arts 3, Medicine 2,
Melee 3, Oceult 2, Performance 1, Presence 1, Resistance 3,
Ride 1. Socialize 2, Stealth 3, Survival 3, Thrown 3, War 3
Join Battle: 6 (8)

Artacks:

Punch; Speed 5, Accuracy 7, Damage 3B or 3L, Parry DV 4,
Rawe 3

Kick: Speed 5, Accuracy 6, Damage 6B or 6L, Parry DV 2,
Rare 2

Clinch: Speed 6, Accuracy 6, Damage 3B, Parry DV —
Rare [

Spear: Speed 3, Accuracy 9, Damage 8L/11L, Parry DV 4,
Rare 2

Javelin: Speed 4, Accuracy 8, Damage 8L, Range 40, Rate 2
Plasma Tongue Repeater: Speed 3, Accuracy 8, Damage 101,
Range 20 (max. range), Rare 1

Soak: 5L{6B {Hide breastplate, +5L/3B)

Health Levels: -0/-1/-1/-2/.2/-4{Incap

Dodge DV: 3 Willpower: 7

Essence: 1

Other Notes: Herd Guardians possess the Claws, Elemental
Adapration (Fire), Enbunced Smell, Fangs, Longevity and
Nighr Vision paxes, aswell asthe Gazelle's Pace and Inexhast-
ihle afflictions and the et (Pure Carnivore) debility.

MiNIKiN

Perhaps the strangest of the blessed mortals are the
minikins. Many forms of Essence-based rechnologies are
camplex, delicate and difficult to repair. Although only the
most powerful and fragile creations of the First Age require
regular maintenance, some undergo periodic upgrades, and
all require servicing if they are damaged. Approximately
2,000 years ago, Owl-Over-Water, -holar and
sarcerer of the No Moon Caste, decided to create a race
of miniature humans specially designed o repair advanced
devices. Using rhe already short Djala people as her base,
she created a blessed race specifically designed to work on
and inside complex devices, Bach minikin appears ro be one
of the Djala people who is less than two and a half feer tall,
and who possesses exceprionally flexible joints and an innare
ability to work Essence.

In succeeding millennia, minikins proved themselves
50 useful that they soon became much in demand for other
tasks, including mining fragile marerials, performing delicare
surgery and spying. Although they are considerably less
numerous than the ather races of blessed mortals, there are
more than 100,000 minikins working throughout Creation.
Mast know at least some thaumarurgy, many are skilled
technicians, and some are highly accomplished sorcerers or
martial artiscs.

Minikins are unigue among the blessed mortals in that
they have no actual homeland. Instead of flying cities, un-
dersen domes, deep caverns or the vast Southern savanma,

.




most minikins live in cities or research installations, Many
such pl: coneain special districrs where the buildings,
streets and other conveniences are built ar 40 percent hu-
man scale, pl where ordinary morrals appear as giants
wandering amidst the diminutive masses. Because need for
theirservices is somewhat limiced, however, even the largest
cities or factory-cathedral towns rarely contain communities
of more than 2,508 minikins.

Attributest Strengrh 1, Dexterity 4, Stamina 2; Charisma 3,
Mampulanon 2, Appearance 2; Perception 3, Intelligence 4,
Wits 3

Virtues: Compassion
Valor 2
Ahbilitiess Athletics 1, Awareness 2, Burcaucracy 3, Craft
sisorMagitech) 3, Dodge 1, Integrity 2, lnvestigarion 3
ch+2), Larceny |, Linguistics 3, Lore 4, Martial Arts 1,
Medicine 3, Melee 1, Occult 4 (At of Alchemy +3,
Enchantment +3, Arr of Geomancy +3), Performance 2,
Presence 2, Reslstance 2, Socialize 3, Stealth 1, Survival |
Join Battles 5

Attacks:

Punch: Speed 5, Accuracy 6, Damage 1B, Parry DV 3, Rate
Kick: Speed 3, Accuracy 5, Damage 4B, Parry DV 1, Rate 2
Clinch: Speed 6, Accuracy 5, Damage 1B, Parry DV —, Rate 1
Knife: Speed 6, Accuracy 7, Damage 4L, Parry DV 2, Rare 3
Soak: OL/2B

Health Levels: -0/-1/-2{-4/Incap

Dodge DV: 4 Willpower: 6

Essence: 3

Essence Pool: 30 {must spend one Willpower loaccess motes
beyond the firse 10)

Other Notes: Minikins possess the Longevity and Skin
(lolor poxes, the Tiny affliction and the Enlightened Es-

2, Conviction 3, Temperance 3,

Art ol

sence blight. Most are thaumaturge-technicians, though
minikin spies are regularly employed by the Deliberative’s
peacekeepers and among the retinues of various justly or
unjustly paranoid Exalts. A few are trained in martial arts,
usually the Night Breeze style, or vccasionally either the 11
Lily Style or the Golden Exhalation Style.

PERSON OF THE AR

Created ro rame the frontiers of the North, the people
of the air look like beautiful humans with enarmous white-
[eathered wings prowing from their shoulders. Todemonstrate
their power and the glory of the Deliberative, the air folk’s
Copper Spider creators endowed them with the wings and
eyes of birds of prey and unusually long lives. The air folk
have since expanided to all corners of Creation, though theie
capital is still the magnificent city of Sezakan, located in the
mouatatns of the Northwest.
Attributes: Strength 2, Dexterity 3, Stamina 3; Charistoa 3,
\.Iampnlauon 2, Appearance 5; Perception 3, Intelligence 2,
Wits 2
Virtues: Compassion 2, Conviction 3, Temperance 2,
Valor 3
Abilities: Archery 3, Athletics 2, Awareness 2, Bureavcracy 2,
Craft (Air) |, Dodge 3, Integrity 2, Linguistics 1, Love 1
Martial Arts 2, Medicine 1, Melee 2, Occulr 1, Presence 1,
Resistance 2, Socialize 1, Stealth 2, Survival |
Join Bartle: 4 (6 il sight is used ro detect the threat)
Aurracks:
Punch: Speed 5, Accuracy 6, Damage 2B, Parry DV 3, Rare 3
Kick: Speed 5, Aceuracy 5, Damage 5B, Parry DV 1, Rate 2
Clinch: Speeil 6, Accuracy 3, Damage 2B, Parry DV —
Rare |
Knife: §

eed 3, Accuracy 8, Damage 5L, Parry DV 3, Rate 3

Scak: OL/3B

Health Levels: -0f-1/-1/-2/-2/-4{Incap
Dodge DV: 3
Essence: |

Willpower: 6

) %




_Attributes: Strength 2, Dexterit

THE Bressep MoRrTALS

Orher Notes: Peaple of the Air possess the Enhanced Sight
and Longevity poxes and the Wings abomination.

PERSON OF THE EARTH

Mountain Folk conerol the regions under the Blessed
Isle, and their Darkbrood enemies control the regions im-
mediatelyaround thar. The tunnelsand cavernsundementh
thefurther portons of the Threshold e somewhar emptier,
though, and are filled with all manner of mysreries (as well
asmuchburied wealth and exotic dangers). To explore these
strange subterranean lands and mine the large amounts
of adamant, magical crystals and other marerials found
there, the Exalted created a people perfectly suired for life
underground. Their skin is bright azure and as smooth and
hairless as the hide of a dolphin. Their only hair is on the
taps of their heads, They have shore claws on their hands
and feet that allow them to defend themselves and ro climh
and dig with consummate ability. They also possess Lirge
featureless black eyes that can see normally even in the
total absence of light,

In the late First Age, most people of the carth live and
work in the vast caverns undernearh the North and South,
inhabiting exotic subrerranean cities illummared only by
the dim blue light of various eternally glowing cryseals, They
hive regular commerce with nearby mortal cities, and several
thousand live in both Chiaroscuro and Three Force Mesa.
Most, however, keep to themselves, Some people of the earth
haveformed close friendships with the Mountain Folk, and
there are small communities of Mountain Folk in some of
their cities, as well as more than 10,000 people of the carth
living in the Mountain Folk metropolis of Urvar,
¢ 2, Stamina 3; Charisma 2,
Manipulation 2, Appearance 2; Perception 3, Intelligence 2,
Wits 2
Virtues: Compassion 2,
Valor 1
Abilities: Athletics |, Awareness 2, Craft (Earth) 3, Dodge 1
(Cave Ins + 3}, Integriry 2, Investigation 2, Linguistics 1,
Lore 1 {Subterranean +2 ), Marcial Arts 1, Melee 1, Oceult 1,
snee 1, Resistance 2, Socialize 1, Stealth 3, Survival 3
Join Battle: 4 (& if sight is used o derect the theeat)
Attacks:

Punch: Speed 3, Accuracy 4, Damage 2B or 2L, Parey DV 2,
Rare 3

Kic
Rate
Clinch: Speed 6, Accuracy 3, Damage 2B, Parry DV —,
Rare 1

Conviction 1, Temperance 2,

Pre

wed 3, Accuracy 3, Damage 5B or 5L, Parry DV 0,

Hammer: Speed 5, Accuracy 6, Damage 115/3, Parry DV 2,
Rae 3
Knif racy 6, Damage 5L, Parry DV 2, Rate 3

Soak: SLIOF (Buft jacker, +4L/58; “Fur,” +1L/1B)
Health Levels: -0/-1/-1/.2,
Dodge DV: 1 Willpowe:

Essence: 1

Other Notes: People of the carth possess the Claws, En-
hanced Sight, "Fur,” Longevicy and Night Vision (x2 ) poxes,
as well as the Wall Walking blight, Possessing the Night
Viston pox rwice allows people of the garth to see in total
darkness as well as ordinary mortals can in full daylight.
Although they are protected as if they had the Fur po
people of the earth have exceedingly rough, azure skin
rather than actual fur.

PERSON OF THE SEA

People of the sea look like nothing more than atrrac-
tive Westerners, with the blue or green hair and pale,
blue-tinged skin sometimes found in the West. Their
most ohvicus differences ure the large but elegant gill
slits on their neck that exvend » palm's breadrh down
their hack, On land, thee slirs close and resemble unusu-
ally symmerrical scars. The only other murks of their
true nature are their unusually long lives and the rough
webbing berween the first joint of their fingers and the
entirety of their slightly over-long roes. The sea folk
were engineered by their Twilight creators to extend
the dominion of the Deliberative beneath the waves of
Creation's seas. They have performed most admirably,
having spread from cheir Western point of origin o
inhahit submerged ci

ies beneath many of rhe world’s
large hodies of water.
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CrapTEr Four: THe MoRrTAL

Artributes: Strength 2, Dexrerity 3, Stamina 3; Charisma 3,
Manipularion 2, Appearance %; Perceprion 3, Intelligence 2,
Wits 2

Virtues: Compassion 2, Conviction 3, Temperance 2,
Valar 3
Abilities: Archery 3, Arhlerics 2, Awareness 2, Bureaucracy 2,

Craft (Wood} 1, Dodge 3, Integrity 2, Linguistics 1, Lore 1,
Marrial Arts 2, Medicine 1, Melee 2, Oceult 1, Presence 1,
Resistance 2, Socialize 1, Stealth 2, Survival 1

Join Battle: 4

Attacks:

Punch: Speed 5, Accuracy 6, Damage 2B, Parry DV 3, Rare 3
Kicle: Speed 5, Aceuracy 3, Damage 3B, Parry DV [, Rate 2
Clinch: Speed 6, Accuracy 5, Damage 2B, Parry DV —,
Rare 1

Knife: Speed 5, Accuracy & Damage 5L, Parry DV 3, Rate 3
Soak: 0L3B

Health Levels: -0f-1/-1/-2{-2/-4{Incap

Dodge DV: 3
Essence: 1
Other Notes: People of the sea possess
the Elemental Adaptation
(Water) and Longevity
poxes and rhe Gills
affliccion.

Willpower: &

THE SLAVE RACES
Blessed humans are not the
only ones who have been altered by
the magical might of the Celestial
Exalted. Another varlety of altered
human secretly labors in the most distant portions of Cre-
ation. The Celestial Exalted rarely talk abour these beings,
and Deliberative law prohibits the | AM network from
broadcasting information abour them. When they discuss

. o

SLAVES RACES AND EXALTATION

During the High First Age, the rulers of the De-
liberative forbade Lytek, the god of Exaltation from
Exalting any of the slave races. Also, Pragon-Blooded
were forbidden from having relations with slave races.
Asaresult, during the High First Age, slave races almost
never became Exalted. Naturally, these rulés hroke
down during the Shogunate and decayed completely
shortly after the beginning of the Second Age. In the
Second Ape, members of formerslave races can hecome
all warieties of Exalred.

. o

thematall, Celestial Exalred refer ro them with
terms such as “altered producers” or “modified
strategic resource extractors,” bue the Terreserial
Exaltedand enlightened mortals within the
Deliberative refer to them by a more honest
term: “slave races.”
Tree Folk
The oldest slave race is the tree folk of
the Far East. Originally conceived asa
new form of blessed moreal designed to
inhabit the farthest reaches of the East,
several local administrators consulted
with the savant in charge of this project,
and convinced her thar these bemgs
could form the basis of a bold social
experiment. To accomplish this, the
mree folk were complerely isolated
from the rest of Creation, interacting
anly with auromared flying shuctles
carryingsupplies in anil various rare and
potent plant products out—and with the
Celeseinl Exalred when they stopped by to
check out the experiment’s progress once a
decade. Since one of the praject’s directorns was
incerested in the evolution of their societies, these
beings werespecifically denied both advanced medicine
and the Longevity pox given to blessed mortals, because
having normal mortal life spans allowed social changes to
accur with considerably greater speed.
Ateributes: Srrengrh 2, Dexrerity 3, Stamina 3; Charisma 2,
Manipulation 2, Appearance 2; Perception 3, Intelligence 2,
Wies 2
Virtues: Compassion 2, Conviction |, Temperance Z,
Valor 1
ies: Arthletics 3, Awareness 2, Craft { Wood) 3, Dodge 2,
Integrity 1, Investigation 2, Linguistics 1, Lore 1 (Plants +2),
Marrial Arts 2, Melee I, Presence |, Resistance 2, Socialize 1,
Srealch 3, Survival 3
Join Battle: 4




THE BLessep MorTAL # Non-HuMans

Attacks:
ﬁ Punch: Speed 3, Accuracy 6, Damage 2B,
A Parry DV 3, Rate 3
Kick: Speed 5, Accuracy 5, Damage
. 5B, Parry V1,
i/ / Rate 2
Clinch: Specd
6, Accuracy 3,

Parry DY —

Accuracy T,
Damage 5L, Parry
DV 2, Rate 3
Soak: OL/3B
Health Levels:
Q11204
) Incap
Dodge DV: 2
Y Willpower: &
BJ Essence: 1
1 Other Notes: Tree folk
Uxi) possess the Elemental
Adaptation (Woed) pox
and a unique affliction that
}‘? makes themcompletely am-
¢ bidextrous and pives them
prehensile toes. Therefore,
\ \“-. they never suffer an offhand
penalty and can even hold
weapons and manipulace
([ i tools with their feet as
l‘

wellas they can with

I\‘Eﬁ their hands.
ALTERED MORTALS

In addition to those whose anceseors were alrered long
ago, some humanseither purchase orpetition for the righr o
gain various mutations, Any mortal who has three or more
dots in Resources and no outstanding warranes for eriminal
acts can purchase any of the poxes found in the Exalted
core hook, The Compass of Celestial Directions, Vol.
I1—The Wyld, pages 144-146 or The Manual of Exalted
Power—The Lunars, pages 207, Almaose 10 percent of all
mortals possess the Longevity pox and more than six perci
passess some other pox, usually cosmetic aleerations, such
as Fur, Fearhers, SkinfHair Calor, Enhanced Senses or one
of the Elemental Adaptation poxes. As long as they avoid
looking like predarory monsters sporting claws, fangs smd
reptilian scales, most mortals view individuals with visible

e

paxes as either wealthy eccentrics or trendy and glamarous
people worthy of both envy and emulation,

Characrers with Resources of three dots or higher can
obtamn up to (Stamina + Essence) poxes but eamnor stack

poxes. Stacking poxes or gaining afflictions, blights orabomi-
nations requires special approval from the Deliberative and
is usually granted anly as a reward for exceptional service
or to help prepare a characrer for an unusual or challenging
career. Because all mutations are gained in specially designed
ks, mortals suffer no mental or physical ill ef-
s when gaining them.

BEASTMEN

Beastmen are relatively uncommen during the First
Age. Despite their millennia-long life spans, only a few Lu-
uar Exalted breed large retinues of beastmen to act as their
stants, guards and rerainers. Some Solar and Sidereal
Exalted, especially those who take Lunar lovers, also have
small retinues of heastmen. If their crearars die, beastmen
often find employment with other Exalts, especially among
other Lunar Exalted with similar torems.

While murations and blessed mortals are unremarkable
and well accepted sspects of mortal society, most mortals find
beastmen to be somewhat uncanny and threatening, As a

astmen are rarely found in moreal cities or RPCs
urtless they are on Deliberative business or a mission from
an Exalred patron.

Luniars often enlighten the Essences of heastmen who
are either their ar who are the most accomplished
of their number. They then teach these beastmen Terrestrial
martial arts (or occasionally sorcery) and have them serve
as their honor guards.

Gobp-BLoobs AND
ExaLTED HALF-CASTES

Gods, elementals and the Exalted all occasionally
breed with mortals, producing children who take after
Both parents. These children occupy a strange intermedi-
ate position in socicty, Some are content to remain the
pampered children of powerful parenes. Because most live
no moere than two or three centuries, children of gods or
the Celestial Exalted can ofren simply become hobbies
tor their parents. The children of beings with significantly
lower status, however, such as elementals or the Dragon-
Blooded, rarcly have the opportunity to spend their lives
being pampered pets. Instead, most of these children, as
well as the more ambitious children of various Celestial
beings, either join the Deliberative government and serve
in some intermediate capacity, or they become indepen-
dent merchants, scholars or artists. Some even become
entertainers of gamblers,

NON HumanNs

ation also contains s number of non-human mortal
races, hrtuhutlly the Dragon Kings, the Mountain Folk
and the Darkbroods. All are relics of the days before the
Deliberative, when the Primordials ruled Crearion. Both
the Dragon-Kings and the Jadeborn are close allies of the
Dieliberative, while the Darkhroods are either its enemies, ar_

varil




at best, serange and eldriteh beings whom the Deliberative
diserusts and with whom ir prefers to svoid dealing.

Dracon Kings

Diragon Kings are long-lived repriles with powers at-
runed to the five clements, Mose of their number were
urterly obliterated during the war with the Primordials, but
almost 25 million Dragon Kings still survive. Many live in
the city of Rathess {in the East), the city of Ssaaneth (in
the Southwestern), the city of Vesathar (in the North) and
in similar isolated locations throughous Creation. The De-
liberative gives Dragon King communiries a special status
as independent, seli-governing client states.

Dragon Kings regularly trade with the Deliberative,
and communities of as many as 20,000 Deagon Kings can be
found both in Creation’s lacgest cities and in Yu-Shan. Most
Diragon Kings keep to themselves, though, and are content
tor hask in their ancient glories.

RapTOK WARRIOR

The Raptok are the native Dragon Kings of the East,
savage and wise beings who worship the Unconguered S
with great zeal. The Raptok offer the hearts of caprured
enemies and criminals up to their patron ged on a regular
basis even in this enlightencd cra.
Attributes: Strempth 4, Dexretity 4, Stamina 4; Charisma 3,
Manipulation 3, Appearance 3; lerception 5, Incelligence 4.
Wigs 3
Virtues: Compassion 2, Conviction 3, Temperance 3,
Valor 4
Abilities: Archery 3, Athletics 3, Awareness 3 (Hearing +1,
Smell +2), Bureaucracy 2, Dodge 2, Investigation 3, Linguis-
rics 2, Lare 3, Occult 3, Martial Arts 3, Medicine 2, Melee 3,
Performance |, Pre ¢ 2, Resistance 2, Sacialize 2, Stealth 2,
Survival 3 (Track by Smell +2), Thrown 2, War 3
Paths: Dragon Kings possess many powerful abiliries. By
spending three motes of Essence, they can add their Essence
score to their Strength, Dexteriry, Stamina, Ferceprion or
soak score for a full scene. They can enhance only ene of
these traits at a time, They can also spend three motes 1o
activate a poweridentical vo the anima powers of Air
Fire- and Wood-aspected Dragon Bloods, bur they
only one such anima power at a time. These Dragon Kings
can automatically see all immarerial spirirs and can spend
rwo motes of Essence 1o be able to physically arrack an im-
material spirit, demon ot elemental for a scene.
Finally, the Dragon Kings possess the ability to control
earth, fire and wood. They can spend three maotes to make
an attack with any of these elements with a dice pool of
ty + Athletics + Fssence) or { Dexterity + Archery +
nd a base damage equal to twice their permanent
hey can also spend five motes to cause any of the
following eHecrs. Each effect persists for a scene:
o A flammable object within 20 yards may be made 1o ignite
as if touched by a torch,

farch-,
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» Fires up to the size of honfires can either be instantlysnuffed
out or caused to burn twice as hot and twice as fast.

» With a thoughr, the Dragon King can shape stone and
bath living and dead wood within a number of yards equal
to his Essence.

Join Battle: &

Attacks:

Bite: Speed 6, Accuracy 7, Damage 6L, Parry DV 7, Rate 1
Clasw: Speed 3, Accuracy ¥, Damage 4L, Parry DV 5, Rate 3
Crystal Warcleh; Speed 5, Accuracy 9, Damage 16L#4, Parry
DV 7, Rate 2

Bracer of Crystal Bols: Speed 4, Accuracy 9, Damage 8L
(piercing), Range 100, Rate 2

Soak: 10L/12D0 (Scaled skin, +3L{3B, and discreet Essence
armor, +3L{5B, Hardness: 2L/2B)

Health Levels: -0/-1j-1/-2{-2[-4/Incap

Dodge DV: 5 Willpower: 7

Essences: 4

Essence Pool: 30
Other Notes: None

THe MounTan FoLk

The position of the Mountain Folk in the late First
Age is remarkably similar to their status in the Second Age.
They control the regions underneath the Blessed Isle, while
hordesof Darkbroods largely control the landsunderneath the
Inland Sea around the Blessed Isle. The tunnels and caverns
undermieath the Threshold consist of a mixture of regions

Committed Essence: 15

-y,




Non-Humans

\11]1'.11‘i'u.‘\j ('J[]]_V b\‘ Hli]ldll:.\\ L‘h]nl‘c]\ I]IZ:].‘.I’H i]nl] ﬂlhf(irl'ﬂﬂ(“r\n
lands controlled by the strange intelligences who largely
avoid taking sides in the battles between the Jadeborm and
the Darkbroods. The Jadeborn ubey and pay tribute ta the
Deliberative, but the vast majority remaims underground.

ARTISAN

The Artisans are the undisputed masters of Jadeborn
saciety by dint of power and wisdom. Inhumanly beautiful,
like glorious living statues, and as shrewd one might expecrof
the creations of the Great Maker Aurochrbion, they have at-
tractid the ardor of even the Celestial Exalred in the past.
Attributes: Strength 4, Dexrerity 4, Stamina 5; Charisma 5,
Manipulation 5, Appearimee 6; Perception 6, Intelligence 7,
Wits 6
Virtues: Compassion 2, Cenviction 5, Temperance 2,
Valor 3
Abilitiess Archery 2, Athletics 1, Awareness 2, Bureaucracy 2
Cralt{Earth) 4, Dodge 2, Integrity 2, Investigation 2, Linguis-
2, Love 3, Martial Arts 1, Melee 2, Oceult 3, Presence 3,
salth 1, Survival 3, War 2
. the Artisan

nee 2, Sovialize 3
Charms: For live motes amd one Willpo
mulate the Solar All-Encompassing Sorcerer’s Sight
Charn, For three motes, the Jadebomn may subrract five
fromall wound penaltics, Also, for cight motes, the Warrior
can transform his body mto blue jade, gaining +41/4B soak,

e

subtracting five from any armor’s fatigue value and doubling

his leaping distance and halving sny falling damage taken.
Finally, the Artisan may lay a hand on any earthen object
and reshape it with his will, affecting one cubic yard per
mote spent m do so.

Join Bartle: 5

Artacks:

Punch: Speed 5, Accuracy 6, Damage 4B, Parry DV 3, Rate 3
Kick: Speed 5, Accuracy 5, Damage 7B, Parry DV 1, Rate 2
Chlinch: Speed 6, Accuracy 3, Damage 4B, Parry DV —,
Rare 1

Hammerfist Bracer: Speed 6, Accuracy 6, Damage 121 {against
animate targets) or 14L {against inanimate targets), Parry
DV 3, Rare [

Dwvagen Sigh Wand: Speed 5, Accuracy 7, Damage 121, Range
30 {max. range), Rate 1

Soak: TL/8B (Silken armor, +5L/3B)

Health Levels: -0/-1/-1/-1/-1/-2/-2{-2/-2{-4/Incap

Dodge DV: 4 Willpower: &

Essence: 1

Essence Pool: 20 (11)
Other Notes: None

WaRRIOR
Asthe frontline troops of the Mounrain Folk’s ongoing

war with the Darkbroods, Jadeborn Warriors ure formidable

opponents.

Attributes: Sirerigth 4, Dexveriry 3, Stamina 4 Charisma 2,

Manipulation 2, Appearance 2; Perception 2, Intelligence 2,

Wits 3

Virtues: Compassion 2, Conviction 2, Temperance 2

Walor 3 =

Committed Essence: 9




CHaPTER FOur: THE MORTAL

Abilities: Archery 2, Athletics |, Awareness 2, Craft{Earth) 2,
Dadge 2, Integrity 2, Investigation 2, Linguistics 1, Martial
Arts1,Melee 2, Occult 1, Presence 1, Resistance 2, Stealth 1,
Survival 3, War 2

Charms: For three motes, the Jadeborn gains an extra dat
of Valor. He also gains an additional dot for every five al-
lies in sight using this power, up to a maximum of Valor 5.
{ Any dor thar would push the Warrior beyond thar makes
him effectively fearless.) Also, for eight motes, the Warrior
can rransform his body intored jade, gaining +4L/4B soak,
total immuniry to non-magical flame and three additional
snak versus magical sources of fire. This Charm adds two
to his Join Barrle as well

Join Battles 5

Attacks:

Punch: Speed 3, Accuracy 3, Damage 4B, Parry [V 3, Rate 3
Kicl: Speed 5. Accuracy 4, Damage 78, Parry DV 1, Rate 2
Clinch: Speed 6, Accuracy 4, Damage 4B, Parry DV —,
Rare |

Power Mace (melee): Speed 5, Accuracy 7, Damage 14L/4
(piercing) or 19B/4 {piercing), Parry DDV 3, Rate 2

Power Mace (ranged): Speed 5, Accuracy 7, Damage 10L or
15B, Range 60 or 100, Rate 3

Mechanized Crosshow: Speed 3, Accuracy 7, Damage 7L,
Range 300, Rate 1*

*Crosshows equipped with a repeating mapazine have a Rare
af 2 until they run our of ammunition (10 holts), but require
ks .\‘“T]F‘C Actiom Loy l(.‘ild o TIEwW |[’Ilig‘:|3ii“.'.

Soak: 11LM13B (Articulated plate, +49L/9B, -3 mobility,
farigue value 2)

Health Levels: -0/-1/-1/-1/-2{-2{-2{-4/Incap

Dodge DV: 0 Willpower: 5

Essences 1

Essence Pool: 20 (12)
Other Notes: None

WORKER
Workers form the backbone of Mountain Folk society.
It is thanks to their toil that the Jadeborn's subterrancan
cities maintain their famed wealth and glory in spive of the
Endless War against the Darkbroods.

Attributes: Strength 3, Dexterity 4, Stamina 4; Charisma 2,
Manipularion 2, Appearance 2; Perception 3, Intelligenc
Wits 2

Virtues: Compassion 2,

Valor 2

Abilities: Arhiletics 2, Awareness 2, Craft (Earth) 3, Dodge 1,
Inteprity 2, Investigation 2, Linguistics 1, Martial Ans 1,
Melee 1, Oceult 1, Presence 1, R ance 2, Stealth 1,

Survival 3

Committed Essence: §

Conwviction 3, Temperance 2,

Charms: The Waorker may respive Essence rather than aie for
uptonine minutes, hut thereafrer begins rosuffocate. She may
also supplement her diet with Fssence,
of food she needs 1o cat in order to remain healthy.
Join Battle: 4

halving the amount

Autacks:

Punch: Speed 3, Accuracy 6, Damage 3B, Parry DV 3, Rare 3
Kick: Speed 5, Accuracy 5, Damage 6B, Parry DV 1, Rate 2
Clinch: Speed 6, Accuracy 5, Damage 3B, Parry DV —,
Rare 1

Sledge: Speed 6, Accuracy 5, Damage |5Bf4, Parry DV 1,
Rate 1

Soak: 6L/9B (Buif jacker, +4Lf5B)

Health Levels: -0/-1/-1/-1/-2/-2/-2{-4/Incap

Dodge DV:3  Willpower: 5

Essence: 2

Essence Pool: 20
Orher Notes: Nane

THE DARKBROODS

Some were horribly failed experiments that the Pri-
mordials locked away underground. Others were monsters
that remained loyal to the Primordials and retreated deep
underground when theirmasters lost the war with the Exalted.
SUTI'IE arestran g creaturescreat Cd E{ g ilgﬂ w “\’L‘ Ul\dcmcﬁl h
Creation, and who remain there to this day, Finally, a few
are mortals whe were ordered by the Primordials to become
servants of the inhuman Darkbroods, and who have been
gradually transformed by various exotic forms ef underground
Essence leakage into semi-human dwellers in the depths.

Mostof these beingsare the enemies of all surface dwell-
ersand fight an endless battle with the Mountain Folk. Not
all of the Darkbroods, however, are utterly hostile to either
humanity of the Jadeborn, Further from the underground
homes of the Jadeborn, underneath the lands of the North
and South, there are vast caves inhabited by beings wha
ate deeply alien, but are neither the allies nor the enemies
of the Deliberative.

Committed Essence: (0
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Non-Humans

THe UNDERFOLK

The most numerous of these neutral Darkbroods are
exatic beings known as underfolk. There are two breeds of
underfolk, one living in the caves underneath the North,

another living in the many caves under the South. Borh
appear human in overall shape but have a monstrous
nature that is apparent in all of the details of their ap-
pearance. Their lustrous pearl gray skin is slightly loose
and wrinkled. Instead of hands and feet, they have fleshy
palpi covered wirth small suckers. Instead of a face, they
have two enormous faintly glowing eyes, each the size of
a grapefruit. The underfolk of the North have eerie violet
eyes, while the Southern underfolk have sickly green eyes.
Their heads contain these two eyes and small beak-like
mauths, but are otherwise entirely devoid of features.
Underfoll live incities carved from quartz and obsidian
and possess formidahle Essence-using ahiliries as well as
inhumanly keen senses. They actempr o either kill or flee
from rrespassers. They are, however, willing to make deals
and alliances, including treaties of safe passage or even
mutual aid. Underfolk are scrupulously law-abiding and
regard any breach of a treaty, even a minor or accidental
ane, asan offense punishable by death. They also consider
Essence use one of the basic attributes of all intelligenc
beings and regard ordinary mortals as dumb animals,
Underfolk are willing to trade wich surface dwellers

for various Essence-powered devices. Although not offi-

“cial ctiemies of the Deliberative, trading weapons, armor

or other military rechnologies with underfolk is striccly
forbidden, which is why they pay especially dearly for such
items. Theyare also willing to trade for other wonders with
mare peaceful uses, Trade with the underfolk is nor withour
risk, however. Theunderfolk never vencure to the surface,
since the rouch of the sun burns them, inflicting one level
\.]l- UII\SU?‘\kHbIL' ]“rl\‘h l[]},?r ilr”n'r]!lt' every minuace.

Traders must, therefore, venture deep under the earth,
in realms also inhabited by various dangerous creatures and
more hostile Darkbroods. Also, underfolk must also person-
ally approve everyone who wishes o trade with them. To
gain their approval, am individual muse travel w the edge of
their deep realm either alone or in the company of athers
they have approved and wair until challenged by ane of
their number. Then, several underfolk examine the person
and decide whether or nat to approve him. They have an
uncanny way of knowing if someone is secretly hosrile o
them or wishes to visit their realm under false pretenses.
Rejected individuals whe cither semain in their realm or
attempt to touch or otherwise impede any of the underfolk
are killed. Even if the underfolk have specifically requesred
a particular shipment of goods, they refuse any shipment
sent with someone unknown to them and either kill or flee
from anyone they do not know personally. The people of
the earth (see p. 115) maintain a number of merchants

with enlightened Essence who specialize in trading with
underfolk and exploring their lands.

Attributes: Strength 3, Dexteriry 2, Sramina 3; Charisma 2,
Manipulation 2, Appearance 1; Perceprion 3, Intelligence 3,
Wirs 2

Virtues: Compassion 2, Conviction 3, Temperance 2,
Valor 2

Abilities: Athletics |, Awareness 4, Dureaucracy 2, Cralt
(Earth) 2, Dodge 2, Integricy 2, Linguistics 1, Lore 1 (Subtet-
ranean +3), Martial Arts |, Medicine 1, Melee 2, Occult 4
{Art of Elemental Summoning +3, Art of Geomancy +3,
Art of Hushandry +3), Presence 1, Resistance 2, Stealth 3,
Survival |

Join Battle: &

Attacks:

ced 5, Accuracy 4, Damage 3B, Parry DV 2, Rate 3
Kick: Speed 3, Accuracy 3, Damage 6B, Parry DV 0, Rate 2
Clinch: Speed 6, Accuracy 3, Damage 3B, Parry DV —,
Rate 1

Soak: 0L3R

Health Levels: -0f-1/-1/-2/-2/-4/Incap

Dodge DV: 3 Willpower: 6

Essence: 2

Essence Pool
Other Notes: Underfolk possess the Night Vision (x2) and
Smell poxes, the Enlightened Essence and Wall
Walking blights and @ inique debility that renders sunlight
deadly to them. In sunlight; one of the underfolk is ac -2 on
all dice pools and suffers one unsoakable level of bashing
damage for each minute of exposure.

Enhanice
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CHAPTER FIVE

cd¢€ MIgHTY

[eirs to a time of unsurpassed splendor, the Exalted of
the High First Age are some of the most powerful beings
ever to stride the surface of Creation. Thanks to advances
in medicine and highly potentanagathics, even the Dragon-
Blowoded of the period can grow to become creatures of
awesome power. And their Celestial Exaleed betters have
arown strong enough to reshape Creation as they see fit...
and perhaps to destroy all that is.

CHOSEN OF THE
UNCONQUERED SUN

Undisputed masters of Creation, the Solar Exalted
are the mightiest of the mighty, Ruling the Realim's many
principalities—eitherdirectly or through Terrestrial or Lunar
Exalted proxies—and participating with their peers in the
Deliberative, it is they who chart the future of Creation
and its peoples.

BriGHT SHATTERED |cE, EMPRESS OF TZATLI

The glittering sky-city of Tzatli is visible from most
af the North. [ts every building is shaped from clear sky-
ol
from cach tow

and cover

in netted silver, with lightning arcing

top and shivering down s sides. The
imperious Bright Shattered lee rules Tzatli alone from a

sapphire palace in the center, built after the pattern of her
labyrinthine anima. Her iron fist keeps Tzatli one of the
loveliest, most well-regulated dominions in Creation, and
her freezing laboratoties were the birthplace of [ AM.

Along with most of her circle, Bright Shattered lce
is from the first “generation” of Selars. Under the Dragon
Kings, she assisted in crystal-growing experiments and ran
errands for biotechnelogists. She foughe alongside Solar
Queen Merela in the Primordial War and was personally
tutored by Autochthon in the making of artifacts, Later,
when Brigid discovered sorcery, Bright Shattered Iee was
one of the fiest to adopt its use. Inexhaustible ambition
and exrreme care have kept her at the head of scientific
advances, She leads ac least 60 percent of the Deliberative's
rechnological panels and committees, and as one of the
perennial Faithful, she's neveronce failed in her duties. Her
means are not always the kindest, but they're undeniably
effective and efficient. Naturally, she spoke and voted for
Operation Wyldhand.

It she suspects that she hasn't been told of some im-
partant new discovery, the elder Twilight will immediately
take action, Automaton spies and sorcerous scrying will
be the first tack she takes against whomever she thinks
mightbe withholding information. She may read up on his
areas of expertise, then personally visit and inquire after
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hisrecent progress, Next, she'll try politics: Knowing that
age makes her word practically law in the Deliberative,
Bright Shattered Ice will find or invent evidence of the
discovery, then politely request in-session that the other
[‘CI‘SHII hhﬂn_' ]‘[‘ {jnl} Hl’!cr l‘]]l:sc LH]]]I?HHN I\'El\' h:if”ﬂ[’.\‘-h
tactics will she do things such as summoning demons—or
asking her circlemate Gold-Shadowed Arrow—to break
into the other person's
lab. In the Faithful
Twilight's paranoid
mind, all this is justi-
fied by the belief that
she mustkeepabreast \
of new work for the (% !
sake of Creation. A
This paranocia is
somewhat justi-
fied, but noc all
who keep secrets
from DBright
Shatrered lce do \\
so from selfish-
ness ot wicked
intent, Some
merelyworryabout
the consequences
new technology
corld have in her
merciless hands.
Bright Shactered Ice
has long loved her circle-
mate Desus, but though he's
willing to have occasional flings
with her, he always returns swiftly to
his wife, Lilith, The Twilight feels the rejec-
tion keenly every rime. Other lovers take her mind off
the pain for only a little while. Ier No Moon husband
has been there for her for two millennia, always close by
to pick up the pieces of her broken heart. Yer although
she likes him well enough and they once designed many
things together—from her white wings, to Tzatli's flight
mechanism, toelaborate new sorceri Bright Shattered
lee never really treated him as a mate, Finally, he's given

up on her. She's harely seen him for a thousand years.
Blessed with beautiful Northern-pale skin and long
red hair, Bright Shactered lee rarely feels the need to wear

much beneath herwings of the rapror artiface. She took her
name from a Primordial she slew, whose body left nothing
behind but 2 plain of frozen fragments, and she somerimes
dons anecklace of those same shards—preserved 3,500 years
against melting by her technical virtuosity, Unlike many
Exalts, she has no interest in hirthing a dynasty, and has
never borne a single child. The servants and companions
whao trail her are favored Dragon-Blooded lieutenants and
P tightly bound demaons.

Limit Break: Convicrion: Deliberare Cruelty (see Exalted,
. 103). Tzatli’s crime rate is nonexistent, due to the hor-
rifying punishments Bright Sharrered lce is anly too happy
tor devise. Her viciousness is part of what alienared her
hushand and most of her lovers—save, ironically, for Desus,
who cam relare. Of course, Desus’s careless seductions and
abandonments are what add most often to her Limir these
andl so, he's also seen a lor of the worst side of Bright
too much to langh just it off.
Motivation: Be the greatest scholar in Creation.

Caste: Twilight

Anima Banner: An evening-
colored labyrinth of ice that
spins slowly, reflecting red-

gold from every facer.

% Attributes: Strenprh 6,
Dexterity 7,
ina 6; Charisma 6,
Manipulation 9,

Stam-

Appearance 7; Percep-
tion 7, Jnl.c”l;;r_'m_'c G,
Wits 8
Virtues: Compassion |,
Convicnion 3, Temper-
ance 3, Valor 5
Abilities: Athlencs 8,
Awareness 7, Bu-
veaucracy 9 (Tzatli +2),
Craft (Air) 10,
Craft (Earth) 10,
Craft (Fire) 9,
Craft (Magitech) 7
(Flying Machines <1,
Dadpe 8, Integrivy 7,
Investigation 10 (Re-
search +3), Larceny 4
(Sabotage +2), Lin-
guistics {Native: Old
Realm; Others: Drag-
ontongue, Earthtongue,
Fiam\:lungut, F(;r;:s!»mnguu.
Riverspeak, Seatongue, Skytongue) 7,
Lore 10 (Fair Folk +1), Marcial Arts 1,
Medicine 8, Melee 6 (Cruel Wisdem +2), Oceudt 9,
Presence 8 (Rhetoric +21), Resistance 7, Ride 8 (Spir-
it Horse +2), Socialize 7 (Politics +3), Stealth 3,
Survival 6 (Norch +1), Throun 8 (Cruel Wisdom +3),
Woar 4 (Tzatli +3)
Backgrounds: Allies 5 (Legendary Ally), Arsenal 5, Artifact 5
(Legendary Artifact), Backing (Faithful) 5 (Legendary
Backing), Command 4, Connections (Deliberative) 5,
Cult 3, Manse 5 {Legendary Manse), Panoply 5 (Legendary
Panoply), Reputation (Sercery) 5, Repuration { Artificer) 5
(Legendary Reputation), Retainers 5, Savant 5 (Legendary
Savant), Wealch 4

-
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Charms: Ailment-Rectifying Method, All-Encompassing
Sorcerer's Sight, Anvintment of Miraculous Health, The Art
of Permanence, Athletics Essence Flow, Authority-Radiating
Srance, Body-Mending Meditation, Body-Purifying Admo-
nitions, Bureau-Rectifying Method, Bureaucracy Essence
Flow, Call the Blade, Cascade of Cutting Terror, Celestial
Clirele Sorcery, Chaos-Repelling Patrern, Chaos-Resistance
P T(’plrrtmll. Consumer-Evaluating Glance, Conraglon-
A ]T]”TUUL]} 4E]U!'L]LT 5 ]:.\'L TLChlllLlll\: C-la\.k. “cﬂdll’lﬂ
Technigue, Craft Essence Flow, Craftsman Needs No Tools,
Crafty Observation Method, Devonian Absorption, Discern-
ing Savant’s Eve, Dodge Essence Flow, Durability-Enhancing
Technigue, Eagle-Wing Style, Enemy-Castigaring Solar
Judgment, Essence-Lending Method, Eternal Empress of
Love Attitude, Evidence-Discerning Method, Excellent
Emissary’s Tongue, Eve of the Unconquered Sun, Falling
Strike, Feather-Foot Style, First Athletics Excel-
leney, First Craft Excellency, First Integricy Excellency,
First Investigation Excellency, First Lore Excellency, First
Medicine Excellency, Firse Oceult Excellency, First Ride
Excellency, First Thrown Excellency, Flashing Thunder-
bolt Steed, Flawless Brush Discipline, Flawless Diagnosis
Technigue, Flow Like Blood, Foe-Vaulting Method, Foul
Air of Argument Technigue, Frugal Merchant Methad,
Ghost-Eating Technique, Glorious Halo of the Builder's
Crace, Graceful Crane Stance, Harmonious Academic
Methodology, Hypnotic Tongue Technique, Immanent
v, Increasing Strength Exercise, Indolent Official
Charm, Infinite Athletics Mastery, Infinite Bureaucracy
Mastery, Infinite Craft Mastery, Infinite Dodge Mastery, In-
finite Investigation Mastery, Infinite Lore Mastery, Infinite
Medicine Mastery, Infinite Oceult Mastery, Infinite Ride
Mastery, Infinite Thrown Mastery, Insightful Buyer Tech-
nique, Instant Trearment Methodology, Integrity-Protecting
Prana, Investigation Flow, Irresistible Questioning
Technique, Imresistible Salesman Spirie, Joint-Wounding
Artack, Judge's Ear Technique, Keen Hearing and Touch
Technique, Keen Sight Technique, Keen Smelland Taste
Technique, Keen Understandingof the Core Impertection,
Know the Soul's Price, Leaping Dodge Method, Legendary
Scholar Curriculum, Letter-Within-a-Letter Technique,
Lightning Speed, Lore Essence Flow, M Shattering
Strike, Majestic Radiant Presen aster Horseman's
Techniques (Harmony of Spir
Whistle, Master H ning Tech-
nique, Spirit-Steadving Ass Medicine Essence
Flow, Mist om Water Attack, Monkey Leap Technique,
Mountain-Crossing Leap Technique, Object-Strengthening
Touch, Observer-Deceiving Artack, Oceult Essence Flow,
Order- Affirming Blow, Ox-Body Technique (x4), Poetic
Expression Style, Phantom Steed, Power- Awarding Prana,
Power from Darkn

[eicle

le, Horse-Summoning

rances),

esence Essence Flow, Racing Hare
Merhod, Reflex Sidestep Technigue, Returning Weapon
Comeentration, Rings of Spiritual Frailey, Sagacious Reading
of Intenr, Science of Mutation, Second Athletics Excellency,

econd Bureaucracy Excellency, Second Craft Excellency,
econd Investigarion Excellency, Second Linguistics Excel-
ncy, Second Lore Excellency, Second Melee Excellency,
Second Oceult Excellency, Second Socialize Excellency,
Second War Excellency, Seven Shadow Evasion, Shadow
Owver Water, Shattering Grasp, Single Spiric Method, Scar-
ing Crane Leap, ometimes Horses
Fly Approach, Sorcerer’s Bumning Tiakia & “harm, Speed
the Wheels, Spider-Footr Style, Spirit-Cutting Attack,
Spiric-Detecting Glance, Spirit-Repelling Diagram, Spiric
Weapons, Supreme Perfection of Craft (Air), Supreme
Perfection of Craft (Earth), Supreme Perfection of Craft
(Fire), Supreme Perfection of Craft (Magitech), Supreme
Perfection of Investigation, Supreme Perfection of Lore,
Supreme Perfection of Medicine, Supreme Perfection of
QOceult, Supreme Perfection of Presence, Surprise An-
ticipation Method, Terrestrial Circle Soreery, Terrilying
Apparition of Glory, Third Athletics Execllency, Third
Awareness Excellency, Thind Craft Excellency, Third
Daodge Excellency, Third Investigation Excellency, Third
Lore Excellency, Third Medicine Exeellency, Third Occult
Third Presence Excellency, Third Resistance
v, Third Survival Excellency, Thunderbolt Ar-
rack Prana, Touch of Blisstul Release, Triple-Distance
Ateack Technigue, Twisted Words Technique, Ultimare
Mastery of Flying Machines (Crafe [Magitech]), Ultimare
Mastery of Tzatli (Bureaucracy), Unbreakable Fascination
Method, Underling Promoting Touely, Unsurpassed Hear-
ing and Touch Discipline, Unsuepassed Sight Discipline,
Unsurpassed Smell and Taste Digeipline, Whirling Brush
Method, Wholeness-Restoring Meditavion, Will-Bolstering
Method, Wind-Racing Essence Infusion, Waonder-Forging
Genius, Worshipful Lackey Acquisition, Worthy Mount
Technique, Wound-Cleansing Meditation, Wound-
Mending Care Technigue, Wyld Cauldron Technology,
Wyld-Shaping Technique
Spells: Adamant Circle Banishment, Adamant Counterma-
gle, Blood Lash, Blood of Boiling Oil, Calling the Stalwart
Servitor, Calling the Wind's Kiss, Canrara of Empty Voices,
Cloud Trapeze, Conjuring the Azure Charior, Corrupred
Words, Curse of Slavish Humllivy, Curse of Unyielding Mist,
Currain of Quarez, Death of Obsidian Burterflies, Demon of
the First Circle, Demon of the Second Circle, Demon of the
Third Circle, Dolorous Refleetion, Droning Suggestion, Em-
crald Circle Banishment, Emerald Countermagic, Empathic
Wind, Essence Inversion, Eternal Crystalline Encasement,
The Eveand the Mouth, Eve of Alliance, Flight of Separation,
Fugue of Truth, Geyser of Corrosion, God-Forged Champion
of War, Hideous Confusion of Tongues, The Horse that
Travels Earth and Warer, Hound of the Five Winds, Imbue
Amalgam, Impenerrable Frost Barrier, Impervious Sphere
of Warer, Incantation of Spiricual Discrerion, Incomparable
Body Arsenal, Infallible Messenger, Invoking the Eveless Face,
Invulnerable Skin of Bronze, Keel Cleaves the Clouds, Lighe-
ning Spider, Lighming Whip Smites the Warer, Mercury’s

o

T
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Deliverance, Mirage of Protective Sheleer, Mists of Eventide,
Mystic Travel, Open the Spirit Door, Cutside Worlds Within,
Peacack Shadow Eves, Personal Tempest, Pressed Beyond
the Veil of Time, The Princes of the Fallen Tower, Private
Plaza of Downcast Eyes, Rain of Doom, Raise the Puissant
Sancrum, Ritual of Elemental Empowerment, Riverof Bload,
Rune of Singular Hate, The Sacred Tongue, Sapphire Circle
Banishment, Sapphire Countermagic, Shadow Summons,
Shadow Theft, Shadows of the Ancient Past, Stlent Woards
of Direams and Nightmares, Solar Sanctuary, Sorcerer’s Ir-
resistible Puppetry, Soul Seal, Spirit of Might, Spirit Sword,
The Spy Who Walks in Darkness, Sting of the Ice Hornet,
Stormwind Rider, Summen Elemental, Summon Ghost,
Summon the Heavenly Portal, Summeoning the Greater Min-
ions of the Eveless Face, Summoning the [leart of Darkness,
Summoning the Lesser Minions of the Eveless Face, Swift
Spirit of Winged Transpartation, Technigue Mirror, Theft
of Memory, The Tiran's ley Breath, Threefold Binding of the
Heart, Total Annihilation, Travel Wichout Distance, Unity
of Dreams, Unity of the Closed Fist, The Violent Opening
of Closed Portals, Voices of Distant Regard, Whirlwind of
Fate, Winds of Confusion, Wood Dragen's Claw, Wrath of
the Five Elements

Join Battle: |5

Attacks:

eed 3, Accuracy 9, Damage 6B, Parry DV 5,

Speed 3, Accuracy 8, Damage 9B, Parry DV 3, Rare 2
h: Speed 6, Accuraey 8, Damage 6B, Parry DV —,
Rate 1

Cruel Wisdom (Melee): Speed 5, Accuracy 19, Damage 131,
Parey DV 9, Rate 4

Crruel Wiscdom (Throun) : Speed 3, Accuraey 22, Damage 131,
Range 100, Rate 4

Soak: SL/11B (Discreet Essence armar, +5L/5B, Hardness:
2L/1B)

Health Levels:
f-2[-2f-4{Incap

Dodge DV: 13

Essences 10

UV A 1 22302202022
Willpower: 9

Personal Essence: 39
Committed Essencet 18
Other Notes: Bright Shattered Tee buile the elry of Tzatli
during the Thousand Struggles Era, It's highly maneuver-
able, extremely defensible and has served as her cirele’s
headquarters for centuries.

Her glorious wings of the rapror arcifact is a ubiquitous parc
of Bright Shattered lee’s panoply, as she created this, the
first such artiface, in ordet to soar through the skies in the
company of her Lunar mate. The wings' hearthstone socket
is firred with a Third Hand Orb.

For defense, Bright Shattered lee cschews heavy armor,
rusting in herdiscreet Essence armor to defend her (hacked
by her powerful defensive spells and anima power). The
left bracer of said armor is ficved with a Twice-Striking

Peripheral Essence: Y3 (73)

Lightning Prism,

Bright Shattered Iee's Artifact 5 daiklave, Cruel Wisdom,
is a broad but thin blade that may be swung or thrown, It
creates an icy sphere around its bearer that breaks all glameur
sorceries save those flung by Northern Fair Folk. Those, it
absorbs and shapes into viciously serrated shards, which fling
themselvesback atthe attackers using Bright Shattered Ice's
Thrown pool. If they hic, such shards infect the raksha wich
Creatien's cruel wisdom, reducing the targets' Conviction
ancl Valor immediately to Q. Cruel Wisdom's hearthstone
socket is fitted wich a Jewel of the Flying Heart.

The Twilight also typically carries an array of common First
Age items. Examples include a hard mote, a handheld ] AM
glvph reader, a resplendent personal assistant, a dragonfly's
rangingeye, a praver ransceiver module and perfected boots
{all figured into her committed Essence).

As one of the premier artificers of the Age, however, Bright
Shattered lce has at her disposal a huge number of artifacts
usetul in particular situations, as well as a veritable army
of automaton servants at her beck and call. Of particular
interest to the Twilight are artifacts that aid in her arei-
fice. Her collection includes a hand of the grear maker, a
protoshinmaic vortex, a vault of woven dreams, and many
others. She often transports artifacts she thinks she’ll need
in anv given situation within cache eggs.

ConTENTIOUS SWORD, THE GOLDEN BLADE

Solar Queen Merela was the greatest warrior of the
Primordial War, buc its greatest commander was Aofe,
the Golden Blade. Acfe led the Exalted into battle with
brilliant, blazing courage. She planned assaults that took
down several Primordials ar once, and her Dragon-Blooded
soldiers bore the symbal of her sword on their armor and
shields. She likewise ook the lead against the Fair Folk
during the Dissolution [nvasion, strategically aided by the
caprured raksha general Dreaming Steel, with whom she
had an affair. Indeed, after herassassination, Dreaming Steel
used glamour to take her form and lead the final charge
against his former kin.

That love affair is rarely discussed, and despite his aid
to Crearion, Dreaming Steel was hardly mourned by the
Exalred when he died. Still, everysubsequent incarnationof
the Golden Blade remembers. The most recent Golden Blade
died in a foolhardy foray into the Wyld, trying to discover
it Fair Folk reincarnate, and his mantle was claimed by a
blond Northern hunter who himself now struggles against
rhose ancient dreams

Contentious Sword didn't just inherit his prior in-
carnation’s memeories, but also the former Golden Blade's
dynasty, daiklave, circle and Lunarwife. Ivory Feather loved
her distracted ex-hushand, and likewise loves his reincar-
nation, but her racirurn ways have led him to think her
loyalty comes from nothing mare than antique caths. His
circle, onthe other hand, isquite welcoming. The orher four
members—Bright Shartered Ice, the Hierophant, Desus and
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Gold-Shadowed
Arrow
much older than
he, and they've
come fo see the
Golden Blade
{who's died and
returned quite a
lot) as something
of a perpetual
younger sibling.
They address
Contentious

are

Sword with in-
dulment smiles
and are alway
prepared to laugh

Golden
though, is more

)

§
serious than his 4

recent predeces-

edge againse his
powerful circle,
and he might be
mere than just
an edge, a source
of information
or a methad of
planting ideas.
Indeed, it might
just be possible
to demonstrate
enough ofhiscir-
cle's weaknesses
that Contentious
Sword could be
turned directly
against its mem-
bers.

Limit Break: To
the surprise of his
circlemates, who
/ are accustomed
to the Golden

sors, and finds
his clders' estimarion of him as fickle and harebrained to
bhe quite irritating,

His dynasty ts no better. Ever since the young Dawn

“Caste arrived in Meru over two centuries ago, they've
held him to the impossible standards of their progeni-
tor, as magnified by rumor and fading history. He'd feel
guilty banishing them to rhe principality he inherited,
50 Contentious Sword has raken o avoiding Meru. e
once thought to lose himself in rraining maneuvers with
some of his Dragon-Blooded, bur they also commented
at length upon his former self, until he abandened the
cxercises and didn't rerurm,

As tours of the Underworld are # popular diversion
among Crearion's elite, Contentious Sword occasionally
goes on them o seck Aofe’s ghost. Her legend calls her
levelheaded, and he thinks she'd be able o relate to him
hetter than his cirelemares. On some level, wo, he wishes
1o hear maore of Dreaming Steel. But he's nor yer found
Aote’s soul and fears she's cd into Lethe.

Trapped in the shadow of his illustrious predecessors,
the Solar is fruserared by the warld's failure to recognize
his excellence, Certain elder Exalts have naticed this and
begun toflacer him. Contentious Sword is asignificant weak
point for his tour circlermares. They feel far more loyaley
o him than he o them. Most of their esteem is built on
shared experiences and his—even augmented hy sorcerous
memory-retrieval —only from dreams. His Faichful politics
with Unionist leanings echotheirs, butmore hecause they're
the ones telling him how to vote than because those fac-
tions arrract him. {Left to his own devices, he'd prohably
be more of a Militant.) There are many who could use an

Blade being rath-
er thoughtless and eager for battle, Contentious Sword's
more likely to po into a Valorous Self-Aggrandizing Sulk.
He’s rather narcissistic and feels that he deserves quite a lot
for his excellence, In general, he rakes what he wants and
calls it his due. 1M his desires are thwarted, he gains Limir,
and will eventually withdraw into isolation, refusing to do
absolurely anything for one full day. He can control this
only in order to perform acts he has swomn to do.
Motivation: Prove himself on his own terms.

Caste: [Jawn

Anima Banner: A golden blade cuts the air, shadowing
his every strike,

Attributes: Strength 4, Dexeerity 5, Stamina 3; Charisma 3,
Manipulation 4, Appearance 4; Perception 4, Intelligence 3,
Wits 3

Virtues: Compassion 3, Conviction 3, Temperimee 1,
Valor 4

Abilities: Archery 4, Athleties 3, Awareness 3, Burcaueracy 2,
L3odge 2, Integrity 2, Investigation 1, Linguistics (Native:
Skyrongue; Others: Old Realm) |, Lore 2, Martial Arts 4,
Melee 4{ Dawnlight +2), Occult 2, Performeance 4, Presence 4,
Resstance 3, Ride 3, Socialize 2, Seealth 2 Survival4, Thrown 1,
War 4 (With Dvagen-Blooded Aid +1)

Backgrounds: Arsenal 3, Artifact 5, Command 3, Cult 1,
Manse 3, Reputation {the Golden Blade) 2, Wealth 3
Charms: Blessing of Righteous Solar Spark Mediration,
Blossom of Inevitable Demise Technique, Bulwark Stanee,
Cloud of Ebon Devils, Commanding the Ideal € al
Army, Dipping Swallow Defense, Fire und Stones Strike,
Fisst Archery Excellency, First Martial Arts Excellency,
First Melee Excellency, First War Excellency, Hardsh

y
w 4
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Surviving Mendicant Spirit, Hauberk-Lighrening Gesture,
Heavenly Guardian Defense, Hungry Tiger Technique,
Infinite Melee Masrery, Infinite War Mastery, Kiss of rhe
Sun Concentration, Lightning Draw Stance, Majestic Ra-
diant Presence, Ox-Body Technique (x2), Phoenix Flies
on Golden Wings Arrack, Righreous Devil Form, Rour-
Stemming Gesture, Second Athlerics Excellency, Second
Performance Excellency, Second Presence FExcellency,
Second Survival Excellency, Third Awareness Excellency,
Third Resistance Excellency, Third Ride Excellency, Track-

d

less Repionm Navigarion, Trance of Unhesitaring $
Whirlwind Armor-Donning Prana

Join Battle: 6

Attacks:

Gannrler: Speed 5, Accuracy 11, Damage 98, Parry DV 6
(8 with Essence shield), Rare 4

Boor: Speed 5, Accuracy 10, Damage 10B, Parry DV 4. (6
with Essence shickd), Rate 3

Clinch: Speed 6, Accuracy 9, Damage 4B, Parry DV —,
Rarte 1

Reaver Daildave { Dawnlight) : Speed 5, Aceuracy 15, Damage
13Lf3, Parry DV 6 (8 with Essence shicld), Rate 3

Fiery Solar Cannen (The Sun's Kiss): Speed 3, Accuracy 12,
Damage 9L or 18L, Range 300, Rate |

Soak: 18L/20B (Orichalcum celestial bactle armor,
+15LJ15B, Hardness: 10L/10B)
Health Levelss -O/-1/-1/-1/-1/-2,
Disdge DV 6 {8 with Essence
Essence: 4

Personal Essence: 18
Committed Essence: 16
Other Notes: Contentious Sword's reaver daiklave,
Dawnlight, was forged by Kek'Tungssha herseli, while
his fiery solar cannon, The Sun's Kiss, was constructed
by a second of Autochthon’s Divine Ministers, Debok
Moom. Aofe, the original Golden Blade, wielded boch
in battle against the Primordials. The Dawn Caste’s
celestial battle armor is of more recent construction,
built by Bright Shattered Ice as a present upon Conten-
tious Sword's Exalcation. The armor features enhanced
durability, a voice of command and an Essence shield in
addition to the standard package of battle armor traits.
It is also ser with a Crystal of Legendary Leadership, a
Gemstone of Last Resort and a Stone of Shelter. When
not busy leading his gunzosha in battle ac the behest of
his circle, the young Solar rakes grear pleasure flying his
warbird through the wastes of the Far North, drawn there
by vague memories of his earlier incarnations.

DANCER IN LIGHT

Each of his gestures (say those who have met Dancer
in Light) is a hymn, 4 poem, a shaft of brilliance, Every
footstep on the common street is no less than a dance, He
hardly ever speaks—merely motions or tilts his head—and
vet, his observers feel that they comprehend him totally

22020 2]-2)-4{Incap
hield) Willpower: 6

Peripheral Essence: 46 (30)

(and may be brought to tears by his eloquence). Still, chis
Eclipse feels thar no one truly understands him.

The full connorations and implications of the Dancer’s
movements are (he feels) lost on everyone, save two. The
first, Node 3087, was once the part of [ AM located in
Dancerin Light's home. As it ohserved and serviced Dancer
in Lighe, it learned his language and repeated it back o
him with projected light displays. Thrilled, the Eclipse
spent all his rime ar home; rutoring and growing clese to |
AM. Butirs odd experiences eventually caused Node 3087
to exhibit certain abnormalities, and Dancer in Light was
nortified that his node would need to be serviced—possibly
placed—before its strangeness replicated through the
swstem. Panicked, the Solar resolved o rake wharever
steps were necessary to save his closest friend. In the end,
he was forced ro make an infernal deal in erder o secretly
disengage Node 3087 from the 1| AM petwork, secure i
it an automaton body and grant it independent selfhood.
Srill, the deal wasn’t o bad: He was merely asked to visit
Malfess seven times,

It was on the sixth safari (100 years ago) thar he met
the Second Circle demon Stanewald, Answer tothe Barth.
Enchanred, Dancerin Light followed her through the brass
cityuntilshe noticed and deigned vo partner him. Togerher,
they invented whole new harmonies of movemene. New

paths split open through the demon city rather than ler
them feteh up sgainst the end of 2 streer, and they earned
avast and monstrous audience that, despite its nature, wept

w see them. At the end of their five-day marathon, the

exhausted Dancer begged Stanewald to return to Creation
with him, and she accepred.

Protected by the Treaty of Broken Ribbons, Stanewald
lives with Dancer in Light. They aren't lovers: What they
have isalready far more than that, and neither particularly
craves that release, (Indeed, each occasionally mentions
thatlack of such release improves their dancing. ) Stanewald
has taught the Eclipse certain demonic techniques, and
though she didn't set out to corrupt him, she sometimes
can't help but point out how superior the Primordial-
run world was—especially since Dancer in Light already
complains about his “largely worthless" fellow Solars.
He's on the verge of becoming an infernalist, and might
already be deemed one if any of Creation's orher overseers
bothered to look.

Node 3087 was Dancer in Light's only close compan-
ion for centunies; and the Dancer’s comparatively recent
kinship with Sranewald drives it mad wirh jealousy. It
knows the Dancer still cares for it and will protecr it,
but it has litcle experience with such irrational emotions
and may eventually feel driven to take action. As it now
aversees Dancer in Light’s entire dominion, this could be
prablematic. Iralso recently learned of Salina’s npposition
ro the Principle of Hierarchy, and is conremplating how
1t may turn Thl‘ F[]Pl]‘;lT 7_(‘.]’1][']'.\ ll]ﬁlikﬂ T s ;hiv;mmg{!.
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CoNTENTIOUS SwoRrD, THE GOLDEN BLADE # DANCER IN LiGHT

Stanewald, afrer all, is descended from She Whe Lives
In Her Name.

Limit Break: Temperance: Coneempr of the Virmuous (sce
Exalted, p. 105). Dancer in Light has liccle parience for his
fellow Solars and their foibles. When he bothers to attend
the Deliberative, he aligns himselt with the Fugitive faction
(such as it is) and often cannor tesist making his disguse
clear with a few well-chosen gestures

Motivation: Find the ideal dancing partner.

Caste: Eclipse

Anima Banner: A shimmering whire, androgynous silhou-
erte thac flickers through a dance,
Attributes: Strengrh 3, Dexrerity 6,
Stamina 4; Charisma 5, Manipulation 5, Ap-
pearance 6; Perception 3, Intelligence 4,
Wits 5

Virtues: Compassion 4, Conviction 2,
Temperance 4, Valor 2

Abilities: Athletics 6 { Maves Beati-
fully+1}, Awareness 4, Bureaucracy
{With Node 3087 +3), Dodee 6, In-
tegrity 3, Investigation 2, Larceny 3,
Linguistics (Old Realm; Others: Body Lan-
guage, Dragoniongue, Earthtongue, Flamenmgue,
Forest-tongue, Riverspeak) 6, Lore 5, Martial Ares6
(Wnd-Fare Wheels+3), Occult 5 (Demons +3), Por-
formance 6 (Dancing +3), Presence 3, Resistance 3,

Backgrounds: Allies 3, Arenal 1, Backing
(The Fugitives) 2, Arcifact 2, Connections
(Meru Art Scene) 3, Connections (The
Fugitives) 4, Cule 1, Manse 3, Panoply 2
Reputation (Artist) 3, Retainers 2,
Wealth 3

Charms: All-Encompassing Sorcerer's
Sight, Dematerialize, Demure Carp Feint,
Drcaming Pearl Courresan Form, Easily
Owerlooked Presence Merhod, Feather-
Foot Style, First Martial Arts Excellency,
First Performamce Excellency, First Pres-
ence Excellency, Firse Ride Excellency,
First Sail Excellency, First Socialize Excel-
lency, First Stealth Excellency, Flurry of
August Leaves Concentrarion, Foe-Vaulting
Method, Fragrant Peral Fascinarion Kara,
Graceful Crane Stance, Hearr-Compelling
Method, Hushand-Seducing Demon Dance,
Infinite Athletics Mastery, Infinite Dodge
Mastery, Infinite Martial Arts Mascery, Infinite
Performance Mastery, Infinire Socialize Mastery,
Infinite Stealth Mastery, Inveking the Chimera's

Caoils, Leaping Dodpe Merhod, Lerhal Paper Fan Arrack,
Letter-Within-A-Letter Technique, Lightning Speed,
Memory-Reweaving Discipline, Monkey Leap Technique,
Mountain-Crossing Leap Technique, Ox-Body Technigue,

Pearlescent Filigree Defense, Performance Essence Flow,
Phantom-Conjuring Performance, Poeric Expression Style,
Principle of Motion, Racing Hare Method, Respect Com-
manding Attitude, Resplendent Sash Grapple Technique,
Rocks and Storms Chorus, Sagacious Reading of Intent,
Salty Dog Merhod, Second Athletics Excellency, Second
Bureaucracy Lixcellency, Second Dodpe Excellency, Second
Integrity Excellency, Second Linguistics Excellency, Sec-
ond Oecult Excellency, Second Performance Excellency,
Second Ride Excellency, Second Stealth Excellency, Seven
on, Seven Storms Escape Prana, Shadow
Owver Water, Soaring Crane Leap, Spider-Foot Style, Spirit-
Curting Attack, Spirit-Derecting Glance, Terrestrial Cirele
Soreery, Third Awareness Excellency, Third Bureaucracy
E \cwllenu ThirdLarceny Excellency, Third Linguistics
llency, Third Performance Excellency, Third
A Sail Excellency, Third Socialize Excellency, Twisted
Words Technique, Ultimate Mastery of Dancing
{Performance), Unbreakable Fascination Method,
Unpar’illds.d Acumen Medita-
tion, Vindietive Concubine’s
Pillow Book Understanding,
Worthy Mount Technique
Spells: Demon of the First Circle,
Emerald Circle Banishment,
Emerald Countermagic, Infallible
Messenger, Summen Elemental
Join Battle: &
Artacks:
Punch: Speed ¥, Mgy
curacy 13, Damage 5B, Parry DV 7,
Rarte 3
Kck: Speed 5, Accuracy 12, Damage 7B, Parry DV 5,

Shadow Eva:

Cllmh Speed 6, Accuracy 12, Damage 5B, Parry DV —,
Rare 1
Paired Orichalewm Fate Rings (Whirling Dancers): Speed 4,
Accuracy 17, Damage 8L, Parry DV 10, Rate 4
Soak: TL/7B [Silken armor, +5L3B)
Health Levels: Qf-1/-1/-1/-2{-2/-2/-2/-4/Incap
Dodge DV: 12 Willpower: 7

Essence: 6

Personal Essence: 25 Peripheral Essence: 61

(54)
Committed Essence: 7
Orther Notes: Stanewald has raught the Dancer in

Lighrthree of her demonic dances. Cneallows him
todissolve a castle into molten rock with a dance (requires
seven daysofdancing), One carves atunnel chrough stone
wide enough for him tw pass through (requires 26 hours
to start the tunnel, which initially extends a foot per suc-
cess on the [Dexterity + Performance] roll and the same
for each additional hour of the dance). One is a dance of
pain for any earth elementals present to view it (requires
B2 minures of dancing).




CHapter Five: THe MIGHTY

The Eclipse possesses two estates on the Blessed lsle proper
fone in Meru and one near the southern coast) as well as
a small Eastern principality he seldom visits. (He leaves
gavernance of it to a Dragon-Blood prefect.) The manses
on these properties produce three hearthstones the Dan
wears at all times. A Freedom Stene is socketed into a skin
meunt amulet in the center of his chest, a Monkey 5
set inte the right bracer of a pair of orichaleum hearthstone
lracers he inherited from a prior incarnation, and a Gem of
Dhignity is set in an orichalcum hearthstone amulet.

The Dancer in Light is cutrently developing his own
Martial Arrs seyle hased on his dancing, which treats
wind-fire wheels as form weapons, He has not yet made
Charms for it, however, and mighe seek the advice of more
powerful beings.

Desus

His first incarnation was killed for deceit at the dawn
of the Primordial War, but Desus never learns. Never an
introspective man, the famous Eclipse doesn 't really consider
what he's doing when he's heing manipulative. He doesn’t
rationalize lies to himself because he hardly no-
rices them—rthey're just his way. Desus has
Jung since learned how to frame just abour
any action as virtuous, or at least find a
reason that'll explain it to others, and he's
usually firmly convinced even himself that
deceiving his close friend or torturing his
mate was totally justificd.

Those who meet this Solar
quickly internalize his justifica-
tiens and tend ro think of him
as goodhearted in a somewhat
sideways way. They might
understand that many of
the things he does would be
wrong if someons else did
them—Dbut when Desus
does them, either they
don't seem so bad or it's
assutned he must have
had a good reason.

And yer, Desus
isn't quire a sociopath,
I the case of his Lunar
wife, Lilith, for instance, Desus
loves her more than anyone else in
the world. He's just never had any reason
to learn to control his casual sadism: She'll take the
pain, she'll never complain, and she’ll keep loving him,
sa why shouldn’t he mete it our? [ndeed, the Eclipse has
accomplished fears of astonishing heroism. During the
Primordial War, he went alone to negotinte with the
troublesome behemoth Oliphem. Desus's golden-rongued
arguments (and swift sucker-punch) made thac fight a

one is

legend, and him the roast of the Exalted Host. His inspired
genius was critical to dealing with the diplomatic pirfalls
of the Period of Long Silence. Every century or so, he goes
on another highly visible quest to keep up his star powe
He scems to have a sixth sense for those thar will make
him lock perfect.

For the sake of his circlemares, parricularly Bright
Shattered [ce, Desus often vates alongside the Faithful, but
he's not really in line with any faction. (He does have some
sympathy for the Cauldronists and the Divisives, though.)
Thus, as long as he can appear to be in the Faithful camp,
he'll oceasionally sneakily support another cause: perhaps
by saying one thing in froncof the Deliberative, while using
bady language to telegraph a subconsciously received mes-
sage thar says the opposite. His major services to Creation
ate his very wisihle que

Desusavoids oversceing his Southeastern estate as much
as possible, spending his time mainly on exciting politics
and romanric jounrs with Lilith. (His ehvious devation to
his wife is publicly admired, sometimes even held up as
a romantic standard.) His Eastern-golden skin is further
ranned by the Southern sun, and his hair lightened to a
medium gold-brown. He's unbelievably handsome in a
sinister kind of way, but no ane ever rakes his devilish
grrin for the warning it is.

Limit Break: Asthe Conviction flaw Deliberate Cruelty
{see Exalted, p, 105), save thar Desus gains Limitwhen-
ever he sees viciousness accomplish a goal, or kindness
fail to sccomplish one. If the abuses Desus routinely
~y perpetrates
) against his
prisoners of
war Of certain
sexual partners become
public, they mighractually
damage his reputation.
Motivation: Demonstrate
puwer over UT]\L‘IS‘
Caste: Eclipse
Anima Banner: A filmy white
swan that spreads its wings against
the sun.
Attributes: Scrength 6,
Dexterity 6, Stamina 4;
Charisma 7, Manipulation 7, Ap-
pearance 7; Perception 6, Intelligence 5,
Wits 7
Virtues: Compassion 2, Conviction 3, Temperance 2,

Valor 5
Abilities: Archery 8, Athletics 8 { Absurd Stunts +3), Aware-
ness 7 (On the Alert +2), Bureaucracy & (Making Deals +3],
Crafe (Genesis) 5, Crafr (Magitech) 5, Craft (Wood) 7,
Dodge 7, Integriry 7, Investigation 3, Larceny 8, Linguistcs
(Native: Old Reakm; Others: Clawspeak, Naval Ciphers, Pe-
lgial, Riverspeak, Seatimgue, Skytomgue) 6, Lore 7, Martial




Dancer IN LIGHT # Desus

Aris 8 (Sucker-Punch +3}, Medicine 3, Melee 3, Oceult 6,
Performance 8 (Heroism +3), Presence 9 I’\edw.rmn +2),
Resistance 7, Ride & {Winged Steeds +2), Sail 9, Stcalth 7,
Socialize 9 (Lying +3), Survival 6 { Animal Husbandry +2),
Thrown 4, War 6 (Naval Warfare +1)
Backgroundss Allies 5 (Legendary Ally), Arsenal 1, Artifacr 4,
Autifact 2, Backing (Order-Conferring Trade Partern) 4,
Connections (Deliberarive) 5, Connections (Solar Navy] 3,
Connections (Yu-Shan) 5, Cult 3, Manse 5, Panoply 4,
Repuration (Dashing Adventurer) 3 (Legendary Reputa-
tion), Retainers 4, Salary 3, Wealth 4
Charms: Adamantine Fists of Bartle, Armor-Penetrating
Fang Strike, Ascendant Bactle Visage, Athletics Es-
sence Flow, Awareness Essence Flow, Battle Fury Focus,
Body-Mending Meditavion, Bureau-Rectifying Method,
Chaos-Repelling Pattern, Clarity-of-Mind Moment,
Crashing Wave Throw, Dancing with Strife Technique,
Deck-Striding Technlque, Desciny-Manifesting Method,
Discerning Savant's Eye, Doldrums-Induced Tempe, Dragon
Coil Technique, DrunkenMonk Finds His Sandal, Drunken
Maonk Loses [ lis Sash, Eagle-Wing Style, Element-Resisting
Prana, Essence Arrow Artack (Dazzling Flare, Fiery Arrow
Arrack, Righteous Judgment Arrow), Essence Fi
Scales Technique, Essence-Gathering Temper, Essence-
Lending Methad, Essence Plethora (x2), Essence Venom
Strike, Erernal Elemental Hasmony, Ever-Watchful Sentinel
Dedication, Excellent Emissary’s Tongue, Feather-Foot
“Style, Fine Passage Negotiarting Style, First Appearance
Excellency, First Archery Excellency, First Athletics Excel-
7, First Dexrerlry Excellency, First [ntegrivy Excellency,
arceny Excellency, Fisst Marrial Arts Excellency
First Performance Excellency, First Presence Excellency,
First Ride Excellency, First Sail Excellency, Fists of lron
Technique, Flawless Brush Discipline, Flawless Pickpocket-
ing Technique, Flawlessly Impenetrable Disguise, Flow Like
Bload, Flowing Body Evasion, Foe-Vaulting Method, Foul
Air of Argument Technique, Frugal Merchant Method,
Full-Srroked Ramming Kick, Fury Inciting Presence, Gath-
ering the Congregation, Ghost-Larting Technique, Golden
Courrier Misdirection, Golden Tiger Stance, Graceful
Crane Srance, Ground-Denving Defense, Hammer on
rom Technique, Hardship-Surviving Mendicant Spiric,
Heart-Compelling Method, Heaven Thunder [ ammer, Her-
oism-Encouraging Presence, Hull-Preserving Technique,
Hurricane-Prediering Glance, Hypnoric Tongue Technique,
[ Whasnt There Underseanding, Immaculare Golden Bow,
[mmanent Solar Glory, Increasing Strengrh Exercise,
Indolent Official Charm, Inevirable Vicrory Medirarion,
Inexhauscible Bolrs of Solar Five, Infinite Arhlerics Mastery,
Infinite Awareness Mastery, [nfinite Bureaucracy Mastery,
Infinite Dodpe Mastery, Infinite Linguistics Mastery, Infinice
Martial Arrs Masrery, Infinite Presence Mastery, Infinire
Ride Mastery, Infinire Sail Masrery, Infinite Socialize
Mastery, Insightful Buyer Technigue, Instinet-Driven Beast
Movement, Inregrity-Protecting Prana, Invincible Admi-

1grs amid

ral Method, Invincible Solar Vessel, [rrepressible Bravery
Tactic, Irresistible Salesman Spirit, Ircesistible Silver Spirit,
Knockout Blow, Leaping Dodge Method, Letter-Within-
a-Letter Technique, Lightning Speed, Lightning Stroke
Attack, Lock-Opening Touch, Majestic Radiant Presence,
Martial Arts Essence Flow, Mastery of Small Manners, Mas-
tery of Society Technique, Misty Vovage, Mob-Dispersing
Rebuke, Monkey Leap Technique, Mountain-Crossing
Leap Technique, Octopus and Spider Barrage, Omnipotent
Admiral Authority, One of the Herd, Orgiastic Fugitive
Form, Orichaleum Fistsof Battle, Ox-Body Technique {x3),
0‘( -Stunning Blow, Perfect Reckoning Technique, Perfect
Symmetry, Performance Essence Flow, Phantom Accow
Technique, Poetic Expression Style, Pounding Hammer
of Devasgation Technique, Principle of Motion, Racing
Hare Method, Rain of Feathered Death, Reflex Sidestep
Technique, Respect-Commanding Attitude, Ride Essence
Flow, Rout-Stemming Gesture, Sagacious Reading of Intent,
Sail Essence Flow, Sail-Furling Invulnerabilicy, Salty Dog
Method, Saturnalia Memoriam Kick, Sea Ambush Tech-
nique, Sea Spider Plunge, Sedfaring Hero Form, Second
Awareness Excellency, Second Bureaucracy Excellency,
Second Linguistics Excellency, Second Lore Excellenc
Second Socialize Excellency, Second 8realth Excellency,
Second War Excellency, Secure
Cat Steg ppmm Serpentine Evasion, Seven Seas Wind-Luring
Chanty, Seven Shadow Fvasion, Shadow Over Water,
Ship-Claiming Stance, Shipwreck-8Burviving Stamina,
Shockwave Technique, Sledgehammer Fist Punch, Snake
Form, Snake Strikes the Heel, Soaring Crane Leap, Social-
ize Essence Flow, Solar Hero Formy Solar Hero Supremacy,
Speed of Light Approach, Speed the Wheels, Spider-Toat
Style, Spirit-Curting Artack, Spirit-Detecting Glance,
Stealing from Plain Sight Spirit, Storm-Ouerunning Tech-
nique, Storm-Weathering Essence Infusion, Striking Cobra
Technique, StrikingSerpent Speed, Stubborn Boar Defense,
Stuck Rudder Infliction, Sturdy Bulkhead Concentrarion,
Supremacy of War Mcrhod, Supreme Perfecrion of Athlet-
ics, Supreme Perfeetion of Martial Arts, Supreme Perfection
of Performanee, Supreme Perfection of Presence, Supreme
Perfection of Sail, Supreme Perfection of Socialize, Surprise
Antieipation Method, Swallowing the Lotus Root, Taboo
Inflicting Diatribe, Terrestrial Circle Sorcery, Terrible Sail-
Rending ult, Third Dodee Excellency, Third Martial
Arts Excellency, Third Resistimce Excellency, Third Sail
Excellency, Thunderbolt Avtack Prana, Thunderclap Rush
Attack, Twin-Fang Technique, Twisted Words Technigque,
Two-Fisted Merrymaker, Ultimate Mastery of Absurd Stunts
(Athletics), Ultimate Mastery of Heroism (Performance ),
Ulrimate Mastery of Winged Steeds (Ride), Unbreakable
Fascination Method, Uncoiling Serpent Prana, Understand-
ing the Court, Unhealthy Miasma Stance, Unparalleled
Acumen Meditation, Venomous Whispers Technique,
Wary Swallow Method, Wasp Sting Blur, Wave-Riding
Navy

Second Survival Exceller

reaker, Web-Cutting Eyes, Whirling Brush Method,
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Wild Revelry Approach, Will-Bolstering Methad, Wind-
Dancing Method, Wise-Eyed Courtier Methad, Worshipful
Lackey Acquisition

Desus has developed a custom technique (Socia T
Essence 7) that influences everyone who has ever heard
him speak into believing that he means well, no mareer
what he does. The system for Eternal Empress of Love
Atcitude (see p. 39) may be mirrored for this Charm, if
necessdary.

Spells: Blood Lash, Calling the Wind's Kiss, Emerald Circle
Banishment, Emerald Countermagic, Infallible Messenger,
Invocation of the Living Ship, Keel Cleaves the Clouds,
Lightning Whip Smites the Water, Mast-Shattering Spell,
Open the Spirit Door, Storm Rider Enchantment, Sum-
mon Elemental, Viridian Mantle of Underwater Journeys,
Written upon the Water

Join Battle: 14 (On the Alert [6)

Attacks:

Punch: Speed 5, Accuracy 15, Damage 6B, Parry DV 8,
Rate 3

Kick: Speed 5, Accuracy 14, Damage 9B, Parry DV 6,
Rare 2

Clinch: Speed 6, Accuracy 14, Damage 68, Parry DV —,
Rate |

Giloves of Martial Readiness; Speed 5, Accuracy 17, Damage
121, Parry DV @ or 11, Rate 4

Suapger Stick (melee}: Speed 4, Accuracy 11, Damage 9B,
l’rlrrw DV 6, Rate 3

Swapper Stick (ranged): Speed 4, Aceuracy 15, Damage 10B
(piercing), Range 50, Rate |

Soak: TL{7B (Silken armor, =5L{3B)
Health Levels: -0/-1/-1{-1/-1/-1/-2{-2}-2/-2
fncap

Dodge DV: 12
Essence: 10
Personal Essence: 38
Committed Essence: 22
Other Notes: Diesus' swagger stick contains a built-in very
small concussive Essence cannon and may also be wielded
in hand-to-hand combat {as a stick). His main form of
transport is a folding ship given to him as a reward for the
blinding of Oliphem. He owns more powerful craft, but
enjoys the former ship more.

Agone of the most powerful and shrewd Solars in Creation,
Desus maintains a numberof powerful manses on the Blessed
Isle and abroad, which provide him access to a number of
hearthstones. The Eclipse hasa Seacalm Gemstone mounted
on the back of his right-hand glove of martial readiness,
a Gem of Dignity mounted in a hearchsrone amuler and,
unknown to all but Lilith, a Gem of Immeorrality set into a
<kin mount amulet over his heart,

Aided by the expertise (i.c., Science of Murarion Charm)
of Bright Shattered Lee, Desus breeds custom simhata on
one of his estates. These magnificent beasts are like the

-2[-2f-2)-2]-4
Willpower: §

Peripheral Essence: 112 (90)

ones detailed on page 349 of Exalted, but are colored adeep

red-gold and possess magnificent furred wings.
Desus’ Fver-Watchful Sentinel Dedication is keyed to
noricing danger to Lilith.

GOLD-SHADOWED ARROW

Ower four millennia ago, when Gold-Shadowed Arrow
was born, the Dragon Kings occasionally trained very tal-
ented humans as thaumatutge-commandos. These assassin
vecultists were assigned to take care of minorthre:
as human serial killers orsmall ecrant monsters: things the
Dragon Kings themselves didn't feel like dealing with,
The best of them was a lithe, dark-skinned boy—and
naturally, he a prime candidate for the Night Caste.
In the Primordial War, he was granted the Sun’s gifts in
order to stalk and kill the Yozis" most elusive souls.

This medest Solar declined to carve out his own prin-
cipality during the Ochre Fountain Era, and has never done
s since, though he keeps a small estare on the Blessed Isle.
He serves his duty to Creation as guardian of the South.
Although some Exalts grumble at this—and especially at
his casual infiltrations intotheir principalitics—none dare
suggest thar his duties be curtailed, for thar might ateract
his suspicion.

They have reason to fear, Gold-Shadowed Arrow has
indeed taken down corrupt Solars (though he considers
himself above most Exalt-driven criminal dispures and
won't pursue them unless asked o do so), Fellow Night
Caste Gilded Whisper, who disrupred the Order-Conferring
Trade Parrern and fled Queen Mere ighreous rage, just
recently tasted death ac his hands. At least, Queen Merela
gives Gold-Shadowed Arrow the credit, He himself didn'r
claim it. Since no living being has spotted him ourside rhe
Deliberative, his estate or Tzatli for over 1,000 years, it's
hard to be sure it was he, Still, the toral lack of evidence for
the murder leaves little doubr as ta its perpeteator, as does
the fact that six Exalted investigators who started looking
into it each completely forgot the event within a week.

Young Exalts somerimes whisper that Gold-Shadowed
Arrow's exacting standards would find anyone he closely oh-
served cortupt, Bur they soon learn not to speak of him even
in whispers, for he can hear his name from across Creation.

Towatch over the Sourh, Gold-Shadewed Arrow uses
o method as entercaining as it is cffective. He mainrains a
crime network throughout that fifth of the \wrid which—
though it does contribute to social i s s
anideal method of attracting dissidents for him to abserve.
This gives him an excuse to play to his criminal strengths
while serving sociery. In the Southeast, for instance, the
only place he's failed ro infiltrate is the Domain of Starely
Order (a prablem that preoccupies him). The rest of his
cfforts there include:

* One agent to track the “aceidents” in Tamar-Kas

* (One of the sacred cattle, who peports attempts to
sway their loyalry (rare, but there was one Exalt who tried
Lo “emancipate” them)

such




e Fifteen cat’s-paws in the Brazen Lands, six ol
whomare tracked by the Dual Queens (andknown
to be tracked by Gold-Shadowed Arrow)

e Nineteen unwitting agents in Chiaroscuro,
includinga five-member cabal ofunlicensed alchemists
and a seven-member gang of God-Blooded smugeplers

* Twenty-six corrupt officials in High Nyunda,
ten ol whom are bribing each other

Gold-Shadowed Arrow has sympathies with both the
Unionists and the Faithful. He believes in the Unionists
because he believes wholeheartedly in the purity and
rightecusness of his Zenith circlemate, the Hierophant,
who would be one of the rop candidates for a single Solar
commander, He believes in the Faithful because he, like
Bright Shattered lee, is of a rigorous and ambitious bene.
Also like his Twilight circlemate, the Night Casee hasnever
wanted children. Unlike her, he usually travels and works
alone, unless he's on business with his circle or his fellow
Night Caste Nasuno Jumong.

Limit Break: Gold-Shadowed Arrow isn't much for indul-
gence, and the self-righteousness born of his Temperance
can lead him into Irrational Saintliness. e gains Limit when
he sees negative consequences from others' indulgences,
and after enough of that, he'll refuse all “self-centered in-
dulgences” for a full day—even necessary ones. If injured,
he'll refuse medical trearment and force himself onwaed,
If offered aid, he'll turn it down even if he can't succeed
without lt. He may control this Limit Break in ordet to ac-
cept help that's offercd, but still won't seek it out,
Motivation: Eliminate corruption. (Ironically, Gold-
Shadowed Arrow’s Intlmaciestoward hiscirclemares blinds
him to their flaws, and his relative lack of social grace makes
him easy for many of his peers to deceive.)

Caste: Night

Anima Banner: A shootingstar fires with his arrows against
dim grayness.

Attributes: Strength 8, Dexterity 9, Stamina 8; Charisma 4,
Manipulation 5, Appearance 4: Perceprion 9, Intelligence 9,
Wits 9

Virtues: Compassion 2, Conviction 3, e
Temperance 3, Valor 4

Abilities: Archery 10, Arhletics 9 { Running+2), Awareness 10,
Bureaueracy 7 {Planting/Finding Agents +2), Craft { Wood) 6
(Archery Materinls +2), Craft (Water) 6 (Poisons +2),
Dodge 10, Integrity T{Ohvious Carruprion +3), Investigation 9
{TheSmuth+3), Larceny 10{ The South+3), Linguistics (Nar
Old Realm; Others: Dragontongue, Earthtongue, Flame-
tongue, Forest-tengue, Riverspeak, Seatongue, Skytongue) 7,
Lore 8, Martial Ares 8, Medicine 5, Melee 9, Qccult 8, Perfor-
mance 5, Presence 4 (Intimidacion +3), Reststance 8, Ride §
{Chases +3), Sail 4, Socialize 4, Stealth 10, Survival 7,
Thrown 8§, War 7 (Guerilla Wartare +3)

Backgrounds: Arsenal 3, Artifact 5, Backing (Criminal
Empire) 5 (Legendary Backing), Command 1, Connections
{Criminal Underworld) 5, Connecrions (Meru) 5, Connec-
tions {Sourh) 5 (Legendary Connections), Henchmen 3,
Manse 5, Panoply 4, Reputation {Inescapable ) 5 (Legendary
Reputation), Retainers 5, Wealth 4

Charms: Accuracy Withour Distance, Aegis of
Alrruistic Interposition, Alehouse Memory Stance,
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All-Encompassing Sorcerer’s Sight, Angry Predator
Btyle, Arrow Storm Technigue, Athletics Essence
Flow, Archery Essence Flow, Armored Scout's Invigora-
tion, Awareness Essence Flow, Birdsong Over Blades,
Blazing Solar Bolt, Blinded by Laughrter, Blow-Concealing
Gesture Technique, Body-Mending Meditation, Bound-
less Arrow of the Unconquered Sun, Bulwark Srance,
Bureaueracy Essence Flow, Call the Blade, Cannibalistic
Heritage Technique, Cascade of Curting Terrar, Celestial
Cirele Sorcery, Celeseial Tiger Hide, Chaos-Repelling
Partern, Charcoal March of Spiders Form, Ciry-Moving
Secrets, Consumer-Evaluating Glance, Courtier’s Eye
Technigque, Craft Essence Flow, Crafty Observation
Method, Crimson Leaping Cat Technigue, Crushing Claw
Technigue, Dance of the Hungry Spider, Deific Vantage
Stance, Dipping Swallow Defense, Discerning Savant's
Eye, Distracring Finger-Gesrure Attack, Divine Witness
of Urter Safety, Door-Evading Technique, The Dragon
Dies in Bed, The Dragon Dies Sereaming, The Dragon
Succumbs, Eaple-Wing Style, Easily Overlooked Presence
Method, Ebon Shadow Form, Element-Resisting Prana,
Elsewhere Fingers, Elusive Dream Defense, Elusive Flicker
Evasion, Essence Arrow Artack {Dazzling Flare, Fiery Ar-
row Attack, Righteous Judgment Arraw), Ever-Warchful
Sentinel Dedicarion, Evidenece-Discerning Method, Eye-
Deceiving Camouflage, Eve of the Unconquered Sun,
P.allmq lcicle Strike, Feather-Foot Style, First Archery
Excellency, First Achletics Excellency, First Investigation
Excellency, First Larceny Exeellency, First Martial Arts
Excellency, First Melee Excellency, First Ride Excellency,
Fiest Stealth Excellency, First Thrown Excellency, Five-
told Bulwark Stance, Flashing Vengeance Draw,
Pickpocketing Technique, Flawlessly Impenetrable Dis-
guise, Flow Like Blood, Flying Mantis Kick, Foe-Vaulting
Method, Forcetul Arrow, Frugal Merchant Merhod, Fury
Inciting Presence, Chost-Eating Technique, Glorious
Solar Saber, Going Elsewhere Stance, Golden Arrillerist
Methad, Graceful Crane Stance, Grandmother Spider
Mastery, Grasping Claw Method, Grasping Mantis
Defense, [ lardship-Surviving Mendicant Spirit, Hauberk-
Lighrening Gesture, Henven's Gaze, Heavenly Guardian
Defense, Heroism-Encouraging Presence, looding the
Solar Lantern, Hungry Tiger Technique, Image of Death
Technique, Immaculate Golden Bow, Immunity to
Armies Approach, lmmunity wo Everything Technique,
Increasing Srrength Exercise, Inexhaustible Bolts of
Solar Fire, Infinite Archery Mastery, Infinite Arhlerics
Mastery, Infinire Awareness Mastery, Infinite Dodge
Masrery, Infinire Investigation Mastery, Infinite Larceny
Mastery, Infinite Martial Arrs Mastery, Infinite Melee
Mastery, Infinite Oceult Mastery, Infinite Resistance
Mastery, Infinire Stealth Mastery, Insightful Bayer
Technigue, Investigation Essence Flow, Invincible Fury
ofthe Dawn, Invisible Srarue Spirit, Iron Arm Block, Iron
Raptor Technique, Iron Whirlwind Acttack, Irresistible

Fren

awless

Questioning Technique, Joint-Disabling Atcack, Joint-
Locking Technigue, Joint-Wounding Artack, Judge’s Ear
Technique, Jumping Spider Strike, Keen Hearing and
Touch Technique, Keen Sight Technique, Keen Smell
and Tasre Technique, Know the Soul's Price, Lambent
Bolt of Annihilation, Larceny Essence Flow, Leap fram
Cloaking Shadinws Attack, Leaping Dodge Merhod, Leap-
ing Mantis Technique, Legendary Wartior Curriculum,
Letter-Within-A-Letter Technigue, Lightning Speed,
Limb-Immobilizing Method, Lock-Opening Touch,
Magic-Shattering Strike, Mantis Form, Mastery of Small
Manners, Maw of Dripping Venom, Mental Invisibility
Technigue, Mist on Water Avtack, Mob-Dispersing Re-
butke, Monkey Leap Technique, Mountain-Crossing Leap
Technique, Nest of Living Strands, Observer-Deceiving
Atcack, Occult Essence Flow, Omniscient Ears Ap-
proach, One Weapon, Two Blows, Oracular Magiscrare
Understanding, Owl Clutches at the Night, Ox-Body
Technigue (x6), Paralyzing Touch Actack, Pattern Spidler
Touch, Peony Blossom Attack, Perfect Mirror, Phantom
Arrow Technigue, Protection of Celestial Bliss, Racing
Hare Method, Raging Tiger Pounce, Rain of Feathered
Death, Rain of Unscen Threads, Ready in Eight Direc-
rions Srance, Refinement of Flowing Shadows, Reflex
Sidestep Technique, Righteous Lion Defense, Rout-
Sremming Gesture, Sagacious Reading of Intent, Second
Awareness Excellency, Second Bureaucracy Excellency,
ccond Dodge Excellency, Second Integrity Excelleney,
Second Linguistics Excellency, Second Lore Excel-
lency, Secomd Occult Excellency, Second Resistance
Excellency, Second Survival Excellency, Second War
Excellency, Seven Points of Weakness Serike, Seven
Shadow Evasion, Shadow-Body Style, Shadow Over
Water, Shadow-Stepping Motion, Shroud of Night's
Law, Solar Counterateack, Searing Crane Leap, Solar
Flare Methodelogy, Speed of Light Appreach, Spider-
Foot Style, Spine-Shateering Bite, Spirit-Cutting Artack,
Spirit-Detceting Glance, Stalking Catr Movement
Mquanx Stealing from Plain Sight Spirit, Stealth
‘ssence Flow, Striking Fury Claws Artack, Summoning
the Loyal Bow, Supreme Perfection of Archery, Su-
preme Perfection of Awareness, Supreme Perdection of
[nvestigation, Supreme Perfection of Larceny, Supreme
Petfection of Stealch, Surprise Anticipation Method,
Temptation-Resisting Stance, Terreserial Circle Sorcery,
Tiger Warrior Training Technique, There Is No Wind,
Third Craft Excellency, Third Medicine Exeellency,
T'hird Performance Excellency, Third Thrown Excel-
leney, Thumbnail Spider March, Thunderbole Artack
Prana, Tiger Form, Touch of Blisstul Release, Traceless
Passage, Trackless Region Navigation, Trance of Un-
hesitating Speed, Triple-Distance Atrack Technique,
Ultimate Mastery of Running (Athletics), Ultimare
Mastery of Planting/Finding Agents (Bureaucracy),

Ultimate Mastery of Poisons (Craft [Water]), Ultimare

Ty
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Mastery of Guerilla Warfare (War). Unconquered Might,
Unfolding Retribution Stance, Unhesitating Dedicarion,
Unknown Wisdom Epiphany, Unnatural Many-Step
Srride, Unparalleled Acumen Meditation, Unshakeable
Bloodhound Technique, Unsurpassed Hearingand Touch
Discipline, Unsurpassed Sight Discipline, Unsurpassed
Smell and Taste Discipline, Vanishing from Mind's Eve
Method, Wall Climbing Technigue, War Essence Flow,
Warer Spider Bite, Whirlwind Armor-Donning Prana,
Whire Veil Form

Spells: Assassin's Fatal Touch, Becomingthe Wood Friend,
Blood Lash, Cierus Skiff, Cloud Trapeze, Coin of Distant
Vision, Corrupred Words, Death of Obsidian Butterflies,
Disguise of the New Face, Dolorous Reflection, Droning
Suggestion, Emerald Circle Banishment, Emerald Coun-
termagic, Empathic Wind, The Eye and the Mouth, The
Faithtul Ally, Flying Guillotine, Fugue of Truth, Hidden
Judges of the Secrer Flame, Hound of the Five Winds,
Infallible Messenger, Lighining Spider, Mists of Eventide,
Open the Spiric Door, Peacock Shadow Eyes, Private Plaza
of Downcast Ey

, Rirual of Elemental Empowerment, Sap-
& “ircle Banishment, Sapphire Countermagic, Servant
of Infallible Location, Shadow Summaons, Shadow Thefr,
Shadows of the Ancient Past, Shadowy Simulacrums of
Smoke, The Spy Who Walks in Darkness, Summon El-
emental, Summon the Heavenly Portal, Theft of Memory,
Travel Withour Distance, The Violent Opening of Closed
Voices of Distant Regard

Join Batder 19 (Note: lHe has Supreme Perfection of
Avwareness. )

Arracks:

Pynch: Speed 3, Accuracy 18, Damage 9B, Pacry DV 10,
Rare 3

Kick: Speed 3, Accuracy 17, Damage 12B, Parry DV 8,
Rare 2

Clinch: Speed 3, Accuracy 17, Damage 9B, Parry DV —,
Rare 1

Gauntlers of Distane Claws {melee}: Speed 3, Accuracy 11,
Damage 141, Parry 1DV 10, Rate 3

Gauntlers of Distanr Claws (ranged): Speed 3, Accuracy 21,
Damage 8L, Range 15, Rate 1

Chrichalewm Shove Powerbow (Eagle’s Rain): Speed 3,
Accuracy 21, Damage 131, Range 300, Rare 2

Soak: | L/16B{Yoroi rapid-response armor, + 7L/3B, Hard-
ness: 3L13B, farigue value 1)

Health Levels: O [/-1f=1/-1/-10-10-1/-1-2/-2)-20-2/-2)-2f
S22 2242 - 22 -4 Incap

Dodge DV: 15 Willpower: 10

Essence: [0

Personal Essence: 40
Commitred Essence: 20
Other Notes: In addition to his combat accoutrements,
Gold-Shadowed Arow can always be found with his
Windblade-cluss personal transpore (Raptor) and a belt-
maunted amuler of shadow walking in addition to such

Peripheral Essence: 94 (74}

common devices as a hard mote and 1 AM glyph reader.
In addition, the Night Caste has a Artifacr 3 cache egg
available to him that typically contains numerous false
wdentiries and disguise materials, as well as any equipment
he thinks he'll need for a particular mission. (It has also
come in handy in the past as everything from hard cover
Lo an easy meais Lo di.\]‘um: of a o )ITN-:.)
As an ancient and respecred Solar Exale, Gold-Shadowed
Arrow has a number of powerful manses under his conrrol.
These produce a Windhands Gemstone (mounred in his
right gauncler of nt claws), a Gem of Perfecr Mohil-
ity {mounted on his powerbow) and a Srone of Gender
Transformation {mounted in a skin mounr amulet on the
back of his neck).

Gaold-Shadowed Arrow does nor have a anlt. If he feels the
power of ene flickering within him, he'll make a paint of
hunting it down and dispersing i

THe HiEROPHANT

Onee lirtle more than a mertal chiruegeon, the Hiero-
phant was Exalted for his steadfastness and will to survive
during the turbulence of the Thousand Struggles Era, He
holds his position because, at his behest, his circle chose
not to fight and worked hardest to resolve the Period of
Long Silence, In the process, they gained treaties and favors
from nearly all Exalted then alive. Furthermore, his circle
containg three Primordial War survivors, Only afew others
boast so many, and his is certainly the most cohesive. But,
although he’s uniquely powertul, he's never quite been able
to weest total control of the Solar establishment under the
Unionist banmer.

Always dressed in white robes, with his white hat and
stalf of office, the Hierophant lives a life of purity. He only
indulges in sexual congress with his Lunar mare, and ooly
when the sun and meon are in the correct alisnment. His
diecisone of plain rice and green vegetables, and he devotes
two hours aday to breath exercises and martial meditations.
Andyet, though he doesn'timderstand it, he's grown subtly
corrupt. His enormous principalite’s idyllic, rolling lawns
and lushly perfect gardens are fed by irresponsible Essence-
drawing engines that render swaths of Creation cursed and
infertile. His retinue’s members are all reshaped to be nine
feer rall, lightly museled, and colored white-and-gold. e
calls this a tribute o the Unconguered Sun, but it's truly
because he finds them exquisite. Those self-indulgent warp-
ings have lelt the morals incapuble of surviving without a
diet as expensive as it is wastelul.

Bur the Hicrephant's worst corruption is his certainey
that only ke can properly lead the Deliberative. 1le's made
an increasing number of back-room deals and irreligious
policies for ambitien's sake. (In his mind, of course, it's
for Creation's sake.) He's even taken the name of his god
in vain.

Limit Break: Compassion: Heart of Tears (see Exalted, p.
104). The Hicrophant hardly ever sees innocents, however,
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and certainly never encounters suffering in his beauriful
manicured estate. He believes that every mortal in Creation
is domng just fine guided by Solar wisdom. Alchough he ab-
stractly regrets the deaths cansed by Operation Wyldhand, he
was confronted by no actual evidence of the suffering—and
still hasn't been, Immured in his ivory tower, it's easy for
him to believe such things as Wyldhand to be regrettable
necessities, to justily a growing number of corrupt policies
and to turn a blind eye w any pain that might cause him
to weep, The Hierophant, it's important to note, doesn’t
want to know about suffering, since knowing about it hurts
so much, Attempts to inform him will generally lose his
artention to distraction and denial.

Mativation: Become the single Solar leader. The Hierophant
has an Intimacy to

Backing), Command 5, Connecrions (Deliberative) 5
(Legendary Connections), Connections {The Priesthood
of the Unconguered Sun) 5, Connecrions (Rogue Tributar-
ies) 4, Cult 3, Henchmen 5, Manse 3 (Legendary Manse),
Panoply 5, Repatation (Vieuous Priest of the Sun) 5
{Legendary Reputation), Retainers 5, Salary 4, Wealth 5
{Legendary Wealth)

Charms: Adamant Skin Technique, Ailment-Recrifying
Method, Anointmentof Miraculous Health, Armared Scour’s
Lnvigoration, Autherity-RadiatingSrance, Bartle Fury Focus,
Bloodthirsty Sword-Dancer Spirit, Body-Mending Medita-
tiom, Body-Purifying Admonitions, Bureaucracy Es
Flow, Catching the Sun's Glance, Celestial Circle Sorcery,
Cleansing Flame Strike, Contagion-Curing Touch, Des-
tiny-Manifesting

fad

his circlemates.
Caste: Zenith
Anima Banner: A4
gold-clawed white
panthertilsback its
head and roars.
Attributes:
Strength 5,
Dexrerity 5, Stam-
ina 6; Charisma 8,
Manipulation 7,
Appeatance 6;
Pérceprion 7.
Intelligence 6,
Wits &

Virtues: Compas-
sion5, Conviction3,
Temperance 2,
Valor 4

Abilities: Archery2,
Achletics 6, Aware-
ness7, Bureaucracy 7
{Government +3),
Craft (Earth) 4,
Craft (Genesis) 3,
Craft (Water) 8,
Craft (Wood) 3,
Dodge 6, angntv 8
{Self-Righreous

Merhod, Durability
of Oak Mediation,
Element-Resisting
Elusive
Dream Defense,
Enemy-Castigaring
Solar Judgment,
Essence-Gath-
ering Temper,
First Awareness
Excelleney, First
Burcaucracy Ex-
cellency, First
Incegrity Excel-
lency, First Martial
Arts Excellency,
First Medicine
Excellency, First
Melee Excellency,
First Performance
Excellency, First
Resistance Excel-
lency, First War
Excellency, Flaw-
less Diagnosis
Technique, Friend-
ship with Animals
Approach, Fury

Prana,

stigation 6 (Government +2), Larceny 3,
Linguistics (Native: Old Realm; Others: Dragontongue,
Farthtongue, Flametongue, Forest-tongue, Pelagial, Riv-
erspeak, Seatongue, Skytongue) 8, Lore 7 (Treaties +3),
Martial Aves 7 (Staff +3), Medicine 8, Melee 4, Occult 8,
Performence 8 (Speeches +2, Deliberative +1), Presence 8
istance 8, Ride 4, Sail 5, Socialize 8
{Deliberative +2), Stealth 2, Survival 8, Thrown 3, War 6
(Tzatli +2, Defense +1)

Backgrounds: Allies 5 (Legendary Ally), Arsenal 5 (Leg-

}"’ddw Arsenal), Backing {(Deliberative) 5 (Legendary

Inciting Presence,
Glarious Solar Plate, Golden Janissary Form, Greater
Blessing of the Day, Hardship-Surviving Mendicant Spirie,
Hauberk-Lightening Gesture, Heart-Compelling Method,
Heroism-Encouraging Presence, Husband-Seducing Demon
Dance, Hypnotic Tongue Technique, Immunity to Every-
thing Technique, Infatuation-Gathering Idol Methedology,
Infinite Athletics Mastery, Infinice Bureaucracy Mastery,
Infinite Awareness Mastery, Infinite Dodge Mastery,
Infinite Linguistics Mastery, Infinite Integrity Mastery,
Infinite Martial Arts Mastery, Infinite Medicine Mastery,
Infinite Performance Mastery, Infinite Presence Mastery,
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Infinite Resistance Mastery, Infinite Survival Mastery, In-
stant Treatment Methodology, Integrity-Protecting Prana,
[nvincible Armor Invocarion, Iron Ketele Bady, Iron Skin
Concentration, Ireesistible Questioning Technique, [rresist-
ible Salesman Spirit, Judge's Ear Technique, Light-on-Dark
Shield, Lone Spark Lights the Conflagration, Majestic Radi-
ant Presence, Medicine Essence Flow, Memory-Reweaving
Discipline, Mind-Blanking Rebuke, Mob-Dispersing Rebuke,
Ox-Body Technique (x8), Paralyzing Combustion Imbue-
ment, Performance Essence Flow, Phantom-Conjuring
Performance, Phoenix Renewal Tactic, Presence Essence
Flow, Resistance Essence Flow, Respect Commanding At-
titude, Righreous Lion Defense, Rocks and Storms Chorus,
Rotten Leaf Arrested, Rout-Stemming Gesture, Searing
After-lmage Passion, Second Athletics Excellency, Second
Dodge Excellency, Second Lore Excellency, Second Oecult
Excellency, Second Presence Exeellency, Soctalize Essence
Flow, Solar Flare Methodology, Spirit-Curting Acrack,
Spirit-Detecting Glance, Spirit-Maintining Mancuver,
Spirit-Repelling Diagram, Spirit Strengthens the Skin, Stub-
born Boar Defense, Sun King Radiance, Supreme Perfection
of Medicine, Supreme Perfection of Petformance, Supreme
Perfection of Presence, Supreme Perfection of Resistance,
Survival Essence Flow, Temptation-Resisting Stance, Ter-
restrial Circle Sorcery, Terrifying Appatition of Glory, Third
Investigation Excellency, Third Linguistics Excellency,
Third Ride Excellency, Third Survival Exeelleney, Touch of
Blissfil Release, Transcendent Heto's Meditation, Ulrimare
Mastery of the Deliherative (Socialize), Ultimare Mastery of
Government { Bureaucracy ), Ulrmate Mastery of Speeches
(Performance ), Ultimare Mastery of Defense (War), Un-
breakable Warric astery, Underling-Promorting Touch,
Unbhesitating Dedication, War Essence Flow, Where Is
Doom Inquisition, Whirlwind Armor-Donning Frana,
Wholeness-Restoring Meditation, Willpower-Enhaneing
Spirit, Worshipful Lackey Acguisition, Wound-Cleansing
Meditation, Wound-Mending Care Technique

Spells: The Barttle’s End, Burning Eves of the Offender,
Cloud Trapeze, Commanding Presence of Fire, The
Crumbling Walls, Demon of the First Circle, Demon of
the Second Circle, Emerald Clirele Banishment, Emerald
Countermagic, Gentle Call of Lethe, Hideous Confusion
of Tongues, Infallible Messenger, Internal Flame, Invulner-
able Skin of Bronze, Open the Spitit Door, The Parting of
the Seas, Peacock Shadow E ing Flames, River of
Blood, Sapphire Countermagie, Spiric of Might, Summaon
Elemental, Water from Stone

Jein Battle: 13

Attacks:

Punch: Speed 3, Accuracy 13, Damage 3B, Parry DV 7,
Rate 3

Kick: Speed 5, Accuracy 12, Damage 8B, Parry DV 3,
Rare 2

Clinch: Speed 6, Accuracy 12, Damage 5B, Parry DV —,
Rare |

Orvichalcwm Wrackstaff ( Staff of the Sun ) : Speed 4, Accuracy 18,
Damage 9L{17B, Parry DV 9, Rare 4

Soak: 15L/16B (Silken urmor, +5L{3B, and discreet Essence
armor, +7LJ7B, Hardness: 41./4B)

Health Levels: -0/-1/-1f-1/- V- L1012 20-24-2-
2-24-2-2f2f-2 2222022 -2 24 Tncap

Dodge DV: 10 Willpower: 8

Essence: 8
Personal Essence: 32
Commirted Essence: 39
Other Nates: The Hierophant's orichalcum-inlaid wrack-
staff also acts as a merasorcerous phylactery into which
is set a Gem of Grace. In addition, the Zenith is always
garbed in a vestment of holy vigilance, allowing him to
respond to those whe venerare him, should he so desire.
He also is attuned o o royal warstrider, Champion of the
Sun, modeled on his own image and armed with a war-
serider fire lance identical in appearance, if not function,
to his wracksraff. He rypically keeps the artiface artuned
bur Elsewhere (a5 reflected by his committed Essence). He
also wears the Ring of the Deliberarive, mounted with a
Jewel of the Lawgiver's Authority and the Heart of the
Realm, rhe unique hearrhstone that allows its bearer to
wield the Sword of Creation (as well as offering other
abilities). As arguably the most powerful voice in the
the Hierophant also has access to nearly
tifact he might need, from an T AM glyph reader to
a direcrional Titan.

SALINA

Taking na ritle, Salina is the current datling of the
Exalted social whirl. Her unpretentious optimism endears
her ro nearly everyone, while her incredible energy at-
tracts many adherents to her causes (and attracts attention
from the many whe believe her causes insane), Born in a
rime and place of peace and prosperity, Salina grew up
believing that everyone’s basically reasonable and good,
and that understanding has never left her. When others
do evil, she’ll always say it’s because they didn't properly
understand the good.

Salina’s first incarnation fought, of course, in the
Primordial War and was killed by She Who Lives In Her
Name - the Principle of Hierarchy. Butbefore he fell against
those crystal-trapped fires, the ancient Zenith had a vision:
he saw whar Creation might be like without her. Though
the next to receive his Exaltation didn't recall his blinding
insight. the third incarmation—Salina—did.

It's practically impossible to spread and sustain that
vision in a world dominated by inbuilt and obvious hier-
archies, but if anyone can do i, Salina can. Though her
principality must contain certain hierarchies in order to
be compatible with the Order-Conferring Trade Pattern,
she’s made every rank ceremonial, enforces no laws and
confers noactual authority on anyone (including herself).
When Salina sits in the Deliberative, she never vores as

Peripheral Essence: 78 (19)
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her elders instruct her, but rather along a highly eccentric
ser of principles that emphasize freedom and personal re-
sponsibility. Somehow, thisdisohedience has never gotten
her in trouble, bur there's always a first time.

Only a few hundred years after her Exaltation, Salina
famously convinced one of the cldest sorcerers alive, De-
von, that his school was in error and hers the truth. Ina
move that shocked the sorcerous establishment, Devon
performed a Solar rirual that sent every Devonian treatise
upin flames, then wrned his entire Academy over to Salina
{see The Books of Sorcery, Vol. Il—The Black and White
Treatises, p. 32). That gained everyone’s attention, and
the Salinan school became something of a fad. The Zenith
ook advantage of this fact to push her most ambitious idea:
a Working that would make sorcery available to anyone
who could learn it, as long as they wanted to. This, she
hoped, would remowve sorcery from the grip of corruptible
Academies, making it a far more egalitarian discipline.
While cerrain elders such as Bright Shartered lce opposed
this Working, the young sorcerer artached it as a cleverly
worded rider on a more popular measure. She then planned
every step well before the measure passed—so by the time
its opponents realized what they'd vored for, the Salinan
Working was already complere,

Brighr Shartered lee and others were displeased, but
there was liztle they could do beyond watch Salina like
hawks. They've seized upon every subsequent proposal of
héfs and rumed ir over and over for new deceptions, bur
since she’s accomplished her grand Working, Salina's been
laying low. On her own time and in secret, she's been look-
ing for a way ro make every circle of sorcery available 1o
even marrals. Success seems unlikely, bur she's
sure thar if she can only managethis; all heranti-hierarchical
dreams will be realized

Salina’s wildest propasal in rhe last few centuries was
ta throw a grear Calibrarion Feast every year: it would
last all five days, she suggested, and every Solar would
be encouraged to arrend (though only sorcerers would
be closely abserved). The ides was simple
“ircle demons can only be summoned during Calibration,
and nobody wants a Third Circle demon in Creation, ev-
eryone should come and feast rogerher during thar rime
Thus, sucial pressure accomplishes what sorcery-restricting

laws might not. This compararively mild suggestion was
greered with grear acclaim, and Saling delivers a speech
ar every E‘llﬁl’,

A shorr, compact woman, rhis Solar isn’t roo much
ta look ar, bur the farce of her personality hits onlookers
like a blow. Her every word draws an irresistible response,
and her laughter is contagions. She’s never lacked for the
areentions of the opposite sex, though she hasn’ryer found
a Lunar ro marry; and she likes having kids, whom she
cducates in a somewhar haphazard way and sends our o
“dogome pood, like fighr an invadingraksha or something,”

_In particular, she’s gor an on-again-off-again invalvement

'%’

EVEryone

since Third

with Joyous Youth Juritsu, a Lesser Elemental Dragon of
Waood (see The Books of Sorcery, Vol, IV—The Roll of
Glotious Divinity L pp. 131-134), and a number of her
childrenare his, She keeps a much closer eye on them than
she does the rest for Jurisu's Favorite activity is taking over
the bodies and selves of his descendants. He's sworn to
her that he'd never do that to their children, but Salina’s
not sure the dragon ean help his nature
Limit Break: The intense Salina i
about the welfare of others that observing even minor
social problems is likely to send her on an Unshakabie
Crusade. Whenever she notices an injustice, sh
Compassion to galn Limic, and once her Limic Breaks,
she becomes obsessed with one of the injustices she saw.
The Zenith will then attempt whatever action she thinks
necessary to lmmediately tepair the problem. This might
include fighting enemies far too scrong for her, sacrific-
ing her life to make her point, ercetera. She can control
this in order to keep from taking sulcidal actions, but
will still act in an extreme manner, For instance, if she’s
controlling a Limic Break and believes Bright Shattered
Lce is an impossibly cruel woman whacannot be allowed
o tule mortals, then Salina need not forcibly remove the
Twilight from power, bur must still do her level best to
completely undermine the elder’stule; This Limic Break
lasts for a full day.
Motivarion: Creare true freedom by eliminating hierarchy.
Virtues: Compassion 5, Convicrion 5, Temperance 2,
Valor 2
Caste: Zenith
Anima Banner: A blazing golden eagle dives forward with
every forceful gesture she makes.
Attribures: Strength 5, Dexterity 5, Stamina 5; Charisma 7
(12 with arcitact), Manipulation 7, Appearance 4; Percep-
rion 6, Intelligence 7, Wits &
Abilities: Arhletics 6, Awareness 6, Burcaucracy 7 { Sneaky
Maneuvers +2, Cooperarives +1), Craft (Fire) 4, Dodge 7,
Integyiey 7 (Her Crusades +3), Investigation 7 {Research +1,
Social Problems +1), Larceny 6, Linguistics {Native: Old
Realm; Ochers: Dragontongue, Farthtongue, Firerongue,
Forese-Tongue, Riverspeak) 5 (Demon Dialects +1), Lore 7
(The Primerdials +2), Martial Arts 3, Medicine 7, Melee 6,
Qecule 7 { Sercery +3), Performance 7 ( Rallying Supporters + 2},
Presence 7 (Her Crusades+2), Resistance 6, Ride 4, Socialize 7
{Politics +1), Survival 5, War 3
Backgrounds: Arsenal 2, Armifacr 5, Backing (Salinan
School) 3 (Legendary Backing), Connections {Delibera-
rive) 4, Connections {Terrestrial Bureaucracy) 5, Culr I,
Henchmen 3, Manse 3, Mentor (Devon) 5, Panoply 2,
Repuration (Sorcerer) 5, Savant 3, Wealth 2
Charms: All-Encompassing Sorcerer’s Sighr, Authoriry-
Radiaring Srance, Bulwark Srance, Bureau-Rectifying
Method, Bureaucracy Essence Flow, Celestial Circle
Sorcery, Desriny-Manifesting Method, Dipping Swallow
Defense, Elusive Dream Defense, Enemy-Castigating Solar

so concerned

e rolls

.
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Judgment, First Athletics Excellency, First Dodge Excel-
lency, First Lore Excellency, First Medicine Excellency,
First Melee Excellency, First Occulr Excellency, Foul Air
of Argument Technique, Frugal Merchant Method, Ghost-
Eating Technique, Heart-Compelling Method, Heavenly
Guardian Defense, [ushband-Seducing Demon Dance,
Hypnotic Tongue Technique, Indolent Official Charm,
Infinite Bureaucracy Mastery, Infinite Dodge Mastery,
Infinite Integrity Mastery, Infinite Larceny Mastery, Infi-
nite Lore Mastery, Infinire Melee Mastery, Infinite O
Mastery, Infinite Performance Mastery, Infinite [res
Mastery, Infinite Resistance Mastery, Infinite Social-
ize Mastery, Infinite Survival Mastery, Insightful Buyer
Technique, Integrity Essence Flow, Integrity-Protecring
Prana, Irresistible Salesman Spirit, Lion's Roar Recovery,
Majestic Radiant Presence, Occult Essence Flow, Ox-Body
Technique (x4}, Performance Essence Flow, Phoenix
Renewal Tacric, Presence Essence Flow, Ready in Eighr
Directions Srance, Righreous Lion Defense, Sacrosance
Soul Retriburion, Salinan Absorprion, Searing After-Image

Maneuvers {Bureaucracy), Underling Promoting Touch,
Unbhesitaring Dedication, Worshiptul Lackey Acquisition,
Wound-Mending Care Technigue, Zeal

Spells: Abjurarion of the Maidens, Adamant Circle
Banishment, Adamant Countermagic, The Battle’s End,
Becoming rhe Wood Friend, Benedicriom of Archgenesis,
Callingrhe Stalware Servitor, Chariot of the Blazing Sun,
Cloud Trapeze, Death of Obsidian Burrerflies, Demon
of the First Circle, Demon of the Second Circle, De-
mon of the Third Circel

Dolorous Reflection, Droning

Suggestion, Emerald Circle Banishment, Emerald Coun- -
termagic, The Eve and the Mouth, The Faithful Ally, Food a—
trom the Aerial Table, Hideous Confusion of Tongues,
[mpenerrable Frose Barrier, Impervious Sphere of Warer,
Incantarion of Effective Restorarion, Infallible Messenger,
Invulnerable Skin of Bronze, Light of Salar Cle

15ing,
Maledicrion of the Disrorred Compass, Mercury’s Deliver-
ance, Mises of Eventide, Mystic Travel, Open che Spirit
Daor, Qurside Worlds Within, Paralyzing Conrradiction,
Purifying Flames, Rirual of Elemental Empowerment,

Passion, Second Bureaucracy Excellency, Second Integricy Supphire Circle Banishment, Sapphire - :.

Excellency, Second Investigation P Counrermagic, Shadovwy Simulacrums of *

Excellency, Second Performance Lo Smoke, Sleep of Stany Safery, Spirit of Mighr,

Excellency, Second Presence Excel- . 7 Spoke the Wooden Face, Sprouting

lency, Second Resisrance Excellency, b/ Shackles of Doom, Solar Sancruary,

Second Secialize Fxcellency, Social- || 'I Srormwind Rider, Summon Elemenral,

ize Essence Flow, Solar Circle: f,, Summaoning of the Huarvest, Travel

“Sorelry, Solar Coun- g . Without Disrance, Unbreakable Bones =

reratrack, Sorcerer's i 0 @ of Stone, Virtuous Guard- -

Burning Chakra ian of Flame, Wheel of the

Charm, Speed rthe ’ Turning Heavens, Winds of

Wheels, Spiric- Confusion

Curring Arrack, | Join Battle: 12

Spirit-Derecring Artacks:

Glanee, Spirir-Main- Punch; Speed 5, Accuracy 9,

raining Maneuver, Damage 5B, Parry DV 5,

Spirit-Repelling Dia- Rare 3

gram, Stubhorn Boar Defense, Kick: Speed 3, Aceurney 8, Dam-

Sun King Radiance, Su- age 8B, Parry DV 3, Rate 2

preme Perfection of Integrity, Clinch: Speed 6, Accuracy 8,

Supreme Perfection of Oc- Damage 3B, Parry DV -,

cult, Temprarion-Resisting Rate 1

Srance, Terrestrial Circle Sor- Orvichalewm Daildave (Last

cery, Terrifying Apparition Resore): Speed 5, Accuracy

of Glory, Third Awareness 15, Damage 1L, Parry DV

Excellency, Third Larceny T, Rate 4

Excellency, Touch of Bliss- Soak: 10L{10B

ful Release, Transcendent % (Orichaleum chain

Hero’s Medirarion, Ultimare shire, 7L{5B)

Mustery of Her Crusades Health Levelss -0, -1, -1, -1,

(Presence), Ulrimate Mas- el Sl

rery of Poliries (Socinlize), @ S A M 4, Incap ¥

Lileimate Musrery of Rallying p D Dodge DV: 10 B

Supporters (Performance), & | Willpower: 9 ;

Ulrimare Mastery of Sneaky ) 1 Essence: T S $
y )

o
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Personal Essence: 30 Peripheral Essence: 72
Committed Essence: |7

Other Notes: Salina’s greatest treasure isasilver chain-girdle

that was granted to her previous incamarion hy a goddess.
She always wears it (ofren under her clothing), for it adds
5 terher Charisma and negares all comparative Appearance
penalties she might suffer in Social Combat—as well as the

comparative bonuses of her opponent. (For instance, if she
goes up against Bright Shattered lce, she will neither lose
three dice fromall her rolls, nor will the Twilight elder gain
three dice to all her rolls,)

Salina tries to keep her people from warshiping her, with
l[!\l”r{:ru”l SUCCCSS,

CHOSEN OF LuNA

Mates, confidants and seconds to the Solar Exalted, it
is often the Lunar Exalred to whom the Lawgivers delegate
"l".‘l{]“ﬂhl ]]]IIJ\?IIHI][ “r]hk\‘. ‘r]nd T f.:'rl[ Tlll‘.n’d‘zlrkl‘ht secrets.
Creatures of unsurpassed savagery and animal magnerism,
rhe Stewards are rthe power behind their enthroned Solars
insome principalities, while in others, they are dominated
o q"i\_‘;‘ﬁ.l:]¥l’.|‘ }‘V rhl‘” J]( THT\)”H' SPOUses.

INGOSH SILVERCLAWS

Sharp-eved Ingosh Silverclaws is a respected member of
the Silver Pact and a quiet adherent to the Winding Path.
Asone of Luna's chosen priests, Ingosh considers ichis duty
to honor her in his politics through experimental

sntradiction of established protocol. Ingosh's ,{’:

Solar mate is comfortable with Silverclaws’ =
practicesandappreciates themasamethod
of strengthening the principality the
two close friends rule rogether. The
Dawn Caste Ironbound Mercy en-
dures jests from other Solars about
who truly rules their land, but
Mereyiscomfortable with
his mate-companion.
He will become less so

when here
gosh Silverclaws shaped
him—from Mercy's Fx-
altation afterthe Time
of Caseading Years
onward-—to accept
the Winding Path’s
way of influencing
government.
[ngosh

TE-

grets the ne
of manipulatinghis
instingtual mare’s
development, but
he refused o endure
another White Wing

N _

Passing. Mercy’s earlier incarnadion was dictatorial,
intransigent, sexually insistent and disregarding of In-
gosh's desires and advice; and she died during the Time
of Cascading Years. Silverclaws’ grearest secret would ger
him executed for crimes against the Realm and Heaven.
Inexplicably isolared with his mate Whire Wing Passing
for almost seven centuries, Ingosh murdered the Solar o
protect her lands fram her foolishness and to save himself
from a lifetime of degradarion. Luckily, no one knows the
two Exalts shared their cascading-vears experience.

Now, Ingash and Mercy run the Saurheastern Doves’
Flight Hills Synarchy in concordance. They plan o apply
for prefectural starus once they clean up the last of White
Wing Passing’s wars, dangerous experiments and time-
delayed revenges, using the money they save from tributes
ta berrer their people’s lars and improve cheir utilizarion
of the land’s resources. Most neighbors are less thrilled.
If the Synarchy becomes a prefecture, the neighhors lose
their apportunity to reraliare for shghth they remember
of Whire Wing Passing and feel pressure to themselves
become prefectures.

Theonly nearhy principalitynat sabotaging the attempt
to legitimize the region is that under the care of Tamuz,
Ingosh’s student in rhe narure of being a Lunar and in the
arts of love. As Ingosh has consistently rebuffed all of Tron-

hound Mercy's advances, this is anorher secrer
whose revelation would sour things berween
the bonded pair.

Limit Break: The Curse of the Mother Hen

Motivation: Ensuring thesurvival and advance-
ment Ut’ !'r“l[ih UITE]FT hi\S rt‘h]‘LthrI]W.

Caste: Waxing Moon
Anima Banner: A bear standing amidst misey
vialet and azure backed by a

I]]]]\d”]}; bll\'Cr ll!”h[;

Spirit Shape: Small bear
with wise eyes.
Tell
sympathetic eyes vis-
ible in all his for

Attributes: Strength 4,

Duxn:rity 6, Stam-

ina 3; Charisma 8
(Geeing My Way +3), Manipula-
tion 8 (Socialize +3), Appearance 8;
Perception 8, Intelligence 6,
Wits 5
Virtues: Compassion 3, Con-

Expressive,

viction 3, Temperance 3,
Valor 3

Abilities: Archery 3,
Athletics 6, Awareness 8, Bu-
teaucracy 6, Craft { Air) 4, Cralt
(Fire) 5, Dodge 6, Integrity 7,
[nvestigation 6, Larceny 4, Linguistics (Native: Old Realm;

2 N




SALINA # INCOSH SILVERCLAWS

Others: Clawspeak, Dragonrongue; Earthtongue, Flame-
tongue, Forest-tongue, Riverspeak) 6, Lare 8, Marrial Arts 3,
Medicine 5, Melee 3, Occult 6, Performance 6 (+2 Inspira-
tion), Presence 8, Resistance 7, Ride 5 (Simhata +21), Sail 6
(Sand-Ships +3), Socialize 7, Stealth 6, Survival 6, Thrown 7
(Boomerangs +3), War 7

Backgrounds: Allies 5, Arsenal 3, Backing (Deliberative) 3,
Command3,Cult |, I leart's Blood 6, Henchmen 4, Panoply 5,
Reputation ( Politics) 3, Retainers 4, Savant |, Solar Bond 2,
Wealth 4

Knacks: Changing Plumage Mastery, Compassionare Mirror
Nature, Deadly Beastman Transtormation®, E
hopper Form, Flickering Star Infusion, Hearth-and-Flame
Shell, Honing the Stolen Form, Humble Mowse Shape,
Internal Form Mastery, Intimate Training Recollection,
Life of the I lummingbird, Luna’s Hidden Face, Mountainous
Spirit Expression, Pre in Disguise, Quicksilver Sceond
Face, Subtle Silver Declaration, Taste of Luna’s Champions,
Towering Beast Form

* In his war form, Ingosh Silverclaws benefits from +1
Strength, Dexterity and Stamina and the positive aspeetsof
the following mutations: Armored Hide, Enhanced Smell,
Fangs, Night Vision, Talons, Wolf's Pace, Wood Adapra-
tion. He may also benefit from various Gift Chatms,
Charms: Blood-Kin Sense, Bruise-Relief Method, Burter-
fly E Butterfly Eyes Enhancement, Cat-Face
Presentation, -Falling Attitude, C ial Cirele Sor-
Charismatic Lunar Trick, Coiled Serpent Strikes,
nmanded 1o Fly, Counting the Elephant's Wirinkles,
Creatingthe Wolf Attitude, Calling the Pride, Dog-Tongue
Method, Eyve of the Cat, Falling Leaf Distraction, False
Burrow Pursuit, Feeding the Bear Progression, Ferrile
Breath Inversion, Finding the Necedle's Eye, First Charisma
Excellency, First Dexterity Excelleney, Firse Intelligence
Excellency, First Manipulation Excellency, First Strength
Excellency, Flawless Charisma Focus, Flawless Manipula-
rion Focus, Flowing Body Evasion, Foe-Turning Rebuke,
Foat-Trapping Counter, Forsaking the Blood Posture,
Glance-Oration Technique, God-Body Dissection, God-
Cutting Essence, Golden Tiger Stance, Graceful Crane
Srance, Halting the Scarler Flow, Hard-Nosed Denial
Style, Herd Reinforcement Stance, Herd-Strengthening
Invocation, Hibernarion of the Dog, Impossible Manipula-
ion Improvement, Incvitable Genius Insight, Inevirable
spoor Discovery, Instinct Memory Insertion, Instincrive
Chartsma Unity, Instincrive Dexterity Uniry, [nstinerive
Essence Prediction, Instinctive Manipularion Uniry, Lrre-
sistible Silver Spirit, Keen Hearing and Touch Technique,
Labyrinth of the Bease, Lightaing Scroke Arrack, Lunar
Hero Form, Mask of White Jade, Mirror Sight Dismay,
Motive-Dissecting Eye, Octopus and Spider Barrage,
Ourworld-Forsaking Stance, Ox-Body Technique {x4),
Perfect Symmerry, Rabid Beast Arritude, Rapid-Speech
Technigue, Relentless Lunar Fury, Riding the Secrer Wind,
Righreous Lion Defense, Second Appearance Excellency,

Emerald Grass-

"te

Second Intelligence Excellency, Seeond Pereeption Exeel-
lency, Second Stamina Excelleney, Secret Speech Method,
Secure Cat Stepping, Sense-Borrowing Method, Silver
Lumar Resolution (x6), Snake Body Technique, South Mas-
tery Technigue, The Spider’s Trap Door, Spirit-Maiming
Essence Attack, Subduing the Honored Foe, Tearing Claw
Atemi, Terrestrial Cirele Sorcery, Thieving Magpie Prana,
Third-Veil Suggestion, Thousand Claw Inflietion, Topdary
Culture Meditation, True-to-the-Pack Dedication, Twin-
Fang Technique, Wary Swallow Method, Wasp Sting Blur,
Warchiul Spidet Stance, Wind-Dancing Method, Wolf
Ear Advantage, Wolf Eve Advantage

Spells: Becoming the Wood Friend, Demon of the First
Circle, Demon of the Second Cirele, Dolorous Reflection,
Emerald Countermagic, Evernal Crystalline Encasement,
E f Alliance, Open the Spirit Door, The Princes of the
Fallen Tower, Private Plaza of Downcast Eyes, Ritual of
Elemental Empowernment, Sapphire Countermagic, Spoke
the Wooden Face, Stormwind Rider, Summon Elemental,
Wood Dragon’s Claw

Join Battle: 13

Auntacks:

Human:

Punch: Speed 3, Accuracy 12, Damage 4B, Parry DV 7,
Rare 3

Kick: Speed 5, Accuracy 11, Damage 7B, Parry DV 5,
Rate 2

Clinch: Speed 6, Accuracy 11, Damage 4B, Parry DV —,
Rarte |

Maonsitver Sky-Cuuer (WinterDeaths) : Speed 5, Accuracy 19,
Damage 9L, Range 70, Rare 2

War Form:

Bite: Speed 5, Accuracy 10, Damage 5L, Parry DV —,
Rare 3

Talons: Speed 5, Accuracy 11, Damage 8L, Parry 1V 6,
Rate 3

Clinch: Speed 6, Accuracy 12, Damage 5B, Parry DV —,
Rate 1

Maonsiluer Sley-Currer { Wineer Deaths) : Speed 5, Accuracy 20,
Damage 10L, Range 70, Rate 2

Soak: 15L/19B:; [9L/24B in war form {Mocnsilver articulared
plate, +121/14B, Hardness: 81/8B)

Health Levels: -Of-1/-1/-1f-1/-1/-1/-2/-2(-2]-2{-2[-2}-2[-2
{-2{-2/-4{Incap

Dodge DV: 10 (11 in war form)
Essence: &

Personal Essence: 24
Commitred Essence: [0
Other Notes: Ingosh Silverclaws prefers to salve his prob-
lems, be they polirical or physical threats, in methods other

Willpower: 8

Peripheral Essence: 128 (118)

than direct. I0s 2 maceer of making worship of Luna part of
his every acrion. A favorite ractic is to throw Winter Deaths
through scenery to end fighrs in clear decision.

Winrer Deaths inspires those itserikes to think of their final

breaths

Asuccesstul arrack causes the targers player roroll
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{(Willpower + Integrity) ar a difficulty equal o the levels
of dumage rhe weapon inflicrs. Failure halves the victim’s
MDDV versus social arracks that manipulate fear of deathy,
humger or orher damgers of long winters, Wineer Dearhs
always rerurns to is wielder.

Inposh Silverelaws’ moonsilver wrticulared plate armeor,
Finch Feather Fallen, hypnotizes people with itsscintillating
heaury. Any who see und arrack its wearer deducr a number

- of dice equal to Ingosh's Essence from their areack pools.
Finally, 60 motes of the Lunar's Peripheral Essence comes

from Silver Lunar Resolution snd can only be replenished

by working to preserve the Sourheastern Doves' Flighe
Hills Synarchy.

= LiLTH

Ot Two fames precede Lilith across Creation, to even
the most ignorant barbarians’ camp. The first is awe for
her physical prowess, which has defeated many porent
demons and behemoths in single combat. Second is
profaund respece for her devorion to Desus, her honded
Solar mate. Overseeing their prefecture in the E
Tﬂk[’--‘. |7i‘-T (.h[?bl’n ‘i’.ihUTl‘. \\r‘h\]@ h(’. toys \’ﬂth Ije]}hﬁld‘
tive politics and lays strong foundarions for him to take
contrel of neighboring principaliries. These ploys draw
antipathy from their neighbors thar Lilith deals with

st, she

on her own.

Lilith's dark secret is the war in her heart between
loarhing and love for her mare. Some Lunars know the
physical harm he oceasionally inflices on her, bur they
know little of the degree to which he contrals her life. She
mreracts only with Seneschals of the Sun Kings, as “they
are the omly respectful Lunars.” Desus directs her study of

Charms and Knacks. Lilith is female to the core and is a
Twin-Faced Hero only to please Desus. He forbids her some
Charms thar would allow her to deceive or hide from him
If Lilith's mate knew she could invoke Clover Can't Be
Found, he would punish her greatly.

Far all thar, Lilith loves Desus dearly and is loyal ro

him. Even mastering Clover Can't Be Found with the
knowledge that it would displease him was difficulr for
Lilith. A silver rongue thar plays off Lilith's hate and fear
for Desus is effective, if it manages to avoid triggering
the many defenses Desus placed in Lilith's personality.
Some such mental landmines cause Lilith to o and

wall away, afterward to remember only that the person

speaking angered herand she left. And thats the best-case
scenatio, One Dragon-Blood caused her to tear him limb
from limb and forget the incident. Lilich denies it ever
happened, Other Celestial Exalted restrain their public
contradictions vut of respect and marvel at her dedica-
tion in private,

One of Lilith's few disobediences is this: She is the
seeret patron of an RPC in the Northeast, [t is where she
was born and spent her fiest 19 years of life. Exalration stole
her youthful love away as the relatonship she thought she

could have falrered benearh her glory snd her acquis
of # hushand smd mare. For centuries, she's guided the vil-
lage’s fortunes. Her first love's muny-times-great-grandson
is just coming of age, and he resembles his forehear more
than Lilith cam bear. She is on the verge of raking him asa
lover, somerhing Desus has forbidden, under the rationaliza-
tion that taking lovers is no insult among the Exalted and is
ofren expected. Whiar punishments Desus has planned for
suchan evenr, or thar he has programmed Lilirh ro execure
herself, remain 1o be discovered.

Limit Break: The Curse of the Whipped Dog
Motivation: Ple:
Caste: Waning Moon

Spirit Shape: A white sported owl

Anima Banner: A cloak of white owl feathers, settled over
her like wings.

Tell: Feathers in her hair.

Attributes: Strength 5, Dexterity 7, Stamina 7; Charisma 5,
Memipulation 6, Appearance 3; Perception 4, Intelligence 4,
Wits 6
Virtues:
Valor 5
Abilities: Archery 2, Athletics 5, Awareness 5, Bureaueracy 2,
Craft (Water) 3, Dodge 5, Integrity 2, Larceny 5, Linguistics
(Nacive: Riverspeak; Others: Forest-tongue, Old Realm,
Seatongue, Skytongue) 4, Lore 4, Martial Aris 7, Medicine 3,
Melee 4 (Spears +2), Oecult 3, Performance 4 (Fooling
Desus + 3}, Presence 4, Resistance 5, Ride 2, Sail 1, Socialize 4,
Stealth 4, Survival 5, Thrown 2, War 1 (Ambush +3)
Backgrounds: Arsenal 1, Artifact 2, Cult 1, Heart's Blood 4,
Manse 2, Panoply 3, Retainer 3, Sifu 2, Solar Bond 5,
Wealth 2

Knacks: Changing Plumage Mastery, Constant Qhicksil-
ver Rearrangement, Deadly Beastman Transformation®,
Emerald Grasshopper Form, Flickering Star Infusion,
Hearrh-and-Flame Shell, Humble Mouse Shape, Hybrid
Body Rearrangement®*, [llimitable Beast Declaration, In-
timate Training Recollection, Laurels-and-Isy Technique,
Life of the Humminghird, Lightming-Change Style, Prey's
Skin Disguise, Quicksilver Second Face, Subtle Silver
Declararion, Twin-Faced Hero

* Inherwar form, Lilith benefits from + | Strength, Dexter-
iry and Sramina and the positive aspects of the following
mutations: Feathers, Night Vision, Small, Talons, Wings.
She may alse henefic fram various Gift Charms.

** Hyhrid Body Rearrangement allows Lilith ro activare
any of the following murations as a shapeshifting action
thar costs one maore: Chameleon, Gills, Enhanced Sighr,
Armored Hide.

Charms: Agitarion of the Swarm Technique, Armar-
Rending Claw Fisr, Bear Sleep Technique, Bruise-Relief
Method, Butterfly Eves Defense, Butterfly Eyes Fist,
Butterfly Eves Tread, Claws of the Silver Moon, Clover
Can'’t Be Found, Coiled Serpent Srrikes, suching Ti-
ger Stance, Den Morher Method, Dog-Tongue Methad,

se Desus.

Compassion 5, Convietion 2, Temperance 2,




LiuitH

i ol aai e e

“lmprivement, Impressions

[urable Batcle Mind, Eagle Eve Advantage, East Mastery
Technigque, External Tlide Perfection, Eve of the Car,
Falling Leaf Distracrion, False Burrow Pursuit, Fero-
cieus Biting Tooth, First Appearance Excellency, First
Charisma Excellency, First Dexrerity Excellency, Firs
Manipularion Excellency, First Perceprion Excellency,

Attacks:

Human:

Punch: Speed 5, Accuracy 15, Damage 5B, Parry DV 8,
Rare 3

Kick: Speed 5, Accuracy 14, Damage 8B, Parry DV 6,
Rare 2

First Strength Excellen-
cy, First Wits Excellency,
Flawless Dexterity Focus,
Flawless Manipulation
Focus, Flawless Strength
Focus, Flesh-Tearing En-
tanglement, Flowing Body
Ascension, Flowing Body
Evasion, Foot-Trapping
Counrer, Frenzied Bear For-
tification, Furicus Hound
Pursuit, Furiouws Unbappy
Recourse, Golden Tiger
Stunce, Grac

eful Crane

Stance, Greedy Mosquito
Bite, Ground-Denying De-
fense, Halting the Scarler
Flow, Hide-Toughening
Essence, Impossible Dex-
rerity  Improvement,
lmpaossible Manipulation

of Strength (Ogre's Lov-
ing Caress, Undeniable
Might), Instinct-Driven
Beast Mavement, Instine-
tive Dexterity Unity, Instinctive Manipulation Uniry,
in‘v’ll]n".! llJC \Kf{l]\lur W‘IUI{. [Tfﬁhihflhll’ S]!\'i:fS]TlTl(.j:l\\r‘h IJ{
the River Dragon, Keen Hearing and Touch Technigue,
Light-Footed Mountain Goat Stance, Lightning Stroke
Attack, Lost Mirror Flight, Luna’s Fortitude, Lunar Hero
Form, Many-Pockets Mediration, Many-Armed Monkey
Style, Mask of White Jade, Meerkat Alettness Practice,
Might-Bolstering Blow, Mirror Sight Dismay, Octopus
and Spider Barrage, One of the Herd, Ox-Body Technigue
{x4), Perfection of the Mockingbird, Perfeer Symmetry,
Prey-Hobbling Bite, Rabid Beast Actitude, Relentless Lu-
nat Fury, Righteous Lion Defense, Running Through the
Herd, Second Stamina Excellency, Secure Cat Stepping,
Secure Den Prana, Silver Lunar Resolution, Snake Body
Technigue, South Mastery Technique, The Spider's Trap
Door, Spreading the Wyld Roots, Steadfast Yeddim Medi-
tation, Terrible Wolverine Onslaught, Thieving Magpic
Prana, Thousand Claw Infliction, Throat-Baring Hold,
True-to-the-Pack Dedication, Twin-Fang Technigue,
Unstoppable Lunar Wound, Wary Swallow Method,
Wasp Sting Blur, Wind-Dancing Method

Join Battle: [1

Clinch: Speed 6, Accuracy

14, Damage 5B, Parry DV

—, Rate 1

Moemsilver Dive Lance ( Luna's

Fang): Speed5, Accuracy 17,

Damage 13L/7TL, Parry DV

9, Rate 2

Moonstlver Short Pow-

erbow (Luna's Biwe):

Speed 6, Accuracy 12,

Damage 9L, Rate 2, Range

350

War Form:

Talons: Speed 5, Accuracy

16, Damage 81, Parry DV

9, Rate 3

TalomKick: Speed 5, Accuracy

15, Damage 111, Parry DV 7,

Rate 2

Chinch: Speed 6, Accuracy

15, Damage 6B, Parry DV
. Rage 1

Mearmstlver [Hre Lance (Luna's

Fang): Speed 5, Accuracy 18,

Damage |4L/18L., Parry DV

9, Rate 2

Muoonsilver Short Powerbow { Luna’s Bite) : Speed 6, Accuracy

13, Damage 101, Range 350, Rate 2

Soak: 8L/9B; 8L/10B in war form (Moonsilver hearthstone

bracers, +2L{0B, and moonsilver breastplate [Scaring Lov-

ers|; 2L12B)

Health Levels: Of1/-1/-1/ 1f-1/1)-20-20-2)-2)-20-2)-2}-2

F-20-2{-4fTncap

Dodge DV: 13 Willpower: 7

Essence: 7

Personal Essence: 21

Committed Essence: 14

Other Notes: Lilith takes pleasure in bringing elegance,

distilled brutality and smooth success to combat. She

happily duels with friends and rivals and destroys ene

of the Realm wherever she finds them, She poss

Peripheral Essence: 72 (58)

a
hearthstone known as the Midnighe War Cryseal ser in
her hearthstone bracer, which allows her ro challenge any
person she knows o combat in their dreams, It is identical
o waking combat, bur the Essence and Willpower spent
and wounds raken are not real, samd the vieror regams one
peint of wmporary Willpower upon waking, A Gemstone
of Shadows is set in her powerhow.
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Also, 10 motes of the Lunar's Peripheral Essence comes
from Silver Lunar Resolution and can only be replenished
by working to protect her RPC in the Northeast.

Ma-Ha-Suchi

The Wolf with the Red Roses is infamous as the terror
of bedchambers across the Blessed [sle. The Solar Temen
ues public chastisements of his platonic Lunar
matewhile privately encouraging Ma-Ha-Suchi's recreation.
Despite the rare negarive feeling the Wolf'shabitengenders
{and the Dragon-Blooded assassins that often accompany
such feelings), it isa sharp and versatile political weapon for
Ambereyes—and it delays the day thar the Ma-Ha-Suchi
secks entrance into Ambereves' bed.

Ma-Ha-Suchi is indiscriminate in partners, apart from
hisambition tosleep with every Celestial Exalr, though few
mortals intrigue him enough to atcract his lust. Tle sleeps
with few people more than once, and his only recurrent
lover is Odovacar of Rust, hushand-wife to a neighboring
Lawgiver on the Blessed Isle. Odovacar's Solar mate is
jealous and unforgiving of affairs that reach beyond that
of convenience, so their tryses remain secret lest Odovacar,
Ma-Ha-Suchiand Temen Ambereyes suffer large personal
and political consequences,

Some people consider Ma-Ha-Suchi an
irredeemable rascal, others an
enemy, but none deny him
admission into their princi-
palities or their homes. He is
oo charming a guest and toe
pleasant a companion. He is
not the eldest, most powerful
or most socially convincing of
the Exalted, buthe usesthat to
hisadvantage. When Ma-Ha- *
Suchicannot averwhelm
potential hosts with his
personality, he disarms
them with his yeuth. Only
the Sidereal Hadeon (see pp.
149-151) avoids the Walfwith
the Red Roses without respite.
Ma-Ha-Suchi is confident
that they will meet, bec:
he prowls Meruand the Bles
Isle for the very reason that all
Celestial Exalted come there
eventually.

Ambereye
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of political and cconomic combat, Ma-Ha-Suchi leaves
the busywork to his Terrestrial subordinares and aids his
bonded mate as an afterthought. I AM conveys no mes-
sages left for him regarding his duties in the prefecture,
by longstanding command, This would cause trouble,
but I AM intelligently selects messages to share based on
content and originator and has never been chastised by
Ma-Ha-Suchi on the matrer.
Limit Break: The Curse of the Raging Bull
Motivation: Ded every Celestial Exalt.
Caste: Waxing Moon
Spirit Shape: A handsome, groomed and powerful walf.
Anima Banner: Glorious bright white and silver behind
grinning wolf teeth.
Tell: Sharp canines in his smile.
Attributes: Swength 5, Dexterity 5, Stamina 5; Charisma 7,
Manipulation 7, Appearance 7; Perceprion 6, Intelligence 4,
Wits 5
Virtues: Compassion 4, Cenviction 5, Temperance 1,
Valor 4
Abilities: Archery 4 (Showing Off +2), Athletics 5, Aware-
ness 4, Bureaucracy 2, Dodge 4, Integrity 4, Investigation 3,
Larceny 4, Linguistics (Native: Earthtonpue; Others:
Flamerongue, Forest-
A tongue, Old Realm,
Riverspeak, Seatongue,
Skytonpue) 6, Lore 2,
Martial Arts 3, Medicine 1,
Melee 5, Oceult 3, Per-
formance 6, Presence 6
{Seduction+3), Resistance 4,
Ride 3, Sail 3, Stealth 2, So-
cialize 6 (Idle Pastimes +2),
Suryival 2, Thrown 1,
War 2
Backgrounds: Allies 4, Ar-
tifact 4, Artifact 3, Artifact
| 3, Artifuct 2, Connections
(Celestial Exalred Lovers) 4,
Cult2,Heart's Blood 2, Pan-
oply 3, Reputation (Lover)
5 {Legendary Repuration),
Retainers 3, Wealth 3
Knacks: Changing Plumage
Mastery, Compassionate
Mirror Narure, Courtesan's
Possession, Deadly Beast-

The Lunar has estates
in the Threshold, some personal, some shared with Am-
and one for seeret meetings with Odovacar, He
rarely visits them. Everything in the world is in Meru, so
why would he spend his time in barbarism? Ma-Ha-Sucht
feels the same way about the dominion he and Ambereyes
:ron the [sle, While Ambereves enjoys the arenas

adminis

man Transformation®,
Flickering Star lnfusion, Honing the Stolen Form, Life of the
Hummingbied, Prey’s Skin Disguise, Twin-Faced Hero

# [ his war form, Ma-Ha-Suchi benefits from +1 Strength,
Dexterity and Stamina and the positive aspects of the fol-
lowing mutations: Cheetah's Pace, Fangs, Fire Adaprarion,
[nexhaustible, Night Vision, Small, Tail, Talons, Thick
Skin. He may also benefit from various Gift Charms.




Ma-Ha-SucHi # Tamuz

Charms: Blood-Kin Sense, Bruise-Relief Method, Bucrerfly
Eves Defense, Cat-Face Presentation, Cat-Falling Arcitude,
Charismatic Lunar Trick, Charrering Magpie Inflection,
Cobra Hypootic Method, Counting the Elephant’s Wrinkles,
Dog-Tongue Method, East Mastery Technique, Falling
Leaf Distraction, False Burtow Gift, False Burrow Pursuit,
First Charisma Excellency, First Dexteriry Excellency, Firse
Manipulation Excellency, Fust Perception Excellency,
First Strength Excellency, Foe-Marking Sryle, Foe-Turning
Rebuke, Forgetful Victim Prana, Glance-Orarion Tech-
nique, Graceful Crane Stance, Hard-Nosed Denial Style,
Heightened Smelland Taste Method, Hide of the Cunning
Hunter, Hide-Toughening Essence, Instinet Memary [nser-
tion, Instinerrve Charisma Unity, Instincrive Manipularion
Unity, [rresistible Silver Spirir, Keen Hearing sand Touch
Technigue, Keen Smell and Tasce Technique, Light-Foored
Mountain Goat Stance, Lightning Flash Mighr Method-
ology, Lost Mirror Flight, Mask of White Jade, Meerkat
Alermess Practice, Mind-Blanking Fear Technigue, Mirror
Sighe Dismay, Motive-Dissecring Eye, New Friend Aroma,
Observed Predator Instinet, OQurworld-Forsaking Stance,
Oru-Body Technique (x2), Perfect Fear Scent, Perfect Sym-
metry, Rapid-Speech Technique, Righteous Lion Defense,
Scathing Lunar Condemnarion, Secret Speech Merhod,
Second Appearance Excellency, Second Stamina Excel-
lency, Second Wits Excellency, Serpent’s Tooth Reply,
Silver-Swift Retort, Stance-as-Thaught Stride, Sreadfast

“Yedditm Meditation, Subduing the THonered Foe, Subrle

Silver Command, Tearing Claw Acemi, Terrifying Lust
Infliction, Third-Veil Suggestion, Unnoticed Confusion
Attack, Wolf Ear Advantag

Join Battle: 9

Attacks:

Human:

Punch; Speed 5, Accuracy 9, Damage 5B, Parry DV 3,
Rare 3

Kick: Speed 5, Accuracy & Damage 88, Parry DV 3, Rare 2
Clinch: Speed 6, Accuracy 8, Damage 5B, Parry DV -
Rate 1

Moonsilver Reaper Daiklave  Silver Sl
Damage 9L, Parry DV &, Rate 3
Moonsilver Short Powerbow ( Touch of Grace): Speed 6, Ac-
curacy 12, Damage 9L, Range 350, Rate 2

Wor Form:

Punch: Speed 5, Accuracy 10, Damage 6B, Parcy DV 6,
Rare 3

Kick: Speed 3, Accuracy 9, Damage 98, Parry DV 4, Rate 2
Clinch: Speed 6, Accuracy 9, Damage 6B, Parry DV —,
Rate 1

Fangs: Speed 3, Accuracy 9, Damage 61, Parry DV —,
Rate 1

Talons: Speed 5, Accuracy 10, Damage 8L, Parry DV 6,
Rare 3

MoonstiverReaper Jaiklave(SilverSliver) : Speed4, Accuracy 17,
Damage 10L, Parry DV 8, Rate 3

:Speed4, Accuracy 16,

Moonsilver Short Pawerbow ( Touch of Grace): Speed 6, Ac-
curacy 13, Damage 9L, Range 350, Rate 2

Soak: 8L/10B; 10L/12D in war form (Moonsilver lamellar,
+5L{3B)

Health Levels: -0/-1/-1/-1/-1/-2/-2/-2/-2{-2{-2)-4{Incap
Dodge DV: 8 (2 in war form) Willpower: 7
Essence: 7

Personal Essence: 21 Peripheral Essence: 62 (49)
Committed Essence: 13

Other Notes: Ma-1{a-Suchi prefers love to war, but his
image is everything, Given the choice herween fighting
and locking like a fool, he'll fight—but do everything he
can to end the conflict gracefully and with some eag on his
oppanent’s face. And he's good at i, too.

Aiding him in this are his uniquely designed weapons and
armor, Silver Sliver is an elepant moonsilver reaper dai-
klave that accents Ma-Ha-Suchi'’s image. Add one succe
to called shots and attempts to show off with it. Touch of

Grace is o moonsilver short powerbow thar automatically
hits any targer, regardless of difficulry, that has no Defense
Value, a quality he employs to show off. The damage rat-
ing assumes broadhead arrows. Ma-Ha-Suchi's maonsilver
lamellar armor Lover's Embrace is beautiful, adding one to
Ma-Ha-Suchi’s Appearance in all forms. 1t makes him look
parcicularly dashingafrer combat, increasing his Appearance
by one more dot after it protects him from combat and for
the scene that follows.

Tamuz

Tumuz's firse love has always been war. As a youth, his
delighr was leading his friends against cheir rivals in play,
plotting vicrories in team sports and exercising his natural
apritude for strategy board games. His admission into the
Dcjnzmachy Steadfast Defenders surprised no one, and his
mereoric rise through the ranks was entirely due to merit. He
still made enemies, especially among rhose Dragon-Blooded
hesurpassed. Some of them remain alive, others passed their
resentment o their descendents, and the lotof them plor in
secret now thar Tamuz is one of the elite Celestial Exalted.
[t was Tamuz's tenacity in the face of impossible odds and
[avoritism that earned him Luna's Blessing,

Exalrarion proved Tamuz's right to high placc in the
army. The Dejarmachy’s Queen Chiara is Tamuz's bonded
mate, and in her name, he shaped her Steadfast Defend-
ers inta @ conquering military worth those of any three
neighhoring rributaries. The Deliberative requested his
service, and he distinguished himself in campaigns against
the Fair Folk of all directions. In fact, his dedication to the
task regardless of political consideration earned him lasting
enmity among the Fair Folk and his all

Then, Queen Chiara recalled Tamuz from the field.
She refused further entreaties for his services on his behalf,
insisting that his place was with her, and ser the Half Moon
togoverning the lands he had conguered for her in the earlier
days ol his Exulrarion. This is a task 1o which the territory's
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Diragon-Blaoded are better suited, but Chiara insists that
Tamuz care for it personally. This creates weaknesses in the
bureaucracy that enemies exploit, but he has lictle choice.
He is Dejazmach Tamuz {a title Chiara'sformer incarnation
bore but Chiara found distasceful and passed ro her mare),
and his duty 1s in the Starlit Ice Dejazmachy.

Impartial Tailor Teruko, a Sidereal of note in the
Southern Convention, recently intimated to Tamuz that
she was responsible for Tamuz's talent for strategy and his
ascension to the heights that attracred Luna's attention.
The Impartial Tailor's lie fools Tamuz so far, and the Lunar
wonders wherther he owes Teruko gratitude for the
henar... or enmity for his current situation, Which &=
he gives her, and whether she recognizes the danger =

gives her, con g
before he does, remains tobe seen, though Tamuz has
already drawn up plans for the military congquest of all
tands for which Impartial Tailor Teruko bears any
responsibility as a theoretical exercise.

Limit Break: The Curse of the Lone Wolf
Motivation: Guide his people to military in-
dependence,

Caste: Half Moon

Anima Banner: Deepblues and silver-tinged
hrowns that surround piercing eyes.
Spirit Shape: A sleek, fit gazelle
hound.

Tell: Hisshadowhas perked, peaked
cits, no matter his actual form.
Attributess Strength 3, Dexter-
ity 6, Stamina 5; Charisma 7,
Manipulation 6, Appearance 5;
Perceprion 6, Intelligence 7,
Wits 4

Virtues: Compassion 4, Conviction 3, Temperance 2,
Valor 5

Abilities: Archery 5 (Sniping +2), Achletics 2,
Awareness 3, Bureaucracy 4, Craft (Earch) 4, Craft
(Fite) 4, Dodge 5, Integrity 3, Investigation |, Lin-
guistics {Native: Flametongue; Others: Earchrongue,
Forest-tongue, Old Realm, Riverspeak) 4, Lore 4,
Martial Ares 3, Medicine 3, Melee 6 (Disarm-
ing +2, Swords +1), Occult 4, Performance 3,
Presence 3, Resistance 3, Ride 3, Sail 5, Social-
ize 4, Swrvival 4, War 6 (The South +3)
Backerounds: Allies 3, Arsenal 3, Backing (Crimson Panoply
of Victary) |, Backing( Deliberative ) 2, Commuand 4, Connec-
tions (Armyof the Deliberative) 4, Cule 2, Heart's Blood 4,
Henchmen 3, Manse 3, Panoply 2, Reputation (General) 5,
Retainers 3, Salary 1, Solar Bond 3, Wealth 3

Knacks: Deadly Beasuman Transtormarion®, Devastating
Ogre Enhancement, Emperor Ox Expansion, Essential Mir-
ror Form { Green Sun Child), Green Sun Child, Heart-Thelt
of the Behemoth, [llimirable Beast Declaration, Luna's
Hidden Face, Mountainous Spiric Expression, Terrifying
_Beastman Alteration*, Towering Beast Form

= In his war form, Tamuz benefits from +2 Strength,
Dexterity and Sramina and the positive aspects of the fol-
lowing mutations: Cheetal'’s Pace, Fangs, Fire Adaptation,
Inexhaustible, Night Vision, Tail, Talons, Thick Skin, He
may also benefit from various Gift Charms.
Charms: Bird Falls from Flock Targeting, Blood-Kin Sense,
Boundary-Marking Medirarion, Bruise-Relief Method,
Diving Hawk [nspiration, Dog-Tongue Method, Durable
Battle-Mind, bagle Eye Advantage, External Hide Perfection,
Fyeafrhe Cat, First Charisma Excellency, First Dexteriey Ex-
cellency, First Intelligence Excellency, First Manipulation
. Excellency, First Wits Excellency, Flawless Charisma

\—LJ Focus, Flight of the Sparrow, Flowing Body Evasion,
=~ =g F
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‘renzied Bear Forrification, Furious Hound Pursuit,
God-Cutting Essence, Golden Tiger Stance, Halting
the Scarlet Flow, Hide-Toughening Essence, Instinct-
Diriven Beast Movement, Instinctive Charisma
*. Unity, Leaf-Falling Scrutiny, Lesson of the
7L Winer Wolf, Lessons in the Blood, Loyal
Beast-Friend Enlightenment, Maintaining
the Pack, Meerkat Alertness Practice, Mist-
Walking Prana, Moonlight Curcain Drawn,
Narive Son’s Grace, Nature-Reinforcing

Allacarion, North Mastery Technique,

One-Body Technique (x3), Pack and Flock

Guidance, Pack lnstiner Affirmation,
Predaror and Prey Recognition, Predaror’s
Insight, Ranging Wolf Marking, Relentless
\t Lunar Fury, Relentless Lunar Horde, Righteous
~J Lion Defense, School Becomes Shark Forma-
| tion, Second Appearance Excellency, Second
\ Intelligence Excellency, Second Perception

v, Second Stamina Excellency, Se-
cure Cat Stepping, Sense-Borrowing Method,
Shadowlands Circle Necromancy, Sharing the
Gifts of Luna, Silver Lunar Resolution (x3),
Souch Mastery Technique, Steadfast Yed-
dim Meditation, Terrestrial Circle Sorcery,
Unstoppable Beast-Warrior Indoctrination,
Unstoppable Juggernaut Incarnation, Wary
5 Swallow Method, Warchful Spider Stance,
\\_g Wind-Dancing Method, Wolf ack
) Training Technique
Spellss Coin of Distant Vision, Demon of the First Circle,
Dusk Eyes, Emerald Circle Banishment, Emerald Coun-
termagic, Hound of the Five Winds, Infallible Messenger,
Iron Countermagic, Personal Tempest, Raise the Skeletal
Harde, Raising the Earth's Bones, Stormwind Rider, Sum-
mening of the Harvest, The Violent Opening of Closed
Porrals, Warer from Stone
Join Battle: 7
Attacles:
Human:
Punch: Speed 5, Accuracy 10, Damage 3B, Parry DV 6,
Rate 3
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Kick: Speed 5, Accuracy 9, Damage 6B, Parry DV 4, Race 2
Clinch: Speed 6, Accuracy 9, Damage 3B, Parry DV —,
Rate 1
Muoonsiluer Reaver Daiklave (Bull's Homs): Speed 5,
Accuracy 18, Damage 1ZL(3, Parry DV 8, Rate 2
Muoomsilver Long Pawerbow ( Parlinment of Rooks): Speed 6,
Accuracy 13, Damage 8L, Range 430, Rate 3
War Form:
Punch: Speed 5, Aceuracy 12, Damage 5B, Pary DV 7,
Rate 3
Kicie: Speed 3, Accuracy 11, Damage 8B, Parry DV 3,
Rare 2
Clinch: Speed 6, Accuracy 11, Damage 5B, Parry DV —,
Rate 1
Fangs: Speed 5, Accuracy 9, Damage 4L, Parry DV —,
Rare 1
Talons: Speed 3, Accuracy
Rate 3
Maonsilver Reaver Daiklave (Bull's Homs) : Speed 5, Aceuracy
20, Damage 14143, Parry DV 9, Rate 2
Moonsilver Long Powerbow ( Parliament of Rooks): Speed 6,
Accuracy 19, Dumage 8L, Range 450, Rare 3
Soak: 131./14B; 16L/16B in war form (hearthstone bracers,
+2Lf0B, anud moonsilver reinforced breastplate, +10L/9B,
+1 fatigue value)
Health Leve
[-2{-2f-4{Incap

“*Dodge DV: 12 (13 in war form)
Essence: 7

2, Damage 7L, Parry DV 7,

AV -2h24-20- 2022202022022

Willpower: 9

Personal Essence: 25 Peripheral Essence: 96 (76)
Committed Essence: 20

Other Notes: Tamuz is an intelligent warrior and one of the
most-recognized (and least-utilized) generals of the Age. He
believes Mars to favor the hest prepared army in a conflict, so
he devotes great effort to possessing as much information as
passible. Sense-Borrawing Method is a friend to him- Most
of his spells are devored ro aiding his army, from gathering
info and transportation to tactics and provisioning.

As one would expect of so mighry a warrior, Tamuz’s
weaponry is as impressive as he is. The Half Moon's reavet
datklave Bull's Homns isa double-edged moonsilver weapon
with a gap down the middle. Its recognizable profile adds
four dice to ralls to control 4 unit when unsheathed in
combat, and wielding it eliminates targers’ bonuses o close
combat defense due to formarion. In it is set a Jewel of Fire
Sense. His right hearthstone bracer bears the One Will
Cem. It communicates his will instantly to all soldiers in
aunit he commands, negating the need for relays, adding
two to their Drill and increasing Mighe by one. Parliament
of Rooks is a moonsilver long powerbow with a Sentinel's
Stone set in its grip. In mass combar, the bow's arrows
multiply rapidly inwo Qocks of dark projectiles, eliminat-
mg targers’ bonuses to defense against ranged arracks due
to formation. Damage rating assumes broadhead arrows,
hur Tamuz equips carget arrows when advaneageous. The

Deliberative awarded Tamuez with his moonsilver reinforced
breastplate, Honor of Mend's Guardian, before Chiara
forced him into obscurity. By committing 10 motes at the
start of a battle, Tamuz guarantees thar most of his unit’s
soldiers survive —batrle incapacitates them rather than
kills them, This subrracts an amount equal 1o his Essence
from the number of days necessary ro recaver each paint
of Magnitude afrer a hartle (see Exalted, p. 169).

CHOSEN OF THE MAIDENS

Trusted advisors to the Solar Exalted and liaisons be-
waivers and the gods of Yu-Shan, the Sidereals
of the Five-Score Fellowship exercise tremendous influence
airs of Creation, even though they seldom hold

tweenthe

aver the aff
the acrual reins of power,

CHejor Kejak

Chejop Kejak believes in knowledge. With it, Chejop
makes the right decisions for the future. It is more certain
than guesswork, and it risks less than idealism. He is the
driving member of a group that comprises a third of the
Five-Score Fellowship, the Fallen Tears Society, which
advocates operating the Bureauof Destiny ageressively based
onsolid trends ( past and future) and their prophecies. More
than a few pods feel threatened by the idea of the Maidens’
Chosen claiming more influence overthe Bureau. The most
cure exercise their influence o demore Chejop Kejak's
allies or send them on long-term missions. Some take the
hint, others pronounce their political views with renewed
fervor, and vet others come to Chejop's side in reaction. All
it all, the Fallen Tears Society's numbers flucruate gently
around a solid core membership.

Kejak is known for his mediation, his ability ro find a
commaon ground berween twe peaple and convinee both o
agree toit. Thar he uses secrersof bothor all parties concerns
few; he is a discreer soul who wields the secrets as context
rather than as blackmail. To him, it is all a matter of acting
on complere informarion for the collective pood. And the
few whoresent his knowledge of their secrets fail to ruin his
as their complaints inevitably humiliate them,
ssters insome hearts, but that does not concern
Chejop, who is well protecred.

Limit Break: Oracles’ Flawed Fare

Motivation: Protect Creation and its future through
knowledge.

Caster Chosen of Secrers

Anima Banner: A rich, soothing green.

Artributes: Strength 5, Dexterity 5, Stamina 5; Charisma 7,
Manipulation T, Appearance 7; Perception 7, Intelligence 6,
Wits 5

Virtues: Compassion 3, Conviction 4, Temperance 4,
Waler 3

Abilitics: Athletics, Awareness 7, Bureaucracy6,Craft (A} 5,
CraftiEarth) 5, Craft { Fate) 6, Craft( Five) 5, Craft { Genesis) 5,
Craft{Magitech) 5, Craft (Water) 5, Craft (Wood) 5, Dodge 6,
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Integrity 6, Investigation 0, Lavceny 3, Linguistics (Native:
Old Realm; Others: Deliberative Army Code, Dragontongue,
Eartheongue, Fallen TearsCrysealline Codex Cipher, Forbid-
den Manse of lvy Cipher, Pelagial, Riverspeak) 7, Lere 6,
Martial Arts 6, Medicine 5, Melee 5, Oceuleé, Performance 6,
Presence 6, Resistance 6, Ride 3, Sail 4, Sacialize 6, Stealth 7,
Survival 2, Thrown 4, War 4

Backgrounds: Acquaintances 3, Allies 5 (Legendary Ally),
Artifact 4, Backing (Forbidding Manse of [vy) 3, Connee-
tions (Bureaw of Destiny) 4, Connections {1eliberative) 4,
Connections {Five-Score Fellowship) 3, Cult 1, Manse 4,
Panoply 3, Repurarion (Mediator) 4, Retainers 5, Salary 3,
Savant 3, Wealth 4
Charms: Ahsence, Air

cury, Force Decision, Fortuitous Fellowship, Four Magical
Materials Form, Full Moon Lunar Exale Ways, Games of
Divinity Form, Glory Path, God Ways, Grandmother Spi-
der Mastery, Harmonic Completion, Harmony of Blows,
Heart-Brightening Mresentation Style, Horrific Wreath,
Ice and Fire Binding, ley Hand, Impeding the Flow, Impose
Motivation, Joy in Adversity Stance, Jumping Spider
Strike, Life-Severing Blow, Life Wicthour Compunction,
Loyalty-Sacrificing Sidestep, Mark of Exaltation, Maw of
Dripping Venom, Metal Storm, Methodology of Secrets,
Mirror-Shartering Method, Name-Pilfering Practice, Nest
of Living Strands, Night Solar Exalt Ways, Of Sccrets
Yet Unteld, Of the Shape of the World, Of Trurhs Best
Unspoken, Ordained Bridle

Aspeet Terrestrial Exalt
Ways, Astrology Interrup-
rion Merhod, Auspicious
Prospectsfor Battles, Auspi-
cious Prospects for Secrets,
Auspicious Prospects for
Sereniry, Avoidance Kata,
Avoiding the Truth Tech-
nique, Blade of the Baudle
Maiden, Blinding the Boar,
Breaking the Wild Mortal,
Cannibalisric Heritage
Technigque, Cash and Mur-
der Games, Celestial Circle
Sorcery, Charcoal March
of Spiders Form, Charm
Redirection Technique,
Compassionate Essence
Replenishment, Conclu-
sion-Pursuing Approach,
Crimson Palm Counter-
strike, Diance of the Hungry
Spider, Deadly Starmetal
Offensive, Death-Farrying
Stroke, Defense of Shining
Jov, Demesne and Manse
Form, Demesne Emulation

of Mercury, Orichalcum
Sheathing Stance, Ox-Body
Technique, Parrern Spider
Touch, Perfection in Life,
Predestined Delivery Shap-
ing, Presence in Absence
Technique, Preservation
of Resolve, Prior Warning,
Prismaric Arrangement of
Crearion Form, Rain of
Unseen Threads, Research
Assistant Invocation, Salt
inte Ash Sleight, Secrets
of Furure Strife, Sequencial
Charm Disruption, Seren-
dipirous Yoyage, Shield of
Desriny, Shun the Smiling
Lady, Sidereal Shell Games,
Soft Presence Practice,
Someorne Else’s Destiny,
Song of Spirit Persuasion,
Soul Fire Shaper Form,
Spell-Shacrering Palm,
Spirit-Shape Companion,
Stern Essence Replen-
ishment, Stone Skipping
Spirit, Supernal Awareness,

Practice, Destiny-Knitring
Entanglement, Duck Fare, Easily Accepted Proposition
Srance, Efficient Secrerary Technique, Expected Pain,
Fateful Awareness Excellency, Fateful Craft Excellency,
Fateful Dodge Excellency, Fateful Lore Excellency, Fate
Martial Ares Excellency, Fateful Performance Excellency,
Fateful Presence Excellency, Fateful Resistance Excel-
lency, Fareful Socialize Excellency, Faultless Ceremony,
Favorable Inflection Procedure, First Awareness E
lency, Fiest Crafe Excellency, First Dodge Excellency,
First Lore Excellency, First Marrial Arcs Excellency, Firse
Perfarmance Excellency, First Presence Excellency, Fi
Resistance Excellency, First Socialize Excellency, Five

¢l

Jade Fury, Flickering Moonsilver Approach, Flight of Mer-

Terrestrial Circle Sarcery,
Thought-Swiping Distraction, Thumbnail Spider March,
Unhearing Dedication, Unnatural Many-Step Stride,
Unobstructed Blow, Violer Bier of Sorrows Farm, Walls
of Saltand Ash, Wanring and Fearing Prayer, Warer and
Firc Legion, Water and Fire Treary, Water Spider Bire,
Wise Choice, World-Shaping Artistic Vision (Knowledge
+2), Yellow Path, You and Yours Stance

Spells: Coin of Distant Vision, Corrupted Words, Demon
of the Fitst Cirele, Demon of the Second Circle, Empachic
Wind, The Faithful Ally, Hidden Judges of the Secrer
Flame, Incantarion of Spiritual Discrerion, Infallible Mes-
senger, Lighrning Spider, Mercury's Deliverance, Openthe
Spirit Door, Paral g Contradiction, Raise the Puissane
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Sancrum, The Sacred Tongue, Sapphire Circle Banish-
ment, Sapphire Countermagic, Shadowy Simulacrums of
Smoke, Stormwind Rider, Summon Elemental, Summon
Ghost, Summon Spirit Boat, Summening of the Harvesr,
Threefold Binding of the Iearr, Thunder Waolfs Howl,
Travel Without Distance, Virtuous Guardian of Flame,
Woices of Distant Regard, Whirlwind of Fare

Colleges: The Banner 2, The Caprain 3, The Corpse 2,
The Crow 2, The Ewer 2, The Gauntlet 2, The Guardians 2,
The Gull 1, The Haywain 3, The Key 3, The Lovers 2, The
Mask 3, The Mast 2, The Messenger 3, The Musician 2, The
Peacock 3, The Pillar 2, The Quiver 3, The Rising Smoke 2,
TheShield 1, The Ship's Wheel 3, The Sorcerer 3, The Spear 2,
The Sword 3, The Treasure Traw
Join Bactle: 12

Artacks:

Punch: Speed 5, Accuracy 12, Damage 5B, Pairy DV 7,
Rare 3

Kick: Speed 5, Accurcy 11, Damage 8B, Parry DV 3,
Rare 2

Clinch: Speed 6, Accuracy 11, Damage 5B, Parry DV —,
Rare 1

Srarmetal Wrackstaff (Fair Lesson): Speed 4, Accuracy 15,
[amage 121 or 20B, Parry DDV 7, Rare 3

Soak: 3L5B

Health Levels: -0/-0/-1{-1/-2/-2f-4/Incap

Dodge DV: 12 Willpower: [0

“'Essefice: 7

Personal Essence: 24
Committed Essence: 6
Orher Notes: The Chosen of Secret's starmetal-laced
wrackseaff, Fair Lesson, allows Kejak to levy astrological
penalties on those he touches with it. It raises che vicrim's
rarger numbet for one Ability of Kejak's choice and remains
fortheresrof the scene. When the Ahiliry acrivates, pacrern
spiders rie the malign destiny to the easiest of all rargecs
touching Fair Lesson; i.e., the person wich the lowest Es-
sence, including Chejop, [t has o Dream-Srone mounted
L.

Kejak typically wears a sevof starmetal hearthscone bracers,
as well as a starmeral hearthstone amuler. A Jewel of the
Celestial Mandarin is secin the amuler, while the right bracer
possesses an inser Gemstone of Surface Thoughts.

Hapeon

Hadeon appreciates the finer chings in life: the ares of
bemsai, origami, calligraphy, conversarion and appreciation
of wine and tea. Surprising ro all bur his close friends is his
mastery of low skills: farming, weaving, cooking, circus ac-
mundane disguiscs
and other things. He trears such things as larks, things o
study because it is amusing ro think thar they exist. Hadeon
considers various other skills heneath the Exalved, and this
attitude abrades the pride of his peers and superiors. The
ares af war and lovemaking, which many Exaleed pursue

Peripheral Essence: 66 (60)

it, a5 we

robatics, mortal astrology, thaumarurg

with expert vigar, are among those that strike Hadeon as
uncouth. His amusement when other Celestial Exalted
practice them is inoffensive enough thar no one has chal-
lenged him over it, but few count him as a dear friend, and
he artends few partics.

The studies of sorcery und supernarural marcial arts are
hoth dear ro Hadeon, and he lectures regularly ac Sperimin’s
relevancacademies. Critics call him hypocrite; atitle he does
notchallenge, butsuch knowledge isfor Hadeonspiricualism
andd mastery of Essence, not a tool for conflier or base use.
To Hadeon, the only noble spplication for his mascery is
art, something he wishes o one day apply to the world on
a grand scale through unmatched synthesis of sorcery and
ideal martial prowess.

As one of the few Chosen of the Maidens who seill
survive from the Primordial War, few question Hadeon.
His renown is such that he could lead the enrire Five-Scare
Fellawship (as much as any Sidereal can), bur he avoids
positions of leadership and influence. He offers counsel
when asked, as he did in the War, but he avoids gerting his
hands dirry. And he never, ever speals of any rime before
the War’s conclusion.

Limit Break: Joybringers' Flawed Fate

Motivation: Trim Creation as a bonsai or fold it as paper
until it is the perfect pleasing she
Caste: Chosen of Sereniry
Anima Banner: A lilac radiance that dims the room.
Attributes: Strength 3, Dexreriry 8, Stamina 4; Charisma 3,
Manipulation 7, Appearance 5; Perception 8, Intelligence 8,
Wits 6

Virtues: Compassion 5, Conviction 3, Temperance 3,
V:’Jlﬂr 5

Abhilities: Archery4, Athletics 7{ Acroharics +2), Awareness S,
Bureaucracy 6, Crafr{ Air) 5 ( Glasshlowing + 1), Crafr(Fare) 8,
Craft (Fire) 3 (Ceramics =2, Smiching +1), Craft (Warer) 5
{Conking +2), Craft (Wood) 3 (Bonsai +3), Dodge 8, Integriry &
[nvestigation 5, Larceny 3 (Disguise +1), Linguistics ( Nariv
Eurthtomgue; Others: Deceptive Verdant Bonsai Artisan’s C
pher, Dragemtimgue, Flamerongue, Forest-tongue, Old Realm,
Riverspeak, Searongue, Skytongue ) 8, Love 8 { Primordials +3),
Martial Arts 8 {Non-Combat +3), Medicine 5, Melee 3, Oc-
cult8, Performance 3, Presence 6, Resistance 7, Ride 4, Sail 4,
Socialize 6, Stealth 9, Survival 4, Thrown 4, War 1
Backgrounds: Allies 5 (Legendary Ally), Arrifacr 5, Back-
ing (Bound by Senses Artistry Association) 5, Backing
(Cerulean Lute) 3, Connections {Artists) 3, Connections
(Black Bandana) 5, Connections {Deliberative) 2, Cult 1,
Manse 3, Panoply 4, Reputation (Wise Elder) 5, Rerainers 3,
Salary 3, Wealth 3

Charms: Abandoned Words Curse, Absence, Adopring
the Untamed Face, Astrology Interruption Method, Auspi-
cious Prospectsfor Sereniry, Avoidance Kara, Avoiding the
Truth Technigue, Barrles Sidereal Exalt Ways, Becoming
the Wilderness, Blade of the Bartle Maiden, Blinding the
Boar, Blue Vervain Binding, Breaking the Wild Maorral,

P,




Crapter Five: THE MIGHTY

Cannibalistic Heritage Technigue, Cash and Murder
Games, Celestial Circle Soreery, Charcoal March of Spi-
ders Form, Charm Redirection Technique, Compassionate
Essence Replenishment, Conclusion-Pursuing Approach,
Conclusive Wisdom, Creation-Preserving Will, Crimson
Palm Counterstrike, Dance of the Hungry Spider, Dawn
Solar Exalt Ways, Deadly Starmetal Offensive, Death-
of-Self Meditarion, Death-Parrying Stroke, Defense
af Shining Joy, Demesne and Manse Form, Demesne
Emulation Practice, Demure Carp Feint, Destiny-Knitting
Entanglement, Dreaming Pearl Courtesan Form, Dreaming
the Wild Lands, Duck Fate, Easily Accepred Proposition
Srance, Eclipse Solar Exalt Ways, Effi
Technique, Elemental Vision (Air, Wood), Embracing
Life Method, The Empress Lives for All, End Debate,
Excellent Implementation of Objectives, Expected Pain,
Fallen Ivory Defense, Fateful Awarenes
ful Craft Excellency, Fareful Dodge Ex
Integrity Excellency, Fateful Linguistics
Lore Excellency, Fateful Martial Arts T
Oreeult Excellency, Faultless Ceremony, Favorable Inflec-
tion Procedure, First Awareness Excellency, First Craft
Excellency, First Dodge Excellency, First Integrity Exeel-
lency, First Linguistics Excellency, First Lore Excellency,
First Martial Arts Excellency, First Occult Excellency,
Five Jade Fury, Flickering Moonsilver Approach, Flight
of Mereury, Flurry of August Leaves Coneentration,
Force Decision, Forgotten Earth, Fortuitous Fellowship,
Four Magical Materials Form, Fragrant Peeal Fascination
Kata, Games of Divinity Form, Generalized Ammunition
Technique, Glance and Stride, God Ways, Godly Com-
panion, Grandmather Spider Mastery, Great Thinker's
Diefense Maneuver, Harmonic Completion, Harmony
of Blows, Heart-Drightening Presentation
Style, Heroic Essence Replenishment,

Harrific Wreath, lce and Fire Binding, ley

Hand, Impeccable Patterned Deployment,
Impeding the Flow, [mplicit Construction
Methodology, Impose Morivation, Incite
Decorum, Inevitable Pursuit, Invoking the
Chimera’s Coils, Joy in Adversity Stance,
Jumping Spider Strike, Lethal Paper Fan
Arrack, Life-Severing Blow, Life Without
Compunction, Loyalty-Sacrificing Side-
step, Mark of Exaltation, Maw of Dripping

Venom, Mending Warped Designs, Mertal f
Storm, Methodology of Seerets,
Neighborhood Relocation

Scheme, Mest of Live o o
ing Strands, (35/72’/ I
Horrars Best <

Unknown, Of
Secrets Yet Untold,
OFf the Shape of the World, Of
__Things[ zcd and Feared, Of Traths

sient Secretary

]

Best Unspoken, Ordained Bridle of Mercury, Orichal-
cum Sheathing Stance, Ox-Body Technique, Paralyzed
Mandarin Infliction, Partern Spider Touch, Peaceable
Ceonelusion, Pearlescent Filigree Defense, Perfection in
Life, Predestined Delivery Shaping, Presence in Absence
Technique, Preservation of Resolve, Prior Warning,
Prismatic Arrangement of Creation Form, Propitious
Awareness Alignment, Propitious Craft Alignment,
Propitious Dodge Alignment, Propitious Integrity Align-
ment, Propitious Linguistics Alignment, Prapitious Lore
Alignment, Propitious Martial Ares Alignment, Propitious
Ceeule Allgnment, Rain of Unseen Threads, Research As-
sistant Invocation, Resplendent Sash Grapple Technique,
SBalt into Ash Sleighr, Scarler Parerned Bartlefield Form,
Second Awareness Excellency, Second Craift Excellency,
Second Dodge Excellency, Second Integrity Excellency,
Second Linguisrics Excellency, Second Lore Excellency,
Second Marrial Arts Excellency, Second Occulr Excel-
lency, Secrers of Future Strife, Sccrets Sidereal Exalt Ways,
Sequential Charm Disruption, Serenity in Bloed, Seven
Storms Escape Prams, Shun the Smiling Lady, Singular
Escape Stratagem, Sky and Rain Manera, Slick Essence Re-
plenishment, Smoorh Transition, Soft Presence Practice,
\omemwrtw 's Dlestiny, Song of Spirit Persuasion, Soul Fire
sell-Shattering Palm, Spiric Shape Compan-
nce Replenishment, Supernal Awareness,
Telleale Symphony, Terminal Sanction, Terminate Illness,
Terrestrial Cirele Sorcery, Thought-Swiping Distraction,
Thumbnail Spider March, Transcendent Harchet of Fate,
Trouble-Reduction Strategy, Twilight Solar Exale Ways,
Unassailahle Rebuff Position, Underling Invisibility
Practice, Unhearing Dedicarion, Unnatural Many-Step
Stride, Unohstructed Blow, Unwavering Well-Being
Meditarion, Unweaving Method, Victory of the Cheat,
Vindictive Concubine's Pillow Book Understanding,
Violet Bier of Sorrows Form, Walls of Salt and Ash
(Fair Folk and the Wyld, Gods and Elementals,
Demons and Things of Malfeas), Wanting and
"’=7 Fearing Prayer, Water and Fire Treaty, Water
=% Spider Bire, Willing Assumprion of Chains,
5\ Wise Choice, Without Strategy Arrangement,
7 World-Shaping Artistic Vision (Regarding
Artisery x3), You and Yours Stance
Spells: Demon of the First Circle, Demon of
the Second Circle, Disguise of the New Face,
Dolorous Reflection, Emerald Countermag-
ic, The Faithful Ally, Flight of Separation,
= Fugue of Truth, Hidden Judges of
o the Secret Flame, Incantation
of Effective Restoration,
Incantation of Spiri-
tual Discretion,
Infallible Mes-
senger, Mercury's
Deliverance, Mists of Eventide, Open




the Spirir Door, Ourside Worlds Within, Raise the Puissant

pphire Countermagic, Servant of Infallible
Location, Summon Elemental, Summoening the Greater

Sanctum,

Minionsof the Eyeless Face, Summoning the Lesser Minions
of the Eye ace, Travel Withour Distance, Unconquer-

able Self, Wheel of the Tuming Heavens, Whirlwind of

Fate, Wood Dragon's Claw
Colleges: The Ewer 3, The Guardians 6, The Haywain 4,
The Key 5, The Musician 4, The Peacack 7, The Pillar 7,
The Rising Smoke 2, The Sorcerer 7, The Sword 8,
The Treasure Trove 7
Join Battle: 14
Attacks:
Punch: Speed 5, Accuracy 17, Damage 3B, Parry
DV 9 Rate 3
Kick: Speed 3, Accuracy 16, Damage 6B, Parry
DV 7,Rate 2
Clinch: Speed 6, Accuracy 16, Damage 3B,
Parry DV —, Rate 1
Starmeral Daiklave (Discor-
dant Vire); Speed 5, Accuracy 20,
Damage 12L, Parry DV 9, Rate 3
Soak: 2L/4B
Health Levels: -0/-0/-1/-1/-2/-2/-4/lncap
Dodge DV: 13 Willpower: 10
Essence: ¢
Personal Essences: 18
““Peripheral Essence: 54 (78)
Committed Essence: 6
Other Notes: Despite his incredible mascer-
ies of supernatural martial arts and sorcery,
ladeon uses neither for combat. His goal
is elegant harmony in all things, and armed
conflics is a distasteful flaw in the grand design he
torerells. Only defending his life or his life's work
drives him to fight.
Discordant Virtue is a starmetal daiklave thar causes
those it touches to rreat all their Viroues as though
were five dots. Incidental to its effect is that all
Virtues count as primary, adding Limit when Willpower
pent to subdue their urges. This condition lasts one
day per health level inflicted, or one hour with just a
touch. In the sword’s hile is set a Guardian Gen.

Tammiz UsHun

Tammiz Ushun is Chejop Kejak's counterpart, longtime
rival and clandestine confidane. Both were reborn on the
same dare, and their Exaltations were simultancons, This
latter fact is not a matter of public record, as Ain Leaning
Pike concealed Kejak from the Five-Scare Fellowship for one
month and alrered notes of the event in Heaven's records.
(His reasons remain unknown to all but perhaps Kejak.)
Only Ushun and Kejak know of their connection. Although
their politics are diametric, their murual respect is true and
their hidden friendship is unbreakable, It endures even the

cccasional assassin Chejop sends afeer Tammiz to maintain
appearances, though if someone learned their secrer, the
assassins” target would soon change.

Ushun believes thar Creation is on a journey into glo-
rious eternicy and thar, when the path becomes obscured,
it is up to Mercury's Chosen to clear the way. His unshak-
ahle oppenents blow off his theroric as Chosen of Journeys
hogwash, but he is a convincing speaker to anyone
whao's at all uncertain—convincing enough that
those who hare his ideals rake refuge in violence
against him, his estate and his allies. Threats
dim none of the passion that fills his words,
mspiring arhers to see his visions, but he is
not above manipulating conditions to his
advanrage from the shadaws.

Tammiz stands as de facto leader of
ome third of the Five-Score Fellowship.
He is the titular head of three conven-
tions, a dozen committees and over a

hundred socieries. Solarand Lunar Exalted
n.'hl‘l:‘.l h]h il\l\' ic 1 :lﬂd TL'TT(‘S“'I?]"\ cover The
chance to be seen with the Glorious Vizier.
Gierring a privare word from him launches
anyone lesser than a Celestial into |3 minutes
of fame, m;u,'hx' for better, maybe for worse,
but no one dauhrs for some purpose.
Limit Break: Harbingers' Flawed Fare
Motivation: Lead Creation along the path
1o eternal brightr

Caste: Chosen of Journeys

Anima Banner: A suffusion of saffron.
Attributes: Strength 4, Dexterity 7,

S‘UI]]“IE] 4‘. ATISITE ? bvl'r]l‘llrﬂ\lﬂTIUn 4‘,

Appearance 7; Perception 7, Intelligence 7,
Wits 7
Virtues: Compassion 4, Conviction 4, Temper-
ance 3, Valor 3

Abilities: Archery 4, Athletics 6, Awareness 7,

Bureaucracy 7, Craft (Ar) 5 (Clockworks +3),

Craft (Fate) 7, Crafe (Wood) 5 (Floral Arrange-

ment +2), Dodge 6, Integrity 7, Investigation 6,
Larceny &, Linguistics (Native: Old Realm; Others:
Earthtongue, Flametongue, Forest-tongue, Receding
Horizon Cipher, Riverspe: atongue, Skytongue) 7, Lore 7,
Martial Arts 7, Medicine 6, Melee 4, Occult 5, Performance 7,
Presence 7, Resistance 5, Ride 7, Sail 7, Socialize 7, Stealth 7,
Survival 6, Thrown 4, War 5
Backgrounds: Acquaintances 5, Allies 3 (Legendary Ally),
Artifact 1, Artifact 2, Artifact 5, Backing (Deliberative) 4,
Backing {Golden Barque) 5, Command 3, Connections
(Bureau of Desciny) 4, Connections (Deliberative) 4,
Connections (Five-Scare Fellowship) 5, Cule 2, Familiar 4,
Henchmen 3, Manse 3, Panoply 3, Reputation ( Pelitics) 3,
Salary 4, Savant 3, Wealth 3




% CHarter Five: THe MigHTY

Charms: Absence, Adopting the Unramed Face, Aus-
picious Prospects for Journeys, Auspicious Recruitment
Drive, Avoidance Kata, Avoiding the Truth Technique,
Blade of the Barrle Maiden, Blinding the Boar, Breaking
the Wild Martal, Cash and Murder Games, Ceasing to
Exist Approach, Celestial Circle Sorcery, Compassionate
Essence Replenishment, Conclusion-Pursuing Approach;
Crimson Palm Counrerstrike, Death-Parrying Stroke,
Defense of Shining Joy, Demon-Blocking Battle Pattern,
Destiny-Knitring Entanglement, Duck Fate, Easily Ac-
cepred Proposition Stance, Efficient Secretary Technique,
Essence-Draining Bartle Parrern, Essence Thorn Practice,
Expecred Pain, Fateful Awareness Excellency, Fateful
Crafr Excellency, Fareful Dodge Excellency, Fateful
Lore Excellency, Fareful Martial Arts Excelleney, Fateful
Melee Excellency, Fareful Performance Excellency, Fate-
ful Presence Excellency, Fateful Resistance Excellency,
Fareful Ride Excellency, Fateful Socialize Excellency,
Fateful Thrawn Excellency, Fateful War Excellency,
Faultless Ceremony, Favorable Inflection Procedure, First
Awarenes: cllency, First Craft Excellency, First Dodge
Excellency, First Lore Excellency, First Martial Arts
Excellency, First Melee Excellency, First Performance
Excellenc st Presence Excelleney, First Resistance
Excellency, First Ride Excellency, First Socialize Excel-
lency, First Thrown Excellency, First War Excellency,
Five Ordeals (idyssey, Flight of Mereury, Force Decision,
Fortuirous Fellowship, Generalized Ammunition Tech-
nique, Glory Pach, Harmonic Completion, Harmony of
Blows, Heart-Brightening Presentarion Style, Horrific
Wreath, lee and Fire Binding, ley Hand, Impeding the
Flow, lmpose Motivation, Joy in Adversity Stance, Life
Gers Worse Approach, Life-Severing Blow, Life With-
our Compunction, Loyalty-Sacrificing Sidestep, Mark
of Exaltation, Metal Storm, Methodology of Secrets,
Mirror-Shattering Method, Name-Pilfering Practice, Of
Secrers Yer Untold, Ofthe Shape of the World, Of Truths
Best Unspoken, Ordained Bridle of Mercury, Ox-Body
Technigue (x3), Perfection in Life, Predestined Delivery
Shaping, Predestined Triumph Practice, Presence in Ab-
sence Technigue, Preservation of Resolve, Prior Warning,
Red Haze, Research Assistant Invocation, Salt into Ash
Sleight, Secrets of Future Strife, Serendipitous Voyage,
nity in Blood, Shadow-Piercing Needle, Shield of
Destiny, Shun the Smiling Lady, Sidereal Shell Games,
Sky and Rain Mantra, Soft Presence Pracrice, Someone
Else's Destiny, Song of Spirit Persuasion, Spirit-Binding
Bartle Pattern, Spirit-Shape Companion, Stern Essence
Replenishment, Stone Skipping Spirit, Subordi
Inspiration Technique, Supernal Awareness, Terminate
Hiness, Terrestrial Circle Sorcery, Thought-Swiping
Distraction; Training Mandare of Auspicious Battle,
Training Mandate of Celestial Empowerment, Unhearing
Dedicarion, Unobstructed Blow, Violet Bier of Sorrows
Form, Walking Ouside Fate, Walls of Salt and Ash,

e

ate

Wanting and Fearing Prayer, Water and Fire Legion,
Warer and Fire Treaty, Willful Weapon Method, Wise
Choice, Yellow Path, You and Yours Stance

Spells: Cloud Trapeze, Demon of the First Circle, Demon of
the Second Circle, Dispuise of the New Face, Emerald Cirele
Banishrment, Emerald Countermagic, Floral Ferry, Gift of
Knowledge, Intallible Messenger, Ivory Orchid Pavilion,
Keel Cleaves the Clouds, Mercury's Deliverance, Open the
Spirit Door, Rolling Earth Carpet, Sapphire Circle Banish-
ment, Sapphire Countermagic, Spitit Sword, Stormwind
Rider, Summon Elemental, Summon the Heavenly Forral,
Swift Spirit of Winged Transportation, Travel Withour
Distance, Whirlwind of Fate

Colleges: The Bariner 2, The Captain 4, The Corpse 3, The
Crow 3, The Ewer3, The Gauntlet 2, The Guardians 2, The
Gull 4, The Key 3, The Lovers 3, The Mask 2, The Mast 4,
The Messenger4, The Musician 3, The Pillar 3, The Quiver 2,
The Rising Smoke 3, The Shicld 2, The Ship's Wheel 4,
The Sorcerer 3, The Spear 2, The Sward 3, The Treasure
Trove 3

Join Battle: 14

Attacks:

Punch: Speed 3, Aceuracy 135, Damage 4B, Parry DV 8,
Rate 3

Kick: Speed 3, Accuracy 14, Damage 7B, Parry DV 6,
Rate 2

ed 6, Accuracy 14, Damage 4B, Parry DV —,

Starmetal Daiklave { Deliberavor's Tongue) : Speed 5, Accuracy
16, Damage 131, Parry DV 7, Rate 3

Soak: 5L/TB (Starmetal chain shirt, +3L/733)

Health Levels: -0/-01-0/-0f-1/-1/-2/-2{-4{Incap

Dodge DV: 13 Willpower: &

Essence: 7

Personal Essence: 23
Committed Essencet 12
Other Notes: Tammiz wears the Clasp of the Fellowship,
a pair of starmetal hearthstone bracers. Inset is the Naming
Stane, which makes Tammiz aware of the names of every
person he sees, as well as the names and pesitions of their
niear family members, which enables him to foster goodwill
in even the lowliest rickshaw god of Yu-Shan or Dragon-
Blood in Meru, Deliberator's Tongue is Tammiz's starmetal
daiklave. Aslongas Deliberator's Tongue remains unsheathed
and Tammiz Ushun has caused no lethal damage in a scene,
the weapon adds three dice o all dice rolls =
Sidereal Charms (including Sidereal Martial Arts)
Sidereal Charms with no assoclated rolls cost one more less
than nermal, The sword features two hearthstone settings in
which are placed a Gem of Omens and a Gem of Holiness.
Tammiz is not a warlike person. His skills are those of a
statesman and leader, net a warrior, despire his prowess
with martial arts. Even though he has distaste for violence,
he refuses to wasce his talents and willingly leads rroaps in
times of necessity,

Peripheral Essence: 65 (53)
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Tammiz LsHUN # WHILE THE Ax FaLLS C

WhHite THE Ax FaLLs Attributes: Surength 6, Dexteriry 7, Stamina 5; Charisma 4,
While the Ax Falls takes his name from the constang  Manipulation§, Appearance 5; Perception 7, Inrelligerice 7,
threat of death that mortalsand Dragen-Bloads live under Wies 7
cvery day—where the Celestial Exalred joined them after vi"“FS: Compassion 2, Conviction 3, Temperance 4,
Facetr Raven's death. Thar was rhe day a young Sidereal, falor 3 "
seeing whar would come, donned the name While the Ax Abilities: Archery 6, Athleties 5, Awareness 5, Bureaucracy 5,
Fallsand left his old moniker behind, where it was forgoccen. le} (Air) 5, Craft (Earch) 2, Crafr (Fare) 7, € :“}f' (Fire) 3,
Even now, it sails the Grear Western Ocean ina rickety Cralt (\X'E“Cf,‘ 7 (PDLSOIF +3), Cmﬁ (\_«VOLKH 2% fod),’.L‘ 7
dinghy seeking love and revenpe. Lt gets no more rest than Integrity 7, Investigation 7, Larceny 7, Lingu 5 U\_"”_ :
its exstwhile owner, who works long nights protecting for-  S¢atongue; Others: Dragontongue throngue, i'_nrhiddmlz
hidden knowledge of peoples’ ends. Manse of ley leher. Foreft-mngue‘ Old Rv-.l\m.R!wrupcnk.
Orthers of the Five-Score Fellowship say While the Ay Yioler Bier of Sorrows Cipher) 7, Lore 7, Mﬂm'l_f Arts 7,
Falls is more amerhyst chan emerald, us his chosen specialty Me‘%““ﬂe 7 (Treauing Poisonings +3), Melee 5, _Uff'ff![_‘f\
brings him into Sarumn's purview more often than ic does Periormani:e 4,Pre§enc & 6, Rt‘i"iﬁ[’f“““’ 6, Ride % Sail 5, So-
thar of his fellows. He spends more time in the Vialer Bier cialize 4 (Chosen of Endur\gs +2), Srealth 6 (In Yu-Shan +2},
af Serrows than some Chosen of Endings, and definicely Survival 6, Thrown 4, War 4
mere than most Siderenls choose. ‘ ) Backgrounds: Acquaintances 3, Allies 5, Artifact 4,
While the Ax Fallsbelieves thar —~ o Artifact 4, Backing (Forbidding Manse of Ivy) 5,
sarme things should be secrer, Crmncc[ion; (Bureau of Destiny) 3, Con-
and that the Bureau of Des- nections (Violer Bier of Sarrows) 3, (‘?ul[ T
tiny should have acred to prevent Manse 2, Panoply 5»!{““‘“““““ (Secrets) 3, Salary4,
knowledge of the Celestial Exalred's Savant 1, Wealth 3 .
lirnited life spans from ever becoming public Charms: Absence, Any Direction Ar-
knowledge. While the Seer cannot put that cat Auspicious P”‘SFL‘UN‘.““ Endings,
hack in the bag, his diligence prevenes Augpicious Prospects for Secrets, Aus-
further errors in revelation.
While the Ax Falls is a
“close friend of Tam-
miz Ushun. They
see like focus in each
other despire their di-
vergent interests, and the
polities thar Tammiz shures with
his triend marches While the Ax
Falls' ideas of how the luture must
pass. He, of course, betrays none

et row,
picious Prospecrs for Serenity, Avoidance

Kara, Avoiding the Truth
{) Technique, Blade of the
Batrle Maiden, Blinding the
Boar, Burmn Life, Cash and
Murder Games, Ceasing

to Exist Approach,
Charm Redirection
Technigue, Con-
clusion-Pursuing Approach,
Conclusive Wisdom, Conning
Chaos Technique, Crimson Palm
Counterserike, Deadly Starmeral
Offensive, Dearh-of-Self Meditation, Death-
Actual Chosen of Endings favor Parrying Stroke, Deferred Wounds, chmusm‘
While the Ax Falls, contrary to most Side- Erulation Practice, Destiny-Knirring Entangle-
reals’ expectations. The Chosen of Secrets holds Chosen ment, Digjoinrted Iit-.m.w:r Infectious Avemi, Distracting
of Endings in the highest regard and works closely with Finger-Gesrure Arm:'ic.. Dream Cnn[asn;minn Approach,
them, aiding them in their tasks and providing them timely Duck Fate, Earth and Sky Bargain, H"'”_ Shadow Farm,
Efficient Secretary Technique, Elusive Flicker Evasion,

of his secrers to Tammiz, which each
Sidereal understands, Some things
cannot be shared.

information of a sensitive natre without ever revealing an ! i Ak
untoward secret, While the Ax Falls does thisnotjustoutof  Embracing Life Merhod, Every Direction Arrow, Excel-

respect for his calleagues, but alse to prevent another error lent Implementation of Objectives, Expected Pain, Fateful

on a scale with Facer Raven's death. This he also keepsa 1210 Excellency, Fareful Dodge Excellency, Fateful In-

Lnse kpbeit, heeiist b WO Lld whserhis allias vestigation Excellency, Fateful Lore Excellency, Fateful
close seerer, beer o allies. ; 2 i

Limit Break: Orncles’ Flawed Fate Marrial Arrs Excellency, Favorable Inflection Procedure,
Motivation: Learn the seerer ends of all things, the ends of Feverish Essence Discharge Aremi, First Awareness Excel-
all seerers, ensure their propriety and keep them secrer. lency, Fus‘[f_lraft I"““‘”““““’l First Dodge Execllency, Firse
Caster Chosen of Seciets Integricy Excellency, First Investigation Excellency, First

Anima Banner: A dark green, as a verdanr plain bidding Larceny Fxeellency, First Linguisties Exeellency, First Lore

faairal| vor thisss: Excellency, First Marrial Arts Excellency, First Medicine  §
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Excellency, First Stealth Excellency, Five Jade Fury,
Flickering Moonsilver Approach, Flisheof Mercury, Force
Decision, Forgoteen Earth, Forward-Thinking Technique,
Four Magical Materials Form, Generalized Ammunition
Technigue, God Ways, Harmony of Blows, Heartless
Maiden Trance, Horrific Wreath, ley Hand, Image of
Death Technique, Impeding the Flow, Inevitable Pursuit,
Inexorable Advance, Invocation of the Storm-Following
Silence, Joy in Adversity Stance, Life-Severing Blow,
Life Without Compunction, Limb-Immebilizing Method,
Masque of the Uncanny {Demon, Ghost, Raksha), Meral
Storm, Methodology of Secrets, Name-Pilfering Practice,
Of Herrors Best Unknown, Of Secrets Yet Untold; Of
the Shape of the World, Of Things Desired and Feared,
Of Truths Best Unspoken, Optimistic 8ecurity Practice,
One Direction Invocation, Orichalcum Sheathing Stance,
Ox-Body Technique (x3), Paralyzing Touch Astack,
Peaceable Conclusion, Preservation of Resolve, Prior
Warning, Propitious Dodge Alignment, Propitious Martial
Arts Alignment, Research Assistant Invocation, Secrets
of Future Strife, Seven Points of Weakness Strike, Shield
of Destiny, Shun the Smiling Lady, Sidereal Shell Games,
Slick Essence Replenishment, Smooth Transirion, Soft
Presence Pracrice, Someone Else’s Destiny, Srern Essence
Replenishment, Subardinare Inspirarion Technigue, Su-
pernal Awareness, Terminal Sancrion, Terminate [llness,
Terrestrial Circle Sorcery, Thought-Swiping Distraction,
Transcendent Harchet of Fare, Underling Invisibiliry
Practice, Unhearing Dedication, Unobstructed Blow,
Unswerving Juggernaut Principle, Unwavering Well-Being
Medirarion, Vialer Bier of Sorrows Form, Walking Ourside
Fate, Wall Climbing Technique, Water and Fire Treary,
Wise Chaice, World-Shaping Arristic Vision (Secrets +1,
Ends +2), Yellow Fath, You and Yours Stance

Spells: Assassin’s Fatal Touch, Corrupred Words, Demon of
the First Circle, Dispuise of the New Face, Emerald Circle
Banishment, Emerald Countermagic, Flying Guillotine,
Fugue of Truth, Hound of the Five Winds, Incantation of
Spiritual Discretion, Infallible Messenger, Maledictionof the
Distorted Compass, Open the Spirit Door, The Ravenous
Fire, Shadow Summans, The Spy Who Walks in Darkness,
Stormwind Rider, Summon Elemental, Theft of Memary,
lJn\.ﬂ“qUEﬂlbIC Si:{r

Colleges: The Banner 3, The Captain 3, The Corpse 3, The
Crow 3, The Ewer 2, The Gauntlet 3, The Guardians 4, The
Gull 1, The Haywain 3, The Key 2, The Lovers 2, The Musk 5,
The Mast 1, The Messenger 2, The Peacaock 2, The Pillar 3,
The Quiver 3, The Rising Smoke 3, The Shield 3, The
Ship’s Wheel 2, The Sorcerer 2, The Spear 3, The Sword 4,
The Treasure Trove 4

Jain Battle: 12

Attacks:

Punch: Speed 5, Accuracy 15, Damage 6B, Parry DV &,
Rare 3

Kick: Speed 5, Accuracy 14, Damage 9B, Parry DV 6,
Rate 2

Clinch: Speed 6, Accuracy 14, Damage 6B, Parry DV —,
Rate 1

Starmetal Sexpent-Sting Saff { The That Binds): Speed 5, Ac-
curacy 13, Damage 198, Parry DV 9, Rate 3

Starmetal Short Powerbow { From Afar): Speed 6, Accuracy
16, Damage 121, Range 250, Rate 2

Soak: 3L/5B

Health Levels: -0f-0/-0/-0f- 1/-1/-2/-2{-4{Incap

Dodge DV: |1 Willpower: 9

Essence: 7

Personal Essence: 13
Committed Essence: 10
Other Notes: While the Ax Falls acts with decision. He
lnows many endings thar have yer ro occur and his pare
in them. Anv obstacle between him and those destinies
are obviously obstac
Histomes of collected secrets are all concealed behind the
double veil of the privare and official ciphers of the Chosen
of Secretsand Endings. Only While the Ax Fallscan navigate
the C'ﬂt'd|ugue.~ that describe where to find information in
his private repository, and the dozen rooms conrain esoteric
traps to-carch, kill ar mark intruders. He is friendly only
Wirh a ﬁ'.w hi,'[.r USE THOT many L![TLI]]]'(‘ hi.\ \}l)ﬁ(’.‘\h"“h ;ﬂld hf.:
has come ro assume that new acquaintances will nor.

The That Binds is While the Ax Falls’ starmetal
sting staff, When it strikes, the Speed of the target's next
actionincreses h‘,’(m(‘. per |i:V(‘.1 U{\I'r]]"i!j:ﬂ Ulﬂl(:n_'d‘ I[.hlh
effect does not stack wirh itself. If While the Ax Falls
fills someone’s Incapacitared health level with damage
lnﬂ\&;“:(‘ |\¥ Tll(.' -[-h‘:n H]I]l'h. 1}!”[ FCTNH] Llnmrdl'dlc]‘,'
becomes Inactive for two actions, after which time she
falls ro the ground or continues to fight {depending on
her capabilities).

From Afaristhe Sidercal'sstarmetal short powerbow. While
rhf_! ‘\\( F'(l”h may f‘ln‘. }]!“ ATTOWS r(’W:]f\‘ 'l“: hl.”rl\'l.‘{].\‘ HL'
achivates (:]]Hrﬂ]h il“d ]ll.". ]‘I'(]Y('r T(J“\S [hc l'i”.'x“.k at |Il'd|
time, but the arrows strike their target on While the Ax
Falls' next action, when the target defends, They stack with
Urhf :ITTHL!{F on T}]UT action {Hf Unh':]\]g;]‘tr pl:nu'f\lf. Arﬂ)\\‘h
fired in this way also double their raw damage. In it is set
a Jewel of the Rabbit's Sward.

While the Ax Falls also wears a Stone of the Spider's Eye
setanda .\“\”HL‘“I{ |)|:<Jr1}lhnm|: ‘r“ﬂl.lh.'t.

CHOSEN OF THE
ELEMENTAL DRAGONS

Subordinates o the Celestial Exalted, the Dragon-
Bloods of the High First Age often act as the face of the
Exalted 1o the common folk of Creation, running the
day-to-day affaits of their principalities and forming the
bulk of Exalted in the Realm's armed forces.

Peripheral Essence: 63 (35)

s he will overcome, and so he does.

ent-
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ANJEIMARAMA

Founded by oarh of Kesu Tyr-Marama, the Anjei
Gensartended Lord Tyrieth, the Eclipse who manages the
exotic brothels outside Ondar Shambal toservice Exalted
penitents after theiraseeric pilgrimages. Four generations
of Anjei seions have obeyed Lord Tyraeth faithfully and
comperently as his majordomos, erained from birth in a
rigorous curriculum of practical stewardship and carnal
puissance devised by their master. n spiteofthis devorion,
the larest heir has found herself unemployed for nearly a
year, ever since being replaced by a unique servitor engi-
neered by Tyraeth’s Lunar mate Jormun o commemorate
their millénninlwedding anniversary.

Wirth growing dismay, Marama hasdiscovered herspe-
cialized skills do noe lend themselves well to employment
in orther Solar retinues. Licking palatable alcernatives,
she has taken residenice in Ondar Shambal as an acolyte,
heping a display of piery mighe attract a Celestial patron
where her heaury amd fetishist educarion have =o far failed.
With each promise that turns out te be mere pillow alk,
Marama grows more jaded and hateful. She cannor hate the
Solars—her long exposure to Tyraeth's Charms
prevents that—so she cransfers her rage o
the Solar servant races whose existence
she views as an affront to the honor and
pride of the Dragon-Blooded race.

For now, Maramakeeps her prejudices
mostly to herself, sharing her rants only
with other disenfranchised middle- 8
age Terrestrials she has befriended
at the temples. The ragtag pang has
taken to kidnapping and torturing
servitors they cacch alone ac night.
Status in the group is based on body
count, with Marama's more than
double her nearest competitor.
Although the temple police have
yel o seriously investigate these
disappearances, it is probably only
a matter of time until one of the
vigilantes slips up and executes
a slave belonging to someone
important.

Bred for superhuman
beaury, Marama exudes sex appeal
in every word and action, but
astute observers can glimpse the
naked hate at the heart of her
tust. Her dusky bronzed skin
is adorned in an ornate
mandalaof fine scars like
a full body rattoo that
beautifully accents her
aspect markings. The

art is impeceable and perfect, a masterpiece inscribed
aver the course of her education from her Exalration
at age eight to her dismissal. She prefers ro wear outfits
that expose as much of this scarring as possible, since she
knows {r is her best fearure and is particularly favored by
cerrain Lunar clients.
Motivation: Exterminate all Solar servant races.
Aspeer: Fire
Anima Banner: Peach-red rongnes of fire libidinously
caressing her flesh.
Artributes: Srrengrh 3, Dexreriry 3, Stamina 5 Charisma 3,
Manipulation 5, Appearance 6 {legendary Appesrance bred
intoGensAnjeibyLord Tyraech ); Percepriond, Intelligenced4,
Wits 4
Virtues: Compassion 1, Convicrion 5, Temperance 2,
WValor 3
Abilities: Athieeics 5 ( Flexibilivy + 2}, Awareness 3, Bureaucra-
cv 4 (Brothels +3), Crafr (Air) 2 {Calligraphy +3), Dodge 3,
Integrity 5, Invesrigation 3 (Interrogation +2), Lar-
ceny 4 {Prostiturion +1), Linguistics {Native: Skyrongue;
Others: Earthrongue, Forest-tongue, Old Realm,
Riverspeak, Seatongue) 5, Lore 3, Muartial Arts 1,
Medicine | {Postcoital Injuries +3), Melee 5 (Un-
necessary Crueley +3), Occule 1, Performance 5
(Sexual Technigues +3), Presence 5 (Seduction +3),
Resistance 5 (While Having Sex +3), Ride 1, Socialize 5
{Catrresan Prorocol +3), Srealth 4 (Moving Silendy +1,
Not Disturhing Celestial Exalved +2), Survival 1
- Backgrounds: Artiface 3, Artiface 2, Allies 4,
Breeding 3, Repuration (Exotic Courtesan) 2,
Resources 1

Charms: Auspicious First Meeting
Artitude, Blinding Spark Distrac-
tion, Brother-Against-Brother
Insinuation, Confluence of
Savant Thought, Dragon-
Graced Weapon, Ears of
the Snowy Owl, Effortlessly
Rising Flame, Falsehood Unearthing
Attitude, Feeling-the-Air Tech-
S - nique, Finding the Water's Depth,
L d First Performance Excellency,
First Presence Excellency, First
Socialize Excellency, First Srealth
Excellency, Inflamed Hear of Passion
(Exacily like Sweeten-the-Tap Merhod,
but enhances the bliss of sexual acts m the
awicinity rather than aleohol.), Inviclate
Diragon Spirit, Jade Defense, Oath
of the Ten Thousand Dragons
{Lord Tyraeth's Household}),
Observer Awareness Method,
Ox-Body Technique (x3),
Passion Transmuting Nuance,
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Poisoned Tongue Technique, Puissant Precursor’s Mono-
logue, Ringing Anvil Onslaughr, Scent-of-Crime Method,
Second Burenueracy Excellency, Second Dodge Excel-

lency, Second Inteprity Excellency, Second Linguistics
3 r, Second Melee Excellency, Second Resistance
Excellency, Smaoldering Brand Infliction (2m; Melee 5,

Essence 4: Supplemental; Keywords: Combo-OR, Crippling,
Elemental, Stackable; One scene; Prevequasites: Blinding
Sparle Distrac aMelee attack to inflict
plereing damage and converts all inflicted damage levels
an dgonizing aspect-defined elemental braned suffused with an
electrical charge, jogred crystal or e shards, cinders or acidic
s, This inflicts one level of aggravated damage and inerea
the victim's wownd penalties for the duration of the Charm by -2
perdamaye level the infury would have inflicted . Exalted victims
gain ome Limit point from maddening agany ), Soul-Stiring
Performance Methaod, Soundless Action Prana, Sweeten-
the-Tap Method, Ten-Thousand Dragons Fight as One,

lerrestrial Me

hix Charm caus

i

mto

¢ Reinforcement, Thicker Than Stone,
Thoughttul Gife Technique, Third Presence Excelleney,
Third Socialize Excellency, Threshing Floor Technique,
Throes of Bliss Reassessment (None; Presence 4, Essence
3; Permanent, Kevwords: Emation, Social; Prerequisites:

Auspicious First Meeting Artitude. This Charm enhances its
preveguisite Charm, allowing the Dragon-Blood touse iton any
sexual parter during o scene of passion or the followiny scene,
as if it were fivst time the two met.), Trackless Walk Style,
Utibteathing Earth Meditation, Uneating Eatrh Medita-
tion, Unfeeling Earcth Meditation, Unflagging Vengeance
Meditation, Unsleeping Eavth Meditation, Untiring Earth
Mediration, Voiee of Mastery, Voices onthe Wind, Warm-
Faced Seduction Style, Wind-Carried Words Technique,
With One Mind, Zone of Silenee Stance

Join Battle: 7

Avtacks:

Punch: Speed 5, Accuracy 7, Damage 3B, Parry DV 4,
Rate 3

Kick: Speed 5, Accuracy 6, Damage 6B, Parry DV 2, Rare 2
Clinch: Speed 6, Accuracy 6, Damage 3B, Panry DV —,
Rare 1

Essence Lash{ Dripping Blushesof Ardor) :
Diamage 1CL, Parry DV 7, Rate 3
Soak: BL{10B {Discreer Essence armor, +5L/5B,
Hardness: 2Lj2B)

Health Levelss -0f-1/-1/-1/-1/-1f-2{-2/-2{-2{-2/-4{Incap
Dodge DV Willpower: 7

Essence: 5

Personal Essence: 17
Committed Essenee: 11
Other Notes: Marama remains conditioned by a Com-
pulsion effect from one of Tyracth’s Charms, forcing
her to spend one Willpower point per scene to take any
action rhat could logically resule in ditect harm to a liv-
ing Solar Exalr, even in self-defense. Kesu Tyr-Marama's
final words with Honored Ancestor Exhalation (see pp.

meed 4, Accuracy 13,

Peripheral Essences 44 (33)

77-78) guide her Gens with an Essence 7 Motivation of
“Attend Lord Tyraeth with excellence anddiligence” thar
Marama oceasionally taps into for her murders, sincerely
rationalizing that it isimpossible to properly serve Tyraeth
while Solar servant races exist as competition. Marama's
Artitact 2 infinire feeish ens ss with a jade
ides adding +2

mhble is a dre

clasp that costs two motes to attune. Be
Appearance for the purposes of seduction and +2 Stamina
while xual activiey, the dress can be changed
qué outfit for the situation as a reflexive

enpgaged in s

into the ideal
action, adjusting to meet the fantasies of anyone she is

attempring to seduce.

Saiok Gauto

Although Saibok Gauro is by no means the most power-
ful Terrestrial in recorded history, he is cerrainly the longest
lived. A low-ranking officer during the Primordial War,
he spent several centuries following the war as an equally
low-ranking political aide to the Deliberative. Afrer rerir-
ing, Gauro rook his pension and bought a small manse in
An-Tengwhere he hasendeavored to live inquier domestic
hermitage ever since: To his polite frustrarion, Celestial doc-
tors regularly visic him to rake rissue samples and perform
anagachic experiments that may have contributed slightly
to his longevity. Far more of his extended life span has to
dowith hiz extreme asceticism and the Charms empowered
by his simple lifestyle.

Unfortunarely, the miracle of his longeviry has not
preserved Gaute’s vourh, The elder canenly shuffle along
with rhe help of acane; and even Erernal Mind Meditation
cannot reliably delve into many of his earlier memaries.
His thick, hark-like skin grows a few wispy srrands of moss
for hair, with thicker growth braided inrto 2 long beard thar
flowers during the month of Ascending Wood. In contrast,
his arrifact uniform from rhe Primordial War remains as
p and

n as ever, adormed only wirth his tank, 2
ative amulet for bravery and the pentagonal
jade medallion given ro all Dragon-Blooded veterans of
the War. Firring his ideology, he feels no pride in either

COMMEMOoT

decoration and doesn’r acrually remember why he gor the
bravery medal, but wears them because it is the correct
way to wear the uniform, and because he is still a com-
missioned saldier in the army of the gods. His arritude is
sceneric andd hlatantly senile, e Ily with the endless
parade of inquisirive doctors. In privare moments, however,
e reveals a rranscendent wisdom thar lives entirely in

the present and is thus unconcerned with his advancing
dementia or decrepitude. Despite his isolation, or perhaps
because of it, he intuits that something is rerribly wrong
with the world, though he eannor articulare or explain
rthese medivations,

Gauro’s wisdom won him his dearestfriend, the Chosen
of Secrers Chejop Kejuk (see pp. 147-149). The rwo meer
weekly for tea and discuss a wide range of subjects using
a running meraphor of gardening without either party
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identifying the actual topic of discussion. Of late, muchof
their dialogue has concerned icself wich the arc of pruning
blossoms to encourage a plant's roots to spread and flour-
ish. Gauto does not know how long he has been friends
with Chiejop, but that is no impediment to the dialogue.
Indeed, the Sidereal finds it mose enlightening when
Gauro repeats himself by independently arriving ac
the same wisdom on successive occasions.
Other than Chejop, the only other individual
who has an ongoing personal relationship with
Gaurots his Dragon King nurse Scvala, a Raprok
noted equally for her prim demeanor and
steadfase loyalty ro hercharge. She person-
ally prepares and blesses each vegerable
and pot of tea the ancient Dragon-Blood
consumes and helps him keep his exercise
schedule when he forgets a stance or kata.
During Gauro's many restful meditarions,
she labors to catalogue the thousands of spe-
cies of vegetarive wonders he hvas groam in
his garden, even knowing she cannor keep
pace with the fruirs of his ingenuicy. She is
at from the Terrestrial'sside and would
protect him, theugh thar doesn'tstop
her trom peering sharply over her adamant
specracles and fluffing her iridescent feach-
ers 1 lecture him like a child when she
“thinks he's being foolish. Gauto acceprs
this concern for whar it isand appreciates
the ways Scyala keeps him humble. The
fact that Gaure has ourlived all of his de-
scendentsonlydeepens thisappreciation.
In many ways, he trears the Dragon King
as a surrogare granddaughrer
Motivation: Be.
Aspect: Wood
Anima Banner: A diffuse green radiation thar
damages irs environment by spontaneously
perminaring rapid growth of flowering vines
on every surface. The color and shape of
these blossoms retlecrs his mood ar the time
of their penesis.
Atrributes: Strength 1 (5), Dexterity 1 (6),
Sramina ¥, Charisma 4, Manipulation 2, Apy
erceprion 8, Intellizence 3, Wirs 6
Virtues: Compassion 9, Conviction 3, Temperance 5,
WValor 3
Al s Archery 4, Athleties 5, Awereness 8 (Patterns In
Fvervehing+3), Bureaueracy 3 (Solar Deliberative =3, Craft
(Air) 3, Craft {Earth) 3, Craft (Fire) 3, Craft(Genesis) 6 ( Veg-
erative Technology +3), Craft (Magitech) 3, Craft (Water) 6
[Conking+3), Craft (Wood) 8 (Gardening+3), Craft ( Fate] 1,
Dodge 5 (Subtle Movements +3), Ineegrity 8 (Hope +3), In-
vestigation 3 { The BigPicture #3), Larceny 2 {Corruption + 3),
|d Realm; Others: Earthongue, Flame-

mee 1(2),

Lingmistics (Narive:

tongue, Forest-tongue, Riverspeak, Searongue Skyrongue) 6
(Riddles +3), Lore 6, Martial Arts & (Walking Srick +3),
Medicine 8 ( Herbalism +3) . Melee 2, Oceulr 6 { Auspicious
Geomancy +3), Performance 4, Presence 6 (Inscrutable +3),
Resistance 8 { Aging +3), Ride 2 { Tyrant Lizards +1), Sail |,
Socialize 5 (Prehistoric Customs +3), Srealth 1,
Swrvival 7 { Primordial Weather +2), Thrown 6
(Elemental Eneray +3), War 7 (Primordi-
als +1),
Backgrounds: Allies 5 (Legendary Ally),
Arrifact 3 (andrensonable access toany-
thing he expresses an interest in unless
rhe Deliherarive derermined ir would be
roo dangerous given his psychological
seate ), Breeding 5, Connecrions {Celestial
Medical Communiry) 3, Manse 3, Repu-
rarion [Oldest Living Dragon-Blood} 5,
Retaimers 5

Charms: Gauto has learned virtually
every useful Dragen-Blooded Charm
for which his impressive Abilities meet
rrait minimums, as well as full mastery of
Terresrrial Hero
branches from char style, including Master's
Hand Envisioned Anew (None; Mardal Aris
5, Essence 5: Permanent; Kevwords: Stackeble;
Prevequisites: Mastery of & Martial Arts Sryle.
Euch purchase of this Charm permanenidy allows
the Exalt w add ome form weapon 10 a style he
hets mastered. This weapon canmot be wsed for
attacks it s physically incapable of maling, so a
striking weapon cannot be wsed o aid in grap-
Pling, nor may e close range weapon perform
ay o ranged weapom or vice versa. The type of
style determines the type of Charm; the Celestial
and Sidereal sivle variants respectively require
Martial Arts 6, Essence 6 and Martial Ares 7,
Essence 7). His only Oath of the Ten Thou-
sand Dragons that really matters anymore is
toward “Life.” Although a sorcerer, he anly
knows about two dozen spells, mose of which
concern themselves wich Wood-aspected
energies or effects. His three purchases of Transcendent
Gaian Harmony incorporate every element except fire,
giving him an even broader range of effects from which
to choose
Unfortunately, Gauto's failing memory means he can'tal-
waysaccess his power. Whenever he wishes touse aCharm
with a minimum Essence of 3+, roll one die and compare
the result to the Charm's minimum Ability rating. If the
rolled number is lower, the Charm does not activate and
nothing is spent, but the moment of befuddled confusion
takes the same action as acrivaring the Charm. On a resule
of |, he cannot access that Charm for the rese of the scene
On a result of 10, he remembers that Charm for the rest

ryle and numerous custom
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of the scene. He always has access to his Permanent or
[ndefinite Charms, as well as Marcyr effects

Of note, Still Spry Approach lets Gauto momentarily re-
store his former strengeh (2m, Lup; Medicine 5, Essence 3;
Reflexive; Keywards: Combo-OR; One acion; Prevequisites:
Girievows Wound Alieration Enevgy. This Charm allows a Ter-
vestrial to ignove all fnternal penalries and all Crippling effects
for ome action, including detevioration 1o Physical Arribuzes
from extreme age. Gauto's Auwvibutes in parentheses indicare
the values he restores with this Charm}).

Join Battle: 14

Attacks:

Punch: Speed 5, Accuracy 8 {13}, Damage 1B (5B), Parry
DV 4 (7), Rate 3

Kick: Speed 5, Accuracy 7 (12), Damage 4B (8B), Parry
DV 3 (5), Rate 2

Clinch: Speed 6, Accuracy 7 (12}, Damage 1B (5B), Parry
DV —, Rare |

Living Jade Staff (Rooted in Five Directions): Speed 4, Ac-
curacy 13 (18), Damage 19B/10 (23B/10), Parry DV 7 (9),
Rare 3.

Soak: 4L /8B (plus indefinite Perfected Scales of the Dragon,
see pp. 79-8C, and any other protective Charms)

Health Levelss -0/-1 /-1 - 1[- 1< 1f- L -1 121222 -
2[-2f-2)-2-2[-2-Alncap
Dodge DV: 7 (10}
Essence: 8

Pérsonal Essencer 23
Committed Essence: |
Other Notes: Gauro suffers 2 -6 internal penalty on all
Ability rolls involving memory, He can still think through
new rasks withour penalty, but he struggles o understand
his past with any conrinuity. This penalty cannot reduce a
dice pool below eight dice us normal for his Essence rating,
His legendary walking stick Rooted in Five Directions is an
sct of his own design, grown in his own garden. Thanks
ala's mericulous notes, other bio-artificers have been
able to recreate the design.

Living Jude Staff (Artifact 5): Speed 4, Accuracy +3,
Damage +18B/10, Defense +3, Rate 3, Minimu: ir 1,
Artune 10, Tags: M, O, P, R. As these vegerative artifacts
can only be grown out of monochromatic living jade,
that magical material bonus is already facrored into their
rraits. The staff inflicts ageravaced damage to creatures of
darkne: s living victims to suffer a -1 internal
penalty from poisoned blood unless they make a difficuley
4 {Stamina + Resistance) roll. An artuned bearer can
resize the staff at will from a short cane to a tall staff as a
reflexiveaction. He can also manipulate concentrations of
the appropriate element for the staff's color with a simple
action and spent motes as ifhe knew the Charm Elemental
Expression (see Exalted, p. 302). This power permanently
resizes the phenomenon, hut cannet increase or reduce
a phenomenon past the limits of whar he could change

Willpower: 10

Peripheral Essence: 61 (60)

wd e

with a single action and cannot use this power to attack

as elementals can. Instead, the staff acts as o elemental
lens for energies of its own aspect only, bur with two
added powers. First, it similarly doubles the health levels
of aid provided by Diragon-Blooded Charms thar directly
heal or converr damage levels 1o a le
the bearer can direcr lens-enhanced effects at any target
the bearer can perceive as if he were standing adjacent
to that targer. Because they are living organisms, these
artifaces hibernare if they go more than a month without
heing artuned, after which their revival is a Repair 6 effort
hased on Craft (Genesis),

CHuzet VAGYN ZU

A devoted officer in the Solar Navy, Chuzei Vagyn
Ziiserves in the fleers of Admiral Leviarhan, commanding
a Gilovious Dragonfly-class patrol boar assigned to moni-
tor a sector of the Weseern border of Creation. His crew
includes a perfect sworn-brotherhood of young Dragon-
Blooded commandos and six hot-bunked gunzosha o
provide conrinuous statfing and support rothe Exal
staggered shifts. Chiizei Zi's vessel, Dagger at the Throat
of the Sea, is o cotring edge model equipped with two
medium Essence cannons forits secondary armament (see
The Books of Sorcery, Vol. I—Wonders of the Lost
Age, p. 41), bue it relies onits commandet’s Charms for
its submersikle capabilities.

Chuzei Zii is a fairofficer and cleverly unorthodox
tactician who struggles o balance the authority of his
rank with camaraderie to the soldiers under his com-
mand. More often, he errs on the side of authority, unable
tor bridee the generation gap he senses between himsell
and his crew. He is troubled by their vocal contempt of
Celestial abuses of power and the bawdy stories they tell
of aristocratic debauchery on the Blessed Isle. In Zii's own
vouth, such stories would have been too shameful to repeat
and might have led to charges of high treason against the
Exalted Mandate if the tale went too far. The world has
changed, however, and £ii is no longer cerrain of his place
in it. Although his belief in Exalted righteousness has not
faltered, it was sorely tested by Admiral- Arrificer Seralin’s
recent imprisonment of the dragon Isli. 24 has chosen to
wait and sce how Heaven responds to the kidnapping of
its Western Arbiter of Storms before he makes up his own
mind on the incident,

Given the relative safety of the borders, the crew
of the Dagger at the Throat of the Sea spends a lot of time
being bored between skirmishes with the Fair Folk and
the necasional aquatic behemoth or demon that tries to
sneak through one of the benthic vifts to Kimberry, Gossip,
gambling and lurid dreamstones only fill so much rime,
so the crew is all too happy for any bit of shore leave.
The men are significantly becter behaved at the port
of Luthe, since no one can ever be sure whether any of
the mortal staff might be Admiral Leviathan in disguise.
Earning his wrath is about the last thing his fleet members

sser type. Second,

d in
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want, especially since the infamous incident when he are
a junior officer whe mourhed off to him in frone of his
All in all, life in the Navy is fairly privileged.
sw knows that, but service just doesn't have the
same luster and moral high ground that it used to. Srill,
with all the monsters Zii has seen and foughr, he knows
the world needs the Exalted. Therefore, he remains tight-

crewrmate:

and the ¢

lipped about his worries, puts an a hrave smile and rries
his best to make Creation a little safer every day. 1t's all
he knows how o do.

Although Zii is married and has 17 children, he only
lives with his family in Luthe for one season a year berween
deployments. The rest of the year, he visits as often as oc-
casions allow, generally about once a monch. This is good,
since he and his sorcerer-technician wife, Inrea, drive each
other crazy after more than o week rogether, She has her
concubine, and he has
his dalliances among
the gratefully defended
nagives, s0 no one's
needs go unmet, and
the couple is very happy
withthe arrangement, So
far, all of their children
have Exalted except his
youngest, Mia. She's
17, and her parents are
begirning to worry, He's
hoping for prometion
to a larger vessel soon,
which won't happen if
he sired a mortal. He
hasn't decided whether
she needs to die in an
accident to leave the
matter untesolved prior
to her [8¢h birthday, or
whetherto give herhlood
the remaining seasoms for
the hope of a late blossoming, He's just not sure he's up o
arranging the accident, for which Inrea occasionally scolds
him. He knows she means well to encourage his ruthlessness,
but he also thinks she's probably worked too long in Seralin's
employ to he fully trusted in matters of the heart.

Ziiis tall and imposing, with well-defined aspect fea-
tures tracing blue whorls over his joints and chakras. Ile
wears dragon armor when he expects serious combar, but he
prefers the comforr and style of his Realm uniform the rest
of the rime, wavecleaver dangling ar his belt oppasire his
snee cannon. Other than his rakish smile, Zi's
ature is the coil of splotchy purple circles
encircling his lefr leg and arm, trophies left by abehemoth's
cnvenomed sucker barbs during the Lintha Suppression of
3405, The slight twinges the scars give him ahead of bad

mast distinetive fe

weather are nothing compared to the memory of friends lost

to the monster's whirlpool guller, so he is grareful o have
walked away with such minor injuries. Parr of him hopes
he mighe get the chance to return the favor if the beast
ever finishes licking its wounds and erawls cur of its hidden
grateo, though he's fought enough hehemorhs o realize ic
probably won't return in his lifetime. Still, the faint hope of
revenge makes him order the Dagger at the Throat of the Sea
toexplore every cave and crevasse it comes across, He knows
he'll probably have tocall in Admiral Leviathan for backup
if he ever stumbles acrass the beast, but even discovering
the lair would lead ro an automatic promotion.
Motivation: Defend the Realm.

Aspect: Water

Anima Banner: A surging undertow of currents with tides
matched to his heartbeat.

Attributes: Strength 4, Dexterity 4, Staming 3; Cha-
risma 3, Manipulation 5,
Appearance %; Percep-
tion 6, Intelligence 5,
Wits 6

Virtues: Compassion 3,
Conviction 3, Temper-
ance 2, Valor 4
Abilities: Archery 5
(Essence Artillery +3),
Arhleries 3 (Swim-
ming -+3), Awareness 3,
Bureaucracy 3 (Solar
Navy +3), Craft {(Air} 2,
Craft (Fite) 2, Craft
(Magitech) 3, Dodge 4
(Superior Opponents
+3), Integrity 4 (While
Exercising Office +3),
Investigation 3 (In-
nocuous Juestions +1),
Larceny 4, Linguistics 4
(Military Codes+1), Lore
4 {Lintha +1, Naval His-
tory +1), Martial Arts 2, Melee 3 (Wavecleaver +2), Occule 5
(Behemoths +1), Performance 4 {Calculated Bravado +2,
Hostile Audicnce +1), Presence 5 { Dashing +3), Resistance 3
(Underwater +2), Sail 5 { Glorious Dragonfly-class Vessel +3),
Sacialize 3 (Share Leave +2, Terrestrial High Society +1),
Stealth 5 (Hiding a Vessel +2), Survival 3 (Marooned +1,
Predicting Weather With Scars+1), War § ( Newad Tactics+2,
No One Is That Stupid +1)

Backgrounds: Amenal4, Antifact 3, Backing ( Solar Navy) 2,
Breeding5,Command 1, Connections{SolirNavy ) 3, Manse 3,
Panoply 2, Reputation 2, Resources §

Charms: Aura of Invulnerabilivy, Cipher Missive,
Confluence of Savant Thought, Dragonfly Finds Mare,
Dragon-Graced Arrow, Deck-Striding Technigue, Ears
of the Snowy Owl, Elemental Concentration Trance;
Elemental Empowerment Meditation, Enfolded i rhe?




CHapter Five: THe MiGHTY

Dragon’s Wings, Feeling-the-Air Technigue, Finding
the Warer's Depth, Fine Passage Negotiating Seyle, First
Archery Excellency, First Melee Excellency, First Perfor-
mance Excellency, Glowing Coal Radiance, Harvest of the
Hunter, Hopping Firecracker Evasion, Hurricane-Predicting
Glance, Language-Learning Ritual, Moth to the Candle,
Outh of the Ten Thousand Dragons (Gens Vagyn, Solar
Navy), Observer Awareness Method, Ox-Body Technique,
Quarry Revelation Technigue, Safery Among Enemies,
me Method, Second Dodge Excellency, Secand
Presence Excellency, Second War Excellency, Seven Seas
Wind-Luring Chanty, Seven-Year Swarm Volley, Soul-
Stimring Performance Method, Sparrow Dives at Hawk,
Spirit-Chaining Suike, Spiric-Detecting Mirror Technigue,
Spirit-Grounding Shout, Spirit-Shredding Attack, Storm-
Ourrunning Technigue, Sturdy Bulkhead Congentration,
Swallows Defend the Nest; Sweeten-the-Tap Methad,
Terrestrial War Reinforcement, Third Integrity Excellency,
Threshold Warding Stance, Unbearable Taunt Technigue,
Unobstructed Hunter' Aim, Warlord's Convocation, Wary
Yellow Dog Attitude, Waves Like Clouds Vioyage, Wind-
Carried Words Technique

Join Battle: 9

Attacks:

Gaundlet: Speed 5, Accuracy 7, Damage 11B, Parry DV 4,
Rate 3

Scent-of

Boot: Speed 5, Accuracy 6, Damage 12B, Panry DV 2,
Rate 2

Clinch: Speed 6, Accuracy 6, Damage 6B, Parry DV
Rate 1

Wavecleaver Daiklave (Alternative Resolution) : Speed 4, Ac-
curacy 12, Damage 13143, Parry DV 5, Rate 2

Very Small Concussive Essence Cannon { Finer Points of Di-
plomacy): Speed 4, Accuracy 13, Damage 10B (piercing) or
20B w/ elemental lens (piercing), Range 50, Rate |

Soak: 18L/1 8B { Water Dragon armor, + 1 5L/13B, Hardness:
7L/6B, -1 mobility penaley)

Health Levels: -0f-1/-1/-1/-2/-2{-2/-4

Dodge DV 6 {8 against superior opponents)

Willpower: &

Essence: 6

Personal Essence: 19
Committed Essence: 19
Other Notes: Zil wears an infinite resplendence amulet
(see pp. 97-98) ro create his uniform. Zi's water jet firing
Essence cannon is hearthstone-powered for unlimited am-
munirion (hut requires a one-mote attunement). A Gem
of Youth is set into the device's grip. Two hearthstones, a
Labyrinthine Eye and a Jewel of Whispers, are ser into his
dragon armor, the mare powerful stone heing devated to
powering the armaor. Besides his ship, dragon armor and
weapons, his other artifacts are all utilitarian irems.

Peripheral Essence: 48 (19)







	Table of Contents
	Introduction
	Chapter 1: First Age Character Creation
	Character Creation: An Overview
	Solar Character Creation
	Alternative Solar Character Creation
	Lunar Character Creation
	Alternative Lunar Character Creation
	Sidereal Character Creation
	Alternative Sidereal Character Creation
	Dragon-Blooded Character Creation
	Alternative Dragon-Blooded Character Creation

	New and Altered Traits
	Abilities
	Backgrounds

	Solar Creation Summary
	Lunar Creation Summary
	Sidereal Creation Summary
	Dragon-Blooded Creation Summary

	Chapter 2: The God-Kings' Prowess
	Solar Charms
	Excellencies
	Dawn
	Archery
	Martial Arts
	Melee
	Thrown
	War

	Zenith
	Integrity
	Performance
	Presence
	Resistance
	Survival

	Twilight
	Craft
	Investigation
	Lore
	Medicine
	Occult

	Night
	Athletics
	Awareness
	Dodge
	Larceny
	Stealth

	Eclipse
	Bureaucracy
	Linguistics
	Ride
	Sail
	Socialize


	Lunar Charms
	Knacks
	General Charms
	Strength
	Dexterity
	Stamina
	Charisma
	Manipulation
	Appearance
	Perception
	Intelligence
	Wits

	Dragon-Blooded Charms
	Air
	Linguistics
	Lore
	Occult
	Stealth
	Thrown

	Earth
	Awareness
	Craft
	Integrity
	Resistance
	War

	Fire
	Athletics
	Dodge
	Melee
	Presence
	Socialize

	Water
	Bureaucracy
	Investigation
	Larceny
	Martial Arts
	Sail

	Wood
	Archery
	Medicine
	Performance
	Ride
	Survival



	Chapter 3: Wonders of the Age
	Transportation
	Quality of Life
	Artificial Entities
	Shaping Technology
	Warfare
	Advanced Geomancy

	Chapter 4: The Mortal
	Regular Mortals
	Soldiers
	Criminals
	Law Enforcers

	More Than Human
	Enlightened Humans
	The Blessed Mortals
	The Slave Races
	Altered Mortals
	Beastmen
	God-Bloods and Exalted Half-Castes

	Non-Humans
	Dragon Kings
	The Mountain Folk
	The Darkbroods


	Chapter 5: The Mighty
	Chosen of the Unconquered Sun
	Bright Shattered Ice
	Contentious Sword
	Dancer in Light
	Desus
	Gold-Shadowed Arrow
	The Hierophant
	Salina

	Chosen of Luna
	Ingosh Silverclaws
	Lilith
	Ma-Ha-Suchi
	Tamuz

	Chosen of the Maidens
	Chejop Kejak
	Hadeon
	Tammiz Ushun
	While the Ax Falls

	Chosen of the Elemental Dragons
	Anjei Marama
	Saibok Gauto
	Chuzei Vagyn Zu



