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THE THOUSAND (CORRECT
ACTIONS OF THE UPRIGHT
SOLDIER: COLLECTED
TEACHINGS ON MARTIAL
STRATEGY AND RIGHT ACTION'

I. This abridged version of The Thousand Correct Actions of the Upright Soldier contains
wisdom sufficient for the enlisted or conscripted mortal soldier, distilling the Five Elemental
Wisdoms of the martial era in which it was originally recorded. Mortal soldiers are issued a
copy of the abridged text upon achieving the rank of scalelord, or lieutenant. Those of lesser
rank may purchase a copy of the abridged text from an officer-aide of the quartermaster of
their legion, with the permission of their scalelord. 1f a mortal soldier achieves the rank of
talonlord, or captain, he may purchase a copy of the unabridged text. (Soldiers graced with
Terrestrial Exaltation are issued one new copy each of the abridged and unabridged text upon
achieving their commission in the legions.)

Soldiers who achieve the rank of winglord, or major, are awarded a unique copy of the
unabridged Thousand Correct Actions personalized by the Scarlet Empress herself.

It is the responsibility of every soldier who owns one to study his Thousand Correct
Actions daily. He must keep it intact and legible and be able to produce it upon the command
of a superior officer. He should likewise have it available for reference at the humble request
of a subordinate soldier.

It is the responsibility of every scalelord, or lieutenant, to educate his subordinates in the
martial wisdom contained in the abridged Thousand Correct Actions. 1t is the responsibility
of every talonlord or Exalted soldier to educate those without a copy of the unabridged text
regarding the subtleties excised from the abridged text, where those subtleties are pertinent
to the current situation.

Finally, copies of the abridged and unabridged Thousand Correct Actions that are issued to
soldiers are not annotated except by the soldiers themselves. Copies of the texts printed for civilian
readers, however, often include such annotations to explain nuances of translation or obscure
minutia regarding military life for which the civilian likely has no frame of reference.
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PREFACE

The warrior is the per{ectec{ ic{ea[ o[ t[w gighting inclivic[ua[. The warrior wie[cls every
weapon Wit[’l unt[’lin](ing mastery. T[’le warrior survives every injury, showing no inclication o{
weaI(nessA The warrior cle{eats every opponent, evincing no emotion [mt &ar[ess cletermination.
The warrior is strons, proucl, aclaptaue‘ The warrior is a storied Ilero whose name and whose
[egencl resounds throughout }u'story, never ({imim‘shing but on[y magniﬁed with every rete“ing. To
Become awarrior is t[ie pursuit o(every a[)[e—[)ocliecl man ancl woman sze](l’ng wllat immorta[ity
{ame provicles‘

Tl'lis is t[’le p[’li[osopl’ly o{ t[’le Anathema They were cle{eatecl

The warrior 1c{ea[ is unrlgl\teous, 13nol>[e, se[{lsh To emu[ate it is se“—mclu[sent {OH To
attain it is to ensure one s own ignominious clestructlon

Seek instead to em[)ocly the 1cIea[ o{the upnght so[cller. The upright so[clier has no motivation
[)ut service. TIwe uprigl\t so[clier has no {ace, no sex, no name. T}\e uprisht so[clier isnota Lero, No
[egencls are to[cl o[ an upright so[clier’s deeds. T[w upright so[clier is but a reﬂection across every
corner ofCreation ancl in every Age o¥ history. It was not the singu[ar might o£ the Anathema
that su[)jugatecl this wor[c{, [)ut t}\e overw}le[ming masses o¥ t[ie{r armies. It was not t[ie prowess
o{ [egenclary E,xa[tecl heroes W[‘IO cut the Anathema down in the Great Uprising go[[owing the
l'licleous Era o{ Nightmares, [)ut t[’le coorclination o£ t[’le armies o{ t[’le Thousancl Gentes W[’IO
set Creation {ree ¥rom those tyrant; on(e. No uprl’gl\t so[clier can Iﬁoarc{ tIﬁe glory o{ an army’s
victory, but every upright so[clier shares in it

The uprislwt so[clier is the breath. Tlﬁe upright so[c[ier is the c[rop o{rain. The upright so[clier is
the em[)er, The uprisht so[clier is the arrow. The uprig]’lt so[c{ier is t]qe stone. /A\[one, eacIﬁ so[clier is
expenclaue and unremarkaue. >/et the upright so[clier does not, mustnot, exista[one. The upright
so[clier exists to magm’gy the egorts of those to the [e{t ancl rig[ﬁt, to the {ront an({ rear.

So s]’la“ you exist. So sha[[ you serve. Not {or yourse[{or your own g[ory, L)ut {or tIqe clrasons
whose sca[es you are. >/ou wi[[ be the upright so[clier‘

\/ictory wi“ be your [egacy.
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Book ONE:
AR WIEDOM

[n Iler time, the S[iogun was many sou[s in succession Wit]’l many names ancl {aces. Turning
ever [rom South to Nortll, turningever grom \X/est to East, turningever grom t[w Center outwar(l,
the Shogun embraced every e[ement and made its power her own. Thus did the Shogun inherit
the Manclate o{ Heaven. T[ws c{m{ the S}\ogun suhjugate the Ten Thousancl DaimyosA Thus cltcl
the Shogun [eac[ the uPright Legions to paci{y Creation in its time o{ turmoi[.

In one ear[y turning, theShogun trekked across the k[eal( ariclity o£t[1e North atthe pinnac[e
o{ the season O{Ail‘ to mec{{tate upon the e[zmenta[ po[e ancl gain en[l’ghtenmznt She chantzcl
sutras toward o“ the su“ocating si[ence O[Aclorjan andto intema[iZe the serenity 0£Heaven. As
she neared the E[ementa[ E)[e o{ Air, Hue [ightning caressed her and sighing wincls emanated
grom }wr mout}L T}lere, at t[ie thres}\o[cl o[ the Respiring Chasm, t[ie S}\osun [eapt ancl CIICI not
{a[[. The spirit O[Me[a entered into her, granting [wr en[ightenment‘

When the Shogun returnecl, Air \X/isclom permeatecl her min&. She spol<e o{ it to the
[nvinciue Lesions,
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The Peri[s O£Sacr1'£ice

T[’le SI’logun Said:

T[ﬁe army is the arms ancl [egs o[ the Rea[mg. The army is the hanc[s ancl the teeth o¥ the
Rea[m. The army is t[w [ouc{ voice o£ tI’le Rza[m.

Upon its army c{oes tlle Rea[m aclvance ancl expanc{, c[earins away ol)stac[es anc{ [eaving
cIeep tracks to point the way Bacl( home‘ Wth its army does the Rea[m worI< its wiu—taldng
what p[eases it and c[inging to what it tal<es/' showing {ierce intentions to unwary riva[s and
tearing apart intracta[)[e enemies. Wt[’l its army does t[’le Rea[m clec[are its uncleniaue wi[[ and
spreacl its sure phi[osop[wy.

TIIQ army accomp[is}les t[ﬁese enc{s t[ﬁroug[’l tI’le exercise o£ War{are. E:)r t}le Rea[m to survive
ancl prosper, the su[)ject ogwargare must l)e di[igent[y ana[yzecIA

The civi[ization o{the Rea[m isa minc{‘ ’”w army is a [iving [)ocly‘ Iteats, itgrows, it clesires‘
\X/ith c[iscip[ine and training, it improves; it achieves; it thrives. Through neg[ect or al)use, it
withers/‘ it weakens; it dies.

A The so[cliery is the uoocl in the [iving organism o{ the army. \X/hen the uooJ is proper[y
channe[ecl ancl in su“icient quantity, the organism is hea[t[ﬁy ancl strons. \X/I'len the l)[oocl is
c{ispersecl ranclom[y or preventecl ¥rom ﬂow{ng, t[le resu[t is weakness, c{isease anc{ cleatll.

2. Scholars less educated in the subtleties of Shogunate-Era dialects of Old Realm espouse
a theory that the use of the term “Realm” in the original texts is meant to generalize and lend
accessibility to the presented material. It refers not, they claim, to the eternal dominion of the
Exalted, centered upon the Blessed Isle, but instead to any dominion with the personnel and
resources to raise an army. Indeed, in this scenario, the term could apply to any government,
location, organization or even ideal for which a soldier feels obligated to take up arms.

This idea is wrong at best, and subversive and heretical at worst. The original text refers
specifically to “the Realm,” not “a realm” or “realms.” Every respected classicist who participated in
the translation of this most recent edition of the Thousand Correct Actions and in the condensation
of the abridged text is in perfect agreement on this fact.

|
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A wi[[in ness to sacri{l‘ce is the essent{a[ ua[l‘t that c{e{ines upri htness.
S q )/ prig
The uprigllt so[c[ier sacri&ces In‘s re[iance on the sa[ety o{ Ilome. The upright so[c[ier sacri{ices
his expectation o£ tran m’[it i He sacri[ices Iu's clesire {or ersona[ [or . He sacri(ices his com¥ort
P quility P glory.
and his per(ect hea[th He sacri{ices his potentia[ {or heroic signi{icance. The uprig[’lt so[clier
sacri(ices In’s [i{e.
TIIQ uprig[qt so[c{ier is wi“ing to sacriﬁce thesz tlu'ngs {or tI’le rigl\teous rewarc{ ¥ouncl inserving
the greater Sood o{ the Rea[m.

W}\en the upright so[clier unclerstancls that every so[c{ier isa clrop o{ [)[oocl, he unc{erstancls
the peri[ o(sacriﬁce. To [ose one or two clrops o{ L[oocl is not {ata[, but neither is it pre[eraue. The
uprig[’lt so[clier does not shecl his [)[oo& wanton[y or witl'lout cause. >/et the upright so[clier does not
{ear to [ose the uoocl he cannot but shecl. The upright so[c[ier cloes not hesitate to make a potent
sacri(ice o{ [)[ooc{ to acl'lieve a time[y mirac[e. >/et the uprig['lt so[c{{er sacri[ices no more tI’lan is
requirecl. The upright so[clier commits a sacriﬁce to ac[u’eve on[y what is necessary to serve t[ie
Rea[m. The upright so[clier c[oes not commit a sacriﬁce to aclu’eve victory {or t[w saLe o{ glory.

The upright so[clier does not squancler the [ives og those under his command. The uprigllt

souier does not re(use to sacri{ice himse” when that sacri[ice is necessary.

Surren({er is not sacri(ice. To command so[diers to submit to an enemy w[’ﬁ[e t[’ley sti[[ l'lave
unLroLen hopes o{ victory is not WI’lat is meant L)y sacrificing one1s clesire gor g[ory. Surrenclering
wl'len victory is cligicu[t or uncertain is weal(ness, though (orgiva[)[a Surrenc{ering wLen victory
is easy or certain is cowarclice, ancl un{orgivaue, Surrenclering when victory is impossi[o[e is
pru(lence, and aclmira[j[e‘

De[eat is not sacri{ice. To command so[c[iers not to submit to their enemy when victory is
impossi[)[e is not an accepta[)[e sacrigice o£ their hea[th or tl‘leir [ives. E’ghting to the [ast so[clier
When victory is impossi[)[e ancl no Sreater necessity is Servecl is stubkorn ancl spite[u[. The one who
Shec[s [TiS SO[CII'QI‘; uoocl in suc[ﬁ a way [)reaI(s tI’lel’r trust ancl is unwortlly o{ commanc{.
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TheStructure o£/\rmies

T[’le SI’logun Said:

An army is not a moL). A moys components can Be clisperse&. Tlﬁs is Ioecause a moys
components are sing[e incliviclua[s. /A\ mo[) overw[wz[ms Lut Iﬁas no }mart ancl no mincl. A mob is
easi[y congusecl anc{ Jistractecl. Ha moL’s componentsare scatterec{, t]’le mol) L)ecomes clisorganizecl.
Sunclerec[, it L»ecomes m ria& hoclies at cross—purposes. Lacl(in true co[\esion, a sunclerec[ mol)

7 purp S
[oses its purpose and becomes wortMess.
An army cannot be dispersed Buton[ divided. This isbecause an arm 1s components are not
) p y Yy p
inclivic[ua[s L)ut units o{ so[cliers. Units inter[ocl( when Satherecl in mass, gainingin purpose ancl
power. Units sllare the army’s singu[ar motivation ancl there[ore cannot [)e set at cross—purposes

through c{ivision,

An army unit eviclences {our capa[)i[ities in [)att[e. ’”1052 capa[)l’[ities are: awareness o{ t}le
moment, [reeclom o£ movement, power o[ attacl< and sturdiness o£ cle[ense. An army unit can

have one o{ {ive E[ementa[ Ac[vantages against an enemy. Those E[ementa[ Aévantages are:

A the Aclvantage o{ Airs, the Aévantage o£ \X/ater, the Aclvantage o{ Ere, the Aclvantage o{
\X/oocl ancl t}le /A\c{vantage o£ Eart[ﬁ.

/A\ unit that has t[ie /A\clvantage o{ /A\ir has poor awareness o[ the moment, Le{ng aue to
{ocus in on[ one c{irection ata time. T}n's unit has exceuent greeclom o{ movement, a[a[e to chan (4

Y S|
cIirection instant[ A This unit has {air ower o{ attacL, Lein enera[[ weaI< Eut aue to penetrate
% p SIS Y p
a sturcly cIe(ense unexpectec”y and inﬂict clamage wit[’ﬁn the enemy unit’s L)ocly‘ T[\is unit has
poor sturdiness o[ cldense due to its awareness o{ the moment. It cannot attack whi[e cle&nding.
It cannot c[aim territory or clen access to territory.
Y ¥ %
/A\ unit consisting o{a sing[e so[clier is saicl to natura[[y enjoy the /A\clvantage OMA\ir.
A unit t}lat has the /A\clvanta (4 o{\X/ater has {air awareness o[t}le moment, a[o[e el’ther to {ocus
S

in twodirections simu[taneous[y, to laroaclen [ocus inonedirectionorto re{ine £ocus ona sing[e point.

T[’lis unit [*Las goocl [reec[om o( movement and is aue to change direction with minima[ c{i[{icu[ty.

3. Older copies of the Thousand Correct Actions refer in the unabridged text to the
Advantage of Air alternately as the Advantage of the Hero. Using that phrase is now considered
counterproductive by modern strategists and should no longer be used.

|
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This unit Iﬁas L’n’r power o£ attacl(, Eeing a[)[e to magm'{y a sing[e attac]( or attac]( £rom mu[tip[z
c{irections simu[taneous[y. This unit }\as {air sturcll’ness o{ cle{ense clue to its awareness o{ t}le
moment and its a[ji[ity to magni[y c[egense‘ It can attacL and cIeLGc{ simu[taneous[y. It cannot
c[aim territory but can &zny access to territory Eeyon& the [ine described ky the [imit to which its
constituents can perceive one another and cooperate eHective[y.
A unit consisting o{ on[y two so[cliers is saicl to natura“y enjoy tI’le /A\clvantage o{ \Xlater.
/A\ unit tI’lat Iﬁas the /A\clvantage O[EI‘Q [1as Soocl awareness o{the moment, a[)[z to £ocus in tI’u‘ee
c{irections simu[taneous[y or {ocus in two clirections wit}\ [)roacler or re[inecl {ocus in one o{ t[lose
two. This unit Ilas {air [reeclom o{ movement, aue to change direction with occasiona[ cliﬁicu[ty.
This unit has 3oocl power o( attacI(, L)emg aHe to magni[y one attacI< consi&era[‘)[y, attack {rom
three directions simu[taneous[y or magnigy one attack whi[e attacldng [rom a ({igerent direction
simu[taneous[y. The unit Ilas goocl sturc{{ness o[ cle{ense clue to its awareness o£ tl'le moment. It can
attacl(wlu’[e cle{encling or magnl’{y cle(ense cons{c{erauy. It can c[aim territory inanarea clescril)ec{
L)y the [iml‘ts to w[u’ch a[[ constituents can perceive one another ancl cooperate eﬂective[y‘
A unit consisting o{ on[y three so[c[iers is said to natura[[y enjoy t[w A(lvantage o“:ire‘
/\ unit that [‘Las the Aclvantage o[ \X/oo& has exce[[ent awareness o[ the moment, aHe to
{ocus in any direction and broaden or re{ine {ocus in mu[tip[e directions simu[taneous[y. This
unit I’las poor ¥reeclom o[ movement l)ut is aue to c[lange clirection WitI‘l some cliﬁicu[ty. T[ﬁis
unit has exce“ent power o¥ attacl(, Leing a[)[e to magm'{y one attacl( consiclerauy, attac]< (rom
any c{irection or magni{y mu[tl‘p[e attac](s {rom mu[tip[e clirectl’ons simu[taneous[y. T[le unit has
exce[[ent sturdiness o¥ Je&:nse due to its awareness o[ the moment. It can attac]( whi[e cle[encling
oy or magni[y cle[ense consiclerauy‘ It can c[aim territory described L)y the [imits to which one
constituent can perceive a[[ other constituents simu[taneous[y and coordinate them eﬁective[y,
even i{the other constituents cannot perceive eaclﬁ otlﬁer simu[taneous[y. It can cleny access to two
territories simu[tanzous[y W{t}lout c[aiming either.

A unit consisting o{ on[y {our so[cll’ers is saicl to natura“y enjoy t}le /A\clvantage o{
Woeod.

/\ unit that has the /A\&vantage O{Earth has zxceuent awareness og the moment, aue to gocus
in every direction and magm’{y [ocus in any direction. ’”u's unit has poor {reedom o{ movement,
a[)[e to change clirectl’on on[y with cligicu[ty. TI’lis unit [was exceuent power o[ attacl(, [)eing
auz to magm{y one attacl( consiclerauy, attacl( £rom any c{irection or magnl’{y mu[tip[z attacl(s
{rom mu[tip[e clirections simu[taneous[y. Tlle unit has exce[[ent sturcll’ness o{ c{e{ense clue to its
awareness o{ t[\e moment. It can attacl< w[u’[e cle[encling or magni{y c{e{ense consiclera[)[y‘ It can
c[aim territory described by the [imits to w[’ﬁch one constituent can perceive a“ other constituents
simu[taneous[y and coordinate them eﬁective[y, even i{ the other constituents cannot perceive
each other simu[taneous[y. It can c[aim one territory whi[e simu[taneous[y clenying access to an
unc[aimzc{ territory.

A unit consisting o{ {ive so[cll’ers is sal’cl to natura[[y enjoy the /A\clvantage o[ EartIL
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The smauest unit o{ tact{ca[ sign{{icance to t[le upright so[clier is a unit consisting o[ {ive
so[(liers, natura[[y enjoying t[w Aclvantage og Earth. This unit is clesignate(l a {ang.

/\ unit consisting o[ ﬁve gangs is cIesignatecl a sca[e.

A unit consisting o{ ﬁve sca[es is cIesignatecl a ta[on.

A unit consisting o{ two ta[ons is clesignatecl a wins.

/A\ unit consisting o¥ two wings is c{esignatec{ a clragonA

A unit consisting o{ {ive clragons is Jesignatecl a {ie[cl {orce.

A unit consisting o{ two {ieu £orces is clesignatec[ a [eggion.4

/\ [egion is the [argest in[antry unit og tactica[ signi[icance to t[’w uprigllt souier. Legions

can operate in concert to gain E[ementa[ Aclvantages.

A [egionqs in{antry sl’\ou[c[ consist 0£ meclium in£antry ancl I’lea\/y in[antry in acl(lition to
tI’le ogicer corps. T[le ratio o{ in(antry so[cliers SI’IOU[CI Le tlwree meclium in{antry so[cliers ¥or every
two heavy in(antry so[cliers,

Me&ium in{antry so[c[iers shou[d carry a [ightweight slu’e[c{ on one arm anc[ a sturc[y,

ightweight weapon in the opposite hand. e armor oI a medium intantry soldier shou
lightweight weap he opposite hand. Th fa med fantry soldier should
{avor greeclom o[ movement ancl stur&iness o[ ngense in equa[ measure. T[’le weapon a me&ium
ingantry so[c[ier wie[cls s[’lou[cl Lavor {reec[om o{ movement ancl power o[ attac]( in equa[ measure.
very medium intantry soldier in the same talon must wield the same complement or arms an
Every medfimiinfantry soldics inieh [ ld th ol f d
armor.
eavy intantry soldiers should carry either a heavy two—handed weapon or a heavy shie

Heavy infantry soldiers should carry either a heavy two—handed weap heavy shield
ononearmanda heavy one—[‘lanclecl weaponin tlle opposite hancl‘ The armor oga heavy in{antry
souier shou[cl [avor sturdiness o[cle{ense over [ree&om o{ movement. T[’le weapon a Imavy in{antry
so[clier wie[({s shou[cl [avor power o{ attack over {reeclom o{ movement. Every Ileavy in{antry
so[clier in tlle same sca[e must Wie[c{ tLe same comp[ement o{ arms ancl armor.

Morta[ so[cliers og the ogl'cer corps must w{e[c{ weapons ancl armor at [east comparaue to
that o{ the so[cliers suhorc{inate to t[wm. They may a[so improve their I<1’t with arms anc[ armor o{
better qua[ity i{ they provicle it themse[ves or are awarded it. The arms and armor o[an Exa[tecl
ogicer need not exact[y matc[’l or essentia“y match t[’lat o{ her subordinate troops.

A [egion consists not on[y o{ its in{antry so[cliers, but a[so auxi[iaries and support

personne[.

/A\ [egion,s aux{[iary consists o( its signa[ers, arc[mrs, s[ingers, art{[[erists, cava[ry, armorecl

cava[rys, sappers ancl engineers. The tota[ comp[ement o{ a [egionﬁs aux{[iary SLOU[C{ comprise
no more than a {ieu ¥orce unto itseH‘ Archers, s[ingers, arti[[erists, cava[ry and armored cava[ry

sllou[cl be organiZe& accorc{ing to t[’w same structure as t[w in(antry so[cliers o[ the [egions‘

4. 1t was rare even in the Shogunate Era to deploy a field force on the battlefield as an
independent unit. An examination of Realm military history shows that most strategists preferred
to either deploy large forces by the dragon, by the flight (as described in the chapter “The
Fielding of Wings”) or simply deploy entire legions.

5. The phrase “armored cavalry” refers to the legion’s charioteers.
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Sappers anc{ engineers trave[ing with a [egion shou[c{ Ee a[[ocatecl to component units [)asecl on
the strategic necessities o{ the situation at Iwmc{.

The pllrase auxi[iary personne[ a[so re£ers to t[w armed {orces o{ occupiec{ or [iberatecl £orei3n
territory mcorporatec{ into oneqs own [egion. Those who maI<e up incorporate& [orces are not
considered uprig[’lt so[cliers and SI'IOU[CI be considered subordinate to uprig[’lt souiers o{ matching
ranI< WLO Le[ong to one1s own [egion.

/A\ [egion,s support personne[ inc[ucle its cloctors, priests, armorers, ﬂetchers, smit}ls, coo](s,
c{rovers, s[aves ancl ot[ler noncoml)atants attac[lecl toor responsiue {or t}le upLeep ancl clistri[)ution
o{ tIle [egion’s supp[ies‘ The tota[ comp[ement o[a {u[[ [egionﬁs support personne[ shou[c[ not exceed

more tl\an two c[ragons’ worth o{ persons.
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The Discip[me O{So[cliers

T[’le SI’logun Said:
In orcler {or aunit to {unction to the {uu potentia[ o( the Aclvantage O[Earth, it must have a
centra[ {igure WIWO is its utter master. T}mt uprig['lt so[clier must L)e the un{t’s unquestionec{ [orcl.é

T[w upright so[clier c{oes not seel( t[ie position o( [orcl. He cloes not c{esire it {or his persona[
glory or in pursuit o{ power. T}le uprl’ght so[clier is recognizecl as the [orcl o{ a unit ky t}le upright
so[cliers o£ that unit Le{ore he acknow[eclges having achievecl the position himse[{‘

/ T[’le upright so[clier must acquiesce without question7 to the upright so[cliers W[’lO are [ords
akove I’tim.

T[ﬁe uprig[’lt so[clier shou[cl respect tI’le clisposition ancl Wisclom o[ the uprigl'lt so[cliers W[ﬁo
are suborc{inate to [ﬁmA

Upright so[cliers o{ equa[ ranI< must cle{er to the juclgment o{ the most experiencecl upright

so[clier present.

6. The unabridged Thousand Correct Actions lays out a rank structure that includes
the chain of command from foot soldier to Shogun, as well as a parallel chain of managers,
administrators and organizers who coordinate day-to-day matters not pertinent to the waging
of war on the battlefield. The organization of modern-day legions, however, forgoes that
parallel command structure for a simplified one. 1t adopts the term “lord” for the commanding

- officer of a given unit—thus, “fanglord,” “talonlord” and so on—with two exceptions. First, the
commander of a legion is referred to as the legion’s “strategos.” Second, there is no specific
rank reserved for the commander of a field force or flight. Any arrangement of dragons from
alegion can be combined as required by battlefield necessity to form a flight or field force. If a
strategos deploys a complete field force or flight, the strategos either acts as its lord personally
or nominates the most experienced dragonlord as its commander.

Inthe Low Realm vernacular, the ranks are as follows: soldier, sergeant (fanglord), lieutenant
(scalelord), captain (talonlord), major (winglord), colonel (dragonlord), general (strategos).

When multiple legions are employed to achieve a single goal, the strategoi involved are
expected to defer to the senior and most experienced among them.

7. This passage is commonly understood to refer to the orders of the upright soldiers
to whom one is subordinate. Some mortal officers and Exalted officers of the middle ranks
who have not studied the unabridged Thousand Correct Actions go so far as to insist that the
original text makes an explicit statement to that effect. This passage, however, has not been

abridged.
'
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The [orcls o{ the units t[lat ma]<e up a [egionﬁs auxi[l’ary are sukorclinate to t}\e [orcls o{ equa[
ranI< in t[\e in{antry.

The [egion,s quartermaster, equiva[ent in ranI( to the [orc{ o[ a clragon, is tl\e [orcl o[ the
[e5i0n7s support personne[. The quartermaster has the authority to cle[egate responsi[)i[ities to
ancl oversee t[ﬁe per{ormance oga stago£o£[icer—aicles. Those ogicer—aicles are equiva[ent in ranI(
to [orcls o£ s{mi[ar[y sizzcl in(antry units, l)ut they are suborc{inate to [orc{s o( eqm’va[ent ranl( in
L)oth t[le in{antry ancl auxi[{aries.

Eami[iarity between [or& and subordinate is improper and erodes t[m authority o[ the [orcl.
Lorcls in command o£ a sca[e or [arger unit S[’IOU[({ not address subordinates except throug[ﬁ the
[orcls o{ tI’le [ower ranI(s.

Outsicle the context o{ Eatt[e, an upright so[c{ier must not c[irect[y aclclress a [orcl more t[wm
one ran]( al)ove Iﬁs own immec{{ate superior un[ess that [orcl clirect[y ac{clresses }n'm {irst‘ H an
upright so[(lier wants to laring in{ormation to tlnz attention o{ a [orcl more than two ranl<s a[)ove
himse[{, he must pass that iniormation to his immediate superior {irst. Ht[’w in{ormation concerns Iu's
immediate superior, the upright so[clier may provicle that in[ormation to his superior’s immediate
superior insteacl, [)ut Ile must noti[y Iu’s superior nevertlwe[ess.

W}len spea]dng to a superior, the uprig[lt so[c{ier must ac{clress the superior [)y ran]( ancl
{ami[y name. When spea](ing toa sul)orclinate, the uprl’ght so[cll’er shou[c{ re{er to the su[)orcll’nate
Ey rank alone.®

Wllen recognizing a subordinate for pum’shment or to acl<now[ec[ge super[ative con&uct,

the uprig[’lt so[({ier shou[d reLzr to the subordinate L)y rank and {uH name.

Mora[e is cn’tica[ to the success o£a mi[itary unitand to the army o{which itisapart. Mora[e
is cleﬁnecl as tlle wiuingness to commit sacriﬁce to serve strategic necessities on t[ﬁe Batt[e&e[cl
A so[clier with 111'3}1 mora[e wi[[ [ay c{own [ﬁs [{ge, wit}\out Eeing orc{erec{ to c{o so, in orc{er to
achieve an ol)jective. /A\ so[c[ier with accepta[)[e mora[e can L)e orclerecl to [ay clown Iﬁs [i{e, L)ut
wi[[ do <o with re[uctance. /A\ so[clier with [ow mora[e quai[s at an order to [ay down his [i[e
and wi[[ Hee t[w ﬁe[cl ratl'ler than carry it out. T[’le upright so[clier maintains a high mora[e and
insti[[s the same in [e“ow so[cliers‘

Praise anc{ punis[wment contro[s tlle e[)L) ancl ﬂow o£mora[e grom the [)arracIG to the [)att[eﬁe[c{.
Reversing tIle expectation o[pral’se ancl punis[iment insti“s proper cliscip[ine, ”a so[clier is orc{inari[y
[ax, showing on[y t[le minima[ acceptab[e [eve[ o{uprightness, clo not punish Iﬁm {or every minor
cIere[iction o[ cluty‘ Insteacl, praise him pro{use[y ¥or even mim’maHy exceecling the expectations o{
uprig[’ltness. H a so[clier orclinari[y exceeds the expectations o[ uprig[’ltness, do not praise [u’m (or
those orclinary excesses. Insteacl, punish him severe[y at the &rst c[ere[iction o[ cluty.

8. The unabridged text states that subordinates must refer to their superiors by rank and
Gens, an archaic term. The modern upright soldier may use his superior’s rank and the name
of his Great House. If he knows it, he may substitute the name of his superior’s subfamily to
avoid confusion, as the subfamily is assumed to be part of the Great House.

Likewise, a superior may add a subordinate’s family name if referring to the soldier by
rank alone would cause confusion.
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Uncler nocircumstances S[IOL/I[CI a [orcl Lai[ topraisea su[)orclinate (or exceec{in inasu er[ative
p 3 P
or extraorcll’nary way the expectations o{ uprl’s[ltness. Uncler nocircumstances shouu a [orcl {ai[ to
pum‘sh a suhordinate gor committing a gross c[ere[iction o[ c[uty‘ Unc{er no circumstances shou[(l a
[orcl raiseor um’sh asubordinate who neither exceeds nor ne [ects the expectations ogu ri I‘Ltness
P P 3 P prisg

and instead pergorms his cIuty in an ur\remarl(a[)[y accepta[)[e way.

A morta[ uprig[’lt so[c[ier has the right anc[ authority to punish any so[clier o{ [esser rank
tI’lan [ﬁmse“ when that so[clier is in c{ere[iction o¥ cluty, un[ess that c{ere[ict so[clier is Exa[tec{A
An Exa[tecl uprisht so[clier has the rig[ﬁt ancl author{ty to pum’s[i any morta[ so[clier o[ equa[ or
[esser ranl< when that so[c{ier isin clere[iction o{ cluty. /A\n Exa[tecl upright so[Jier I\as the right
and authority to punish any ge[[ow Exa[tecl so[clier o¥ [esser ran]< than Iﬁmse” when that so[clier
isin Jere[iction o{ cluty.

Acceptaue punishments for en[istec[ morta [s withno [orcl ranl(ing inc[ucle increasecl manua[
[a[)or, rec{uction or withho[c{ing o( rations, shamingg, caning, compu[sory trans[er, compu[sory
c{ischarge ancl execution.

Acceptaue punishments {or morta[ [orcls o{ sca[es or [arger units inc[uc[e garm‘shment or
with[(L‘ng o£pay, shaming, caning, compu[sory trans£er, cIemotion, compu[sory cIischarge and
execution.

Acceptaue pum’shments {or Exa[tecl oﬂicers inc[ucle 3arm’shment or with[’m[cling o{ pay,
compu[sory trans[er, clemotion, compu[sory cll’sc}large anc{ execution.

Summary pum’s}\ment is accepta[)[e ¥or any morta[ so[clier anc{ {or any Exa[tec{ commanc{er
o{a unit sma[[er than a sca[e, as [ong as the upright so[Jier carrying out the pum‘shment has the
right and authority to do so. A[[ other ogen&ers are to be pum‘shecl accorcling to the juclgment

o[ a court martia[.

A court martia[ wi[[ be ['mu puuic[y at sunrise on a clay no ear[ier than one week agter
t}le ogense is recorclecl ancl t[ﬁe oﬁencler p[acecl in custoc]y. It WiH consist o{ a presicling [orc{
commanclzr at [east two ranI(s Iﬁig[ﬁer tllan the ogencler, WI‘[O, i¥ he is re[atec{ to tI’le ogenc[er, is
connectec{ L)y no {ewer t}\an three clegrees o{ [)[oocl separation.IO The upright so[clier wit}\ the I‘I'S[’lt
and aut[lority to accuse tl\e ogenc[er wi[[ present to the presi(ling [orcl commander t[w comp[aint‘
The ogencler wiH be in attendance {or the presentation o( the comp[aint. The o[[encler may speal<
in his cle{ense or re[y on an advocate o{ equa[ or Sreater rank to do so. W[’len the presicling [orcl
commancler is satis(iecl, I‘te wi“ ca[[ an encl to tlle court martia[, rencler Iu’s verclict ancl clecicle
which punishment is appropriate to tlle circumstances. The presicll’ng [orc{ commanc{er,s clzc{sions

are {{na[ ancl not su[)ject to appea[,

9. Shaming refers to practices ranging in severity from publicly dressing down an offender
to locking the offender in stocks outside the barracks for 25 hours to etching a mark of censure
onto the offender’s armor or weapon to branding the offender’s flesh.

10. The Shogunate-era concept of blood separation places every sibling born to the same
two parents in a single group with zero degrees of blood separation between them. Outside
of that grouping, every line segment one must follow on a genealogical chart to connect two
individuals counts as one degree of blood separation.

|
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H the presicling [orcl commanc{er is unaue to clecic[e a verc{ict, t}le ogencler is to Ee presumecl
innocent [)ut su[)ject to compu[sory trans[er, A presicll’ng [orc[ commancler may rencler a verc{ict

o£ 3ui[t laut [evy no pum’shment on the oﬁencler‘ H t[\e ogencler is {ounc[ 3ui[ty and su[)ject to

punis[qment, t[‘[at punisllment is to be carried out immediate[y.
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Thel‘aim’ng O{So[cilie-rs

T[’le SI’logun Said:

T[ﬁe power of the upright so[clier courses in the strength o{ her arms. The power o{ the upright
so[cll’er a[)icles in t}m harcliness o{ Iﬁer constitution. Tl‘le power og tlle upright so[clier clwe[[s in the
sha rpness o“wr m{ncIA The power o{the upright so[dl’er is v{sil)[e in Iwr clevotion to [1er sul)orc{inates.
The power og t[w upright so[clier is visiue in Iler dedication to I\er superiors.

The power o{ the upright so[&ier comes {rom her training and is wit[’l her a[[ the Jays o{ her
mi[itary service.

/A\n uprig['lt so[clier WI‘[O is proper[y trainec{ oL)eys witI'lout question ancl witI'lout {ear even
in tIqe worst heat o{ t]w uoodiest [)att[e‘ For a [orc{ to emp[oy tactics e{{ective[y, t}\e so[c{iers o{
her unit must Lnow what activities are requirec[ og t[lem and L)e aue to per{orm those activities
immecliate[y when so or&ere&, without con{usion or hesitation.

Proper training is neit[’ler ) comp[ex that it con(uses a so[clier og average inte“igence nor so
simp[istic that it L)ores a so[c[ier o[ average patience. Proper training repeats basic princip[es unti[
so[cll’ers can per[orm t[ﬁzm automatica[[)c Proper training teac[ﬁes so[c{iers to com[)ine automatl’ca“y
per{ormec{ l)asic princip[es so as to emp[oy tactics.

roper training instills in the upright soldier the competence, loyalty and tearlessness she
Frop g instills in the upright soldier the comp loyalty and fearl h

needs to achieve victory in any situation.

T[ﬁe [orcl o[ a sca[e is responsi[)[e gor tI’le physica[ training o{ the so[cliers o[ Iler sca[e. SI’lQ
sllau [eacl tlle so[cliers o{ Iler sca[e in {ive I'IOUI‘S o£ physica[ training every clay tI’lat t[ﬁe [egion is
not clep[oyecl, inc[uc{ing exercises o{strength anc{ enclurance, coml)at training anc{ otIﬁer activities
necessary on the [)att[e{ie[cl.

The [orcl s[‘la[[ test her morta[ so[&iers against the uPright Physica[ Stan&arcls once every
month whi[e the [egion is not Jep[oyecl. ”a souier gai[s to meet the Upright Physica[ Stanclar&s,
the commancler o[ her {ang sha” Le I\e[c[ accountaue ancI tI'le ¥ang shaH L)e punishecl. H one or
more so[cliers in the same {ang [ai[s to meet tI’le uPright Physica[ Stanclarcls every Weel( [or a
montIq, the {ang s}\au be punis]qecl each weel< ancl t[w [orcl o{ the gang shau [)e severe[y pum’s]ncl
at tlm month,s end. H the same so[&ier {ai[s to meet the Upright Physica[ Stanclarcls every weel<
ina month1 that so[clier sha[[ be severe[y pum’shecl a[ongsicle the [or(l o{ her [ang.

|
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The uPriSht Physica[ Stanc{arcls are as {ouows:

A so[c[ier wearing no armor and carrying no arms or equipment must ke a[)[e to covera =
distance o{ one mi[e in no more than 10 minutes.

A so[clier wearing I‘uzr [u[[ armor an({ carrying Iler {UH comp[ement o{ arms an& persona[
equipment must [)e aue to cover a clistance o[ one mi[e in no more t[ﬁan 20 minutes.

/A\ so[clier wie[cling a hancl—to—}lancl weapon must [)e aue to stril(e 50 {ata[ uows with her
weapon against a stationary target in no more t[lan one minute.

A so[clier wieuing a projecti[e weapon must [36 aue to striLe a stationary target 10 yar(ls
distant 10 times in no more than 30 seconds, with no more than 15 projecti[es‘ She must be able
tostrike a stationary target 5O yarcls distant 10 times in no more than one minute, with no more
than 30 projecti[es. She must be able to strike a stationary target 100 yarcls distant five times in
no more t}lan one minute, Wit]’l no more than 30 projecti[es. S[le must [)e a[)[e to striI(e astationary

target 200 yarcls distant at least once, with no more than 10 projecti[es.

The [orcl o( a ta[on is responsi[)[e {or the c[riu training o( t[le so[cliers og her sca[e. She sha“
instruct the [orcls o{ the ¥an35 be[ow [wr to recognize the orders o¥ the march, o( cIri[[ {ormation
and o[ hatt[e&e[& movement. S[\e s[’la“ {ami[iarim herse“ witl'l t[\e visi[}[e and au&itory signa[s
that correspond to those orclers.

For {ive I‘IOUI‘S every clay tllat tlle [egion is not clep[oyecl, tlle [orc{s o¥ a ta[onqs sca[es sha“
conc{uct c{riu training o¥ the inclepenc{ent sca[es meler tlle supervision o{ t[ie [orcl og the ta[on. T}le
so[cliers o{ each sca[e wiu responc{ to the orc[ers o{ the march, o{ c[riu {ormation anc{ o{ [)att[e{ie[cl

/ movement. H a sca[e consistent[y Lai[s to responcl proper[y to the orders t[’lI‘OUS[‘lOUt the training
periocL the sca[z s[’la“ be punis[’le& and its [ord reprimande&. The [orcl o[ any {ang that per{orms
exceptiona“y poor[y sha[[ Le severe[y punishec[.

Once every montI'l tllat t[ﬁe [egion is not clep[oyecl, tI’le [orcl o£ a ta[on sl'la[[ concluct a clri“
review o{ the entire ta[on [)e{ore t}le [orcl o( t}w winsg. The so[cll’ers o( the ta[on wi[[ responc{ to t}\e
orclers o{ tlle march, o{ clri“ {ormation anc{ o[ [)att[e{ie[cl movement. H any unit per(orms poor[y,
the [orcI o£ the ta[on sha[[ be repriman&ecl, the [orcl ogthe oHencIing unit punishecl and t[w so[&iers
o{ the oﬂenclmg unit severe[y punis[’lecl‘

Once every season t[’lat tl’le [esion is not clep[oyecl, t[’le [orcl o£ awing sI’lau concIuct a c[ri[[
review o£ tI’le entire wing [)e{ore the [orc{ o{ the c{ragonA TI’le so[cliers o£ tI’le wing wi“ responc{
to tIﬁe orclers o{ t[ie march, o{ CII‘I'H {ormation ancl o¥ l)att[e{ie[cl movement. H any unit per{orms
poor[y, the [orc[ o{ the wing sha[[ l)e reprimanclec{, the [orcl o{ the ogencling unit punislwcl anc[
the so[cliers o£ the oHencIing unit severe[y punishecl.
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Once every year that the [zgion is not clep[oyec{, t}w [orc{ o( a clragon sLaH conc{uct a CII‘I'[[
review o{ the entire clragon L)e{ore t}le [orcl o{ tIle [egion. The so[cll’ers o{ t[le clragon wiu responc{
to the orders o{ the march, o[ clriu gormation and o{ katt[e[ie[c[ movement. H any unit per[orms
poor[y, t[w [orcl o[ the Jragon sha“ be reprimancled, the [orcl o[ the ogen&ing unit punis[’lecl and
the so[cliers o¥ the ogem{ing unit severe[y punishecl.

No more t[ﬁan once in a gve—year periocl that a [egion is not clep[oyecl, t[ﬁe Shogun may
CI’IOOSQ to concluct a clri“ review o{ tI’le entire [egionA T[le so[cliers o{ the [egion wiu responc{ to tI’le
orclers o{ tlle march, o{ JI‘I’H {ormat{on ancl o[ katt[e(ie[cl movement. H any unit per{orms poor[y,
the [or(l o¥ tlle [egion sha“ L&e repriman(lecl, the [orc[ o{ the o“encling unit severe[y punishe(l and
the souiers o£ t[m ogencling unit executed.

T[ﬁe persons o{t[we signa[er auxi[iary sl'la[[ train clai[y a[ongsicle t[ﬁe so[cliers o{ tlle [egion. T[ﬁe
signa[ers o{ the auxi[iary sI’la[[ l)ecomz ﬁiml’[iar Wl’t[l tI’le signa[s tllat corresponc{ to t}le orc{ers o£
the march, o{ c{ri[[ {ormation anc{ o{ Eatt[e{ie[cl movement. T}\ey shau [oecome {ami[iar with t[le
sym[)o[s representing the units to which tlnzy are assignec{ and to those unitsV component units.

The signa[ers o[ the auxi[iary sha“ a[so assist in tlle regu[ar training and cIri[[ reviews o{ the
[egior;s so[cliers L)y per{orming the necessary signa[s corresponcling totheorders o{tl'le march, o{clri[[
{ormation ancl o[ [)att[eﬁe[cl movement, as clirectecl [)y the [orcl o[)serving the unit’s review.

lee [orc{ o[ a clragon is responsi[)[e £or training the Exa[tec{ so[cliers o{ Iler unit in egective
coorc{ination ancl t[ie use o{ martia[ ancl combat Charm& She is responsiue (or maintaining a
recorcl o{ t[le e[ementa[ aspects o{ tlnz [orc[s sul)orclinate to her anc[ an upclatec{ [ist o{wlﬁc}\ martia[
and combat Charms her subordinate [orcls are capah[e o£

For two hours every Jay, the Exa[tecl soHiers [)e[onging toa clragon must practice with their
sworn L)rotherhooc[s any specia[ized combat maneuvers they have cleve[opec[ ancI simu[ate the
per{ormance o( cooperative or e[ementa[ CI’larms ac{vantageous to tI’le practice o{ war{are.

Once every mont}l t[iat a [egion is not clep[oyecl, an Exa[tecl commancler must Aevote
specia[izecl training to her unitin per{orming activities uncler tI\e eﬁects o{ Charms that agect or
pertain to tlle entire unit. This training sha[[ be demonstrated Juring the wing’s seasona[ &ri[[
review L)e[ore the [orcl o[ the dragon.
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The Layt’ng O{P[an-s‘

T[ﬁe SI’loSun saicl:

war either is legitimate and justitied in the eyes ot I leaven or itis not. / \n uprightsoldier
A wareither is leg djustified tn the eyes of H Ao upright sold
can {ight inawar that isnot [egitimate, L)ut an upright so[clier cannot [eac[ others in tI\e L)att[es o{
an i[[egitimate war or conduct an iuegitimate war and [32 considered upright.
egitimate war is one whose goals are pleasing to I leaven. | egitimate causes tor war
A leg hose goals are pleasing to F Les f
inc[ucle the ({e{ense o{ the Rea[m, the expansion o( the Rea[mys L)em'gn inﬂuence, the cle[ense o£a
protectorate og t[ﬁe Rea[m, the suppression o£ rel)e“ion in t[le Rea[m ancl the suppression o£ ¥orces
antit[wtica[ to CreationA \X/hen a war is [egitimate, Heaven {avors t}le Rea[m ancl Wi[[ not
inter{ere in tI\e exercise o{ the armyﬁs strategy.
T[’le aim o£ a [egitimate war must be pacification rather than destruction. The [or& must [ay
is plans with the express goal ot capturing his objectives rather than overpowering his enemies.
his pl hithe expréts goal of capgtinihg his ok her th L
He must strive to capture t}\e enemyg so[cliers ancl mal(e them }n's own. He must strive to occupy
1 1
the enemy s capita[ ancl mal(e it IliS Iwme. He must strive to capture the enemy s [orcls ancl [earn
{rom t}lem. He must strive to taI<e the enemy,s supp[ies anc[ stl)anc{ them against clesperate times
at home‘
/\ mass tllat expands without addingto itseH becomes L)ritt[e and is easi[ crushecl and swept
p S y P
asicle. So a[so anarmy t[’lat l(i“s ancl kurns ancl conquers, ever expan({ing. T[’le army must instead
add to itself [)y preserving the defeated enemy. A lord who wins 1,000 battles but never leaves
one enemy a[ive c{ishonors the Rea[m ancl [1i5 army. A so[clier w}\o convinces t}\e enemy to [ay

c{own its weapons Lye{ore the armies march is worthy o{ the praise o{ Hea\/en.

]

An exce[[ent strategy un&ermines an enemy s p[ans so that the enemy is too amazec[ to
{ight‘ A 3ooc1 strategy clamages an enemy's a[[iances 5o that the enemy is a[one and surrounded
ky l'losti[ity, too a{raicl to [ight. /\ {air strategy [orces a con{rontation between the army and the
enemy’s army in hopes t[’lat the enemy Wi[[ [)e too injurecI anc[ Wea](enecl to {ight. A poor strategy
sees the army [ay siege to tI’le enemy,s sturc{izst cities in tlle vain assumption tI’lat t[w enemy wi“
[)e too tired ancl clemora[izec{ to {ight

Christopher Brown (order #1794687)



4
C\'Iqristopher Brown (order z1794687)

T}le [aying o{p[ans occursinninestasges. The {irststage is t[le rea[ization o{the armyﬁs olajective,
The second is the assumption o( [egitimacy. The thirc[ is the recognition o{ the army,s capa[}i[ity‘
The £ourtl1 is the recognition o{ t[’le enem)/s capaki[ity. The Mth is t[w [ormation o{ strategy.
T[’le sixth is the arrangement o( tactics. The seventh is the organization o[ [ogisticsA The eighth is
the se[ection o{ the [orcls. T[ﬁe ninth is the inspiration o( the so[c{iery.

W}len the goa[ o¥ a war is [egitimate, When the La[ance o( opposing {orces Ilas [oeen
ca[cu[atec{, When the means o{victory an& thel’r necessities IIave ljeen managecl, w[len competent
[orc[s are chosen, wlnzn the so[cliers are made rea(ly and wiuing, t[wn wiH victory [3@ woven into
the clestiny o£ the army.

To attain victory, ﬁve conclitions must exist. Tlle army1s [orcls must I(now when tI’ley can {iglwt
ancl when t]ﬁey cannot. The army’s [orc{s must I(now how to uti[{ze units o{any size againstenemy
units o{ any size, emp[oyins t[le E[ementa[ /A\c{vantages, ’”w hearts anc{ minc{s o{ the so[cll’ers
must lae a[igne(l with the 3oa[s o£ the army and t[w [or(ls‘ T[w [or(ls must l)e {u[[y preparecl and
aue to move when t[’le enemy is unprepare&. The [‘)ureaucracy o[ t[w civi[ian government must

not inter{ere in the [orcls’ practice o[ maldng war.

|



Book Two. 3
W ATER WISDOM

In Iﬁis time, the Shogun was many sou[s in succession witI'l many names ancl (aces. Turning
ever [rom Sout[i to NOI‘t]’I, turningever {rom \X/est to East, turningever {rom t[ie Center outwarcl, -
the Shogun emkracecl every e[ement ancl macle its power [11’5 own. Thus ({1({ the Shogun inherit
the Man&ate o{ Heaven‘ T[ws did t[w Shogun su[)jugate the Ten Thousancl Daimyos. Thus did
the Shogun [eacl the Upright Legions to pacigl Creation in its time o£ turmoi[‘

In one ear[y turning, theS[’logun swam into the crushing clepths o{ the \X/est atthe pinnac[e o{
tI’le season o{ \X/ater to meclitate upon the e[ementa[ po[e ancl gain en[ightenment. He c{e{iecl the
curses O{SLQ WI’IO Lives in Her Namz c[amoring to con£use t}le secrets he sought. /A\s [1@ nearecl
the E[ementa[ Po[e o{ \X/ater, the Sun—SwaHowing \X/ave rose over Iﬁm to cast Iﬁm insensate into
HacL shaclow. There, caught at t[w thresho[c[ w[wre sl<y and sea Eecome inclistinguishaue, tlle
Shogun ﬂoatecl and was not swa“owecl‘ T[’w spirit og Daanaﬁcl entered into In'm, granting Iﬁm

en[ightenment.

When tlﬁe SI’loSun returnecl, \X/a\ter WS({OIH Howecl wit}lin [ﬁs minc{. He spoI(e o[ it to
the uPn’ght Legions.
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TheMovmg O{Armie;

T[’le SI’logun Said:

When an army moves, eacl'l o£ its so[cliers must oL)ey the orcLzrs o¥ the march. TI’le orclers o{
the march are as %Hows:

W}\en the orcler is “Forwarc{,“ tlw unit so orc{erec{ wiu march at a pace suitaue to cover a

p

cIistance o{ one mi[e in no more than 20 minutes.

When the orcIer is “\X/mdS eecl, ¥ the unitso orclerecl wi“ march ata pace sm’taue tocover

p P

a clistance o{ one mi[e in no more tI’lan 10 minutes.

When the orcler is “Eause," the unit so orclere& wi“ pause its {orwarcl motion kut continue
to marc[ﬁ in p[ace.

W}\en tIﬁe orc{er is “Cease,” t]w unitso orclerecl wi[[ cease marclu’n ancl stanc{ at attention

S

unti[ cIismisseJ.

When the orcler is u(_\Juicle Ri I\t" or “Guicle Le[t, ‘" the [eadero{the unitso orclerecl wiH turn

S

to the inclicatecl clirection ancl continue t[’le march The so[cliers [o[[owing t[’le [eader wiH continue
{orwarcl to the [eacler’s previous position Le{ore maldng the turn in the inclicatecl clirection.

When tl‘le orcler is “F[anI( Rl’g}lt” or ) [anl( Le{t, E tIﬁe unit so orc{erec{ wi[[ turn in unison
to t[1e inclicatecl c{irection ancl continue the marcIL

W}\en the or&er is “Reﬂect," the unitso orc[ere& wi[[ turn in unison to tIle opposite clirection

PP

ancl continue the march‘

T[’le orcler o{ the march s[’la“ not [)e carried out unti[ the ca[[er og t[’le marcl‘u’n cadence

S
“w ”

comp[etes tlle orcler L)y saying Marc[ﬁ.

On[y tlle unit inclicatecl Ly t}le cauer o{ tlle marclu’ng caclence s[ﬁa“ carry out tI’le given

marching order,

Wllen the army clep[oys to a distant [ocation, the marc[‘lmg [ormation sllaH consist og
{orwarcl scout patro[s, the infantry, t[’le auxi[iary, the supp[y caravan, the rear guarcl and t[’le
rear scout patro[s.

lee £orwarcl scout patro[s sIlaH consist o[ cava[ry scouts ancl in{antry scouts. One [ang o£
scouts shau prece&e t[w army per clragon o{ in{antry, at a dl’stance o{ no [ess t}\an two mi[es in
advance o[ the in{antry. It sha[[ range across a distance no [ess tlmn one mi[e, perpenclicu[ar to

the course og t[’le army.

|
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TIIQ so[c{l’ers o[ t}w in{antry wiH march asa segmentec{ co[um n. Eac[l segment slla“ consist o(
a sing[e wing o{ in[antry, cliviclecl into two para[[e[ co[umns L)y ta[on. Eac}l co[umn sha“ consist
o£ tl\e ta[ons, sca[es marching together‘ Each so[c[ier in a sca[e sha[[ ke one armﬁs [ength {rom
each other, and each sca[e sha“ be two arm’s [engt[‘ts grom eac[ﬁ ot[lzr. T[’le [orc[ commanclmg
the army on the march shau appoint a ca[[er o{ the marc[’ﬁng caclence, who sha“ march to the
[e{t o{ tlﬁe center o{ tl'le ingantry anc] give the orclers o{ tl'le march. E‘om the signa[er auxi[iary,
one clrummer slla[[ Le se[ectec{ per wing o¥ inLantry so[c{iers to {ouow tIle ca[[er o£ tI’le marc[ling
caclence ancl re[ay the orclers [)y clrum. T}le [orcl o( each wing sha[[ repeat the orclers o{ t[le cauer
o{ the marc[u’ng cadence.
The auxi[iary sha“ march in accordance with the in{antry, okeying t[w orders o¥ t[m ca[[er
o{ the marching cadence.
T[ﬁis marc[wing (ormation is ca“ecl t[ﬁe Aclvancing Wyrm E)rmation.
The personne[ o£the supp[y caravanare not requirec{ to marc[l in accorc{ance with the in[antry
ancl the auxi[iary, [Jut they must maintain the pace set [)y the ca[[er o{ the marclﬁng caclence.
Shou[cl the ca[[er o{ the marching cadence separate the in{antry and auxi[iary £rom t[w supp[y
caravan, the quartermaster sha[[ assume temporary command o{ t[m supp[y caravan and the rear
Suar({, ha[ting its progress and clep[oying the so[cliers o{ the rear 3uarcl in cle{ensive positions
around the supp[y caravan.
This {ormation is ca[[ec{ the Wyrm,s Coi[ Formatiom TI’le quartermaster s[m“ maintain the
Wyrm’s Co{[ E)rmatl’on unti[ the in{antry ancl aux{[iary returns, or untl‘[ a messenger is sent to
in¥orm tlle quartermaster to renew the advance og t[w supp[y caravan.
oy The rear guarcI sha[[ consist oione Mth o[ the ingantry and one fi{th og the cava[ry and archer
auxi[iary. It sl'laH march in accordance with the in{antry, okeying the orders o{ the ca“er o[ the
marchins caclence.
TIIQ rear scout patro[s slla“ consisto¥ no [zss than one {ang o£scouts (rom t[m cava[ry aux{[iary,

{o[[owing the army at a c{istance o{ no more t[lan one mi[e.

Be{ore anarmy marches, the priestsamonsg the armyﬁs support personne[ sha[[ c{irect a prayer,
when &asi[ﬁ[e, to Mars and to the war gocl o{ the direction in which the conﬂict sha[[ taI(e p[ace.
They shaH directa prayer a[so to thz gocls o{ the major roads the army sha[[ use, to t[’le patron 30(15
o{ tl’le [ancls through WI’IiCI’I t[’le army sl’laH pass anc[ to t[’le invo[vecl [egions1 own patron 3oc[s.
TI’IQ purpose o[ tllese prayers is to noti[y tlle gocls o£ tI’le army’s intent.

Do not clep[oy an army on t}\e march or [)egin an oﬁensive campaign cluring the time o{

Ca[il)ration un[ess the hesitation wi[[ ha\/e clisastrous consequences.

Wlu'[e marching, t[w army might ha\/e to cross mountains, rivers or wet[anc[s. The [orcl o[

the army and t[w ca[[zr og t[w marc[ﬁng cadence must understand IIOW to cross such territory.
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To cross mountains, searc[l out Lroac{ vaueys ancl sta[)[e patlls [or tI’le in{antry ancl t[m supp[y
caravan. Sencl scouts to t[le heights ancl investigate them t}\orougmy {or signs o{ the enemy. Dep[oy
arc[wrs grom tlle auxi[iary to tl\e [wight& ke{ore the in¥antry enters. When the in¥antry, auxi[iary
and supp[y caravan have crossed, recau the archers L)egore t[’w rear 3uarcl‘ Do not cross mountains
through tunne[s or beneath overhanging rocks un[ess the scouts and engineers have clec[arecl such
passages to ke gree o¥ enemies anc{ structura[[y souncl.

” an enemy a[reac{y occupies the l)roac{ va[[eys, avoicl tI’le mountains. H an enemy a[reac[y
occupies t}\e heights, Jo not c[im[} up to engage in laatt[e,

At rivers, cross quicuy at £orcls or sta[)[e L&riclges or [3)/ using Hoating Lriclges constructed lay
engineers irom the auxi[iary. Once across, distance t[m army {rom the river quicuy‘ Han enemy
is aclvancing, do not cross the river to engage it. Do not engage it in the water. Do not engage
it Wl't[‘l tlle river L)e[wincl you. ” ha[[ og t[ﬁe enemy is across the river ancl I’la[[ is not, tllen attacI( it
from secure land.

An army shou[cl not [inger in wet[ancls, l)ut Cross t[lem quicuy or avoic[ t[lem w}len geasi[)[e,
Do notengage an enemy in a wet[anc{ with groves o{ trees at the enemy’s ljaCL. Ha con[rontation

ina wet[anc[ cannot be avoicIecL remain in areas with marsh grass.

T[’le [orwarcl scout patro[s shau be aware o[ the terrain and what its signa[s indicate and
report those inc[ications back to the [or&s o[ the in[antry.

Foam on a river inc{icates rain upstream, precec{ing a swe“. The army sl'lou[cl not cross unti[
the river sett[es.

Overhanging outcroppings, ravines, cle{i[es, ta[[ grass, thicL {orests ancl wi[c{ unc{ergrowth
can aH hic[e an am[)ush or spies and shou[cl be di[igent[y searchecl laegore the army draws near.

Thick mists, impenetraue sha&ows and unusua“y sparse vegetationcan indicate tI’le presence
o{ a sha&ow[ancl. H the aHectecI territory is too [arge gor the entire army to cross c[uring clay[ig[lt
LOUI‘S, tlle army sl'lou[cl avoicl it.

Procligies ancl the presence o{ mutation in [oca[ Hora ancl {auna inclicates either a near[)y
Wy[c[ pocLet, tlnz approaclu’ng L)ounclary o{ a Borc{ermarch or the existence o{ a clemesne. /A\ny
such territories sllou[cl be avoided when [easib[e‘

”an enemy cl’la“enges katt[e grom a great Jistance, it has the a&vantage o( terrain and wants
the army to aclvance.

“ [)ircls tal(e ﬁig[ﬁt or anima[s are a[raicl, enemy £orces are waiting near[)y. ” tlle am’ma[s are
ca[m, the enemy is not [ying in am[)usIL

Hclust risesin sharp co[umns, chariots are comins. Hit is [ow ancl Hat, the in{antry iscomins.

H it is sparse and intermittent, the enemy is encampecl‘

|



The Ceasmg O{Movement

T[’le SI’logun Said:

In most circumstances, the army shou[cl not try to march more than 1 S mi[es in one Jay. In
c{ire circumstances, the army shou[c{ marc[ﬁ no more than 30 mi[es in one clay.

The so[cll’ers sha“ rest {or no [ess t[mn {ive hours inone clay‘ R)or[y restecl souiers wiu [)e [ax
in c{iscip[ine, s[uggish on the march and con{usecl in l)att[e.

When t[w “Cease” order has Eeen given and the clay,s march is conc[uc[ec[, the army

wi[[ encamp. The army must encamp on [eve[, d&ensiue terrain ac[vantageous to t[‘le army but
L disaclvantageous to the enemy.

T[ﬁe sl'lape o£ the army’s encampment SI’Ia[[ L)e the castrum. T[ﬁe castrum s[ﬁa“ [)e square witI’1
the corners arrayec{ to the north, east, south ancl west. The castrum shau [we quarterec{ [)y two [anes
convergingin t[le center. One exit {rom the castrum sha“ open towarcl t}le c{irectl‘on o{ tlm army’s
ac[vance; one exit ¥rom t[w castrum sha[[ open in the opposite direction. The [atrines sha[[ [ae c[ug
a[ong the wa[[s to the rear o{ the castrum, opposite the direction o[ advance.

The castrum sha[[ be [orti{iecl ky carthworks consisting o{ a berm no [ess than 10 geet in
lweig}lt ancl a clownwarc{—s[oping clitch outsicle tlle Wa[[ no [ess t[ﬁan 10 [eet in c{eptl'l. H a iorest
[ies convenient to the castrum, the earthen wa“s sha[[ [)e toppec{ with a pa[isac{e Towers or Sturc{y
p[at{orms are to L)e erectecl at each corner o{ the castrum. Lool(outs ancl archers {rom the auxi[iary
are to l)e positione(l at each corner. Arti[[ery pieces are to [36 positionecl at the centers o{ each
wa[[ o( the castrum.

The [or({ o£ the [egion is to encamp in a p[aZa at the center o{ the castrum where the [anes
converse. Tlle so[cliers o{ tI’le [egion ancl personne[ o{ tI’le supp[y caravan are to array their tents in
para“e[ in the {our quaclrants o( t[w castrum, arranging themse[vzs in the orc{er o[ the march.

F”n’s encampment arrangement is cauecl the Structure O{Creation Encampment E)rmation,
with the [or(l o{ the [egion representing the B[essecl Is[e and the so[cliers the peop[es og Creation.
It is auspicious under Heaven. A [egion that does not encamp in t[ﬁs arrangement is cursed and
wi[[ be clestroye& in batt[e.
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Upon ma](l’ng camp, the slu'{ts o{ t[le watch sha“ [)e estauishecl, Each sln'{t sha“ consist o{ no

[ess than one ta[on o{ in{antry so[(liers £or the castrum and a sing[e sca[e o{archers o{ the auxi[iary
at each corner og t[’le castrum. The same so[&iers sha[[ not be assigne& to the watcl'l on consecutive
slu'{ts or consecutive nigl’lts‘

So[cll’ers noton watc[w once t[le castrum has Leen esta[y[ishec{ s[la“ stucly the’”lousancl Correct
/A\ctions o{ t}le uPriSht So[clier, engasge in p}lysica[ exercise, eat a mea[ preparec[ [)y tIle Supp[y
personne[, repair clamagecl equipment, restor exc[langecl soi[ec{ {ootwear {or [res[L Sexua[ congress
is %rbi(lclen i[ Eatt[e is possi[j[e c[uring t[\e nigllt or expectecl on the [o“owing day 5o that energy
shall not be unnecessari[y expenc{ecl‘

T[ﬁe [egion may [eave tI’le eart[wworlc o[a castrumin p[ace when t[le army continues tI’le march
i¥ t[m terrain is iso[atecl ancl tI’le [zgion wi“ return }lome Ly the same route. T[le [egl’on may a[so
[eave the earthworI(s in p[ace i{ t}le castrum must l)e abanclonecl in haste.

At the end o{ a success[u[ campaign, the [egion must comp[ete[y clisassemue t[w castrum
[‘)zfore returning home, [eve[ing the berm and {iumg in the Jitches. The wood £rom t[w pa[isacles,
towers and watch p[atiorms shouu be sa[vagecl and entered into the [egionws supp[ies‘

”, at tlﬁe en({ o[ a success[u[ campaign, tI’le [egion I’las capturec{ ac{vantageous territory or
enemy (orti{icat{ons anc{ occupies them, t}le castrum may Le retainec[ ancl repurposecl to contain
prisoners o{war‘ Name[y: the c{itches outsic{e tlle [)erm sha[[ [)e M[ecl in ancl new c{{tches sha[[ [)e
c[ug inside t[w perimeter o{ the laerm. The Oopen corners o[ t[\e kerm sha[[ lae enc[osec[ and [wavi[y
3uarcIeJ. The centra[ p[aZa where the quartering [anes converge sha[[ be where prisoners are
executed and buried.

T[ﬁis arrangement is ca[[ecl t[ﬁe Structure o{ t[le Unclerwor[cl Internment E)rmation. TI’lose
who are imprl’sonec{ Wit}n'n are cursec{ anc[ wi“ never experience peace amons t}leir L’ami[y

mem[)ers again.
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The Formation O{SO[CL'QI‘S

T[’le SI’logun Said:
On tlle [)att[e[ieu, a unit o[ so[cliers can taI(e on one o[ [our [)asic (:Iri[[ gormations. What

is meant L)y [ormation is not a precise arrangement o£ tl‘le so[cliers’ positions re[atl’ve to eac[l other
ancl the enemy, [)ut rather the clensity o{so[cliers quo comprise tIqe unit. T[w l)ast’c clri[[ {ormations
are: unorclerecl, sLirmis[L re[axecl anc[ c[ose‘

The unordered (lri[[ gormation reﬂects a [acI< o{ cliscip[ine or improper training. It can a[so
resu[t when proper coordination between units has been rendered impossi[)[e. The unordered
{ormation is the gormation o[ the mob or the swarm. Its power og attack ancl sturcliness o{ Ae{ense
are enhancecl [)y greater numbers. Greater numbers rec{uce its (reeclom o{ movement. Its awareness
o{ t}\e moment is poor.

The upright so[clier must never cIep[oy a unitin the unordered clri[[ £ormation i{ that unit is
unaue to slu'& to a (L'Herent gormation on command.

In t[’le sl(irmisl'l ({ri[[ {ormation, souiers stand rea&y atone spear’s [engt[’l {rom eacl’l other. T[’lis
{ormation Ilas no eﬁect ona unitws power o{ attack. This {ormation enhances a unitws sturcliness o£
c{e{ense against rangecl attacI(s or W{c{espreacl attacl& TI‘n’s £ormat1'on rec{uces a unitqs sturc{iness o{
c{e{ense against opponents in c[ose com[)at in {avor o{en[wncing tIﬁe um’t’s [reeclom og movement.
This £ormation can [urt}ter enhance a um’t’S &eeclom o[ movement at the expense o£ its awareness
o[ the moment.

In the re[axed Jri“ [ormation, so[cliers stand reacly at two arms1 [engths {rom each other.
Tlﬁs [ormation I’las no egect on a unit’s awareness o£ t[ﬁe moment, [reeclom o{ movement, power
o£ attacI( or stur&iness o{ c1e£ense.

[n the c[ose drl’“ {ormat{on, so[c{iers stanc{ shou[cler to shou[c{er wit}\ no more room to move
their hanc[s than is requirecl toswing a weapon or raise a s}u'e[cl. This [ormation enhances a unit’s
awareness o£ the moment and power o{ attacL at the expense og its {reeclom o{ movement. This
{ormation enhances a unitws sturdiness ofcle[ense againstopponentsin c[ose combat. Tlu's {ormation

rec[uces a um’tys sturc[iness o£ ({e{ense against rangecl attacl(s or wic[espreacl attacIG.II

I1. In previous eras, the relaxed drill formation was considered preferable in most situations,
allowing commanders to shift units quickly to skirmish or close formation as battlefield conditions
necessitated. Modern commanders, however, prefer to employ the close drill formation in most
situations. The primary reason for this is that weapons capable of exploiting the close formation’s
reduced sturdiness of defense are rarer in the modern day than in eras past.
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The Coorc{mat{on O{Um'ts

T[’le SI’logun Said:

Every so[clier s[wa“ L)ear sym[ao[s c[esignating I’liS ranl(. T[ﬁe symbo[ shau appear on the upper
I‘iS[lt s}‘lou[clzr o£ tlle SO[CII'QI"S armor. When the so[c[ier is out o{ armor, I‘le sllau Lwear a to]<en
penclant marI(ecI wit]1 tIﬁe sym[)o[ og Iu’s ranI(.

An unranLecI en[istecl so[c[ier,s status is cIesignatecI l)y a sing[e minor Air emuem. The
[orcl o£ a gangvs ranl( is Jesignatecl By {ive minor Air em[:)[ems arrangecl in a cross, connectecl
tangentia[[y‘ The [orcl o( a sca[ews ranl< is Jesignated ky a sing[e minor Earth em[)[em. The [orJ
o{ a ta[on’s rank is clesignatecl L)y [ive minor Earth emuems arrangecl in a pentagon, connectecl
tangentiauy. The [orcl o{a wingqs ranI( is clesignatecl Lvy a sing[e major Eartl’l emuemA TIIQ [orc[ o[
a c{ragonﬁs ranI( is clesignatec{ Ly two major Earth emuems sicle [)y sicle, connectec{ tangentia[[y.
The [orcl o[ a [egion’s ranL is clesignatecl Lwy [ive major Earth emuems arrangecl in a pentagon,
connected tangentia“y.

T[’le [or& o£ every unit [arger than a [ang sl’la“ be ssued a mon standard and harness to be
worn over t[ﬁe armor cluring L)att[e.12 T[ﬁe mon stanclarcl sha“ iclenti[y the unit anc[ clesignate

B whet}ler it is in{antry or to WI’licIl [)rancll o{ tlle aux{[iary it Ee[ong& TI’le mon stan&arc[ must
- ; remain vis(He to tIﬁe [orcl o[ the [egion at a[[ times.
A [e ion’s mon standard shau dis [a a pentagon [’Jearin the crest o{ the [e ionﬁs [orcl. A
3 REAVESID 3 S 8]
dra onﬁs mon stanclarclsha[[clis [a apentagon i(lenti{ ingits [e ionoveradiamond marl(eclwit[‘l
S play apentag yingits leg
the clragonws iJenti(ying sym[)o[. A wingws mon standard sl'la[[ clisp[ay adiamond identi(ymg its
- ({ra onoveratrian [e marI(ecl Wit}l t[ﬁe win 19 iclenh{ ings mho[. A ta[on’s mon stan({arcl sha“
S S S Y13 sy
clis [a a trian [e ic[enti( ingits wing over a circ[e marl(ec{ WitI’l tl‘le ta[on’s iclent{{ ings m[)o[A
play S ying S ying sy
/A\ sca[e’s mon stanclarc{ sha“ clis [a a circ[e iclenti{ ing its ta[on over a rectan [e iclentl’[ in
ptay ying 3 ying
the sca[e [)y num[)er.

12. Mon standards in the modern Imperial legions are rarely worn except in parades
celebrating important affairs of state. Far more commonly, the standard is attached to a pike
staff and carried by hand by a noncombatant attached to the unit for no other purpose.
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The Exa[tecl [orcls o{ the 10 clragons ina [egion sha“ {orm two sworn Erotherhoocls amons
themse[ves, cle{erring to the most experience(l [orc[, to per{ect their cooperation. The Exa[tecl [or(ls
o[ t[’w ta[ons and wingsina cIragon shau gorm asworn Brotherhoocl among themse[ves, clegerring
to the most expen’ence({ [orcl o{ the l'ligl'lest ran](, to per[ect their cooperation. The E,xa[tecl [or&s
o{ tI’le sca[es ina ta[on s[la“ [orm a sworn brotherlﬁoocl amons themse[ves, cle[erring to tlle most
experiencecl [orc{, to per{ect tI’lel’r cooperation. Ha so[cll’zr ranl(ecl [ower tllan the [orcl o{a sca[e is
Exa[tecl, that so[c{{er shou[cl not ljecome part o[a sworn [)rother[looc{ unti[ he achieves t[le Iu’gher

ranI<‘

During Latt[e, the [orcl of the [egion shau observe {rom a sa{e remove. He sllaH te[[ the orders
o{ clriH gormation and katt[e[ie[cl movement to the signa[ers who s[’la[[ re[ay them L)y Hag or [)y

L)ug[e to signa[ers amons the units on the L‘e[cl. The signa[s sha[[ indicate the intenclecl unit ancl
tI’le orcler o{ t[ﬁe [orc{ L)y prearrangecl cocle.”

The signa[er re[ays on t]w gie[cl s}lau inclicate t}\e orclers o{ tIﬁe [egionﬁs [ord to tlle [orc{s o{ t[ie
intenclec[ units L)y l)ug[e or L)y whist[e in prearrangec{ cocle‘

The [orcls o{the L)att[e(ieu units shau convey the orders o(the [egion’s [orcl to their subordinate

[orcls By w[’ﬁst[e in prearrange& code or L)y te[[ing those orders in voice.
The [orc[s o{ the sul)orclinate units shau te“ the orclers in voice or E rearran ecl hancl si na[
Y P S 3
to t[ﬁeir so[diers WIIO slla“ carry tllem out.

The cocles inc[icating tI’le orclzrs o{ clriu {ormation ancl Latt[e{ie[c{ movement {or signa[er
% auxt’[iary ancl the [orcls on the katt[e{ie[c{ slla“ not L)e recordeclM ancl sha[[ change regu[ar[y
against the possi[}i[ity o[ espionasge.

13. Military veterans accept that the Thousand Correct Actions overstates the degree to which
a strategos controls the minute movements of soldiers on the field. In practice, the strategos
gives commands pertaining to gross strategy, and occasionally large-unit tactics, which are
necessary simplified. When the commanders of the subordinate units on the field receive these
orders, they filter out their own units’ specific roles and pass down orders pertaining to those
rules alone. By the time an order reaches the ears of a foot soldier, it has been filtered and
broken down time and again until it is so simple the soldier can carry it out without thinking
about it. Integrating the ten thousand small maneuvers of fangs of soldiers into the flawless
strategies of flights and legions is the purpose of a soldier’s constant drill training. Being able
to coordinate communication between the strategos and the battlefield units is the purpose of
the signaler auxiliary’s training.

14. This admonition pertains specifically to the Thousand Correct Actions” own text.
Historically, legions have maintained codebooks from which to train the flag corps, buglers
and runners of their signaler auxiliary, as well as the lords of their combat units. Legions do
not allow signalers or soldiers to carry their codebooks into the field on campaign, however.
Learning the meanings of the various signals is another purpose of the legions’ constant drill
training. The frequency with which a legion changes its drill signals depends on the uprightness
of the strategos.
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TLeManeuvermg O{’]}OOPS

T[’le SI’logun Said:

Tactics are carriecl out Ly the coorclinatecl integration oﬂmtt[e{ieu movements ancl assumptions
o£ clri[[ {ormations. So[c{{ers must master carrying out tlle orclers og clri“ %rmation& T[ley are:
c{isorc{er ranl<s, orcler ran]<s, open ran]<s anc{ c[ose ran]<s.

When the [orclﬁs or&er is “Disorcler Raan," the so[cliers oﬂwr unitmustassume the unorc[erecl
cIriH {ormation.

When the [osz or&er is “Orcler Ranl@," the so[diers o( her unit must assume the re[axecl
c[ri“ {ormation.

When t[le [orc[qs orcler is quen RanIG,” the so[c[iers o{ Iler unit must assume t}le sl(irmish
c{ri[[ gormatl'on.

W}\en the [orclys orcler is “C[ose Raan,“ the so[cliers o{ her unit must assume tIle c[ose c[riu

{ormation.

So[&iers must master carrying out the orclers o( katt[e[ie[c[ movement. They are: ac[vance,
assume {ormation1 attacl(, c}iarge, c{isengage, erwe[op, [oc]( ranI<s, un[ocl( ranl(s, merse ranl(s, sp[it
ranl(s ancl retreat. The [ord wiu give tIﬁe orcler, clesignating the unit to carry it out. The [orc{ o{
that unit wiu repeat t[le orcler, and the [orcls o{ the component units wi[[ repeat t[w order again.
The so[cliers wiH carry the order out.

When the [orclws order is “Aclvance, i t[’le so[cliers o{ I‘ler unit must move at marching speecl
towarcl the enemy or towar& a strategic okjective.

When tI’le [orcl’s orcler is “/A\ssume Formationﬁ ancl 5112 names tI’le tact{ca[ [ormationls, t}m
so[cll’ers o{ [1er unit must assume t]w {ormation que commancls.

W}\en the [orc[ﬁs order is “/A\ttacL,” t[w so[cliers o{ Iwr unit must engage the enemy in
combat.

When tl‘le [or({’s order is “Cl'large," t[\e so[cliers o£ her unit must move at \x/mcl Speecl or

better towarcl the enemy or towar& a strategic okjective.

15. A tactical formation refers to the overall tactical arrangement of the soldiers, unlike
drill formation, which refers to the soldiers’ relative positions and dispersal within a tactical
formation.

|

S
Clhristopher Brown (order #1794687)



>

W}len the [orcl’s orcler is “Disengage,” the so[c{iers o{ her unit must l)rea]< og attac]«'ng the

enemy, {a[[ [mc]( to a position on the Latt[e{ie[cl so orclerecl anc{ regroup to await the [orcl’s next
order.

Wllen t[’le [orcl’s order is “Enve[op," the so[cliers of [mr unit must position themse[ves to
attack the clesignatecl enemy unit {rom every side.

When the [orcrs orcLzr is “Lock Ran]@," tlﬁe so[cliers o{ [wer unit must clegencl t[ﬁemse[ves {rom
an enemy's attacl(, nel’t[ler wit[lc{rawing nor returning the attacl( unti[ the [orc{ e} or‘clers.Ié

WI\QI‘I tlle [orcl’s orcler is “Un[ocL Ran](s,” the so[cliers o[ her unit must cll’sregarc{ the “LocI(
Raan” order and assume their previous tactica[ {ormation.

Wllen t[w [orcI’s order is “Merge Ranl@," t[w so[c[iers o£ her unit must integrate the souiers
o{ a clep[etecl unit into their own, {orming a new unit at [u[[ strengt['l.

When the [orclqs orc{er is “Sp[it Ran](s" ancl s[we names the component units so orclerec{, the
so[cll’ers o{ t[lz component units must separate {rom the [orcl,s unit to {orm a new unit consisting o£
the sp[l‘t units. TI\Q most senior [orcl o{ t[le component units s[la[[ [)e the [orcl o{ tlle createcl unit.

Wllen the [orcrs orc[er is “Retreat, Y the so[(liers o”wr unit mustwithc[raw £rom t[\e batt[e{ieu

immecliate[y.

16. The “Lock Ranks” command is typically employed to resist unexpected projectile fire
or battlefield sorcery. It is also the command given to pike- or spear-wielding heavy infantry
to resist cavalry charges. 1t can be employed by one infantry unit against another as well, but
such circumstances are rare.
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BooK THREE:
| FIRE WISDOM

In Iler time, tI’le S[logun was many sou[s in succession Wit}‘l many names ancl [aces. Turning
ever [rom Sout[i to NOI‘t]’I, turningever {rom \X/est to East, turningever £rom t[ie Center outwarcl,
the Shogun emkraced every e[ement ancl mac{e its power }wr own. Thus cllcl the Shogun inherit
the Man&ate o{ Heaven‘ T[ws did t[w Shogun su[)jugate the Ten Thousancl Daimyos. Thus did
the Shogun [eacl the Upright Legions to pacigl Creation in its time o£ turmoi[‘

In one ear[y turning, the S[’logun craw[ecl into the Histering vastness o( the SOUt[’I at the
pinnac[e o£ the season o{ Fire to meclitate upon tI’le e[ementa[ po[e ancl gain en[ightenment. 5112

avoic{ecl the passasges to Cece[yne yawning open to mis[eac{ }mr on Iler journey. /A\s slle nearecl

the E[ementa[ B)[e o“:ire, her c[otlﬁng L)urnecl ancl the [)[inc{ing, co[or[ess heat scorc}wcl Iwr Lare
sI(in a (leep crimson. There, at the thresho[cl o( the UItimate Conﬂagration, the Shogun danced

and was not consumed. Tlle spirit og Hesiesh entered into her, granting her en[ig[qtenment.

When the S[’logun returne({, Ere \X/isclom burned within her mind. S[’le spo](e o£ it to the
uPright Legions.

|
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The \/ariatt'on O{Tactics

T[’le SI’logun Said:

In mi[itary con{rontations, an army cannot L)e a sing[e mass exerting t[ﬁe wiH o{ a sing[e
mincl. TI’I{S is the [)ehavior o{ tI’le mo[). Insteac{, tI’le units must L)e]ﬁave inclepenclent[y WI’I{[Q t[ﬁe
[orcl enaues them to cooperate Haw[ess[y.

[n mi[itary con[rontations, an armyﬁs units cannot a[[ possess t[le same power and the same
ta[ents. This is the Le[’lavior o£ the mob. Insteacl, t[’le units must possess (liﬁerent abi[ities whi[e
tI’le [orcl understands how best to app[y them simu[taneous[y‘

In mi[itary con[rontations, anarmy cannot seeI(on[y to match the enem)/s aclvantages {ive {or
{iva TI‘n’s is tI’le way o£eterna[ [onS{nSA InsteacL tI’le army must nzutra[{ze tI’le enemyqs ac{vantages

whi[e tIqe [orcl app[ies aclclitiona[ pressure to ac]n’eve victory.

Con&l’tions deve[op constant[y clurl‘ng wartime, ancl so the [orc{ must [)Q preparecl to a[ter
his tactics immec[iate[y. He must lae [30[(1 so that he can press [or victory a{ter an ac[vantageous
cleve[opment He must be cautious so that he can preserve his so[cliers and equipment in spite
o[ a disaclvantageous cleve[opment He must be patient so that he can discern the cli“erence
[)etween aclvantageous ancl clisac{vantageous cleve[opments. He must L»e wise so t[ﬁat I’le can
c{istinguish l)etween natura[ clzve[opments anc{ {a[se circumstances createc{ [)y t[m enemy as part
o{a stratagem.

[t is important [or a [or(l to lae aue to thinL quicL[y so that he can ac[apt [ﬁs strategy and
tactics to the never—enc[ing ebb and ﬁow o{ wartime inte“igence. It is [‘)etter, however, {or a [orcl
to prepare mu[tip[e strategies and tactics in advance. A [orcl who has preparecl a 300({ strategy
canwin a L»att[e 1{ tlle Weat[ﬁer cloesn’t change. A [orcl W]’IO Iﬁas preparecl [ive gooc{ strategies can
sti“ win 1’( the weat}ler c}lange&

Mi[itary con{rontations are rare[y sett[ec[ lay straight{orwarcl c[ashes o{ [egions ogequa[ size.
Forces c[i“er insize. Forces diﬂer in strengt[’l. Forces c[iﬁer in the qua[ity of their equipment. Forces
cliger in the intensity o{ their training and the uprightness o{ their [or({s. The weather {avors one

{orce over tI’le otI’ler. Terral’n Lavors one {orce over tI’le other, or Lavors none.
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/A\ [orcl unclerstancls [ww [)est to app[y t[le Fl've E[ementa[ /A\clvantages to t}le cligerences
L)etween Iﬁs {orce ancl the enemy L)y means o{ the concll’tions o{ the Eatt[e{ie[cl. He unclerstancls
[u‘s enemyﬁs capal}i[ities as compare(l to Iﬁs own. He Lnows which E[ementa[ /A\clvantages In‘s
enemy possesses and Iww best to exp[oit tllem with his own E[ementa[ Aévantages‘

Aclaptaki[ity on tl'le katt[eﬁe[d is more va[uaue t[’lan strength‘ OrganiZation is more
va[ua[)[e than {erocity. Aclaptabi[ity is not simp[e reactivity. The [orcl whose (orces on[y react
cannot attain victory, [)ut can on[y ensure a sta[emate. Ac{aptalﬁ[ity means tal(ing new action
at opportune times as aclvantageous circumstances arise. /A\claptal)i[ity {orces the enemy to react,
which c{iminishes t[le enemy’s agsgression ancl certainty. An uncertain enemy whose agsgression

is spent [oses the wi[[ to {ight and can be easi[y capture&.

|
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The E’e[clmg o£\x/ingsi7

T[ﬁe SI’loSun sat’cl:

/A\ {ang is the smauest a unit o£ uprig[ﬁt so[cll’ers can l)e anc{ sti“ l}e tactica[[y egective. This
c{oes not cliscount the L)ravery o{ sorcerers or t}le heroism o{ Si{tecl so[cliers morta[ anc{ Exa[tecl,
Eut neit[wr does it count on them or laase strategy on their egorts. /A\n inc[iviclua[ can {ai[. An
in&iviclua[ can be studied and temptecl‘ /A\ strategy p[annecl around an inclivic[ua[ is a roo[
supporte& ky a rotten timber.

T[ﬁe {ang, there{ore, stanc{s in [or t[ﬁe incliviclua[ in mi[itary strategy. TIIQ {ang enjoys t}le
/A\c{vantage o£ Eart[ﬁ. \X/tth proper training anc{ coorc{ination, t}m so[cliers [o“owing tI’le orclers
o{ the {ang’s [orcl without question or I\esitation, the {ang can a[so enjoy the Ac{vantage O{Air,

% Wllen a {ang enjoys the /A\clvantages of/A\ir and Earth, it is said to have the Um'ty o{ Essence
Aclvantage. A fang with the Unity o£ Essence Aclvantage can easi[y c[e[eat a mob o( 25

karkarians on equa[ terrain.

/A\s tlle sca[e o£ a conﬂict increases, [arger ﬁ)rces are clep[oyecl. /A\ [orcl nzecl not, Iﬁowever,
matc[l her opponentﬁs {orces {ive {or {ive to aclu’eve victory. W}len an enemy is [ess weu trainecl
or poor[y eqm‘ppecl or has insugicient wi[[ to ﬁght or Iias [ax cliscip[ine, a [orcl need on[y combine
a minimum number of her small units harmonious[y and I<eep soldiers in reserve to rep[enish
their numbers.

A [warmom'ous com[)ination o{ units is L)m’[t upon t[ﬁe /A\clvantage o£ Earth as a sturcly
gounclation anc{ emp[oyl’ng a su[}orc{inate E[ementa[ /A\clvantage to accomp[l’sh a stratesic Soa[.

Such harmom’ous coml)inatl‘ons are ca[[ecl the Um'ty o{ Heaven /A\Jvantages. The Um'ty o{
Heaven /A\c[vantages are: t[w Unity O{EssenceAcIvantage, combining the /A\clvantages O[Earth
and Air; the Unity O[SOL{[S Aclvantage, comkining t[’le /A\dvantages o(Earth and \X/:ater; t[‘te
Um'ty o[Storms /A\clvantage, com[)ining the Aclvantages o[ Earth and Ere/' the umty o{ Home
/A\c{vantage, com[)ining t[ﬁe /A\clvantages o£ Eartlﬁ ancl \X/oocl; ancl the Um'ty o( /A\clamant
/A\clvantage, mu[tip[ying the Ac{vantage of Eartl’l.

17. The title of this section is somewhat misleading, as it refers to the fielding of military
units of different sizes rather than wings alone. The chapter also describes a powerful battlefield
deployment known as a flight. It is possible that the title was intended to be “The Fielding of
Flights,” as the modern words for wing and flight come from the same Old Realm root, but
there is no scholarly consensus on the matter—especially considering that flights are not the
sole subject of the chapter.
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W}len its so[c{iers are proper[y trainec{, aunitor &)rmation og units that possesses one o{ t[le
Um'ty o{ Heaven /A\clvantages can easi[y achieve victory against a unit o{ the next [arger size L)y
egective[y emp[oying its su[}orclinate E[ementa[ /A\c[vantage.

Wllen armies oppose one another, it is impruclent to commit an entire [egion to oppose
an enemyws [egion‘ It is pre{era[‘)[e to clep[oy a Hig[’lt og souiers arrayecl in the Soaring P[’loem’x
E)rmation. The har& beak ancl c[aws o¥ the phoenix consist o{ three clragons o{ heavy in{antry,
capa[)[e o£ inﬁicting maximum c{amage whi[e sustaining mim’ma[ casua[t{esA The swi[t pinions
o{ t}\e phoenix consist o(one clragon eac[i o( meclium in{antry, sweeping t[ie l)att[e{ie[cl to contro[
the enemy’s access to territory anc{ to cle{encl t[w phoenix {rom counterattacLs grom the Haan‘ The
thras[ﬁng tai[ o£ the phoenix consists o{ a sing[e clragon og archer or cava[ier auxi[iary, scattering
tI’le remnants o{ the enemy and Je{enémg thz pI’loem’x [rom counterattacl( {rom t[’le rear.

T[’le remaining c[ragons remainin reserve, arrangec[ in t[’le Nest o”E,mL)ers De{ensive B)sture.
As rein{orcements are neec{ec{, units o£ so[c{iers clep[oy grom the nest to restore tlle pI’loem'x w}lere

it Wit[iers.

|
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The Neec{ £or Espionage

T[’le SI’logun Said:

Heaven cloes not assure t[ﬁe outcome o{ tlle aﬁairs og Iluman Leings. No Socl can arkitrari[y
grant victory or cause cle(eat. TIIQ {ate a [orc{ reacls in tlle stars is mere[y a possi[)i[it)c Remember,

tIqe Anathema hacl usurpecl the Manclate o{ Hea\/en, l)ut they were s[a{n and t[w Manclate

passec[ {rom them in the Great uPrising.

To ac[’ﬁeve victory in Latt[e, a [orcl must I(now his enemy as weH as himse[[. He must [earn
what the enemy wants, what the enemyws capabi[iti«zs are ancl what the enemy intencls. To Encl
this {n£ormat1'on, tlle [orcl must emp[oy spies.

Eve types o{spies exist ancl can [)e usecl l)y a [orcl. They are: {ouncl spies, corruptspies, convertec{

f spies, houow spies and [oya[ spies.

Founcl spies [ive in the enemyﬁs territory but have insigm'{icant stancling in the community.
They can provi({e in{ormation about terrain, native wi[&[i{e, the Jep[oyment o{enemy {orces and
the sentiment between the masses ancl their government.w

Corrupt spies [ive in tlle enemy,s territory ancl IIO[CI positions o(sigm'{icance in the government,
the army or the c[ergy, They can L)e temptec{ to provicle in{ormation a[oout tIﬁe precli[ections o(
the [oca[ 3oc[5, t}le strategy o{ the enemy and tIle po[icies o{ tIle government grom within enemy
territory.

Converte& spies are enemy spies capturecl within the Rea[m who can be tempte& to provicle
lwe[p{u[ iniormation for their captors or spreacl {a[se in[ormation Ioacl( to t[le enemy.

Ho“ow spies clo not co[[ect in{ormation [)ut insteac{ spreacl {a[se {n[ormat{on to tlle enemy.
They are comp[ete[y expendaue: given either ml’s[eacling instructions or {orsecl clocuments, tIqey

are a[[owecl to {au into enemy hancls‘IQ

18. The category of found spies also includes local scouts who travel with the army,
rather than simple peasants who part with helpful information in exchange for food or money
as the army passes through.

19. Hollow spies are often recruited from the Realm’s civilian criminal population or selected
from those soldiers subject to courts martial. An offender is offered freedom in exchange for
a one-time-only military service. When he accepts, he is given minimal training and released
into enemy territory. In the best case, the offender is captured by the enemy, playing out the
perfect role of hollow spy. In the worst case, the offender simply disappears into enemy territory
to commit his crimes on enemy soil rather than his home soil.
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Loya[ spies are emp[oyzcl Ey the Rea[m [or no ot[mr purpose tI’lan spyins. They venture into

enemy territory, co“ect inte“igence ancl return to the Rea[m to re[ay that inte[[igence,

Gathering in{ormation o{wort}lwhi[e importanceto the army anc{ the Rea[m is accomp[ishec[
through t[‘le Active F[ow o{ Inte[[igence and the Reactive F[ow o{ Inte[[igence‘

T[’le Active How o[ Inteuigence is as £0H0ws: T[’le Rea[m se[ects and trains m&ivi&ua[s to
become [oya[ spies. The [oya[ spy Soes into enemy territory. There, the [oya[ spy emp[oys gouncl
spies to Le[p [wim reﬁne Iu’s searc['l {or worthwl'li[e inte[[igenca Re{ining I’liS searc[’l, tlle [oya[
spy ic{entiﬁes in&iviclua[s to [)ecome corrupt spies. He tempts t[iose incl{viclua[s unt{[ he {incls
worthwhi[e inteuigence. Having gainec{ worthwhi[e inteuigence, the [oya[ spy returns to the
Rea[m to te[[ it.

T[’le Reactive F[ow o{ Inte“isence is as [oHows: T[’le Rea[m discovers and captures one og
the enem)/s [oya[ spies. The Rea[m tempts that spy unti[ that spy Lecomes a convertecl spy. The
convertecl spy returns to t[w enemy w[wi[e ho“ow spies a[so g0 into enemy territory posing as tlle
Rea[m’s [oya[ spies. The convertec{ spy uses In’s I(now[eclge to c{upe gouncl spies anc{ unwitting
corrupt spies. He then eit}ler returns to the Rea[m, posing as a [oya[ spy {or the enemy, or meets
with one o[ the Rea[m’s [oya[ spies at the border to te[[ Iﬁs in[ormation‘

/\ wise [orcl engasges in the /\ctive How o¥ Inteuigence and observes the Reactive F[ow o{
Inte“igence with equa[ cIi[igence. He [earns everytln’ng there is to [earn about the enemy kefore
engasging tllat enemy in laatt[&

|
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ThlHes ol Bcidace

T[’le SI’logun Said:

It is wise [or t[ﬁe upn’ght so[c[ier to uti[ize Essence when it is avai[aue.io What is meant
[)y uti[izing Essence is ta](ing aclvantage o£ tI’le capalai[ities o{ sorcerers ancl tI’le Exa[tec{. /A\ny
capaLi[ity o{a unit tIﬁat clerives {rom asource other than the strensth ancl ingenuity o{ tIqe morta[
so[cliers who compose it s[lou[c[ l)e noted l)y t}\e commander. Every such capa[)i[ity s[\ou[cl not L)e
hoarcIeJ or wastecL but shou[cl be emp[oye(l whenever app[icaue or aclvantageous.

T[ﬁe aclvantageous capaki[ities o¥t[1e Exa[tecl shou[c[ be emp[oye& whenever a unit contains
Exa[tecl so[cliersA TI’le com[)at C[larms o{an Exa[tecl so[clier are worth tl‘le ﬁg[’lting prowess o£ 10
morta[ veterans. The de{ensive Charms o{ an Exa[tecl so[c{ier ena[)[e Iqer to w{thstancl attacI<s

b {ata[ to any morta[ so[clier. The [)att[e{ie[cl C}larms o[an Exa[tecl so[clier can L)estow aclvantages
on an entire unit, a[ter terrain to the acIvantage o£ a unit or a[ter terrain to the cIisacIVantage o[
an opponent. TI’IQ hardiness and piety o{ an Exa[tecl so[dier can inspire [oya[ty and mora[e ina
unit that no morta[ commancler cou[cl.

Exa[tecl so[c{iers sllou[cl L)e positionec{ prominent[y ina unitwllen [)att[e [)egins soastoinspire
one’s own so[cll’ers anc{ cIemora[ize t[w enemy.

Shou[cl an Exa[tecl so[c[ier l)e wounded in Latt[e and unaue to continue {ighting, souiers
o[ Imr unit must clegencl her against the enemy unti[ she can be removed to saiety, though it cost
tI’lem their [ives.

20. Some soldiers perceive a contradiction between the wisdom of “The Use of Essence”
and the wisdom of “The Wielding of Artifacts.” No contradiction exists, though the shade of
meaning that distinguishes one from the other is subtle. The latter chapter counsels against an
over-reliance on artifacts and Essence-powered technology that precludes the natural strength
and ingenuity of one’s soldiers. This chapter, however, counts the supernatural prowess of
the Exalted and the extraordinary capabilities of sorcerers as among the “natural” strength
and ingenuity of a unit.

In both chapters, what is important is to employ the strategy and tactics of the Thousand
Correct Actions in all circumstances. When one utilizes Essence, doing so constitutes an
enhancement of those strategies and tactics. When one wields artifacts, doing so occurs in
addition to those strategies and tactics.
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The aclvantageous capal){[ities o{ sorcerers shou[cl [)e emp[oye& whenever a unit contains
sorcerers. What is meant Ey asorcerer is a so[c[ier in aunit whose natura[ capabi[ities [ar exceed
the capabi[ities o(the other souiers o[equa[ ranI( and trainingin the same unit. A sorcereris a[so a
so[clier in a unit who has specia[iZecI capabi[ities in&epen({ent o{ the other so[cliers in her unit.*"

A sorcerer is integra[ to the unit to which she [)e[ongs, ancl the um’t's tactics shou[cl [ocus on
supporting the sorcerzr’s capa[)i[ities, [out the sorcerer is not the [orc[ o£ tlle unit. The [orcl o[ the
unitcontainingasorcererisone who unc{erstanc{s I‘lOW to uti[{ze the sorcerer’s unique capal)i[l’ties,
In laatt[e, a sorcerer in a unit may emp[oy her unique capa[}i[ities inc{epen(lent[y o{ the actions
o[ the rest o£ her unit as [ong as cIoing so does not contradict tl\e exp[icit orders o[ the unitqs [orcL
and as [ong as her actions are the actions o[ an upn’ght so[clier. A sorcerer whose in&epem{ent
actions are not tI’lOSQ o{ an upright so[clier sha“ Le punisl'lecl [)y t[ﬁe [orcl o£ I‘ter unit a[ter the [)att[e
is over, regarc”ess o{ tlle outcome o{ those actions.

A sorcerer shou[c{ not lae positionec[ prominent[y in a unit w[len l)att[e l)egl’ns un[ess t[lat
sorcerer is a[so an Exa[tecl so[c[ier‘

Shou[c{ a sorcerer be wounded in katt[e and unaue to continue {ighting, souiers o[ her unit
shou[d de{em{ her against the enemy unti[ she can be removed to sa[ety. H the sorcerer is a[so an
E,xa[tecl so[clier, tlle other so[cliers must cle¥encl I’ler to the cleat['l.

W}len an enemy emp[oys an attac](ing sorcerer against a unit o£ t[m same size witllout a
sorcerer, t}le unit shou[cl cease aclvancins or attac](ing ancl cle{enc{ itse[{ as kest asitis aue against
the sorcerer. The attacl«:cl unit shou[(l attempt to avoid t[w sorcerer’s attacI(, redirect it or a[)sork
it with minima[ casua[ties. On[y when tl\e sorcerer ceases attacldng shou[& the unit resume its
advance or attack.

”an enemy sorcererﬁs attacI( is continuous, t[ﬁe attacl(etl unit slﬁou[cl signa[ for assistance {rom
anot[ler unit w}u'[e I(eeping the sorcerer’s attacl( centerec{ upon itse[{. TIIQ assisting unit SI’IOU[({
attacl( the enemy sorcerer’s unit L)e{ore t[le sorcerer can recll’rect her attac]a

” no units are avai[aue to assist a unit l)e[eaguerecl Ey t[w continuous attacI( o( a sorcerer,
the [‘)e[eaguerecl unit shou[c[ clisengage or seeI< a strategic aclvantage‘

When a unit emp[oys a sorcerer against an enemy unit o{ the same size without a sorcerer,
the sorcererts unit SI’IOU[CI attempt to capture t[le enemy unit.

W}len aunit attac](s a numerica“y 1’n¥erior enemy that emp[oys a sorcerer, t}le unit shou[cl

attempt to capture tlle enemy s sorcerer.

21. The eldest manuscripts of the Thousand Correct Actions use a Shogunate-Era dialectic
term in this chapter that is difficult to translate precisely. The term derives from an archaic root
that can be understood to mean “single,” “capable,” “lonely,” “special,” “uncanny,” “occult,”
“lost,” “hidden,” “obscured” and/or “deranged,” depending on context and vocal inflection.
Later editions of the text have translated the term alternately as “specialist” or “sorcerer.” The

» w »w » w

most modern consensus among classicists is to use the term “sorcerer,” though editions using
“specialist” are extant and in use by the senior officer cadre of certain legions.

Veteran strategists and military historians apply the term to soldiers highly skilled at
ranged combat, to soldiers with special training in the use of unique martial artifacts and to
literal sorcerers of the Emerald Circle. Noncombatants who deploy onto the battlefield with
fighting soldiers—such as tactical engineers, arcane savants, astrological advisors or divine
neutral observers—should be treated as sorcerers as well, depending on the reason they have
been deployed with the soldiery.

|
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W}len a unit Laces a numerl’cauy superior enemy tllat a[so emp[oys a sorcerer, t}lat unit
shou[c{ signa[ [or rel’n{orcements unt{[ tl\e size o{ its {orces match t[lose o{ the enemy. H insuﬁicient
reingorcements are avai[aue, the unit shou[(l c[isengage or seeL a stratesic ac[vantage‘

Wllen a unit containing a sorcerer attacl<s an enemy with a sorcerer, the unitqs [orcI shou[cl
not a[[ow the unit’s sorcerer to con{ront the enemyws sorcerer ({irect[y unti[ the Latt[e’s encL [est the

1 ? 1
sorcerer s capaki[ities neutra[ize one anotlwer. Shou[cl an attac](ing unit s sorcerer s capaLi[itizs L)e
)
neutra[izzcl [)y t}w capahi[itizs o¥an enemy sorcerer, t[m attacl(ing unit ssorcerer SI’lou[cI clisengage
so as to avo{c{ t}le possi[)l’[ity o{ capture or c{eath F”w sorcerer shou[cl c{ep[oy e[sewhere on t}le
Eatt[e&e[c[ w[wre Iﬁs capa[}i[ities wiu not [3@ neutra[izul.

Wllen aunitcontainingasorcereris attacl«& By an enemy’s sorcerer, the unitqs commander
shou[& use the capaki[ities o{ the unit’s sorcerer to neutra[iZe those o{ the enemy sorcerer. Once
t}le enemy sorcerer’s capa[)i[itl’es are neutra[izecl, t[ﬁe unit slﬁou[cl attempt to capture tlﬁe enemy

sorcerer.
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The \X/ie[clin;d Arti£<;ct522

T[’le SI’logun Said:

T[ﬁe power o[ tlﬁe uprig[ﬁt so[clier Joes not [ie in t[ﬁe weapons he Wie[cls. T[ﬁe power o[ the
uprig[lt so[c{ier cloes not [ie in tI’le armor Ile wears. T[le power o{ tlle upright so[clier cloes not [ie
in the conveyance that transports Iqim, T[qe power o{ t[1e upright so[clier cloes not [ie witlu’n t[ie
¥ wa[[s he inhabits‘

The power o{ the upright so[clier courses in the strength og Iﬁs arms. T[‘le power of the upright
so[dier abides in the l'larcliness o£ ['us constitution. The power o{ the upright so[clier clwe“s in t[’le
sharpness o”u’s mincl. The power o{ the upright so[clier is visiue in 111'5 Jevotion to In’s suhorclinates.
T]’IQ power o£ tlle uprig[ﬁt so[clier is visiue in I’u’s clecll’cation to Iu’s superiors.

The power o{ the upr{ght so[dl’er comes {rom I’liS training ancl is witIq }u'm au t]w Jays o{ [11’5

mi[itary service.

| Essence—c[ﬁanne[ing arti{act devices are the purview o£ the Exa[te& and shou[cl not be
y handled L)y mortal soldiers.
A Shou[c{ an examination o£ tl\e Lwatt[e{ie[cl revea[ the existence o{ [ost or cliscarclecl arti{act
- ’ c{evices, under no circumstances shou[cl tIﬁe upright so[clier c[aim them care[ess[y‘ Uncler no
circumstances s[lou[c[ the upright souier attempt to use tllem immec[iate[y. The uprigllt so[clier
must Lm’ng t[‘le existence o[ £ouncl arti{act devices to the attention o{ the [or& o{ his wing via the
proper cI’lain o( command. The [or& o( the wing must then clispatch a qua[i[ie& investigation
- c[etai[ to survey the scene.
/A\n investigation cletai[slla[[ {nc[ucle no [ess t[wm oneseniorsorcerer—engineer anc{ one (ang’s
wortIq o{techm’cian savants. che arti{act clevice is [ocatecl in uncertain territory, a c{etachment o{
so[cliers shou[cl accompany and protect the investigation cletai[, The c[etachment shou[cl inc[ucle
no gewer than one [ang o¥ so[cliers and no more than one ta[on o[ so[cliers cIepenJing upon the
size and potency o{ the arti[act versus t[’le potentia[ clanger presented By t[’le terrain and threat
posecl Ly enemy forces.

22. The teachings regarding artifacts have also been applied successfully to modern-day
use of firedust and alchemical products of thaumaturgy.

|
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E)uncl arti{acts shou[c{ [)e examinec{ in cletai[ ancl cata[oguec{ immec[iate[y. Uncler no
circumstancesshou[cl{ounclarti[actso{uncertainprovenance[)erepaireclinthe{ieul)yclep[oyec{{orces,
UnJer no circumstances s[wuu {ouml arti{acts o{ uncertain provenance lae tested in the ﬁe[cl [3)/
clep[oyec[ {orces. Poun& arti(acts oguncertam provenance must be transported to the nearest Rea[m—
contro“ecl research—ancl—cleve[opment insta[[ation when the circumstances o£ the katt[e[ie[&
permit. A cletachment o{ no [ess tI’lan one {ang ancl no more tlﬁan one ta[on o[ so[cliers must
oversee anc{ ensure cle[ivery.

E)uncl arti{acts o{certain provenance may lae enterecl into the [egl’orfs supp[y stores to rep[ace

c[amagecl, Jestroyecl or sto[en equipment o{ the same type.

artial artitacts shou ¢ used to augment the power ol a properly trained unit, never to
Martial artifacts should be used to augment the p fa properly trained
supp[ement the weakness o{ a [ax unit.
artial artitacts must never be used to replace a properly trainea unit.
Martial artif, be used to replace a properly trained
Martl’a[ artiLacts may [)e usec{ to rep[ace units o£ tlle army’s auxi[iary, [)ut t[ﬁe auxi[iary must

never [)e consiclerecl t[ie core o{ any martia[ strategy.
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Book FOUR:
_f Woob Wispom

In Iﬁis time, the Shogun was many sou[s in succession witI'l many names ancl gaces. Turning
ever [rom Sout[i to NOI‘t]’I, turningever {rom \X/est to East, turningever £rom t[ie Center outwarcl,
the Shogun emkracecl every e[ement ancl macle its power [11’5 own. Thus ({1({ the Shogun inherit
the Man&ate o{ Heaven‘ T[ws did t[w Shogun su[)jugate the Ten Thousancl Daimyos. Thus did
the Shogun [eacl the Upright Legions to pacigl Creation in its time o£ turmoi[‘

In one ear[y turning, the Shogun trave[e& into the verdant [us[’mess o{ the E,ast atthe pinnac[e
o{ tlﬁe season o[ \X/oocl to meclitate upon tlle e[ementa[ po[e ancl gSain en[ightenment He ignorecl
the {ury O[Ma[{eas, encll’ng its attempt to poison }u's righteous Ileart. /A\s Ile nearecl t[ie E[ementa[

R)[e o{ \X/ooc{, the [eaves ancl unclergrowth stainec{ Iﬁs sl(in a hea[thy green. There, at the L)o[e
o{ the Tree Whose Shaclow is Night, t[w Shogun ate the £ruit o{ that tree and was not poisonecl.
T[’le spirit o£Sextes Jy[is entered into Iu'm, granting [n’m en[ightenment.

When the Shogun returnecL \X/ood \X/isclom [ive({ within his mind. He spoI(e o[ it to the
Invinci[)[e Legions.

|
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Stratagems o[AttacL%

’”12 Shogun saicl:

\x/hat ismeant Ly “attacI(“ isto ta](e action to achieve an oLjective. The most pre{era[)[e type
o{ attacl< is to maLe t[\e enemy una[y[e or unwi[[ing to ﬁght. The [east pre{eraue type o{ attacL is

)
to raise weapons against the enemy s so[cliers.

W}len attac](ing, do not aim WI’IQI‘@ tI’le enemy is strons. Do not attac]( in a way t[ﬁat t[ﬁe
enemy can przclict. Attacl( t[m enemy WI‘[QI‘Q Le is weaI(. Attacl( in a way SI‘[Q cannot precl{ct.
\/ictory is attainaue on[y [)y cle{yl‘ng expectation ancl cloing t]ﬂe unexpectecl.

Create {a[se expectations through {eints. ’”wn, w}\en you attack, c{e{y t}\e {a[se expectations

o you have created. >/our attacl< cannot but L)e unexpectecl, [eaving your enemy weaL against it.

T[’lis is ca“e& the Gossamer Stratagem.

Attacl( open[y ancl c{irect[y whi[e a[so attacl(ing inclirect[y ancl witI'l Sreat suLt[ety. T[ﬁis is
called the Fire and Snal(e Stratagem.

\X/ait {or chaos to overtake and disorder the enemy L)e[ore attaclq‘ng. This is ca[[ecl the
DrunLen Brothers Stratagem.

Mal(e {riencls witI'l a hesitant enemy tI’lI‘OUSI‘[ irresistiue overtures. W}len she re[axes IIQI‘
cle(znses, attacl( IICI‘ unexpzctecﬂy. This is ca[[ecl the Love[y Ra](sha Stratagem.

W]ﬂen carrying out attacl(s, remain Hexiue enough to seize suc{clen anc{ unexpectecl
opportunities, even ones unre[atecl to your okjectives. Tlu's is ca[[ecl t}le Money in the Street
Stratagem‘

23. The number of stratagems included in the Wood Wisdom chapters of the unabridged
Thousand Correct Actions far exceeds the number included in the abridged version. They vary
from general advice to minutely specific tips. While each entry is significant, the ones included
here are considered the most basic and fundamental. They are also considered the most widely
applicable to conflicts having nothing to do with war.
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Hyou are unsure o( what an enemy intencls to clo, pretencl to attac]( ancl see Low she reacts.
H you can divine Iler state o{ mind £rom her reaction, you I<now what she expects, what she is
[iI(e[y todo and how capaue she is. Once you Lnow these things, use this I<now[ec[3e to p[an an
unexpectecl attack. Tlu's is ca[[e({ the Unsignecl Letter Stratagem.%

” t[’le enemy is WeH cle[enc[ecl ina p[ace o{ power, [ure her out witI’l tl’\e prospect o¥5ain Le{ore

you try to attacl( [wer.gs T[lis is ca[[ec{ tlle Jac{e Across tI’le Moat Stratagem.

Never attacI( an enemy is SL/IC[I a way tI’lat slqe L)e[ieves slle has no Ilope o{ escape. Han enemy
perceives no means o{ escape, she wi[[ {ight Wl't[l her w[lo[e heart, wi[[ing to cll’e {or the saLe o{
Iwr pric[e‘ H she be[ieves she can yet escape, Iwwever, she wiH not [ight with her w[w[e heart Eut
consider her options. Surrencler is an acceptaHe gorm o{ escape. This is caHecI the Open Gate
Stratagem‘

When an enem 7s [orces are L)ouncl on[ L) the charisma oi’a ower¥u[ [eacler or {ear o{ an
Y Y oY p
uncleniaue tyrant, (ocus your attacl( on tI’le [eacler. When tlle [eacler is gone, tlle enemy &)rces

wiu cll’sperse, This is ca“ec{ the Eather ancl CIn[c{ Stratagem,

24. The name of this stratagem comes from a Shogunate-Era folktale. In it, a clever daimyo
tests his ministers” and advisors’ loyalty by secretly sending them unsigned letters proposing an
alliance in a conspiracy against the daimyo. Those who are loyal report receiving the letters the
next morning. Those who are not, the daimyo has taken into custody and executed.

25. An alternative version of this stratagem is expressed in the military aphorism, “Burn
the temple to entice the pious general.”

|



i
Stratagems O{Grouncl

T[’le SI’logun Said:

When the army moves, it must be mincﬂu[ o{ its terrain an& the [or& must unclerstancl how
[)est to exp[oit wllat tlle terrain ogers. He must hrst iclentig/ it [)y its genera[ type ancl tl‘len p[an
111'5 actions accorc{ingly.

The genera[ types o[ terrain are: clispersive, [ight, contentious, traversaue, £oca[, Leavy,
entrapping, encirc[e(l and {ata[‘

Dispersive terrain is terrain on which t[’le enemy is {igl'lting on its own [an&. It is best not to
engase t[ﬁe enemy on clispersive terrain L)ut to [ure t[ﬁe enemy away.

Light terrain is terrain on W[ﬁich an army stancls Within enemy [anc{s Iout on[y slla“ow[y
witln’n t]w enemyﬁs [)or&ers. It is [)est not to stop the army on [ight terrain l)ut to move qu(cuy.

b Contentious terrain is terrain on w[n‘ch whoever occupies it enjoys its natura[ aclvantage&
It is best to seize contentious terrain quicuy. It is best not to attacl( on contentious terrain but to
kui[d and {ortigy one’s Je(enses.

Traversaue terrain is terrain on which the army ancl the enemy cancome an& 30. It is L)est not
to [)ecome iso[atecl on traversa[)[e terrain, [est tI’le enemy erwe[op ancl capture the iso[atec{ {orces.

E)ca[ terrain is terrain surrounclecl on three si&es l)y potentia[ aHies o{ el’t[wr t]w army or t]ﬂe
enemy, and where whoever seizes the terrain {irst wi[[ gain the support o£ a[[ potentia[ auies. [t
is best to seize foca[ terrain quicI([y‘ It is best not to consider the enemy but to {orm a[[iances with
and unite those surrouncling the foca[ terrain.

Heavy terrain is terrain on which anarmy stancls cleep Within enemy [ancls, we“ Within t[ﬁe
enemy’s [)orclers. [t is L)est not to use up one,s supp[ies in Iqeavy terrain [)ut to p[uncler t]ﬁe towns
ancl ara[)[e [ancls {or provisions.

Entrapping terrain is terrain where t}\e roads are Jigicu[t to negotiate due to the existence o{
mountains, £orests, ravines, (le[i[es, wet[ancls, marshes, sha&ow[ancls or Wy[cl pockets. It is hest
not to wait but to move throug[ﬁ entrapping terrain steacli[y with cautious l'laste.

Encirc[ecl terrain is terrain Wit[’l a narrow entrance ancl no easy return pat[ﬁ. In such terrain,
a sma“ enemy can clevastate a [arger gorce. [t is Lest not to panic or re[y on num[oers in encirc[ec{
terrain [)ut to emp[oy c[ever strategy.

Fata[ terrain is terrain on which a force that {ights wit[l greatcourasge and determination wiu
survive but a {orce that does not {ight with great courage or determination wi[[ not survive. It is

best not to retreat or l'lesitate on {ata[ terrain but to engage t[’le enemy with matc[ﬁ[ess intensity.
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Wln'[e avoic[ing terrain t[lat is clisaclvantageous to Iﬁs {orces, t[le wise [orcl wi[[ maneuver In’s
enemy onto terrain that is clisa(lvantageous toitor {orce t[\e enemy to gight with Jisac[vantageous
terrain at its L)aclc Tlu's is caHecI t[’w Burm’ng Briclge Stratagem.

/\ [or& must not sett[e gor terrain that is Jisa&vantageous to Iﬁs gorces, aclvantageous to t[’le
enemy or neutra[ towarc[ both sic[es. He must ﬁght on terrain that s a({vantageous to his gorces anc[
clisaclvantageous to t[ﬁe enemy. Hsuc[ﬁ terrainis not avai[al)[e, tlle [orcl mustengineer earthworl(s to
create aclvantage to himse“ancl clisaclvantage towarcl tlle enemy. Proper[y engineerecl earthworl(sg‘S
slow an enemy,s aclvance, restrict an enemy to on[y expectec{ avenues o(approach, force an enemy
to taI(e an expectecl cIriH {ormation or otllerwise {orce the enemy to con[orm to se[ectecl methocls

£or w[’ﬁch the [orcl can easi[y prepare.

26. The unabridged Thousand Correct Actions expands on the construction and
specifications of certain types of basic earthworks, such as moats, berms, trenches and stake
traps. The legions” auxiliary engineers also produce manuals that expand even further on

g = such earthworks, as well as more specialized types of battlefield traps and obstacles suited to
Creation’s different climates.
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Stratagems O[S uperiority
The Shogun sad:

T[ﬁe one Who issuperiorin Latt[e is t[ﬁe one WI’lO I(nows [wer £orce51 ancl IIQI‘ enemy’s capa[)i[ities,
[wut cloes not [et t}w enemy I<now Iﬁer gorce; capah{[ities. The one w}\o is superior in Latt[e is t}le
one whose strategy cannot L)e 3uessecl though s]w preclicts the enemy’s strategy with ease. T]w
one who is superior in L)att[e is the one who comes and goes as she p[eases though t[w enemy’s
movements are {orcecl or constrained. The one wl'lo is superior in batt[e is the one who attacl<s
wI’lere t[’le enemy cannot cle{ené. Tl'le one WIlO is superior in laatt[e is the one who is I’leavi[y
c{e{enclecl W[lere tlle enemy cannot attacI(. Tlle one W[ﬁo is superior in katt[e is tlle one Wlwo is
orclerecl w}u'[e the enemy is clisorclerecl. The one WIIO is superiorin [)att[e is the one Who is um’gl'ecl
whi[e the enemy is c[ivic{ecl. ’”w one who is superior in katt[e is the one w]w is Hexik[e whi[e the

o enemy is rigic[ and Lritt[e.

When a [orcl has superiority in katt[e, she mustwatc['l the enemy c[ose[y and reactappropriate[y
to the enemyws behavior. She must be cle[erentia[ to a strong enemy in order to mal<e the enemy
lwasty ancl arrogant. S[ﬁe must stancl hacl( ancl wait When tI’le enemy is We“ restecl ancl We“ [e(l. Slwe
must show unﬂappaue patience wllen tI’le enemy is insu[ting She must sootI'le a wi[cl enemy who
[eac{s with a heart o{ {{re, She must lje tIqe paragon o{ righteousness when tIqe enemy is reLeHious,

She must maLe overtures when the enemy is upright L)ut the enemy’s ru[er is wicLecI‘

An army with superiority in L)att[e shou[cl ouuscate a surprise attacL lay appearing to ke
engagecl in norma[ activity, rather than attempting to avoid notice a[together‘ /A\Hecting a
semuance o[ mundane activities [uHs an enemy og its guarcL which makes it an easy target {or
an unexpectecl attacl(. TI’liS is cauec{ t[\e Nearsightecl Sentine[ Stratagem.
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An army Wl't]’l superiority in [)att[e can reserve its strengt[l l)y convincing an a[[y to attacI(

an enemy. Tlu's is cauec[ t[w Borrowec[ Swor& Stratagem.

An army with superiority in L)att[e shouu choose the time and [ocation o{ a batt[e and £orce
the enemy to attend. When the army chooses the time and [ocation o{ a I:)att[e, it can arrive at
the Eatt[e[ie[cl [irst ancl sett[e in L)ehinc[ [orh‘{ications Le{ore the enemy Ilas reached the clestination.
lee superior [orce Iias time to c{eﬁne its strategy anc{ c{ep[oy its restecl So[cliers/‘ the in{erior enemy
must hasten to the [)att[e{ie[c{ ancl has no time to proper[y c{ep[oy its exhaustecl so[clt’ers. This is
ca[[ec[ the Strangerﬁs House Stratagem.

/\n army Wl't[’l superiority in hatt[e sI’louH not attack i[ the enemy is hea[t[’ly and um’gizcl.
Insteacl, the army shou[cl wait unti[ {amine or cIisease in£ects the enemy, throwing the citizenry
into cllaos. It s[ﬁou[c{ wait unti[ tI’le enemy’s peop[e are at tI’le point o{ rebe[[ion, c{{stracting tI’le
enemy grom within. ” these conclitions clo not exist, t[ie army must cause them to exist. W}\en
these conc[itions clo exist, the army must then attacL the enemy. This is cauecl the Rats in the Riot

Stratagem.27

27. This name refers to the classical aphorism, “When you riot in the street, rats eat your
grain.” 1t is this very stratagem that the Fair Folk employed to begin the Balorian Crusade that
ended the Shogunate Era.
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Stratagems oHn{eriort’ty
The Shosun said:

[t is inescapaue that a [orc{ wi“ (inc{ Iu’s army in clespzrate situations. H }le is [)[essecl ancl
exceec{ingly wise, these times wi[[ [)e {ew, [)ut they cannot Le avoiclecl a[together, Not every
ca[amity can L)e p[annecl {or‘ Not every so[c[ier can he counted on. Not every enemy can L)e
outwitted. Not every goé can be propitiate&. Not every cIestiny is 3[01‘1’0115‘

When an army is in a ({esperate situation, its position is said to be in[erior to that o{ the
enemy. This sense o£ in{eriority is not the opposite o[ Latt[egie[cl superiority. TI’le enemy t}lat iaces
an opponent with Latt[e[{e[c{ superiority is cloomecl to cldeat. The enemy has no Lope o[winm’ng.
When anarmy isinan in{erior position, itsenemy is saic{ to [)e greater or ascenc{ing‘ The army in
the in£er1’or position sti“ Ilas options. Those options are surrencler, ﬂight, suicide and strategy.

T[’le wise [orcl chooses strategy or Hig[’lt ina stperate situation. The uncertain [orcl a[ways

c[’looses Hig[’lt. TI’le weary [or({ cI’looses surrender‘ The trappecl [or({ cI’looses suicicle. The {oo[isl'l

[orcl Ilas suicicle thrust upon Ilim.
p
An army in an in{erior osition can mal(e u {or its [acI< o{ stren th L) trl‘c](in a t}n'rcl
Y p P sth by 8
party into attacLing tlle greater enemy. T[ﬁs is ca[[ecl the Sto[en Sworcl Stratagem‘ The army in
the ingerior position can a[so emp[oy the Borrowed Sworc[ Stratagem against a greater enemy i[

doing so wi“ not entice its a”y to opportunistica[[y join {orces with the greater enemy.

An army in an in{erior position can sen& an enchanting Sigt into tqu greater enemy’s camp
to upset t[le enzmy,s cohesion. T[le enzmy,s [orc{ Wi[[ {orgo [wis responsi[yi[ities to ac{mire tI’le Si{t.
That [orc{’s riva[s wi[[ scheme amons ancl againstone another to taI(e tIqe Si{t (or themse[ves‘ The

or ’s avorites, whom the lord ignores to admire the gitt, will scheme to get rid ot the gitt an
lord’s | hom the lord ig dmire the gift, will sch get rid of the gilt and
reacquire t[‘le [ord's admiration. In short time, the enemy’s camp wi[[ become a circ[e o{ claggers

pointing inward. This is ca“ecl t[’le Amkitious Neomah Stratagem.28

28. For the purposes of this stratagem, any “gift” will do as long as it is well-chosen
to suit the tastes of the enemy. Most instances of its being used in military histories involve
beautiful young men and women, and occasionally the eponymous infernal courtesans. Other
examples of gifts successfully used include rare treasures—real and gossamer—peaches of
immortality, First Age relics, impressive Wyld prodigies and, in one fragmentary account, a
bright red duck.
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An army in an in[erl’or position can aﬁect a seeming o{ ca[m cluring a Jesperate situation
to con{use the greater enemy. The [orcl commands I‘liS so[(liers to ho[c[ t[wir positions and L&e at
ease Jespite keing surrounded by numerica“y greater enemies. The [orc{ posts no archers atop
his gorti[ications and [eaves the gates open in ({e{iance o[ the siege that seems soon to Legin‘
” tI’le enemy [acl(s thoroug[ﬁ inte[[igence o£ tI’le army’s capabi[ities, or [was [)een mis[ed WitI‘l
lf’alse inte[[t’gence through tlle use o( Iw“ow spies, tlle army’s unusua[ Le[lavior wi“ Iu’nt at an
unexpectecl aclvantage, T[n’s misapprehension wi[[ cause t[le enemy to hesitate. Tlu's is caHecl tlle

51H< Daiuave Stratagem.

An army in an in{erior position can £eigr1 or cIisp[ay some prior injury to the greater enemy.
T[’le [orcl causes the in[erior army to seem wea[<, thus convincing the greater enemy to commit
{ewer {orces than is necessary to sul)clue it. A[ternative[y, the [orcl ingratiates Iu’s army with the
greater enemy L)y uaming t[le injury on a t[’lircl party WI’lO is a mutua[ tI’lreat. TI’liS is ca“ecl tlle
Limping Banclit Stratagem.

An army in an in{erior position su[{ers no shame in retreat i£ victory L)y stratagem is

impossiUe‘

|
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Stratagems in Uncertamty
T[’le SI’logun saicl:

In [)att[e, tI’le conclitions o{su eriorit anc{ in{eriorit are not a[wa S c[ear. Inte“i ence on tlle
P 4 % Y 8
1 1
enemy s capakt’[ities anc{ mi[itary cll’sposition isnot a[ways reacli[y ava{[a[)[e. T[w enemy sspiesare
not a[ways iclenti{iec{ or caught, A [orcl c{oes not a[ways Lnow a[)out the enemy or Lnow what the

enemy I<nows about her army. Such situations are Lnown as uncertain Batt[eﬂ‘e[cl conditions.

\79 Len t[‘le enem cIe [o s an unfami[iar iece o¥ equipment, mal<es an aHiance with a
Y (SERR) p quip

hereto{ore—unknown a“y or Jisp[ays some other unexpected aclvantage, t[’le army shouu attempt

A to neutra[ize tllat aclvantage Le{ore t[ﬁe [)att[e begins. The un{ami[iar equipment shou[cl L)e sto[en

or sabotagecL The a[[iance shou[cl [)e c{isruptecL TI’le means o{ the aclvantage shou[c{ L)e taI(en {rom
tIqe enemy anc{ used, 1'{ itcan l)e, l)y tIqe army. This is ca[[ec{ t]’le Damming t[qe RiverStratagem‘

che conclition oguncertainty causes the enemy to hesitate ancl [ose cohesion, t}le army shou[cl
pro[ong the enemyﬁs uncertainty L)y per£orm1’n3 unusua[ actions. The enemy wi[[ [ocus its attention
on t[’le unusua[ activity, w[’ﬁc[’l can [eave itvu[neraue toasurprise attack The enemy’s reaction wiH
revea[ much about its capahi[ities and clisposition, as weu, which a“eviates the armyys uncertainty

WI’li[e cleepem’ng the enem/s. TI’lis is ca“ec{ t[ﬁe Perceptive Maclman Stratagem.

” uncertainty cannot [)e a[[eviatecl, the [orc{ can Wit[wclraw Iler so[cll’ers in secret L)ut [ea\/e
[)e]ﬁincl a {a[se impression o{ their presence. Tlu's {agac{e temporarl’[y I‘IO[CIS the enemy’s attention
w[u‘[e the army eit[\er retreats {rom the katt[e{ie[cl orrepositions itse[{on the Eatt[e{ie[cl unexpectec”y‘
T[n’s is ca“e& the Legion o[ Scarecrows Stratagem.”

29. Lords who employ this stratagem often litter the abandoned position with hidden
traps as well, allowing the enemy to injure itself for no measurable gain.
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When aregion is ri{e Witl‘l uncertain clip[omatl’c re[ations}lips, the wise [orcl incluces a t}n'rcl
party to unite gorces against a I(nown enemy. The [orc{ shares in the ﬁghting [mt auows the t[u‘rcl
party to suﬂer greater casua[ties. T[’len, when t[’w I(nown enemy is souncHy clegeatecl, the army
turns against the weakened third party and conquers it. T[’lis is ca[[ecl the Inheriting a Sworcl
Stratagem.so

When a [orcl cannot teH i{an enemy isusinga c{eceptive stratagem o{superiority or in{eriority,

slnz may emp[oy one o£ tllese stratagems.

30. This stratagem is fundamentally different from the Stolen Sword Stratagem and the
Borrowed Sword Stratagem in that the army employing the Inheriting a Sword Stratagem
engages in the fighting alongside the third party, whereas the other two stratagems leave all
i the dirty work up to the third party. The other two stratagems also leave open the possibility

for future cooperation with the third party, whereas this one does not.

|
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Book FIVE:
EARTH WisDOM

In Iler time, tI’le S[logun was many sou[s in succession Wit}‘l many names ancl [aces. Turning
ever [rom Sout[i to NOI‘t]’I, turningever {rom \X/est to East, turningever {rom t[ie Center outwarcl,
the Shogun emkraced every e[ement ancl mac{e its power her own. Thus chl the Shogun inherit
the Man&ate o{ Heaven‘ T[ws did t[w Shogun su[)jugate the Ten Thousancl Daimyos. Thus did
the Shogun [eacl the Upright Legions to pacigl Creation in its time o£ turmoi[‘

In one ear[y turning, the Shogun c[imkecl to the utmost peal< o{ the Ompha[os O[Creation at
tI’le pinnac[e o[ t[le season o[ E,art}l to mec{{tate upon t[le e[ementa[ po[e ancl gain en[ightenment.
She withstoocl the temptations o{ the Ekon Dragon mounting to crush }wr wit[wut a {air Latt[&
When she reachecl t}le peaI< o{ t}w E[ementa[ I%[e o{ Earth, Iler sl<in Larc{enecl anc{ ljecame
as one with t[w white marUe o£ the mountain. There, with t[w Ompha[osﬁs coruscating pu[se
o[ Essence ﬁowing through her and ga[[ing upwarcl into the eterna[ aurora that crowns t[’m
mountaintop, the Shogun I(ne[t and was unmoved. T[’le spirit o[ Easiap entered into ['mr, granting
[wer en[ightenment.

W}len t[lz Shogun returnecl, Eart}\ \X/isclom a[)iclecl within her mincL 5112 spol(e o[ it to

the [nvincil)[e Legions,“

Christopher Brown (order #1794687)
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31. Unlike the other chapters of the Thousand Correct Actions, the chapters that comprise
the Book of Earth Wisdom are sparse and short. They offer a handful of guidelines on successful
military trends in each direction, general strategic advantages at play in each direction and
some notes on soldier specialists to deploy in the directions” extreme climates.

Since the original writing and collection of the Thousand Correct Actions, many supplemental
texts have been written pertaining to special tactics and training for soldiers deployed to the
disparate corners of Creation. The modern legions of the Scarlet Empire circulate a set of four
texts called the Rigorous Manuals of Specialized Training, which address concerns of supply,
transportation and training inthe Threshold. These manuals represent the pinnacle of specialized
tactical knowledge, drawing on such historical texts as The Empyrean’s ldeal Arrangement of
Forces (a Northern classic), A Traveler’s Observations of Strength and Weakness (whose only
extant copies were discovered in the ruins of Rathess), Alight on Golden Plains (an epic poem
set in the South during the Great Uprising) and The Admiral’s Accounting (thought to be the
premier collection of strategic wisdom pertaining to naval warfare).

|



TLeTerrain OH:iI;Je

T[’le SI’logun Said:

When marching to make war in the South, remember at the outset to give notice to Mars
ancl to /A\[w[at. Give AMat no ogense His purviews are ra{c{ing ancl catt[e. Remem[oer a[so
[ngenious Hame, whose purview fis {ireclust weaponry. Re[y, ]wwever, so[e[y on your training

and your &How so[c[ier and you sha[[ attain victory.

T[’le most common types of engagements in the South inc[ucle sieges, raicls ancl mountain
yP 8as 8
Wargare. Estauis[wecl clesert popu[ations, I’laving [ouncl Sustaina[)[e water ancl araue soi[, L)ui[al
Iﬁi ]1 wa[[s anc{ cle[encl tI’lem against a“ outsic{er& Nomaclic clesert cu[tures attacl( uicl([ , mal(e
S S quickly
og witIq whatever necessary supp[izs tIﬁey cancarry, anc{ dl’sappear into the vastness o{ the clesert,
f Mountain popu[ations secure the heightﬁ and watch the most convenient passes, requiring {ar

{ewer numbers to cle[encl [ixecl positions than are needed to successﬂluy attacl< it.

echierspecial advantages ot the terrain in the Jouthern deserts are visibility and openness.
The chiefspecial advantages of th he Southern d bility and op

e crucial quality an army must possess in the deserts is mobility, as the terrain provides little
Th [ quality y must p he d bility, as th provides littl
cover ancl great clistances separate necessary resources. T[ﬁe primary o[)jech’ve o{an army operating
in the clzserts is to [ocate ancl secure a reac{y supp[y o( ﬁ*esh water.

The c[u‘e{ specia[ a&vantages o{ terrain in the Southern mountains are [iml‘tecl moLi[l‘ty ancl
increased clanger, laoth [avoring c[egenclers in [ixec[ positions over invaders. The crucia[ qua[ity an
army must possess is numbers when invading the mountainsand thoroug[’l Lnow[ec[ge o{t[ﬁe terrain
when cleknclmg the mountains. The primary ol)jective o{an army operating in the mountains is
to secure t}le [weigl'lts ancl the convenient passes.

Specia[ personne[ recommenclecl {or operationsin theSouth inc[ucle {ast—attacI([ightin{antry,

{ast—attack [ight cava[ry, projecti[e sorcerers {irewancl SI\OCI( troops and mountaineers.

32. This phrase is generally assumed to refer to snipers, who can take advantage of an
open desert’s general lack of cover to wreak havoc on an exposed unit and disappear into
the vastness.
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TLeTerrain o£\>Vatér

T[’le Shogun Said:
When preparing to make war in the \X/est, remember at the outset to give notice to Mars

ancl to St’al(a[. Give Sial(a[ no oﬁens& Her purviews are uoocl ancl s[aughten Re[y, [wwever,

so[e[y on your training ancl your [e“ow so[c{ier anc{ you sIﬁaH attain victory.

The most common types o{ engagement in the \X/est inc[uc{e ship—to—ship comkat, nava[

bombardment and wet[anc[s ingantry sLirmishes. Slﬁp—to—ship coml)at inc[ucles ramming,

/ [‘)oarc[ing and arti“ery karrages‘ Nava[ bombardment reiers to s[u’ps attac[dng an unc[e[enclec{

' or [}[ocl(aclecl portor harbor with shipkoarcl arti[[ery. \X/et[ancls in{antry skirmishes are carried
out [)y so[cliers c{ep[oyecl L»y SI’Iip to engage [anc{—Lasecl £orces.

The clﬁe{ specia[ aclvantages o{ the terrain in the \X/est are openness anc{ mutua[ c{anger
in t[w open water. The crucia[ qua[ities an army must possess in the \X/est are eHiciency and
resource{u[ness, as it must re[y on on[y those supp[ies it has in its cargo unti[ it can secure a stal:)[e

kase on [ancl. TI’le primary oLjective of an army operating in the \X/est is to [ocate ancl secure a

ey

sta[)[e [)ase o£ operations on cleknsiue [ancl.

Specia[ personne[ recommen&ecl {or operationsin t}\e \X/est inc[uc[e sai[ors, nautica[ arti[[erl’sts

anc[ marines.

|
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TLeTerrain o£/\1’r-‘

T[’le SI’logun Said:

Wllen marching to maI(e warin the North, rememker at tqu outset to give notice to Mars,
to Nasamara ancl to \/ol'larun. G{ve neitherNasamara nor \/o}mrun any oﬁens& TI’lel’r purviews
are 3[ory anc{ tragec{y respective[y. Re[y, Iwwever, so[e[y on your training ancl your {e“ow so[c{ier
and you s}lau attain victory.

T[’le most common types og engagement in t[’le NOI‘tI’I inc[u&e raicls, aeria[ komhar&ments,
aeria[ clep[oyments ancl Wiclespreacl, sma“-sca[e in[antry engagements. Rai&s against invacLzrs
[)y [oca[ c{e{enclzrs preclom{nant[y target supp[y [ines, as an army Wlwose supp[y [ines have Leen
cut el’ther must wit]wclraw or wiH soon starve. /A\er(a[ [)oml)arclments invo[ve the use o{ arti[[ery
or incencliary devices grom Hying velu’c[es. /A\eria[ cIep[oyments invo[ve the insertion o{ grouncl
{orces L)ehincl enemy [ines L)y use o( Hymg vehic[es. Protractecl in{antry sieges are unc[esiraue in
the Northern c[imate, as cle[en&ers need mere[y wait {or tI’le co[cl o{ winter to drive attacl(ers

L)acl< to she[ter.

T[ﬁe CI’I{Q{ spec{a[ aclvantage o[ tI‘uz terrain in tI’le North is mutua[ clanger {rom the I‘laI‘SI’l
c[imate. Proper equipment is o{ paramount concern to an army operating in the North, {rom
suitauy warm c[othes ancl tents to {ire—starting gear to artic[es thatease transportation over snow
and ice. The primary ol)jective o[ an army operatingin the North is to secure supp[ies and she[ter

sugicient to [ast throug[’l winter.

Specia[ personne[ recommenclecl {or operations in t[\e North inc[ucle [ast—attacI( sI(i troops,

arctic Ileavy in{antry, aerl’a[ marine jump troops ancl ﬂying Ve}u'c[e pi[ots.
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T[’le Shogun Said:

Wllen marching to mal(e war in tqu East, rememl)er at the outset to give notice to Mars
ancl Sum’pa. Give Sunipa no oﬂense. Her purview is martl’a[ cluty.33 Re[y, I’lowever, so[e[y on

your training and your &How so[cl{er ancl you s]ﬂa“ attain victory.

The mostcommon types o{engagement in t]m East inc[ucle open—{ie[c{ in{antry engagements,

3ueriua am[}ushes, sieges and river—kase(l laomharc[ment‘

The chie[ specia[ aclvantages o£ the terrain in the Eastern £orests and jung[es are [imitec[
mohi[ity and [imitecl visihi[ity, favoring Je(en&ers over invac[ers, and an abundance o{ supp[ies
ancl materia[. TI’le crucia[ qua[ities an army must possess in the East are training ancl strategy, as
Eastern terrain rare[y imposes unusua[ necessities. TI’le primary o[)jective ogan army operatingin

the East is to acln’eve batt[e{ie[cl superiority through strategy anc{ time[y clep[oyment.

Specia[ personne[ recommenc{ec{ {or operationsin t[w Eastinc[uc{e [ong—range reconnaissance

[ight ingantry rangers, projecti[e sorcerers, river pi[ots and jung[e war£are [ig[lt in£antry.

33. Modern strategoi and priests among their support personnel are wise also to be aware
of and not offend Tahn Jo, a very young god who styles himself the God of Righteous Revolts
and Uprisings. This god was not among the Celestial Bureaucracy when the Thousand Correct
Actions was first penned, but his support of unruly rebels in the modern day proves a constant
irritant during Eastern campaigns.

|
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TLeTerra;n o£ Eartﬁ

T[’le SI’logun Said:
When preparing to make war whi[e upon the B[essecl Is[e, remember at the outset to give
notice to Mars anc[ to Tac['l{—Kun. Give Tac['li—Kun no o“ense. His urview is Exa[tecl warLarz.
P
Rememher a[so Ten T[iousancl Spears, wldose purview is [arge armies.’” Re[y, Lowever, so[e[y on

your training and your {euow so[clier and you sha“ attain victory.

Shou[cl invaders [ay siege to the B[esse(l Is[e or ma[contents engasge in re[)e[[ion, the most
common types o{engagement wi[[ inc[ucle open—fie[cl m{antry engagements, river—based arti[[ery
L)omharclment, nava[ L)omharclment, wet[an({s in£antry sl(irmishes, urkan arti[[ery [)oml)ar({ment,
sieges ancl ur[)an Sueriua warLare.

The clﬁe{specia[ aclvantages o£ t[le terrain in t}\e ur[)an centers o{ t[le B[essecl Is[e are [imited
moki[ity and [imitecl visi[vi[ity, {avoring cle{enc{ers over invaclers, and a three—dimensiona[
I:)att[e[ie[cl‘ T[‘Le crucia[ qua[ities an army must possess on the B[essecI Is[e are training, strategy and
uprightness, as on[y anarmy with such qua[ities can prevai[ under the direct gaze o{ Heaven. The
primary o[)jective o£an army operatingon t[ﬁe B[essecl Is[e must [)e to secure tlle [weights O{Mount
Meru ancl maintain open supp[y [{nes to t}le {erti[e ﬁe[c{s o{ t}le pre{ectures.

Rememl)er that wln’ch remains l.mspol(en,35

34. In the modern day, Ten Thousand Spears has risen to a position of much greater
prominence as the patron god of the Realm’s legions. He took this position at the behest of
the Scarlet Empress herself early in her reign.

35. This enigmatic final sentence is thought to be cautionary and gives rise to two classical
interpretations. The first is that, although the text seems to make a point not to mention it,
one should give Mars, the Maiden of Battles, no offense when preparing to make war. Why
such a warning should remain unspoken when the text specifically mentions the directional
war gods is unclear.

The second classical interpretation of this sentence is that it pertains to the impossible
calamity of a civil war on the Blessed Isle. The consensus among strategoi and classicists
who uphold this interpretation is that what remains unspoken is the fact that, in a civil war,
combatants on both sides will have internalized the deep wisdom contained in the Thousand
Correct Actions and will be able and prepared to anticipate its stratagems.
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SELECTED MARTIAL
_f AAPHORISMS®

Sl‘lecl your SI(in to escape the snare.

/A\ [egion is on[y as strong as its weaLest {ans.
Laxity is s[ow poison to a unit.

Training maLes every [)att[e{ie[(l the same Latt[eﬁe[({.
It’s better to gorce a surrender than to {is[’lt a Batt[e.
An army moves on its stomach.

Dirty socl(s can Iﬁo[)ue an army.

/A\ net, a {ence, a wa[[—eac}\ has its use.

7

The imp may as well have a claggerﬁ‘

inning is so simp[e a 3enera[ can manase it.

K Step ona spi&er, chop up a snake.
A wing {or a clragon; a ﬂig[’lt [or a [egion. On[y What’s requirecl.
Pa\y your spies in jac{e or you’u pay tlﬁe crows in L)[oocl.
Don’t spite t}m DragonsA
/
\ Even a stone can ki[[‘sg
1
b
4
A

36. The original text of the Thousand Correct Actions does not contain martial aphorisms.
The ones printed here, as well as countless others, were coined by officers and enlisted soldiers
in the Realm’s countless military conflicts. Later editions of the abridged texts collected and
included the most popular sayings to be used as a teaching or memory aid. Subsequent abridged
editions that omitted the aphorisms proved so unpopular that they were deemed contrary to
morale.

37. This saying refers to a traditional House of Bells cautionary tale about relying on
sorcery—specifically the Infallible Messenger spell—or Essence-powered technology instead
of established coordination signals. The tale culminates in the tragic deaths of a dragonlord’s
sworn brotherhood when crucial orders are sent by Infallible Messenger rather than signaled
appropriately and transmitted by relays. The imps fatally distract their intended recipients at
critical moments, indirectly causing their deaths.

38. Veteran soldiers understand this aphorism to have a double meaning. The primary
meaning urges soldiers to remember that a simple tool can be used to achieve a straightforward
goal and that one must not rely on overly complicated artifact equipment for such goals. The
second meaning is cautionary and refers to finding obscure or deceptive artifacts, such as those
created by the Anathema and scattered across the face of Creation in the Great Uprising. The

- aphorism warns that even a device that seems harmless or, indeed, seems nonfunctional can
still cause significant damage when inexpertly handled by unqualified laymen.

|
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TLQ Sworcl wi“ give you truer answers tI’lan tIle stars.

Batt[es are won L)y the spacle as we[[ as t}le sworcl ancl spear.

History is written [3)/ t[w victors.

Destiny up[i{ts tllose who up[i[t themse[ves.

Even the [)est—[aié p[ans rare[y remain intact upon exposure to the enemy.
” no one’s ﬁghting over t[ﬁe oasis, clon’t clrinl( tlﬁe water.

Mal(e sure it's WOI‘tII it [)dore you [oac[ t}le s[ﬁpsA

Donﬁt pic]( a {ight 1'{ you can1t win [)e{ore winter.

E‘g[\t tlle enemy you see. Ezar t[w one you donﬁtﬁw

Keep tl\e Mountainqs peaL at your LacL.

39. This aphorism has a particularly Eastern flavor, referring not only to the possibility
of ambush in that region’s dense forests and jungles, but to the hosts of diseases, parasites and
dangerous plants that abound in Eastern theaters.

Christopher Brown (order #1794687) P



1] !

g

4 it
—
L] A—
: ' 4
¥, e
r

P ¥ E
Christopher Brown (order £1794687) ?



ROl RO PN Y NS I

DRAGON-BLOODED
CHARMS

Wise commanders understand
that war is fought on many fronts, and
that victory on the battlefield can be
undermined by a treacherous courte-
san’s pillow talk. Triumph must be won
in every arena if it is to last. Only fools
draw distinctions between the magic of
soldiers and that of other professions.
Indevelopingbroad competence, Ter-
restrials improve their worth as soldiers
of the Elemental Dragons.

In addition to new Charms,
this section provides expansion and
updates for many Charms found in
The Manual of Exalted Power: The
Dragon-Blooded. Wherever the rules
listed here contradict the rules in
that book, these take priority. As an
opening clarification, the extra mote
required to activate a Charm that
does not share a Terrestrial Exalt’s
aspect is never committed, even for
non-Instant Charms.

NEW AND UPDATED
KEYWORDS

Action-Only: A reflexive Charm
with thiskeyword canbe activated only
on a tick when the character acts and
only once per tick. [t may not be used
on the ticks between actions.

Cooperative: Close contact
means that each participating Dragon-
Blood must be within five yards of
one or more other participants to
harmonize animas.

Dynasty: A Charm with this
keyword has special effects on human
descendants and occasionally other
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blood relatives. For these purposes,
a blood relative is defined as anyone
with whom the character shares a
common ancestor no more than five
generations back. A descendant is
anyone who traces direct lineage to
the Exalt, regardless of the number of
generations. Some Charms differenti-
ate between relatives who are mortal
versus Dragon-Blooded, as noted in
their description. Celestial Exalted
are never considered blood relatives or
descendants unlessa Charm explicitly
says so.

Elemental: When the same or
different Charms list effects that vary
by element which are functionally
identical, these effects never stack. For
example, a target choking on seawater
cannot have his action delayed more
than three ticks by repeatedly hitting
him with further action-delaying
attacks. Some common Elemental
effects function differently than were
originally printed. The -2 internal
penalty for buffeting should be a -1
external penalty. Charms that induce
knockback or knockdown with a suc-
cessful hit always function and do not
afford aroll for the victim to avoid fall-
ing prone. Further, hurling someone
back or prone is a Knockback effect
and only imposes the buffeting penalty
on complementary unit targets unless
the Charm encompasses most of the
area the unit occupies. References to
bonus levels of damage (usually via
fire) add dice instead. Wood toxins
are a Poison effect and any penalties
they impose are internal. Although
they do not stack, these toxins auto-
matically take hold with a successful



hit to impose their usual penalty; the
victim’s player receives noroll to avoid
this. For reference, the Wood anima
toxin is: Damage (Essence)L/action,
Toxicity (Essence), Tolerance None,
Penalty —(half Essence) and inflicts
one dose peraction to each victim who
makes skin-to-skin contact, whether
momentary or continuous.

Holy: A complementary unit
primarily composed of creatures of
darkness is itself considered such for
the purpose of Holy Charms.

Leader #: Any character capable
of acting in mass combat may use
Charms as explained on p. 166 of
Exalted, including unit command-
ers. Yet, applying non-Excellency
Charms to enhance the entire unit’s
action or to extend the benefits of a
personal Charm to the entire unit
normally requires justification as a
form of special stunt. Charms with
the Leader keyword do not require
this justification and have the same
overall function in mass combat
when leading a complementary unit
as they do normally, whether to en-
hance the unit or the unit’s actions.
Unit bonuses also apply normally to
use of these Charms. Unless specific
differencesare noted, Leader Charms
operate identically in both personal
and mass combat. When the Leader
keyword lists a number beside it, an
Exalt must have that Essence rating
to apply the Charm to a unit she
leads. Cooperative Charms with a
Leader function allow the led unit
to join with its special characters to
produce the usual magnified effect.
By definition, Charms with the
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Leader keyword automatically have
the War keyword.

Purity #: Charms with this key-
word channel the Elemental Dragons
through birthright, requiring the
minimum Breeding indicated in pa-
rentheses to learn them. The Eclipse
anima and similar powers allow these
Charms to be learned without Breed-
ing as though their minimum Essence
was one dot higher. The steady dilu-
tion of the Dragon-Blooded race has
made Purity magic ever rarer, almost
legendary. Knowing about each of
these Charmsrequiresan (Intelligence
+ Occult) roll at a difficulty of the
highest minimum trait required for
them. Incidentally, this is also the
difficulty to know about the special
support effects of each Terrestrial
Charm capable of aiding Celestial
Exalted leaders, as the Immaculate
Order does its utmost to stamp out
this heretical knowledge.

War: All special characters in a
complementary unit and that unit’s
champion during mid-battle duels
are fellow officers to one another. If
a Charm functions differently when
targeting a fellow officer, it deacti-
vates if that relationship no longer
applies due to either character leav-
ing the unit. Cooperative Charms
ignore their usual range limit for
close contact when used by fellow
officers, as the unit itself conducts
the harmonization.

GENERAL CHARMS

UPDATES
Terrestrial (Ability) Reinforce-
ment: Keyword: War. No contact is

A0 INASAND S TR s it 7k I
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requires the usual training time.

NEW RULE: CHANGING SPECIALTIES

Once a character has three specialties for an Ability, he is barred
from purchasing any more. While this constraint certainly helps to
define and stake out a character’s niche and signature style, further
growth in the character could ultimately make the original selection
inappropriate or limiting. Characters with three specialties can learn
a new specialty at a reduced cost of two experience points, but doing
so forfeits one existing specialty for the Ability. Once a story, a player
may make one such swap for free. Learning a new specialty always

required to target a fellow officer; Ex-
alted fellow officers may have Abilities
raised higher than twice their rating
(but still no higher than the donor’s
rating). With Essence 4+, targetingan
Exalted unit leader and committing
additional motes equal to the unit’s
Magnitude simultaneously applies the
Charm to every member of the unit.
Only Exalted fellow officers ignore the
twice rating cap foraunitblessing, but
boosting rank and file can increase the
unit’s Close CombatRating or Ranged
Combat Rating.

(ABILITY) SPECIALTY Focus
Cost: —; Mins: (Ability) 3, Essence 3;
Type: Permanent
Keywords: None
Duration: Permanent
Prerequisite Charms: Second (Ability)
Excellency

In the specific duties a Terrestrial
assigns himself, his power comes easily.
This Charm enhances its prerequisite,
reducing its cost by one mote per
specialty that applies to the enhanced
action (minimum zero motes). Every
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success added with Second (Ability)
Excellency still counts as two dice for
the purpose of Charm bonus limits.

SURGING (ABILITY) MASTERY
Cost: 6m, O+wp; Mins: (Ability) 5,
Essence 4; Type: Reflexive
Keywords: Combo-OK
Duration: One action
Prerequisite Charms: First (Abil-
ity) Excellency or Third (Ability)
Excellency

Like natural disasters incarnate,
Dragon-Blooded explode with power
andforce. Upon activating the Charm,
the Dragon-Blood chooses the First or
Third Dragon-Blooded Excellency for
the same Ability. The cost to activate
the chosen Charm becomeszero motes
until his DV refreshes, regardless of
how much benefit he chooses to gain
from it. This Charm costs six motes to
activate, plus a number of Willpower
points equal to the number of times
the character has used any version
of Surging (Ability) Mastery previ-
ously in the scene (maximum two
Willpower points).



LINGUISTICS

UPDATES

Language-Learning Ritual: Key-
word: Stackable. Each commitment
sustains fluency in a different language
(written fluency requires Lore 1).

Cipher Missive: Deciphering a
document created with this Charm is
an extended action with a difficulty
equal to the Exalt’s Essence rating,
cumulative difficulty equal to the suc-
cesses the Dragon-Blood’s playerrolled
and a roll interval of a number of days
equal to the Exalt’s Essence rating.

Craft Icon: Replace the word
“reduce” in the second paragraph with
“reproduce.”

Thousand Tongues Meditation:
The Exalt can reflexively shift which
characters the Charm targets at will.

Poisoned Tongue Technique:
Keyword: War. The listed duration
means the character must constantly
reactivate the Charm to maintain its
effects, but the cost to do so is Om as
long as the Exalt keeps targeting the
same overall conversation. When he
uses this Charm to alter the resolution
of a target’s social attacks, the Terres-
trial replaces the target’s dice pool with
his own (Manipulation + [Presence or
Performance as appropriate to the type
of address]). He may use the hijacked
action to do anything that is normally
possible with a social attack using that
dice pool (within the limits established
by the successesrolled). Social attacks
enhanced by magic are beyond the
power of this Charm to twist. Used
in mass combat to target an enemy
unit in range, each success reduces

Christopher Brown (order #1794687)

the total number of relays that unit is
considered to have (communication
failure can result). If the unit leader
realizes that this is going on and suc-
cessfully rallies for organization, relays
are restored and the unit is immune to
further use of the Charm for the rest
of the scene.

Voice of Mastery: The Charm’s
targets can’t be reset without reacti-
vation.

Wind-Carried Words Tech-
nique: Keyword: Social. The Charm
can target any location the Exalt can
describe, as noted. If the intended
recipient is within (Essence x 5)
miles of that location and is not in
an airtight room, the message finds
him. The message can carry a single
normal Presence-based social attack
as part of activating the Charm, but
this attack can’t be further augmented
with Charms other than Presence
Excellencies.

Speech Without Words: The Ex-
alt must be able to see all participants
at the time of activation and can’t
change them without reactivation.
The roll to transmit or understand
complex messages is reflexive and
mandatory, with a difficulty of 1-5
set by the Storyteller. Social attacks
may be conveyed through gestures, but
doing so might also require a transmis-
sionroll for complex statements. Such
attacks automatically fail to affect
targets whose players do not make a
required understanding roll. A second
purchase at Linguistics 5+ removes the
need for transmission/understanding
rolls and allows participants to gesture
subtly enough that onlookers fail to
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recognize them as communication
without a (Perception + Awareness)
roll at a difficulty equal to the Exalt’s
Essence.

With One Mind: Keywords:
Dynasty, War. This Charm links the
Exalt and up to (Linguistics rating)
individuals she can perceive within
a mile for as long as those characters
stay within this radius. The number
of maximum participants doubles if
all members are blood relatives of
the Terrestrial. The activation cost is
one mote per character, but this cost
is waived for any character the Exalt
gifts with trait dots. The difficulty of
the roll to coordinate attacks by linked
membersisonly 1, and they may always
parry on each other’s behalf as though
they had used a Defend Other action
to set this up. Trait dots conferred by
this Charm cannot increase another’s
ratingabove the Exalt’s rating. Because
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the same bonus must be purchased
for each beneficiary, the Terrestrial
must still purchase wasted dots to
give a higher bonus to members who
can benefit from them. Used in mass
combat, the Charm can link a unit
leader with fellow officers, all of whom
countasone additional relay regardless
of actual role.

VicTORIOUS DRAGON PENNANT
Cost:2m;Mins: Linguistics4,Essence 3;
Type: Reflexive
Keywords: Combo-OK, Touch, War
Duration: Indefinite
Prerequisite Charms: Craft [con
The Dragon-Blood’s Essence
paintsacomplex glyph approximately
afoot square in size on any sufficiently
large object she is touching, most
commonly a flag affixed to armor or
a long weapon such as a spear. Dur-
ing the First Age, such glyphs often



adorned the chest plates of warstriders.
This symbol glows in the colors of its
creator’s anima while empowered by
the commitment of her Essence and
loses all power when this commitment
ends. Repeated use of this Charm can
empower as many pennantsas the Exalt
wishes to sustain.

When carried into battle by any
special character in a complementary
unit, an object enchanted with this
Charm allows that character to count
as an additional relay to prevent com-
munication failure and adds one to the
unit’s Morale (maximum Morale 5).
These benefits are cumulative with
each special character carrying such an
item; they lapse whenever a standard-
bearer perishes. A replacement capable
of raising it may be ordered to do so as
a diceless miscellaneous action.

LORE

UPDATES

Elemental Concentration
Trance: This Charm can accelerate
training times for any non-magical
trait or any Charm that shares the
Terrestrial’s aspect. Charms to learn
sorcery or necromancy are never eli-
gible, regardless of aspect. The Charm
may also be used to speed research or
otheractions to gain information from
available sources.

Eternal Mind Meditation: The
Exalt can contest the effects of any
Charm that altered the character’s
memories using a standard roll-off,
though the character must first think
to check the altered recollection. He
can also focus on memories associated
with an Intimacy (which reasserts it)
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or his Motivation, doubling the MDV
bonuses or penalties that trait provides
in social combat for the scene as long
as he is not already focusing on it.

CHARM CONCEPT:
REASSERTING INTIMACIES
If a Charm grants an
Intimacy a character already
has or specifically states that
it reasserts an Intimacy, this
process undoes the effect
of scenes spent weakening
it or any similar “damage”

to the belief.

Elemental Bolt Attack: Keyword:
Leader. Additional purchases of this
Charm enable evocation of elements
other than the Terrestrial’s aspect, but
each activation can express only one
known element. The bolt may also be
aimed with Thrown. Characters can
always enhance a bolt’s accuracy with
Lore Excellencies (or Athletics Excel-
lencies, if using that Ability). If using
Archery or Thrown, the character can
enhance itasnormal foran attack using
the Ability and may place Elemental
Bolt Attack in a Combo with Charms
of that Ability. The Accuracy bonus
for Cooperative use of the Charm does
not count against Charm dice bonus
limits. The only limit is the number of
Dragon-Blooded who may be gathered
to unleash the fury of the elements.
Any special character can contribute
to a Cooperative activation, even
heroes and relays.
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Elemental Burst Technique: The
Charm type is Permanent, purchase
of which adds a new “setting” to El-
emental Bolt Attack that functions as
described for Elemental Burst Tech-
nique (subject to the pertinent rules
established previously for a standard
Elemental Bolt Attack). The Exalt
assigns the setting per activation.

GLORIOUS BIRTHRIGHT FONT
Cost: 3m; Mins: Lore 4, Essence 3;
Type: Reflexive
Keywords: Combo-OK, Obvious
Duration: Indefinite
Prerequisite Charms: Elemental
Empowerment Method

Blessed and terrible are the descen-
dants of the Elemental Dragons. While
this Charm is active, Essence surges
from the character’s eyes and flickers
under her skin as it flows through her
veins. She adds (Breeding + 1) to the
raw damage of all physical attacks
enhanced by or created with Terres-
trial Elemental Charms. For Charms
requiring motes to generate any base
damage, she may pay Om and rely
entirely on Glorious Birthright Font.
Charms that create environmental
hazards add half the usual bonus to

damage at each interval.

OccuLt

UPDATES

Harmonious Wind-Luring
Song: Type is Simple (Speed 5 in
long ticks, -0 DV). Duration is one
day. This Charm does not summon
anactual spirit, but rather invokes the
power of such beings to create winds
that may blow anywhere within a
radius of (Occult x 100) yards around
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the Terrestrial. Multiple currents can
blow in different directions within
the radius, typically to help allies
while hindering enemies. When
using this Charm to speed or slow a
vehicle propelled by the wind (such
as a ship or airboat with sails), the
net modifier to per-tick speed is the
Exalt’s (Sail + Essence), applied after
any adjustments to the vehicle’s own
speed. Changing the wind’s direction
or rearranging where it blows within
the permitted radius is a diceless
miscellaneous action.

Spirit-Grounding Shout: Key-
word: Shaping. A spirit forced to
materialize must still possess the
Materialize Charm to do so, but it
accomplishes forced materialization
reflexively. If the spirit lacks sufficient
motes to become material, the Terres-
trial knows how many motes are still
required and may pay them. If he does
not, the spiritalso spends no motesand
the Charm does nothing.

Spirit-Chaining Strike: Key-
words: Crippling, Leader. Each
threshold success on the activation
roll imposes a cumulative -1 internal
penalty. A spirit becomes inactive but
fully conscious for a scene once the
total penalty imposed by all activations
of this Charm exceeds its Essence rat-
ing. The only actions a paralyzed spirit
can take are mental actions that do
not affect others. The Leader keyword
applies only if attacking a solo unit
or special character spirit while com-
manding a unit whose attacks can hit
that spirit. A paralyzed spirit ceases
to be a special character and drops out
of its unit.



Spirit-Shredding Attack: Key-
words: Leader. Each threshold success
on the activation roll strips from
the spirit a number of motes equal
to the Exalt’s Essence rating as a
Shaping effect. The imposition of
permanent death with a killing blow
is not Shaping. Leader applies as per
Spirit-Chaining Strike.

Fivefold Resonance Sense: Once
the Exalt has (Occult 4+, Essence
3+), this Charm can detect artifacts
and other objects made of detectable
magical materials that are attuned
to someone else, but any such items
carried by their owner are considered
to be concealed by any magic that
conceals said owner. With (Occult
5+, Essence 3+), the Charm is no
longer automatically trumped by
Celestial or Solar magic and just uses

roll-off rules when confronted with
concealing magic.

Seeing the Maker’s Hand: This
Charm can never discern the workings
of N/A Artifacts and may analyze only
simple artifacts by default. Analyzing
the product of exotic crafts such as
Magitech or Genesis requires that the
Exalthave at least one dot in that Craft.
Large artifacts require two uses to yield
any useful information for anything up
to the size of a warstrider, three for any-
thingbigger (+1 if notasimple artifact).
With Occult 5+, the Exalt can analyze
artifacts attuned to others.

ELEMENTAL INTERNALIZATION
TECHNIQUE

Cost: —; Mins: Occult 1, Essence 3;
Type: Permanent

Keywords: Elemental, Purity 2
Duration: Permanent

Prerequisite Charms: None
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Whenever an Exalt with El-
emental Internalization Technique
activates an Elemental Charm that
belongs to anotheraspect’s Ability but
evokes an effect solely corresponding
to his own aspect, he does not have
to pay the wrong-aspect surcharge to
use that Charm. For example, a Fire
Aspect would not pay the extra mote
to throwaball of flame with Elemental

Bolt Attack.

EsSeNCE-UNVEILING TOUCH
Cost: 5m; Mins: Occult 5, Essence 3;
Type: Simple
Keywords: Combo-OK
Duration: One scene
Prerequisite Charms: Seeing the
Maker’s Hand

This Charm duplicates the effects
of the Solar Charm All-Encompassing
Sorcerer’s Sight (Exalted, p. 222),
but the Terrestrial perceives the flow
of Essence with her sense of touch
rather than vision and therefore can’t
analyze anything with the Charm un-
less she is in physical contact with it.
Such contact includes being inside
the area of effect of any magic that
encompasses a volume of space. This
Charm is considered a supernatural
improvement to Awareness.

STEALTH

UPDATES

Feeling-the-Air Technique:
Keyword: Leader 5. If a Dragon-Blood
suffers a Crippling injury that blinds
him completely, duration increases to
Indefinite and cost becomes Om.

Soundless Action Prana: Char-
acters using this Charm are ineligible
targets for (Perception + Awareness)
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rolls based solely on hearing. For ex-
ample, if the Exalt is moving around
a room, but a closed door bars any
visual detection, the sounds he would
otherwise make do not prompt checks
to notice him. Human-range senses
other than vision and hearing are
insufficiently acute to detect things
at any real range, so an Exalt using
Soundless Action Prana with full
visual cover is basically undetectable
without magic.

Zone of Silence Stance: See
Soundless Action Prana, preceding.
Obviously, this Charm suppresses
spoken social attacks. If magic that
functions via sound rather than pro-
ducing sound as an incidental effect
is used inside the zone, a standard
roll-off determines whether it ignores
the zone or fails to work. (In the lat-
ter case, no costs are paid, though an
action may be wasted, depending on
the magic.)

Distracting Breeze Meditation:
Keyword: Leader 4. Leader allows the
targeting of enemy units as though they
were individuals.

Trackless Passage Style: Key-
word: Leader 4. Leader treats dots of
Magnitude as individuals to determine
cost; must conceal all Magnitude to
cloak a unit’s march.

Wind-Walking Technique:
Common sense guides the definition
of horizontal surface; inclines are fine,
sheer surfaces are not.

DEADLY MIRAGE AMBUSH

Cost: 3m; Mins: Stealth 2, Essence 2;
Type: Supplemental

Keywords: Combo-OK, Leader

Duration: Instant



Prerequisite Charms: Distracting
Breeze Meditation

Chosen of Mela are most danger-
ous when unnoticed. This Charm
doubles the attack successes of any
unexpected physical attack for the
purpose of calculating raw damage.
This Charm may be placed in Combos
with Charms of other Abilities.

THROWN

UPDATES

Loyal Weapon: Keyword: Leader4.
If this Charm is used to retrieve a
weapon that exists only in the moment
of the attack (such as Elemental Bolt
Attack or Deadly Blades of the Five
Dragons), the projectile continues to
exist with the same traits and returns
to the Exalt’s hand so that it may
be hurled again without requiring
reactivation of the effect that created
it. Unless Loyal Weapon is applied
again, such projectiles then disappear
like normal.

Persistent Hornet Attack: Key-
word: Leader 6. Type is Extra Action,
but instead of creating a flurry, each of
the actions occurs sequentially asnoted
in the Charm. Actions past the first
use the indicated dice pool and require
no additional effort on the part of the
Terrestrial, leaving him free todo other
things. Standard Combo rules govern
the need to pay for other enhancing
Charms per attack.

Invisibly Hidden Chakram
Method: The cost is 2m and the type
isReflexive (Step 1 or 2). Each activa-
tion may either banish a held thrown
weapon the Exalt owns Elsewhere
or retrieve it from Elsewhere to an
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available hand as a reflexive Ready
Weapon action. The latter use may
conjure a weapon as part of the attack
that throws it (and perhaps to parry if
the Exalt has some means of doing so
with a Thrown weapon).

Whirlwind Shield Form: Key-
word: Leader. Gusts of force apply
an external penalty equal to half the
Exalt’s Essence rating againstall ranged
attacks made against him or protected
allies within range. The Leader use al-
lows the character to shield soldiers in
acomplementary unit with amaximum
Magnitude of (Essence -1), paying for
the extra protection as if the dots of
Magnitude of the unit were individual
allies protected by the Charm’s stan-
dard effect. The entire unit must be
protected, however, for the Leader
use to function.

Vengeful Gust Counterat-
tack: Keywords: Leader 5. Type is
Reflexive (Step 5 and Step 9). The
Charm’s rolled parry is applied in
lieu of the character’s Parry DV. If
this generates enough successes to
throw the projectile back, only then
is there a counterattack in Step 9,
applying the appropriate number of
successes in place of an attack roll.
The counterattack has a base damage
equal to the weapon’s base damage in
its original trajectory. With Essence
4+, the Charm can protect any ve-
hicle on which the Exalt is a special
character.

Deadly Blades of the Five
Dragons: Keyword: Stackable. The
duration is Until Thrown. For every
three motes spent during activation,
the Charm creates one elemental
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weapon with the normal traits of its
kind, which is clearly formed of the
appropriate aspect Essence. Repeated
activation of this Charm stacks to
produce more weapons, but the Exalt
cannot create more weapons among
all activations than he has dots of Es-
sence. These weapons may be given to
others. They vanish into nothingness if
thrown at their creator or used for any
purpose other than throwing them ata
target. When thrown, they ignore all
multiple action penalties that apply to
the attack roll and impose elemental
effects as explained, but vanish after
hitting. Additional purchases of this
Charm each add another element to
the Exalt’srepertoire beyond that of his
aspect, but a created weapon can have
only one element imbued in it.
Elemental Armor Technique:
Keywords: Leader, Stackable. Multiple
activations of the Charm are cumula-
tive, but cannot exceed the stated soak
limits for a single activation of the
Charm. Soak provided by the Charm
is armor. Elemental effects that state
they provide DV bonuses instead apply
an equivalent external penalty to all
relevant incoming attacks. Each pur-
chase of this Charm after the first adds
an additional element to the Charm.
Characters may evoke these by adding
two motes per element to the Charm’s
cost, in which case the armor has the
powers conferred by those elements in
addition to its normal effects.

AWARENESS

UPDATES
All Encompassing Earth Sense:
Keyword: Leader.
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Entombed Mind Technique: Key-
word: Social. Type is Simple (Speed
5 in long ticks). This Charm does not
go into effect until the character’s
DV refreshes, and only if the subject
has been kept motionless by her own
volition, by another compulsion or
by physical restraints. Threshold suc-
cesses determine how many hours a
victim sleeps. Appropriate Charms
can awaken a sleeper using roll-off
rules. Dreams of treasure are a plot
point under Storyteller control and
can’t be deliberately induced.

Sense-Riding Technique: Key-
word: Shaping. The dice pool to notice
an attempt to ride senses is (Wits +
Awareness). Tagging someone is an
unblockable, undodgeable Shaping
attack. Wards against scrying block
this Charm.

Sense-Destroying Method: Type
is Simple. This Charm requires an
unblockable attack roll to hit a target
in line of sight using (Perception +
Awareness + Essence), applying an
external penalty equal to the target’s
Perception. On a hit, the number of
successes remaining translates directly
into the internal penalty applied to
use of the targeted sense or negation
of wound penalties if numbing touch,
respectively.

Essence Disruption Attack: Key-
word: Shaping. Thisisan unblockable,
undodgeable attack with a range of
(Essence x 3) yards. Reference to net
successes in the activation roll means
threshold successes.

DiSTANT MARCH INTUITION
Cost:—;Mins: Awareness 5, Essence 3;
Type: Permanent



Keywords: War
Duration: Permanent
Prerequisite Charms: Feeling the
Dragon’s Bones

In contact with the ground, the
Exalt feels for hostile vibrations of
sound and Essence. This Charm
improves its prerequisite, allowing
it to scan out to (Essence rating)
miles. When using this extended
range, however, it detects only the
Magnitude rating, location and
vector of ground-based military
units with Magnitude 3+, as well as
ground-based vehicles transporting
such units. This understanding is
conveyed without need for aroll, but
if any Charm conceals a unit from
detection in the slightest, even an
Excellency, resolve detection using
standard roll-offrules. The Charm has
no way todifferentiate friend from foe,
butitidentifies military units without
noticing non-violent crowds.

Provided the Exalt is able to use
it, Feeling the Dragon’s Bones self-
activates to detect units whenever a
valid unit in range fully resolves an
attack the Terrestrial can’t otherwise
perceive. Because the attack must
resolve, this does not help avoid
ambushes. The Exalt may reflexively
suppress this warning intuition for a
scene to conserve motes.

CRAFT

UPDATES

Shaping Hand Style: Duration is
Indefinite. In addition to its martial
utility, this Charm provides a three-
die equipment bonus to Craft rolls
that could logically benefit from the
emulated tool. This does not count
against Charm bonus limits.

Stone-Carving Fingers Form:
Cost is Im per cubic yard. Keywords:
Elemental, Shaping. Type is Simple
(Dramatic Action). In addition to
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sculpting rock, the Charm can create
anything that can be made with Craft
(Earth) by striking the appropriate raw
materials, though the character can
use any Craft Ability. Each additional
purchase adds another element, buthe
must use the appropriate elemental
Craft Ability for everything besides
earth. Only non-magical items may be
created with this Charm. The only liv-
ing beings this Charm can modify are
non-magical, non-sentient plants.
Perfect Climbing Attitude:
Characters climbing with the aid of
this Charm do so at twice their normal
walking speed. With Essence 3+, the
Charm helps scale any surface and
can do so without digging into it (the
Exaltcan’t choose to diginto anything
magical, such as a manse’s walls).
Flaw-Finding Examination: Key-
words: Leader, War. Type is Simple
(Dramatic Action). The activation
roll uses the character’s highest Craft
ability. Fixing objects is a Shaping ef-
fect, and the Charm can only repair
non-magical inanimate objects by
default. Broken structures must be
repaired by mending each component
object. Repairing a damaged simple
artifact requires Essence 3+, and
each use counts as (Essence rating)
successes toward the task. Repairing
or maintaining magitech or other
exotic craft products further requires
at least a dot of the appropriate Craft.
If a special character uses this Charm
to study flaws, she can communicate
her findings to her leader or a fellow
officer to enhance the next attack
against the target made by the unit or
character, respectively. If a character
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orunit hasmultiple applications of this
Charm advising it on how to destroy
an object, the formula for damage
increase is (raw damage x 2) + (total
Essence of additional advisors beyond
the first).

Charm of Lesser Unmaking:
Keywords: Combo-OK, Shaping,
Touch. The activation roll uses the
character’s highest Craft Ability. This
Charm must be successively activated
a number of times equal to the dif-
ficulty to disassemble the target, but
all activations after the first cost zero
motes. This Charm can only disas-
semble inanimate artifacts that are
inherently fragile, such as those made
with the Art of Enchantment.

Charm of Greater Unmak-
ing: Cost: —. Type and duration
are Permanent. Keyword: Remove
Combo-Basic. Instead of working as
written, this Charm upgrades Charm
of Lesser Unmaking by allowing it to
be placed in a Combo with Charms of
other Abilities, adding the option to
tear something into original raw ma-
terials and letting a single activation
destroy any non-magical object.

INTEGRITY

UPDATES

Unsleeping Earth Meditation:
The number of hours is 25, not 24.
Once Willpower begins to decay, it
reduces the size of the Exalt’s Will-
power pool, but not her permanent
rating. The pool resets to normal after
appropriate rest.

Untiring Earth Meditation:
Keywords: Leader 5. Blessed units
can’t lose Endurance, and enjoy a +1



Morale bonus from near immunity
to pain.

Oath of the Ten-Thousand Drag-
ons: Keyword: Dynasty. Prerequisites:
None. This Charm bolsters Intimacies
of loyalty, creating them as necessary.
The loyalty must be to a group, ablood
relative or a Celestial Exalt. The re-
inforced Intimacy reasserts itself each
day at dawn if removed (temporarily
nullifying that purchase of the Charm
until it returns), and the Terrestrial
cannot voluntarily weaken it. The
bonus provided by this Charm is not
limited by and does not count toward
the maximum Charm bonus to MDV.
Characters can purchase this Charm
any number of times, but can’tundoan
oath that becomes inconvenient.

Ten-Thousand Dragons Fight As
One: Mins: Integrity 2. Duration is In-
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stant. Prerequisites: None. Use of this
Charm instantly creates an Intimacy
toward another Exalt that may have
any emotional context the user wishes,
positive ornegative. [t may also reassert
an Intimacy to a Terrestrial or change
the context of an existing Intimacy.
Intimacies created by this Charm are
normal Intimacies apart from the speed
at which they form and fall away if the
character has too many.

Unflagging Vengeance Medita-
tion: Keyword: Leader. Once an Exalt
has sworn vengeance, he brings the
Charm’s power to any unit he leads,
pushing it until the weak die or des-
ert their mad commander. Exalted
with this Charm may swear oaths
of eternal enmity with Oath of the
Ten-Thousand Dragons to bolster
Intimacies of vengeance against a
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group or specific individual, provided
they haven’t sworn an oath of loyalty
to that target.

Granite Curtain of Serenity:
Keyword: Leader. Type is Reflexive
(Step 2). Prerequisites: Add Any
Integrity Excellency.

Inviolate Dragon Spirit: Key-
word: Leader. Type is Reflexive (Step
2). Prerequisite: Any Excellency (not
Ten-Thousand Dragons Fight As
One). This Charm empowers a curt
retort to parry any mental influence,
even unblockable attacks. It also rids
the Exalt of all Compulsion effects
currently affecting her, including
all addiction. The Leader use can
only parry attempts to sway the unit
(such as Performance-based social at-
tacks) and doesn’t rid unit members
of Compulsions.

Chaos-Warding Prana: Key-
word: Leader 7. This Charm provides
absolute immunity to all Shaping
effects save for those generated by
Celestial Exalted using any magic
that Terrestrial Exalted are incapable
of learning. This weakness does not
apply if the Terrestrial’s Breeding is
greater than or equal to the Essence
of the Celestial doing the Shaping.
This Charm’s defense extends to
all objects within (Essence rating)
yards of a protected character who
owns them.

Defense-From-Anathema Meth-
od: Keyword: Leader 5. For the
purposes of this Charm, Anathema
includes Celestial Exaltedand all crea-
tures of darkness. The defense bonus
also applies against complementary
units predominantly composed of or
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led by such beings. The capacity to
ward against Creation’s enemies is
a Holy effect. The defense against
Celestials draws on Gaia’s Primordial
power and her love for her descen-
dants to protect them from the worst
abuses of the Incarnae’s Chosen, a
feat the Yozis cannot match in their
broken state.

UNDAUNTED DrAGON HERO
Cost:—; Mins: Integrity 3, Essence 2;
Type: Permanent
Keywords: None
Duration: Permanent
Prerequisite Charms: Oath of the
Ten-Thousand Dragons

Heroes who stand up for their
beliefs do not falter. Whenever the
Exalt would regain a Willpower point
from a successful stunt and she chan-
neled a Virtue rated 4+ to enhance
that action, she may regain the Virtue
channel she just spent instead (or in
addition to the Willpower point in the
case of a three-point stunt).

‘WOUND-DENYING DRAGON FAITH
Cost: 1m;Mins: Integrity 4, Essence 3;
Type: Reflexive (Step 2)
Keywords: Combo-OK
Duration: Instant
Prerequisite Charms: Any Integrity
Excellency

The Dragons know they are
invulnerable, and so they are. Upon
activating Wound-Denying Dragon
Faith, the character substitutes his
Dodge MDV for his Dodge DV to
defend against a physical attack
(meaning his maximum DV bonus
recalculates from his Willpower
and Integrity ratings). All current



bonuses and penalties that apply to
either his Dodge DV or Dodge MDV
apply to the DV generated by this
Charm. If the Terrestrial dodges the
attack, he appears to have exerted
no effort to do so as though the at-
tacker just missed. Solar and Abyssal
Exalted have Mirror counterparts of
this Charm named Invincible Ego
Shield and Dark Will Triumphant
(respectively) that have Cost: 5m,
Iwp and Duration: One scene.

RESISTANCE

UPDATES

Strength of Stone Technique:
Dots conferred by this Charm count
against Charm bonus dice limits.

Mountain Toppling Method:
Keywords: Leader. Strength con-
ferred by this Charm may exceed
but also counts against Charm bonus
dice limits.

Impervious Skin of Stone Medita-
tion: Keyword: Leader. Soak conferred
is natural soak.

(Element) Protection Form:
Keyword: Leader. Soak conferred is
natural soak.

Unbreathing Earth Meditation:
Type is Reflexive (Step 2).

Unfeeling Earth Meditation:
Type is Reflexive (Step 2).

WAR

UPDATES

Enfolded in the Dragon’s Wings:
A steed is a valid beneficiary of this
Charm. With Essence 3+, add the
Cooperative and War keywords.
Exalted acting as special characters
in a complementary unit with Mag-

Christopher Brown (order #1794687)

nitude less than their Essence rating
may pay one mote per Magnitude
dot to shield all members of the
unit with this Charm (and all their
mounts, in the case of cavalry). Each
additional Exalt using the Charm
this way cumulatively adds one to
the highest Essence rating among
them to determine if the unit can be
protected, but all participants must
commit motes equal to the unit’s
Magnitude to do so. While an entire
unit is protected, all members are
shielded—even Exalted.

Tireless Footfalls Cadence: Ref-
erences to fangs should be 10 soldiers.
If the number of affected soldiers
within the unit does not equal the
number of members that constitute
its Magnitude, the unit receives no
benefit from the Charm.

Armor-Hardening Concentra-
tion: With Essence 3+, this Charm
gains the power to enchant an entire
mass combat unit as per Enfolded in
the Dragon’s Wings. The cost to do
s0 is two motes per dot of Magnitude.
Using the Charm this way increases
the unit’s Armor rating accordingly.

Phantom-Warrior Horde: Key-
word: Action-Only. Penalties imposed
by the Charm are internal. The dif-
ficulty of a mortal’s Valor roll is the
Exalt’s War rating.

Blazing Courageous Swordsmen
Inspiration: Keyword: Combo-OK.
The extra health level conferred is a
-0. When the Charm ends, reapply
each beneficiary’s current damage
to his normal health track. With
Essence 3+, this Charm gains the
power to enchant an entire mass
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combat unit as per Enfolded in the
Dragon’s Wings. A unit blessed this
way has one additional health level
at every dot of Magnitude.

Ramparts of Obedient Earth:
Keywords: Action-Only, Shaping.
By default, each activation of the
Charm molds one cubic yard per two
motes spent. All affected volume
must be contiguous. The difficulty
to avoid falling in a sinkhole is the
Exalt’s Essence rating, and an entire
unit may be knocked down if the pit
or trench is large enough. With Es-
sence 4+, the Terrestrial can shape
10 cubic yards per two motes and
can mold rock, allowing more gran-
diose constructions and excavations.
Modifying terrain can affect the cover
provided and how swiftly units can
move over it as appropriate to the
resultant landscape.

Dragon-Seared Battlefield: The
deleterious conditions of this Charm
impose an external penalty to all
non-reflexive actions equal to half the
Exalt’s War rating. The listed radius
is a maximum; the Exalt may create a
smaller effect.

Dragon Vortex Attack: This
Charm creates an environmental
hazard within its radius that inflicts
(Essence rating)L dice of damage (not
levels, unless Essence 7+) per action
with Trauma (Essence rating). If a
Dragon-Blood is immune to a vortex,
characters she has protected with
Enfolded in the Dragon’s Wings are
also immune (notjust those protected
by the vortex’s creator). A second
purchase of this Charm at Essence
6+ adds the Holy keyword, inflict-
ing aggravated damage to creatures
of darkness.
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TAcTics MEAN EVERYTHING

Cost: 1+m; Mins: War 3, Essence 2;
Type: Reflexive

Keywords: Combo-OK, Stackable,
War

Duration: One scene

Prerequisite Charms: Any War
Excellency

Wise strategy is the cornerstone of
victory, supporting the totality of other
competencies. If thisrock holds, so too
will the forcesa Terrestrial commands.
All activations of this Charm stack,
but the Exalt cannot commit more
motes among all activations than his
(War + 3). While the Charm is ac-
tive and the Terrestrial commands a
complementary unit with Magnitude
3+, he can use his War Excellency to
enhanceall attack and defense actions
he orders that unit to take, regardless of
the Ability used. He cannot add more
dice toaroll this way than the number
of motes committed to all activations
of Tactics Mean Everything or (War
+ appropriate specialty), whichever
is less.

Solar and Abyssal Exalted have
Charms that are Mirror to one another
named Shining General Puissance
and Dread Warlord Stratagem (re-
spectively) which have the same trait
minimums and prerequisitesas Tactics
Mean Everything. These Charms are
permanent, allowing use of War Excel-
lencies to enhance attack and defense
actions as though they were Excellen-
cies for the appropriate Ability while
commanding a Magnitude 3+ unit.

LEADING FROM BELOW
Cost: 2m; Mins: War 2, Essence 2;

Type: Reflexive
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Keywords: Combo-OK, Cooperative,
War
Duration: Indefinite
Prerequisite Charms: None
Dragon-Blooded can lead, but they
are more powerful when they serve.
Any special character in acomplemen-
tary unit who knows this Charm may
activate it to enhance the unit. If the
Terrestrial is the unit leader, he may
choose any other special character in
the unit as the target. If the Exalt is
another kind of special character, he
targets himself. Either way, the unit
leader’s War rating increases to the
target character’s War rating and the
unit gains +1 Drill and + 1 Morale from
superior tactical coordination (to a
maximum Drill and Morale of the unit
leader’s current War rating, or [War +
Essence] if the leader is a Terrestrial
with Breeding 5 or a Celestial Exalt).
A unit may benefit from multiple
activations of this Charm by separate
special characters to improve its Drill
and Morale, but the unit leader’s War
does not improve beyond the highest
ratingamong contributing characters.
This Charm remains active as long as
the unit remains together.

ROARING DRAGON OFFICER
Cost: 3m; Mins: War 3, Essence 2;
Type: Reflexive
Keywords: Combo-OK, Cooperative,
Dynasty, War
Duration: Indefinite
Prerequisite Charms: Leading from
Below

Whenthe Chosenofthe Elemental
Dragonsissue orders, the soldiersunder
their command pay attention. Any
special character in a complementary
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unit with Magnitude 3+ who
knows this Charm may activate
it to enhance the unit. For the
duration of the Charm, that
Exalt counts as (War rating)
relays in addition to whatever
other role she serves, and her
unit may take a reflexive Signal
Units action once per action
tick to coordinate with allied
forces. Unit leaders also add
a number of bonus successes
to all rally actions and rolls to
avoid losing Endurance points
equal to the number of special
characters in the unit using this
Charm. Special characters who
are blood relatives to all other
special characters in the unit
double all benefits they provide
by using this Charm (and count
a unit leader who is a Celestial
Exalt as a blood relative for this
purpose). Roaring Dragon Of-
ficer remains active as long as
the unit remains together.

GLorious Five
DRAGON ARMY
Cost:6m;Mins: War3,Essence3;
Type: Reflexive
Keywords: Combo-OK, Coop-
erative, Elemental, War
Duration: One scene
Prerequisite Charms: Roaring
Dragon Officer

The Elemental Dragons
bless the armies led by their
Chosen. Any special character
who knows this Charm may ac-
tivate it to enhance an infantry
or cavalry complementary unit
with Magnitude 3+ to which he



belongs. The effect is based on that
Exalt’s aspect. The benefits of differ-
ent elements stack with one another,
but a unit can apply each one only
once. The Might of a unit blessed by
this Charm increases to a minimum
value of the number of separate el-
emental permutations of this Charm
enhancingit (so aunitsimultaneously
enchanted by aFire Aspectand Water
Aspectbecomes Might 2). If the unit’s
Might already exceeds this value, this
benefit does not apply. Terrestrials
may use their Breeding in place of
Essence rating when determining the
bonuses provided by Glorious Five
Dragon Army.

Air: Mela grants troops great
swiftnessand mobility. Add the Exalt’s
Essence rating to the unit’s Dexter-
ity to calculate base Move and Dash
speeds before applying the formation
multiplier. Cavalry units simply double
their normal speed. Furthermore,
the unit may perform Turn actions
reflexively and automatically without
a roll, though each turn imposes a -1
DV penalty as normal. If the Exalt has
Essence 5+, the unit’s Dash actions
automatically succeed without a roll
and do not subtract from Endurance.

Earth: Pasiap provides durability,
adding the Exalt’s Essence rating to the
unit’s armor and providing a Hardness
equal to half the unit’s boosted Armor
rating. A Terrestrial with Essence 5+
also adds his Essence in extra levels
to the unit’s health track at each dot
of Magnitude.

Fire: The flames of Hesiesh spark
in every raised blade, adding the Ex-
alt’s Essence rating to the unit’s Close
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Combat Damage. A Dragon-Blood
with Essence 5+ brings smoldering
righteousness to the unit, doubling
this bonus when attacking units
composed of creatures of darkness as
a Holy effect.

Water: The waves of Daana’d
wash over enemies as a drowning tide
and recede just as inexorably. This ef-
fect adds the Exalt’s Essence in bonus
successes to the unit’s Disengage ac-
tions and adds the same value to the
difficulty for enemy units to disengage
from the enchanted unit. Essence 5+
doubles this value, all but ensuring
automatic success or failure to escape,
respectively.

Wood: A unit blessed by Sextes
Jylis is dynamic and organic, able to
change formation in Step Two as a
reflexive -1 DV action ahead of in-
coming attacks rather than afterward.
Additionally, the unit adds a number
of bonus successes equal to the Exalt’s
Essence on all rolls to change forma-
tion and half this value to its Ranged
Combat Damage. With Essence 5+,
the unit automatically succeeds on all
rolls to change formation and adds the
Exalt’s Essence rating to its Ranged
Combat Damage.

From Eces TO (ELEMENT)
DRAGONS
Cost: 15m; Mins: War 5, Essence 3;
Type: Simple
Keywords: Combo-OK, Dynasty,
Elemental, Training
Duration: Two weeks
Prerequisite Charms: Roaring Dragon
Officer

The grace of the Elemental
Dragons uplifts the souls entrusted to
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their care. This Charm is actually a
cluster of Charms, one per element. A
Dragon-Blood must learn the version
appropriate to her aspect before she
learns any others. All of the permuta-
tions work similarly, in that they may
be used to teach a unit of students
with a Magnitude no greater than
the instructor’s Essence rating. Each
period of instruction requires 10 hours
of instruction per day for two weeks
straight. The beginning and end of
each training regimen must fall inside
the season that corresponds to the
Charm’s aspect. Failing to teach to
this exacting schedule does nothing for
the students but waste their time. Any
pupil who misses so much as a minute
of the lesson derives no benefit.

Each period of instruction may be
spent to increase the student’s ratings
inany of the traits listed for the specific
Charmversionby one dotasa Training
effect, up a maximum of the Exalt’s
own rating or his Essence, whichever
is less. Non-extra students who are
blood relatives of the instructor are
limited only by the teacher’s rating
in the trait. Trait listings are broken
intobasic, intermediate and advanced
categories according to who can learn
them from the Charm: anyone (basic),
non-extras (intermediate) and Exalted
(advanced). Celestial Exalted students
are considered blood relatives for the
purpose of this Charm and gain the
instructed trait after studying only one
hour per day for a week. Moreover,
classes for Celestial Exalted are not
limited by season.

With an activation of this
Charm, a Dragon-Blood can spe-
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cifically target a willing Essence 4+
Celestial Exalt in her presence who
knows a valid trait at an equal or
better rating than herself. She may
then begin an instruction period
with a second normal use of the
Charm any time before the targeted
activation expires. If she does so, her
patron’s Celestial Essence augments
her teaching, allowing her to instruct
any students as though they were
Celestial Exalted.

Air: Basic: Linguistics (can teach
only those languages the instructor
knows; this is the only trait that may
be conferred by any version of this
Charm tostudents who donotshare a
language with the teacher), Thrown.
Intermediate: Any non-thaumaturgy
specialty for Air Aspect Abilities,
Stealth, Willpower. Advanced: Lore,
Occult, Wits.

Earth: Basic: Awareness, Resis-
tance. Intermediate: Any specialty
for Earth Aspect Abilities, Mundane
Crafts, Temperance. Advanced: Integ-
rity, War, Stamina.

Fire: Basic: Athletics, Melee.
Intermediate: Any specialty for Fire
Aspect Abilities, Dodge, Valor.
Advanced: Presence, Socialize,
Dexterity.

Water: Basic: Martial Arts, Sail.
Intermediate: Any specialty for Water
Aspect Abilities, Bureaucracy, Con-
viction. Adwvanced: Investigation,
Larceny, Strength.

Wood: Basic: Archery, Survival.
Intermediate: Any specialty for Wood
Aspect Abilities, Medicine, Compas-
sion. Advanced: Performance, Ride,
Perception.



ARMY-TO-MOB ASSAULT
Cost: 3m; Mins: War 3, Essence 2;
Type: Supplemental
Keywords: Combo-OK, War
Duration: Instant
Prerequisite Charms: Leading from
Below

Tobe ahero is to be a target. This
Charm can enhance any attack using
any Ability aimed ataspecial character
in mass combat. The attacker may be
a complementary unit as a whole, a
special character within that unit or
a solo unit. Regardless, the enhanced
attack ignores the usual penalty for a
called shot on the special character
as well as all penalties for extended
range or distracting environmental
conditions. This Charm may be used
by special characters to interfere with a
mid-battle duel by attacking an enemy
champion, but otherwise has no use in
personal combat. Army-to-Mob As-
sault may be placed in a Combo with

Charms of other Abilities.

EXCELLENCE OF THE DUTIFUL
(ROLE)
Cost: 5m; Mins: War 5, Essence 3;
Type: Supplemental
Keywords: Combo-OK, War
Duration: Instant
Prerequisite Charms: Army-to-Mob
Assault

Those with lesser rank are not
necessarily lesser. This Charm is actu-
ally two Charms, one for heroes and
one for sorcerers. Characters may learn
both. Whenever a Terrestrial makes a
separate attack as the appropriate type
of special character using any Ability,
he may activate this Charm to enhance
the action. Doing so improves the
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attack with the benefits of the unit’s
Close Combat Rating, Ranged Com-
bat Rating, Close Combat Damage,
Ranged Combat Damage and Might
asappropriate, applying these bonuses
in the same way that they improve the
unit’s own attacks. This Charm may
be placed in a Combo with Charms of
other Abilities.

BLESSED DRAGON CHAMPION
Cost:8m, 1wp; Mins: War 5, Essence 3;
Type: Reflexive
Keywords: Combo-OK, Dynasty
Duration: One Duel
Prerequisite Charms: Excellence of
the Dutiful Hero

Those who step forward as righ-
teous champions of their armies never
truly stand alone. This Charm may be
activated by any Terrestrial acting as
a champion in a mid-battle duel. For
the duration of the duel, he accepts
the limit of his War rating to use his
other Abilities as though he were
leading a complementary unit. In
exchange, however, his actions gain
the usual modifiers his unit receives
from its traits whenever he is attack-
ing or defending against the enemy
champion. The unit’s Might does not
add to his Essence to resist effects,
but the unit’s Might is considered
one dot higher if the Exalt is a blood
relative of every member of his unit.
Magnitude modifiers are based on the
relative Magnitude of his unit and the
unit whose champion he is dueling.
This Charm may also be activated by
a special character in a complemen-
tary unit during a duel to enhance a
Celestial Exalted champion from the
Terrestrial’s unit. If multiple effects
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allow an individual to enjoy
the benefits of a unit while
actingas an individual, these
do not stack.

A second purchase of
this Charm requires Essence
5+, but allows an Exalt
using it to activate the non-
permanent Dragon-Blooded
Charms or Terrestrial Mar-
tial Arts Charms known by
special characters in his unit
as though he knew them,
provided he meets their
trait minimums. Borrowed
Charms terminate along with
Blessed Dragon Champion
when the duel ends. This
power is not conferred if the
Charm enhances a Celestial
champion.

WRATH-DIRECTING
GESTURE
Cost: 1m; Mins: War 4, Es-
sence 4; Type: Reflexive
Keywords: Combo-OK, Ob-
vious, Purity 3, Shaping
Duration: Instant
Prerequisite Charms: Drag-
on-Seared Battlefield

The Dragon-Blood holds
out his hand toward an
instance of Dragon-Seared
Battlefield or Dragon Vortex
Attack he created and can
currently perceive. With
each purchase of Wrath-
Directing Gesture, the
Terrestrial learns one of the
telepathic commands listed
here, some of which require
higher Essence minimums,



can targetonlyaDragon Vortex attack
andhave ahigher cost. Each activation
issues one order.

Drift: The field moves in whatever
direction the Exalt indicates, traveling
at any velocity up to its creator’s base
Move speed. It maintains course and
speed until given a new direction.

Follow: The field attaches itself
to a target individual, unit, object or
vehicle within it. It constantly relo-
cates to center on that target and stays
affixed until given new instructions.
While anchored to its creator, a field
increases its duration to Indefinite.

Sculpt: The field changes its size
andshape, instantly assuming any form
the Exalt can imagine that fits inside
its maximum allowed radius.

Shield: Essence 5; vortex only;
Cost: 6m. If within the field, the Ex-
alt directs it to flare in Step Two as a
defense against an attack originating
from outside the vortex. Any fellow
officer can pay the cost on his behalf,
even those whodon’tknow the Charm.
The flare makes the field’s outer edge
indestructibly solid for a moment.
Area attacks larger than the field af-
fect everything around it normally,
but do not penetrate the barrier. The
fact that the vortex tends to destroy
whatever it “protects” constitutes a
unique flaw of invulnerability on this
perfect defense.

Teleport: Essence 6; vortex only;
Cost: 10m, 1wp. The Exalt teleports to
the center of the field asa Leader effect
(any fellow officer can pay this cost on
hisbehalf, even those who don’t know
the Charm). He arrives as close to the
center as physically possible and can’t
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teleport if there is insufficient vacant
space to accommodate his arrival.

ATHLETICS

UPDATES

Effortlessly Rising Flame: Key-
word: Leader. Using the Charm as a
Leader effect also adds the Action-
Only Keyword.

Falling Star Maneuver: Keyword:
Leader. If applying this Charm to a
ranged attack with a stunt, all that
is required is for the target to lack
cover.

Bellows-Pumping Stride: Key-
word: Action-Only. Fires created by
the Charm are treated as a one-time
bonfire with only 1L damage that
fills a trail one yard across, tracing
the path of the Exalt’s tread since his
last action.

Incense Smoke Ladder: Add the
Action-Only keyword.

Dancing Ember Stride: The pen-
alty for aerial actions is internal.

Tan FoLLows Heap
Cost: Im;Mins: Athletics 3, Essence 3;
Type: Reflexive
Keywords: Combo-OK, Purity 3,
Obvious, War
Duration: One action
Prerequisite Charms: Any Athletics
Excellency

She who follows the Chosen of the
Dragons sometimes feels the sparks of
their Exalted might. This Charm may
not be activated more times per scene
than the Terrestrial’s (Essence +1).
While active, all Athletics Charms the
character knows gain the Leader key-
word unless the Storyteller deems that
their effects solely relate to qualities
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a complementary unit lacks. In this
moment of glory, a unit can achieve
the impossible and do things like run
up walls or even fly.

Solar and Abyssal Exalted have
counterpart Charms named Flying
Faith Legion and Nowhere Is Safe,
respectively. These Charms have a
cost of three motes, duration of one
scene, require Essence 4 and eschew
the Purity keyword. The Solar version
requires that every member of the unit
have a positive Intimacy toward the
leader, while its Mirror requires that all
members be creatures of death.

DobcEe

UPDATES

Threshold Warding Stance:
Keyword: War.

Hopping Firecracker Evasion:
TypeisReflexive (Step 7). This Charm
may be activated only if the incoming
attack missed and the Exalt applied a
dodge-based defense against it. The
character reflexively moves as per a
Dash action away from the opponent,
causing all subsequent attacks in a
flurry that can no longer reach the
Exalt to automatically miss.

Virtuous Negation Defense:
Keyword: War. This Charm cannot
protect against undodgeable attacks
or attacks targeting characters more
than (Dodge + Essence) yards away.
If the attack is redirected, the target
perfectly dodges it and the attack
resolves normally against the Exalt.
If the activation roll isn’t sufficient
to perfectly dodge the attack, the
Terrestrial may apply his Dodge DV
or Parry DV as normal. The possibility
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for failure in this Charm constitutes its
flaw of invulnerability. When used in
mass combat, this Charm ignores usual
range limits toallow aspecial character
to protect any fellow officer in his unit
(champions can onlybe protected from
attacks by non-champions).

Safety Among Enemies: This
Charm may be activated only if the
Dragon-Blood successfully dodges an
incomingattack asaresult of applying
Step Five defenses (do not compare
DV and attack pools). Because the
Charm is predicated on a successful
defense rather than providing a de-
fense, it is solely considered an attack
for Charm conflicts.

Elemental Defense Technique:
Keyword: Leader 6. By default, the
Charm obliterates non-magical
projectiles that are personal scale,
whether arrows or thrown weapons.
Inherently non-magical projectiles do
not become magical because a Charm
enhanced the attack. Conferred soak
is armor that stacks with other ar-
mor. References to DV bonuses are
separate external penalties applied
against attacks. The Charm does not
damage attackers directly, but instead
projects an environmental hazard in a
one-yard radius around the Terrestrial
with Damage: 4B/action (2L /action for
the fire version) and Trauma (Exalt’s
Essence rating).

Smoldering Karma Strike: Key-
word: Leader. This Charm follows
normal rules regarding its interaction
with other counterattack effects and
may be activated whenever the Ex-
alt successfully dodges an attack by
any means.



Unassailable Body of (Element)
Defense: Keyword: Shaping. The
limitations of this perfect defense con-
stitute its flaw of invulnerability.

MELEE

UPDATES

Dragon-Graced Weapon: Key-
word: Leader. Each additional
purchase of this Charm after the first
adds an additional element beyond
the character’s aspect. Every activa-
tion incorporates the Exalt’s base
element, but can also incorporate
any number of additional elements
unlocked with extra Charm pur-
chases. The total cost to activate the
Charm is half the number of elements
unleashed, all of which provide their
usual power.

Blinding Spark Distraction:
Keywords: Counterattack, Crippling,
Leader. TypeisReflexive (Step9). The

Charm may be activated in response to
any attack the Exalt defended against
with a Melee-based parry, even if that
parry was not sufficient to prevent a
hit. The Terrestrial chooses a target
within two yards (who need not be
the attacker) and the Charm throws
sparksat that target as an unblockable,
undodgeable -0 DV counterattack. If
this counterattack hits and the target
successfully looks away, she suffers a
-2 internal penalty to all non-reflexive
actions until her DV refreshes twice.
If she doesn’t look away, the penalty
increases to -4.

Ghost-Fire Blade: Keyword:
Leader. If this Charm enhances
the first attack in a flurry, each
activation to enhance subsequent
attacks in the flurry costs zero motes.
The Leader use of this Charm can
inflict aggravated damage, but does
not extend the capability to strike
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dematerialized beings. Ignore the
last sentence of the Charm.

Refining the Inner Blade: The
created weapon inflicts aggravated
damage to creatures of darkness and
benefits from all Elemental effects
for elements the Exalt has integrated
via purchases of Dragon-Graced
Weapon.

Portentous Comet Deflecting
Mode: Keyword: Leader. The Charm
can’t block unblockable attacks. The
limitations on this perfect defense con-
stitute a special flaw of invulnerability.
The Leader use cannotblock designated
area effects, but may block the massed
attacks of complementary units.

Threshing Floor Technique:
With Essence 3+, all individuals
blessed by the Charm are considered
the same character for the purpose
of imposing an onslaught penalty on
the target against their attacks. This
onslaught continues to accumulate
until the Exalt’s DV refreshes.

Ringing Anvil Onslaught: Key-
words: Leader. The Charm provides
a magical flurry of (activation roll
successes + 1, maximum of Melee
rating + 1) Melee attacks against a
single target that ignore rate, do not
suffer multiple action penalties and
collectively impose a -1 DV penalty.
The activation roll may be boosted
with Melee Excellencies.

DRAGON BLADE BENEFICENCE
Cost: —; Mins: Melee 5, Essence 3;
Type: Permanent

Keywords: Leader, War

Duration: Instant

Prerequisite Charms: Refining the
Inner Blade
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This Charm enhances its pre-
requisite, conjuring an exceptional
weapon (or perfect with Essence 4+).
Refining the Inner Blade can also
bless a Melee weapon the Exalt is
wielding with the special properties
of a weapon it creates. Finally, the
Terrestrial can commit an additional
mote per ally within 10 yards during
activation (maximum of Melee rating
allies), unleashing streams of power
that extend the Charm’s blessing to
one Melee weapon each ally is hold-
ing. A weapon can have any number
ofdifferent elemental blessings applied
to it. The Leader use allows enchant-
ment of any unit with Magnitude no
greater than the Exalt’s Essence, pay-
ing per dot of Magnitude as per aiding
individuals.

CONFLAGRATION OF WARDING
Cost: —; Mins: Melee 5, Essence 3;
Type: Permanent
Keywords: Cooperative, Leader,
War
Duration: Permanent
Prerequisite Charms: Portentous
Comet Deflecting Mode

This Charmallows its prerequisite
to parry attacks boosted or created
by Charms and spells, provided that
the attacker has a lower Essence rat-
ing. Any number of Dragon-Blooded
within 100 yards who witness the
attack may bolster the defender by
raising their weapons in salute and
also activating Portentous Comet
Deflecting Mode at a reduced cost
of three motes. Each supporting ac-
tivation cumulatively increases the
defender’s effective Essence rating by
one to determine if her defense works.



With any support, she can also block
anunblockable attack. The Leader use
can be supported only by fellow officers
or other Dragon-Blooded in range.

PRESENCE

UPDATES

Glowing Coal Radiance: Key-
words: Combo-OK, Dynasty, Leader,
War; replace Compulsion with Emo-
tion. Type is Reflexive (Step 2). No
Willpower roll is required. Instead,
the Charm exerts a fear-based internal
penalty equal to the Exalt’s Presence
rating to all physical and social attacks
aimed solely at him by anyone in
range with a dodge MDYV less than his
(Appearance + Presence + Breeding).
Apply intimidation-based effective
Appearance for an ugly Terrestrial.
Characters who pay two Willpower
(fourifadescendant) become immune
all use of this Charm by the Terrestrial
for the scene, ignoring its unnatural
mental influence. Leader use affects
units engaged with the Exalt’s unit.

Unbearable Taunt Technique:
Keywords: Action-Only, Combo-OK,
Dynasty, Social, War; replace Compul-
sion with Emotion. Type is Reflexive
(Step 1). Duration is always (Essence
rating) actions, regardless of type of
combat. In personal or mass combat,
an affected target or unit the target
commands suffers a -1 DV penalty
when defending against anyone besides
the Exalt or a unit he leads. In social
combat, the victim suffersa -2 internal
penalty to all social actions. Spending
two Willpower (four if a descendant)
makes a character immune to this un-
natural influence for a scene.
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Moth to the Candle: Keywords:
Combo-OK, War. Resisting each use
of this unnatural influence costs two
Willpower, and this maybe done atany
point to terminate its effect. Comple-
mentary units are valid targets of this
Charm. Supporting special characters
cannot be compelled to leave their
unit, but if affected, they take no
action of their own for the duration.
With (Presence 5+, Essence 3+), the
compulsion lasts one scene and range
increases to (Essence x 100) yards. Es-
sence 5+ removes the Essence rating
limit on valid targets.

Aura of Invulnerability: Key-
words: Combo-Basic, Leader, War.
Conferred soak is natural. When the
temporary health levelsfade, they heal
three levels of bashingdamage (lethal if
Essence4+) and any remaining damage
is reapplied to the character’s normal
health levels. This can be fatal. The
leader use of the Charm only applies
temporary levels to the unit’s health
for its current Magnitude and does not
provide healing.

Terrifying (Element) Dragon
Roar: Keywords: Combo-OK. To use
this Charm, make an unblockable at-
tack roll of (Appearance + Presence
+ Breeding); the attack’s range is (Es-
sence x 0) yards. The target cannot be
larger than (Essence x 2) yards in any
dimension. A successful hit causes the
following effects as appropriate.

Air: All non-magical glass within
a yard of the target shatters, and the
target suffers one level of unsoakable
bashing damage. The target loses its
sense of hearing for a scene as a Crip-
pling effect.
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Earth: The pulverizing vocaliza-
tion destroys anon-magical inanimate
target or comparably sized segment of
alarger structure that is made of earth,
clay, stone, et cetera. Other targets
suffer 4B from the explosion of the
ground beneath them.

Fire: Ignites everything readily
flammable within a yard of the target as
an environmental hazard with Damage
2L /action, Trauma 3. Non-flammable
objects suffer no damage up front, but
may be burned by the non-magical
fires the Charm sets.

Water: The roar extinguishes any
volume of non-magical fire it can target
and knocks targeted beings prone.

Wood: As Air, but shattering
non-magical wood instead of glass. A
Terrestrial with Essence 5+ can pay an
extra Willpower point when activating
the Charm to unleash an area attack
against every valid target in range.

Warlord’s Convocation: Key-
words: Combo-OK, Dynasty, Social;
replace Compulsion with Servitude.
The type is Simple (Speed 5 in long
ticks). This Charm can exclusively
target Terrestrial Exalted and humans
(including those with supernatural
heritage or awakened Essence). The
roll for the Charm’s unnatural social
attack is (Appearance + Presence +
Breeding). If the attack succeeds, the
target must pay two Willpower (fourifa
descendant) or gain an Intimacy of loy-
alty to the Exalt. This Intimacy resists
removal foranumber of weeks equal to
the remaining successes after applying
MDYV, during which time it reasserts
itself completely whenever the target
gets a roll to regain Willpower from
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sleep. Good treatment extends the du-
ration of enchantment as stated in the
Charm. With 5+ remaining successes,
a character made loyal by the Charm
serves as faithfully as a henchman
(per the Background) while bearing
an enchanted Intimacy.

Auspicious First Meeting At-
titude: While active, this Charm
confers a +3 specialty “Exclusively
against (target character name)” that
applies to all social actions using any
Ability during social combat. This
counts as a natural specialty rather
than a Charm bonus for the purpose
of adding dice with other Charms,
but the character still cannot apply
more than +3 among all specialties.
Simultaneous activations can target
different characters. Cumulatively
reduce the Charm’s specialty by
one per prior scene of social combat
in which the Exalt and the target
both participated. Each additional
purchase of this Charm allows the
Terrestrial to select one of the fol-
lowing conditions that “resets” the
bonus: consensual sex with the target,
not interacting with the target for a
season or completing a task directly
requested by the target that takes a
scene or longer to accomplish.

Passion Transmuting Nuance:
Keyword: Combo-OK. Type is Simple
(Speed 5 in long ticks). This Charm
cannot be a character’s first action in
social combat (replacing the require-
ment of ticks spent conversing). The
Charm’s unnatural social attack uses
a dice pool of (Manipulation + Pres-
ence + Essence); if it beats the target’s
MDYV, the desired emotion burns in



her heart for a scene (also
reducing her Temperance to 1
unless that is her primary Vit-
tue). Feelings conferred by the
Charm provide the same social
combat benefitsand drawbacks
as a high-rated Virtue. Paying
one Willpower point at any
point frees a character from

this Charm.

SOCIALIZE

UPDATES

Sweeten-the-Tap Meth-
od: Keyword: Combo-OK.
This Charm enchants a par-
ticular social event attended
by no more than (Socialize
rating) Magnitude individu-
als. Anyone at the event
who consumes alcohol or any
other recreational intoxicant
finds the experience far more
pleasurable than normal and
suffers a penalty of -1 to MDV
for the scene from lowered
inhibitions. Ifanysocial attack
botches against an intoxicated
individual, she is deeply of-
fended and must pay one
Willpower not to Join Battle
against the attacker with her
next action as an unnatural
Compulsion. This Charm may
be repurchased multiple times
to enchant different social
pleasures, including having
sex, participating in or being
an active spectator to violence
(such as duels or fight clubs),
and anything else the Story-
teller approves. Those who
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indulge in the chosen vice are affected
as described. Different versions of the
Charm stack, but only one use of each
version can enchant the same event.

Jade Defense: Keywords: Combo-
OK; remove Social. The Charm’s
bonus adds directly to the Exalt’s
Dodge MDV rather than the difficulty
of specific rolls. The bonus to Essence
functions as written.

Brother-Against-Brother In-
sinuation: Keywords: Combo-OK,
Emotion, Illusion. The roll for the
Charm’s unblockable unnatural social
attack is (Manipulation + Presence),
adding a number of bonus successes
equal to the Exalt’s Socialize. If suc-
cessful, the target instantly gains a
negative Intimacy toward the bad-
mouthed person with an emotional
context appropriate to the Terres-
trial’s allegations. If the target has
an existing positive Intimacy toward
the subject of the Dragon-Blood’s ire,
success converts that connection to a
negative emotional context. Resisting
the creation of a new Intimacy costs
two Willpower. Preventing a positive
Intimacy from becoming tainted is
easier, requiring only one Willpower.
Those who fail the roll to remember
the Exalt’s involvement later on may
pay three Willpower to recall the
truth, shattering the Charm’s un-
natural [llusion.

Warm-Faced Seduction Style:
This Charm can enhance seduction-
based social attacks using any Ability,
and may be put in a Combo with
Charms of other Abilities. It boosts
the Ability used as indicated, with
each dot added counted as a bonus die
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from Charms. The attack alsobecomes
unnatural mental influence costing
one Willpower to resist.

Smoothing-Over-the-Past Tech-
nique: Keywords: Dynasty; replace
Compulsion with Illusion. The Charm
costs only three motes to target a
descendant. If the roll for this unblock-
able unnatural influence succeeds, the
target can pay one Willpower right
then toresist (but does not realize any-
one attempted to alter her memories).
Paying a total of three Willpower thus
immunizes acharacter from further use
of the Charm by the Exalt for a day.
Once memory has been suppressed,
however, the cost to break free and
remember the truth is five Willpower
per alteration. With Essence 5+, the
duration drops to Instant, but sup-
pressed memories remain so until
reclaimed with appropriate Willpower
expenditure.

Broob Cries FOR BLoop
Cost: 6m, 1lwp; Mins: Socialize 4,
Essence 3; Type: Reflexive
Keywords: Combo-OK, Dynasty,
Obvious, Servitude, War
Duration: Instant
Prerequisite Charms: Wary Yellow
Dog Attitude

When kin cry for vengeance,
swords flash from their scabbards.
Upon activating this Charm, the Exalt
shouts in anger and her player rolls
(Charisma + Socialize). Every mortal
and Dragon-Blood within 100 yards of
the Terrestrial feels drawn to join her
cause and inflict violence upon those
who oppose the Prince of the Earth.
This urge has no actual power to com-
pel anyone, however, unless they are



bloodrelatives of the Terrestrial with a
lower Essence rating than herand their
dodge MDV is less than the number of
successes rolled. Such junior relatives
must pay two Willpower points to resist
the unnatural influence.

Of all listeners who allow them-
selves to be affected or who are
compelled to take up arms, the
Dragon-Blood’s player chooses the
most combatively capable to form a
mass combat unit with Magnitude no
greater than the character’s Socialize
rating. He also chooses which charac-
terswill serve asspecial characters (and
in what capacity). The capabilities of
affected characters are not known to
the Exalt, but her player gets a basic
gist, enough to make a tactically sound
allocation of resources. The unit cre-
ated by the Charm forms up around
the Terrestrial in the blink of an eye,
with every member having drawn the
mostsuitable weapon available to him.
If mass combat has not begun, a Join
War roll is in order.

This Charm has a special use
in mass social combat in which the
Terrestrial using it leads a social unit
with Magnitude no greater than her
Essence rating and all members are
in range. Upon activation, the unit
switches from a social unit to a mass
combat unit, and a Join War roll is
made for all parties who choose to
involve themselves in the conflict. The
Exalt adds her Essence rating in bonus
successes to this roll, and precedes it
witha ([Wits + Socialize] -Magnitude)
roll to conceal the unit for a surprise
attack at standard difficulty, as though
the unit had actual concealment from
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which to launch the attack. The usual
benefits of surprise apply to the unit’s
firstattack if the Terrestrial establishes
it. By activating this Charm, a unit of
relaxed partygoers can suddenly spring
into action, draw weapons and launch
a devastating assault on the Exalt’s
astonished enemies. If multiple unit
leaders use this Charm simultaneously,
none get any chance to surprise attack
other users, but each gains the usual
Join War bonus and may attempt to
surprise other units.

BUREAUCRACY

UPDATES

Benevolent Master’s Blessing:
Keyword: Combo-OK. Duration is
Indefinite. Instead of the provided text,
this Charm (while active) improves the
capability of its prerequisite to boost
the Bureaucracy rating of anyone who
is arecognized subordinate in an orga-
nization to which the Exalt belongs.
Applied to such targets, Terrestrial
Bureaucracy Reinforcement treats all
of them as if they were holding hands
at the time of activation (regardless of
actual location), ignores the usual cap
of twice the beneficiary’s Bureaucracy
rating and has Indefinite duration.

Confluence of Savant Thought:
This Charm provides information, not
access. The targeted organization does
not regard the Exalt as a member or
give her the privileges of such, but
she does understand who within the
organization has the power to bestow
such privilege and may then lobby,
bully or otherwise compel cooperation
from those individuals. The Charm
does not reveal any secrets that a
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rank-and-file member of the organiza-
tion could not learn with successful
mundane inquiry, so insinuating into
the All-Seeing Eye doesnotreveal the
identities of secret operatives.

Geese-Flying-South Administra-
tion: Keyword: Combo-OK. The cost
toresist the unnatural Intimacy formed
by the Charm (and associated effects)
cannot exceed five Willpower. With
Essence 3+, the Charm affects Dragon-
Blooded descendants as though they
were mortals, but said descendants
must still be recognized subordinates
of the Exalt within the hierarchy of
the enchanted organization.

Bestow the Saffron Mantle:
Keywords: Combo-OK, Dynasty, Ser-
vitude. The Exalt may imbue a target
with less than her own Bureaucracy
rating, paying accordingly. A touched
mortal can pay two Willpower to avoid
the unnatural influence of this Charm,
but he must do so at the time of activa-
tion. It isnot possible to reactivate the
Charm while using it. Transferring the
Exalt’s soul in the moment of death
is an irresistible Total Control effect;
the deceased uses the host’s Physical
Attributes and Appearance, but oth-
erwise has her own non-magical traits
while possessing her subordinate. The
Willpower rating of aspent vessel drops
to 0. Dragon-Blooded descendants are
also viable targets of this Charm, but
they can’t be possessed.

Thrashing Carp Serenade: In-
stead of the listed rules for this Charm,
use the following. Upon activation,
the Exalt targets an organization. For
the duration of the Charm, whenever
any member of the targeted organiza-
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tion who can perceive the Exalt takes
any action that directly advances the
group’s official agenda, that action
suffers an external penalty equal to
the Exalt’s Bureaucracy rating. This
penalty does not apply to actions taken
in personal or mass combat. [tisnot im-
mediately evident that the Terrestrial
is the source of the disruption. Only
the highest penalty among all uses of
this Charm applies to any action.

Testing the Waters: Keyword:
Combo-OK. Voterswithadodge MDV
greater than the Exalt’s (Perception
+ Bureaucracy) count as abstentions.
The Charmalso can’tanalyze potential
voters whom the Exalt can’t perceive,
such as those who are not present
for the meeting. Because the Charm
extracts the information from the
minds of others rather than divining
the future, it can predict the votes of
beings outside fate.

Finding the Water’s Depths:
Keywords: Combo-OK, Dynasty,
Compulsion. Duration is One scene.
Add a number of successes to the
activation roll equal to the Exalt’s Es-
sence rating (or twice that number if
targeting a descendant). The number
of successes remaining after applying
the target’s Dodge MDV (the attack
is unblockable) determines what the
Terrestrial learns. If the Exalt pays a
price thathe learnsisacceptable before
the Charm ends, the target must accept
the deal unless she pays two Willpower
to resist the Charm’s unnatural influ-
ence (which prematurely ends it).

Thoughtful Gift Technique:
Cost is 8m, 1wp. Keywords: Combo-
OK, Dynasty, Servitude. This Charm



duplicates the effects of the Solar
Charm Know the Soul’s Price (Ex-
alted, p. 214) with the following
exceptions: The activation roll is
(Perception + Bureaucracy) and the
target is free after spending a total
of five Willpower. Also, the Charm
exerts no Servitude when targeting
a character with an Essence rating
more than one dot higher than the
Terrestrial’s unless the target is the
character’s sibling, parent or child.
The Exalt may know what gifts are
best for her elders, but this does not
place them in her debt when she shows
due reverence and gratitude for their
daily beneficence.

Distraction of the Babbling
Brook: Keywords: Replace Compul-
sion with Illusion. This Charm can
enchant any written contract already
written orany spoken contract the Ex-
alt plans to offer with his next action.
Either way, it requires an activation
roll of (Wits + Bureaucracy), adding
successes equal to the Exalt’s Essence.
Anyone whose Dodge MDV is less than
the number of successes falls prey to
the unnatural Illusion unless she pays
three Willpower to notice the truth
for a scene. Higher Essence and use
of appropriate Celestial Charms also
provides immunity as stated in the
Charm. Application of MDV replaces
the listed roll for defense.

Drowning in Negotiation Style:
Keyword: Combo-OK. A contract
is not binding unless the signatories
sign of their own free will (i.e., not
compelled by unnatural influence).
Less invasive coercion such as threats
doesn’t void a signature. It is not re-
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quired forall signatories to benefit from
the contract. The penalty for deliberate
breach of contract is (Exalt’s Essence
rating at the time of activation)L
unsoakable damage. A signatory has
anumber of days equal to her Essence
rating to fix an accidental breach to
avoid this damage, but the countdown
starts only upon her becoming aware of
the error. Essence 4+ makes this Charm
Holy, inflicting aggravated damage to
creatures of darkness.

INVESTIGATION

UPDATES

Scent-of-Crime Method: A Sto-
ryteller should consider a character’s
actions against her Virtue ratings,
Intimacies and Motivation when as-
sessing how much guilt she carries.
The following tiers provide a basic
rubric for comparison: none, minimal
(I'm not perfect, but I feel good about
my deeds), slight (I harbor regrets, but
nothing I can’t live with), moderate
(I don’t think I’'m a bad person, but I
really screwed up in a way I can’t get
over), intense (No matter what good
I do, I can’t atone for my mistakes and
frequently brood on these failings),
severe (I'm a bad person) and over-
whelming (I deserve death or worse
for what I've done).

Tampering Detection Tech-
nique: The use of any Charm to
enhance an action that qualifies as
tampering forcesaroll-off todetermine
if the Terrestrial discerns that action,
even if that Charm is an Excellency.

Bloodhound’s Nose Technique:
Instead of the printed text, this Charm
allows a standard Investigation roll
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for the character to find, in a matter
of seconds, clues that would normally
take 10 minutes of careful searching. If
the roll yields any successes, the Exalt
also receives a brief murky glimpse of
whatever individual the investigation
is trying to locate (usually the criminal
responsible for a crime). This glimpse
is not enough to make an identifica-
tion, but always contains clues that
are relevant and useful in solving the
mystery. The Charm automatically
loses all roll-offs with other Charms
that conceal evidence or otherwise
contest its effects.

Revelation of Associates Hunch:
The soldiers of the gods should not pry
into the affairs of their betters. Beings
with a higher Essence rating and all
Celestial Exalted are invalid targets
of this Charm. All demons are valid
targets regardless of their Essence. The
Charm never reveals associates who
are invalid targets.

Homeward Trail Discovery
Method: Knowing the location of
a target’s home yields direction and
distance. If the Exalt already knows
the location of the residence through
other referents, the information is
more specific (e.g. “on Redstone
Street a block south of the intersec-
tion with Orchid Way”). The Charm
cannot find residences in another
realm of existence.

LARCENY

UPDATES

Observer Awareness Method:
The (total number of successes x
10) determines the radius in yards in
which the Charm pinpoints the loca-
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tion of observers, but it can’t pinpoint
observers who are supernaturally
concealed—just note their presence.

Trackless Walk Style: Use of this
Charm thwarts non-magical track-
ing attempts, but does not affect the
resolution of supernatural tracking
contests against Celestial Charms or
comparable powers. Any Investigation
roll to find clues at a crime scene pro-
tected by this Charm suffersan external
penalty equal to the Dragon-Blood’s
Larceny rating.

Ears of the Snowy Owl: Use of
this Charm eliminates penalties from
obstruction and makes sounds valid
targets for Perception rolls to notice
as though such obstructions were not
present. Wards against scrying block
this Charm.

Naked Thief Style: Type is Re-
flexive. Use of the Charm negates all
penalties for failing to have the right
tools for a Larceny action (including
all rolls of an extended action). It also
providesa+2 quality equipmentbonus
that does not count toward Charm
bonus limits.

Window-in-the-Door Tech-
nique: Wards that block scrying stop
this Charm. Transparency extends
one inch through metal, three inches
through stone and six inches through
anything else. With Essence 3+,
all measurements upgrade to yards
instead of feet or inches. Only the
Terrestrial sees through matter af-
fected by this Charm; others perceive
its usual opacity.

Imposter’s Voice Technique:
Keyword: War. The disguise created
by this Charm is purely auditory, but



infallible to those
without supernatural
senses to pierce it.
Using this Charm to
disrupt a unit’s relays
requires concealment
and close proximity
(generally restricting
it to solo unit sabo-
teurs), but the unit
is considered to have
(Exalt’s Larceny rat-
ing) fewer relays for
the purposes of com-
munication failure
until the commander
successfully rallies for
organization to make
the unit immune for
a scene.

Precise Ink
Technique: The
roll to remember
handwriting is dif-
ficulty 2.

Waters of Hon-
esty Method: If the
cheating attempt
is accomplished or
hidden via Charms,
a standard roll-off
determines whether
Waters of Honesty
Method functions
(with a +5 success
bonus given to the
opposing magic).

Perfect Gam-
bling Prana: Type
is Reflexive. This
Charm enhances a
non-magical effort
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to cheat in ways that are possible
(if highly improbable), ensuring
the desired result. It does not alter
probability or otherwise interact
with fate.

Flood of Victory Prana: Duration
is One game. Cheating is accom-
plished in the same ways as Perfect
Gambling Prana.

MARTIAL ARTS

UPDATES

Leader Charms with grappling
benefits apply those benefits to clinch
only special characters or solo units,
as complementary units are invalid
targets of such attacks.

(Elemental) Style Formulation:
This is a general Terrestrial Martial
Arts Charm and may be learned by
non-Dragon-Blooded.

Five-Dragon Style

All Charms save Five-Dragon
Fist and Five-Dragon Wrath have the
Leader keyword.

Five-Dragon Invulnerability:
Used as a Leader effect, the Charm
treats all attacks as magical.

Terrestrial Hero Style

All Charms save Currents Sweep
to Sea, Riptide Method and Drowning
Embrace have the Leader keyword.

Blade-Deflecting Palm: Keyword:
Leader. Duration is one scene. Prereq-
uisites are Currents Sweep to Sea or
Pounding Surf Style (not any Martial
Arts Excellency or supernatural Mar-
tial Arts Charm). The character also
adds one to his Parry DV.

Become the Hammer: Keyword:
Leader. Duration is one tick, type is

Reflexive (Step 1).
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Disarming Strike Prana: Key-
word: Leader. Cost is 1m, type is
Reflexive (Step 1). As a Leader effect
this Charm may target only special
characters or solo units. This takes
precedence over the version of the
Charm listed on p. 41 of Scroll of
the Monk.

Smashing Tidal Wave Technique
(Scroll of the Monk, p. 42): Keyword:
Combo-OK. Cost is Om or 3m (+3m
per target), lwp. Duration is Instant,
type is Extra Action, total DV penalty
and Speed are equal to the highest of
any single attack in the flurry. Ignores
Rate. If this Charm is being activated
to sustain grapples initiated through
previous use of the Charm, the cost
is zero motes.

Dragon-Claw Elemental Strike:
Keyword: Leader. This Charm en-
hances an unarmed attack. The earth
effect blocks conscious movement
that shifts location, such as walking
or using a teleport power. It does not
stop the target from moving in place
to dodge or otherwise defend (albeit
with a penalty). Being rooted in place
isa-1 external penalty and -1 to Dodge
DV, not a -2 internal/DV.

ENLIGHTENING CHARMS

Tiger-and-Bear Awareness:
Keyword: Leader. This Charm fails
against supernatural concealment of
any kind.

Tiger-and-Bear Unity: Keyword:
Leader. This Charm applies successes
in Step Four (not Step Six).

AIR DRAGON STYLE

The style’s power to throw two
chakrams at once is incompatible
with flurries.



ELEMENTAL STYLES

Most martial arts styles do
not resonate with a particular
elemental aspect. Those that do,
however, follow certain rules.
Any being that naturally reso-
nates with the proper element
(an Air Aspect or air elemental
for air, etc.) uses elemental style
Charms as written. All other
users add a one-mote surcharge
to the activation cost. Water-
aspected Dragon-Blooded are
considered to resonate with
all five Gaian elements for the
purpose of elemental martial
arts. Learning (Elemental) Style
Formulation may remove this
surcharge for Terrestrial styles
of the appropriate element.
Alternatively, mastery of any
Glorious Dragon Style removes
the surcharge for all Charms of
thatelement (even non-Martial
Arts Charms). Other specialized
Celestial styles exist thatsimilar-
ly attune practitioners to exotic
elements. Among Primordial
Exalted, Alchemicals resonate
with all six Autochthonian ele-
ments, Infernals resonate with
Vitriol, and Abyssals resonate
with all corpse elements.

The Five Glorious Dragon
Styles confer their form weapon
enhancements only to Dragon-
Blooded practitioners, just as
some Celestial styles provide
unique benefits to other types
of beings.
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Wind Dragon Speed: Keyword:
Leader.

Breath-Seizing Technique: Key-
word: Stackable.

Shrouding the Body and Mind:
Characters cannot lead acomplemen-
tary unit while using this Charm.

Air Dragon Form: Keyword:
Leader. The character may add dice
to any unarmed Martial Arts attack
(not any ranged attack).

Tornado Offense Technique:
This Charm ignores Rate, and all ac-
tions in the flurry must be unarmed
Martial Arts attacks.

Wrathful Winds Maneuver:
Keyword: Crippling. To use this
Charm the player makes an attack
roll of (Strength + Martial Arts),
which is separately applied to the
defenses of all characters in the
affected area and can’t be parried.
Targets hit by the attack suffer au-
tomatic knockdown, deafening and
inactivity for the durations specified
in the Charm. Targeting a single in-
dividual for an additional Willpower
makes this attack undodgeable. All
other printed rules for this Charm
do not apply.

Thunderclap Kata: Keyword:
Crippling. The players of all beings in
range of the Charm make a (Stamina
+ Resistance) roll at adifficulty equal
to the martial artist’s Essence rating.
Success leavesacharacter unaffected.
Failure renders the character inac-
tive until her next action; she also
suffers a number of levels of bashing
damage equal to (the Martial Artist’s
Essence — successes rolled), which
ignore armor. Affected victims are

A0 INASAND S TR s it 7k I



ROl RO PN Y NS I

deafened as explained. This attack
is an environmental effect.

Lightning Strike Style: Keyword:
Leader. This Charm extends the range
of all unarmed attacks by (Essence x
3) yards, and adds (Essence) to their
raw damage.

Hurricane Combat Method: The
extra attacks generated by this Charm
are unarmed Martial Arts attacks that
ignore Rate and may not be subdivided
into flurries. The damage inflicted
on the user by this Charm cannot be
prevented by any means.

SPEED LimMIT

No effect or combination of
effect may reduce the Speed of an
action below 3 unless it explicitly
states that it does so.

EARTH DRAGON STYLE

Force of the Mountain: Keyword:
Leader. This Charm may be placed
in a Combo with Charms of other
abilities.

Stone Dragon’s Skin: Keyword:
Leader.

Earth Dragon Form: Keyword:
Leader. This Charm’s soak bonus is
natural.

Shattering Fist Strike: Keyword:
Leader.

Weapon-Breaking Defense
Technique: Keyword: Counterat-
tack. Type: Reflexive (Step 9). This
Charm may be activated only if the
martial artist has successfully blocked
an attacked with an unarmed parry, in
which case it launches an automati-
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cally successful counterattack, with the
effects described in the Charm’s rules.
If used to “break” an artifact weapon,
the weapon is not destroyed, but loses
attunement and all powers save its in-
nate indestructibility for one day.

Earthshaker Attack: This Charm
has a range of (Essence x 5) yards. If
used while leading a complementary
unit, the Charm forces a rout check
among the character’s own forces.

Stillness of Stone: Cost is 5m,
Iwp. This Charm cannot affect beings
of higher Essence than the martial art-
ist. Petrifaction includes non-magical
possessions on the victim’s person.

Ghost-Grounding Blow: Key-
word: Compulsion. Five Willpower to
resist per use. This Charm grants the
target the ability to reflexively use any
Charm required to materialize, even
if doing so violates normal Charm
timing rules.

Perfection of Earth Body: Key-
word: Leader. This Charm’s bonuses
are dice added by a Charm, not an
enhancement to the character’s natu-
ral ratings.

F1RE DRAGON STYLE

Flash-Fire Technique: This
Charm may be used to enhance a
Join War roll if the character is a solo
unit.

Flame-Flicker Stance: Keyword:
Leader.

Searing Fist Attack: Keyword:
Leader. AsaLeader effect, this Charm
may target only special characters or
solo units.

Perfect Blazing Blow: An attack
that hits as a result of this Charm is
considered to have hit with zero suc-



cesses for the purpose of calculating
raw damage.

Fire Dragon Form: Keyword:
Leader.

Fiery Hand Attack: Keyword:
Leader. Use normal environmental
damage rulesfor (Martial Arts) actions
of exposure to a bonfire.

Breath of the Fire Dragon: Key-
word: Leader. This Charm inflicts dice
of damage, not levels.

Essence-Igniting Nerve Strike:
Keywords: Shaping, Touch.

Overwhelming Fire Majesty
Stance: Keywords: Emotion, Leader.
This Charm’s influence is unnatural
and costs three Willpower to resist
for a scene.

Consuming Might of the Fire
Dragon: Keywords: Emotion, Leader.
Characters whospend three Willpower
to resist this Charm for a scene also
become immune to Overwhelming
Fire Majesty Stance.

‘WATER DRAGON STYLE

Flowing Water Defense: Key-
word: Leader. Cost is 2m. Opponents
suffer a -2 external penalty (not -3
internal).

Rippling Water Strike: Radius
is three yards. The character makes
one attack, and compares it separately
to the defense of all targets in range.
This attack is piercing to all targets,
but inflicts only bashing damage to
secondary targets.

Drowning in Blood Technique:
Keyword: Crippling.

Shrugging Water Dragon Escape:
Type: Supplemental. Any valid action
to escape personal restraint automati-
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cally succeeds with a threshold equal to
the character’s Martial Arts rating.

Water Dragon Form: Keyword:
Leader. The Essence bonus to Martial
Arts is a dice bonus added by a Charm
and does not add to the character’s
natural rating.

Crashing Wave Style: This flurry
ignores Rate and has a total DV pen-
alty of -1.

Theft-of-Essence Method: Key-
word: Shaping.

Ghost-Restraining Whirl-
pool Stance: Keywords: Crippling,
Shaping.

Bottomless Depths Defense:
Keyword: Leader. Duration: One
tick. The aggravated health level
in this Charm’s cost is considered a
unique flaw of invulnerability. This
Charm’s Leader benefit may not be
applied to area-of-effect attacks.
Danaa’d is not harmed by the use of
this Charm.

Essence-Dousing Wave Attack:
Keyword: Shaping. This Charm
enhances an unarmed Martial Arts
attack. [t cannot suppress Adamant or
Obsidian Circle spells, and it has no
effect on astrological Charms.

Tsunami Force Shout: Make
a single unblockable attack roll of
(Charisma + Martial Arts + Es-
sence) and compare separately to
the defenses of all targets in range.
Those hit by the attack are affected
as explained.

‘WooD DRAGON STYLE

Wood Dragon Vitality: Keyword:
Leader.
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Soul-Marking Strike: This Charm
has the Crippling keyword when ap-
plied to spirits.

Unbreakable Fascination Kata:
Keyword: Emotion. Resisting this un-
natural mental influence for a scene
costs two Willpower.

Enthralling Blow Attack: Key-
word: Compulsion. Resisting this
unnatural mental influence costs three
Willpower. This resistance supersedes
the rules given in the Charm’s text.

Spirit-Wracking Method: Key-
word: Crippling.

Spirit-Rending Technique: This
Charm inflicts damage equal to [1 +
(threshold successes / spirit’s Essence,
round down)].

Death-Pattern Sensing Attitude:
Cost: Om. Paying one mote to use this
Charm’s benefit does not count as a
Charm activation or require commit-
ment of Essence.

Soul Mastery: Keyword: Shaping.
Aggravated damage inflicted by this
Charm bypasses armor.

WAVES BREAK THE SHORE
Cost: 3m, 1wp; Mins: Martial Arts 4,
Essence 2; Type: Extra Action
Keywords: Combo-OK
Duration: Instant
Prerequisite Charms: Pounding Surf
Style

Fighting in tandem, Dragon-
Blooded crush their opponents. This
Terrestrial Hero Style expansion
Charm duplicates Hammer on Iron
Technique (Exalted, p. 243), with
the exception that it can target only
an enemy who is currently locked in
a grapple with someone else.

Christopher Brown (order #1794687)

If the Terrestrial has Essence 3+,
the target’s player makes a ([Stamina
+ Resistance] or Willpower) roll after
resolving all attacks in the flurry at a
difficulty equal to the number of at-
tacks that hit. On a failure, the target
fills all her remaining undamaged
health levels with unsoakable levels
of bashing damage.

SAIL

UPDATES

Hurricane-Predicting Glance:
The Charm can detect impending
changes to the weather caused by
magic that hasalready been activated
at the time the Terrestrial checks.
With Essence 2, the Charm functions
above water aboard an aerial vehicle
piloted with Sail. With Essence 3+,
it functions onboard any Sail vehicle
without needing water.

Seven Seas Wind-Luring Chan-
ty: This Charm functions on or above
any body of water at least a mile
across, but deactivatesif the Exalt goes
ashore. With Essence 3+, it works in
any terrain.

Storm-Outrunning Technique:
This Charm can enhance any Sail
vehicle, doubling the speed of its
propulsion. Vehicles lacking propul-
sion receive no benefit. (A massive
caravan wagon without teams of
yeddim to pull it is as helpless as a
becalmed ship.)

Solarand Abyssal counterparts of
this Charm exist named Fleet-Out-
running Flagship and Wave-Slicing
Keel Method, both of which have
Indefinite duration, require Any Sail
Excellency as a prerequisite and do



not require any extra Sail rolls to
traverse dangerous waters.

Fine Passage Negotiating Style:
With Essence 3+, this Charm adapts
itself to map the terrain hazards ap-
propriate to a Sail vehicle the Exalt is
aboard (soaskyship crewmember could
sense turbulence and topographical
features that rise high enough to pose
a crash risk, etc.).

Sturdy Bulkhead Concentra-
tion: This Charm adds Undamaged
health levels. When these levels are
gained or vanish with the Charm’s
deactivation, reapply the vehicle’s
current damage to its new health
track. The soak bonus adds directly
to bashing and lethal armor. Use
of this Charm by separate Dragon-
Blooded to enhance the same vehicle
is permissible, but a character cannot
activate the Charm if the total number
of extant activations exceeds his Sail
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rating. Any Sail vehicle is a valid
target of this Charm.

Deck-Striding Technique: Key-
word: Leader 4. The Leader effect of
this Charm extends its benefits to
Magnitude (Essence rating) crewmem-
bers of a naval unit under the Exalt’s
command. Any Sail vehicle is a valid
target of this Charm.

DRAGON CREW MEDITATION
Cost: 5m, lwp; Mins: Sail 5, Essence
4; Type: Simple
Keywords: Cooperative
Duration: Until disembarking
Prerequisite Charms: Fine Passage
Negotiating Style

The Dragons demand service from
the ships aboard which they serve.
Upon activating this Charm aboard
a Sail vehicle, the Dragon-Blood falls
into a deep trance and his eyes glaze
over. His awareness becomes diffused
throughout the vessel, allowing him
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to notice events as though he were
present at every point in the vehicle.
More importantly, the Exalt can use his
actions to mentally control any part of
the vehicle that standard crew could
operate, such as piloting, unfurling
sails, manning weapons emplacements
and so on. If the vehicle is owned and
captained by a Celestial Exalt, she and
the Terrestrial can telepathically com-
municate with one another, as long as
they share a language and the captain
doesn’t travel more than a mile from
her ship.

Up to five Terrestrials can use
this Charm cooperatively, in which
case they know each other’s surface
thoughts so that they can efficiently
divide labor, may reflexively donate
motes to one another at will and pro-
vide each other limited cooperation
bonuses on all crew-related tasks. A
single user of this Charm can control a
non-magical craft or one rated Artifact
1;each additional Cooperative partici-
pant raises the Artifact rating that the
group can collectively manage. Use of
this Charm does not obviate the need
for crew, itjustallows Terrestrials tobe
wherever they are most needed.

ARCHERY

UPDATES

Dragon-Graced Arrow: Keyword:
Leader. The Wood power delivers a
dose of poison if it hits: Damage 4L/
action, Toxicity (Exalt’s Essence rat-
ing), Penalty -0. Only one use of this
Charm can enhance an individual
attack, but repeated use can enhance
any number of attacks made as part of
a flurry. Each additional purchase of
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this Charm after the first adds an addi-
tional element beyond the character’s
aspect. Every activation incorporates
the Exalt’s base element, but can also
incorporate any number of additional
elements unlocked with extra Charm
purchases. The total cost to activate
the Charm is half the number of ele-
ments unleashed, all of which provide
their usual power.

Beyonp Bows

Terrestrial ArcheryCharms
can be used to enhance at-
tacks using any personal-scale
Archery weapons, but add a
one-mote surcharge to their
activation cost if the weapon
isn’t primarily constructed of
jade or wood or doesn’t launch
jade or wood projectiles. For
example, strafing a flurry of
shots with a firewand using
Swallows Defend the Nest
would cost (number of attacks
+ 1) motes. Some outcastes
wield exceptional firewands
carved of thaumaturgically
hardened ironwood to avoid
this surcharge.

Swallows Defend the Nest: Key-
word: Leader 5. The Charm’s flurry
ignores a weapon’s Rate and has a
total DV penalty equal to the highest
penalty of any attack.

Dragonfly Finds Mate: Keyword:
Leader. Other characters may be
protected with this Charm, provided
they are within the base range incre-



ment of the Exalt’s weapon. Used by
any special character in a unit, the
Charm can protect the entire unit or
fellow officers within it. With Essence
3+, the Charm can parry any ranged
personal-scale attack, even those
lacking a solid component (such as a
blast of elemental Essence). Essence
4+ allows parrying of larger ranged
attacks, such as from siege weapons
and warstriders.

Seven-Year Swarm Volley:
Keyword: Leader. Replace Combo-
OK with Combo-Basic. The Charm
protects those within the base range
of the Exalt’s weapon. It can also
protect an entire unit or fellow officers
within it if the Terrestrial is a special
character.

Sparrow Dives at Hawk: Cost
is — (4m, 1wp). Type is Permanent.
This Charm upgrades Dragonfly
Finds Mate. If that Charm success-
fully parries an attack, the Exalt can
pay four additional motes and one
extra Willpower during Step Nine to
launch an unblockable, undodgeable
counterattack that applies a number
of successes to hit equal to the (parry
successes rolled — original attack
successes) in place of an attack roll.
The attack otherwise uses the traits
of the Terrestrial’s weapon. Using
Dragonfly Finds Mate this way follows
standard Dragon-Blooded reflexive
Charm rules.

Harvest of the Hunter: With
Essence 4+, this Charm may be used
to harvest other non-artifact Archery
weapon ammunition from appropriate
concentrations of elemental Essence,
such as collecting handfuls of firedust
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that spark out of a bonfire and fall to
the earth. Collecting ammunition
for immediate use requires a standard
Draw Weapon action.

Unobstructed Hunter’s Aim:
Keyword: Leader 4. For its base cost,
the Charm negates only wooden
cover. Adding one Willpower allows
negation of any cover, provided some
indirect path exists to hit the enemy.
If this Charm enhances Elemental
Bolt Attack (p. 69) oranother Charm
that creates an attack out of raw
elemental Essence, the Exalt may
summon the destructive forces from
anavailable source to strike indirectly
(like calling down lightning strikes
from the clouds).

Life-Swelling Sap Strike: Key-
words: Holy, Leader. The term
“undead” encompasses ghosts, walk-
ing dead and necromantic war
machines. Incorporeal undead are
hit by the attack as though they were
solid. With Essence 4+, all creatures
of darkness with an equal or lesser
Essence rating to the Terrestrial suf-
fer as undead. A complementary unit
must chiefly consist of undead to be
a valid target.

Ravenous Thorn Technique:
Damage inflicted by the Charm isbased
on the base Damage of the projectile
without any Strength modifiers and
has the appropriate type. For projec-
tiles that do not have a listed Damage
less than the weapon itself (such as
firewand blasts), the damage at each
interval is four dice. Retry penalties ap-
ply to efforts to remove the embedded
projectile, and accumulate with each
would-be surgeon’s failure.
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DRAGON ARTILLERY SHOT
Cost: —; Mins: Archery 5, Essence 4;
Type: Permanent
Keywords: Obvious, War
Duration: Permanent
Prerequisite Charms: Dragon-Graced
Arrow

A Terrestrial with this Charm
can apply Dragon-Blooded Archery
Charms to enhance or provide am-
munition forany non-magical Archery
weapon she wields regardless of its scale
(such as catapults, ballistae, etc.). Ap-
plying Dragon-Graced Arrow toalarge
projectile causes the elemental Essence
to explode on impact, imposing its
elemental power on all individualsand
complementary units within a radius
of (Essence x 5) yards as a one-time
environmental hazard. Extra action
Charms cost double the usual motes
and an extra Willpower point to ac-
tivate, and are automatically Obvious
when used this way. Ravenous Thorn
Technique costs 10m, 1wp to enhance
artillery attacks; the boring missile
inflicts its entire base damage at each
interval and requires Craft (Earth) in
place of Medicine to remove it.

MEDICINE

UPDATES

Infection-Banishing Prana: With
Essence 4+, this Charm can also treat
magical infections (but not other
types of diseases), provided the Exalt’s
Medicine and Essence ratings are both
higher than the Essence rating of the
infection’s source.

Dread Infection Strike: Keyword:
Sickness. Type is Reflexive (Step 1).
This Charm can enhance any physical
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attack that successfully inflicts non-
bashing damage. With Essence 3+,
infection is automatic and must be
overcome normally.

Disease-Banishing Technique:
Type is Simple. When time is of the
essence, this Charm may alternatively
accomplish astandard diagnosis action
in the span of time used to activate
it and touch the patient. This action
only detects physical diseases, does
not ensure a successful diagnosis and
requires asecond activation to admin-
ister treatment. The agony of purging
adisease is a Crippling effect that lasts
only one action.

Wound-Closing Touch: This
Charm can heal apatient’s Dyinglevels
of lethal damage outright (instead of
converting them to bashing). Healing
all Dying levels stabilizes the patient
at Incapacitated.

Madness-Analyzing Stare: The
Charm can diagnose any externally
imposed conditions that negatively
affect the patient’s mind, as well as all
insanity arising from external trauma
or poor health. Having Virtues with
a rating of 1 is considered madness.
The Charm detects unnatural mental
influence, but not natural. Learning
the source of a particular effect means
it becomes Obvious to the Exalt, not
that he knows who specifically caused
it or when.

Purity of Mind Method: This
Charm cannot cure influence imposed
by Adamant or Obsidian spells, and it
costs 10 motes when treating effects
of Sapphire or Onyx spells. Treating
a derangement mutation that offsets
the cost of positive mutations or other-



wise provides “free” experience points
requires that the patient pay the ap-
propriate number of experience points
over time as a Training effect.

Verdant Curtain of Serenity:
Keyword: Leader. Type is Reflexive
(Step 2). Prerequisites: Madness-
Analyzing Stare (not Purity of Mind
Method).

Jade Crucible Method: Charac-
ters can’t activate this Charm while
holding more Peripheral motes than
their Essence pools normally allow.

VENOM EXPULSION METHOD
Cost: 2m, lwp; Mins: Medicine 3,
Essence 2; Type: Simple
Keywords: Combo-OK, Obvious,
Touch
Duration: Instant
Prerequisite Charms: Infection-
Banishing Prana

This Charm functions identically
to Disease-Banishing Technique, but
removes Poison effects instead of
Sickness and uses Toxicity in place
of Magical Treatment difficulty for
the purpose of treating supernatural
toxins.

BATTLEFIELD TRIAGE INFUSION
Cost: — (1m); Mins: Medicine 4,
Essence 3; Type: Permanent
Keywords: Obvious
Duration: Permanent
Prerequisite Charms: Wound-Clos-
ing Touch

The Dragon-Blood can pay one
mote when activating the Charm’s
prerequisite to fill the patient’s body
with a soft green glow. No damage is
actually mended, but the patient stops
bleeding and does not continue to die
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if mortally wounded. All Sickness and
Poison effects also go into remission
(as do new effects applied while the
Charm isactive), effectively “stopping
the clock.” After a number of hours
equal to the Terrestrial’'s Medicine
rating or upon suffering new levels of
damage, the patient must have a new
infusion or her metabolism restarts
(possibly with fatal results).

PERFORMANCE

UPDATES

Talented Improvisation: Type is
Reflexive. Specialties aren’t needed
to use the Performance ability with
any instrument. Instead, this Charm
cancels all external penalties that
apply to Performance rolls for its
duration and increases the rating of
a stunt by one (max 3) whenever
the action involves creating a new
routine or act on the spot instead of
presenting a rehearsed work. As a
reminder, an opponent’s DV is not
an external penalty.

Dance of Flashing Swords: Key-
word: Leader 5. Resisting the unnatural
influence imposed by all activations
of this Charm for a scene costs three
Willpower. It is possible to hide a
fight in which the Exalt is merely an
observer to two heroic combatants.
With Essence 3+, the Charm can hide
any number of heroic characters. The
Leader effect allows the character to
hide his unit’s involvement in mass
combat, payingas if cloakinganumber
of individuals equal to the total dots
of Magnitude among all hidden units.
A war could rage through the streets
with the citizens none the wiser.
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Blossom Hides Thorns: Type
is Reflexive. Use of this Charm
enhances the (Dexterity + Stealth)
roll needed to launch a surprise at-
tack from plain sight, removing the
usual +2 difficulty and instead adding
anumber of bonus successes equal to
the Exalt’s Essence rating. A single
activation also adds a like number
of successes to the Terrestrial’s Join
Battle roll. If the opening attack
misses, the Charm exerts an un-
natural Illusion forcing all witnesses
to ignore that an attack was made
(and thus not Join Battle), though
anyone can pay two Willpower to
ignore all instances of this Illusion
for a scene. Although it is tradition
to make surprise attacks in the midst
of performing, this is not required.
An identical Stealth Charm also
exists named Tempest from Blue
Skies Ambush that requires Stealth
4 and has Wind-Walking Technique
as a prerequisite.
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Hidden Petal Aria Method:
Keywords: Leader, Stackable. Dura-
tion is One scene. With Essence 3+,
the character may hide subtext in
the oration of everyday speech. The
Leader effect of this Charm costs only
two motes to convey coded orders to
all fellow officers, adding the Exalt’s
Performance to the difficulty of Read
Strategy rolls to study the Terrestrial’s
unit (Scroll of Kings, p. 110).

Soul-Stirring Performance
Method: Keyword: Social. Type is
Supplemental. This Charm enhancesa
(Manipulation + Performance) social
attack, making it an unblockable, un-
natural influence and allowing it to be
conveyed by any Performance-based
action. Theattack affects only mortals,
and may be selectively targeted to
affect some observers and not others.
If used to instill an Emotion, affected
targets act accordingly and suffer a -2
MDYV penalty for the rest of the scene
against mental influence that preys on



this emotional state. If used to incite
action, the Compulsion is limited
as described. In either case, affected
characters can pay three Willpower
to become immune to the Charm for
a scene. Ignore the roll to determine
how many listeners are affected. As a
performance attack, anyone who hears
is potentially affected. With Essence
3+, the Charm functions against all
beings with an Essence rating less than
or equal to that of the Terrestrial.

Protective Performance: Key-
words: Leader. This Charm provides
a Dodge MDV bonus equal to the
Exalt’s Essence rating against all un-
natural mental influence from anyone
other than the Terrestrial, followed by
a +2 Dodge MDV bonus against spe-
cific unnatural influence as specified.
Characters may pay one Willpower to
make them immune to all use of this
Charm for a day, as it is a specialized
unnatural Compulsion unto itself.
The Leader use of this Charm turns
the act of command into an artistic
performance, protecting the unititself
and all membersas individuals (except
the leader).

Invisible Street Performer Tech-
nique: This Charm may be used in
conjunction with any form of artistic
expression that falls under Perfor-
mance, from asteady quiet monologue
to a sensuous dance. Resisting the
unnatural [llusion for a scene in the
eventofafailed roll tonotice the Exalt
costs one Willpower. An applicable
specialty is not required, but improves
the Charm’s effectiveness.

Tireless String-Plucking Medita-
tion: While this Charm is active, the
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characteraccumulates no fatigue from
any Performance actions and ignores
all internal penalties for such rolls
except multiple action penalties. She
can dance for a day while grievously
wounded or spend a night in the em-
brace of her lover without breaking a
sweat. The sharp beauty of well-man-
icured nails fittingly accompanies all
art forms and therefore always applies.
Paying a mote to make an unarmed at-
tack lethal does not count as a Charm
activation. Time spent performing
while using this Charm also counts as
sleepforall purposes if the performance
is at the direct request or command of
a Celestial Exalt.

Vibrating Strings Defense: Key-
word: Leader. Music is not the only
medium for this Charm’s power. Any
mode of artistic expression that falls
under Performance may serve asafocus
fora parry. Eloquent prayers turn aside
blows, while adancer’s gyrations drum
staccato thythms on enemy weapons
mid-swing. No specialty is required
to use this Charm, though applicable
specialties improve its effectiveness.

Three-String Sword Prana:
Minimum Essence is 3. Damage is in
dice,notlevels. Like Vibrating Strings
Defense, other Performance media
may conjure destructive phantasms
through the use of this Charm. Us-
ing the Charm in conjunction with
prayers to the Elemental Dragons or
any of the Incarnae makes the attack
Holy, inflicting aggravated damage
to creatures of darkness. As usual for
its type, this Charm can’t be part of a
flurry without placing it in a Combo
with an extra action Charm.
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RiIDE

UPDATES

Heaven-Graced Riding Tech-
nique: Cost is 1m. Duration is One
action. A mount or vehicle targeted
by this Charm doubles its speed (and
jumping distance), rather than the
listed bonus. When used in conjunc-
tion with other Dragon-Blooded
Ride Charms that quicken a mount
or increase its jumping distance, the
increase provided by those Charms
doubles before it is applied. (For
example, the Air version of Five-
Dragon Horseman Pranamultiplies the
mount’s jump distances by a factor of
[Essence x 2] while boosted by Heaven-
Graced Riding Technique.)

Ebony Spur Technique: Key-
word: Leader. If this Charm is used
to enhance an attack using a lance
or other weapon with the L tag, the
damage bonus increases to (Ride x 2).
With Essence 3+, no activation roll
is required.

Charge of One Hundred Gener-
als: Remove minimum War. Type is
Reflexive. Any special character in
a complementary unit can use this
Charm to enhance it, but a unit can
benefit from only one activation at a
time. A unit so enhanced gains the
listed bonuses while it is carrying out
successive charge actions (i.e., dashes),
and loses no Endurance from doing so.
Once the unit stops charging or makes
aclose combatattack, the Charm ends.
If aborted by making an attack, all
benefits last through the resolution of
thatattack and the Terrestrial’s Ebony
Spur Technique becomes Stackable for
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MORE THAN HORSES

Although horses are cer-
tainly the most common riding
animals in the Second Age,
they are hardly the only mounts
Terrestrial Exalted use. Dragon-
Blooded Ride Charms function
on any familiar ornon-sentient
beast large enough to carry the
Exalt. Inaddition, Ride Charms
may enhance the piloting of
vehicles that require the Ride
Ability, but any Charm with
a Minimum Ride requirement
of 1-4 requires an extra dot of
Ride above the minimum to be
used this way.

that attack, to a maximum number of
activations equal to the actions spent
charging (or the charging character’s
Essence rating, if lower).

Disregard the Charm’s printed
rules for personal combat. Instead,
this Charm allows successive mounted
dashes to build up the potential for
Stackable activations of Ebony Spur
Technique as explained. This ben-
efit can be extended to any mounted
characters who know Ebony Spur
Technique within 100 yards who are
also dashing at the time of activation,
allowing them to build up separate
momentum.

Irresistible Penetrating Charge:
Remove minimum War. Type is
Reflexive. Duration is one charge.
Instead of the Charm’s printed rules, it
enhancesamass combat unit’s charges



using the same overall rules as Charge
of One Hundred Generals. Yet, the
benefit conferred to a charging unit is
an external penalty of the Exalt’s Ride
rating applied against all attacks aimed
at the unit or its special characters.
Once the charge ends for any reason
(including to make an attack), the
protective penalty lasts for one more
action before receding.

Great Heart Companion: A
mount emboldened by this Charm
is control rating 0, Valor 5 and auto-
matically succeeds on all Valor rolls.
Getting onto an unfriendly animal
to tame it with this Charm requires
a successful grapple, though it isn’t
necessary to win control of the clinch.
When used on a Ride vehicle, the
Charm keeps the character in her seat
and lets her perform piloting actions
reflexively, allowing her to devote full
attention to other tasks.

Elemental Halo’s Mercy: Mins:
Ride 2, Essence 2. Type is Reflexive.
The Charmalso protects Ride vehicles
and any passengers on the mount or
vehicle, as well as all personal pos-
sessions carried or worn by protected
characters. Reduce the cost to zero
motes if targeting a mount or vehicle
the Exalt owns.

Five-Dragon Horseman Prana:
This Charm is actually a cluster of
five Charms. Dragon-Blooded must
learn the version associated with their
aspect first. A Ride vehicle is also a
valid target, in which case the Air
power adds the Exalt’s Essence rating
to its Maneuverability in addition to
cold immunity. Once a Terrestrial has
enchanted a target with one version

Christopher Brown (order #1794687)

of this Charm, the cost to apply other
any other versions drops to one mote.
With Essence 4+, the character can
commit an additional mote per valid
target within 500 yards, extending the
Charm’s benefits to that target as long
as it stays within range.

Dance of the Jade Bridle: Replace
Compulsion keyword with Servitude.
Type is Simple (Dramatic Action).
Duration is Instant. If the activation
roll succeeds, the Exalt spends a scene
subduing the target animal, after which
the benefits of Great Heart Compan-
ion automatically apply while riding
it. The steed also gains an Intimacy
of loyalty toward the Terrestrial, do-
ing all within the limits of its bestial
intelligence to obey and please her.
If the Exalt mistreats the mount, the
effect lasts only a month; otherwise
it is permanent. On a failed roll, the
training scene goes very poorly and the
Exalt suffers unsoakable levels of lethal
damage equal to the net successes by
which the mount won. Ignore the
listed surcharge to apply other Ride
Charms to large mounts. A Terrestrial
can use this Charm to break a mount
for a Celestial Exalt, in which case the
animal transfers its loyalty as soon as
it meets its owner.

TReAD ROOTED IN LIFE
Cost: 2m; Mins: Ride 2, Essence 3;
Type: Reflexive
Keywords: Combo-OK
Duration: One hour
Prerequisite Charms: Great Heart
Companion

Infusing her mount or vehicle
with living Essence, the Exalt pro-
vides a sustaining force of wholeness.
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While blessed by this Charm, a living
steed is considered to have engaged in
half the strenuous activity it actually
has from the standpoint of becom-
ing fatigued. Likewise, Ride vehicles
consider the hour of operation as half
an hour for the purposes of accruing
Maintenance upkeep.

SURVIVAL

UPDATES

Quarry Revelation Technique: If
contested by another Charm, standard
roll-off rules determine which wins.

Trail-Concealing Measurement: If
contested by another Charm, standard
roll-off rules determine which wins.

Ration-Enhancing Method: Cost
is Im. Type is Supplemental. This
Charm enhancesahunting or foraging
action, allowing the hunt tobe accom-
plished in one hour regardless of terrain
or skill. The roll ignores penalties for
lacking tools or weapons, and further
adds anumber of bonus successes equal
to the Exalt’s Essence rating.

Hostile Environment Prepara-
tion Method: This Charm reduces all
external penalties imposed by hostile
environmental conditions by an
amount equal to the Exalt’s Survival
rating, and provides a like number of
bonus successes on all Survival rolls
to avoid suffering and possible death
from extreme climates.

(Element) Shelter Creation
Technique: Keyword: Shaping. Dura-
tion is Indefinite. The structure fills a
radius in yards no larger than (intended
number of occupants x 2). It has a soak
of 5L/10B and crumbles apart once it
suffers 10 levels of damage. With Es-
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sence 4+, the structure forms instantly.
A second purchase of this Charm makes
the shelter extremely restful, convert-
ingall dice to automatic successes when
aplayer rolls for his character to regain
Willpower after a night’s rest.

Extension of the (Element) Drag-
on’s Blessing: Once a character has
any version of this Charm active, other
known versions cost only one mote to
activate, and allies already protected
by the first activation inherit other
version benefits at no additional cost.
Essence 5+ Exalted with all five ver-
sionsactive suffer no penalties, damage
orother harm from any environmental
conditions—even those conditions not
native to Creation (such as Primordial
weather). Whenever an Exalt with
this Charm creates a shelter with its
prerequisite, the structure itself and all
those within it automatically gain the
protection associated with all known
versions of Extension of the (Element)
Dragon’s Blessing.

Nature’s Healing Bounty: Cost:
—. Remove minimum Medicine
and Medicine Charm prerequisites.
Type and Duration are Permanent.
A Terrestrial with this Charm can
use Survival Excellencies to benefit
Medicine actions as though they were
Medicine Excellencies, provided she
hasaccess to medicinal plants. Enough
plants for a single treatment can be
foraged as per a day’s worth of food
or purchased at a Resource cost equal
to the difficulty to forage in the local
terrain. She may apply any combina-
tion of relevant Medicine and Survival
specialties to the action, but they
remain capped at a +3 bonus.
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