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Triggering Moves 

This game is played by having a conversation around the table. The Storyteller controls the 
outcome of uncertain events, sets the stage, asks questions, and runs NPCs. Each other player 
controls their own particular character by saying what they’re thinking and feeling, and what 
they’re doing. 

When players say certain things, these statements trigger specific moves. At that point, rules kick 
in, you pick up the dice, and you follow the rules of the move you triggered. 

The Storyteller also has special moves that can be triggered by things the other players say. These 
are detailed later on. 

Moves must proceed from the fiction being built in the conversation. A player can’t just say “I 

escape from danger,” they must describe their character attempting to escape from danger in order to 
trigger the move. 

Rolling Dice 

This ruleset exclusively uses six-sided dice. Each player will need two of them. 

You only ever roll dice when someone says something to trigger a move. Then you pick up 2d6, roll 
them, add them together, add an Attribute modifier, and that’s your result. If it’s 6 or under, it’s a 
miss. 7-9 is a success, but with some kind of complication. 10+, you get what you’re after. 

Players roll dice. The Storyteller never rolls dice. 

Modifiers 

You can never put a bigger modifier than +3 or -3 on a roll. If, after adding together all modifiers, 
you should end up with a higher number than that, you cap it off at +3 or -3 instead. 

When a move says to carry +1 forward, it means “add a +1 bonus to your next move.” When it says 
to carry +1 forward ongoing it means to add a +1 bonus to everything until whatever’s adding the 
bonus stops doing that. If it says carry +1 forward to do a particular thing, it means that next time you 
do that particular thing, add a +1 bonus to it. 

Attributes 

Your character has five Attributes, which you combine with the results of 2d6 to find the outcome 
of rolls when you trigger moves. 

Each Attribute has a value that can be rated at -1, 0, +1, +2, or +3. This rating is the modifier you 
add to dice rolls when a move tells you to roll with that Attribute. 

The Attributes are: 



Martial: Forthright action and heroic beatdowns. Governs the following moves: Throw down, do 

something reckless, defend the weak. 

Glorious: Sweeping acts of charisma and grandeur. Governs the following moves: Inspire someone, 

stand your ground, rebuke the wicked. 

Sagacious: Wisdom, learning, and applied know-how. Governs the following moves: Apply expertise, 

fix what’s broken, make something useful. 

Shadowy: Shady, sneaky, larcenous, criminal, and up to no good. Governs the following moves: 
Pressure someone, do something shady, escape from danger. 

Worldly: Experience with social systems and how people work. Governs the following moves: 
Exploit a system, read the room, manipulate someone. 

Basic Moves 

The basic moves are straightforward. Every player’s character can do all of them. 

Martial Moves 

These three basic moves add your martial modifier to their roll. 

Throw down 

When you attack someone capable of meaningfully opposing you, roll with martial. On a 10+, pick one: 
you inflict harm as established and gain an Edge on your target; you take them out (you can decide 
if that means they’re incapacitated or dead). On a 7-9, you inflict harm as established, but the 
Storyteller chooses one: they gain an Edge on you; they can harm you in return; you gain a point 
of Limit. 

Do something reckless 

When you perform a feat of strength or agility with serious consequences for failure, roll with martial. On 
a 10+, you succeed at the action and choose one: clear a non-injury-based Condition; carry +1 
forward on your next move. On a 7-9, you succeed, but your success is flawed in some way or 
causes some sort of complication, and the Storyteller makes a withering move. 

Defend the weak 

When you protect a person, object, or location, roll with martial. On a 10+, hold 3. On a 7-9, hold 1. 
As long as you continue to stand in defense, whenever the thing you’re protecting is attacked, you 
may spend your hold, 1 for 1, to choose one: 

• Redirect harm from the thing you defend to yourself. 

• Declare that the harm inflicted by the attacker is much less than it would have otherwise been. 



• Open up the attacker to an ally, who carries +1 forward to assail or act against the attacker. 

• Harm the attacker, if possible. 

Once you’ve run out of hold, your defense is overwhelmed. 

Glorious Moves 

These three basic moves add your glorious modifier to their roll. 

Inspire someone 

When you inspire someone by word, deed, or instruction, roll with glorious. On a 10+, choose two: They 
carry +1 forward to do the thing you’ve inspired them to do (NPCs gain Advantage); they remove a 
non-injury-based Condition; if they succeed at the thing you’ve inspired them to do, you gain 1 
Essence. On a 7-9, choose one from the 10+ list, and the Storyteller chooses someone present to 
get an Edge on you. 

Stand your ground 

When you stand your ground in the face of intimidation, hardship, pain, pressure, fear, coercion, 
overwhelming despair, or supernatural assault on your mind or spirit, roll with glorious. On a 10+, 
you stand your ground and choose one: gain 1 Essence; remove a non-injury-based Condition; 
carry +1 forward to your next move in the scene. On a 7-9, you remain resolute, but gain 1 Limit. 

Rebuke the wicked 

When you attempt to shut someone down, get them to back off their current course of action, or just scare 

them into freezing up, roll with glorious. On a 10+, PCs have to stand their ground and NPCs freeze 
up. Additionally, choose one: give them a mental or emotional Condition; they lose an Edge on 
you; you gain an Edge on them. On a 7-9, PCs have to stand their ground and NPCs freeze up, and 
you gain 1 Limit. 

Sagacious Moves 

These three basic moves add your sagacious modifier to their roll. 

Apply expertise 

When you consult your accumulated knowledge about a subject, roll with sagacious. On a 10+, the 
Storyteller will tell you something interesting and relevant to your situation. On a 7-9, the 
Storyteller will tell you something interesting; it’s up to you to make use of it. 

Fix what’s broken 

Whether repairing a broken-down car or binding broken bones, when you try to repair the damage 

to something broken, roll with sagacious. On a 10+, the object is repaired or the being removes one 
injury-based Condition. On a 7-9, the object is repaired or the being removes an injury-based 



Condition, but the Storyteller chooses one: someone present gains an Edge on you; the repairs are 
flawed or the patient gains a new but less-serious negative Condition; you gain 1 Limit. 

Make something useful 

Whether painting a portrait, preparing a meal, or melting down a silver locket to make silver bullets, when 
you make something useful, roll with sagacious. On a 10+, you successfully create the object, and 
choose one: it is of exceptional quality, allowing the user to carry +1 forward ongoing for one scene 
of their choice while using it; you gain 1 Essence. On a 7-9, you successfully create the object, but 
choose one: it contains some niggling flaw or imperfection; you take 1 Limit. 

Shadowy Moves 

These three basic moves add your shadowy modifier to their roll. 

Pressure someone 

When you try to get your way through overt intimidation, roll with shadowy. On a 7+, PCs must stand 

their ground while NPCs choose one: 

• Do what you say 

• Back away cautiously, then flee 

• Attack you 

On a 10+, you also take +1 forward against them. On a 7-9, you gain 1 Limit. On a miss, they do as 
they please and gain an Edge on you. 

Do something shady 

Whether stealing a priceless painting, sneaking into a guarded facility, or pretending to be someone you’re 

not, when you do something shady, roll with shadowy. On a 10+, you succeed and don’t leave behind 
any incriminating traces or evidence. On a 7-9, you succeed and choose one: you leave behind 
some evidence of your crime; things get complicated and the Storyteller plays a withering move; 
you gain 1 Limit. 

Escape from danger 

When you try to get out of a dangerous situation or location, roll with shadowy. On a 10+, you get 
away and end up in a safe place. On a 7-9, you get away, but choose one: things get complicated on 
the way out and the Storyteller plays a withering move; the scariest person present gets an Edge on 
you; you gain 1 Limit. 

Worldly Moves 

These three basic moves add your worldly modifier to their roll. 

Exploit a system 



Whether searching (or hacking) a computer database to find (or alter) information, working out which palms 

to grease to set up a meeting with a local politician or criminal, or reading market trends to pull off a 

financial coup, whenever you navigate or exploit a system you roll with worldly. On a 10+, you achieve 
your goal, and choose two: you achieve your goal in a timely fashion; you get everything you’re 
after; you carry +1 forward; you gain 1 Essence. On a 7-9, you achieve your goal, and choose one 
from the 10+ list. 

Read the room 

When you closely study a situation or person, roll with worldly. On a 10+, ask the Storyteller three 
questions from the list below. On a 7-9, ask one. Either way, take +1 forward from acting on the 
answers. 

• What happened here recently? 

• What is about to happen? 

• What should I be on the lookout for? 

• What here is valuable or useful to me? 

• What here is dangerous to me? 

• Who’s really in charge here? 

• What here is not what it appears to be? 

Manipulate someone 

When you use fast-talk, charisma, lies, or logic to get someone to do what you want, roll with shadowy. If 
you succeed, NPCs will do what you ask if you give them a bribe or a motive. On a 10+, you also 
choose one: you gain an Edge on them; you give them a mental or emotional Condition; you gain 
1 Essence. On a 7-9, the Storyteller chooses one: they gain an Edge on you; you gain 1 Limit. 

 

  



Storyteller Notes on the Basic Moves 

Some things to keep in mind: 

Throw down: Tougher supernatural opponents can de-escalate from being instantly taken out into 
merely suffering harm to a certain degree, and may be able to shrug off certain sorts of harm. If the 
target isn’t capable of meaningfully opposing an attacking Exalt, then attacking them doesn’t 
trigger throw down; in that case, the Exalt just inflicts whatever sort of violence they want to inflict. 
Finally, if the characters aren’t trying to actually hurt the target, but merely want to wrestle a gun 
or magic wand away, or knock them down before they can escape, or whatever, that falls under 
inflicting harm as established; it’s just that the “harm” isn’t terribly harmful. 

Additionally, intent doesn’t necessarily enable success. If a mage sends an animated statue made of 
granite after the characters, then no amount of punching and kicking is likely to be able to hurt it, 
and bullets may not do much either. If they’re dedicated to problem-solving with violence, the 
Exalts will need to escalate to running it over with a car, dropping furniture on it from upper 
floors, or otherwise using attacks that are capable of making a dent in a supernaturally tough 
target. 

Do something reckless: In addition to knocking down doors and jumping from roof to roof, this 
move can also be used to try to avoid many withering NPC moves by getting out of the way or 
breaking out of the enemy’s grasp. 

Stand your ground: If a withering move isn’t resisted by do something reckless, it’s probably resisted 
with this move. This is what characters are doing when they try to throw off a vampire’s hypnosis, 
a mage’s mind-enslaving spells, or a ghost’s attempt to possess them. 

Fix what’s broken: As always, the move has to fit the fiction. A first aid kit and some painkillers 
might be able to patch up lacerations and bruises, but they’re not going to be able to mend a 
mortal’s broken leg. Not without some Charms backing them up, anyway. 

Manipulate someone: The other players always get to decide whether their characters are swayed 
by your words or not, so this move is only useful against NPCs. 

 

  



Special Rules and Resources 

If you’re playing, you’ll need to track the following resources on your record sheet. The Storyteller 
also needs to track Edges and Conditions for NPCs. 

Limit (and Limit Break) 

Limit tracks your character’s accumulated stress, which eventually triggers the Great Curse and 
produces a state known as Limit Break. Limit Break’s manifestation differs based on what sort of 
Exalt you’re playing, but always happens when Limit climbs to 10 points. After Limit Break 
resolves, erase all recorded Limit. 

Essence 

Essence is the divine power of the gods that empowers the miracles of the Exalted. It’s also a 
resource, expended to perform superhuman feats, cheat death, and wield the lost secrets of ancient 
magic. 

Exalted can hold up to 3 Essence. You begin the game with as much Essence as you can hold, and 
get 2 Essence at the beginning of every session. 

Anima 

When a rule demands that you spend Essence and you have at least 1 Essence remaining, you may 
choose to flare your anima banner instead. The character is surrounded by a nimbus of burning 
spiritual energy and gains the Condition radiating divine glory, which makes their supernatural 
nature obvious to everyone who can see them. It also obviates all forms of stealth and magical 
disguise. This Condition persists until you spend a few minutes resting and calming yourself, or 
until the end of the current scene, whichever happens first. 

If you are already radiating divine glory, then you can’t choose to re-flare your anima to skip paying 
further Essence costs. 

Edges 

Edges represent insights into what makes another character tick, which can be leveraged against 
them. You record Edges on your character sheet, noting the name of the character or NPC in 
question and how many Edges you have on them. In order to spend an Edge, you have to declare 
that you’re doing so and say how, exactly, you’re exploiting an advantage over or weakness of your 
target. Edge can be spent to (choose one): 

• Add +1 to your roll when you make a move against that character or NPC. 

• Subtract -1 from another player’s roll against you.  

• Force an NPC to falter, freeze up, or hesitate. 



• Force an NPC to act at Disadvantage (a Storyteller-specific rule; the short version is, 
whatever they’re about to do, it’ll be much less effective and less likely to succeed). 

• Bypass an NPC’s resistance to a certain kind of harm. Remember, you have to explain how 
you’re exploiting the advantage an Edge represents, such as getting around a vampire’s 
resistance to bullets (which mostly put holes in organs it isn’t using) by shooting it 
repeatedly in the face at point-blank range. 

NPCs can also collect Edges and use them against players (and theoretically one another). An NPC 
can use an Edge to: 

• Subtract -1 from your roll against them. 

• Gain Advantage when acting against you (a Storyteller-specific rule; the short version is, 
they’ll briefly be significantly more dangerous and effective than they would otherwise be). 

Conditions 

Characters (and NPCs) can gain Conditions over the course of play. Conditions describe 
something currently significant about the character, such as happy, enraged, disarmed, frightened, 
poisoned, exhausted, drunk, distracted, broken leg, blinded, blinded by greed, or transformed into a pig. 

Conditions describe a thing that must be true in the story; nobody is contradict a Condition in the 
course of the conversation around the table. For example, a character with broken legs cannot run, 
and one who is terrified cannot display extravagant courage until they’ve gotten rid of the terrified 
Condition. Some Conditions may also grant characters new capabilities as well as limitations; a 
character with the Condition transformed into a bat would be able to fly and use echolocation, for 
example, but would be wholly unable to inflict meaningful damage in a fight with a person, since 
they only weigh about a pound. 

Characters lose a Condition when it makes sense in the story for them to do so, or when a move 
allows them to. Players can tag a Condition on themselves or on someone else when they make a 
move, allowing them to add +1 to their move, but they must describe how they exploit the 
Condition to their advantage. NPCs can tag a Condition on themselves or someone else to gain 
Advantage. 

The Storyteller can also tag a Condition on a player if they believe that Condition would hamper a 
character’s efforts to do a thing, imposing a -1 penalty on the move in question. 

It is possible to tag multiple Conditions to modify a single move. 

Stunts 

A stunt is a moment when your character reaches deep down into their heart, drawing on their 
passion, their desperation, their need to triumph. It ignites your Essence, and for just a moment 



the true unbound power of the Age of Legends may once again uplift, transform, or devastate the 
world. 

All players begin play with a single stunt. To use a stunt, select one of your Caste, Aspect, or Key 
moves, and describe how you spend your stunt to flood it with power beyond reason. A Dawn 
Caste might use a stunt with sandstorm wind attack to unleash a flashing wave of cutting pressure 
that splits several entire buildings in twain. A Twilight Caste might use a stunt with wonder-forging 

genius to recreate a true miracle of the Age of Legends such as a towering suit of mystical battle 

armor. A Midnight Caste might use a stunt with command the dead to make every corpse in the city 
of Chicago rise up and seek the flesh of the living. A Changing Moon might empower cobra 

hypnotic technique to completely rewrite someone’s history, or prey’s skin disguise to learn the form of 
anyone foolish enough to tell her their name for the rest of the scene. 

If there’s any roll involved with the move, it automatically generates a 10+ result. 

Once a stunt is spent, it is gone forever. New stunts can be gained by spending an advance. 

Injury and Death 

The supernatural world is a place of commonplace violence. 

Inflicting Harm 

When you hurt someone, you inflict harm as established by the narrative. In game terms, that generally 
means giving them a Condition to reflect the injury received: bruised and battered if you kicked their 
ass, bleeding if they were stabbed, shot if you shot them, broken bones if you tossed them out of a 
second-story window, and so on. Depending on the outcome of the move you used, the injury they 
suffered, or if the Storyteller feels they’ve suffered enough compounded injury Conditions, they 
might be knocked out or just die outright. 

Supernatural beings will often have moves that let them ignore or resist certain types of harm, or 
which render them especially vulnerable to being hurt in specific ways. 

Suffering Harm 

You suffer injury when one of your moves says so, or when the Storyteller deems it appropriate 
given the story being told in the conversation around the table—often this will happen after you 
miss a move, but it can happen at any time that it makes sense. When the Storyteller inflicts harm 

as established by the narrative on you, they will give you a Condition, much as would happen when 
you hurt an NPC. 

Exalts are very resilient. Unless something is actively sucking your blood out, you can’t die as the 
result of untreated bleeding, nor can you die as the result of accumulated significant injuries unless 
you already have at least three such Conditions. As such, an Exalt who has been shot is certainly in 



pain and not at her best, but she’s in no risk of immediate death. An Exalt suffering from stabbed, 

shot, and clawed up, by contrast, would be best advised to retreat and heal up. 

Death 

The Storyteller says when you die. She doesn’t have to declare it as soon as you take a fourth 
serious injury, although she can. She also doesn’t have to wait until then: a decapitated Exalt, or 
one that gets hit by a train, or falls off of a skyscraper, or gets shot by a gun held up against the 
back of his head, is just as immediately dead as anyone else would be. 

When the Storyteller says you die, you can choose to accept this statement, or to modify it by 
saying “yes, and” or “yes, but” to append some last act of heroics or final words to your demise. 

However. 

When the Storyteller says you die, you can instead choose not to die by picking one of the following 
options instead: 

• You don’t die. Describe how you push yourself to the brink to narrowly avoid death, and 
immediately gain five points of Limit. You can’t choose this option if you’re already in 
Limit Break. 

• You don’t die. Describe how you narrowly avoid death, and spend a point of Essence to 
fuel your heroic act of defiance. You can’t choose this option if you don’t have any Essence 
left. 

• You don’t die. Instead, you suffer some severe but still lesser trauma, and gain the 
Condition critically injured. You can’t choose this option if you’re already critically injured. 

• You don’t die. Instead, you suffer some injury that even Exalted healing won’t be able to 
fully repair, and gain a permanent Condition like missing hand, one eye, or immediately 
recognizable scar. Advanced healing magic might be able to do something about this later, 
but otherwise you’ll have this Condition for good. 

• You don’t die. Instead, you give the fate of your character into the hands of the Storyteller, 
with carte blanche to inflict some sort of interesting tragedy or setback. Your character is 
guaranteed not to die or to be rendered not fun to play, but these are the only guarantees. 

In summary, your character only dies when you feel their tale has come to an end. You’re generally 
expected to use the other options to dodge death frequently. Spending Essence is the most 
“painless” option in terms of story consequences. It also means you can be a reckless daredevil as 
and do things like tackle enemies out of skyscraper windows as long as you have Essence to burn 
or are willing to roll with the punches. 

Recovery 

Exalts heal incredibly quickly. You erase one injury Condition at the end of each scene during 
which you didn’t undertake any particularly strenuous activity. You erase all injury Conditions 
after any period of downtime lasting at least a couple of days during which your character took it 
easy. 



Critically injured is a bit different. You can’t heal any of your other injury Conditions while critically 

injured. To erase critically injured, you have to lay up somewhere to rest and heal uninterrupted for a 
few days. 

A permanent Condition like missing hand is just that: permanent. You might be able to get rid of 
the Condition with powerful healing magic, or offset it with advanced prosthetics, but otherwise 
you’re stuck with it for good. 

Experience 

At the end of each session of play, every player gets 2 experience. 

When you botch a move (see below), you get 1 experience. 

Finally, at the beginning of each session, each player takes the sheet of the player on their left* and 
puts a little mark on an Attribute of their choice, as long as it isn’t the character’s highest-rated 
Attribute. Mark an Attribute that you’d like to see that character demonstrate during the coming 
session. The first time during the session that you make a move with your marked Attribute, get 1 
experience and then erase the mark. Erase the mark at the end of the session if it isn’t already 
erased. 

When you accumulate 8 experience, you can take an advance at the end of the session. After taking 
an advance, erase all experience. If you had more than 8 experience, any excess is erased without 
carrying over. Advances are detailed in your character’s playbook. 

* In the likely event that you’re not physically sitting at a table, randomly pass around 
sheets to mark by whatever method strikes your fancy, so long as everyone marks someone 
else and everyone gets a mark. 

Botches 

When you miss on a move, once per session you can tell the Storyteller you want to convert the 
miss into a botch, and get 1 experience. How exactly a botch manifests is entirely up to the 
Storyteller, but something bad is going to happen. 

Be aware that the Storyteller can make a miss hurt as bad as they want to even if you don’t ask for 
a botch; they’re under no obligation not to open up with both barrels any time they think it would 
push the story somewhere interesting. All converting to a botch does take away the Storyteller’s 
option of letting you off light. 

 

 



Background Moves 

When you create your character, your playbook will instruct you to select one or more Background 
move. 

Allies 

You have an ally who is willing to help you out, like a buddy from school who became a doctor or 
lawyer. When they help you, carry +1 forward to whatever they helped with, but you’ll need to do 
them a friendly favor before using this move to call on them again. 

Alternate Identity 

You have an alternate identity that you can slip into when needed, complete with faked 
credentials, history, and so forth, which will stand up to reasonable scrutiny. This might be a false 
mortal identity, or you could be convincingly posing as a member of a supernatural community or 
conspiracy. 

Ancient Sorcery 

Through the guidance of dreams, spirits, or prehistoric relics, you have been initiated into the 
forgotten secrets of ancient sorcery. Decide how this came to be, and define one way in which your 
sorcerer is notably weird. As a sorcerer, you can roll with sagacity to throw down by describing 
powerful spells such as conjuring the Death of Obsidian Butterflies or the Thunder Wolf’s Howl, 
at the cost of 1 Essence. Additionally, you may use the sorcerous working move: 

When you wish to accomplish something by bending the Essence of the world to your will, describe 

your ritual efforts until the Storyteller is satisfied, then spend 2 Essence and roll with sagacious. On a 
10+, you may create a Condition either on yourself (my hands are terrible claws of rending wood), a 
consenting person or group of people (these ten people become a single giant as strong as ten men), or on 
the story in general (whenever someone leaves this building, a flock of birds with beaks of steel swoop down 

and attack them), and choose two: the benefit sticks around for a good long while; there are no 
unforeseen complications; you get the Essence back. On a 7-9, the effects are the same but you 
only get to choose one. 

Optional Rule: Spells 

If you want to have some signature magic tricks pulled out of Exalted vs World of 
Darkness that you use on the regular, like Invulnerable Skin of Bronze (I have bronze 
skin) or Viridian Mantle of Underwater Journeys (I can breathe underwater), here’s an 
optional rule for them. If the Storyteller doesn’t want sorcery to be a bigger deal than 
the other Backgrounds, don’t use this rule. 

You can spend an advance to get 2 spells: rituals that you’ve perfected to the point 
where the “until the Storyteller is satisfied” part of the sorcerous working move are really 
easy to pull off. When you cast a spell, you only need to spend 1 Essence rather than 
2, but you can’t choose the “the benefit sticks around for a good long while” option. 



Arsenal 

Maybe you’re a prepper. Maybe you have a relative who is, and they let you use your shit. Maybe 
you killed a monster with a huge collection of military surplus weapons and stole all their shit. 
However it shook out, you have access to an unreasonably large and powerful supply of weapons. 

Connections 

Your character permanently has the Condition I know a guy, which cannot be removed save 
through major story events. 

Dragon Nest 

You have gained personal control over a place of great supernatural power, and can decide who 
gets access to it. Beginning a scene in a Dragon Nest allows you to regain 1 Essence, and sorcerous 
rituals performed in a Dragon Nest carry +1 forward ongoing. 

Fame 

You permanently have the Condition famous, which cannot be removed save through major story 
events. 

Goons 

You permanently have the Condition lackeys, who will obey you and provide extra reach. You can 
customize this if you like; instead of hired thugs you might have a biker gang, or a spy network, or 

even monstrous cultists. 

Influence 

Your character permanently has the Condition Friends in high places, which cannot be removed save 
through major story events. 

Library 

You have a massive stockpile of information relevant to your studies and interests, either in the 
form of a classic library or a more modernized database. Carry +1 forward ongoing to apply expertise 
when you make use of your library. 

Magical Artifact 

Your character has created, gained, or been entrusted with an artifact imbued with the magic of an 
earlier Age. Occasionally this is an enchanted weapon like a flaming sword, but more often it is 
something else like a mask that can magically disguise you, a cloak which can be commanded to 
come to life and perform simple tasks, or a jade egg which can imprison ghosts. 

Mentor 

You have been taken under the wing of someone more familiar with the supernatural world than 
you are. Once per story, you may ask them a question about the supernatural world and get an 
answer that is either honest, accurate, or useful: the Storyteller will pick two. 



Resources 

Your character permanently has the Condition wealthy, which cannot be removed save through 
major story events. 

 

  



The Solar Exalted 

To play one of the Solar Exalted, use the rules found below. 

Character Creation 

To make a Solar character, go through the following steps: 

• Write down a concept for your character (“latchkey kid,” “hands-on archaeologist,” “cat 
burglar,” “ghost hunter,” etc). 

• Come up with a name for your character. 

• Write down a short, punchy description of your character, incorporating the three most 
striking features they have. Use two sentences, tops. 

• Select a Caste: Dawn, Zenith, Twilight, Night, or Eclipse. 

• Mark down your Caste’s Attribute at +2. Then select two other Attributes to be rated +1, 
another Attribute at +0, and your last Attribute will be rated -1. 

• Select one Background move. 

• Select a Limit Trigger and note your Solar moves and Anima move. 

• Select two moves from your Caste. 

• Select two other players. Give them an Edge on your character. Discuss what it was they 
saw or learned about you that gave them some leverage over you. 

Now you’re ready to play. 

Limit Break 

In addition to the conditions given in the basic moves, each Solar has a Limit Trigger: A situation 
defined by the player that automatically gives the Solar a point of Limit when it comes up. This 
might be something like “being humiliated,” “witnessing people with power and authority abusing 
the weak,” “when directly faced with temptations to the life of debauchery I foreswore,” or 
something else. It shouldn’t happen every time you turn around, but it also shouldn’t never come 
up. 

When your Solar enters Limit Break, you cannot take an advance until you do something 
extremely rash, intemperate, or ill-advised which complicates the story significantly and 
entertainingly. 

Advances 

When you accumulate 8 or more experience, you can spend all of it to take one of the following 
advances: 

• Add +1 to an Attribute, to a maximum of +3. You can only take this advance twice. 

• Get a new move from your Caste. You can take this advance as many times as you want. If 
you run out of moves, you can make more, if you like. 



• Get a new move from a different Solar Caste. You can take this advance more than once, 
and can have as many moves from each other Solar Caste as your rating in its Caste 
Attribute, plus one. 

• Get a new Background move, but only if it makes sense given what’s going on in the story. 
You can take this advance more than once. 

• Gain a stunt. You can take this advance as many times as you want. 

• Retire the character from the story under circumstances you dictate, and make a new 
character. 

Solar Basic Moves 

All Solars get the following moves: 

Feel the Light: By concentrating for a moment, you know the sun’s position in the sky, or how 
long it has been since it set and how long it will take for it to return. Effectively, you have a very 
accurate internal clock and solar compass. 

Mark of Divinity: By concentrating for a moment, you can cause your Caste Mark to appear and 
shine brilliantly upon your brow, confirming your divinity to unbelievers. 

One Step Beyond: When you have no more Essence to spend, you may spend 1 Essence anyway, 
but doing so gives you the Condition tapped out until you next gain Essence. You can’t use this 
move while you’re tapped out. 

Supernal Glory: You may spend 1 Essence to give yourself the Condition burning with the power of 

the Age of Legends for a few minutes. While this persists, you are strong enough to shatter stone, 
fleet as a hare, and wise as the greatest of savants; your smile is as radiant as the sun, your anger as 
terrible as thunder. This Condition can be tapped to help out with just about anything. 

The Dawn Caste 

Caste Attribute 

Martial 

Anima Move 

You may spend 1 Essence when you throw down to automatically get a 10+ without rolling, once 
per scene. 

Dawn Moves 

Battle Fury Focus: When you Limit Break from gaining Limit to avoid death, erase all injury 
Conditions. 

Corona of Radiance: The burning of your anima makes you seem like a wrathful angel or a 
furious devil. You can roll with martial to rebuke the wicked or pressure someone when your anima is 
flaring, and carry +1 forward ongoing to do so if your target is a creature of darkness. 



Edge of Morning Sunlight: Your attacks, whether made with blade, bullet, or mere fists, burn with 
the holy power of the sun. When they strike a creature of darkness, in addition to any other 
damage it might suffer, the monster is struck with a sense of panic and searing pain as though 
touched by a burning brand. If it would normally be resistant to damage from the attack, you can 
spend 1 Essence to ignore that resistance. 

Fivefold Bulwark Stance: Spend an Edge on an opponent. For the rest of the scene, you see the 
paths of their intent preceding their actions in lines of burning Essence, and can automatically 
avoid all of their physical attacks. 

Heavenly Guardian Defense: You can channel Essence into your defense to block or turn aside 
even the most fearsome of attacks as though it were a mere leaf on the wind. Spend 1 Essence to 
perfectly block or parry a single attack once per scene, whether that attack is directed at you or at 
someone you are protecting with defend the weak. Whoever launched the attack briefly gains the 
taken aback Condition. 

Heaven Thunder Hammer: Your attacks land with reverberating crashes like thunder, and can 
throw your enemies around like ragdolls when you want them to. 

Immortal Armory of the Sun: With a moment’s concentration, you can harden your spiritual 
aura into a glowing weapon forged of solid sunlight. The weapon is emblematic of your fighting 
spirit, and it’s always the same weapon whenever you summon it. 

Iron Whirlwind Attack: When you throw down and miss, you can spend 1 Essence to discard the 
result and roll again, thwarting the opponent’s defense or evasion with a flurry of attacks. 

Racing Hare Method: You can roll with martial to escape from danger, moving with graceful flowing 
motions as your battle-instincts guide you to safety. 

Sandstorm Wind Attack: So fierce are your blows that you can attack with pressurized air 
currents, striking opponents with rippling lines of force from your punches or kicks, or cutting 
them in twain with a shimmering blade of displaced air hurled in the wake of a sword slash. You 
can make ‘close-range’ attacks against enemies at a great distance. 

Ten Ox Meditation: You may perform impossible feats of strength when you do something reckless, 
such as ripping a mighty oak out of the ground, hurling a boulder, pulling down the pillars of a 
temple, or kicking a hole through a stone wall. If you spend 1 Essence when doing so, you cannot 
roll less than 7 no matter what the dice say. Additionally, your bare hands can inflict deadly 
damage, and your melee attacks strike with inhuman force. 

War Lion Stance: Those who understand another’s heart are best able to guard it. You carry +1 
forward ongoing to defend the weak if you have an Edge on the one you’re protecting. If this would 
push your bonus above +3, you cannot roll less than 7 no matter what the dice say. 

The Zenith Caste 



Caste Attribute 

Glorious 

Anima Move 

By touching an inanimate corpse and spending a moment concentrating, you can instantly burn it 
to ashes and send its soul onward from this world. This can destroy torpid vampires, and puts 
ghosts to rest. By spending 1 Essence upon doing so, you also gain an Edge on one of the corpse’s 
friends, loved ones, or its murderer (Storyteller’s choice). Additionally, when you inflict harm to a 
creature of darkness, you may spend 1 Essence to cause the injury to painfully burn and smolder 
for as long as the monster remains in your presence. 

Zenith Moves 

Adamant Skin Technique: Once per scene you may spend 1 Essence to negate all harm from a 
single attack: your flesh momentarily becomes as indestructible and inviolable as diamond. 
Whoever attacked you gains the intimidated Condition. 

Body-Mending Meditation: You can erase one non-permanent injury Condition at the end of 
every scene, even if you exerted yourself, so long as you aren’t critically injured. 

Celestial Bliss Trick: After you share a moment of deep intimacy with someone, whether physical 
or emotional, gain an automatic 10+ on your next attempt to inspire them or manipulate them. 

Hardship-Surviving Mendicant Spirit: You don’t take harm from harsh environments such as 
snowstorms, sandstorms, or even things like running through a burning building. By spending 1 
Essence, you can even resist harm from something like standing in fire or reaching into lava, at 
least for a few minutes. 

Integrity-Protecting Prana: When you ought to gain a Condition from a magical curse or 
supernatural malady intended to transform or taint your body, mind, or spirit, you may spend 1 
Essence to reject the Condition. 

Listener-Swaying Argument: You can roll with glorious to manipulate someone. 

Ox-Body Technique: Once per session, when you suffer a non-permanent injury Condition, you 
can simply neglect to write it down on your character sheet. It’s not that the injury doesn’t happen; 
you’re just so tough that it doesn’t impair you in any meaningful way. 

Majestic Radiant Presence: You can roll with glorious to pressure someone if your target is a creature 
of darkness. You can also spend 1 Essence to roll at +3 when you rebuke the wicked against a 
creature of darkness. No matter what the dice say, you cannot produce a result lower than 7. 

Masterful Performance Exercise: Spend 1 Essence when you inspire someone to gain an automatic 
10+ result. 



Memory-Reweaving Discipline: Add the following to the list of 10+ options when you inspire 

someone: you get to rewrite one of their memories to your specifications. Picking this option costs 1 
Essence. 

Righteous Lion Defense: Add +2 to your roll when you stand your ground in the face of a certain 
kind of hardship. Choose one: pain, fear, or sorrow. If this would raise your bonus above +3, you 
cannot roll a result less than 7 no matter what the dice say. 

Terrible Sun-King Condemnation: When you speak an ultimate condemnation against someone you 

truly consider wicked and vile, roll with glorious. On a success, choose one: they gain the Condition 
creature of darkness; they gain the Condition obviously a vile and untrustworthy wretch. On a 10+, the 
Condition persists until you feel it should no longer apply. On a 7-9, choose one: it abates after a 
week; it persists until you feel it should no longer apply, but you gain 1 Limit. 

The Twilight Caste 

Caste Attribute 

Sagacious 

Anima Move 

You can spend 1 Essence to dissipate yourself into the local dragon lines, vanishing and 
reappearing a scene later at some nearby place of power or spiritual significance. Additionally, 
ghosts or spirits touched by the light of your anima become visible and audible in the physical 
world if you wish them to be. 

Twilight Moves 

All-Encompassing Sorcerer’s Sight: You may spend 1 Essence to see into the world of spirits or 
ghosts, to see the world as the fae do, or to see the aura of power rising from a Dragon Nest, even 
one miles away. Your empowered sight lasts for the rest of the scene. 

Arete-Shifting Method: By spending an Edge on someone, you can roll with sagacity on any move 
that focuses on that person for the rest of the scene. 

Craftsman Needs No Tools: You can fix what’s broken or make something useful even if you have 
none of the tools a person would normally need to attempt such a thing. Your hands, genius, and 
breath alone will suffice. 

Dogstar Ruminations: Once per story, you can spend 1 Essence and roll with sagacity foresee 
some terrible catastrophe written in the stars long ago. On a 10+ you foresee that it will land on 
those who oppose you. On a 7-9, it will produce upheaval for both you and those who oppose you. 
On a miss, the dire portents are all aimed at you. 

Ghost-Eating Technique: If you can detect a ghost, spirit, or other intangible being, you can 
interact with it as though it were physically manifest—including attacking it. If you slay a ghost, 



spirit, or demon, you can choose to shred its being, destroying it forever. Doing so gives all other 
ghosts, spirits, or demons that witness the act of eternal destruction the terrified Condition. 

Incalculable Flowing Mind: You may spend 1 Essence get an automatic 10+ to apply experise. 

Inquisitor’s Unfailing Notice: You can roll with sagacity to read the room. 

Judge’s Ear Technique: You can spend 1 Essence to interrogate a single statement, knowing for 
certain whether or not it is a lie. 

Red Anvils Ringing: You can fix what’s broken or make something useful in a tiny fraction of the time 
normally required. 

Soul Projection Method: You can spend 1 Essence to translate your body into ephemera, passing 
through the barriers between worlds to enter the world of spirits, ghosts, or the fae. You can also 
bring willing allies along with you, but everyone who makes the crossing gets an Edge on everyone 
else brought across at the same time if they don’t already have one. You can also use this move to 
return to the physical world. 

Will-Bolstering Method: Drawing upon the certainties of the world and your place in it, you can 
roll with sagacious to stand your ground. 

Wholeness-Restoring Meditation: You can spend 1 Essence to devise a unique medical treatment, 
specific to the individual patient and their ailment, to cure an incurable disease or repair an 
irreparable debility. By following this treatment plan, you can cure absolutely anything shy of death 
itself when you fix what’s broken. 

Wonder-Forging Genius: You can create items with magical properties when you make something 

useful. These will require special ingredients and techniques such as spirits that agree to inhabit the 
item, the blood of monsters, or parts cannibalized from other ancient relics; the Storyteller will tell 
you what you need. 

The Night Caste 

Caste Attribute 

Shadowy 

Anima Move 

When your anima flares, you may shroud yourself in it like an obscuring cloak, making you 
impossible to recognize. Anyone in the scene that has already recognized you forgets the blazing 
stranger’s identity, unless you want them to remember who you are. Those who have an Edge on 
you also don’t forget. 

Night Moves 



Easily-Overlooked Presence Method: When you do something shady and observe someone without 
them being aware of your presence, gain an Edge on them. 

Eye of the Unconquered Sun: When you read the room, add the following to the list of potential 
questions: 

• Is there anyone here that is disguised, invisible, or otherwise obscured from detection or 
identification by mystical or mundane means? If the answer is yes, the Storyteller reveals 
them. 

Flawlessly Impenetrable Disguise: If you attempt to do something shady by disguising yourself, you 
may don a disguise incorporating “impossible” elements such as another kind of Exalt’s anima 
banner, a beard made of woven lightning such that a storm spirit might grow, or a vampire’s lack 
of a reflection. You can also spend 1 Essence to automatically get a 10+ on disguise attempts. Any 
impossible elements such as levitating off of the ground or seeming to pass through objects are 
trickery and sleight of hand, and do not convey genuine magical powers such as flight or 
intangibility that can be used for any purpose other than upholding a disguise. 

Graceful Crane Stance: You can roll with shadowy to do something reckless. 

Invisible Statue Spirit: As long as you stand perfectly still, nobody can see you unless they already 
knew you were there. 

Lightning Speed: You can spend 1 Essence to give yourself the Condition superhumanly quick for 
the rest of the scene. 

Preying on Uncertainty Approach: Carry +1 forward ongoing to attempts to do something shady to 
or stand your ground against someone who has no Edges on you. If this would raise your bonus 
above +3, you cannot roll a result less than 7 no matter what the dice say. 

Seasoned Criminal Method: You can roll with shadowy to exploit a system. 

Sensory Acuity Prana: You permanently gain the Condition inhumanly acute senses, allowing you to 
hear a person’s heartbeat from rooms away, read a sheet of paper by letting your fingers trail across 
the ink on it, and count the hairs on a fly’s legs from across a room. 

Soaring Crane Leap: When you do something reckless, you may perform impossible feats of agility 
such as running across hails of arrows, balancing on a single falling leaf, and leaping to the top of a 
fortress wall in a single bound. 

Surprise Anticipation Method: You gain a sixth sense that warns you of impending danger, and 
cannot ever be taken by surprise. 

The Eclipse Caste 

Caste Attribute 



Worldly 

Anima Move 

When someone makes an oath, promise, or agreement in your presence, you can spend 1 Essence 
to sanctify it in the eyes of Heaven. If the one so oathbound breaks their word, they will suffer a 
horrendous curse devised by the Storyteller. 

Eclipse Moves 

Asp Bites its Tail: When you gain some unfortunate social Condition such as humiliated, boorish, 
or untrustworthy, you can spend 1 Essence to make a glib remark and pass the Condition to 
someone else of your choosing instead. 

Intent-Tracing Stare: When you spend an Edge on someone, you can spend 1 Essence to not lose 
the Edge. 

Knowing the Soul’s Price: When you read the room, add the following to the list of potential 
questions: 

• What does [someone who is present and who has spoken or acted during the scene] want 
more than anything else in the world? 

Mastery of Small Manners: When you miss on an attempt to manipulate someone, you can spend 1 
Essence to discard the result and roll again. 

Penumbra Self Meditation: By casting part of your identity and ego into shadow, you can deny an 
insight turned against you. Spend 1 Essence to negate the effect of another PC or NPC spending 
an Edge against you. 

Sagacious Reading of Intent: You may spend 1 Essence when you read the room to ensure that you 
cannot roll less than 7, no matter what the dice say. 

Speed the Wheels: When you roll a 7-9 to exploit a system you can spend 1 Essence to turn that 
result into a 10+ instead. 

Strange Tongue Understanding: For one scene, you may spend 1 Essence to understand and 
make herself understood in a single language she does not speak. 

Venomous Rumors Technique: By spending 1 Essence, you ensure that a rumor you attempt to 
promulgate will soon be at least heard, if not necessarily believed, by all and sundry. 

Wise-Eyed Courtier Method: You can spend 1 Essence to get an automatic 10+ to read the room. 

Inverted Ego Mask: You build up a wall of masks around the innermost truths of your heart, 
ensuring that none can discover who you really are unless you permit it. Once per session, when 
someone should get an Edge on you, you can declare that they don’t. 

 



The Terrestrial Exalted 

To play one of the Dragon-Blooded, use the rules found below. 

Attributes and Backgrounds 

Dragon-Blooded distribute Attributes and choose Backgrounds a little differently than other 
Exalts. Don’t read that part on autopilot. 

Character Creation 

To make a Dragon-Blooded character, go through the following steps: 

• Write down a concept for your character (“liaison to monsters,” “seeker after lost secrets,” 
“good-for-nothing scion of an ancient dynasty,” “ambitious businessman,” etc). 

• Come up with a name for your character. 

• Write down a short, punchy description of your character, incorporating the three most 
striking features they have. Use two sentences, tops, and be sure to reflect your Aspect in 
the description. 

• Select an Aspect: Air, Earth, Fire, Water, or Wood. 

• Mark down your Aspect’s Attribute at +2. Then select one other Attribute to be rated +1, 
two Attributes to be rated at +0, and your last Attribute will be rated -1. 

• Select two Background moves. 

• Note your Terrestrial basic move and anima move. 

• Select two moves from your Aspect. 

• Select two other players. Give them an Edge on your character. Discuss what it was they 
saw or learned about you that gave them some leverage over you. 

Now you’re ready to play. 

Limit Break 

Dragon-Blooded have no special rules for gaining Limit beyond the basic moves and whatever the 
Storyteller tosses at them. 

When your Dragon-Blooded enters Limit Break, you gain a Condition based on your Aspect, 
which sticks around until the end of the session after the current one. Air Aspects gain perfectionist. 

Earth Aspects gain slow-acting. Fire Aspects gain hot-headed. Water Aspects gain easily-swayed. Wood 
Aspects gain impassioned. 

Advances 

When you accumulate 8 experience, you can spend it to take one of the following advances: 

• Add +1 to an Attribute, to a maximum of +3. You can only take this advance twice. 

• Get a new move from your Aspect. You can take this advance as many times as you want. If 
you run out of moves, you can make more, if you like. 



• Get a new move from a different Aspect. You can take this advance more than once, and 
can have as many moves from each other Aspect as your rating in its Aspect Attribute, plus 
one. It’s up to you which of the two choices you consider to be its governing Attribute for 
this purpose. 

• Get a new Background move, but only if it makes sense given what’s going on in the story. 
You can take this advance more than once. 

• Gain a stunt. You can take this advance as many times as you want. 

• Retire the character from the story under circumstances you dictate, and make a new 
character. 

Terrestrial Basic Moves 

All Dragon-Blooded get the following moves: 

Anima Flux: When you are radiating divine glory, anything that spends more than a few moments in 
close proximity to you suffers a modest injury Condition: shocked or chilled for Air, bruised or bashed 
for Earth, battered or waterlogged for Water, and lacerated for Wood. Fire is more severe, and is 
detailed in its playbook. 

Elemental Manipulation: You may, with a moment’s concentration, perform very minor 
manipulation of your Aspect element: parlor tricks such as closing a book with a small gust of 
wind, lighting a cigarette with a fingertip, or causing a flower to momentarily incline toward you or 
to bloom in response to your gesture. By spending 1 Essence, you can cause your Aspect element 
to powerfully respond to your gestures and motions for the rest of the scene: causing flame to lash 
out like a burning whip, making water dance around you in streamers, directing hammer-blow 
currents of air, and the like. Gain the Condition manipulating [your Aspect element]. 

The Air Aspect 

Aspect Attribute 

Choose one: Martial or Shadowy 

Anima Move 

While you are radiating divine glory, carry +1 forward ongoing to do something reckless so long as the 
feat is based in nimbleness or mobility; you also cannot suffer harm from falling. 

Air Moves 

Distracting Breeze Meditation: When you do something shady and aren’t happy with the outcome, 
you can spend 1 Essence to roll again and keep the preferred result. 

Dragon Shroud Technique: You can spend 1 Essence to occlude yourself with the power of wind, 
appearing to be little more than a distortion in the air for the rest of the scene. You gain the 
Condition almost impossible to notice. 



Elemental Bolt Attack: You can launch potent ranged attacks with your Aspect element, hurling 
lightning, fire, wooden javelins, lances of rock, or spears of ice from your hands. 

Elemental Empowerment Meditation: You may use the higher of martial or shadowy when you 
throw down or do something shady. 

Elemental Succor Method: After resting for a scene while surrounded by a potent manifestation 
of your Aspect—strong winds, bare soil, intense heat, immersing water, or growing things—you may 
erase all of your non-permanent injury Conditions as long as you aren’t critically injured. 

Language Learning Ritual: For one scene, you may spend 1 Essence to understand and make 
yourself understood in a single language you do not speak. 

Lightning Hand Prana: With a moment’s concentration, you can usurp control of the electricity 

powering the devices around you. Spend 1 Essence to gain the Condition in control of all nearby 

electronic devices. 

Spirit-Detecting Mirror Technique: You may spend 1 Essence to perceive things in the world of 
spirits or ghosts and to touch (or attack) spirits, ghosts, and other immaterial beings for the rest of 
the scene. 

Voices on the Wind: Spend 1 Essence to whisper a short message which will carry itself to the ear 
of someone within 100 miles in a matter of moments. 

Whirlwind Shield Form: You have become adept at stirring ferocious currents of air to deflect 
attacks directed at your allies. Carry +1 forward ongoing to defend the weak against ranged attacks, 
or against all attacks for the rest of the scene by spending 1 Essence. If this would push your bonus 
above +3, you can re-roll the move once if it fails. 

Wind Between Worlds Passage: You can spend 1 Essence to follow a wind that blows between 
worlds, passing through the barriers between realms to enter the world of spirits, ghosts, or the fae. 
You can also bring willing allies along with you, but everyone who makes the crossing gets an Edge 
on everyone else brought across at the same time if they don’t already have one. You can also use 
this move to return to the physical world. 

Wind-Walking Technique: You may spend 1 Essence to give yourself the Condition uplifted and 

sped along by powerful gusts of wind, permitting superhuman feats of acrobatics. 

The Earth Aspect 

Aspect Attribute 

Choose one: Glorious or Sagacious 

Anima Move 



While you are radiating divine glory, you may reduce the first injury Condition inflicted on you to 
bruised, regardless of the severity of the original harm. 

Earth Moves 

All-Encompassing Earth Sense: Carry +1 forward ongoing to apply expertise or read the room while 
standing on bare earth. If this would raise the move’s bonus higher than +3, you cannot roll a 
result less than 7 no matter what the dice say. 

Chaos-Warding Prana: When you ought to gain a Condition from a magical curse or supernatural 
malady intended to transform or taint your body, mind, or spirit, you may spend 1 Essence to 
reject the Condition. 

Earth Dragon’s Stony Glare: You may spend 1 Essence after you rebuke the wicked to re-roll the 
move and keep the preferred result. 

Inviolate Dragon Spirit: You can roll with the higher of glorious or sagacious when you do 

something reckless, stand your ground, fix what’s broken, or make something useful. 

Ox-Body Technique: Once per session, when you suffer a non-permanent injury Condition, you 
can simply neglect to write it down on your character sheet. It’s not that the injury doesn’t happen; 
you’re just so tough that it doesn’t impair you in any meaningful way. 

Righteous Lion Defense: Add +2 to your roll when you stand your ground in the face of a certain 
kind of hardship. Choose one: pain, fear, or sorrow. If this would raise your bonus above +3, you 
cannot roll a result less than 7 no matter what the dice say. 

Sense-Riding Method: You can spend 1 Essence to imbed your spirit into the senses of someone 
else you can see. So long as you maintain concentration, you will see and hear what that person 
sees and hears. If you have an Edge on your target, you can use this move without spending 
Essence. 

Shaping Hand Style: You can fix what’s broken or make something useful even if you have none of the 
tools a person would normally need to attempt such a thing, so long as you are making that thing 
out of earth and stone. Your hands, genius, and breath alone will suffice. 

Spirit-Joining Invitation: You can create items with magical properties when you make something 

useful. These will require special ingredients and techniques such as spirits that agree to inhabit the 
item, the blood of monsters, or parts cannibalized from other ancient relics; the Storyteller will tell 
you what you need. 

Stone-Carving Fingers Form: You can fix what’s broken or make something useful in a tiny fraction of 
the time normally required, so long as it is made of earth or stone. 



Unfeeling Earth Meditation: Spend 1 Essence. For the rest of the scene, you cannot gain the 
Conditions poisoned, sick, diseased, or anything similar to them, nor take harm from those things. 
You can use this move in response to something giving you one of those Conditions to negate it. 

Untiring Earth Meditation: Spend 1 Essence to negate the need to eat, sleep, and rest for one full 
week. 

The Fire Aspect 

Aspect Attribute 

Choose one: Martial or Glorious 

Anima Move 

While you are radiating divine glory, your anima flux inflicts the burned injury Condition, and can 
set objects on fire simply by drawing close to them. Must, actually—you can’t make your anima not 
be real flames. You also take no harm from flames while your anima is flaring, and reduce the 
harm suffered from heat or fire to slightly seared when it isn’t, no matter the original severity of the 
injury Condition. 

Fire Moves 

Bellows-Pumping Stride: You may spend 1 Essence to grant yourself the Condition burning 

footsteps for the rest of the scene, allowing you to run at near-racecar speeds. You leave a trail of fire 
behind yourself when you run all-out. 

Blinding Spark Distraction: Hot sparks and cinders swirl around your attack, disorienting an 
opponent. Spend 1 Essence to add +1 when you engage in battle. If this would raise your bonus to 
+4 or higher, then no matter what the dice say, you cannot produce a result lower than 7. 

Dragon-Graced Weapon: You can spend 1 Essence to wreath a weapon (including your own fists, 
or the bullets fired from a gun) in a raging aura of your Aspect element for the rest of the scene. 
Earth and Water imbue attacks with force sufficient to pulverize concrete, Wood produces a 
bristling aura of lacerating, poisonous thorns, Air generates a nimbus of crackling lightning, and 
Fire sets targets ablaze. 

Ghost-Fire Arsenal: With a moment’s concentration, you can conjure a weapon forged of solid 
flame, which does not burn you. The weapon is emblematic of your fighting spirit, and it’s always 
the same weapon whenever you summon it. 

Glowing Coal Radiance: Spend 1 Essence to add +1 when you inspire someone or rebuke the wicked. 
If this would raise your bonus to +4 or higher, then no matter what the dice say, you cannot 
produce a result lower than 7. 

Hopping Firecracker Evasion: You can roll with martial or glorious to escape from danger. 



Passion Attuning Attitude: When you read the room, add the following to the list of questions you 
can ask: 

• Who here is experiencing one of the following: lust, anger, or fear? Those in the grip of the 
selected passion seem to burn with an aura of pale flames only you can see. 

Passion Transmuting Nuance: You can roll with the higher of martial or glorious when you throw 

down, do something reckless, inspire someone, or rebuke the wicked. 

Portentous Comet-Deflecting Mode: The first time you suffer harm in a scene, you may reduce 
the resulting injury Condition to scrapes and bruises as you twist aside from the worst of the damage. 

Safety Among Enemies: Once per scene, when you defend the weak you may spend your hold to 
choose the following option: you confuse the attacker with a veil of swirling smoke and heat-
mirages, resulting in them attacking one of their own allies rather than your ward. 

Thoughts as Ashes Defense: Once per scene, when someone should gain an Edge on you, you can 
flare your Essence and burn away their sudden insight. They don’t gain an Edge on you. 

Warm-Faced Seduction Style: You may roll with martial or glorious to manipulate someone. 

The Water Aspect 

Water Attribute 

Choose one: Shadowy or Worldly 

Anima Move 

While you are radiating divine glory, carry +1 forward ongoing to all moves while underwater. You 
can also breathe underwater at all times. 

Water Moves 

Benevolent Master’s Blessing: You can roll with the higher of shadowy or worldly to manipulate 

someone, pressure someone, or exploit a system. 

Clear Water Prana: Carry +1 forward ongoing to do something shady to or stand your ground against 
someone who has no Edges on you. If this would raise your bonus above +3, you cannot roll a 
result less than 7 no matter what the dice say. 

Drowning Embrace: When you throw down and take someone out, if you have 1 or more Essence 
available you can choose to take them out by sending the Essence of water to infuse their lungs, 
causing them to drown on dry land. No matter how much sea water they helplessly cough up, their 
lungs remain full. They can only be saved if you voluntarily draw your Essence back to yourself, or 
if you are knocked out or killed. 

Drowning in Negotiation Style: You may spend 1 Essence when you manipulate someone or pressure 

someone to ensure that you cannot roll less than 7, no matter what the dice say. 



Falsehood Unearthing Attitude: You can spend 1 Essence to interrogate a single statement. If the 
one who uttered it knowingly spoke a falsehood, you detect their lie as a dark undercurrent lurking 
beneath their words. 

Flow Past Defenses: You can spend 1 Essence to transform a miss on an attempt to throw down 
into a 7. 

Geese Flying South Administration: When you roll a 7-9 to exploit a system you can spend 1 
Essence to turn that result into a 10+ instead. 

Naked Thief Style: You can do something shady with no difficulty regardless of lack of tools or 

preparation. If you are adequately equipped and prepared, then you may spend 1 Essence to roll 
twice and keep the better of the two results. 

Observer Awareness Method: You are always aware when someone is watching you, unless the 
watcher has an Edge on you. 

Revelation of Associates Hunch: You can roll with the higher of shadowy or worldly to do 

something shady or read the room. 

Sun on Water Deceit: When someone spends an Edge against you, you may spend 1 Essence to 
momentarily blind them to your true nature and ways. Players gain no benefit from spending the 
Edge, and NPCs suffer momentary Disadvantage. 

Window-in-the-Door Technique: By passing your hand over a wall, you can render a small portion 
of it as transparent to you as a clear stream for as long as you care to watch. 

The Wood Aspect 

Wood Attribute 

Choose one: Sagacious or Worldly 

Anima Move 

When you are radiating divine glory, you are immune to the poisoned Condition, and can give the 

poisoned Condition to anyone you touch. 

Wood Moves 

Benevolent Topiary Cultivation: You can fix what’s broken or make something useful even if you have 
none of the tools a person would normally need to attempt such a thing, so long as you are making 
that thing mostly out of plant matter. Your hands, genius, and breath alone will suffice. 

Blossom Hides Thorns: Nature is a constant dance of life and death, but most observers see only 
the tranquility of the glade. So it is with your struggles. You may spend 1 Essence and roll with 
worldly to conceal an alarming display as something innocuous. On a 10+, a raging firefight with a 
pack of werewolves seems nothing more than students filming a movie, or a particularly energetic 



flash mob. Ordinary people cannot perceive the goings-on as anything supernatural or even truly 
threatening unless they suffer a direct injury from it. On a 7-9, you manage to conceal the truth of 
a supernatural ruckus, but gain 1 Limit from the strain. 

Blossoms of the Hanging-Tree: While you are radiating divine glory, your anima sheds softly glowing 
petals, which drift through the air for several yards around you in all directions. Anyone who 
comes into contact with the petals or breathes their fragrance gains the Condition weakened for the 
next several minutes as a supernatural poison leeches into their system. 

Elemental Halo’s Mercy: You may suppress the destructive power of your anima flux, but you 
carry -1 forward ongoing while doing so. 

Hidden Petal Aria Method: You can roll with sagacious or worldly to inspire someone. 

Hostile Environment Preparation Method: You don’t take harm from harsh environments such 
as snowstorms, sandstorms, or even things like running through a burning building. By spending 1 
Essence, you can even resist harm from something like standing in fire or reaching into lava, at 
least for a few minutes, so long as it corresponds with your elemental Aspect. 

Most Beneficent Seed of the Five Dragons: You may spend 1 Essence to change your Aspect to 
that of a different element for one scene, gaining the relevant anima move (and temporarily losing 
your own), along with any other results that make sense (such as changing the element that you 
can manipulate with Elemental Manipulation, or Hostile Environment Preparation Method’s 
elemental immunity). Once this move’s effects end, you suffer the exhausted Condition for one day 
as your body and spirit recover from their drastic recalibration. 

Purity of Mind Method: You can roll with the higher of sagacious or worldly to fix what’s broken, 
make something useful, or manipulate someone. 

Ravenous Thorn Technique: When you throw down with a wooden weapon and roll 7-9, you may 
spend 1 Essence to convert the result to 10+, and may injure them or take them out by causing 
vines and thorns to run wild through your target’s flesh, growing ever inwards toward their heart. 
This move can be used to stake vampires. 

Swallows Defend the Nest: You can roll with sagacious or worldly to defend the weak. 

Tireless Botanist Prana: You can fix what’s broken or make something useful in a tiny fraction of the 
time normally required, so long as it is made mostly of plant matter. 

Verdant Curtain of Serenity: You can spend 1 Essence when you fix something broken to heal 
someone with an infusion of your Essence rather than standard medical treatment. This allows 
you to treat any malady or injury that a well-stocked hospital could handle, and to do so in a 
matter of moments. 

  



The Abyssal Exalted 

To play one of the Abyssal Exalted, use the rules found below. 

Character Creation 

To make an Abyssal character, go through the following steps: 

• Write down a concept for your character (“suicide prophet,” “tortured poet,” “do-it-yourself 
necromancer,” “speaker for the dead,” etc). 

• Come up with a flowery title for your character to use, since they have cast away their living 
name. 

• Decide whether your character has the Condition strikingly beautiful or wears the hideous 
countenance of a corpse. Then write down a short, punchy description of your character, 
incorporating the three most striking features they have. Use two sentences, tops. 

• Select a Caste: Dusk, Midnight, Daybreak, Day, or Moonshadow. 

• Mark down your Caste’s Attribute at +2. Then select two other Attributes to be rated +1, 
another Attribute at +0, and your last Attribute will be rated -1. 

• Select one Background move. 

• Note your Abyssal basic moves and anima move. 

• Select two moves from your Caste. 

• Select two other players. Give them an Edge on your character. Discuss what it was they 
saw or learned about you that gave them some leverage over you. 

Now you’re ready to play. 

Limit Break 

Rather than suffering the Great Curse, Abyssals are subject to the Old Laws governing the dead. In 
addition to the rules given in the basic moves, they gain Limit whenever they violate these laws: 

• Using or answering to your living name grants 3 Limit. 

• When the living and the dead are in conflict, acting in favor of the living grants 1 Limit 
unless the dead are clearly acting against the bounds of propriety (by scourging their living 
relatives despite having been appropriately honored with blood and prayer, for example, 
seeking revenge against one who has truly done them no wrong, or taking more blood than 
they need to simply survive). 

• Interacting with the living as though you were one of them (i.e. wearing ordinary clothes, 
hiding your nature, and otherwise failing to present yourself as an emissary of death) grants 
1 Limit. To be clear: Peaceful, casual, or even intimate interaction with the living isn’t a 
problem, it’s doing so in denial of your nature and station that violates the Old Laws. 

• Sullying the glory of death by performing butchery without artistry or inflicting agony 
without purpose grants 1 Limit. 

When an Abyssal enters Limit Break, their necrotic Essence spills out into the world to taint their 
works. This makes the living and the dead alike hostile and unruly, and ill omens dog the Abyssal’s 



footsteps for a time: shadows writhe, milk sours, plants die, crows gather on nearby roof-peaks. The 
Abyssal gains the ill-omened Condition, and this persists until it has been tagged against him several 
times. Even if no one else is present, the Storyteller may choose to tag this Condition to inflict -1 
on a move made by the Abyssal. 

Advances 

When you accumulate 8 experience, you can spend it to take one of the following advances: 

• Add +1 to an Attribute, to a maximum of +3. You can only take this advance twice. 

• Get a new move from your Caste. You can take this advance as many times as you want. If 
you run out of moves, you can make more, if you like. 

• Get a new move from a different Abyssal Caste. You can take this advance more than once, 
and can have as many moves from each other Abyssal Caste as your rating in its Caste 
Attribute, plus one. 

• Get a new Background move, but only if it makes sense given what’s going on in the story. 
You can take this advance more than once. 

• Gain a stunt. You can take this advance as many times as you want. 

• Retire the character from the story under circumstances you dictate, and make a new 
character. 

Abyssal Basic Moves 

All Abyssals get the following moves: 

Apocalyptic Glory: You may spend 1 Essence to give yourself the Condition suffused with the 

inevitability of death for a few minutes. While this persists, you are strong enough to kick a steel 
door in half, swift as a scream, and possess the wisdom of the ancients; your smile is as sweet as 
sin, your wrath as black and deep as eternity. This Condition can be tapped to help out with just 
about anything. 

Fangs: You can grow small, sharp fangs at will, which you can use to replenish your Essence by 
drinking the blood of the living. If you drink enough to leave someone alive but with the 
Condition drained, and they willingly gave you their blood, you gain 1 Essence. If you drain 
someone to death, and they willingly gave you their life, you restore all of your Essence. If you 
drain someone to death and they didn’t offer their life to you, you gain 1 Essence and 1 Limit. 

Mark of Divinity: By concentrating for a moment, you can cause your Caste Mark to appear as a 
black brand upon your brow, confirming your status as an agent of death. 

One Step Beyond: When you have no more Essence to spend, you may spend 1 Essence anyway, 
but doing so gives you the Condition tapped out until you next gain Essence. You can’t use this 

move while you’re tapped out. 

 



The Dusk Caste 

Caste Attribute 

Martial 

Anima Move 

You may spend 1 Essence when you throw down to automatically get a 10+ without rolling, once 
per scene. 

Dusk Moves 

Artful Maiming Onslaught: When you throw down and choose to inflict an injury condition on a 
10+, you can so hideously maim and wound your target that it gives all opponents who witness the 
mutilation the horrified Condition. 

Chivalry of Death: When you throw down and roll a 7-9 result, you may choose to halt your attack 
just shy of inflicting harm, instead gaining an Edge on your target as you glimpse their reaction to 
death’s shadow passing over them. 

Corpse-Might Surge: You may perform impossible feats of strength when you do something reckless, 
such as ripping a mighty oak out of the ground, hurling a boulder, or kicking a hole through a 
brick wall. If you spend 1 Essence when doing so, you cannot roll less than 7 no matter what the 
dice say. Additionally, your bare hands can inflict deadly damage, and your melee attacks strike 
with inhuman force. 

Death-Deflecting Technique: You can channel Essence into your defense to block or turn aside 
even the most fearsome of attacks as though it were a mere leaf on the wind. Spend 1 Essence to 
perfectly block or parry a single attack once per scene, whether that attack is directed at you or at 
someone you are protecting with defend the weak. Whoever launched the attack briefly gains the 
taken aback Condition. 

Eye of the Tempest: Spend an Edge on an opponent. For the rest of the scene, you see the paths 
of their murderous intent preceding their actions in red, bloody ribbons, and can automatically 
avoid all of their physical attacks. 

Gasp of Dead Gods: Once per scene, you may simply cross all intervening space between yourself 
and someone who opposes you in the blink of an eye, without explanation or opportunity to stop 
you. You must perceive them and be perceived in return. 

Glorious Carnage Typhoon: When you throw down and miss, you can spend 1 Essence to discard 
the result and roll again, thwarting the opponent’s defense or evasion with a flurry of attacks. 

Owl Seizes Mouse: If an opponent has a Condition representing that they fear you or are 
otherwise intimidated by you, you can tap it to gain a +2 bonus rather than the usual +1 bonus. 



Rapacious Lamprey Technique: The blood of the slain flows into you, mending your torn flesh. 
When you slay a living being, you may erase one non-permanent injury Condition, even if you are 
critically injured. You can’t erase critically injured with this move. 

Shadow Races the Light: You can roll with martial to escape from danger, moving like a flickering 
shadow as you flee to safety. 

Splinter of the Void: When you kill an opponent who had an Edge on you at the beginning of the 
scene, you can spend 1 Essence to open a black hole in their heart at the moment it beats its final 
beat. Their corpse vanishes into itself with a wet crunch, and the vortex massively expands to 
encompass everything within several yards; now everyone that you do not personally exempt from 
the black hole’s hideous gravitational pull must struggle to avoid being sucked into its event 
horizon and torn apart; while anywhere nearby, they gain the Condition trying not to be sucked into a 

black hole. The vortex consumes itself and collapses after about a minute. 

Writhing Blood-Chain Technique: Spend 1 Essence to conjure forth lashing iron-hard chains of 
frozen blood from nearby shadows and your own body. These chains are tipped with razor-sharp 
claws, and you may direct them to attack your enemies. You gain the Condition blood chains. This 
move doesn’t cost any Essence to activate if you’re in a place strongly marked by death such as a 
graveyard, haunted house, morgue, or recent battlefield, or if you have any significant injuries. 

The Midnight Caste 

Caste Attribute 

Glorious 

Anima Move 

If you touch a mortal and spend 1 Essence, you can afflict them with a terrible sacrificial brand 
that makes them shine like a beacon to the eyes of the dead, who find their blood and emotions 
ecstatically pleasant to consume, and many times more nourishing than those of ordinary folks. 
This brand lasts for a lunar cycle, or until you voluntarily revoke it. 

Midnight Moves 

Blood Before Surrender: Add +2 to your roll when you stand your ground in the face of a certain 
kind of hardship. Choose one: pain, fear, or sorrow. If this would raise your bonus above +3, you 
cannot roll a result less than 7 no matter what the dice say. 

Charnel Emperor Stance: You can roll with glorious to pressure someone, and when you pressure 

someone and roll 10+ to do so, the following option is added to the list they may choose from: Do 

what you say and accept the Condition [Abyssal’s] worshipful lackey. Making this choice allows the 
target to erase all Conditions representing pain, sorrow, regret, despair, and existential uncertainty, 



and they become immune to gaining such Conditions from any source other than your words and 
actions. The Condition is permanent unless you voluntarily release them from it. 

Command the Dead: You may command a corpse to stand up and serve you. Roll with glorious. 
On a 10+, the corpse gets up and obeys your commands until it becomes too rotten and putrid to 
resist falling apart under the stress of its own movements. On a 7-9 the corpse gets up and obeys 
your commands, but choose one: animating it costs 1 Essence; it’s stupid and vicious and will try 
to feast on living flesh and blood when left unattended; it remembers being alive and understands 
what it has lost, and while it must obey your explicit commands, it hates you; its animation lasts 
only until the sun next rises. 

Compelling Whisper Technique: You can roll with glorious to manipulate someone. 

Flowing Wound Defense: Once per scene you may spend 1 Essence to negate all harm from a 
single attack: your flesh hideously accepts the injury without it impairing you in any way, slowly 
undoing the purely cosmetic damage over the rest of the scene. Whoever attacked you gains the 
horrified Condition. 

Insensible Corpse Technique: When you die, and choose to spend 1 Essence not to die, erase all 
of your non-permanent injury Conditions. Your body still bears the ghastly evidence of those 
wounds for a while longer, but they don’t pain or impair you in any way. The wounds slowly close 
up and fade away by the end of the scene. 

Irresistible Succubus Style: After you share a moment of deep intimacy with someone, whether 
physical or emotional, gain an automatic 10+ on your next attempt to inspire them or manipulate 

them. 

Ox-Body Technique: Once per session, when you suffer a non-permanent injury Condition, you 
can simply neglect to write it down on your character sheet. It’s not that the injury doesn’t happen; 
you’re just so tough that it doesn’t impair you in any meaningful way. 

Lies That Tell Themselves: Add the following to the list of 10+ options when you inspire someone: 
you get to rewrite one of their memories to your specifications. Picking this option costs 1 Essence. 

Morbid Fascination Style: Spend 1 Essence when you inspire someone to gain an automatic 10+ 
result. 

Plague Knows Its Master: While you can still gain the Conditions poisoned, sick, diseased, and the 
like, you suffer no ill effects from them and they cannot be tapped against you. You may pay 1 
Essence to purge all ailments from your body, or act as an asymptomatic carrier of various 
maladies, spreading them to others. If you also have command the dead, you may infest the flesh of 
your zombies with any diseases you carry. 



Undying Stagnation Defense: When you ought to gain a Condition from a magical curse or 
supernatural malady intended to transform or taint your body, mind, or spirit, you may spend 1 
Essence to reject the Condition. 

The Daybreak Caste 

Caste Attribute 

Sagacious 

Anima Move 

You can spend 1 Essence to dissipate yourself into the local dragon lines, vanishing and 
reappearing a scene later at some nearby place of death. Additionally, ghosts or spirits touched by 
the light of your anima become visible and audible in the physical world if you wish them to be. 

Daybreak Moves 

Cannibalistic Renewal Incitement: You may spend 1 Essence to grant someone (including 
yourself) the Condition cannibalistic renewal for the next three days. Anyone with this Condition 
finds the sight, smell, and—should they partake—taste of their own species delectable. Eating a 
pound or more of human flesh while harboring the Condition allows the cannibal to immediately 
clear either all non-permanent injury Conditions (if they’re not critically injured) or to clear the 
critically injured Condition. 

Corpse-Graft Method: You can cure incurable diseases or repair irreparable debilities when you fix 
what’s broken by surgically grafting “healthy” limbs and organs from corpses to your patient. The 
grafts remain in whatever state of “freshness” they were in at the time of the treatment from then 
on. 

Corpse Questioning Technique: You can interrogate the lingering Essence within a corpse. The 
corpse must answer as truthfully as it can, drawing on the knowledge of the person it used to be. 
Roll with sagacious. On a 10+, you can ask three questions. On a 7-9, you can ask one. The 
Essence-remnants within a corpse are exhausted afterwards, and so this move can only be used a 
single time per corpse. 

Crypt Bolt: You can dredge forth black lightning from the storm that rages forever in the depths 
of the Underworld and cast it from your fingertips against your enemies. 

Deception-Piercing Stare: You can spend 1 Essence to interrogate a single statement, knowing for 
certain whether or not it is a lie. 

Excellent Inquisitor Attitude: You can roll with sagacity to read the room. 

Frenzied Forge Within: You can fix what’s broken or make something useful in a tiny fraction of the 
time normally required. 



Nightmare-Carving Murmur: You can spend 1 Essence to translate your body into ephemera, 
passing through the barriers between worlds to enter the world of spirits, ghosts, or the fae. You 
can also bring willing allies along with you, but everyone except you who makes the crossing gains 
the Condition tormented by nightmares for the next few nights. You can also use this move to return 
to the physical world. 

Rampant Pestilence Method: You can spend 1 Essence when you make something useful to create 
plagues and diseases. 

Soul-Eating Strike: If you can detect a ghost, spirit, or other intangible being, you can interact with 
it as though it were physically manifest—including attacking it. If you slay a ghost, spirit, or demon, 
you can choose to consign it to Oblivion, destroying it forever. Doing so gives all other ghosts, 
spirits, or demons that witness the act of eternal destruction the terrified Condition. 

Spirit-Sensing Technique: You may spend 1 Essence to see into the world of spirits or ghosts, to 
see the world as the fae do, or to see the aura of power rising from a Dragon Nest, even one miles 
away. Your empowered sight lasts for the rest of the scene. 

Through Dead Eyes: Drawing upon the certainties of the world and your place in it, you can roll 
with sagacious to stand your ground. 

World-Slaying Arsenal Epiphany: You can create items with magical properties when you make 

something useful. These will require special ingredients and techniques such as spirits that agree to 
inhabit the item, the blood of monsters, or parts cannibalized from other ancient relics; the 
Storyteller will tell you what you need.  

The Day Caste 

Caste Attribute 

Shadowy 

Anima Move 

When your anima flares, you may shroud yourself in it like an obscuring cloak, making you 
impossible to recognize. Anyone in the scene that has already recognized you forgets the blazing 
stranger’s identity, unless you want them to remember who you are. Those who have an Edge on 
you also don’t forget. 

Day Moves 

Crouching Gargoyle Stance: You can roll with shadowy to do something reckless. 

Cunning Criminal Style: You can roll with shadowy to exploit a system. 

Face-Drinking Exercise: After drinking so much as a single drop of someone’s blood, you may 
spend 1 Essence to imprint their visage upon your Essence. For a full lunar cycle afterwards, you 



may don or set aside their appearance with but a moment’s concentration. If you drain someone 
to death with your fangs and spend 1 Essence, you can keep their appearance as a potential 
disguise indefinitely, but after a lunar cycle, only those who knew your victim in life will see you as 
them when you choose to wear their face. 

Fivefold Sensory Exercise: You permanently gain the Condition inhumanly acute senses, allowing 
you to hear a person’s heartbeat from rooms away, read a sheet of paper by letting your fingers trail 
across the ink on it, and count the hairs on a fly’s legs from across a room. 

On Wings of Night: While radiating divine glory your anima billows out around you like tenebrous 
wings, giving you the Condition able to fly so long as I’m not in direct sunlight.  

Piercing Gaze of the Unmaker: When you read the room, add the following to the list of potential 
questions: 

• Is there anyone here that is disguised, invisible, or otherwise obscured from detection or 
identification by mystical or mundane means? If the answer is yes, the Storyteller reveals them. 

Shadow Races the Light: You can spend 1 Essence to give yourself the Condition superhumanly 

quick for the rest of the scene. 

Soaring Raptor Prana: When you do something reckless, you may perform impossible feats of agility 
such as running across hails of arrows, balancing on a single falling leaf, and leaping to the top of a 
fortress wall in a single bound. 

Splinter in the Mind’s Eye: Carry +1 forward ongoing to attempts to do something shady to or stand 

your ground against someone who has no Edges on you. If this would raise your bonus above +3, 
you cannot roll a result less than 7 no matter what the dice say. 

Unseen Wisp Method: When you do something shady and observe someone without them being 
aware of your presence, gain an Edge on them. 

Warm-Faced Ghost Posture: So long as you are conducting the business of the dead in some 
fashion, you do not gain Limit for posing as one of the living. 

Shade-Riding Duplicity: By stepping onto the shadow of someone who doesn’t know you’re 
present, you may spend 1 Essence to sink into it and follow them wherever they go for as long as 
you please, undetectable.  

The Moonshadow Caste 

Caste Attribute 

Worldly 

Anima Move 



When someone makes an oath, promise, or agreement in your presence, you can spend 1 Essence 
to sanctify it by the power of the Underworld. If the one so oathbound breaks their word, they will 
suffer a horrendous curse devised by the Storyteller, preferably J-horror-flavored. 

Moonshadow Moves 

Cunning Subversion Style: When you roll a 7-9 to exploit a system you can spend 1 Essence to turn 
that result into a 10+ instead. 

Drowned Ego Pact: By casting part of her identity and ego into shadow, you can deny an insight 
turned against her. Once per session, when someone should get an Edge on you, you can declare 
that they don’t. 

Exquisite Etiquette Style: When you miss on an attempt to manipulate someone, you can spend 1 
Essence to discard the result and roll again. 

Honey-Tongued Serpent Attack: By spending 1 Essence, you ensure that a rumor you attempt to 
promulgate will soon be at least heard, if not necessarily believed, by all and sundry. 

Imprecation of Ill Manners: When you gain some unfortunate social Condition such as 

humiliated, boorish, or untrustworthy, you can spend 1 Essence to make a glib remark and pass the 
Condition to someone else of your choosing instead. 

Language Absorbing Method: By drinking someone’s blood, you may gain mastery of any 
languages they knew for 24 hours. By drinking them to death, you gain command of their known 
languages for a lunar cycle. 

Passion-Unveiling Glance: You may spend 1 Essence when you read the room to ensure that you 
cannot roll less than 7, no matter what the dice say. 

Salt and Iron Omens: When you spend an Edge on someone, you can spend 1 Essence to not lose 
the Edge. 

Thought-Stealing Stare: When you read the room, add the following to the list of potential 
questions: 

• What is [specific person present] thinking at this very moment? 

Voiceless Horror Mastery: You can roll with worldly to rebuke the wicked. When you do so, on a 7+ 
you can also choose to spend 1 Essence to give them the Condition mute for the rest of the scene, 
in addition to whatever else you choose. 

Words Beneath a Whisper: You can roll with worldly to pressure someone. 

 

  



The Lunar Exalted 

To play one of the Lunar Exalted, use the rules found below. 

Character Creation 

To make a Lunar character, go through the following steps: 

• Write down a concept for your character (“runaway kid,” “frequently-jailed protester,” 
“undocumented drifter,” “social worker,” etc). 

• Come up with a name for your character. Some Lunars pick up a new name from the 
spirits after their Exaltation, but you don’t have to. 

• Write down a short, punchy description of your character, incorporating the three most 
striking features they have. Use two sentences, tops. Include the Mark of Luna. 

• Select a Caste: Full Moon, Changing Moon, or No Moon. 

• Mark down your Caste’s Attribute at +2. Then select two other Attributes to be rated +1, 
another Attribute at +0, and your last Attribute will be rated -1. 

• Select one Background move. 

• Select Totem and note your Lunar basic moves and anima move. 

• Select two moves from your Caste. 

• Select two other players. Give them an Edge on your character. Discuss what it was they 
saw or learned about you that gave them some leverage over you. 

Now you’re ready to play. 

Limit Break 

In addition to the conditions given in the basic moves, each Lunar is subject to the Chains of the 

Past, which bind her to a legacy of fury and ill-use. In addition to the conditions outlined in the 
basic moves, you gain Limit under the following circumstances: 

• Whenever you are captured, restrained, or confined against your will, gain 2 Limit. Gain 1 
additional limit at sunset each day this state persists. 

• Whenever some supernatural force attempts to control your mind or emotions, gain 2 
Limit. Gain 1 additional Limit if it succeeds. 

• Whenever something gets you mad enough that you’re seeing red (player’s discretion), gain 
1 Limit. 

When your Lunar enters Limit Break, you cannot take an advance until you do something 
destructive or disruptive that expresses the rage and bestial instincts welling up inside, and which 
complicates the story significantly and entertainingly. 

Advances 

When you accumulate 8 or more experience, you can spend all of it to take one of the following 
advances: 



• Add +1 to an Attribute, to a maximum of +3. You can only take this advance twice. 

• Get a new move from your Caste. You can take this advance as many times as you want. If 
you run out of moves, you can make more, if you like. 

• Get a new move from a different Lunar Caste. You can take this advance more than once, 
and can have as many moves from each other Lunar Caste as your rating in its Caste 
Attribute, plus two. 

• Get a new Background move, but only if it makes sense given what’s going on in the story. 
You can take this advance more than once. 

• Gain a stunt. You can take this advance as many times as you want. 

• Retire the character from the story under circumstances you dictate, and make a new 
character. 

Totem 

Select an animal that represents you on a spiritual level. 

The Mark of Luna 

Your Exaltation has given you a beastly or otherworldly marking of some sort. Perhaps you have a 
fox tail. Perhaps you have golden eyes, or pronounced fangs. Perhaps your shadow has eight legs. 
Perhaps you have an eye-catching silver streak in your hair. Perhaps it’s a strange scent, or a growl 
buried deep in your voice. Some element of the Mark of Luna is always present, in whatever form 
you take, which makes it possible for someone who has seen you in your true form to realize who 
you really are (players can do so by reading the room and asking who or what here is not what they 
seem). 

Lunar Basic Moves 

All Lunars get the following moves: 

Lunar communion: By concentrating for a moment, you know the moon’s phase and position in 
the sky, or how long it has been since it departed the sky and how long it will take for it to return. 
Effectively, you have a very accurate internal clock and calendar. 

Mark of Divinity: By concentrating for a moment, you can cause your Caste Mark to appear and 
shine brilliantly upon your brow, confirming your divinity to unbelievers. 

Moonsilver Tattoos: You have powerful mystical tattoos that fix your Caste and protect you from 
any supernatural force that would change your shape. No force can transform your body against 
your will. These tattoos hide themselves when you wear any form other than your natural shape or 
your totem form. 

Rage Form: By spending 1 Essence, you gain the Condition rage form for the rest of the scene: a 
hybrid man-beast form displaying elements of your totem shape: fast, heavily muscled, lethally 
equipped, and ready for battle. If this would push your bonus above +3, you cannot roll less than 7 



no matter what the dice say. Your moonsilver tattoos and Mark of Luna are visible in this form. In 
addition, select one of the following five statements to be true of your rage form: 

• It can breathe underwater or hold its breath for an incredibly long period of time, and 
moves through the water as though it were born there. 

• It can fly. 

• It’s unbelievably fast. 

• It’s unbelievably strong. 

• Its hide is as tough as armor. 

Shapeshifting: You can spend a moment in concentration to assume the form of your totem beast, 
or of any animal that you have slain and whose heart’s blood you have consumed. You may also 
learn a beast’s form by besting a spirit representing it in some sort of contest or in battle. This gives 
you an appropriate Condition: cat, bear, wolf, shark, whatever, which can be tagged as normal. You 
can also do things that make sense, like stay underwater indefinitely if you’re a fish, or fly if you’re 
a bird, or go rip-assing through the trees as a monkey. 

The Full Moon Caste 

Caste Attribute 

Martial 

Anima Move 

You may spend 1 Essence when you do something reckless to automatically get a 10+ without rolling, 
once per scene. 

Full Moon Moves 

Armor-Forming Technique: Spend 1 Essence to grow tough, body plates of armor over much of 
your body for the rest of the scene, allowing you to simply ignore harm from minor threats such as 
being punched, kicked, or slashed with a knife. 

Flowing Body Evasion: Spend 1 Essence to negate all harm from one attack by flowing around it 
like living quicksilver, once per scene. Whoever attacked you gains the Condition baffled. 

Chimerical Ascension: Pick a second enhancement off the list of five for your rage form. It is now 
a monstrous hybrid of various different animal features. 

Halting the Scarlet Flow: You can erase one non-permanent injury Condition at the end of every 
scene, even if you exerted yourself, so long as you aren’t critically injured. You may also spend 1 
Essence to erase all non-permanent injury Conditions, so long as you aren’t critically injured, or to 
erase critically injured if you are. 

Heron Sheds Rain: Whosoever best understands you also best knows to get behind you when 
things get dangerous. You carry +1 forward ongoing to defend the weak if the one you’re protecting 



has an Edge on you. If this would push your bonus above +3, you cannot roll less than 7 no matter 
what the dice say. 

Instinct-Driven Beast Movement: When you do something reckless, you may perform impossible 
feats of agility such as running across hails of arrows, balancing on a single falling leaf, and leaping 
to the top of a fortress wall in a single bound. 

Lion Roar Method: You can roll with martial to rebuke the wicked or pressure someone. 

Monkey Arm Style: You gain the permanent Condition extensible limbs, and may stretch parts of 
your body out to many times their normal length. 

Ox-Body Technique: Once per session, when you suffer a non-permanent injury Condition, you 
can simply neglect to write it down on your character sheet. It’s not that the injury doesn’t happen; 
you’re just so tough that it doesn’t impair you in any meaningful way. 

Predator Grace Method: You can roll with martial to escape from danger or do something reckless, and 
cannot suffer harm from falling from great heights as long as you’re able to land on your feet. 

Scorpion and Toad Mastery: By spending 1 Essence, you can cause every part of your body—your 
blood, flesh, even your saliva—to become deadly poisonous for the rest of the scene. 

Sensing the Deadly Flow: When you roll a 7-9 to throw down, you may spend 1 Essence to convert 
the result to a 10+. 

Towering Beast Form: You can spend 1 Essence to shapeshift into a gargantuan version of your 
totem form, at least the size of an elephant, maybe larger, taking on an appropriate Condition 
(giant cat, giant wolf, etc). While in this enormous form, you may perform impossible feats of 
strength when you do something reckless, such as ripping a mighty oak out of the ground, hurling a 
boulder, or smashing through a brick wall. While doing so, you cannot roll less than 7 no matter 
what the dice say. 

Wolf Endurance Method: You don’t take harm from harsh environments such as snowstorms, 
sandstorms, or even things like running through a burning building. 

Wound-Mastering Body Evolution: After you suffer a wound, spend 1 Essence to cause your body 
to learn from the injury and become immune to taking any further such damage. You can 
immunize yourself to things like being burned, being shot, being cut, being bludgeoned, or even 
exotic things like being electrocuted or strangled. You remain immune to this form of damage 
until you use this move again to evolve beyond a different sort of injury. 

The Changing Moon Caste 

Caste Attribute 

Shadowy 



Anima Move 

You can spend 1 Essence to wrap yourself in a veil of illusion, perfectly disguising yourself as 
anyone you are familiar with for one scene. 

Changing Moon Moves 

Animal Magnetism: After you share a moment of deep intimacy with someone, whether physical 
or emotional, gain an automatic 10+ on your next attempt to inspire them or manipulate them. 

Ant and Starfish Trick: You may spend 1 Essence to split yourself asunder, creating a clone of 
yourself. It shares your personality, agenda, memories, Traits, and doesn’t consider itself to be an 
independent entity. It shares your powers, but it also uses your Essence, and if either of you gets 
hurt, both bodies bear the wounds. You can reabsorb the clone by touching it to learn what it 
discovered while it was away, or voluntarily abandon it to denature into streamers of silvery 
Essence. 

Chameleon Skin Disguise: As long as you stand perfectly still, nobody can see you unless they 
already knew you were there. 

Changing Plumage Mastery: You can adjust minor cosmetic details of any form you know, 
adjusting eye, hair, or skin color, height, weight, or particular physical features. 

Chattering Magpie Inflection: When you don’t like the result of a roll to pressure someone, inspire 

someone, or rebuke the wicked, you can spend 1 Essence to roll again, keeping whichever result you 
prefer. 

Cobra Hypnotic Technique: Add the following to the list of 10+ options when you manipulate 

someone: you get to rewrite one of their memories to your specifications. Picking this option costs 1 
Essence. 

Emotion-Shaping Technique: Spend 1 Essence to roll twice when you manipulate someone and 
keep the preferred result. 

Hybrid Body Rearrangement: You can spend 1 Essence to manifest a physical feature from one of 
the shapes in your form library for a scene, such as wings, venomous fangs, claws, gills, and so on, 
gaining an appropriate Condition. If you haven’t flared your anima by the end of the scene, you 
can restore the spent point of Essence. If the feature is from your totem form, manifesting it is 
free. 

Glib Tongue Technique: You can roll with shadowy to inspire someone or manipulate someone. 

Graceful Crane Stance: You can roll with shadowy to do something athletic. 

New Friend Aroma: During the scene where you first meet someone, carry +1 forward ongoing to 
all attempts to manipulate them or inspire them. Note: It still counts as a first meeting if they don’t 
know you’ve met them before in another form. 



Prey’s Skin Disguise: You can now add human shapes to your library of forms by slaying someone 
and drinking their heart’s blood. 

Righteous Lion Defense: Add +2 to your roll when you stand your ground in the face of a certain 
kind of hardship. Choose one: pain, fear, or sorrow. If this would raise your bonus above +3, you 
cannot roll a result less than 7 no matter what the dice say. 

Shadow of the Beast: Spend 1 Essence to cause a beast to unfold itself from your body. This beast 
is drawn from your form library, and will obey your commands to the best of its abilities. You 
cannot assume this form until it returns to you and re-merges with your body, at which point you 
learn everything it did while it was away from you. If the beast is killed before it can return to your 
flesh, you lost its form permanently. 

Unspeaking Aura of Dread: When you roll a 7-9 to rebuke the wicked you can spend 1 Essence to 
change the result to a 10+. 

The No Moon Caste 

Caste Attribute 

Sagacious 

Anima Move 

Whenever you are able to see the moon, you can cross over into the world of ghosts or spirits with 
only a moment’s concentration. 

No Moon Moves 

All-Encompassing Sorcerer’s Sight: You may spend 1 Essence to see into the world of spirits or 
ghosts, to see the world as the fae do, or to see the aura of power rising from a Dragon Nest, even 
one miles away. Your empowered sight lasts for the rest of the scene. 

Counting the Elephant’s Wrinkles: When you spend an Edge on someone, you can spend 1 
Essence to not lose the Edge. 

Devil-Restraining Grip: If you can detect a ghost, spirit, or other intangible being, you can interact 
with it as though it were physically manifest—including attacking it. 

Divining the Hidden Truth: By spending an Edge on someone, you can roll with sagacity on any 
move that focuses on that person for the rest of the scene. 

Dog Tongue Method: You can understand the speech of animals and make yourself understood 
when speaking to them. Additionally, you may speak clearly in any form. 

Eye of the Cat: When you read the room, add the following to the list of potential questions: 



• Is there anyone here that is disguised, invisible, or otherwise obscured from detection or 
identification by mystical or mundane means? If the answer is yes, the Storyteller reveals 
them. 

Hide of the Cunning Hunter: Spending 1 Essence allows you to hide both the Mark of Luna and 
your tattoos for a scene. If you haven’t manifested your anima banner by the end of the scene, you 
get this point of Essence back. 

Inevitable Genius Insight: You can create items with magical properties when you make something 

useful. These will require special ingredients and techniques such as spirits that agree to inhabit the 
item, the blood of monsters, or parts cannibalized from other ancient relics; the Storyteller will tell 
you what you need. 

Lessons in the Blood: When you taste someone’s blood, gain an Edge on them. 

Lore-Speaking Method: You can roll with sagacity to exploit a system or manipulate someone. 

Luna’s Blessed Hands: You can fix what’s broken or make something useful even if you have none of 
the tools a person would normally need to attempt such a thing. Your hands, genius, and breath 
alone will suffice. 

Many-Faced Moon Transformation: You can spend 1 Essence to change the sexual characteristics 
of any of your forms, adopting either the opposite sex or intersexed biology. This is a true 
transformation, altering your reproductive capabilities accordingly. 

Motive-Dissecting Eye: You can roll with sagacity to read the room. 

Resisting the Lure of Madness: When you ought to gain a Condition because some supernatural 
force attempts to influence, control, or alter your mind or spirit, you may spend 1 Essence to reject 
the Condition. 

Walking Between Worlds Methodology: You can spend 1 Essence to translate your body into 
ephemera, passing through the barriers between worlds to enter the world of spirits, ghosts, or the 
fae. You can also bring willing allies along with you, but everyone who makes the crossing gets an 
Edge on everyone else brought across at the same time if they don’t already have one. You can also 
use this move to return to the physical world. 

 

  



The Sidereal Exalted 

To play one of the Sidereal Exalted, use the rules found below. 

Character Creation 

To make a Sidereal character, go through the following steps: 

• Write down a concept for your character (“long-haul trucker,” “gunsmith,” “starving artist,” 
“undertaker,” etc). 

• Come up with a name for your character. 

• Write down a short, punchy description of your character, incorporating the three most 
striking features they have. Use two sentences, tops. 

• Select a Caste: Chosen of Battles, Chosen of Serenity, Chosen of Battles, Chosen of 
Secrets, or Chosen of Endings. 

• Mark down your Caste’s Attribute at +2. Then select two other Attributes to be rated +1, 
another Attribute at +0, and your last Attribute will be rated -1. 

• Select one Background move. 

• Note your Sidereal basic moves and anima move. 

• Select two moves from your Caste. 

• Select two other players. Give them an Edge on your character. Discuss what it was they 
saw or learned about you that gave them some leverage over you. 

Now you’re ready to play. 

Limit Break 

Sidereals do what they do by pulling and twisting the strings of destiny. Over time, snarls and 
tension in the skeins of fate build up around them. Sidereals can reach down deep to push beyond 
their limits at the cost of exacerbating this tension: once per session, you can opt to gain 1 Limit in 
place of spending 1 Essence. 

When a Sidereal enters Limit Break, the tension in the web of destiny grounds through them, 
weakening their Essence. They don’t gain any Essence at the beginning of the following session. 

Additionally, Sidereals suffer from an unassailable certainty in the rightness of their perspective 
and actions. You permanently have the arrogant Condition and nothing can remove this. 

Advances 

When you accumulate 8 or more experience, you can spend all of it to take one of the following 
advances: 

• Add +1 to an Attribute, to a maximum of +3. You can only take this advance twice. 

• Get a new move from your Caste. You can take this advance as many times as you want. If 
you run out of moves, you can make more, if you like. 



• Get a new move from a different Sidereal Caste. You can take this advance more than 
once, and can have as many moves from each other Sidereal Caste as your rating in its 
Caste Attribute, plus one. 

• Get a new Background move, but only if it makes sense given what’s going on in the story. 
You can take this advance more than once. 

• Gain a stunt. You can take this advance as many times as you want. 

• Retire the character from the story under circumstances you dictate, and make a new 
character. 

Sidereal Basic Moves 

All Sidereals get the following moves: 

Arcane Fate: You permanently have the Condition occulted. Anyone without an Edge on you tends 
to forget about you not long after you leave their presence, or at least to become very blurry on the 
particulars of your identity. Other Sidereals are immune to this forgetfulness, as are those who 
interact with you on a frequent ongoing basis (like the other PCs). 

Auspicious Prospects: When you read the room, you may add the options corresponding to your 
Caste to the list of questions you can ask: 

• Who here needs to undertake a journey? (Journeys) 

• Where does [specific person or group of people] need to go? (Journeys) 

• Who here do I need to lead to help reach a better life? (Serenity) 

• What does [specific person or group] need to be happy? (Serenity) 

• Who here needs to be brought into conflict? (Battles) 

• How does this conflict need to be resolved? (Battles) 

• Who here is keeping a secret that I need to know? (Secrets) 

• Where should I go to find a secret that needs to be revealed? (Secrets) 

• Who or what here needs to be brought to an end? (Endings) 

• What would give [specific person] a sense of closure? (Endings) 

Fulfilling the demands of destiny as revealed by this move grants you 1 hold. You can spend this 
hold to bless or curse anyone, including yourself, blessing a move with a +1 bonus, cursing it with 
a -1 penalty, or granting an NPC momentary Advantage or Disadvantage. 

Mark of Divinity: By concentrating for a moment, you can cause your Caste Mark to appear and 
glow softly upon your brow, confirming your divinity to unbelievers. 

Resplendent Destiny: You can take 1 Limit to disguise yourself as some sort of archetypal figure, 
as described by your Caste. This magical disguise is impenetrable unless someone has an Edge on 
you, or you do something to “break character.” You can get rid of this disguise whenever you want, 
but it takes another Limit to don it again. 



Chosen of Journeys 

Caste Attribute 

Worldly 

Anima Move 

You may spend 1 Essence and make the Lesser Sign of Mercury to grant yourself and your 
companions the Condition making good time toward our destination for the rest of the scene. 

When you know at least 6 Journeys moves, you may spend 1 Essence and erase one Journeys move 
in order to make the Greater Sign of Mercury, instantly teleporting yourself and up to a small 
army’s worth of allies to any place on Earth or within the spirit world or Underworld that is not 
fortified against such intrusions. You can use an advance to re-learn the lost move later, if you 
wish. 

Resplendent Destinies 

Foreman, ship’s officer, professional soldier, vagabond, missionary, ditch digger, business gofer, 
gardener, courier, valet, professional assistant, diplomat, furnace-stoker, chauffeur, pilot. 

Journeys Moves 

Celestial Drifter Panoply: You can find anything you own by rummaging around for a moment in 
the glove box or the clutter in the back of a car—preferably your car, but really anyone’s will do. 
You can also spend 1 Essence to find a vehicle you own waiting for you in the nearest space large 
enough to contain it. 

Dreaming the Wild Lands: You can spend 1 Essence to change the landscape of an untamed 
region to suit your will: rearranging trees, shifting the bends and twists of rivers, raising and 
flattening hills, and so on. 

Heartless Maiden Trance: Spend 1 Essence to swallow your own heart. You don’t take harm from 
harsh environments such as snowstorms, sandstorms, or even things like running through a 
burning building. You can’t gain or suffer harm from poisoned, sick, diseased, or similar Conditions. 
These benefits last for as long as you desire, but you can’t regain Essence while enjoying them. 

Mirror Shattering Method: You can spend 1 Essence to translate your body into ephemera, 
passing through the barriers between worlds to enter the world of spirits, ghosts, or the fae. You 
can also bring willing allies along with you, but everyone who makes the crossing gets an Edge on 
everyone else brought across at the same time if they don’t already have one. You can also use this 
move to return to the physical world. If you’re within a vehicle or standing on a bit of wood 
metaphorically representing a ship, you don’t have to spend 1 Essence. 

Optimistic Security Practice: You cannot suffer harm from attacks unless the attacker spends an 
Edge, tags a Condition, or has Advantage. This benefit ceases to function after the first time you 
roll a miss or spend Essence, and returns at the beginning of the next session. 



Ox-Body Technique: Once per session, when you suffer a non-permanent injury Condition, you 
can simply neglect to write it down on your character sheet. It’s not that the injury doesn’t happen; 
you’re just so tough that it doesn’t impair you in any meaningful way. 

Righteous Lion Defense: Add +2 to your roll when you stand your ground in the face of a certain 
kind of hardship. Choose one: pain, fear, or sorrow. If this would raise your bonus above +3, you 
cannot roll a result less than 7 no matter what the dice say. 

Salt into Ash Sleight: You may clap your hands and complicate a supernatural being’s destiny with 
a pressing errand. Roll with worldly. On a 10+, your target gains the Condition drawn elsewhere by 

urgent business. On a 7-9, they gain the Condition but your meddling disrupts the plans of destiny, 
and you gain 1 Limit. 

Sky and Rain Mantra: You can spend 1 Essence to bend the patterns of local weather into 
whatever you desire, be it a calm and sunny day, snowstorm, torrential rain, or anything else, so 
long as the weather is at least possible for the region and time of year. If you can see stars in the 
night sky, you don’t need to spend Essence. 

Unswerving Juggernaut Principle: You can roll with worldly to do something reckless or escape from 

danger. 

Unwavering Well-Being Meditation: By spending 1 Essence, for the rest of the scene you can treat 
results of 8 or 9 as a 10+ on attempts to do something reckless, escape from danger, or exploit a system. 

Yellow Path: You can spend 1 Essence to behold a gleaming saffron path marking out the shortest 
(but by no means the least dangerous) route to your destination. 

Chosen of Serenity 

Caste Attribute 

Glorious 

Anima Move 

You may spend 1 Essence and make the Lesser Sign of Venus to give yourself and your 
companions the Condition well-regarded by those we meet for the rest of the scene. 

When you know at least 6 Serenity moves, you may spend 1 Essence and erase one Serenity move 
in order to make the Greater Sign of Venus, stilling all magic weaker than the doings of the 
mightiest gods for several miles in every direction. You can use an advance to re-learn the lost 
move later, if you wish. 

Resplendent Destinies 



Marriage-seeker, revolutionary, virtuous priest, prostitute, wage slave, debtor, beggar, gourmet chef, 
hedonist, artist, trophy spouse, domineering matriarch, new mother, nervous groom, drinking 
buddy. 

Serenity Moves 

Avoidance Kata: Spend 1 Essence to gain an automatic 10+ result to escape from danger by 
retroactively not having been present in the first place. 

Celestial Bliss Trick: After you share a moment of deep intimacy with someone, whether physical 
or emotional, gain an automatic 10+ on your next attempt to inspire them or manipulate them. 

Defense of Shining Joy: Spend an Edge on an opponent. For the rest of the scene, you perfectly 
match your movements to the rhythm of their destiny in an elegant dance, and can automatically 
avoid all of their physical attacks. 

Duck Fate: Once per scene you can spend 1 Essence to simply negate one unwanted change or 
injury to your body, mind, spirit, or social standing. 

Favorable Inflection Procedure: You may speak someone’s name, inflecting it in such a way that if 
they were angry, they forget their anger and its cause unless something actively reminds them of it. 

Heart-Brightening Presentation Style: You can roll with glorious to defend the weak, make something 

useful, or manipulate someone. 

Hot-Eyed Snake Whispering: Spend 1 Essence to carry +1 forward ongoing when you inspire 

someone, manipulate someone, or exploit a system for the rest of the scene. If this would raise your 
bonus to 4+, then no matter what the dice say, you cannot produce a result lower than 7. 

Implicit Construction Methodology: You can create items with magical properties when you make 

something useful. These will require special ingredients and techniques such as spirits that agree to 
inhabit the item, the blood of monsters, or parts cannibalized from other ancient relics; the 
Storyteller will tell you what you need. 

Life Without Compunction: You can spend 1 Essence to bribe destiny to make an otherwise-
taboo action taken by yourself or an ally socially acceptable, at least in this one instance. Certainly, 
showing up drunk to a wedding and getting into a fistfight with the best man would normally be 
scandalous, but for some reason in this instance nobody minds. Some even consider the offender 
an admirable rebel (i.e. a social critic who makes a bold, daring statement by taking his dick out 
during a Zoom call with the entire office). It would be reprehensible if anyone else did it, but in 
this case it’s not only okay, it’s laudable. 

Neighborhood Relocation Scheme: Spend 1 Essence and conjure a prayer strip which you tie 
around your waist. You may now begin to walk or run, “dragging” one distinct geographical 
feature (such as a neighborhood, hill, small forest, or lake) behind you. You gain 1 Limit per hour 



you spend moving this feature across the world. When you finally release the relocated locale, it 
‘settles’ into its new home in a sensible fashion, as though it had always been there. 

Shun the Smiling Lady: You can spend an Edge on someone to inflict the Condition Unloved on 
someone. Their name remains stricken from the book of love until you next enter Limit Break. 

World-Shaping Artistic Vision: By spending 1 Essence, for the rest of the scene you can treat 
results of 8 or 9 as a 10+ on attempts to inspire someone, make something useful, or manipulate someone. 

Chosen of Battles 

Caste Attribute 

Martial 

Anima Move 

You may spend 1 Essence and make the Lesser Sign of Mars to give yourself and your companions 
the Condition lucky in the arts of war for the rest of the scene. 

When you know at least 6 Battles moves, you may spend 1 Essence and erase one Battles move in 
order to make the Greater Sign of Mars, preventing any attack directed against you or your allies 
within several miles from inflicting more than bruises and scratches for the rest of the scene. You 
can use an advance to re-learn the lost move later, if you wish. 

Resplendent Destinies 

Rumormonger, blogger, witness, martyr, cop, sergeant, surgeon, judge, thug in uniform, bully, 
socialite, general, scout, angry drunk, legbreaker, gambler, professional wrestler. 

Battles Moves 

Easily Accepted Proposition Stance: You may pay 1 Essence to whisper a proposal to the fortunes 
of war. Roll with martial. On a 10+, your request comes to pass, so long as it is the sort of thing 
that might ordinarily happen in the course of a battle: reinforcements arrive, or a wall collapses to 
create an escape route, or allies thought vanquished make a surprise return. On a 7-9, your request 
comes to pass, but the Storyteller makes a withering move to complicate matters further. 

Generalized Ammunition Technique: You can make a weapon of anything that weighs less than 
your fist and is no longer than your arm, as though it were a sword or arrow: fire, shouted 
profanity, dragonflies, wasp nests, whatever. If all else fails, you can shoot people to death with 
finger guns. 

Five Seasons Approach: By spending 1 Essence, for the rest of the scene you can treat results of 8 
or 9 as a 10+ on attempts to do battle, rebuke the wicked, or read the room. 

Force Decision: When you behold someone about to make a choice, you can pay 1 Essence to 
reach out and sever all future possibilities save the one containing the choice you desire. Roll with 



martial. On a 10+, they choose as you wish. On a 7-9, they still choose as you wish, but your 
meddling tangles the order of destiny and you gain 1 Limit. 

Horrific Wreath: Spend 1 Essence to make either your fists or a specific weapon act as a universal 
anathema for the rest of the scene. If a creature you’re attacking has some terrible weakness such as 
fire or silver, your attacks harm it as though they were made of that bane. 

Impeding the Flow: Spend 1 Essence to negate all harm from one attack, once per scene. The 
attack doesn’t have to be directed at you. 

Many Missiles Bow Technique: You spend 1 Essence to bend a prayer strip into a crimson bow, 
and for the rest of the scene may fire Essence-wrought arrows that transform into one of the 
following in midair: a rain of fire, a snowfall, a boulder, a field of verdant grain (upon landing), a 
field of sturdy, battle-ready swords (upon landing). 

Presence in Absence Technique: You may spend 1 Essence to impose the shadow of your will 
upon another character’s future. In a future circumstance of your choosing, defined at the time 
when you use this move, their words will be misinterpreted to convey a message of your design, 
regardless of what they actually do or say. 

Shield of Mars: Once per scene, when you suffer harm you may spend 1 Essence and roll with 
martial. On a 10+ you don’t suffer harm, and whatever harm you were going to suffer is instead 
inflicted on the one who attacked you. On a 7-9, the harm you suffer is duplicated on the one who 
attacked you. 

Smiling at the Damned: You can roll with martial to inspire someone, rebuke the wicked, or read the 

room. 

Someone Else’s Destiny: When you roll 10+ to throw down, you may spend 1 Essence to remove a 
Condition that you suffer and inflict it on your target instead. 

Wearing Red to a Wedding: No matter how alarming your appearance, you seem unthreatening 
and unworthy of special notice, even if you’re covered in blood and openly carrying several high-
caliber firearms. Unless you actually attack someone, it seems ridiculous to consider you a threat. 

Chosen of Secrets 

Caste Attribute 

Sagacious 

Anima Move 

You may spend 1 Essence and make the Lesser Sign of Jupiter to give yourself and your 
companions the Condition of obscure character for the rest of the scene; no one can spend an Edge 
against any of you. 



When you know at least 6 Secrets moves, you may spend 1 Essence and erase one Secrets move in 
order to make the Greater Sign of Jupiter, inflicting Disadvantage (or a -2 penalty) to all beings 
from beyond the world within several miles: ghosts, demons, spirits, the fae, and so on. You can 
use an advance to re-learn the lost move later, if you wish. 

Resplendent Destinies 

Mystic, snake-oil salesman, midwife, physician, archaeologist, inventor, junk-seller, spy, priest, 
librarian, Exalt, god, antiquarian, sorcerer, teacher, prophet, figure of mystery. 

Secrets Moves 

Avoiding the Truth Technique: You spend 1 Essence when making a statement, and all who hear 
that statement will become utterly convinced that you are lying. 

Ceasing to Exist Approach: You spend 1 Essence and gain 1 Limit, wrap a prayer strip around 
your heart, and cease to exist. You may select a new identity as a different person (mundane or 
supernatural, it makes no difference), and will be transported by destiny to a fitting place to take 
up your new life. Destiny provides plausible relationships and memories so that you fit seamlessly 
into this new existence, and although you gain no new abilities or powers, others will tend to 
overlook any inconsistencies or gaffes in your behavior or supernatural powers. No power can 
locate you while hidden in your new life. This move lasts until you radiate divine glory or you decide 
to return to your true life, whichever happens first; at that point you resume your old identity.  

Creation Smuggling Procedures: When you ought to gain a Condition from a magical curse or 
supernatural malady intended to transform or taint your body, mind, or spirit, you may spend 1 
Essence to reject the Condition. 

Efficient Secretary Technique: You can spend 1 Essence to spit forth a jubilant spider made of 
green Essence, which will skitter forth into the world and soon return with the answer to any one 
question you pose it, so long as that information is not a deliberately obscured secret. 

Mark of Exaltation: You may perceive and touch (or attack) immaterial beings while you are 
displaying your Caste mark or radiating divine glory. 

Marvelous Inclusion of Details: You can roll with sagacious to stand your ground, do something shady, 
or exploit a system. 

The Methodology of Secrets: By spending 1 Essence, for the rest of the scene you can treat results 
of 8 or 9 as a 10+ on attempts to stand your ground, apply expertise, or do something shady. 

Of Horrors Best Unknown: You may spend 1 Essence to cast a net of destiny across someone, 
naming a certain circumstance or criteria such as “so long as you support Lucinda” or “whenever 
you’re west of the river.” Whenever that circumstance applies, the target carries -1 forward ongoing 
or suffers Disadvantage. Roll with sagacious. On a 10+, they remain snared in destiny’s net for a 



lunar cycle. On a 7-9, they escape your snare after a week. On a miss, you catch yourself up in the 
net and it remains until your next Limit Break. 

Of the Shape of the World: Anyone attempting to curse you or otherwise deploy hostile magic 
against you carries -1 forward ongoing or suffers Disadvantage if you have an Edge on them. 

Of Things Desired and Feared: Once per story, you can spend 1 Essence and roll with sagacity to 
foresee some terrible catastrophe written in the stars long ago. On a 10+ you foresee that it will 
land on those who oppose you. On a 7-9, it will produce upheaval for both you and those who 
oppose you. On a miss, the dire portents are all aimed at you. 

Of Truths Best Unspoken: Once per story, you can spend 1 Essence to apply expertise as though 
you were an expert on all that will transpire between the current moment and the end of the 
current Age. 

Systematic Understanding of Everything: At the beginning of each session, the Storyteller will 
give you an Edge on an NPC she thinks you will need it against during the session. If not used, the 
Edge disappears at the end of the session. 

Chosen of Endings 

Caste Attribute 

Shadowy 

Anima Power 

You may spend 1 Essence and make the Lesser Sign of Saturn to give yourself and your 
companions the Condition remarkably deadly for the rest of the scene. 

When you know at least 6 Endings moves, you may spend 1 Essence and erase one Endings move 
in order to make the Greater Sign of Saturn, granting a blessing of destruction upon yourself and 
all allies within several miles: when you throw down for the rest of the scene, you cannot roll less 
than a 10+ result, regardless of what the dice say (NPCs act with Advantage). You can use an 
advance to re-learn the lost move later, if you wish. 

Resplendent Destinies 

Cancer patient on their deathbed, affianced youth, ghost, young widow, old man, middle school 
student, pensioner a day from retirement, journeyman, salesman, virgin, pregnant woman in her 
third trimester. 

Endings Moves 

Burn Life: You may perform impossible feats of strength when you do something reckless, such as 
ripping a mighty oak out of the ground, hurling a boulder, pulling down the pillars of a temple, or 
kicking a hole through a stone wall. If you spend 1 Essence when doing so, you cannot roll less 
than 7 no matter what the dice say. Additionally, your bare hands can inflict deadly damage, and 



your melee attacks strike with inhuman force. Each such impossible feat performed burns away 
one day from the span of your lifetime. 

Conclusive Wisdom: Anyone attempting to read your mind, scry upon you remotely, or forecast 
your future is instead assailed by contradictory but harrowing visions of the end that awaits them, 
and gains the Condition shaken by visions of my doom. 

Forgotten Earth: When you do something reckless, you may perform impossible feats of agility such 
as running across hails of arrows, balancing on a single falling leaf, and leaping to the top of a 
fortress wall in a single bound. 

Icy Hand: You may spend 1 Essence to gain an automatic 10+ result when attempting to exploit a 

system, so long as that system is bureaucratic in nature.Inexorable Advance: You can briefly step 
into the moment between moments, a place without weakness or regret. Spend 1 Essence to 
prevent another character from tagging a Condition against you. 

Invocation of the Storm-Following Silence: You can roll with shadowy to throw down, fix what’s 

broken, or exploit a system. 

Prior Warning: When you successfully (7+) read the room, you always ask “Who here is planning 
me immediate harm?” in addition to whatever else you ask, for free. 

Smooth Transition: With but a touch, you may instantly and painlessly kill any unconscious or 
dying creature, or anyone who wishes to die. If this move is used on a corpse laying upon the 
naked ground, it sinks into the earth, quietly arranging for its own burial. If used on a torpid 
vampire, the vampire peacefully becomes ash. No one slain by this move ever lingers as a ghost. If 
used upon a wraith’s fetter, the ghost is painlessly severed from that fetter and does not undergo a 
Harrowing. 

Supernal Awareness: Spend 1 Essence, name a thing that you seek, and roll with Shadowy. On a 
10+, if it can be found within the same city or county-sized area you’re currently in, you become 
certain of your quarry’s presence, and destiny will begin leading you toward it. On a 7-9, if it can 
be found within a mile, you become certain of your quarry’s presence, and destiny will begin 
leading you toward it. 

Terminal Sanction: When slay a ghost, demon, or spirit, you may spend 1 Essence and make a 
choice: to scatter its Essence to the winds, destroying it forever; or permit it to immediately reform 
and give it the Condition [your] obedient servant for a year and a day. 

Terminate Illness: You may spend 1 Essence and make the Inferior Sign of the Corpse, 
immediately erasing someone else’s Condition of sickness or disease. 

Underling Invisibility Practice: You may spend 1 Essence to become invisible and undetectable to 
those who consider themselves superior to you—either in the broad sense, or in the sense of 



outranking you in some regard. This effect lasts until you attack them, or until the end of the 
scene. Other Sidereals are immune to this move. 

Wise Choice: By spending 1 Essence, for the rest of the scene you can treat results of 8 or 9 as a 
10+ on attempts to fix what’s broken, pressure someone, or exploit a system. 

 

  



The Infernal Exalted 

To play one of the Infernal Exalted, use the rules found below. 

Character Creation 

To make an Infernal character, go through the following steps: 

• Write down a concept for your character (“indebted gambler,” “failed comedian,” 
“ridiculed theoretician,” “washed-up actor,” etc). 

• Come up with a name for your character. 

• Write down a short, punchy description of your character, incorporating the three most 
striking features they have. Use two sentences, tops. 

• Select a Key Hell: Being Skinned Alive, Boiling Oil, Burrowing Maggots, Kakuri, Lanka, or 
Wicked City. 

• Mark down your Hell’s Key Attribute at +2. Then select two other Attributes to be rated 
+1, another Attribute at +0, and your last Attribute will be rated -1. 

• Select one Background move. 

• Select Limit Trigger and note your Infernal basic moves. 

• Select one Crown move. 

• Select two moves from your Caste. 

• Select two other players. Give them an Edge on your character. Discuss what it was they 
saw or learned about you that gave them some leverage over you. 

Now you’re ready to play. 

Limit Break 

In addition to the conditions given in the basic moves, each Infernal has a Limit Trigger: A 
situation defined by the player that automatically gives the Infernal a point of Limit when it comes 
up. This is always related in some way to whatever the Infernal considers to have been their 
greatest failure or personal weakness, and so the condition tends to be something that reminds 
them of that failing or which puts them in a similar situation: “being humiliated,” “witnessing the 
mighty abusing those who serve them,” and “when directly faced with the sort of temptations that 
once led me to ruin,” are good examples. It shouldn’t happen every time you turn around, but it 
also shouldn’t never come up. 

When your Infernal enters Limit Break, you stop gaining experience until you do something 
extremely rash, intemperate, or ill-advised which complicates the story significantly and 
entertainingly. 

Advances 

When you accumulate 8 experience, you can spend it to take one of the following advances: 

• Add +1 to an Attribute, to a maximum of +3. You can only take this advance twice. 



• Get a new move from your Key Hell. You can take this advance as many times as you want. 
If you run out of moves, you can make more, if you like. 

• Get a new move from a different Hell. You can take this advance more than once, and can 
have as many moves from each other Hell as your rating in its Key Attribute. It’s up to you 
which of the two choices you consider to be its governing Attribute for this purpose. 

• Get a new Background move, but only if it makes sense given what’s going on in the story. 
You can take this advance more than once. 

• Gain a stunt. You can take this advance as many times as you want. 

• Retire the character from the story under circumstances you dictate, and make a new 
character. 

Infernal Basic Moves 

All Infernals get the following moves: 

Key to the Kingdom: By meditating in a place of spiritual or physical desolation, you may enter a 
Hell-realm carved out of the substance of your own soul. Devise this Realm’s features and 
inhabitants with the help of the Storyteller. When you leave your Kingdom, you return to the 
world at some point within a few miles of the place you departed. You can bring a handful of 
other willing travelers into your Hell with you, but doing so grants them all an Edge on you. 
Visitors to your realm can generally only leave by escaping to its borders (in which case they appear 
somewhere within a few miles of you), or when you escort them out (in which case they reappear 
in the world wherever you do). 

Mark of Blasphemy: By concentrating for a moment, you can cause your Caste Mark to appear 
and shine brilliantly upon your brow, confirming your infernal glory to unbelievers. 

One Step Beyond: When you have no more Essence to spend, you may spend 1 Essence anyway, 
but doing so gives you the Condition wiped out until you next gain Essence. You can’t use this 
move while you’re wiped out. 

Shintai Form: Once per story arc, you may assume a demonic form of staggering power for one 
scene. Gain the Condition behold my true form and despair. Enjoy inhuman speed, power, and 
toughness. Name one normally impossible thing that you can now do (such as flying, reading 
minds, throwing lightning from your eyes, or stretching your limbs to ten times their normal 
length). Erase all non-permanent injury Conditions, and restore your Essence to full when you don 
the form. If you’ve already used this move and want to use it again in the same story, doing so 
causes you to gain 3 Limit. 

Crown Moves 

The Crown of Eyes: While intensely studying an object or individual that is within your line of 
sight, you may spend 1 Essence and ask one question about it, which the Storyteller must answer 
honestly. You can only ever use this power a single time on any object or individual. When your 



anima is flaring, great staring eyes open within its emerald flames, and you cannot be taken by 
surprise. 

The Crown of Flames: You become aware whenever someone speaks your name, and may scry on 
the situation in which your name has been invoked. You can see and hear the speaker and his 
surroundings for the next several minutes. If you wish, you may spend 1 additional Essence to 
punish the one who took your name in vain by causing him to burst into emerald flames as though 
engulfed in a bonfire. 

The Crown of Glory: You may touch a wicked spirit that has submitted itself utterly to your 
authority, spend 1 Essence, and transform it into a suit of ghastly armor that looks like it was made 
by butchering the spirit and using its hide and bones as construction materials, giving you the 
Condition armed and armored. You also manifest a melee or ranged weapon befitting the spirit’s 
nature, such as a scythe studded with fangs or a pistol that fires flesh-devouring insects instead of 
bullets. The armor and weapon reconstitute themselves back into the spirit at the end of the scene 
(or sooner if you will it so), but the spirit is ever-after tied to you from that point onwards until it is 
destroyed or you willingly releases it from your service. You may summon the spirit to your side at 
any time from wherever it may be in the cosmos and instantly transform it into your panoply once 
more. 

The Crown of Kings: When someone makes an oath, promise, or agreement in your presence, 
you can spend 1 Essence to sanctify it in the eyes of Hell. If the one so oathbound breaks their 
word, you become aware of this fact, and you and all wicked creatures in your service gain the 
Condition tormentor of [oathbreaker], which may always be tapped when tracking or punishing the 
one so forsworn until the Storyteller feels they have been properly chastened. 

Crown of the Night: When your anima flares, you may shroud yourself in it like an obscuring 
cloak, making you impossible to recognize. Anyone in the scene that has already recognized you 
gains the Condition damned to vomit forth scorpions if they reveal that [Infernal] was the stranger in the 

midst of the emerald haze, and they know it. They can forfeit an Edge on you to void the Condition. 

The Crown of Worlds: You can spend 1 Essence to dissipate yourself into the local dragon lines, 
vanishing and reappearing a scene later at some nearby place of power or spiritual significance. 
The spot where you discorporated is left badly burnt and corroded in your wake, and if not 
subjected to mystical cleansing of some sort, will slowly fester into a site of spiritual corruption 
over the next several months. Additionally, ghosts or spirits touched by the light of your anima 
become visible and audible in the physical world if you wish them to be. 

The Crown of Wrath: You may spend 1 Essence when you throw down to automatically get a 10+ 
without rolling, once per scene. 

 



The Hell of Being Skinned Alive 

Key Attribute 

Choose one: Martial or Shadowy 

Hell of Being Skinned Alive Moves 

Earth-Skimming Gale Tread: When you do something reckless, you may perform impossible feats of 
agility such as running across hails of arrows, balancing on a single falling leaf, and leaping to the 
top of a fortress wall in a single bound. 

Gravity-Rebuking Grace: You can roll with martial or shadowy to do something reckless. While you 

are radiating divine glory, you may fly. 

Laughing Before Ignorant Eyes: Spend 1 Essence to become invisible to all those who do not have 
an Edge on you. This lasts for one scene or until you attack someone. 

Opened Eye of the Hurricane: Spend an Edge on an opponent. For the rest of the scene, you feel 
their murderous intent as scouring lashes against your skin, forewarning you of where the next 
blow will land, and can automatically avoid all of their physical attacks. 

Running to Forever: You can roll with martial to escape from danger. You also never grow tired 
from running, or while running, and may do so indefinitely. 

Sandstrike Blast: You can conjure flaying winds full of razor-sharp grains of sand and use them to 
attack your enemies when you throw down. By paying 1 Essence, you can summon a massive blast of 
red sand packed with shards of black metal and bone fragments capable of tearing apart cars and 
blowing out walls. When you do so, roll with martial or shadowy. On a 10+ you inflict harm as 
established to everyone caught in the blast. On a 7-9, you inflict harm as established to everyone 
caught in the blast, but also cause collateral damage you didn’t intend to. 

Silence of the Inverted Spires: You gain the Condition shrouded in silence, muting all sounds that 
directly result from your actions, such as the crash of breaking glass or the screams of those you 
strike down. This Condition fades away for the rest of the scene whenever you speak above a 
whisper. 

Shattered Gale Incarnation: You may spend 1 Essence to scream forth a crimson wind that 
becomes a clone of yourself. It shares your personality, agenda, memories, Traits, and doesn’t 
consider itself to be an independent entity. It is entirely mortal, with no magic of its own. You can 
have up to half a dozen clones active at once. You can reabsorb the clone by touching it to learn 
what it discovered while it was away. If you die while you have a clone in the world, once per story 
you can choose to not die by sending your Essence to take over the body of a clone. 



Theft as Release: When you steal something, you may spend 1 Essence to convince all the world 
that it never belonged to its former owner to begin with; the object was always yours. Only those 
with an Edge on you see through this move. 

Thoughts Resound in Silence: Whenever it’s perfectly quiet, you can hear the thoughts of those 
around you. 

Thousandfold Typhoon Hand: You can roll with shadowy to throw down or rebuke the wicked. 
Additionally, when you throw down, you may pay 1 Essence to roll again and keep the result you 
prefer. 

Wind-Born Stride: You can spend 1 Essence to give yourself the Condition superhumanly quick for 

the rest of the scene. You also gain this Condition for free whenever you are radiating divine glory. 

The Hell of Boiling Oil 

Key Attribute 

Choose one: Glorious or Worldly 

Hell of Boiling Oil 

All Things Betray: When you read the room, add the following to the list of questions you can ask: 

• Who here doesn’t like me? 

Baptismal Agony Blessing: Whispering blessings and curses that are indistinguishable from one 
another, you may drown a mortal and draw them forth from the waters alive and transformed into 
a monster. Spend 1 Essence to give them a Condition reflecting their new monstrosity. 

Boiling Sea Mastery: You can breathe underwater, and are immune to environmental harm from 
any sort of harsh aquatic environment. You can also roll with worldly to stand your ground and 
rebuke the wicked. 

Fathomless Poison Haven: You can touch someone (including yourself) and spend 1 Essence to 
render them immune to any and all harm from liquids (including drowning) for the next 24 
hours. You also can roll with glorious to exploit a system or manipulate someone. 

Fat-Rendering Aura: When you are radiating divine glory, anyone in contact with your anima for 
more than a moments suffers harm as it begins boiling them from the inside out. When you Limit 
Break from gaining Limit to avoid death, your anima flares automatically if it isn’t already doing 
so. 

Ichor Flux Tendrils: Spend 1 Essence to conjure hissing, boiling-hot tentacles from all nearby 
sources of liquid. These chains are tipped with razor-sharp claws, and you may direct them to 
attack your enemies. If you are radiating divine glory you may also manifest tentacles from your 
anima. You gain the Condition boiling tendrils. 



Intolerable Burning Truths: You etch the bylaws of Hell into your heart, carving out taboos you 
must follow… and cannot be forced to betray. At the beginning of each story, select as few or as 
many of the principles below as you wish. No force (including your own desires) can make you 
betray the chosen principles for the rest of the story. 

• You cannot knowingly betray anyone you love, or any ancestor from whom you descend. 

• You cannot believe anything bad about someone you love; at most, you could only be 
convinced they have been duped into taking ill-advised action for the best of reasons. 

• You cannot show mercy to anyone you dislike or despise. 

• You cannot forgive or believe anything good about someone you hate. 

• You cannot knowingly help someone you hate. 

Mind-Charring Infusion: Add the following to the list of 10+ options when you rebuke the wicked: 
you sear their mind with Essence, boiling away and dissolving a memory of your choice forever. 
Picking this option costs 1 Essence. 

Seething Veins Prana: You gain the Condition blood of boiling-hot poison. Whenever someone 

wounds you in such a way that your blood would splash on them, they must do something reckless to 
avoid the spatter. NPCs are generally scalded and poisoned unless they have Advantage. 

Simmering Sinner Resentment: When you don’t already have it, you can grant yourself the 
Condition I hate [person]. You can clear this Condition at the end of the current story, or when the 
person you hate dies. If you killed them, you can consign their soul to your Kingdom. When facing 
the person you hate, you can use your shintai form and it doesn’t count against your normal one 
use per story. 

Spattering Grease Reprisal: When you oversee the death, destruction, or ruination of someone 
that has marked themselves as your enemy or otherwise attempted to significantly thwart you, and 
this ruin is brought about through the mechanisms of culture, bureaucracy, or law, gain 1 Essence 
and carry +1 forward. If they died, then at the moment you learn of their death you may spend 1 
Essence to consign their soul into your Kingdom. 

Spiteful Sea Tincture: Touch an object that you have some emotional attachment to and spend 1 
Essence to imbue it with your hatred. Roll with glorious or worldly. On a 10+, the object remains 
enchanted for one lunar cycle. On a 7-9, the object remains enchanted for one full lunar cycle, or 
until its curse discharges once, whichever comes first. When the ensorcelled object touches 
someone who does not love you, they gain the poisoned Condition. 

The Hell of Burrowing Maggots 

Key Attribute 

Choose one: Glorious or Sagacious 

Hell of Burrowing Maggots 



Anonymity Through Propriety: You may spend 1 Essence to wrap yourself in a mantle of despair 
which devours the attention of others, making it feel like an impossible burden to notice you or 
interfere in your affairs for the rest of the scene. Anyone who doesn’t have an Edge on you cannot 
notice or acknowledge you unless you directly interact or interfere with them, or take some 
indirect action that would distress them (such as reading their diary or murdering their spouse). 

Barren Waste Infliction: You may spend 1 Essence to summon a plague of demon maggots to 
devour everything and everyone in the immediate vicinity that doesn’t or can’t run away from 
them. When their work is done and they return to the Hell of Burrowing Maggots, they leave your 
surroundings transformed into a small extension of your Kingdom, complete with a passageway 
between the world and your inner realm somewhere in the newly tainted landscape.  

Counter-Pronouncement of Enthymemic Law: When you roll a 7-9 to exploit a system you can 
spend 1 Essence to turn that result into a 10+ instead. 

Demonic Primacy of Essence: You gain the Condition air of authority when dealing with any 

supernatural being on which you have an Edge. Also, you may roll with sagacious to stand your 

ground or rebuke the wicked. 

Hellscry Chakra: You may spend 1 Essence to see into the world of spirits or ghosts, to see the 
world as the fae do, or to see the aura of power rising from a Dragon Nest, even one miles away. 
Your empowered sight lasts for the rest of the scene. Additionally, if you can detect a ghost, spirit, 
or other intangible being, you can interact with it as though it were physically manifest—including 
attacking it. 

Hell-Walker Technique: You don’t take harm from harsh environments such as snowstorms, 
sandstorms, or even things like running through a burning building. By spending 1 Essence, you 
can even resist harm from something like wading through molten. Additionally, you can spend 1 
Essence to translate your body into ephemera, passing through the barriers between worlds to 
enter the world of spirits, ghosts, or the fae. You can also bring willing allies along with you, but 
everyone who makes the crossing gets an Edge on everyone else brought across at the same time if 
they don’t already have one. You can also use this move to return to the physical world. 

Knowing the Desolate Heart: You may read the thoughts of anyone standing in a place of 
desolation (defined as a location where survival is difficult, or where the majority of the 
inhabitants live in despair), or who is currently experiencing feelings of depression or despair. 
When you read the room, add the following to the list of questions you may ask: 

• Who here is in a state of depression or despair? 

Maggot Mana Plague: You can spend 1 Essence to draw forth a horde of wriggling maggots from 
the Hell of Burrowing Maggots, grown fat on the souls of sinners, which burrow up from the 
ground and then spasm and die after a few moments. This move produces enough nutritious grubs 
to feed a small town, and the locusts are nutritious, each offering enough protein and hydration to 



sustain a grown man for a day. They crumble to dust after a few days if not consumed, however. 
Those who eat thrice of the locusts within the span of a month gain the Condition worshipful, 
directed toward you. This Condition can fade after another month, if no more locust feasts occur. 

Plague Walker Consecration: You may pay 1 Essence to breathe a medley of terrible plagues into 
a corpse’s mouth, causing it to stand up and serve you. Roll with glorious or sagacious. On a 10+, 
the corpse gets up and obeys your commands for three days and nights. On a 7-9 the corpse gets 
up and obeys your commands, but falls apart at the end of the scene. Zombies created by this 
Charm are stupid and vicious, and will try to feast on living flesh and blood when left unattended. 
They have the Condition teeming with diseases. 

Ruler of Ten Thousand Desolate Horizons: You may roll with glorious or sagacious to inspire 

someone, apply expertise, and exploit a system. 

Spawning Pit Sanctification: After creating or locating a pit within a place of desolation (defined 
as a location where survival is difficult, or where the majority of the inhabitants live in despair) you 
may spend 1 Essence to fill the pit with writhing spirit maggots for the next lunr cycle. Anyone you 
cast into the pit must either choose to submit themselves to you, or else be devoured by the 
maggots. If they submit, the maggots devour a portion of their humanity, replacing it with the 
power of Hell: give them a Condition reflecting their new monstrosity. 

Verdant Emptiness Endowment: When you hear someone express a wish to be more than what 
they are—to be younger, smarter, stronger, wealthier, prettier, more fortunate, anything like that—
you may spend 1 Essence to grant their wish, giving them an appropriate Condition. You 
immediately gain an Edge on them, and they additionally gain the Condition I owe [Infernal] a 

favor. If you come to demand they repay the favor and they refuse, you may pay 1 Essence to 
immediately cast them into your Kingdom as a prisoner. You cannot grant a person more than one 
wish per year. 

Kakuri, the Night Realm 

Key Attribute 

Choose one: Shadowy or Worldly 

Kakuri, the Night Realm 

Black Mirror Incarnation: You can spend 1 Essence to wrap yourself in a veil of illusion, perfectly 
disguising yourself as anyone you are familiar with for one scene. 

Cracked Cell Circumvention: You can roll with worldly to pressure someone or escape from danger. 

You also permanently gain the Condition master of escape. 

Gift of Unyielding Misery: After you share a moment of deep intimacy with someone, whether 
physical or emotional, you may spend 1 Essence to give them the Condition hellbound. When they 



next sleep, they will vanish from the world and reappear as a prisoner in your Kingdom. They may 
void this Condition by giving you whatever they think you most desire, whatever that might be. 

Life-Denying Curse: Spend 1 Essence to impregnate your attacks with a curse of futility. Anyone 
you harm during the rest of the scene suffers the Condition life-denying curse until the end of the 
scene. Those under the life-denying curse cannot heal their injuries, remove any curses they might 
suffer from, or shed any debilities they might labor under until after the scene ends. The soul of 
anyone who dies under the effects of the life-denying curse is cast into your personal Hell. 

Mocking Murmurs Retort: When you gain some unfortunate social Condition such as humiliated, 
boorish, or untrustworthy, you can spend 1 Essence to make a glib remark and pass the Condition to 
someone else of your choosing instead. 

Naked Wicked Souls: You can roll with shadowy to exploit a system or manipulate someone. Also, 
when you read the room, add the following to the list of questions you can ask: 

• Who here considers themselves evil, wicked, or damned? 

Night Swallows Secrets: You can roll with shadowy or worldly to do something shady or read the 

room. You may also pay 1 Essence to infuse a bit of the cold, abhorrent nature of the Night Realm 
into an upsetting, criminal, or otherwise distressing act that you witness or participate in, or the 
remnant evidence of that act. Anyone who wishes to speak of the act or the evidence afterwards 
gains the Condition bitter depression. They can feel the Condition looming whenever they 
contemplate speaking of the tainted subject, making it difficult and costly to do so. 

Seeing is Blindness: Spend 1 Essence to imbue your attacks with contrails of inky darkness for the 
rest of the scene. Whenever you harm someone, in addition to the harm they suffer they also gain 
the Condition blind until the end of the scene. 

Shadow Spite Curse: Knowledge of you becomes a terrible curse and burden. Carry +1 forward 
ongoing to attempts to do something shady to or stand your ground against anyone who has an Edge 
on you. If this would raise your bonus above +3, you cannot roll a result less than 7 no matter 
what the dice say. 

Sun-Denying Spite: Spend 1 Essence to breathe out a darkness that swallows and negates all light 
for several hundred feet in every direction for the next several hours. You and all those that serve 
you can see within the darkness unhindered. The sun cannot pierce your darkness, and it is 
considered by be nighttime within the blackness of your abyss regardless of the actual time of die. 

Ultimate Darkness Internalization: So long as you are not touched by the light, you are mighty. 
Gain the Condition mighty in the abyss, which may be tapped for most any move so long as you are 
wholly untouched by light. 



Witness to Darkness: You can see perfectly in the dark, but your eyes permanently take on some 
devilish aspect (burning with green flames, utterly pitch black, etc). You gain the Conditions adroit 

liar and also pained by bright light. 

Lanka, Demon City of the Rakshas 

Key Attribute 

Choose one: Martial or Glorious 

Lanka, Demon City of the Rakshas 

Ablation of Brass and Fire: Once per scene when you would suffer harm, you may spend 1 
Essence to suffer no harm. Choose one: either the damage is instead inflicted to all man-made 
surfaces and objects in your immediate vicinity, shattering paving stones, breaking car windows, 
and trashing electronics; or else it is instead inflicted indiscriminately to every living thing in your 
vicinity: friend and foe alike suffer in your stead. 

By Agony Empowered: Once per story, when you would die, you can choose not to die by instead 
erasing all non-permanent injury Conditions you currently suffer and entering your shintai form 
instead. This doesn’t use up your use of your shintai form for the story. 

By Pain Reforged: Carry +1 forward ongoing to throw down when you have suffered meaningful 
harm. If this would push your bonus above +3, you cannot roll less than 7 no matter what the dice 
say. 

By Rage Recast: Name a demonic feature or features, such as claws, wings, spiraling horns, or the 
like. You may give yourself the Condition manifesting my demonic features whenever you wish. While 
you are radiating divine glory, your demonic features always manifest. 

Crowned with Fury: You may spend 1 Essence to attempt to crush someone’s will with your own. 
Roll with martial or glorious. On a 10+, they gain the Condition [your] obedient servant, which lasts 

until they spend an Edge against you to dispel it. On a 7-9, they gain the Condition [your] obedient 

servant until they spend an Edge against you or spend more than an hour away from your 
immediate presence. On a miss, they gain an Edge on you. 

Green Sun Nimbus Flare: Spend 1 Essence to carry +1 forward ongoing to throw down for the rest 
of the scene, as you imbue your attacks with horrifying nuclear fire. On a 10+, you must choose to 
defeat them, and cannot decide that means they are merely incapacitated; they always die a 
hideous death as atomic flames burn them from the inside out. 

Kneel or Be Knelt: You may spend 1 Essence to give someone a choice: either they kneel before 
you and bow their head in respect, or else suffer the Condition broken legs as the weight of your will 
forces them to their knees. Additionally, you may roll with glorious to throw down or do something 

reckless. 



Impervious Primacy Mantle: Carry +1 forward ongoing to stand your ground. 

Nightmare Fugue Vigilance: You no longer need to sleep. If you elect to sleep anyway, you are 
always tormented by nightmares. Additionally, you may roll with martial to inspire someone or stand 

your ground. 

Ox-Body Technique: Once per session, when you suffer a non-permanent injury Condition, you 
can simply neglect to write it down on your character sheet. It’s not that the injury doesn’t happen; 
you’re just so tough that it doesn’t impair you in any meaningful way. 

Scar-Writ Saga Shield: You cannot gain the Conditions poisoned, sick, diseased, or anything similar 
to them, nor take harm from those things. 

Violence is Worship: The first time in each scene you witness an act of violence—a serious one, 
one where someone gets hurt, bleeds, weeps—you regain 1 Essence on the spot. You cannot 
instigate the violence, either yourself or through the direct actions of those following your orders. 
It must be a gift offered up to you by the world. 

The Wicked City 

Key Attribute 

Choose one: Sagacious or Worldly 

The Wicked City 

Broadcast Announcement Prana: Spend 1 Essence to gain control of everything in up to a mile 
that possesses a speaker grille: car radios, television speakers, ear buds, even the sound chips of 
electronic children’s toys. Once commandeered, you may force these objects to broadcast whatever 
words you wish to speak. Additionally, you may roll with Sagacious to exploit a system or read the 

room. 

Comprehension Locked in Heart and Flesh: For one scene, you  may speak and be understood by 
all who hear you; and all those who speak within your hearing do so in the language of those who 
made the world, whether they understand it or not, that you might understand them. This 
enforced comprehension ravages the mind and body, and a scene of such conversation inflicts one 
of the following Conditions on the un-Exalted: bleeding eyes and nose or terrible migraine. You may 
spend 1 Essence to spare those you converse with this harm and the associated pain, should you 
feel magnanimous. Additionally, you may roll with worldly to apply knowledge, fix what’s broken, or 
make something useful. 

Constructive Convergence of Principles: You can create items with magical properties when you 
make something useful. These will require special ingredients and techniques such as spirits that 
agree to inhabit the item, the blood of monsters, or parts cannibalized from other ancient relics; 
the Storyteller will tell you what you need. 



Ego-Infused Pattern Primacy: When you ought to gain a Condition from a magical curse or 
supernatural malady intended to transform or taint your body, mind, or spirit, you may spend 1 
Essence to reject the Condition. Additionally, you can erase one non-permanent injury Condition 
at the end of every scene, even if you exerted yourself, so long as you aren’t critically injured. 

Electric Devil Caress: With a moment’s concentration, you can usurp control of the electricity 
powering the devices around you. Spend 1 Essence to gain the Condition in control of all nearby 

electronic devices. 

Essence-Dissecting Stare: You may spend 1 Essence to see into the world of spirits or ghosts, to see 
the world as the fae do, or to see the aura of power rising from a Dragon Nest, even one miles 
away. Your empowered sight lasts for the rest of the scene. 

Factual Determination Analysis: You can spend 1 Essence to interrogate a single statement, 
knowing for certain whether or not it is a lie. 

Mind-Hand Manipulation: While radiating divine glory, you can extend your anima in terrifying 
viridian streamers to manipulate objects in your environment up to thirty feet away without ever 
raising your hands. You may also spend 1 Essence to do so while your anima isn’t flaring; in this 
case, your manipulations are invisible to the naked eye. You may also lift yourself off the ground, 
up to about roof-height, and move about using your mind-hands to anchor and propel you. 

Mind Spider Curse: You may focus your will upon a target who is staring at an electronic screen 
or feeding electronic sounds directly into their ear (such as someone browsing the internet with a 
laptop, listening to music through headphones, or talking on their cell phone). Spend 1 Essence 
and roll with sagacious or worldly. On a 10+, they must obey one hypnotic command you implant, 
and the command can be anything short of outright suicide. On a 7-9, they’ll do anything that 
isn’t terribly dangerous or against their ideals and morals. 

Principle-Invoking Onslaught: With a moment’s concentration, you can construct a 
technologically-advanced weapon out of your own Essence, such as a chainsaw, shotgun, or 
bandolier of grenades. Alternately, you may bless a firearm you’re using with limitless ammunition. 

Raw-Edged Paranoia Principle: You gain a sixth sense that warns you of impending danger, and 
cannot ever be taken by surprise. 

Tool-Transcending Constructs: You can fix what’s broken or make something useful even if you have 
none of the tools a person would normally need to attempt such a thing, summoning the necessary 
items from the depths of your Essence. You can also fix what’s broken or make something useful in a 
tiny fraction of the time normally required. 

 

  



Storyteller Rules 

Here are the rules that only the Storyteller needs to worry about: NPCs, and hard moves. If you’re 
playing, you can skip these sections, you don’t need to know about them. 

The Storyteller doesn’t ever touch the dice, so don’t worry about that. None of your moves or rules 
involve dice rolls. 

Hard Moves 

Hard moves are moves the Storyteller plays. These don’t use dice, and function much more at your 
discretion than the players’ moves. 

Player moves are reactive: they go off when the players say things to trigger them. Hard moves are 
discretionary: In most situations, you decide which hard move to employ from a variety of options, 
although like the players, you’ll also use hard moves when prompted. 

Here are the rules governing playing a hard move: 

• The move you play has to make sense in the story. Since you control most of the story 
that’s usually not hard. 

• The move has to make the story more fun, more interesting, or more tense. It can’t make 
the story more boring or less fun. Resolving tension is what the other players do, not the 
Storyteller. 

• The move shouldn’t outright negate victory if the PCs earned victory. Use victory as a 
springboard for fresh complications, that’s good. Don’t undo their win, that’s bad. 

• Not all hard moves have to be hostile. Sometimes it makes sense to give a player an Edge, 
or resolve a Condition. 

• Not all hard moves have to fall on the player whose action prompted you to make a hard 
move in the first place. It’s entirely okay to respond to player A missing a move by revealing 
player B’s hidden secret, if it makes sense in the context of what’s going on in the story. 

• Don’t announce that you’re playing a hard move, just do it. The more invisible hard moves 
are to players, the more they’ll just assume you’re some kind of genius. 

• Finally, there are two types of hard moves at your disposal: withering and decisive. They’re 
explained in greater detail below. 

• After playing a hard move, look at the players and ask: What do you do? 

Here are the rules for when to play a hard move: 

• When someone misses on a move, play a hard move. 

• When it makes sense, play a hard move. (Whistler just decided to grab the amulet out of 
the fire where it got tossed, with his bare hands? Better inflict harm, as established.) 



• When everyone’s looking around the table like “What happens next?” play a hard move. 

Withering Moves 

Withering moves are uncomfortable or complicating events. They make things more tense or 
difficult. Some moves call for you to introduce a complication, problem, or other such wrinkle on 
a 7-9 result. When that happens, play an appropriate withering move. You can also play a 
withering move when the story demands it. Finally, you can play a withering move when a player 
misses on a move. 

Here are some withering moves. Feel free to come up with more: 

• Reveal a secret that someone would really rather not have revealed. 

• Introduce new danger. 

• Hint at future danger. 

• Pose an uncomfortable question. 

• Make them pay a price. 

• Force them to make a tough decision. 

• Split up the Circle. 

• Put the Circle back together. 

• Drive them to a new location. 

• Have an NPC show up. 

• Take away an item they were depending on. 

• Reveal that things are more complicated than they appeared. 

• Add extra steps to what they need to do. 

• Threaten the people depending on them. 

• Threaten their belongings. 

• Threaten innocent bystanders. 

• Dangle an opportunity in front of them: to get an Edge, resolve a Condition, or get 
something they want. 

• Inflict harm, as established. 

• Give a player an Edge on an NPC. 

• Grant an NPC an Edge on one of the players. 

• Grant someone a Condition. 

• Resolve a Condition. 
 



Decisive Moves 

Decisive moves are major setbacks, drastic escalation of the stakes, or serious consequences. They 
can represent life-or-death struggle, although practically speaking it’s incredibly difficult to kill an 
Exalt if the player doesn’t want it to happen. Which is fine; the objective isn’t to kill someone’s 
character, it’s to bring the feeling of an immediate threat of death into the story. 

You never play decisive moves in response to a 7-9 result on a move that calls for a complication or 
the like, unless some other rule demands an exception. Decisive moves are only played when a 
player misses on a move altogether, or when the story demands it. That said, you also have the 
discretion to play a withering move in those circumstances instead, and most of the time should 
usually do so, since there are far more withering moves than decisive ones. Use decisive moves 
when it would be most impactful, rather than at every opportunity. 

Here are some decisive moves. You can surely come up with more on your own: 

• Have the worst NPC possible show up. 

• Make them watch an opportunity (to get an Edge, resolve a Condition, or get something 
they want) go up in smoke. 

• Destroy something useful. 

• Threaten the people they depend on. 

• Threaten their pride. 

• Threaten their home. 

• Threaten irreplaceable things they’ve won control of, like a node or realm. 

• Make good on a threat that they’ve failed to address. 

• Turn their move back on them after they fuck it up. 

• Kill a character (but be aware they will probably choose not to die). 

• Kill an NPC. 

• Give someone Limit. 

NPC Rules 

As Storyteller, NPCs do what you say they do. If they’re important (or if players make them 
important, as players are wont to do) then they can track Edges and have Conditions, but 
otherwise there’s no management involved. They don’t have Essence or other such resources. 

NPCs are intended to be easy-to-run, especially using the example templates later on. You should 
be able to yank any NPC out of any book from any edition of the World of Darkness after 
eyeballing a Move or two and just drop them into the game with zero prep time. 



Sometimes NPCs have special moves. These special moves are things you can trigger whenever you 
would otherwise trigger a hard move, and they just do what they say they do. When an NPC 
directs a withering move against a PC, they can generally try to resist it with do something reckless or 
stand your ground. When an NPC directs a decisive move against a PC, it usually just takes effect 
unless they have a special power to stop it. 

If it would be annoying or out of character for an NPC to use a move a lot, then once the move 
has worn out its welcome, the NPC gains the Condition tapped out and can’t use the move 
anymore until the Condition abates. 

It’s usually pretty easy for the other players to kill NPCs if they’re determined to do so. If this 
would mean something really cool or important is in danger of dying like a chump, you can give it 
a special Move to save itself by getting away, but keep in mind that it’s not your job to keep the 
players separated from the victories they’re chasing indefinitely. 

NPCs have three special rules: Scale, Advantage, and Disadvantage. 

Scale 

NPCs come in five varieties: Bystander, Significant, Dangerous, Elite, and Overwhelming. It is 
possible, through interaction with PCs and story developments, for an NPC to eventually graduate 
to a different scale than they started at (usually a Bystander getting promoted to higher standing 
via the “Boblin the Goblin” process). 

Bystander NPCs are secretaries, club kids, bartenders, students, and other run of the mill folks: 
faces in the crowd. They generally have no special moves. If the PCs direct force against them, they 
generally fold immediately. They’re usually incapable of hurting the Exalted unless they somehow 
gain Advantage, in which case they might inflict harm, as established. 

Significant NPCs are either “Bystanders” with names and importance to the story, or else intrinsic 
potential threats to ordinary people: cops, big burly bikers, ordinary people who’ve drunk vampire 
blood, that sort of thing. They probably have a move or two, like call for backup or exert freakish 

strength. “Promoted Bystanders” tend to have moves like skip to the front of the line or retrieve useful 

data. Burlier Significant NPCs can usually take an injury Condition before going down for the 
count, while their less martial counterparts are still chaff before the Chosen. Significant NPCs can 
only harm the Exalted with withering moves, unless they have Advantage. 

Dangerous NPCs are high-end mortal or low-end supernatural threats: entire SWAT teams, 
international hitmen, ghosts, young vampires or magicians, minor spirits, werewolves, that sort of 
thing. They probably have one or more moves governing their innate supernatural powers, as well 
as a unique withering move of their own like grow deadly claws or hypnotic eyes. All other things 
being even, Dangerous NPCs are usually as tough to take out as Significant NPCs, but can often 
resist some forms of damage. Dangerous NPCs can only harm the Exalted with withering moves 



unless they have Advantage, but often have scarier withering moves at their disposal than 
Significant NPCs do. 

Elite NPCs are potent supernatural beings: hundred-year-old vampires, packs of werewolves, major 
poltergeists, vicious alien spirits, even other Exalts. Elite NPCs definitely have at least a couple of 
special moves. They can usually withstand several injury Conditions before going down, especially 
if they’re a group of what would otherwise be Dangerous NPCs. Elite NPCs can harm the Exalted 
with both withering and decisive moves, but can only outright kill an Exalt if they have Advantage. 

Overwhelming NPCs are incredibly potent beings: vampires dating back to Babylon, godlike 
spirits, or armies of lesser supernatural beings. They always have several special moves, some of 
which are probably decisive moves. They can usually stand up to a fair bit of injury before being 
overwhelmed, and can resist many forms of harm. Overwhelming NPCs can harm Exalts with 
withering or decisive moves with impunity, and even kill them outright given an appropriate 
opening. With Advantage, they can inflict potentially fatal decisive moves against several Exalts at a 
time. 

Advantage 

When an NPC gains Advantage, it indicates that something has given them a significant edge in 
the fiction of the story (usually by spending an Edge, tagging a positive Condition they possess, or 
tagging a negative Condition on an enemy). This means one of two things: either the Storyteller 
should heavily lean toward having them succeed at whatever they’re trying to do, or, if they’re 
fighting PCs, increase the effectiveness and scariness of the hard moves they’re employing, at least 
for a move or two. 

Disadvantage 

This is the opposite of Advantage. It means an NPC is up shit’s creek, often because they’re 
suffering from a debilitating Condition. The Storyteller should lean heavily toward having them fail 
at whatever they’re trying to do, or else bump them down a scale level in terms of effectiveness for 
a move or so. 

NPC Templates 

The following rules and templates should help you bang together NPCs easily and on the fly. 
They’re intended to be a place to start rather than a limited menu; supernatural beings in the 
World of Darkness generally have dozens of powers you might draw on to create moves. If your 
particular vampires are Followers of Set, by all means go ahead and give them moves to turn into a 
giant snake or remove their heart so they can’t be staked. 

Vampires 

Vampires all have the following moves: 



Blood Heal (Withering): A vampire that has fed recently and is left alone for a few moments to 
concentrate can erase one of its injury Conditions if that Condition wasn’t made by fire or 
sunlight. 

Enter Frenzy (Withering): A vampire that is sufficiently hungry, angry, or humiliated gains the 
Condition frenzy, which sends them into attack mode. They’re faster, stronger, and ignore injury 
Conditions while in frenzy. Players not taking care when they try to rebuke the wicked or pressure 

someone can easily trigger this move. 

Immortal: When a vampire dies, it usually doesn’t die. It falls down and stops moving and looks 
dead, but it was already dead, so to speak. Instead, the vampire enters a torpid state, a deathly sleep 
that may last for days, months, or years… or until some fool bleeds near its mouth. To make a 
vampire really die, it needs to be beheaded, burned, killed by sunlight, or torn to pieces. 

Stake Through the Heart: Impaling a vampire’s heart with wood paralyzes it as long as it remains 
staked. This is an acceptable form of taking a vampire out when you throw down and get a 10+. 

Red Fear: A vampire exposed to substantial amounts of uncontrolled fire or to any amount of 
sunlight gains the Condition terrified, and one injured by either of those sources will usually bug 
out and flee. 

Undead Resilience: Vampires have the Condition undead. Getting punched in the face doesn’t 
really do much to a vampire. Neither do bullets, which mostly just put holes in organs a vampire 
doesn’t need. Once per scene, a vampire can just ignore an injury Condition inflicted by guns, and 
they don’t suffer injury Conditions from being beaten down with blunt force until it gets to the 
point of broken bones. 

Young Vampire (Dangerous) 

In addition to the standard vampire moves, a young vampire might have one of the following: 

Superhuman Prowess (Withering): The vampire has the Condition unnaturally strong or 
unnaturally fast, maybe both. It can put a serious hurting on an Exalt who fails to do something 

reckless to avoid it when it goes all-out. 

Cloak of Shadows (Withering): The vampire can fade into the shadows if it can evade notice for a 
few moments, giving itself Advantage. 

Hypnosis (Withering): If the vampire can catch a character’s eyes, they have to stand their ground or 
obey its commands. 

Elder Vampire (Elite) 

In addition to the standard vampire moves, an elder might have one or more of the following: 

Mist Form (Decisive): The vampire can turn into a mist and escape in an emergency. 



Impossible Prowess (Decisive): The vampire is impossibly strong or impossibly fast. It can bend steel 
with its grasp or move faster than a scream. 

Majesty (Decisive): The vampire can give itself the Condition radiating incredible authority, forcing 
characters to stand their ground in order to oppose it at all. Even if they succeed, it can still tag the 
Condition to penalize their efforts to act against it. 

Terrible Endurance: If a player throws down and decides to kill the vampire, and it doesn’t have 
any injury Conditions, it suffers an injury Condition instead of dying. 

Pack of Younger Vampires (Elite) 

In addition to all the standard vampire moves, this pack probably has several other moves, 
including the following: 

Mob Mentality (Withering): When you use one of the pack’s moves, it can be directed at multiple 
characters at once. 

Morale: Once several members of the pack are seriously injured or killed, the pack ceases to exist 
and instead becomes several individual Dangerous NPCs, all of which suffer the demoralized 
Condition. 

Ancient Vampire (Overwhelming) 

In addition to the standard vampire moves, an ancient vampire has several moves at its disposal, 
including but definitely not limited to the following: 

Blood God (Withering or Decisive): Once per story, the ancient vampire can draw on its ancient 
and terrifying powers to enact a stunt of some kind. 

Unholy Fortitude: The vampire’s bones are as hard as steel and its skin is tough as stone. Most 
attacks simply bounce off of it without doing appreciable damage. 

Canny Survivor: The vampire has survived many attempts to destroy it over the long, long 
centuries. The first time during a scene that a player decides to take it out with a 10+ result when 
they throw down, it simply suffers an injury Condition instead. 

Werewolves 

Werewolves all have the following moves: 

Built Tough: The first time during a scene that a player decides to take a werewolf out with a 10+ 
result when they throw down, it doesn’t get taken out, and simply suffers injury instead, unless the 
attack is being made with silver. 

Enter Frenzy (Withering): A werewolf that is sufficiently hurt, enraged, or humiliated gains the 
Condition frenzy, which sends them into attack mode. They’re faster, stronger, and ignore injury 



Conditions while in frenzy. Players not taking care when they try to rebuke the wicked or pressure 

someone can easily trigger this move. 

Step Sideways (Decisive): A werewolf that gets access to a reflective surface can escape into the 
spirit world. 

Regeneration (Withering): A werewolf that can avoid taking damage for a few moments can erase 
all of its injury Conditions that weren’t inflicted by silver or fire. 

Angry Werewolf (Dangerous) 

In addition to the standard werewolf moves, an individual werewolf might have one or more of the 
following moves at its disposal: 

Break Technology (Withering): The werewolf calls on the aid of spirits, which cause any 
technological devices the Exalt is using to malfunction and fail. If this would put the Exalt in 
immediate danger (such as by causing a car she’s driving to go out of control), she can do something 

reckless to avoid injury. 

Call on Nature (Withering): The werewolf calls on the aid of spirits of nature, making the 
landscape animate and attack her enemies. Exalts can do something reckless to avoid harm. 

Rituals of the Moon: Given time and a place of power to work in, the werewolf can call on power 
from the spirit world to perform miracles of similar scope to the sorcerous working move granted by 
the sorcery Background move. 

Werewolf Pack (Elite) 

In addition to all the standard werewolf moves, this pack probably has several other moves, 
including the following: 

Mob Mentality (Withering): When you use one of the pack’s moves, it can be directed at multiple 
characters at once. 

Morale: Once several members of the pack are seriously injured or killed, the pack ceases to exist 

and instead becomes several individual Dangerous NPCs, all of which suffer the demoralized 
Condition. 

Pack Tactics (Decisive): Whenever a character facing off against the pack misses a move, the pack 
gets an Edge against them. 

Mages 

Mages all have the following moves: 

Quick to Anger: If a mage has time to prepare for a confrontation or meeting in advance by 
enchanting herself with subtle spells, then she gains the Condition enchanted and effectively always 
has Advantage. 



Ritual Sorcery: Given time and a place of power to work in, the mage can shape reality to their 
will, performing miracles of similar scope to the sorcerous working move granted by the sorcery 
Background move. 

Subtle Sorcerer: If a magician uses any moves that seem overtly “impossible” in front of ordinary 
people, the magic quickly turns back around on them in some way, giving them Disadvantage at 
the very least. 

Beyond that, mages might deploy moves representing anything from throwing lightning as a 
decisive move to calling in killer cyborgs for backup. 

Bayou Witch (Dangerous) 

Healing Potion (Withering): The mage can chug a mystical concoction to clear all of her own 
injury Conditions, or give it to someone else with the same result. 

Swine (Withering): The mage pronounces a curse against her enemy, who must stand their ground 
or be turned into a pig for a day. With a botch, the transformation might last until the mage is 
killed or convinced to lift the curse. 

The Tiger is Free (Decisive): The mage cuts a rune into her arm and gains the Condition ferocious 

tiger, transforming into a deadly beast. 

Man in Black (Dangerous) 

In addition to all of the standard mage moves, a Man in Black might have one or more of the 
following at his disposal: 

Backup Protocols (Decisive): If things get hectic, the mage calls in more support. This support 
may be more dangerous than the agent himself. 

Noisy Cricket (Withering or Decisive): The mage carries a concealed hypertech weapon that 
inflicts outrageous damage. If the mage is scrambling, the device can be neutralized by wrestling it 
away or avoiding it (withering). If the mage has had time to prepare, it is also relentlessly accurate 
(decisive). 

Project Authority (Withering): When the mage flashes his credentials and calls on the authority 
of the organization he represents, it hits with the psychological force of a runaway truck. Players 
must stand their ground or comply. 

Modern Day Magician (Dangerous) 

Levinbolt (Withering or Decisive): The mage carries a copper wand that doubles as a walking 
stick, which he can use to call down lightning. If he’s reacting to the players, then there’s a growing 
sense of static charge and baking ozone, and they can do something reckless to get out of the way. If 
the mage prepared for this fight, the lightning strikes with no warning. 



Mystic Barrier (Decisive): If the mage had time to prepare, this barrier downgrades all incoming 
hostile moves that produce 10+ results into their 7-9 results for the entire scene. If the mage had to 
put this spell up in a hurry, then it simply negates one attack and then collapses. 
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