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Merely human hearing would have had difficulty 
picking up the scuff of a cheap plastic stereo being set 
down on the bare concrete of the unfinished high-rise, 
especially over the gusting wind, but Prince Alexis was 
a member of Clan Toreador and had spent three hun-
dred years refining the bloody magic of his lineage. 
He heard it clearly, and raised a finger to silence his 
childer in the middle of their briefing about the recent 
disruptions to city operations.

The three vampires turned and peered into the 
shadows atop the construction site: moonlight; deep 
shadows; the eerie motion of loose plastic sheeting 
flapping in the breeze. “I heard it too,” the youngest 
of the trio, Donald, said. “Is anyone else supposed to 
be up here?”

The Prince forced down a hot wire of irritation. 
Three centuries, and still people would insist on asking 
questions about why they were being silenced after being 
commanded to stop making noise so a man could con-
centrate and listen. He shook his head. No, no one 
should have known the three were meeting up here; 
and even if the damned Nosferatu were spying from 
the shadows, it was difficult to imagine them sending 
so inept a spy as to give away his presence….

The click of a button being depressed. The whirl 
of a CD spinning up. And then—

Alexis jerked back, pushing away the supernatural 

acuteness of the Blood as music blasted across the con-
struction site at full volume, momentarily deafening 
to his heightened senses. Karen already had a finger 
pressed to her earpiece, was calling up her security 
ghouls from the street below. Donald stood, dumb-
struck. There was a rhythmic, 4/4 drumbeat, snare 
and bass alternating every four beats, hi-hat connecting 
them like a heartbeat. And then a woman’s voice:

“Where have all the good men gone
And where are all the gods?
Where’s the streetwise Hercules to fight the rising odds?”

“What the fuck is that?” Karen snapped, fangs 
dropping. If she had time to ask stupid questions, it 
meant security was on its way. Good. 

Donald blinked, drawing a kerchief out of his 
pocket. He wasn’t sweating, but he still had the habit 
of patting his face when confused. “I think… I think 
it’s from Footloose?”

A gunshot echoed across the unfinished room, im-
pacting the pocket the kerchief had just come from. 
Donald Yance made a little “hff” sound. His fangs de-
scended. His face twisted into a mask of immediate 
rage. No confusion now: just the red awakened edge 
of the Beast. Donald had been dead for twenty years; a 
bullet to the chest was little more than an insult.

The Prince felt his own blood (well, his now; ear-
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lier in the night it had belonged to a young data ana-
lyst named… Melissa? Melinda? Something with an M) 
quicken. The world slowed down. 

Figures emerged from the veils of plastic sheeting: 
A striking young woman, Hispanic, dressed from boots 
to neck in black leather and silver jewelry, face paint-
ed up like a Mexican candy skull, hair streaked with 
white, holding an enormous revolver; an even younger 
man, a teenager perhaps, a boy, shirtless in bluejeans 
and sneakers, carrying a baseball bat, with deep bags 
under his blue eyes. They didn’t move as the dead 
moved. They were breathing. They—

Donald grunted, and then screamed. There were 
a series of cracking sounds: bones breaking. His chest 
caved in on itself. Karen stepped away, lively. The 
Prince quirked an eyebrow. His childe met his eyes. 
“Help,” Donald said, before his jaw was violently 
ripped off and sucked into the growing void bloom-
ing in the young vampire’s chest. Then Donald’s eyes 
were gone as well, along with his shoulders, and his 
hips, and then his arms and legs, all vanishing into a 
howling black hole. The plastic sheeting flapped and 
flailed in a sudden vortex-wind; debris swirled around 
the construction site; and then the void collapsed, and 
Donald was gone.

The two remaining vampires eyed the pair of 
youths facing them down.

“Isn’t there a white knight upon a fiery steed?
Late at night I toss and I turn
And I dream of what I need—”

“This is bullshit,” Karen said. They were her last 
words before the baseball bat made contact with her 
midriff in a flash of golden light, sending two halves of 
her sailing forty feet out into the cold air of midtown 
St. Louis, fifteen stories above the ground. Both halves 
were dust and bone fragments tangled up in business 
formal by the time they hit the ground.

Alexis moved like a bloody reaving wind then, his 
speed unlike anything a living body could ever produce. 
He flowed like a scream. He was graceful as only the 
dead can be graceful. Using arts bartered from degener-
ate Gangrel begging the rights to his hunting grounds, 
he forced his fingertips to extend into vicious talons. 
He crossed to the Hispanic woman between two beats 
of the hi-hat, swung to tear out her throat. But her eyes 
were already following the path of his arm before the 
motion began, and she threw herself back, scrabbling 

over the bare boards and concrete of the site. The re-
volver barked again. He felt the bullet whine past his 
ear. Then, somehow, the boy was on top of him, bat 
in hand. The Prince evaded an overhand swing, struck 
back with his claws. The boy should have been in five 
gobbets already (Alexis realized he was unconsciously 
timing his swings to the piano on their damnable ste-
reo), but he ducked and twisted away from every blow, 
or deflected them with the splintered bat. 

“He’s fast!” the boy whooped. He was enjoying himself.
“Give me a clear shot,” the woman said, climb-

ing back to her feet and settling into a Weaver firing 
stance. Her voice was cold, empty in a way that remind-
ed Alexis of his sire.

The lift rattled its way up. Four ghouls were no 
match for this, the Prince realized. Another realization 
followed: he didn’t know if he could survive getting 
shot by that gun, but he most assuredly could heal his 
broken legs and walk away from a fifteen-story fall.

Alexis snagged a plastic sheet with his talons, 
threw it at the boy. In the momentary confusion, 
the Prince of St. Louis threw himself off the edge of 
the unfinished high-rise, laughing as he dropped. He 
didn’t know what was going on, and his eternity was 
in danger from an unknown threat, but there was a 
certain visceral thrill he hadn’t known in, oh, fifty or 
sixty years. Above, the music receded, as the sounds of 
a firefight with the ghouls began:

“Through the wind, and the chill, and the rain
And the storm, and the flood
I can feel his approach like a fire in my blood—”

Absurd. Utterly absurd. Children with power (sto-
len from where?), playing the games of immortals.

Alexis landed on the curved drum of a cement 
mixer. He felt the bones of both feet shatter. One shoe 
came off. The shock ran up his legs, snapping bones, 
shattering his hip on the left side, which took most 
of the impact. He pitched off sideways, landed on his 
chest and face in the dirt. Gunfire was still erupting 
high above, along with a few screams. His supernatu-
rally acute hearing picked up the boy’s voice (“Yeet!”) 
just before one of the ghouls went sailing off the build-
ing. The ghoul smashed into a pile of cut boards, and 
did not get up again.

Alexis forced the blood to burn its way through his 
shattered bones, drawing them together, fusing them 
in the brutal heat of Caine’s forge.
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“I knew you was going to land there, but I didn’t 
tell them.” A woman’s voice. The Prince’s head 
whipped around. There she was, sitting on a pallet. 
Middle-aged, heavyset, hair a frizzy cloud above broad 
dark features. Smoking. “They thought I was staying 
down here to keep the getaway path open. Let them 
have their fun, yeah? Let them think they’d get you. 
But I knew they wouldn’t. Did you know one of your 
lot killed the boy’s sister?”

Tibia and fibula fused together with red-hot clicks. 
Femurs would come next: both were fractured in more 
than one place. “Did they?” Alexis asked, buying time.

“Yeah,” the woman said, “not that you care.” She 
leaned forward, took a drag on her cigarette. The momen-
tary orange glow revealed her eyes: a deep violet, the pu-
pils speckled with tiny bits of purple, like a field of stars.

Alexis grunted. That was one femur repaired. One 
more surge of blood, maybe. The hip was being stub-
born. He was raised up on his hands now, but his legs 
wouldn’t quite cooperate enough to get his knees un-
der him. Once they did, he could spring. The ground 
under him was sticky and wet.

“But that’s what I do, you see, I know things. Like 
how I knew you’d be here tonight. And how I knew 

you’d jump off, and land… there.”
Wait. Wet? He wasn’t bleeding. He didn’t bleed 

unless he willed it so. The vampire’s nostrils flared.
“And I got ready for you.”
Gasoline. He was laying in a pool of gasoline, try-

ing to repair his legs.
Maxine Wallace, Chosen of Endings, flicked her 

cigarette toward the fallen Prince of St. Louis, whom 
the infallible machinery of the cosmos told her would 
repair his body well enough to jump her and tear her 
throat out in another three and a half seconds. Or 
rather, he would have done, were he not now preoccu-
pied with the larger problem of being on fire.

She sighed, dusted off the seat of her dress as she 
stood up, and went to retrieve Billy and the Skull Girl. 
Their mission in the Gateway City was nearly at its 
end, and that meant it would be time to fulfill their 
promise to look for the Skull Girl’s brother in the land 
of the dead. She reckoned that was going to be pret-
ty awful from beginning to end, but probably for all 
that, it couldn’t be worse than the sun-marked boy’s 
obsession with Bonnie Tyler. “You put up with what 
you’ve got to,” she mused, as a three hundred year old 
monster collapsed into embers and ashes behind her.
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INTRODUCTIONINTRODUCTION

Picture this, if you will:

Elysium. All the best-dressed monsters in the city have gathered to see and be seen. There’s a 
commotion outside the doors, and conversations stall as immortals tilt their heads and listen. 

The door opens and an unconscious ghoul falls through it. A wave of alarm ripples through the 
room, followed by anger and hunger.

The figure in the doorway is human, you see. Mortal. Some of them can smell the sweat on his 
skin, hear his heart pounding in his chest. It’s just a kid, 18, 20 tops, skinny, with a wild mop 
of carroty hair, standing there backlit by a street light. He’s got a gym bag. The room’s silent 

enough to hear a pin drop, certainly quiet enough that everyone hears him swallow and unzip 
the bag. Half of them could be across the room in a heartbeat to end this, but eternity’s a long 

time and there are, eventually, so few surprises.

He pulls off his shirt, revealing nothing very impressive, and then pulls two objects out of the 
gym bag. The first is the saddest, shittiest mall katana you could ever imagine. The second is a 

rubber horse-head mask, which he pulls on before stepping out into the gallery light.

The first vampire is just starting to laugh when the icon of a blazing sun erupts, shining gold 
through the rubber mask, and then the killing starts.

Welcome to Exalted vs World of Darkness. This is a free, unofficial fan project 
whose goal is to incorporate the protagonists of White Wolf’s Exalted game line into 

its 20th Anniversary World of Darkness setting and system.
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aBout the author

Before the Great Flood…
  Before the Impergium…
  Before the Mythic Ages…
 Before the Sundering…

Before there was a World of Darkness…

There was something else.

That advertisement appeared on the final page of 
the Hunter: the Reckoning corebook in November 
of 1999, teasing a little game that would go on to be 
revealed as Exalted. In the early days, a lot of adver-
tising and promotional material heavily played up the 
idea that Exalted was the secret forgotten prehistory of 
the World of Darkness. Over time, as Exalted devel-
oped into a juggernaut in its own right, those ties were 
downplayed, described as “something that can be true 
in your game if you like,” and eventually dropped alto-
gether once it became clear the game was more than 
strong enough to stand on its own. Still, I always found 
it intriguing, and I’ve never forgotten that first adver-
tisement, and its challenge to the imagination.

Once upon a time, I was a fan of the World of 
Darkness and of Exalted. Then I was a writer for White 
Wolf Game Studios. Then I was the Exalted game line 
developer. Now I’m just a fan again. As Christmas 
loomed after a very tough year, I decided I wanted to 
give something back to the games and players who gave 
so much to me over the years. This is the result.

Exalted vs World of Darkness started as an idea 
discussed in early 2012, when we took on a contract to 
develop Shards of the Exalted Dream, the final book 
of Exalted 2nd edition. It dealt with alternate takes on 
the Exalted setting, such as “Exalts in space.” We knew 
that there was enormous demand for an “Exalted Mod-
ern” shard, and that it had to be in the book in some 
form or fashion. Several ideas got kicked around, but 
the one I most intensely wanted to do wasn’t simply 
Exalts in a modern setting, it was Exalts in the World 
of Darkness specifically. We talked it over a lot over the 
span of a long afternoon pacing back and forth in a 
Best Buy parking lot.

Ultimately, that didn’t happen due to space con-
straints. To really do the idea justice, we would have 
needed another book as big as Shards in its entirety, 

and it was very much our practice not to do something 
unless we could do it right. So “Exalted Modern” 
ended up being something else, and Shards was a big 
hit, and the years went by. Things happened, creative 
schedules filled up, and half a decade came and went. 
I never forgot that afternoon developing a vision of 
Dragon-Blooded families hiding on secret islands or 
in mountaintop monasteries, though, or the heroes of 
old returning in the world’s darkest hour.

And now, as it turns out, I’ve got a book about as 
big as Shards with which to finally explore that idea. 

Fancy.

sourCes oF inspiration
Exalted vs World of Darkness sits at the intersec-

tion of dark fantasy and high-octane action, specifically 
in its mid-to-late ’90s incarnations. If you want to get 
yourself in the proper mood, my recommendations 
would include The Matrix, Blade, Dark City, The Crow, 
and—I shit you not, this was the primary inspiration for 
the Dragon-Blooded in this book—the old Mortal Kom-
bat movie from 1995. You could also do worse than the 
new Mortal Kombat movie from 2021: it lacks a lot of 
the grubby charm of the original, but the first act with 
Sub-Zero as a horror movie monster is a pretty good look 
at what it feels like to run afoul of one of the Chosen.

Content note
This book grabs far-flung bits and pieces of the 

World of Darkness as grist for its mill, and it does so vo-
raciously and rather indiscriminately. A lot of the books 
it points to are of the “supernatural hidden world” va-
riety and predate the invention of Wikipedia, or ubiq-
uitous Internet research materials in general. Some of 
them predate widespread Internet access, period. If you 
go back-tracing the source material, there is every possi-
bility you’re going to run into a bunch of well-meaning 
but very clueless white guys in the 90s un-gently ran-
sacking every single bit of world mythology or folklore 
they’ve ever heard of for game material. Expect mangled 
misappropriation of foreign languages, massive geogra-
phy blunders, and the sort of cheerful pillaging you’d 
expect from an era before any of the parties involved 
had ever heard of the idea of cultural appropriation.

Just… look: They named the big eternal shadow 
war of manipulation and proxies waged between an-
cient vampires “the Jyhad.” They got better about it 
over time, but that’s still a good gauge of the waters 
we’re sailing in, here.
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This book was written to mimic the style and tone 
of its source material. I’ve done my best to tone the 
really problematic shit down to a dull roar, but expect 
some sensationalized depictions of serious topics like 
violence, manipulation, abusive relationships, depres-
sion, religion, mental illness, and certain historical 
atrocities. Oh, and the book also gets into some fairly 
gnarly body horror in places, particularly where Abys-
sals, Infernals, and Liminals are concerned.

The World of Darkness is a cracked, bleak, mon-
strous reflection of the real world. It takes liberties 
with reality for the sake of producing a more dramatic 
and gameable setting. I’ve tried to handle that respon-
sibly, but be warned that my line may not be your line.

I can, however, promise you the opportunity to 
punch Nazis with dinosaur fists.

patCh notes
This book is the third publication released in sup-

port of Exalted vs World of Darkness. I released Ex-
alted vs World of Darkness in December of 2018, to 
significant attention and interest, and found that there 
was more I still wanted to do with it. In light of that, I 
followed it up with the Exalted vs World of Darkness 
Companion in February of 2019, adding a bunch of 
new toys and widgets to the game. However, the orig-
inal game was written and published in only 17 days, 
and as playtest reports came rolling in, I saw more and 
more rough spots and scars in the basic product as a 
consequence of that breakneck development and pro-
duction time. I knew there were things – a mounting 
list of things – I wished I’d done differently, would have 
done differently with time to tinker and iterate properly.

The book in front of you, Exalted vs World of 
Darkness Revised Edition, is the result of that tin-
kering and iteration. It fully incorporates the material 
from both the original core release and the Compan-
ion into a single volume with significant overhauls and 
additions. The remainder of this Introduction is a list 
of major changes and additions that differentiate this 
book from its first release.

Chapter one

• Typos and other small errors have been corrected 
throughout the chapter.

• The Infernal Exalted were not present in the origi-
nal release of EXvWoD. As such, this chapter has been 
updated to reflect their presence in the lore.

Chapter tWo

• Typos and other small errors have been corrected 
throughout the chapter.

• The way multiple action rules work has been clar-
ified, but not altered.

• Rules for being attacked by multiple opponents 
have been added.

• Rules for grapples have been added.

• Rules for movement have been added.

• Infernals, Alchemicals, and Liminals have been 
added to the Essence rating charts and Essence rules.

• The rules for regaining Essence have been adjusted.

• The ancient sorcery spells found in the EXvWoD 
Companion have been added.

• New ancient sorcery spells have been added.

• The rules for some ancient sorcery spells have 
been adjusted.

• Rules for grapples have been added.

• The Hedge Magic Merit has been significantly adjusted.

• New Flaws have been added.

• Rules for grapples have been added.

• The rules for Exalts using magical items have been 
significantly adjusted.

• Rules for creating magical items, originally found in 
the EXvWoD Companion, have been added and adjusted.

• Rules for creating and playing Dragon-Touched 
have been moved to Appendix One.

Chapter three

• Typos and other small errors have been corrected 
throughout the chapter.

• The Aspect Abilities for Aspects of Water have 
been corrected (they previously had a different number 
of Aspect Abilities than other Aspects did).

• Appropriate Backgrounds and new Backgrounds 
have been adjusted, incorporating material from the 
EXvWoD Companion.

• A new special rule for Dragon-Blooded, “Elemen-
tal Manipulation,” has been added.

• A new special rule for Dragon-Blooded, “Aspect 
Affinity,” has been added.
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• The Dragon-Blooded Charms originally printed 
in the EXvWoD Companion have been added.

• New Dragon-Blooded Charms have been added.

• The rules for Dragon-Blooded Excellence Charms 
have been significantly changed.

• The rules for most Dragon-Blooded Charms have 
been adjusted.

• The dot ratings of a number of Dragon-Blooded 
Charms have been adjusted.

Chapter Four

• Typos and other small errors have been corrected 
throughout the chapter.

• The amount of Essence recovered through meet-
ing Essence renewal criteria has been adjusted. Some 
of the criteria have also been adjusted.

• The Solar anima powers have received significant 
upgrades.

• Some Caste Abilities have been changed.

• Appropriate Backgrounds and new Backgrounds 
have been adjusted, incorporating material from the 
EXvWoD Companion.

• A new special rule for Solars, “Supernal Charms,” 
has been added.

• The Solar Charms originally printed in the EX-
vWoD Companion have been added.

• New Solar Charms have been added.

• Supernal Effects have been added to many Solar 
Charms.

• The rules for Solar Excellence Charms have been 
significantly changed.

• The rules for most Solar Charms have been adjust-
ed. Pay special attention to Fivefold Bulwark Stance; 
it’s not the same, but it might look like it is at a glance.

• The dot ratings of a number of Solar Charms have 
been adjusted.

Chapter Five

• Typos and other small errors have been corrected 
throughout the chapter.

• The amount of Essence recovered through meet-
ing Essence renewal criteria has been adjusted.

• The Lunar anima powers have received significant 
upgrades.

• Appropriate Backgrounds and new Backgrounds 
have been adjusted, incorporating material from the 
EXvWoD Companion.

• Lunar shapeshifting rules have been updated, 
including a new intrinsic method of gaining animal 
forms.

• The Aspects originally printed in the EXvWoD 
Companion have been added.

• The Lunar Charms originally printed in the EX-
vWoD Companion have been added, save for Spir-
it-Blessed Shape, which has been removed and incor-
porated into Lunar base rules.

• New Lunar Charms have been added.

• The rules for Lunar Excellence Charms have been 
significantly changed.

• The rules for many Lunar Charms have been adjusted.

• The dot ratings of a number of Lunar Charms 
have been adjusted.

Chapter six

• Typos and other small errors have been corrected 
throughout the chapter.

• The amount of Essence recovered through meet-
ing Essence renewal criteria has been adjusted.

• The Sidereal anima powers have received upgrades.

• Appropriate Backgrounds and new Backgrounds 
have been adjusted, incorporating material from the 
EXvWoD Companion.

• The disguises available from Dynamic LARPing 
have been expanded and adjusted.

• The Greater Sign of Jupiter has been significantly 
expanded.

• The Sidereal Charms originally printed in the EX-
vWoD Companion have been added.

• New Sidereal Charms have been added.

• The rules for Sidereal Excellence Charms have 
been significantly changed.

• The rules for most Sidereal Charms have been adjusted.

• The dot ratings of a number of Sidereal Charms 
have been adjusted.
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• A new system, “the Secret Arts,” have been added.

Chapter seven

• Typos and other small errors have been corrected 
throughout the chapter.

• The rules for Abyssal fangs and blood-drinking 
have been adjusted.

• The Abyssal anima powers have received signifi-
cant upgrades.

• Some Caste Abilities have been changed.

• Appropriate Backgrounds and new Backgrounds 
have been adjusted, incorporating material from the 
EXvWoD Companion.

• A new special rule for Abyssals, “Apocalyptic 
Charms,” has been added.

• The Abyssal Charms originally printed in the EX-
vWoD Companion have been added.

• New Abyssal Charms have been added.

• Apocalyptic Effects have been added to many 
Abyssal Charms.

• The rules for Abyssal Excellence Charms have 
been significantly changed.

• The rules for most Abyssal Charms have been ad-
justed. Pay special attention to Eye of the Tempest; it’s 
not the same, but it might look like it is at a glance.

• The dot ratings of a number of Abyssal Charms 
have been adjusted.

Chapter eight

• This entire chapter is new to this edition, though 
the bulk of it has been imported from the EXvWoD 
Companion. All change notes will indicate divergence 
from its appearance as a chapter of that book.

• Typos and other small errors have been corrected 
throughout the chapter.

• Setting and lore information about the Infernal 
Exalted has been moved to Chapter One.

• The amount of Essence recovered through meet-
ing Essence renewal criteria has been adjusted.

• A new feature for Infernals, “Crowns,” has been added.

• Appropriate Backgrounds and new Backgrounds 
have been adjusted.

• Shintai rules have been significantly changed.

• Shintai form bonuses have been adjusted.

• A new special rule for Infernals, “Signature 
Charms,” has been added.

• New Infernal Charms have been added.

• Signature Effects have been added to many Infer-
nal Charms.

• The rules for Infernal Excellence Charms have 
been significantly changed. In addition to changes 
bringing them in line with other Excellence Charms, 
Infernals now gain an Excellency for each of their Key 
Abilities with their first purchase.

• The rules for many Infernal Charms have been 
adjusted. Pay special attention to Opened Eye of the 
Hurricane; it’s not the same, but it might look like it 
is at a glance.

• The dot ratings of a number of Infernal Charms 
have been adjusted.

• Rules for designing the Kingdom have been rewritten.

Chapter nine

• This was Chapter Eight in the original release of 
Exalted vs World of Darkness.

• Typos and other small errors have been corrected 
throughout the chapter.

• Support for Infernals, Alchemicals, Liminals, and 
Dragon Kings has been added throughout the chapter.

• Countermagick rules have been slightly clarified.

• Underworld physics for the Chosen have been adjusted.

Chapter ten

• This was Chapter Nine in the original release of 
Exalted vs World of Darkness.

• Typos and other small errors have been corrected 
throughout the chapter.

• Small sections talking about Infernals, Alchemi-
cals, Liminals, and Dragon Kings have been added.

appendix one

• This entire appendix is new to this edition, though 
the bulk of it has been imported from the EXvWoD 
Companion. All change notes will indicate divergence 
from its appearance as a chapter of that book.

• Typos and other small errors have been corrected 
throughout the chapter.
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• The cost of Prayer-Eating has been adjusted.

• The “Let’s Kill Caine” section has been signifi-
cantly expanded.

• Small adjustments have been made to “Exalted vs 
Uncle Sam.”

• Magical item creation rules have been moved to 
Chapter Two.

• Ancient sorcery material has been moved to Chap-
ter Two.

• The “Rules Hacks” section has been substantially 
rewritten.

• A new section, “The Last Daiklave,” has been added.

• Rules for playing Dragon-Touched have been 
moved from Chapter Two to this appendix.

appendix tWo

• This entire appendix is new to this edition, though 
the bulk of it has been imported from the EXvWoD 
Companion. All change notes will indicate divergence 
from its appearance as a chapter of that book.

• Typos and other small errors have been corrected 
throughout the chapter.

• The amount of Essence recovered through meet-
ing Essence renewal criteria has been adjusted.

• Appropriate Backgrounds and new Backgrounds 
have been adjusted.

• A new special rule for Alchemicals, “Submodules,” 
has been added.

• New Alchemical Charms have been added.

• Submodules have been added to many Alchemical 
Charms.

• The rules for Alchemical Transitory Augmenta-
tion Charms have been significantly changed.

• The rules for many Alchemical Charms have been 
adjusted. Pay special attention to Celerity Enabling 
Module; it’s not the same, but it might look like it is 
at a glance.

• The dot ratings of a number of Alchemical Charms 
have been adjusted.

appendix three

• This entire appendix is new to this edition.

appendix Four

• This entire appendix is new to this edition.

appendix Five

• This entire appendix is new to this edition.

appendix six

• This entire appendix is new to this edition, though 
the bulk of it has been imported from the EXvWoD 
Companion.

• Several questions have been removed, since they 
are now addressed in the main text of the book itself.

• A number of new questions have been added.

that’s deFinitely the end oF the BooK

• Yeah there’s nothing past Appendix Six.



8

It’s the world you know: neon shining on puddles, tired-
eyed people waiting in laundromats, smog, student loans that 
teach you more about Sisyphus than any of the mythology 
classes they paid for ever did, apartment buildings huddling 
in the shadow of the glass-and-steel towers of the mighty.

But it’s also not the world you know. Look into the shad-
ows: There’s a vampire looking through the laundromat win-
dow, sizing up the potential meals inside. Across the skin of 
the world, ferocious warrior-wolves throw themselves into bat-
tle against the corrosive spirit of the smog. In a well-appointed 
office you won’t find with mundane directions, a magician 
spins numbers into power, converting your loans into binding 
chains you can never, ever escape. The last faeries huddle in 
the apartment building, while ghosts and demons drink in the 
sins of the skyscraper.

This is the World of Darkness, a dark reflection of our 
world where monsters and magic hide away in the shadows.

But it wasn’t always like this.

the age oF legends
The night people tell a hundred stories to explain 

where they came from, and how the world used to be. 

The vampires and demons speak of curses hurled by 
a wrathful God. The werewolves sing of a better age 
when the elements of the Triat were in harmony. The 
mages whisper of the paths of the Wyck burning re-
ality into definition out of primal chaos. The last of 
faerie-kind speak of a world that dreamed itself into 
being, and an age of heroes and nightmares and great 
wars that shook the cosmos.

Maybe there’s something to that last one.
The shen of Asia compare notes more often than 

most. They speak of a Wheel of Ages, turning always 
from paradise to atrocity and back again. They speak 
of an age when Heaven’s will was carried out by divine-
ly-empowered heroes, and all was just and glorious.

They’re not alone in that, really. The magicians, 
they remember older times when magic flowed easily 
and reality was not so resistant to their rituals. The 
changelings speak with longing of a time when hopes 
and dreams vanquished cold truths, and not the other 
way around. The songs of the shapeshifters recall an age 
when the world had not yet been bent and despoiled, 
where their ancestors hunted evil with fang and claw, 

Let them fight.

—Ishiro Serizawa, Godzilla (2014)

CHAPTER ONE:CHAPTER ONE:

THE WHEEL TURNSTHE WHEEL TURNS
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and ruled with wisdom and brutality over mankind. 
Even the gospels of vampire and demon agree that the 
Earth used to be filled with mighty men who lived for 
centuries, and whose blood sang with vitality and pow-
er unknown today: a time before the Flood. Before the 
wages of rebellion and generations of sin.

None of these stories agree in their details, but 
they all point back to a common idea: Once upon a 
time, there was an Age of Legends, an age of gods and 
monsters and glorious heroes, even if it was sometimes 
difficult to tell them apart. In this, the stories are cor-
rect. There was a lost golden age, and it ended in blood 
and fire and tragedy, and nearly all traces of it were 
wiped away, and the world became a smaller and lesser 
thing. Now, only the barest hints of it survive in the 
Mnesis of the Mokolé, the legends of the Wan Kuei, 
the bedtime histories of the Kithain.

But it was real. It was real, and not every last trace 
of it has vanished.

a hundred FraCtured truths
The various World of Darkness game lines each 

have their own cosmologies and assumptions, which 
will be addressed at length later in this chapter, but the 
first thing to understand is that none of them line up 
with one another perfectly, and furthermore, none of 
them line up with the prehistory of the world as pre-
sented in Exalted, although there are points of similar-
ity. The cosmology and legends of Kindred of the East 
are probably closer than anyone else, but even then, 
there are very significant points of disparity.

In the World of Darkness as-published, anyone 
trying to do a crossover game is best-served by picking 
a single game to be their “primary venue” and assum-
ing that the game they’ve picked is the one that is most 
correct about the nature of reality. Exalted vs World 
of Darkness is an unusual game that tries to encom-
pass the entire World of Darkness, though, and so it’s 
worth taking a moment to examine this book’s base 
assumptions.

In short, and in plain language, this book assumes 
that Exalted’s setting, or at least something very much like 
Exalted’s setting – the Age of Sorrows – is something 
that really happened, and that it took place at some 
point in the Earth’s prehistory. At least one, and prob-
ably several supernatural disasters have happened since 
then, greatly re-ordering the structure of the cosmos.

What exactly happened? How did reality get to 
be such a damned mess, and why does everyone seem 

to have different ideas about the cosmos and how it 
works? We’re not going to answer that clearly, but here 
are a couple of suggestions.

the Fall:  
a demoniC perspeCtive

Demon: the Fallen posits that in the earliest days 
of the cosmos, the world was made up of multiple layers 
of reality which were all interconnected, simultaneous-
ly true, and equally valid. In this explanation, the Age 
of Sorrows was simply one of reality’s many layers, and 
when God smote the Earth in wrath, it was destroyed 
and bits of it were shuffled into the other layers. Its 
rich mythic history is simply one of the many victims 
of the diminishment of the world. This accounts for 
why there seems to be no trace of so many elements 
of the Age of Legends in the Earth as it exists today, 
and also why the Age of Legends had no awareness of 
God or the Elohim: those elements were all expressed 
in oblique and distributed form in that layer of reality.

This also accounts for why the shen of Asia seem to 
have hung onto more scraps of that destroyed layer of 
mythic history than others: the current, singular world 
was made of the remnants of many layers of the world-
that-was, and the distribution of those remnants was 
not uniform or universal.

the Consensus:  
a mystiCK perspeCtive

Mage: the Ascension posits that reality is shaped 
by the consensus of those living in it. This is true not 
only of the modern world, but also of its history, at 
least to an extent. The consensus doesn’t believe in sor-
cery, and so historical evidence of historical sorcerers 
becomes harder and harder to turn up, even though 
they were both very real and very prominent as little as 
800 years ago.

For whatever reason, the Age of Legends came to 
an end, the world was lessened, and the countless gen-
erations that followed eventually found the stories of 
what had come before incredible, unbelievable, unreal. 
History became legend, and legend faded into fable, 
and finally even most of that was lost. Over the span of 
thousands of years, the world became a smaller, more 
fixed place that did not believe in divinely-empowered 
heroes, much less world-spanning ages of splendor and 
glory, and so all traces of those things disappeared.

Of course, all traces and evidence of a thing van-
ishing are not the same as the thing itself never having 
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been real. Nobody believes in vampires, after all, but 
the vampires are still out there looking for blood night 
after night.

the Wheel oF ages:  
a Kindred oF the east perspeCtive

Kindred of the East posits that it is Creation’s 
nature to cycle from a state of perfection to a state of 
ruin, and then back to perfection again. As the world 
swings towards decay, it becomes lesser in all ways. The 
Hungry Dead, in their arrogance, believe they pos-
sess reliable knowledge of the nature of the Wheel of 
Ages and accurate recollections of the Ages that have 
already passed. They envision the world-that-was as a 
mythic version of China filled with heroes who were 
exemplars of their own values. In fact, it was far grand-
er and more diverse than they imagine. Even its de-
cline encompassed many distinct eras, which the Wan 
Kuei conflate into the Second and Third Ages. While 
the exact nature of Creation’s downfall and decay is 
probably impossible to reconstruct, the great powers 
active during those eras lost much of their power and 
even their names along the way, and have since frac-
tured into the supernatural forces active in the World 
of Darkness of tonight.

the shattering:  
a Big-piCture explanation

The Age of Legends existed, but even within its 
time of glories and splendors, contemporary savants 
and oracles observed that it was the nature of the 
world to decay and decline. The connections of the 
great forces of Creation and the powers beyond weak-
ened. The divine energy which once suffused all things 
became a scant resource, and wars were fought over 
it, further destroying the glories which remained. The 
great gods and demons who once bestrode reality be-
came ten thousand lesser things, and dispersed across 
a world whose borders contracted until what was once 
a quay jutting out into the vastness of the cosmos was 
left a mere globe, bounded and inescapable. 

The sun remains, an ineluctable truth, but what 
was once singular and unconquered has become a 
hundred disunited divinities: Ra, Helios, Surya, Am-
aterasu, Huitzilopochtli, Bila; countless others. The 
calamities who spun Creation into being obeyed their 
natures and splintered into a further infinitude of 
monsters: Urge-Wyrms and Banes, Yama Kings, even 
demons who – correctly, in their way! – claim to have 
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made the world and then been locked away from it for-
ever. The Neverborn, forever dead and forever wishing 
to pass beyond death into oblivion, continue to rot in 
the Underworld, still seeking their final release.

The World of Darkness, then, is the flotsam and 
jetsam of the Age of Legends, washed up more-or-less 
at random across the globe. Why did one legacy of 
blood-drinking hungry ghosts struggle up from a grave 
in Mesopotamia and spread its curse across millennia 
to come? Why does an entirely different one haunt 
the Asian nights? Why does one sect of magicians find 
power in service to the Divine, while another sect finds 
power in charting the contours of a world where divin-
ity doesn’t exist?

Every denizen of the World of Darkness would tell 
you that it is because they are in some way more spe-
cial than any other monster with whom they share the 
night, but the truth is that everything is shrapnel from 
the end of the Age of Legends. Vampires, the Wan 
Kuei, the Fera, a hundred different magical traditions: 
they’re the result of where this or that seed landed and 
took root, and have since forgotten that they all fell 
from a common tree. That’s all.

What it all means
Here’s the long and short of it: Creation as de-

scribed in Exalted is gone. The World of Darkness 
is what’s left. The Unconquered Sun isn’t waiting to 
descend from some otherworldly pleasure-dome. The 
only Malfeas to be found is the toxic abode of the 
Wyrm. The Lords of Chaos who once threatened re-
ality are now lost in human flesh, dreaming with des-
perate and heartsick longing of a home they can no 
longer find.

And the Exalted? The Chosen of the gods who 
once strode the world like colossi, etching their legends 
into eternity with spell and sword and sermon? What-
ever happened, whatever calamity damned the world to 
endless nights full of strife and fangs, rest assured they 
were at the center of it, and they were struck down in 
the course of that grand disaster. No man or woman 
has blazed with the divine power of the sun or moon or 
stars in their moment of deepest peril since thousands 
of years before the first stone of the pyramids was laid 
in place. Whatever the final trial of the Exalted may 
have been, they were found wanting, and their power 
departed the world. The very few who are aware that the 
Chosen were anything more than myths tend to assume 
their power was extinguished in the time before time.

It was not.
The power of the Celestial Exalted is imperish-

able. It has been neither lost nor destroyed, but rather 
bound away so that it could not further shatter a world 
that seemed, in those days, to be bleeding to death due 
to the wars and passions of the Chosen. It was bound 
away, and has been guarded diligently since before the 
dawn of written history.

One single group, small and obscure, still claims 
an unbroken line of succession from the Age of Leg-
ends. They have been the penitent keepers of its secrets 
and guardians of its apocalyptic legacy since long be-
fore the days of Babylon.

those Who endure: 
the dragon-Blooded

The Dragon-Blooded last attempted a global cen-
sus in 1996, and it didn’t go terribly well. Over half of 
the families – the known families, the ones that hadn’t 
ghosted where nobody could find them for sure, or 
maybe gone extinct, or maybe lost any kind of cohesive 
organization in a way that guaranteed the blood would 
become inert in a generation or three – were intensely 
suspicious of the idea, and four flatly refused to par-
ticipate. Half of the ones that did participate probably 
lied. But by their best estimate, arrived at by a mixture 
of voluntary disclosure, spies, petitions to the Spirit 
World, and some good old rough guessing, there were 
probably something on the order of 500 Terrestrial Ex-
alted in the world back in 1996.

It’s been a rough 10,000 years or so. The blood 
is so very, very diluted now. The family elders moni-
tor the bloodlines with an obsessive attention that the 
werewolves would recognize and admire. Vast sums of 
money go into acquiring and analyzing genealogical 
records, trying to uncover any lost trace of the blood 
of the Dragons, no matter how thin it might be. Even 
under optimal conditions, with two Exalted parents, 
less than one child in ten Exalts; if one parent is Drag-
on-Touched, the rate’s even lower. Luckily, the Drag-
on-Blooded live a long time, and have many opportu-
nities to produce divine offspring.

When not tending to their bloodlines, the few sur-
viving heirs of the Age of Legends try not to make waves, 
at least not in the supernatural world. The nights are 
crowded, and while the Terrestrial Exalted have no fear 
of cell phones or mortal exposure, they’re more than 
aware that the rest of the night folk don’t share their 
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attitude and will kill anyone who brings public scruti-
ny upon them without hesitation. More to the point, 
they will become keenly interested in anyone who threat-
ens such public scrutiny, and that is the one thing the 
Dragon-Blooded are afraid of. So they hide: not from 
the mortal herd, but from their supernatural peers.

Otherwise, the Dragon-Blooded cultivate what 
power they can in the modern world. Money and in-
fluence are both useful, although the worlds of finance 
and politics are thick with inhuman rivals, and so the 
heirs of the Age of Legends work carefully and subtly 
whenever they can. Once upon a time they were less 
cautious. Once upon a time they sponsored the hunts 
of the Shih, stoked the fires of the Inquisition, made 
great sojourns into the otherworlds. But the world has 
never been smaller than it is now, and so for five gen-
erations and more the last of the Exalted have made 
caution their watchword.

That is changing, now, and the change is terrify-
ing, but also elating.

history
The Age of Legends came to an end, but the Ter-

restrial Exalted did not. They were decimated, certain-
ly, their hegemony long since shattered beyond any 
hope of restoration, but they survived where so many 
gods and demons and stranger things did not. Not one 
single firsthand record of that era survives, nor even 
an oral history that hasn’t been subject to significant 
deterioration, but one thing, one artifact has endured 
without decay or distortion: the Black Vault.

Some families call it the Jade Prison, echoing back 
to even older legends now completely lost save for the 
reference itself, but to most it is simply “the Vault.” 
Keeping its secret has been an even more daunting 
challenge than keeping the bloodlines viable. Only the 
Dragon-Blooded are ever permitted to know of its exis-
tence, and even then, no Exalt less than a century old 
learns anything about the Vault beyond its name and a 
vague explanation of what it contains.

The history of the Dragon-Blooded has been a 
long and difficult one, riding waves of mortal migra-
tions across the world for one overriding purpose: to 
protect the Vault. If the Terrestrial Exalted carried any 
one lesson away from the end of the Age of Legends, 
it was that ignorance could destroy them as easily as 
a war-god’s spear, and so they made it their business 
to stay aware of the supernatural denizens of what re-
mained of the world. They spread their already-thin 

blood to every corner of the globe, nestled deep into 
its shadows, and watched.

Dragon-Blooded have carried spears in the armies 
of Babylon, Egypt, and Sparta. They have worn the 
robes of Roman senators and Chinese magistrates. 
They hunted whales among the folk of the northern 
ice, and counted coins in Great Zimbabwe. And across 
all those far-flung miles and centuries, they kept an eye 
out for those delving too deep into the lost secrets of 
the supernatural world. Every supernatural conspiracy 
accepts that the would-be historians among their kind 
frequently walk into some lonely corner of the night 
and never come back. The Dragon-Blooded have often 
been responsible for these disappearances.

the BlaCK vault
The Black Vault is, of course, nothing more or less 

than the prison which contains the power of the Exalted 
of old. Were it ever to be breached, the Dragon-Blood-
ed grandmothers whisper, the legends within would fly 
free to infect an unprepared world with their glory once 
more, inspiring men and women to walk the path of war 
and calamity in an age already worn thin as old paper. 
No: best for the legends to remain legends forever and 
ever, or better yet, be forgotten altogether.

Many of the Dragon-Blooded families have lost 
track of the Vault’s precise location over time – not 
entirely a tragedy, as it makes the site more difficult for 
enemies to locate – beyond “it’s somewhere in Tibet.” 
In truth, the Vault is buried deep within the frozen 
stone of Chomolungma, more commonly known as 
Mount Everest. The site is guarded and maintained by 
the one Dragon-Blooded family never to have left the 
Himalayas. In the 21st century this clan, the House of 
Neman (an oddity that is neither Nepali nor Tibetan in 
linguistic origin), numbers only three Dragon-Blooded 
and two dozen Dragon-Touched spread between places 
of power near Kathmandu and in Lhasa. The House 
of Neman has not seen a new Exaltation in 167 years.

The Vault is protected by a trap-laden passage cut-
ting deep into the substance of the mountain, its en-
trance far from any sane climbing route and concealed 
behind mundane and sorcerous camouflage. Powerful 
spirits watch over both the passage and the Vault itself.

the dragon-touChed
The nature of Terrestrial Exaltation is unchanged 

since the Age of Legends. The power of the elements 
runs in their blood, sometimes meeting the necessary 
concentration to ignite into the grand conflagration of 
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Exaltation… but most often not. Those who carry the 
blood of the Dragons, but not their blessing of pow-
er, are known as the Dragon-Touched: the sons and 
daughters, and grandsons and granddaughters, of the 
Dragon-Blooded.

The Terrestrial houses go to great pains to keep 
track of the identity, location, and activities of every 
Dragon-Touched they know of. Without the Drag-
on-Touched to renew their bloodlines, they would 
quickly vanish from the Earth.

Many Dragon-Touched live and die without ever 
knowing that they’re anything other than ordinary 
men and women, or that their lives are manipulated by 
ancestral demigods, steering them toward auspicious 
relationships and partnerships. In older times, when 
arranged marriages were commonplace, maintaining 
the bloodlines was often much easier. Now it takes 
a great deal of careful matchmaking, maintenance of 
“traditional values,” and even the occasional use of 
magic to nudge events along their necessary course.

Of course, very few Dragon-Touched live a normal 
life. Whenever possible, they’re kept close to the heart 
of their family’s center of power until it’s certain they 
will not Exalt. Those who display useful trustworthi-
ness and loyalty may be brought deeper into the family 

mysteries, their skills employed to help maintain the 
family’s fortunes and carry out its sacred mission.

Even those Dragon-Touched who entirely es-
cape the influence of their families—or believe they 
have—are tracked and monitored. The offspring of a 
Dragon-Touched and an ordinary mortal will, in this 
far-fallen Age, have no chance whatsoever to Exalt, but 
mortals with only tiny traces of Terrestrial blood will 
sometimes produce Dragon-Touched offspring. Such 
desperate efforts consume an enormous amount of 
many families’ energy; such is the current state of the 
bloodlines that no potential addition to the family, no 
matter how marginal, can be abandoned.

Terrestrial Exalted whose partners are utterly with-
out the blood of the Dragons have about one chance 
in three of producing Dragon-Touched offspring. By 
contrast, Dragon-Blooded whose partners are them-
selves Dragon-Touched will always produce, at mini-
mum, Dragon-Touched offspring, and these children 
may themselves Exalt. This is more likely if one of the 
parents is Exalted, but every opportunity for Exalta-
tion is to be cherished.

The children of two Dragon-Blooded are always 
Dragon-Touched at the very least.

saCred spaCes: the dragon nests
Every Dragon-Blooded family centers itself around 

the defense of one or more sacred sites. The werewolves 
call these places caerns. Mages know them as Nodes. 
Changelings term them freeholds. The Dragon-Blood-
ed call them Dragon Nests, as the shen of Asia do.

A Dragon Nest is far more than a place of religious 
or historical significance. It’s a wellspring of spiritual 
energy, a rare point where the lifeblood of the cosmos 
collects close to the skin of the mundane world. The 
Exalted find this radiance invigorating, but Dragon 
Nests serve a far more vital purpose for the Terrestrial 
Exalted: their bloodlines have grown so weak that their 
children must be raised within the mighty aura of a 
Nest to have any hope of Exaltation.

Oh, for a certainty, a child may venture off-site to 
attend school or even for a week or two of vacation 
time, but the majority of a young Dragon-Touched’s 
life needs to be spent within the confines of a Nest, 
absorbing the roaring power of its ambient Essence, if 
she’s to have any hope of Exaltation (an event which 
generally occurs between the ages of 15 and 18, and 
never older than 25).

Control over Dragon Nests is the single most com-

Ugly Practices

Not to dwell upon the obvious and unsavory, 
but yes: at certain points in history, the Drag-
on-Blooded have taken degrading and undigni-
fied steps to try to strengthen their bloodlines. 
It always ends badly. Inbreeding is as danger-
ous and unhealthy for the long-term health of 
the Chosen of the Dragons as for anyone else. 
Those families that maintain relations despite 
their suspicious natures do so in large part that 
their Dragon-Touched scions might intermin-
gle and keep the family lines robust.

Furthermore, while manipulation, so-
cial pressure, and even subtle enchantment 
are common tools for controlling the blood-
lines, force is not. The Terrestrial Exalted are 
hot-blooded heroes, not dolls or robots: at-
tempts by callous ancestors to expand a family 
by threats or assault tend to end in chaos and 
bloodshed as other Chosen intervene on behalf 
of their relatives.
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mon point of contention between the Terrestrial Exalt-
ed and the rest of the supernatural world. Shapeshift-
ers consider them integral parts of the Earth’s health, 
and hold it as their sacred duty to protect such sites. 
Mages and the Hungry Dead use such sites to power 
their ritual magic and to cross between worlds. Faeries 
use them as shelter against the stultifying reality of the 
mundane world. Corrupted monstrosities and wicked 
spirits seek to foul and despoil Dragon Nests, render-
ing them into hideous and useless pits that defile and 
deform those who draw power from them.

Because of this, the Dragon-Blooded prefer to hold 
those places of power whose locations are remote, and 
their Dragon Nests, though always fortified, rarely look 
that way. Mountaintop monasteries, tiny islands hid-
den by mist and sorcery, ancient burial sites guarded by 
family shades, and concealed lodges hidden deep with-
in primeval forest are all standard examples of Exalted 
holy sites. Dragon-Blooded rarely try to claim a Dragon 
Nest unless it’s large enough to establish a permanent 
family residence, and remote enough to fill with deadly 
traps and guardians without attracting attention from 
the neighbors.

houses oF the terrestrial exalted
There are at least 35 known Terrestrial families 

scattered around the world, and a handful more that 
have lost contact with the broader network of the Drag-
on-Blooded remnants. Most have only around a dozen 
Exalted scions, supported by a broad network of Drag-
on-Touched. A handful have significantly fewer Drag-
on-Blooded among their numbers, while the largest – 
the House of Bhagwat, based out of Mumbai – boasts 
33. A sample selection of families are detailed below.

the soKolov Family
The Sokolovs are a predominantly Air-aspected 

family with powerful banking interests centered in Mos-
cow and Perm. In decades past they made themselves 
instrumental in financing trade interests throughout 
the USSR; now they analyze and predict global finan-
cial trends for select clients, helping to turn wealth into 
profoundly obscene wealth.

The Sokolovs are one of the few Terrestrial families 
who feel that their fortunes are on the rise, rather than 
fighting an ages-long rearguard action. Perhaps this is be-
cause the 20th century was a dark time by comparison. It 
seemed that every shadow had eyes and ears during the 
decades of Baba Yaga’s reign of terror over the Russian 

night, and the witch’s bloodthirsty agents came sniffing 
around the family’s Dragon-Touched kin more than 
once. That, of course, was quite without even consid-
ering the difficulties of staying in favor with the Party 
during the long years of Stalinist purges and political 
brinksmanship. Now? Now the witch is dead, the old 
Soviet states have broken free, and Russia lies open and 
bleeding, a capitalist buffet ripe for devouring. All in all, 
things would be beautiful if not for the werewolves.

The Sokolovs control two Dragon Nests. The first 
is a tiny spit of land in the middle of the Volga River 
where vodyanoi once drowned unwary fishermen; the 
Sokolovs have raised up what appears to be a vacation 
lodge amidst the island’s wooded hills, and bound the 
water spirits, so that they now drown only passersby 
whose death would serve the family’s interests. The sec-
ond is a series of resonant crystal caverns in the heights 
of the Ural Mountains, which the family has filled with 
every manner of modern convenience—even wireless 
Internet. Unfortunately, werewolves are aware of both 
sites, and make periodic attempts to seize them. They 
outright captured the Isle of the Vodyanoi in 1987, but 
the family reclaimed it in 2003.

the miCulesCu Family
The House of Miculescu is a primarily Earth-as-

pected family with enormous real estate holdings in 
and around Timișoara. The family keeps many of their 
Dragon-Touched seeded within major Romanian uni-
versities, covertly keeping track of the other supernat-

yes, grandmother

Barring violence or misfortune, Dragon-Blood-
ed can live anywhere from 200 to 250 years. 
Written records reliably indicate that their 
lifespans were once longer, stretching up over 
300 years in many cases, but they have been on 
a very slow decline since at least the beginning 
of the Common Era.

Because of this, the elders of a Drag-
on-Blooded family may be truly ancient, watch-
ing over the affairs of young scions ten genera-
tions or more removed. Most young Terrestrial 
scions refer to any ancient relative as “Grand-
father” or “Grandmother,” potentially omitting 
four or five layers of “Great-” from the address 
for the sake of expediency.
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ural factions who also haunt the country’s system of 
higher education.

Despite their focus on real estate and education, 
the Miculescus have historically been one of the most 
martially-active of the old families. Their roots in the 
region go back to Roman times, and since the night of 
their arrival they have been forced to struggle for po-
sition and influence against those whose claim to the 
land is older still. These nights the House of Miculescu 
does its best to avoid conflict with the night-folk, but 
the Tzimisce vampires never, ever forget an enemy.

The Miculescu family controls only a single Drag-
on Nest, an old castle about an hour east of Timișoara. 
Seen from the road, it looks like a crumbling ruin upon 
a high stony hill; signs by the highway claim it is closed 
to the public for repair and renovation, but these signs 
have been turning away would-be visitors since the 
1930s. Anyone who attempts to hike up the hill to ex-
plore the site anyway finds that its walls and towers are 
far less dilapidated than they appear, and that all of its 
entrances are watched by state of the art security at all 
hours of day and night. Especially at night. The fam-
ily is particularly concerned with a dark, earthbound 
force of unknown origin that has been stirring beneath 
nearby Castle Hunedoara for the last ten years.

the Kusanagi Family
The Kusanagis are an almost wholly Fire-aspected 

clan, historically centered in Nagasaki. During the years 
of the Tokugawa shogunate they took advantage of the 
city’s status as the nation’s only port open to foreign 
trade both to consolidate their influence and to remain 
in contact with other Dragon-Blooded families abroad. 
After the Meiji Restoration, they pivoted smoothly from 
feudal administration to import/export mercantilism.

The detonation of Fat Man on August 9th, 1945 
threw the family’s fortunes into complete disarray. The 
destruction visited upon the city was terrible, certain-
ly, on top of the Dragon-Touched lives lost during the 
war, but worst of all was the loss of their Dragon Nest 
in the heart of the city. The atomic bomb irreparably 
tainted its Essence, forcing the family to take up arms 
and seek out a new home.

The House of Kusanagi was finally able to seize 
a Dragon Nest from a weak wu of Gaki in Kochi pre-
fecture in 1954. They built a lightly-fortified monas-
tery on the site amidst a stand of fragrant trees high 
in the mountains overlooking the Shikoku Pilgrimage 
Trail, and made it their new home base. Unfortunate-
ly, some of the vampires escaped, and their parent 
court has proven utterly unwilling to let the offense go 
for any consideration whatsoever. The Kusanagi fam-
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ily has been fending off intermittent attacks for over 
half a century now, and is forced to scatter its Drag-
on-Touched across Japan to ensure they don’t linger 
within the influence of the hostile undead court.

the Zahir Family
The Zahirs are a very, very old family, but they 

change their name and nature as easily as the tide 
slips in or out. All but two scions of the House are 
Water-aspected, and well they should be; the Zahirs 
have dwelled along the banks of the Nile River since 
the days of the Pharaohs. In their time they have been 
priests, clerks, generals, merchants, and minor nobili-
ty. They were the House of Taheret in the days of the 
Old Kingdom; and then later the House of Anippe 
under Roman rule; today they are the House of Zahir.

The Zahir family is not wealthy, at least, not by 
Dragon-Blooded standards. They’ve been many things 
in many eras; now they’re invested in both heavy indus-
try and the drug trade. The Zahirs are a cautious fami-
ly, well-aware that Egypt is a land erupting with ancient 
secrets, seekers of ancient secrets, and incredibly touchy 
and territorial guardians of those secrets. Over their 
millennia of observation, the family has forged only 
one significant supernatural connection: a mummy 
named Uatch-rekhit, though in these nights he goes 
by Uthman Ramzi. Uatch-rekhit shares the family’s 
dedication to preserving the balance of the world, and 
rarely asks questions. The alliance is successful even 
by Arisen standards; the relationship has lasted more 
than 1,200 years.

the oyeKan Family
The House of Oyekan is more properly described 

as a loose alliance of three smaller Dragon-Blooded 
family groups spread across the coastline of Africa; it 
does not contain a single member that actually uses 
“Oyekan” as a surname. The Oyekan bloodlines are 
mostly Wood-aspected, and their territory stretches 
from Ghana to Cape Town. While the families were 
able to protect their kin and assets from the most di-
rect and brutal consequences of European exploita-
tion of the continent, they have found that the legacy 
of colonization has been an overall downturn in safety 
and prosperity across most of Africa: a situation which 
benefited only the predatory night people. Relations 
between the Oyekan families and their European 
counterparts remain chilly to this day.

The Oyekan drive their Dragon-Touched into 
higher education and medical fields as often as they 

are able, believing that regardless of the world’s for-
tunes, there will always be a need for teachers and 
healers. In recent years they’ve split their attention be-
tween constant upheavals in mortal politics, such as 
the abolishment of South Africa’s apartheid govern-
ment, and increased hostilities between various camps 
of skin-changers. A bloodthirsty lion-man named 
Black Tooth has become a figure of particular concern, 
and the family has quietly and very anonymously made 
shelter available to a few Ajaba fleeing from the feline 
warlord’s purge.

Oyekan Dragon Nests include a series of ranches 
encircling an elephant graveyard dating back to prehis-
tory; a spur of river-fed jungle where the filmy, almost 
transparent spirits of prehistoric animals still linger 
in the spirit world; and a great, vividly-painted stone 
at the center of a well-defended compound where the 
half-dream children of the Orisha Eshu once gathered 
to trade tales (and would be happy to again, if only the 
Dragon-Blooded would clear out).

the van Zandt Family
The van Zandts are an offshoot of a Dutch 

bloodline who, along with a handful of close Drag-
on-Touched family members, broke away in 1843, vol-
unteering to relocate to Australia in order to establish 
an Exalted presence to keep watch over the supernat-
ural forces of what they imagined to be a strange and 
unprotected land. They settled in Van Diemen’s Land 
(now Tasmania) and immediately seized a sacred estu-
ary from the native werecrocodiles. The House of Zan-
dt is still a small family, boasting only 8 Exalted, with 
no particular dominant Aspect. The small amount of 
success they have had in trying to grow the family has 
come through aggressive attempts to poach every Drag-
on-Touched that enters the country.

It’s fair to say that the van Zandts were surprised to 
discover, some 30 years after their arrival, that Austra-
lia already had a well-established and much larger Ter-
restrial presence embedded among several mobs of the 
indigenous population. House Kununurra numbered 
no less than 20 Exalted scions, controlled three Dragon 
Nests, and was none-too-pleased to see foreign Terres-
trials mucking about and enraging the local shapeshift-
ers, with whom the Kununurra had spent many, many 
generations establishing (somewhat) amicable relations. 
It would grow even less pleased when the van Zandts 
piggybacked off the expansion of white settlers into na-
tive land, displacing and killing the people there. The 
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modern van Zandt family makes a great show of regret-
ting the impulsive acts of its forebears… but half of the 
modern van Zandt family’s Exalted are those forebears, 
who have been happy to profit from them ever since.

House van Zandt still controls only a single Drag-
on Nest, that now well-fortified estuary in Tasmania. 
Some group or other of shapeshifters makes a serious 
go at taking it back at least once every 15 years. The 
spirits of the outback are generally hostile to the fam-
ily, and House Kununurra (whose fortunes suffered 
greatly since van Zandt arrived) is little inclined to in-
tercede to smooth things over.

the otherWorlds
Though born in the world of flesh and matter, 

most Dragon-Blooded are aware of the existence of 
other aspects of reality; certainly, if she receives any tu-
telage at all from her family after her Exaltation, she is 
at least aware of the world of spirits.

While the Terrestrial Exalted have no inherent 
ability to access the otherworlds, those with an interest 
in doing so can learn how to peel back the skin of the 
universe and pass through with some dedication and 
effort. But why? What do the otherworlds have to offer 
to the Dragon-Blooded?

the spirit World
There is an animistic reflection of reality where the 

inner truth of things express themselves as living spirits. 
It’s a place of glade children, stormcrows, and embodi-
ments of the classical elements, as well as of modern con-
cepts such as glass and electricity. It’s also a place where 
hatred and suffering congeal into deadly monsters.

Werewolves and magicians call this place the Um-
bra. The hungry dead, forever dualistic, name it the 
Yang World. Dragon-Blooded tend to simply think of 
it as the Spirit World. They generally venture into the 
Earth’s verdant shadow to gather information relevant 
to the material world, or to directly confront trouble-
some spirits. It’s very uncommon for the Exalted to trav-
el any deeper into the Spirit World than the Penumbra 
(that is, the immediate spiritual reflection of the Earth). 
There are roads leading deeper into the Spirit World, 
certainly, where courts of mighty spirits and fantastic 
realms await, but these realms are incredibly dangerous 
and the Dragon-Blooded are too precious to waste in 
exploration for its own sake. The deepest secrets of the 
Umbra, therefore, remain mysterious to them.

the underWorld
It’s not where everyone goes where they die, but 

it’s certainly where some people go when they die. The 
Underworld is the abode of ghosts, a decaying reflec-
tion of reality filled with souls and memories. Those 
foolhardy enough to venture into its lower depths dis-
cover an infinite storm that has raged since the dawn 
of time, dotted by small islets of stability on which the 
dead have raised up their grim empires.

The Dragon-Blooded avoid the Underworld as much 
as they can, generally crossing over only to confront a 
troublesome shade; for any other sort of business, they ex-
pect the dead to come to them. It’s simply too dangerous 
for the living to walk through the sunless lands, amid the 
jealous shades of the departed.

the dreaming
The last faeries live within a dust-thin layer of reality 

where the soul of things expresses itself as vibrant, ecstat-
ic truth (or bone-chilling terror). Those Dragon-Blooded 
who have bothered to study this “chimerical reality” be-
lieve it to be a reflection of the home-realm of the fae, 
pressing against the surface of reality and dimly illumi-
nating the inner life of people, places, and things.

The home country of the fae is called the Dream-
ing, and it’s harder to access than the Spirit World 
or Umbra. The Dreaming can only be entered—or es-
caped—from special portals known as trods. Change-
lings are fiercely protective of their trods, and in truth, 
the Exalted rarely have reason to seek them out in the 
first place. Those things found in the Dreaming are 
difficult to carry back into the world, and are gener-
ally only useful to the fae, anyway. As a general rule 
of thumb, the Dragon-Blooded rarely bother with the 
Dreaming unless solicited by its denizens for assis-
tance, generally in repayment of a debt. Ridiculous as 
some of them may seem, a wise Exalt takes oaths sworn 
to the fae very seriously.

Which Umbra?
Mage: the Ascension players may be familiar 
with that game’s more expansive view of the 
Spirit World as being divided into the “High” 
and “Middle” Umbrae. In general, assume the 
Exalted pass into the Middle Umbra unless spe-
cifically trying to get into the High Umbra.
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the Wheel turns:  
WelCome to the reCKoning

The Dragon-Blooded have nurtured their blood-
lines and their secrets since time out of mind; the 
traditional number given is “ten thousand years,” but 
House Kununurra can point to rock art of warriors sur-
rounded by wind and fire dating back 40,000 years, and 
suspect their history to be much, much older than even 
that. In that time they’ve seen the Wheel of Ages turn, 
slowly, from bad to worse, and worse to nightmarish.

But what faces the world now is something else.
The Kindred speak of Gehenna, the time when 

their eldest awaken and drown the world in blood. 
That’s nothing new, of course; they’ve been speaking 
of Gehenna since the perfumed nights of Babylon. But 
what happened in Bangladesh only a few short years 
ago? That’s new. Something dead and hungry for blood 
woke up and nearly killed the entire country. Would 
have done, if several supernatural groups hadn’t con-
verged and hammered it with levels of war-magic not 
seen on Earth since…

Well. Since the end of the Age of Legends. And 
even then, the thing only just barely died, taking thou-
sands of mortals along with it. Terrible storms, the 
news reports read, at a loss for any other explanation. 
The worst on record. If the vampires are to be believed, 
there are at least 12 more things like that stirring in 
their sleep right now.

The news from the werewolves is even worse. 
They’re a people of powerful, primal magic, and great 
omens. All of their prophecies agree: these are the final 
days, when the spirits of corruption are going to make 
a final concerted bid to poison every aspect and facet 
of the planet, and then dance and howl as the Earth 
dies screaming. Also, the prophecies suggest they’re go-
ing to succeed.

The fae sing songs of the coming of Endless Win-
ter: a time when the soul of the world gutters and the 
last of the magic dies, leaving only a barren clockwork 
universe going through the rote motions of existence. 
They know they will not survive this time. They don’t 
think anyone who does will be glad of it.

The shen of Asia face these revelations with sober 
dread. They speak of the Wheel of Ages, and believe 
it now stands on the cusp of turning from the Fifth 
Age – the Age of Darkness – to the sixth, the Age of 
Sorrow. In the coming Age a Demon Emperor will rise 
up, overthrow Heaven, and rule with depraved tyranny 

over a world of unrelenting horror and misery. The 
shen long believed that this would be a time of terri-
ble tribulation, but inevitable, and that it would pass 
in due time as the Wheel continued to turn, slowly 
building back up to a new age of glories and splendors. 
But now they cast quiet, fearful glances at one another. 
Now their wise elders tremble. Now they whisper their 
deepest fear, which grows night by night: that the axle of 
the Wheel will break, and the Sixth Age will last forever.

There are darker portents, as well. A red star hangs 
in the sky, visible only to the Dragon-Blooded and the 
night people, growing brighter year by year. It is, in 
short, the end of history.

Or… is it?
Last year a convocation of five families met in Tibet 

to discuss these dark tidings, cast auguries, and discuss 
potential action. The meeting lasted for nine months, 
and ended in a drastic decision. Convinced at last that 
they were truly looking at the end of the world they 
had suffered so long to preserve, the gathered families 
drew up and discarded strategy after strategy. No coali-
tion they could even theoretically build seemed capable 
of facing the coming horrors. Not even a grand pyrrhic 
sacrifice of the blood of the Dragons seemed capable of 
delaying the turning of the Wheel by so much as a day.

It was, in short, a problem demanding power be-
yond reason. A calamity beyond the reckoning of any 
save the mightiest heroes the cosmos had ever known. 
A battle which could only be won by the unbound 
power of the primal gods, wielding their full might as 
they once had at the dawn of time.

The last war the Dragon-Blooded threw them-
selves into wholeheartedly ended an age of wonders 
and knocked mankind back to stone tools and animal 
hides. They had no true records of that time, only the 
blurry shadow of myths and rumors. They spent all of 
recorded history protecting Creation from the power 
that once almost burned it to ashes in the course of 
trying to save it, but knew little of the nature of that 
power, save that it was glorious, enormous, heroic, and 
could bring destruction as easily as salvation.

But with destruction already assured, what was 
there left to lose? Hearts trembling at the enormity of 
their trespass, the House of Neman disarmed the many 
traps and wards of the Black Vault. The five families, act-
ing together, shattered the final seals, and the power of 
the Celestial Exalted came roaring back into the world.

It remains to be seen whether this was a terrible 
mistake.
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the solar exalted
Once upon a time, a mighty sun god granted his 

power to extraordinary men and women and made of 
them heroes. He was the mightiest of all deities, and 
so too were his Chosen the mightiest among all the 
Exalted. Though they ruled over the Time Before in 
glory and splendor for untold generations, in the end 
their kingdoms fell to decadence and decay, and once 
again wicked beings filled the land. During the final 
great struggles of the Age of Legends the Solar Exalted 
waged war without restraint, compassion, or wisdom, 
inflicting devastation every bit the equal of the depre-
dations of the monsters they opposed.

Now their power is free once again. Whether they 
will rise up as heroes and defenders of humanity or 
make of themselves gilded tyrants remains to be seen.

the golden exaltation
Solar Exaltation generally occurs in a moment of 

immediate crisis, when a person’s back is against the 
wall. That might mean they’re staring down the barrel 
of a gun; in fact, it often does. But it also might mean 
they’re arguing a case in front of a hostile judge, half-
way into a robbery when they discover security mea-
sures that weren’t part of their preparations, or watch-
ing an 18-wheeler loom in their headlights after an icy 
patch sends their car skidding into the oncoming lane.

In that moment, without warning or preamble, the 
power of the sun strikes like a bolt of lightning. Time 
seems to slow as the newly-Exalted Solar’s thoughts 
race at the speed of light. Seemingly-limitless energy 
suffuses her limbs, granting her as much strength or 
precision as she needs. What seemed impossible mo-
ments ago is suddenly easy. If the Solar was run ragged, 
she finds a second and inexhaustible wind. If her body 
is battered and broken, she finds herself renewed. The 
rush of power is accompanied by a blinding pulse of 
golden light that entwines the Exalt’s limbs for the 
next several minutes, even as a blazing sun-mark mo-
mentarily erupts upon her forehead. 

The sense of limitless, roaring potential passes af-
ter twenty or thirty minutes, but the power doesn’t. 
The moment of Exaltation transforms an extraordi-
nary man or woman into a god made flesh.

those Chosen to triumph
Solar Exaltation only visits itself upon people who 

meet three criteria.
First, the individual must be in some way excep-

tional. Many Solars were world-class experts in their 
field, even before Exaltation, but skill and prowess are 
not the only measures by which the Chosen of the 
Sun may gain divine notice. Extraordinary courage, 
compassion, nerve, or willpower are also all common 
features which are likely to draw the Exaltation to an 
individual.

Second, the individual must be purely and entire-
ly human. If the blood of shapeshifters or faeries runs 
through their veins, if they’ve partaken of vampire blood, 
if they’ve Awakened to the mutable nature of reality, then 
Exaltation will pass by without descending upon them.

Whose metaPlot is it any Way?
If you’re wondering where this book is set 
during the metaplot of the World of Darkness, 
the answer is “it’s up to you.” Things are far 
enough along that the serious omen-readers 
and loremasters of the supernatural world are 
properly, genuinely scared that the end is nigh, 
but beyond that, season your version of the set-
ting to taste. We’ve suggested that the Ravnos 
antediluvian woke up and was destroyed, but 
you can even set events before the Week of 
Nightmares if you like.

The big decision is whether or not the Sixth 
Great Maelstrom has wrecked the Underworld 
or not. If it has, then the immediate results are 
that Imbued hunters and demons are now run-
ning loose in the world, and the 42 immortals 
of the Shemsu-heru have been replaced by the 
more numerous new immortals of the Amenti. 
If the Sixth Great Maelstrom hasn’t happened, 
then you probably don’t have Imbued, mum-
mies work the way they do in Mummy 2nd Edi-
tion, and there definitely aren’t any demons, 
but you get a classic Underworld to play in as 
described in Wraith: the Oblivion. 

Alternately, you could go way post-Mael-
strom, get all the shiny new supernaturals, and 
assume that some degree of stability has reap-
peared in the Underworld. It’s really up to you. 
Start wherever you want, or even slice events up 
out of sequence; the Exalted are ultimately here 
to kick the metaplot’s ass anyway, so there’s not 
much point in worrying about its integrity.
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Third, and perhaps most interesting, they must 
have encountered the supernatural world at some 
point in their lives and recognized it as such. History 
stands on the brink of collapse; there is no time for 
the Exalted to fritter about in ignorance of their mis-
sion or their enemies. And so the Solar Exalted are 
drawn exclusively from the ranks of those who have 
heard the otherworldly voices behind the locked door 
in their landlord’s house; who have been hunted by 
bloodthirsty wolf-men; who have felt a vampire’s fangs 
in their neck and lived to tell the story. In point of 
fact, it’s relatively common for Solar Exaltation to take 
place in the middle of an assault by some manner of 
supernatural creature.

Castes
There are five distinct varieties of Solar Exalted, 

separated by disparate aptitudes and intended to per-
form various duties. In the Age of Legends these castes 
were intended to work together in sanctified action 
groups known as circles. In the modern day, the Solar 
Exalted are scattered across the world and must learn 
what they are by experimentation and observation, un-
less lucky enough to receive some form of guidance or 
assistance in coming together.

daWn Caste
In the Age of Legends, Solars of the Dawn Caste 

were the greatest of all warriors. In the World of Dark-
ness, they are empowered from among those acquaint-
ed with violence. Soldiers, certainly; but also boxers, 
gang enforcers, street brawlers, or anyone else with a 
will and capacity for violence.

Zenith Caste
In the Age of Legends the Zenith Caste were the 

priest-kings of the Exalted, inspiring and ruling en-
tire nations. In the World of Darkness, they are often 
much more humble figures, Chosen not for their faith, 
but for their willingness to stand behind their convic-
tions (whatever those might be) at any cost. 

The Exaltation of the Zenith Caste is slightly dif-
ferent from other sorts of Solars. As the raging enve-
lope of light and power that briefly surrounded her 
body fades away, a quiet but confident voice speaks 
from somewhere deep within the Zenith’s heart: “All 
stands on the brink. Find your brothers and sisters. Set them 
on the course of righteousness. Save the world.” The voice is 
then gone, with unmistakable finality.
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tWilight Caste
Solars of the Twilight Caste were the greatest 

savants and sorcerers of the Age of Legends. In the 
World of Darkness they’re drawn from men and wom-
en of education and experience, who know the power 
of knowledge and are familiar with its practical appli-
cations. Twilights are never mere bookworms; they’re 
always people willing to take up the torch of wisdom 
and use it to cast back the night.

night Caste
In the Age of Legends, Solars of the Night Caste 

were Heaven’s spies, thieves, and assassins, turning 
the tools of the wicked against the unrighteous. In the 
World of Darkness, they come from the ranks of all 
sorts of criminals, from jewel thieves and confidence 
artists to hitmen and smugglers.

eClipse Caste
Solars of the Eclipse Caste bound together the Age 

of Legends with oaths and treaties: sometimes between 
rival nations, sometimes between gods and devils. In 
the World of Darkness, they arise from among those 
who do their work with words and organizations: pol-
iticians, lawyers, diplomats. The Chosen cannot wage 
war on the entire world at once, and it falls on the 
Eclipse Caste to secure allies and neutralize enemies 
without resort to blood and bullets.

dreams oF the age oF legends
The Solar Exalted are left adrift in the World of 

Darkness with no explanation of what they have be-
come, or, in most cases, what is expected of them. 
They’re granted unfathomable power and then left to 
figure out how to use it and what to use it for.

And yet… they’re not entirely without guidance. 
Sometimes—not every night, perhaps only two or three 
times in a year—when a Solar sleeps, vestiges of mem-
ory left in her Exaltation, from a time beyond com-
prehension, bleed into her dreams. She remembers 
other lives, in an impossible time of grand palaces and 
grander wars. She remembers, in hazy and broken frag-
ments, the Age of Legends.

It’s not even close to an explanation. But it’s… a trail 
of breadcrumbs, perhaps: a tantalizing hint of things 
that cannot be true, but that feel inarguably authentic. 
These are someone’s experiences. Her experiences, the So-
lar would say, if it weren’t impossible for that to be true.

It’s a place to start, anyway.

the lunar exalted
Once upon a time, the goddess of the moon grant-

ed men and women the power of beasts and set them 
as guardians to protect a golden age of wonders. They 
were clever, and they were ferocious, and in time they 
were set in chains by those who should have cherished 
their service. 

The Lunar Exalted eventually broke their chains, 
and though they wounded themselves terribly in doing 
so, they were survivors by nature. They swore to serve 
only themselves and the good Earth itself: never again 
would they bow to kings or heroes. In the end they 
were captured and their power was imprisoned in the 
Black Vault; none can say whether they were ultimately 
defeated by blades or by love.

Now, unleashed once more upon the world, their 
Essence howls and screams for freedom. The Lunars 
will never wear chains again, even if it means they must 
shatter every bond and shackle in the world to secure 
their liberty.

the Feral exaltation
Without exception, Lunar Exaltation occurs in 

life-threatening circumstances.
It’s rarely a matter of accident or happenstance, 

mind. Lunars don’t tend to Exalt in the moments be-
fore a random car crash, although they might as they 
try to crawl out of the burning wreckage of their over-
turned vehicle. Usually it’s an ordeal of some kind. 
They’ve been kidnapped and dumped into a serial kill-
er’s torture dungeon. Or they’re stranded on a moun-
tainside, with a storm blowing in. Or they’re pinned 
down during a firefight in a dusty little town on the 
other side of the world from hearth and home. Or 
they’re just homeless and starving on a winter street.

Exaltation arrives as a surge of adrenaline and a 
blast of pure instinct that pushes the Lunar to fight, 
to think, to win, to survive – and they often find them-
selves transforming into another skin that makes such 
victory possible. Their strength and speed surges in un-
predictable bursts as silver radiance blazes across their 
body. Their body ripples and sings, aching to express 
the inner truth of the new-made Exalt’s heart upon the 
canvas of their flesh. 

Soon enough they’re out of harm’s way, and the sil-
ver radiance abates, but Exaltation doesn’t end there. 
The Lunar’s Essence remains a fluttering, unstable 
thing, refusing all attempts at harnessing and directing 
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it. Some powerful instinct tells them they’re as yet in-
complete, unfinished. Their nerves keep screaming at 
them to escape, even if they’re standing in the midst 
of open fields. Their gut tells them to keep moving, to 
avoid crowds, to shun the mundane.

They’re searching, although they don’t know it, for a 
thin place in the world; a place where the wall between the 
worlds of flesh and spirit is thin. Once they arrive there, a 
blaze of argent Essence peels open the skin of the universe 
and pulls the Lunar through.

She finds herself in the Spirit World, then, sur-
rounded by an enormous swarm of lunes: enigmatic 
moon-spirits who have been trailing after her since the 
moment she Exalted. The lunes shower her with their 
Essence, burning argent marks into her flesh that fade 
after a few moments. As they bestow these strange sig-
ils and markings, the Lunar feels the power within her 
finally stabilize until, at last, her Essence calms com-
pletely and the lunes withdraw, leaving behind only a 
gently glowing portal back into the mundane world. 

(The Lunar is best advised to use it; it fades within 
the hour, although she’s given no such warning, nor any 
other useful explanation. Getting back out of the Spirit 
World after the portal closes can take some work.)

the Beloved oF luna
Lunar Exaltation attaches itself to outsiders, out-

casts, iconoclasts, weirdos: in short, people who don’t 
fit into the place the world has made for them. It has 
no interest in the prom queen or the captain of the 
football team, unless those individuals have very hid-
den inner lives. The Argent Exaltation also tends to 
avoid strange individuals who already enjoy significant 
power over those beneath them, such as Wall Street psy-
chopaths; as a result, Lunars trend poor, minority, dis-
abled, queer, abused: those afforded little regard or pro-
tection by the society they grew up in, in other words.

Woe to anyone who disregards them now.
The Argent Exaltation is less discerning than its So-

lar counterpart when it comes to the “purity” of its host. 
Lunars must still be alive and human, certainly, and Exal-
tation seems unable to attach to an Awakened soul, but a 
bit of taint from otherworldly ancestry won’t keep Lunar 
Exaltation at bay. Kinfolk, Kinain, ghouls: Lunar Exalta-
tion doesn’t favor them, but they’re not impossible candi-
dates, either. In the event that such a person is Chosen, 
Exaltation seems to burn out any powers or conditions 
imparted by supernatural influence or heritage.
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Castes
Once a Lunar makes contact with the lunes and re-

ceives their blessing, she finds herself fixed into one of 
three distinct Castes. Prior to that she has no coherent 
Caste, and also no real control over her Essence.

The Lunars forged these Castes themselves during 
the Age of Legends. They were intended as versatile sur-
vival tools, enhancing and amplifying whatever aptitude 
was strongest within the Lunar. Young Chosen of the 
Moon don’t get a primer on any of this, sadly, but on the 
bright side, there’s not a whole lot to figure out: you don’t 
get much simpler than “strong, smart, smooth.”

Full moon
In the Age of Legends, Lunars of the Full Moon 

Caste were unstoppable warriors, excellent in every as-
pect of physical endeavor. In the World of Darkness, 
they’re much the same: gifted physical specimens who 
are best suited to kicking their problems to death.

Changing moon
In the Age of Legends, Lunars of the Changing 

Moon Caste were tricksters and seducers, granted an-
imal magnetism, a silver tongue, and striking looks to 
distract from their deceptions. These tools are equal-
ly useful in the World of Darkness, where everyone’s 
a sucker for a pretty face or a confident figure telling 
them what they want to hear.

no moon
In the Age of Legends, Lunars of the No Moon 

Caste were shamans and sorcerers, wise men and wom-
en who collected secrets and omens like shells found 
on the beach. In the World of Darkness they are adept 
spirit-talkers, mediums, explorers of the Otherworlds, 
and emissaries to the night folk.

the marK oF luna
Each Lunar becomes a potent shapeshifter in the 

wake of her Exaltation, able to learn and wear new skins 
through murder and consumption. Moreover, her flesh 
becomes a canvas through which she can express the an-
ger and pain within her heart, taking on a battle-form 
that is a combination of human and totemic beast. The 
uninitiated might even mistake her for a werewolf or 
other sort of changing beast when she wears her rage 
upon her skin, but she is much, much more potent.

Even ordinary mortals can feel some hint of the 
beast unbound within a Lunar’s heart; indeed, it al-
ways leaves some sort of subtle indication upon her 
human form, known as the Mark of Luna. The Mark 
of Luna might be anything from strangely-colored eyes 
to a shock of silver hair to small fangs or claws, a tail, 
patches of fur, an odd musk, or casting the shadow of 
a bear rather than a man.

predator Kings
The Lunar Exalted find themselves uprooted from 

the lives they knew, filled with a new power that leaps 
in eager response to their emotions and exertions; 
moreover, they find a beast living within their spirit 
and flesh, one entirely and harmoniously under their 
control because the beast is their soul. They know that 
the Spirit World exists, if not necessarily how to find 
it again, and that it might hold some answers to the 
question of what they are and what it all means.

Mostly, though, Lunars find themselves in a posi-
tion never to be pushed around again, and usually have 
a long list of scores to settle. Even if they don’t have any 
desire to seek out the hidden world of the night people, 
they usually draw enough attention to themselves in the 
course of working out a few vendettas or learning how 
their newfound powers work to ensure that the super-
natural world takes a keen interest in them.

Past lives and the chosen

Solars aren’t the only ones who sometimes re-
member the Age of Legends, just the ones who 
do so most frequently. Abyssals and Infernals 
sometimes do after periods of intense trauma 
or triumph. Lunars may experience ancient 
memories while sleeping in the Spirit World or 
the Dreaming.

Dragon-Blooded, whose Essence pass-
es down along an elemental bloodline rather 
than reincarnation, don’t ever experience these 
ancient dream-visions, and, for whatever rea-
son, neither do the Sidereal Exalted. Sidereals 
instead sometimes glean fragmentary insights 
about the Age of Legends from mastery of 
Charms such as Systematic Understanding of 
Everything, Of Truths Best Unspoken, or even 
Supernal Awareness.
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the sidereal exalted
Once there were five maidens, who spun destiny 

upon a great heavenly loom. Wicked spirits and unruly 
devils tangled themselves in the threads the maidens wo-
vAe, and so they selected agents to slay the devils and 
correct the skeins in fate’s weave. These agents were not 
the strongest among the Chosen of the Age of Legends, 
but they were cunning and far-sighted, and they advised 
other heroes with their divinations and prophecies. Still, 
for all their foresight and cleverness, they could not fore-
stall the end of the Age; it may even be that, in seeking 
to thwart destiny’s design, they caused the collapse of 
everything they had fought to preserve.

There’s always an ending, after all.
Now their power has returned to the world, only to 

find it a rudderless ship drifting toward calamity. Can 
this final generation of untrained seers and prophets 
master their newfound gifts before the end arrives?

the Fated exaltation
Sidereal Exaltation is a gradual thing, taking place 

over a span of days or even weeks. It begins with a sub-
tle awakening to omens and connections that others 

cannot see. To anyone else, a certain Venetian banking 
family, the disappearance of five women in the Bronx 
over a period of four months, and a spate of grave rob-
beries at Mount Hebron Cemetery between April and 
August seem utterly unrelated; during Sidereal Exalta-
tion, connections between the three blaze with violet 
and emerald strands of urgency.

Chance and probability go berserk as the Exalta-
tion proceeds. Fumbling a handful of change out of 
her pocket and dropping it, the Sidereal may find that 
every last coin lands edge-up. Finally she sees things 
that simply should not be there, but which she knows 
to a mortal certainty are real: glimpses of the other-
worlds and the night folk. In the end, she burns with a 
soft halo of power for minutes on end as a core of sub-
tle but ferocious power unfolds like a lotus deep within 
her soul. She knows – this cannot be refuted by any 
attempt at denial – that she can now perform magic.

She also knows that none of this should have happened. 
Her newly-acquired sixth sense screams at her throughout 
her Exaltation: this is wrong. She feels some intangible part 
of her being splintering and fragmenting throughout the 
entire process. She might seek out an exorcist, or blame 
one of the monsters which she now knows to exist.  In the 
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end, as the glow of her Exaltation abates, the sensation fi-
nally fades, but it’s something she’ll never forget.

shattered destinies
The sense of a Sidereal’s personal reality fractur-

ing during Exaltation shouldn’t be there, and if the 
world endures for another generation, future seers 
won’t have to contend with it. Sidereal Exaltation was 
never intended to merge with a mature host, but fate 
demands what fate demands, and for now there is sim-
ply no time for a proper integration.

Those who become Sidereal Exalted are fated to 
do so. The Exaltation joins with them in the womb, 
and matures alongside them until sometime in their 
late teens or early twenties, at which point it flowers 
into the full power of its awakening. It feels awesome 
and affirmational: the Sidereal’s destiny finally coming 
to fruition. That’s how it’s supposed to work.

The first generation of resurgent Sidereals don’t 
have the luxury of predestined Exaltation. Instead, the 
newly-escaped Sidereal Exaltations seek out hosts with 
powerful but still-unrealized destinies: those fated to 
change the fate of millions, for better or worse, or to 
leave profound marks upon history, or, perhaps, simply 
doomed to die in some terrible and unavoidable fash-
ion. Whatever plan destiny may have had in store, the 
Fated Exaltation overrides and destroys it, consuming 
the host’s destiny absolutely in order to fuel its joining 
and grant its power to the nascent seer. Henceforth, 
she has no fate but the one she weaves herself.

Castes
Each Sidereal carries the Essence of one of the five 

maidens who once spun at fate’s loom. In the Age of Leg-
ends, they orchestrated and safeguarded those great move-
ments of destiny that fell within their patron’s purview. In 
the modern day, the Earth is a lawless place crowded with 
many competing prophecies, and it falls to the Sidereal 
Exalted to shape the future as they best see fit.

Chosen oF Journeys
In the Age of Legends, the Chosen of Journeys 

concerned themselves with travelers, roads, ships, and 
those who went to and fro across the primal Earth. In 
the World of Darkness, it falls to them to ensure that 
their fellow Chosen go where they are most urgently 
needed, and choose those paths that will arm them 
with the power and knowledge they will need when 
they arrive at their destinations.

Chosen oF serenity
In the Age of Legends, the Chosen of Serenity of-

ficiated over weddings and other unions that assured 
peace and prosperity throughout the land. In the World 
of Darkness they must bring joy, love, rest, and relief 
into those lives that most desperately need them, lest 
those fighting to preserve the future succumb to despair.

Chosen oF Battles
In the Age of Legends, the Chosen of Battles over-

saw the course of wars and the struggle of nations, 
using their powerful magic and military acumen to 
ensure that conflicts resolved themselves according 
to fate’s decrees. In the World of Darkness they must 
become strategists and tacticians, guiding their fellow 
Chosen away from those battles that cannot be won, 
and toward those that must be won.

Chosen oF seCrets
In the Age of Legends, the Chosen of Secrets were 

the keepers of dangerous and forbidden lore, and en-
sured that secrets only came to light in those moments 
when it fate demanded it. In the World of Darkness 
they collect the secrets of their enemies, arm their allies 
with knowledge, and safeguard the peaceful ignorance 
of the mundane world, lest ordinary men and women 
be drawn into the bloody wars of heroes and monsters.

Chosen oF endings
In the Age of Legends, the Chosen of Endings 

stood officiant over all things whose time had passed: 
lives, nations, and even the Age of Legends itself. In 
the World of Darkness it will fall to them to find those 
ordained conclusions which can forestall the greatest 
and bleakest ending of them all: the end of the world.

arCane Fate
After her Exaltation, a Sidereal finds that she be-

comes a dim, occulted presence in the world. People’s 
memories becomes slippery where she’s concerned, 
and even records of her existence begin to disappear 
bit by bit, corrupted file by corrupted file, misfiled 
document by misfiled document. While excellent for 
protecting her anonymity and covering her tracks, this 
makes it difficult for a Sidereal to live anything approx-
imating a normal life… but then, a normal life isn’t 
exactly her destiny anymore.

The Sidereal quickly discovers that this protection 
is neither absolute nor infallible. All but the weakest of 
spirits can see through her veil, as can other Celestial Ex-
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alted, along with anyone who spends a great deal of time 
in her presence. Still, it’s terribly useful when it works.

auguries oF past and present
The gradual Exaltation of the Sidereals gives them 

some time to ponder what’s happening to them and 
what it means; by its conclusion, every seer under-
stands that she’s gained the ability to see and manip-
ulate fate’s threads. Granted, Sidereals don’t inherently 
understand much more than that… but it’s not hard 
for them to figure a lot of it out.

The omens and portents of the World of Darkness 
are numerous, intense, and terribly dire. It’s clear that 
something terrible – many terrible things, in fact – lurk 
not too far in the future. Moreover, the arts of the Si-
dereals lend themselves very well to every manner of 
augury and far-seeing, allowing them to interrogate the 
echoes of the past, as well as ripples of power spreading 
through the present.

In short, this means that while they’re still terribly 
ill-informed as a whole, they have a better idea than 
anyone else about the true nature of the Exalted, their 
return to the world, and what that return is meant to 
accomplish. Moreover, they’re better-equipped to find 
other Exalted and bring them together than anyone 
else, and most Sidereals quickly figure out that this is 
exactly what they’re meant to do. 

Whether those Chosen they’re able to locate are 
receptive to their prophecies and guidance is another 
matter entirely, of course.

the aByssal exalted
There came a day, perhaps the darkest day of the 

Age of Legends, when 100 of its greatest heroes fell into 
darkness and were forever transformed by the dead gods 
who dwelled there in silence and spite. They became 
death’s bleak riders, journeying forth from the Under-
world to perform the great and terrible works of the 
grave. When the Age of Legends thrashed and bled 
through its final days, theirs were the gauntleted fists 
that gripped Creation’s hair and sought to draw a knife 
across its throat. They failed, in the end: though they 
grievously wounded the world, it limped on into a new 
and lesser epoch, and the deathknights were imprisoned 
where they could never again threaten the living.

Or at least, they should have been. Now the Black 
Vault is open and the great heroes of myth have returned… 
and the slayers of men and nations along with them.

agents oF extinCtion
The Abyssal Exaltation hurtles itself across the 

nightscape at the speed of a scream. It was drawn from a 
font of light and divinity, once upon a time. A part of it 
still yearns to find a hero and fill them with the power of 
Heaven during their moment of crisis. It cannot. It lost 
that ability long before the dawn of history. But oh, still it 
yearns. And so it circles those who might be valid candi-
dates for Solar Exaltation, sending chills up their spines 
for reasons they cannot hope to guess, and then – usually 
– it passes on in impotent frustration, and seeks another.

The only valid candidates for Abyssal Exaltation are 
those in the midst of the most fundamental and human 
of all actions: the act of dying. The dying individual 
must also meet the same standards of excellence and 
supernatural awareness as a candidate for Solar Exalta-
tion, although the Abyssal Exaltation is no more partic-
ular about supernatural taint than is a Lunar Exaltation.

Sunlight burns the Abyssal Exaltation, and so 
during the day it hides within corpses. Normally, 
this means it cannot grant its blessing while the sun 
stands in the sky. Normally, this means Abyssals are 
only drawn from the ranks of those dying in the dark, 
but sometimes… sometimes… well. Sometimes the Ex-
altation locates the perfect candidate, and finds they 
need help in dying. When that happens the Exaltation 
enters a corpse, forces it to lurch upright, to shuffle, 
to stalk, and to kill. For these Exalts-to-be, their final 
living sight is a moldering cadaver moving to embrace 
them with the tender joy of a long-lost friend as their 
life gushes out of a corpse-bitten throat.

the ChoiCe
Abyssal Exaltation occurs in a frozen moment be-

tween life and death, as the last spark of a dying mor-
tal’s consciousness gutters on the verge of winking out. 
A presence comes upon them then, cold, wordless, but 
offering a clear choice nonetheless: embrace the awful 
power that rolls off of it like a dark fog, like a killing 
miasma, like a black fire; or reject it and pass into what-
ever awaits beyond death’s veil.

Those who reach out to take hold of that terri-
ble power know that their choice is irrevocable. They 
know that they are binding themselves to a different 
sort of bleak eternity than whatever waits beyond the 
grave. But they also know that their heart will beat, 
their limbs will move, and they will continue to walk in 
the living world. For most, it’s no choice at all, really.
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the BlaCK exaltation
There is usually no great eruption of power when 

the Black Exaltation begins. The Abyssal’s wounds 
quickly mend themselves. Her eyes open. A creeping 
chill insinuates itself into her flesh, and she has the dis-
tinct sense of losing something small and precious in ex-
change for something grand and dark and magnificent.

A slow, deep power builds within her flesh and 
heart, hour upon hour, night upon night. At first, the 
Abyssal might delude herself into believing she hallu-
cinated her bargain, but such thoughts cannot last for 
long. Dark and fearsome omens plague her footsteps. 
Water freezes and plants die in her presence. Flocks 
of ravens and vultures crowd the rooftops and power 
lines to watch her. When she peers into mirrors, the 
world she sees within is rotting and decayed. Over the 
course of several nights these manifestations intensify: 
Crimson eyes open in the sky and weep blood. Corps-
es worm their way up from the ground and prostrate 
themselves before her. The mad and the lost whisper 
her name, and then sob, or bleed, or flee.

At last the dead come for her, and they are not 
gentle or reverent ancestor spirits. Feral, hateful, mad-
dened things that once were human souls claw a hole 
in the fabric of the world and draw the Abyssal into the 
Underworld. As she stands upon the dust of that blast-
ed landscape, her Spectre abductors cavort and howl 
and worship her with dark and instinctive glee.

Soon, inevitably, the storm arrives. It ravages the 
land of the dead and carries the Spectres, cackling, up 
into its winds. The Abyssal suffers no harm; this is her 
storm, it is here for her before any other purpose, and 
upon its arrival it drives the last missing key to her Ex-
altation into her heart: a tiny but pure sliver of Obliv-
ion. To make room for this gift, the storm-winds suck 
out and carry away a trifling reduction in the form of 
the Abyssal’s name.

It’s up to her to find a way back to the living world 
after that, but this is rarely any great hardship. The 
Spectres are usually happy to carry her back through 
the Shroud should she show any desire for them to 
do so, exploiting the vast power of the soul-storm to 
accomplish the deed.
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Castes
There are five distinct varieties of Abyssal Exalted, 

eerily echoing the castes of the Solar Exalted. Much like 
the Solars, they are scattered and divided in the mod-
ern day, and if they avoid the twisted nightmares of the 
Underworld, they are likely to remain that way. Should 
an Abyssal seek assistance from the denizens of the 
Labyrinth, they are usually happy to exploit the spectral 
hive-mind to put her in touch with others of her kind.

dusK Caste
In the Age of Legends, Abyssals of the Dusk Caste 

were the most fearsome killers Creation had ever seen. 
In the World of Darkness, they are drawn from the 
ranks of those with the will and wherewithal to kill on 
the field of battle: Soldiers, mercenaries, police officers, 
legbreakers, and enforcers are all likely candidates.

midnight Caste
In the Age of Legends the Midnight Caste were 

speakers for the ancestors and the advocates of suicide 
cults, bringing word of the joy of the grave to the ears 
of the living. In the World of Darkness, they are dark 
and driven figures of terrible resolve and morbid focus, 
willing to kill and to die for their cause.

dayBreaK Caste
Abyssals of the Daybreak Caste were the preem-

inent necromancers of the Age of Legends. In the 
World of Darkness they’re men and women with a love 
of macabre secrets and forbidden knowledge: those 
who believe all knowledge is good knowledge, and will 
go to any lengths in its pursuit.

day Caste
In the Age of Legends, Abyssals of the Day Caste 

were the Underworld’s spies, saboteurs, and quiet as-
sassins, using any means necessary to remove those 
who would oppose the ascendance of the dead. In 
the World of Darkness, they come from the ranks of 
hardened criminals, from robbers and blackmailers to 
hired killers and coyotes.

moonshadoW Caste
During the Age of Legends, Abyssals of the Moon-

shadow Caste spoke eloquently on the behalf of the 
dead, binding the living to pacts of service and wor-
ship. In the World of Darkness, they arise from among 
those who have learned to wield words and paper as 
weapons: lobbyists, lawyers, solicitors, poets. Death is 
patient, and when it cannot press its claim today, the 

Moonshadow Caste buys time by diplomacy and deceit 
for it to renew its offensive in the future.

nameless Knights
The Abyssal Exalted sacrifice their name in the 

course of their Exaltation. Should they try to cling to it 
afterwards, they are lashed with pain and calamity as their 
Essence rises in rebellion against them. While a simple 
alias may serve as a replacement in a pinch, each knows 
in her heart of hearts that she is truly nameless, and that 
should she ever come to identify with a new name, then 
it too will one night be carried away by the storm-winds. 

So it is that, sooner or later, most Abyssals learn to 
go by titles. Sometimes these attempt to express who 
the deathknight was, or aims to be. Often they are a 
warning, a minor courtesy to those who encounter 
her. Most frequently, though, Abyssals draw their titles 
from dreams of dead gods, which express themselves as 
faint whispers tainting a deathknight’s Essence.

the resonanCe oF the grave
Abyssals fit neatly into the world of the night peo-

ple. They have to: they have difficulty existing within 
the normal world. They suffer discomfort, eventual-
ly shading into curses and catastrophes, should they 
attempt to deny their nature and present themselves 
as one of the living for long. Some macabre subcul-
tures provide a respite where the trappings of death 
will attract little attention, but the mortals the Exalt 
surrounds herself with will be gravely endangered by 
her presence.

Ultimately, the one thing the resurgent Abyssals 
don’t have is any kind of a plan. The Underworld is a 
crazy-quilt of hostile factions and ancient barbarism, 
and those ghosts who seem most favorably inclined 
toward the deathknights are also objectively terrifying 
and clearly insane. The high priests of Oblivion who 
call themselves nephwracks would love to command 
the Abyssals to wage war upon the living and the dead 
alike, but the plain truth is that the Abyssal Exalted 
are vastly more powerful than most nephwracks, which 
makes issuing any sort of commands difficult indeed.

The Essence within these dread Exalted is intended 
for works of death and destruction: that much is plain. On 
those very rare occasions when they dream of the Age of 
Legends, they dream of glorious campaigns of annihila-
tion, and these dreams bring feelings of joy and bliss rather 
than nightmare disquiet… yet for all of these clear signs, the 
Abyssals are not yet unified in thought or in action.
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And, although they have spoken of it to none so 
far, a few deathknights, a very few, have experienced 
other dreams. Dreams of radiant glory, and divine pow-
er, and rulership over a golden age of beauty and splen-
dor. Who can say what that might mean?

the inFernal exalted
Once upon a time the calamities that dredged 

forth the world from primal darkness and chaos – call 
them the First; call them the Children; perhaps even 
call them God, for blasphemy pleased them once upon 
a time – reached out their terrible and venomous tal-
ons and closed them upon the souls of heroes. They 
breathed hard upon the power and pride of the Cho-
sen, and tarnished it until it reflected their own sullen 
and profane glory.

Armed with the stolen and defiled power of Heaven, 
the champions of the Children cast the order of Creation 
into ruin, and set themselves on thrones high above the 
world. It was only by the combined works of the rest of 
the Exalted host that these monsters were dragged down 
and destroyed, their power captured and contained.

Those accursed Exaltations were never bound 
away in the Black Vault; they were dealt with separately 
and with far greater deliberation. The gods bound the 
profane embers of primordial power in mighty chains 
and buried them deep in most blighted and forsaken 
region of the Spirit World. Seeing that even then their 
power radiated out to twist and taint the land and that 
nothing good or wholesome could ever again occur in 
that district of the cosmos, Heaven resolved to make 
some use of the wasteland nonetheless, and construct-
ed the Thousand Hells of Yomi Wan atop the grave 
of the Infernal Exaltations. They populated the Hells 
with devils and sinners, reasoning that an eternity of 
torments might, possibly, purify the sinners’ souls, and 
further that the weight of Hell would keep the Exalta-
tions weighed down and sated with suffering.

For ten thousand years, and then ten thousand 
years again Heaven’s reckoning proved correct. The 
Yama Kings did not know what slumbered beneath 
their pestilential realms. The Exaltations absorbed mil-
lennia of screams and torment from the Hells above, 
and remained sealed and sated. But now everything 
has changed. The Dragon-Blooded have opened the 
Black Vault, and the Celestial Exaltations once more 
fly free into the world.

Their release sent shockwaves through the Spirit 
World, awakening the Infernal Exaltations from their 

eternal slumber. Sensing the return of the hated champi-
ons of the gods, the Infernal Exaltations surged up, buck-
ling the crust of the Hells. Lesser devils and other wicked 
spirits crawled into the vents and crevasses, drawn on by 
the song of ancient power. It was the last mistake they 
ever made; as the devils found the Exaltations, they were 
possessed and sent screaming out of Yomi Wan, one af-
ter another, to seek mortal men and women. The Wheel 
turns, the Sixth Age looms, and those who are both its 
heralds and princes have now arrived.

the inFernal exaltation  
and the Chrysalis grotesque

Infernal Exaltation occurs in moments of despair. 
This can be in the midst of a crisis, much as with Solar 
Exaltation, or it could be in the quiet depths of a long, 
dark night of the soul. A devil, roasting in a torrent of 
emerald flames, appears to the prospective host. Driven 
by the all-consuming power of the Exaltation, it makes 
its offer: power to set the world to rights, power to an-
swer all slights and grievances, power without chains 
or fealty: a burning crown fit for a Prince of the Earth.

Those who refuse generally die at the hands of an 
agonized and dying devil, before it departs to find a 
new candidate. Those who accept are engulfed in a tor-
rent of hellfire and ephemera, which weave together 
into a strange and unsettling cocoon. The Chrysalis 
Grotesque varies greatly in appearance. It may be made 
of diseased flesh, or raw and steaming meat, or faceted 
crystal, or broken masonry, or bits of junked electron-
ics and nightmarishly-tangled cord, or cold black stone. 
The Infernal gestates inside for three days and nights, 
then emerges transformed, spry of step, in the flush of 
youth and health, and often (though not always) subtly 
marked by unnerving features such as sharp teeth and 
nails, or black-on-black eyes.

those Who have suFFered
Infernal Exaltation only visits itself upon people 

who meet three criteria.
First, the individual must be in some way excep-

tional. Many Infernals were world-class experts in their 
field, even before Exaltation, but skill and prowess are 
not the only measures by which the Chosen of Ruin 
may gain profane notice. Extraordinary courage, con-
viction, or willpower are also all common features 
which are likely to draw the Exaltation to an individual.

Second, they must have encountered the supernatu-
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ral world at some point in their lives and recognized it as 
such. The Infernal Exaltation has no time to waste with 
the uninitiated; the apocalypse looms, and the sooner 
the newly-empowered Demon Prince pulls down the pil-
lars of Heaven, the sooner she can ascend its rubble to 
take her rightful place as Demon Emperor or Empress. 
And so the Infernal Exalted are drawn exclusively from 
the ranks of those who have beheld witches dancing at 
their black Sabbaths and making offerings of blood to 
the gods of old; who have seen the monstrous beings in 
the deepest offices and laboratories of Pentex facilities; 
who have laid themselves prostrate before a vampire and 
begged to feel again the ecstasy of his fangs.

Finally, the individual must feel in her heart of 
hearts that she has failed to grasp her dreams, or has 
attained and squandered them, and that her life is a fail-
ure. Despair is the beacon that guides the Infernal Exal-
tations, and they can only infuse their stolen and twist-
ed power into the hearts of the weak and the wounded.

Castes
In the Age of Legends, the Infernal Exalted were 

divided into Castes based on perversions of the roles 
they once served under Heaven. Those Castes were 
long ago worn away by the friction of millennia of suf-
fering filtering down from the Hells above. Each In-
fernal is a force unto herself, defining her own road 
toward the throne of the Demon Emperor, answerable 
to none other, forging her own legacy.

Though they have no Castes, each Infernal does 
have a caste mark. Sometimes these mimic the marks 
of the Solar and Abyssal Exalted, but in other circum-
stances they’re strange, personal or nonsensical sym-
bols: crossed swords, a burning “third eye,” a scorpion, 
a ragged X, a set of claw marks, or various occult sigils.

dreams oF the esChaton
The Infernal Exalted are left with a soul ablaze 

with demonic power, but no explanation, no primer, 
no rundown of how things got to this point: no context 
for what they are.

But they do know where things are going.
Every Infernal has an instinctive understanding of 

the idea of the Wheel of Ages, and in quiet moments 
when she clears her thoughts, she can feel it turning to-
ward its nadir. The Sixth Age looms, the heavens tremble, 
the earth quails, and soon God’s throne will stand vacant, 
waiting for some great and terrible power to claim it.
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The Yama Kings, rulers of the Thousand Hells, 
wheel, circle, scheme, betray, and jockey for advantage 
in the contest for rulership of the Age of Sorrow to 
come. Each dreams of the empty throne of Heaven, 
and wishes to ascend to become Demon Emperor. The 
Infernals, too, sense that this is their ultimate destiny: 
to rise up above a world of ruin, wearing a crown of 
hellish splendors. Perhaps this suits their thwarted am-
bitions, or perhaps an Infernal believes that by guiding 
the course of Armageddon she can spare the world the 
worst of its potential horrors. Regardless, each feels the 
future rushing toward them like a great dark beast, and 
knows that they must ride it or perish.
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Rebels learn the rules better than the rules-makers do. Rebels learn 
where the holes are, where the rules can best be breached. Become an 

expert at the rules. Then break them with creativity and style.

—Kristine Kathryn Rusch, The Rules

CHAPTER TWO:CHAPTER TWO:

RULESRULES

This is not a complete game. In order to use Exalted 
vs World of Darkness, you’ll need access to at least 
one of the 20th Anniversary Edition World of Dark-
ness core rulebooks: Vampire: The Masquerade 20th 
Anniversary Edition, Werewolf: The Apocalypse 20th 
Anniversary Edition, Mage: The Ascension 20th An-
niversary Edition, Wraith: The Oblivion 20th Anni-
versary Edition, Changeling: The Dreaming 20th An-
niversary Edition, or Vampire: The Dark Ages 20th 
Anniversary Edition. Vampire is probably the easiest 
and most “baseline” book to operate from, but any of 
them will work. You should probably also have an Exalt-
ed corebook (any edition will do) to have the context 
for what in Hell is going on in this game, but it’s not 
technically required.

Exalted vs World of Darkness uses the Storyteller 
system, as detailed in the aforementioned corebooks. 
This is a decision made for two reasons. First, it’s a 
game set within the World of Darkness, and as such it’s 
easiest to integrate into a system designed to represent 
the World of Darkness. Second, translating the Exalt-

ed into Storyteller is about a hundred times less work 
than translating 8+ game lines into, say, Exalted 3rd 
Edition. If someone else out there wants to take the 
setting work done here as a springboard for rules-hack-
ing this game to run the other way around, shine on, 
you crazy diamond.

storyteller rules  
assumptions and variations

It would be nice to be able to say “just use the V20 
system!” but unfortunately, every 20th anniversary line 
has rules just a little bit different from the rest. So be-
fore we get started, we’re going to take a moment to 
establish a rules baseline. This product makes the fol-
lowing assumptions about the Storyteller System:

nature and demeanor
The Exalted have Natures and Demeanors, like 

most World of Darkness characters. (I bring this up 
because Werewolf 20th and Changeling 20th don’t use 
those traits.) If you’re unfamiliar with them, Nature is 
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a character’s innermost self boiled down to a single 
trait; it’s used to regain a point of Willpower when you 
take some dramatic action in deep accordance with it. 
Demeanor is the identity you project to the world, help-
ing to protect you from manipulation; it’s what people 
might think your Nature is. If your version of the Sto-
ryteller rules don’t have Natures or Demeanors, lists 
of Natures and Demeanors are very easy to look up on 
several World of Darkness wikis.

diFFiCulty loCK
In Exalted vs World of Darkness, the difficulty 

of your rolls never goes over 9. If something suggests 
that it should push the difficulty to 10, it remains at 
9 instead.

Design Note: This is a decision made simply be-
cause the math on difficulty 10 rolls is fucked to the 
point of being utterly nonfunctional on any roll where 
you aren’t invoking a Caste Ability or a specialty. Un-
less one of those mechanics is in play, the size of your 
dice pool is literally irrelevant because every die has an 
equal chance to add or take away a success.

BotChes
Botches occur only if a roll produces no successes at 

all and also generates one or more 1s. A roll that fails 
because 1s took away all successes that were rolled is 
merely a failure, not a botch, no matter how many 1s 
were generated.

multiple aCtions
Exalted vs World of Darkness uses the multiple ac-

tion rules from V20 Dark Ages. If you don’t own that 
book, they work like this:

When you want to perform more than one action 
at a time, you must first declare how many actions 
you’re going to take. Then, the first suffers a –1 die 
penalty, and also raises its difficulty by +1, with each ac-
tion afterward increasing the penalty and difficulty by 
one additional point. If this would push the difficulty 
higher than 9, then no more actions can be taken. Ad-
ditionally, when using multiple actions, no more than 
one action may be an attack.

Design Note: This version of the 20th Anniversary 
multiple action rules was chosen chiefly because while 
multiple actions can be exciting and useful in moder-
ation, watching characters roll out attack after attack 
after attack slows play to a crawl when it happens every 
turn. Many Exalts can trivially generate enormous dice 
pools, and the “split up your dice pool between your 
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various actions” version of the multiple action rules 
were a recipe for disaster in that respect.

extra aCtions
“Extra actions” are actions generated by a special 

rule or power such as the Time Sphere, Celerity, or 
spending Rage, usually rolled with your full dice pool. 
Unlike multiple actions, above, extra actions can and 
usually will allow characters to launch more than one 
attack in a single turn.

All extra actions occur at the end of the turn, af-
ter everyone has taken all of their normal actions. In 
the event that more than one character is taking extra 
actions, these are resolved in the same Initiative order 
that characters used to act during the turn.

initiative
Exalted vs World of Darkness uses the V20 Dark 

Ages Initiative rules. To determine Initiative, combine 
a character’s Dexterity + Wits, then roll a single die 
and add its result to that value at the beginning of each 
turn. Action is resolved from highest Initiative value to 
lowest, with ties going to the character with the highest 
Dexterity + Wits. Players do not have to declare their ac-
tions in advance from lowest to highest Initiative. You 
announce what you’re doing when your turn comes 
up, simple as that.

Design Note: I’ve never actually met anyone who 
liked “declare up, resolve down,” and I’ve encountered 
very few people who didn’t immediately house rule it 
into working the way it does in V20 Dark Ages, even 
15 years before that book came out. While “declare 
up, resolve down” does offer a little bit more tactical 
nuance, in that you need to anticipate the actions of 
higher-Initiative players, who are able to strategize with 
more knowledge about what actions lower-Initiative 
players will take… in practice, 99% of World of Dark-
ness fights historically play out as both parties lining 
up and clawing each other’s faces off until one side is 
wiped out or has to run for it, with the majority of tac-
tics revolving around movement and target selection, 
not tricky use of active defenses.

aBorting aCtions
The rules for aborting actions (generally used to can-

cel your declared action in favor of defending yourself) 
are found on page 274 of V20, along with being present 
in most other 20th Anniversary corebooks. Exalted vs 
World of Darkness doesn’t use this rule at all, because 
characters declare and act according to their Initiative 

order. Ignore all rules for aborting actions completely.

Full deFense
If you’re attacked before your turn and you decide 

to use full defense (see V20, p. 275), you can do that, 
and, as mentioned before, you don’t have to use any 
“abort action” mechanic to do so. It does mean that 
when your turn arrives, you’ve already declared your 
action, though; full defense precludes the use of mul-
tiple actions.

multiple opponents
Exalted vs World of Darkness doesn’t use the rule 

for multiple opponents found on page 276 of V20. 
Burying an Exalt in enemies may be effective due to 
sheer weight of numbers, but the Chosen have no par-
ticular difficulty dancing through swarms of foes and 
striking them down.

grappling
Exalted vs World of Darkness uses the grappling 

rules found on page 298 of W20, where only the char-
acter in control of a clinch gets to hold the enemy or 
inflict damage, and a clinched character who wishes 
to damage the individual grappling her must first turn 
the tables and gain control in order to do so. It specif-
ically doesn’t use the clinch rules on page 276 of V20 
where both characters in a clinch damage one another 
every turn. Dragon Coiling a Methuselah for six levels 
of damage only to instantly get popped like a grape by 
Potence 8 is hilarious, but not particularly heroic.

soaK
It is assumed that mortals – that is, ordinary human 

beings – cannot soak lethal or aggravated damage with 
their Stamina, and must use armor to protect them-
selves from bullets and the claws of angry beast-gods.

movement
Oh, boy.
Let me start by saying this: If you already have a 

preferred set of movement rules that work for you, and 
changing things up would be a pain in the ass, then 
keep using them. You’ll find the Charms in this book 
work with them just fine.

That being said, the movement rules in the 20th An-
niversary World of Darkness games are arcane, creaky, 
and significantly more complicated than most people 
remember. A lot of people who think they’re playing 
the rules-as-written are actually using movement rules 
imported from First or Second Edition Exalted. The 
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20th Anniversary movement rules also don’t exactly 
match from game-to-game either; movement in V20 
and M20 is more restrictive than in W20.

To briefly re-familiarize you, there are three move-
ment rates: walking (seven yards per turn), jogging (12 
+ Dexterity yards per turn), and running (20 + [3 × 
Dexterity] yards per turn) (or 20 times [3 × Dexterity] 
yards in C20, which is hopefully a typo but God knows, 
maybe someone intended changelings to be the For-
mula One racers of the supernatural world). In com-
bat, moving at all requires using up an action; moving 
and doing anything else (like attacking) requires taking 
multiple actions. In V20 and M20, you can move up 
to no more than half your maximum running distance 
and still act; W20 has no such restriction. Also in V20 
and M20 if you act while moving, you suffer a penal-
ty equal to the number of yards traveled; again, W20 
lacks this rule.

Again, whatever ruleset you want to use will work. 
That said, here’s my suggestion, since none of the game 
lines perfectly align with one another:

Characters may reflexively move up to their walk-
ing or jogging distance on their turn, or use an action 
to move their full running distance. All Exalted powers 
that enhance a character’s “movement” speed apply to 
all forms of movement (so if a power triples your move-
ment, your walking distance becomes 21 yards, your 
jogging distance [12 + Dex] × 3, and so on). Ignore 
penalties for acting while moving, and assume that by 
taking multiple actions, characters can move their full 
run distance and still attack.

aBilities
Some 20th Anniversary World of Darkness games 

use slightly different Ability arrays than others, partic-
ularly Werewolf and Changeling. The Exalted use the 
following core Abilities:

• Talents: Alertness, Athletics, Awareness, Brawl, Em-
pathy, Expression, Intimidation, Leadership, Streetwise, 
and Subterfuge.

• Skills: Animal Ken, Crafts, Drive, Etiquette, Fire-
arms, Larceny, Melee, Performance, Stealth, and Survival.

• Knowledges: Academics, Computer, Finance, In-
vestigation, Law, Medicine, Occult, Politics, Science, 
and Technology.

Most of these Abilities should be described in 
whatever book you’re using, but as for the few that 
might not be:

• Animal Ken deals with understanding, training, 
and commanding animals.

• Awareness is a sensitivity to and awareness of un-
natural or uncanny phenomena. It’s the Ability to roll 
to notice there are ghosts gathering in the building and 
that they mean you harm.

• Finance deals with knowledge and manipulation 
of commerce and financial systems.

• Larceny is used for criminal activity such as break-
ing and entering, defeating security systems, and pick-
pocketing.

• Occult measures knowledge of the supernatural 
and magic.

• Performance is used for artistic performance such 
as singing, dancing, acting, and playing music.

• Politics deals in knowledge and manipulation of 
the politics of the moment.

Exalted vs World of Darkness doesn’t use Art, Bu-
reaucracy, Cosmology, Enigmas, Esoterica, Gremayre, 
Kenning, Martial Arts, Meditation, Primal-Urge, Re-
search, or Rituals.

speCial systems For the exalted
The Exalted have special interactions with certain 

Storyteller rules, and a few new subsystems of their 
own. These are detailed here, where they apply uni-
versally to the Exalted within the World of Darkness. 
Rules specific to a given type of Exalt can be found in 
the relevant chapter of this book.

Caste and aspeCt aBilities
All Exalted have certain Abilities which are consid-

ered to “belong” to their Caste (or Aspect, in the case 
of Dragon-Blooded). When making a roll involving 
one of an Exalt’s Caste/Aspect Abilities, 1s do not sub-
tract successes. Caste/Aspect Abilities can still botch.

The Lunar, Alchemical, and Liminal Exalted pos-
sess Caste Attributes. The same rule applies: any 1s that 
appear in rolls based on one of their Caste Attributes 
don’t subtract successes. This includes both soak rolls 
(which are based on Stamina) and Strength-based dam-
age rolls (as with Brawl and Melee attacks).
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parrying and BloCKing
In the Storyteller system, blocking and parrying are 

two distinct mechanics that mostly work the same. Par-
rying is done with Melee, blocking with Brawl. Unlike 
other beings, the Exalted may attempt to parry ranged at-
tacks. Yes, you can even parry bullets. If you give yourself 
super-tough hands that won’t be destroyed on contact 
with a sword or shotgun slug by using something like 
Invulnerable Skin of Bronze, you can block them too.

soaK
Exalted characters may roll their Stamina (plus any 

dice from armor, if they’re wearing it) to soak bashing, le-
thal, and aggravated damage at difficulty 6. The big danger 
to the Chosen where aggravated damage is concerned is 
that it’s harder to heal with their magic than lethal damage.

poison and disease
Exalted lower the difficulty to resist, soak, or recov-

er from all poisons and diseases by –2. Non-supernat-
ural diseases can weaken the Exalted, but cannot kill 
them, and each successive roll an Exalt makes to recov-
er from a disease lowers its difficulty by –1. Incurable 
diseases such as HIV are purged from an Exalt’s system 
after (8 – Stamina) weeks.

health and healing
The Exalted generally possess the normal human 

compliment of seven health levels, but they heal much, 
much faster. Use the chart below to determine Exalted 
healing times.

Exalted healing is more like slow regeneration 
than the normal process of recovering from physical 
trauma. The wounds of the Chosen never heal badly, 
and so they never suffer scars or crippling injuries from 
anything less than full amputation of a body part.

While the Chosen cannot regrow lost body parts 
(at least, not without employing powerful healing mag-
ic), they can heal the effects of disfiguring supernatural 
powers such as Vicissitude, reverting unwanted alter-
ations as though they were lethal injuries to their Inca-
pacitated health level.

supernatural resilienCe
Many of the night people wield terrible powers 

against which mortals have little recourse or hope for 
recovery. The Exalted are never considered to be mere-
ly human for the purpose of any supernatural power 
which has a lessened effect against supernatural targets. 
For example, a werewolf Gift which withers its target’s 
limb for several days, but whose effects are permanent 
when aimed against a normal human, would only with-
er an Exalt’s limb for several days. If a vampire Disci-
pline sends other vampires affected by it into torpor, but 
kills humans outright, then it will knock an Exalt into a 
short coma rather than slaying them on the spot.

stunting
For an Exalt, doing something in a ridiculous, 

flashy way never inflicts a penalty or increases the dif-
ficulty of their action. “Kick a guy in the stomach” has 
exactly the same difficulty as “Swing around a lamp-
post and kick a guy in the face with both feet.”

intimaCies
Long ago, Creation trembled beneath the un-

leashed passions of the Chosen, and 10,000 years have 
done nothing to lessen the intensity of their convic-
tions. All Exalted characters have Intimacies, special ties 
or principles that are of utmost importance to them. 
Generally these are articulated either as a personal tie 
and the context for that tie, such as “My wife (love),” 

health level recovery times

health level
bashing  

recovery time

lethal/aggravated  
recovery time

Bruised 30 minutes One hour

Hurt 30 minutes 12 hours

Injured 30 minutes One day

Wounded 30 minutes Two days

Maimed One hour Two days

Crippled One hour Three days

Incapacitated One hour Five days
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“Prince Marcus Vitel (hatred)”, or “Chicago (home-
town pride),” or else as a statement of the character’s 
personal philosophy or values, such as “Never expect 
anyone to look out for anyone but themselves,” “With-
out the love of the Lord we are truly lost,” or “With 
great power comes great responsibility.”

Most Exalted characters have three Intimacies. If 
an Intimacy becomes irrelevant or impossible to sus-
tain (for example, if she succeeds in destroying the 
vampire who killed her family), she can adopt a new 
Intimacy to replace it at the beginning of the next sto-
ry. Alternately, at the end of a story an Exalt’s player 
can voluntarily abandon and replace a single Intimacy 
that she feels is no longer relevant to her character.

Whenever something attempts to force an Exalt to 
act against, abandon, or betray an Intimacy, the Exalt’s 
player can make a Willpower roll against difficulty 8 to 
refuse to do so. This remains true even if the Exalt is 
under the influence of a supernatural power (such as 
Dominate) that she already failed to resist. Her Intima-
cy acts as a second line of defense.

Once per session, when an Exalt acts to strongly 
support or affirm one of her Intimacies, she may gain 
a Willpower point on the spot.

essenCe rating
Exaltation carries with it a tiny sliver of divine pow-

er. When one of the Chosen is newly-Exalted, this is 
little more than a dim spark plucked from the heart of 
the cosmos, but it may grow over time and experience 
into a raging inferno of ancient power unleashed once 
more upon the Earth. The intensity of this personal 
divinity is measured by a character’s Essence rating.

Essence rating governs an Exalt’s power in much 
the same way Generation does for vampires, Rank for 
werewolves, and Arete for mages. It determines both 
how much Essence she may store in her Essence pool, 
as well as how many Essence points she may spend in 
a single turn.

All Exalted begin at Essence 1, and may raise this 
value over time through active exercise of and intense 
meditation upon the power within them (or, in plain 
language, by spending experience points).

essenCe pool
The Chosen power their miracles with Essence: 

the raw power of the cosmos, distilled from the power 
of their soul and the blessing of Exaltation. The nature 
of a character’s Exaltation and the power of her Es-
sence rating determine how any points of Essence she 
can store at once, as well as how quickly she can spend 
her Essence to evoke Charms and other miracles.

lUnars, sidereals, & alchemicals

essence rating essence Per tUrn essence Pool

1 1 8

2 2 10

3 3 12

4 3 14

5 4 15

liminals

essence rating essence Per tUrn essence Pool

1 1 6

2 2 8

3 2 10

4 3 11

5 3 12

dragon-blooded

essence rating essence Per tUrn essence Pool

1 1 5

2 1 6

3 2 7

4 2 8

5 3 10

solars, abyssals, & infernals

essence rating essence Per tUrn essence Pool

1 1 10

2 2 12

3 3 15

4 4 17

5 5 20
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Charms
The miracles of the Exalted take the form of a se-

lection of distinct, Essence-fueled miracles known as 
Charms. Charms are divine acts channeled through 
human action, and generally manifest as incredible 
displays of prowess or power.

Like many powers in the World of Darkness, 
Charms have dot ratings next to them. These ratings 
indicate how expensive a given Charm is to purchase 
with experience, and also generally how powerful it is. 
Unlike werewolf Gifts, a character’s Essence rating in 
no way acts to restrict her access to Charms; she has 
full license to buy any Charm she wishes to from the 
moment of character creation. And unlike the Disci-
plines of vampires, the Spheres of mages, or the Arts 
and Realms of changelings, Charms do not have to be 
purchased in ascending order based on their dot rat-
ings. A player whose character possesses not a single 
Dawn Charm could buy a 5-dot Charm without hav-
ing other Dawn Charms beforehand.

Different Exalted employ different Charms, and 
these various and sundry miracles are detailed in Chap-
ters Three through Eight. Exalted can generally only 
use their own Charms; Solars may only purchase and 
use Solar Charms, never Lunar or Sidereal Charms.

anima poWers
Each Caste and Aspect has its own anima power: 

a unique supernatural benefit that can only ever be 
enjoyed by Exalted of that particular Caste or Aspect. 
Some of these powers require an expenditure of Es-
sence, while others provide permanent benefits the 
Exalt always enjoys. They’re detailed in the chapters 
dealing with specific Exalt types.

anima Banner
All human beings are surrounded at all times by 

an invisible spiritual aura. A few supernatural powers, 
such as a vampire’s Auspex, are able to view this aura 
(and learn something about an individual’s mental 
and spiritual state). The Dragon-Blooded call this spiri-
tual mantle the anima, and when the Exalted spend Es-
sence rapidly, fragments of elemental or divine power 
flood into their anima and may cause it to become visi-
ble to the naked eye, glowing and burning with a color 
and texture characteristic to their brand of Exaltation.

An Exalt’s anima banner becomes visible when she 
spends 3 or more points of Essence in a single scene. 
In the Age of Legends, an anima banner could tower 

spending essenCe
The amount of Essence an Exalt can spend per 

turn is limited by the power of her Essence rating. If 
she wants to use a Charm, spell, or other effect which 
demands more Essence to activate than she can spend 
in a single turn, then she must spend several consecu-
tive turns spending Essence to fuel the effect before it 
activates.

regaining essenCe
Essence refines itself from the furnace of an Ex-

alt’s soul, empowered by the inherited blessings of the 
Age of Legends. While there are certainly ways to stoke 
an Exalt’s Essence to replenish itself more quickly, they 
are ultimately not reliant on external sources of power 
to renew themselves.

Of course, renewable power isn’t the same thing 
as limitless power. In the Age of Legends, every rock 
and tree, every gust of wind and blade of grass almost 
glowed with ambient Essence. The World of Darkness, 
by comparison, is the cold ashes of a long-dead flame 
burying a few, a very few, smoldering embers. Without 
a superabundance of spiritual energy to empower their 
every breath, the Chosen replenish their Essence far 
more slowly than they did in the time before time.

Exalted characters may regain Essence in the follow-
ing ways:

• Solars, Infernals, Alchemicals, and Dragon-Blood-
ed gain (3 + Essence rating) points of Essence when 
the sun rises each day, whether they can see the sunrise 
or not. Abyssals, Lunars, Sidereals, and Liminals gain 
the same amount at sunset.

• If an Exalted character begins a scene at 0 Essence, 
she gains 1 Essence.

• Every 15 minutes spent within a Dragon Nest re-
stores 1 point of Essence.

• Each Caste and Aspect has a specific method for 
provoking a surge of Essence to renew themselves. 
These are detailed in the relevant chapters.

• In the Spirit World, Solars, Lunars, Sidereals, 
Infernals, Alchemicals, and Dragon-Blooded gain 1 
point of Essence every three hours.

• In the Dreaming, all Exalted gain 1 point of Es-
sence every six hours.

• In the Underworld, Abyssals and Liminals gain 1 
point of Essence every three hours.
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several stories into the air, and was visible from leagues 
away. In the mystically-depleted World of Darkness, 
the anima banner reaches only a few feet above the 
character’s head, and is as bright as a burning bonfire. 
This divine incandescence fades away (Essence rating 
× 3) minutes after the Exalt stops actively spending Es-
sence.

Caste marKs
The Solar, Lunar, Sidereal, Infernal, and Abyssal 

Exalted are marked by the ancient symbols of their 
patrons from the Age of Legends. With a moment’s 
concentration, any of the Chosen may cause the mystic 
symbol of their Caste to appear and blaze upon their 
forehead in an unmistakably supernatural display. 
Those who see an Exalt’s caste mark know instinctively 
that its bearer is a potent supernatural being, but noth-
ing more. Only the most wise and ancient of spirits 
might recognize the Chosen for what they truly are: 
the ancient heroes of the Age of Legends, once more 
unleashed into the world. A character’s caste mark also 
involuntarily appears while her anima banner does, 
glowing brightly enough to be visible through anything 
covering her forehead.

experienCe
Characters in Exalted vs World of Darkness gain 

experience points in much the same fashion as any oth-
er World of Darkness game. They spend those points 
according to the chart below:

anCient sorCery
The Age of Legends was a time of gods and de-

mons, heroes and miracles… and of magic, great and 
wondrous magic which turned mighty rivers in their 
courses, called down storms which destroyed cities, 
and bent the very courts of the stars in the sky.

Such godlike feats were lost along with the rest of 
the Age of Legends, and the thin spiritual substance 
of the World of Darkness is likely incapable of sus-
taining them even if they could be recovered. Still, the 
Dragon-Blooded have managed to preserve a few pal-
try scraps of the magic of prehistory, carefully passing 
spells and rituals down from generation to generation. 
For as much as they have preserved, they know that 
they have lost yet more, and that some of it might still 
be recovered. The Terrestrial families have been record-
ing their spell-lore for as long as there have been ways 
to record information, after all. Ancient sorcery has 
been committed to clay tablets, papyrus scrolls, sheets 
of parchment, and even carved upon human skulls. 
Some of it is still out there, lost and waiting to be 
found, or stolen and filed away in some magician or 
monster’s library: curios of clear arcane significance 
but which demand a strange and hard-to-replicate pow-
er to fuel their effects.

Exalted who wish to learn ancient sorcery must 
meet the following criteria:

• They need an Occult rating of at least 3.

• They need some way to learn any given spell, be it 
a mentor who already knows the magic or a grimoire 
containing instructions in how to cast it. 

Most Dragon-Blooded families have the ability to 
impart at least a few spells to their scions, and Sidere-
als are highly adept at seeking out lost receptacles of 
arcane power. The rest of the Chosen – once they real-
ize that ancient sorcery exists in the first place – must 
hunt after these mystic secrets on their own, barter for 
them from Terrestrial or Sidereal instructors, or seize 
them from the vaults of the night people.

What follows is a selection of ancient sorcery 
spells that might be contained in the libraries of the 
Dragon-Blooded or rediscovered in the world.

exPerience Point costs

neW ability 3

ancient sorcery sPell 10

attribUte current rating × 4

caste attribUte1 current rating × 3

ability current rating × 2

caste ability current rating × 1

caste or favored charm Charm rating × 3

other charm Charm rating × 4

WillPoWer current rating

essence current rating × 8

1   only Lunars, Alchemicals, and Liminals have Caste attributes
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aWaKened eye oF the dragon
This hour-long ritual awakens the spiritual Essence 

of a Dragon Nest and grants its blessing to the Exalt 
and her companions for one full cycle of the moon.

System: Spend 5 Essence to begin the ritual, and 
roll Wits + Occult (difficulty 7) to contest with the spir-
it of the Dragon Nest. It is otherwise identical to the 
Rite of the Opened Caern (see Werewolf 20th Anniver-
sary edition, p. 206).

argent miraCle Binding
This spell works exactly as the Rite of the Fetish 

found on page 213 of W20, save that the sorcerer rolls 
Wits + Occult against difficulty 9, and the binding it-
self occurs over the course of a ritual lasting for (Fe-
tish’s rating) hours, during which time the sorcerer 
must spend (Fetish’s rating × 3) Essence. As a result, 
this spell is almost always performed in a Dragon Nest.

Bone lion
This dreadful spell requires a living sacrifice to en-

act. The sorcerer must ritually blind and eviscerate a 
human being while making the necessary incantations 
and ritual movements. The body shudders and splits 
apart as a terrible lion made of jagged, spiky bones 
claws its way out of the cadaver, and then mercilessly 
hunts a target that the sorcerer names for 101 days.

System: Spend 5 Essence at the culmination of the 
necessary ritual sacrifice, and make an Intelligence + 
Occult roll against difficulty 7. If successful, the bone 
lion appears and begins its hunt. The bone lion can 
unerringly intuit the direction to travel in to locate its 
quarry until it is roughly a mile away; from there, it 
must hunt and track the target by normal means.

After successfully killing its target, the lion crumbles 
to dust. If the target can evade the sorcerous construct 
for the full 101 days, it turns its uncanny tracking abili-
ties against the sorcerer who created it, and attempts to 
slay her in a frustrated rage.

Burning eyes oF the oFFender
The sorcerer speaks the 17 secret names of divini-

ty, causing her anima to sear the eyes of all those who 
dare to look upon her. Anyone attempting to stare di-
rectly at the sorcerer weeps uncontrollably.

System: Spend 3 Essence and make an extended 
Intelligence + Occult roll against difficulty 7. Once the 
player accumulates five successes, the spell is complete, 
and her anima burns with terrible light. Anyone at-
tempting to attack her or otherwise move against her 
raises the difficulty of their actions by +2. This spell 
lasts for one scene, or until the sorcerer claps her hands 
and bows her head to end it prematurely.

Calling the CaliBration gate
The sorcerer offers her Essence to the four points 

of the compass, then strikes the ground. When she 
straightens, an ancient, crumbling archway stands be-
fore her, granting passage into the otherworlds.

System: Spend 4 Essence and make an extended 
Intelligence + Occult roll (difficulty 7). Upon accu-
mulating five successes, the Exalt summons a gateway 
which allows anyone who walks through it to pass into 
the Spirit World, Underworld, or Near Dreaming – 
the sorcerer decides which upon casting the spell. The 
Calibration Gate remains present for a number of 
minutes equal to the sorcerer’s Essence, at which point 
it vanishes as suddenly as it appeared.

Calling the gulls With BeaKs oF steel
The sorcerer speaks a curse against a building, 

trapping all its occupants within. Moments later, a 
great flock of seagulls descends and surrounds the 
building, balefully eyeing all obvious exits. They swoop 
down and attack anyone who tries to leave the build-
ing with their cruel, iron-shod beaks. The gulls persist 
in attacking until their targets either make it at least 
a block away from the building, or until they retreat 
back inside.

System: Spend 5 Essence and make an extended 
Intelligence + Occult roll against difficulty 8. Upon ac-
cumulating eight successes, ten flocks of seagulls gath-
er, and will encircle the building for the next 12 hours. 
Use the traits for a swarm of birds found on page 391 
of V20. The birds won’t stop anyone from going into 
the building, but will indiscriminately attack anyone 
attempting to leave.

The gulls aren’t infallible. They can’t watch under-
ground passages, and it’s possible to trick them by, for 
example, drawing the majority of the birds to one side 

bone lion

The bone lion has Strength 7, Dexterity 5, 
Stamina 7, Perception 4, Wits 3, Alertness 4, 
Brawl 4, Stealth 4, and Survival 5. Its claws and 
fangs inflict Strength + 2 lethal damage, it can 
soak lethal but not aggravated damage, and it 
has the normal complement of seven Health 
Levels. If destroyed, the bone lion reconstitutes 
itself at sunset unless its bones are burned.
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of the building while someone tries to escape out of 
the back.

Cirrus sKiFF
The sorcerer calls down a small cloud from the 

heavens to ride upon.
System: Spend 3 Essence and make an extended 

Intelligence + Occult roll (difficulty 8). Once the player 
accumulates five successes, a cloud descends from the 
sky and waits patiently for her to climb upon it. The 
cloud can hold up to six people, and once the sorcerer 
signals it to depart, it flies up into the sky and car-
ries her to a destination she decides upon while cast-
ing the spell. The cloud travels at 200 miles per hour 
once it ascends high enough that obstacles like trees 
and office buildings are no longer a concern, and its 
enchantment prevents those riding upon it from being 
troubled by wind, cold, or thin air. Once the Cirrus 
Skiff departs, the sorcerer cannot prematurely cancel 
its journey, change its destination, or force a landing.

Corrupted Words
The sorcerer threads her Essence into a forbidding 

curse and casts it upon another while looking him in 
the eye. Whenever the target attempts to speak of a 
certain topic forbidden by the sorcerer, he doubles 
over and uncontrollably vomits a torrent of worms and 
maggots. This spell keys off of intent to communicate 
rather than specific spoken words, and so it will still 
trigger if the subject attempts to use sign language, writ-
ing, or pantomime to speak about the banned topic.

System: Spend 4 Essence and make an extended 
Manipulation + Occult roll against difficulty 7. Once 
the player accumulates five successes, the spell takes 
hold. Each time the target vomits worms and maggots, 
they suffer one automatic level of bashing damage. The 
effect of Corrupted Words is permanent upon mortals 
so long as the sorcerer lives, and fades after a year and 
a day when directed against supernatural targets. The 
sorcerer may revoke her curse at any time she wishes by 
paying 1 Essence and drawing a long, thick worm out 
of the subject’s mouth, then casting it aside.

danCe oF the smoKe CoBras
The sorcerer recites an ancient chant in a forgot-

ten language, even as her fingers form the symbols 
which follow after fire and treachery. Several man-
sized cobras made of writhing smoke appear around 
her and strike at an enemy of her choosing. Anyone 
killed by smoke cobra venom dies in writhing agony 

as their blood turns to smoke and pours out of their 
body, leaving behind a desiccated corpse frozen in a 
horrifying death-rictus.

System: Spend 5 Essence and make an extended 
Intelligence + Occult roll against difficulty 7. Upon ac-
cumulating five successes, a number of smoke cobras 
appear equal to the lower of the sorcerer’s Manipula-
tion and Wits. The cobras always act immediately after 
the sorcerer in each turn, and they persist in the world 
for (sorcerer’s Willpower rating) minutes or until the 
target they have been summoned to kill is dead.

death oF oBsidian ButterFlies
The sorcerer releases her Essence and shapes it 

into a cascade of streaming butterflies sculpted from 
razor-edged obsidian. Flashing past her shoulders in 
a glassy torrent, they shred everything within a path 
roughly 30 yards wide, 10 yards high, and 100 yards 
long. After this spell ends, the entire area of its effect 
is littered with the sharp, broken remnants of the sum-
moned insects.

System: Spend 3 Essence and roll Perception + Oc-
cult (difficulty 5). Everyone inside the attack pattern 
who isn’t behind solid cover must soak a number of 
levels of lethal damage equal to the successes rolled.

disguise oF the neW FaCe
The sorcerer reweaves herself or someone else to 

take on the physical likeness of another. This spell re-
quires ten minutes of ritual steps and gestures, focused 
on either the target (if being cast on another) or on a 
mirror (if the sorcerer is transforming herself), along 
with a rendering of the likeness of the one whose ap-
pearance is to be assumed. In the Age of Legends, it 
may be assumed that a portrait of some sort was used 

smoke cobras

The creatures summoned by Dance of the 
Smoke Cobras have Strength 4, Dexterity 4, 
Stamina 4, Athletics 4, and Brawl 4. Their at-
tacks inflict Strength + 2 lethal damage, and 
any 10s on a smoke cobra damage roll are re-
rolled as their venom ravages the target’s body. 
Smoke cobras have 10 Willpower, but cannot 
spend Willpower points. They can soak bashing 
and lethal damage, but not aggravated dam-
age. Smoke Cobras have the following health 
levels: Bruised (×4), Incapacitated.
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(and indeed this still works), but today this spell is 
more likely to use a photograph of some kind. At the 
spell’s culmination the photograph or other depiction 
erupts into silver flames, which spread over the target 
(or the sorcerer) and burns away their flesh. When the 
ashes fall, a new body exactly matching the likeness in 
the consumed photograph is left behind.

Since this spell consumes whatever medium bears 
the likeness to be copied, sorcerers are advised to 
print out digital photos, rather than simply using a cell 
phone or tablet as a focus for the spell.

System: Spend 4 Essence and make an extended 
Manipulation + Occult roll against difficulty 8. Upon 
accumulating ten successes, the subject is transformed, 
their body becoming a perfect duplicate of someone 
else. This transformation lasts for (sorcerer’s Essence 
rating) days.

emerald spirit Binding
This powerful spell allows the sorcerer to bind a 

spirit into her service. It doesn’t protect her from the spir-
it’s attempts to visit violence upon her during the course 
of the binding, and so is best performed after defeating 
or bargaining with a spirit, or in the company of allies 
who can protect her while she casts the spell.

System: This spell must be performed in the im-
mediate presence of the target spirit (being on the ma-
terial side of the Gauntlet within an area correspond-
ing to the spirit’s location in the Penumbra counts). 
The Exalt claps her hands and spend 1 Essence, pre-
venting the spirit from leaving her presence while she 
performs the rest of this spell. She must then spend 5 
Essence and make an extended Intelligence + Occult 
roll against a difficulty of the spirit’s Gnosis rating. 
Once she accumulates a total of 10 successes, the spirit 
is bound to her service for a year and a day.

Alternately, if the Exalt has defeated a spirit in bat-
tle within the last two turns, clapping her hands and 
spending 1 Essence stops the spirit from dissipating 
and draws its Essence temporarily back together. In 
this case it remains helpless to oppose her during the 
remainder of the spell, as her sorcery is the only thing 
preventing its discorporation.

A sorcerer may keep as many bound spirits at a 
time as her Essence rating. Any spirit more powerful 
than a gaffling or jaggling is beyond the scope of this 
spell to bind.
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Flight oF the Brilliant raptor
Tendrils of sorcerous power reach invisibly across 

the gulf of space, beyond the barrier of the Earth’s at-
mosphere, across the spirit-shadow of Mars and into 
the Shade Realm of Forces. There they bind pure and 
elemental flame into a deadly firebird, which is called 
to the sorcerer’s side and cast at her enemies, where it 
explodes into a torrent of incandescent flames.

System: Spend 4 Essence and make an extended 
Perception + Occult roll against difficulty 7. Upon ac-
cumulating five successes, the firebird appears, streaks 
to a point of the Exalt’s choosing within her line of 
sight, and detonates. Everything within 15 yards of the 
point of explosion is subjected to 15 dice of aggravated 
damage, and everything flammable is set ablaze.

Flight oF separation
The sorcerer erupts into a wheeling flock of flying 

creatures – usually birds, but bats or even flying insects 
are also possible – and scatters in all directions, seeking 
freedom by any means necessary. She reforms several 
minutes later and several miles away, at a place of her 
choosing, so long as that point is under the open sky.

System: Spend 4 Essence and make an extended 
Wits + Occult roll against difficulty 7. Once the player 
accumulates five successes, the sorcerer transforms. If 
the flight of birds cannot escape whatever place the 
sorcerer happens to be in, then she reforms in the 
same spot where she cast the spell.

impervious sphere oF Water
The sorcerer speaks the forgotten name of the 

Ocean Father, and whispers a prayer in a language lost 
to time. A sphere of churning water 10 feet across ap-
pears and engulfs her, protecting her from harm for so 
long as she maintains it.

System: Spend 4 Essence and make an extended 
Intelligence + Occult roll against difficulty 7. Once the 
player accumulates five successes, the sphere appears. 
The sorcerer needs not breathe while protected by the 
sphere. The water pushes out anyone inside of it when 
the spell goes off; resisting being expelled from with-
in the sphere, or attempting to push into it, requires 
a Strength + Athletics roll at difficulty 9, with each 
success allowing one foot of movement toward the 
sphere’s center. The sphere rolls (10 + the sorcerer’s 
Essence rating) dice to soak, and can suffer 20 levels 
of damage before evaporating away. It lasts for as long 
as the sorcerer concentrates utterly on maintaining its 
existence, taking no other actions.

inCantation oF spiritual disCretion
The sorcerer chants a sutra which resonates with 

the Essence of the Weaver, of patterns, and of blindness 
and silence, and thereby seals a chamber against obser-
vation from the spirit world.

System: Spend 4 Essence and make an extended 
Intelligence + Occult roll against difficulty 7. Upon 
accumulating five successes, the spell takes effect, sanc-
tifying whatever room the sorcerer stands in. Within 
that chamber, the Gauntlet rises to 9, and no creature 
in the Penumbra or Shadowlands can discern even the 
slightest feature of the room; it appears to be a colorless, 
featureless void, devoid of figures or sound. This spell’s 
effects persist for the sorcerer’s Essence rating in days.

invulneraBle sKin oF BronZe
The sorcerer transforms her very flesh into hard-

ened bronze, capable of turning aside blades and bul-
lets. The sorcerer is truly (and visibly) made of metal, but 
still needs to breathe, and thus should be wary of open 
water. She weighs around a quarter of a ton in this form.

System: Spend 3 Essence and make an extended 
Intelligence + Occult roll against difficulty 7. Once the 
player accumulates five successes, the spell is complete, 
and the character is transformed into living bronze un-
til the sun next crosses the horizon. She gains four ex-
tra soak dice, and can inflict lethal damage and block 
blades and bullets with her bare hands.

iron shade Binding
Standing within a circle of blood and bone-dust, 

the sorcerer performs an hour-long incantation to 
summon a ghost and bind it into her service. This rit-
ual may only be performed at night or in the Under-
world, and requires either the utterance of the ghost’s 
living name, possession of a piece of the shade’s body 
or of one of their Fetters.

System: Spend 5 Essence and make an extended 
Intelligence + Occult roll (difficulty 8). Once the player 
accumulates ten successes, the ghost appears at the edge 
of the summoning circle, whisked to the sorcerer’s side 
through a Nihil. The sorcerer and wraith then make 
contested Willpower rolls at difficulty 6. The first to 
gain three more successes wins the contest. Should the 
wraith win, he may depart, and is immune to this spell 
for a year and a day. Should the sorcerer win, the wraith 
must obey her commands to the best of its ability for a 
year and a day.
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magma KraKen
The sorcerer rends space and dimensions, drawing 

forth malevolence from the depths of the Spirit World 
and wedding it to impossible heat drawn from the 
Earth’s core. As she releases her spell, tentacles of mol-
ten lava erupt from the ground and lash at her foes.

System: Spend 5 Essence and make an extended 
Intelligence + Occult roll against difficulty 7. Once the 
player accumulates five successes, the spell is complete, 
and a number of burning tentacles equal to the sorcer-
er’s Essence rise up around her, appearing from points 
of the sorcerer’s choice within 30 yards. Each tenta-
cle attacks once at the end of each turn, able to strike 
at anything within 10 yards, inflicting lethal damage. 
Tentacles have Strength 8, Dexterity 5, Stamina 8, 
Brawl 5, and five Bruised health levels. They can soak 
lethal but not aggravated damage, and suffer one level 
of aggravated damage at the end of each turn as they 
quickly cool and harden.

mists oF eventide
The sorcerer summons up an opalescent mist 

that spreads out from her location to insinuate its way 

through up to three floors of a large building, or sim-
ilar amount of open ground. All those caught within 
the mist not given express protection by the sorcerer 
fall into a deep slumber.

System: Spend 4 Essence and make an extended 
Manipulation + Occult roll against difficulty 7. Once 
the player accumulates five successes, the mists appear. 
Those caught within the mists must roll Willpower 
(difficulty 9) or fall asleep for the next several hours. 
Sleepers under the influence of the Mists of Eventide 
are difficult but not impossible to wake; nearby move-
ment and speech won’t rouse them, but loud noises or 
being physically disturbed will. The mists dissipate after 
a minute or so.

most exCellent Blessing oF the air dragon
This spell can only be cast within the Spirit World. 

The sorcerer ventures to a high place, speaks the 
long-forgotten name of the elemental dragon-ruler of 
the four winds, and calls the power of elemental air to 
inhabit a mundane item.

System: Spend 5 Essence and make an extended 
Intelligence + Occult roll against difficulty 8. Once the 
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player accumulates ten successes, the item is enchant-
ed. This spell enchants a perfectly mundane, non-mag-
ical item with one of two possible blessings. The first 
reduces the item to a mere one-fifth of its original 
weight. This can reduce the Dexterity penalty of armor 
by –1, or reduce the difficulty to make attacks with a 
heavy Melee weapon by –1 (but not below difficulty 6). 
The second possible blessing allows the item’s user to 
spend 1 Willpower to cause the object to become cold 
for the rest of the scene. This can make it easy to stay 
cold in hot climates. Chilled weapons develop a rime 
of sharp ice, increasing their damage by +1.

most Fluid Blessing oF the Water dragon
This spell can only be cast within the Spirit World. 

The sorcerer ventures to a shoreline, or the open sea, 
or some other place of mighty waters, speaks the 
long-forgotten name of the elemental dragon-ruler of 
the seven seas, and calls the power of elemental water 
to inhabit a mundane item.

System: Spend 5 Essence and make an extended 
Intelligence + Occult roll against difficulty 8. Once the 
player accumulates ten successes, the item is enchant-
ed. This spell enchants a perfectly mundane, non-mag-
ical item with the power to transform according to its 
owner’s will. The object retains its material qualities, 
mass and weight, but it can adjust its form to the bear-
er’s will. Clothing can re-tailor itself to specific needs. 
A weapon can become an unobtrusive item of similar 
size until needed later. Armor can fold itself up into 
a compact cube for easy carriage. An item damaged 
while it has been shapeshifted will retain that damage 
in any form, until the item is repaired. Triggering this 
transformation costs 1 Willpower.

most inCandesCent Blessing oF the Fire dragon
This spell can only be cast within the Spirit World. 

The sorcerer ventures to a place evocative of fire, such 
as a foundry or the site of a recent wildfire, speaks the 
long-forgotten name of the elemental dragon-ruler of 
flames, and calls the power of elemental fire to inhabit 
a mundane item.

System: Spend 5 Essence and make an extended 
Intelligence + Occult roll against difficulty 8. Once the 
player accumulates ten successes, the item is enchant-
ed. This spell enchants a perfectly mundane, non-mag-
ical item with one of two possible blessings. The first 
makes the object completely immune to fire – but not, 
notably, the character carrying or wearing the enchant-
ed item. The second possible blessing allows the item’s 

user to spend 1 Willpower to cause the object to be-
come hot for the rest of the scene. This can make it 
easy to stay warm in cold climates. Heated weapons 
glow red-hot, increasing their damage by +1.

most resilient Blessing oF the earth dragon
This spell can only be cast within the Spirit World. 

The sorcerer ventures to a subterranean location such 
as a sewer or cave system, speaks the long-forgotten 
name of the elemental dragon-ruler of soil and stone, 
and calls the power of elemental earth to inhabit a 
mundane item.

System: Spend 5 Essence and make an extended 
Intelligence + Occult roll against difficulty 8. Once the 
player accumulates ten successes, the item is enchant-
ed. This spell enchants a perfectly mundane, non-mag-
ical item, making it supernaturally durable. Weapons 
so enchanted never need to be sharpened, while cloth-
ing and armor offers one additional soak die. Other 
objects increase their Structure rating by +2.

most verdant Blessing oF the Wood dragon
This spell can only be cast within the Spirit World. 

The sorcerer ventures to a forested place, speaks the 
long-forgotten name of the elemental dragon-ruler of 
primeval woodlands, and calls the power of elemental 
wood to inhabit a mundane item.

System: Spend 5 Essence and make an extended 
Intelligence + Occult roll against difficulty 8. Once the 
player accumulates ten successes, the item is enchanted. 
This spell enchants a perfectly mundane, non-magical 
item with the power to regenerate itself rapidly. Dents 
and cuts in armor seal up. Clothing mends its own tears. 
Weapons become like new after a battle. So long as an 
item hasn’t taken enough damage to destroy it outright, 
it will heal at the rate of one level of damage per hour.

rain oF spiders
The sorcerer raises her hands to the sky and bids 

clouds to gather. A clicking, rustling noise falls over the 
steadily dimming day as she gathers her Essence and 
transmits it into the heavens. Finally, the sky opens 
and thousands upon thousands of spiders of a multi-
tude of different species drift to earth in living waves, 
carried upon the wind and tiny nets of silk.

System: Spend 5 Essence and make an extended 
Intelligence + Occult roll against difficulty 9. Once the 
player accumulates fifteen successes, the rain of spiders 
begins. It covers about a mile around the sorcerer’s po-
sition, and lasts for ten to fifteen minutes. Everyone 
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caught outdoors suffers one die of bashing damage per 
turn of exposure. Getting under cover immediately is 
strongly recommended. The spiders do not vanish af-
ter the spell ends, and local exterminators are likely 
to have more business than they can handle for some 
time afterwards.

raise the sKeletal horde
The sorcerer conjures a ball of crackling Essence 

which forks out black lightning to strike one or more 
nearby corpses. These enchanted cadavers climb to their 
feet and become the sorcerer’s loyal if limited servants. 

System: This spell raises one zombie per 2 Essence 
spent to cast it. Roll Intelligence + Occult against diffi-
culty 8. Once the player accumulates ten successes, the 
dead rise at the character’s command. Zombies created 
with this spell are perfectly obedient, but unable to car-
ry out instructions much more complicated than “kill 
him,” “guard this place from anyone not wearing this 
special symbol,” or “load those crates into that truck.” 
If left to their own devices, they slowly creep about 
searching for living flesh to devour. Zombies animated 
by Raise the Skeletal Horde lose their animation after 
one cycle of the moon unless stationed within a Drag-
on Nest, whose power may sustain them indefinitely.

risen and sCreaming
The sorcerer spends an hour speaking the curses 

of dead gods, dredged from the darkness at the end of 
all things. These curses sink into the Earth and bind 

Zombies

The zombies created by Raise the Skeletal 
Horde or Risen and Screaming have Strength 
3, Dexterity 2, Stamina 4, Intelligence 1, Brawl 
2, and always act last in a turn. They have Will-
power 10 for the purpose of resisting effects, 
but cannot spend any of it. Zombies have 10 
health levels, and cannot suffer wound penal-
ties. They halve any bashing damage they suf-
fer after soak (round down), and suffer aggra-
vated damage from fire. They can soak lethal 
damage, but cannot soak aggravated damage. 
They also cannot ever heal damage. Zombies 
have no minds to speak of, and so are immune 
to any mind-controlling effect not specifically 
designed to command the walking dead.
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their hatred into the hearts of every dead thing pres-
ent, changing the enchanted corpses into a kind of 
security system. When anyone without the sorcerer’s 
blessing trespasses, the dead erupt from the soil while 
emitting a terrifying, drawn-out scream. If the intruder 
doesn’t flee immediately, they advance and feast.

System: Spend 6 Essence and make an extended 
Intelligence + Occult roll against difficulty 8. Once the 
player accumulates five successes, the spell is complete, 
and every buried corpse within 100 yards is cursed to 
erupt from the earth, shrieking madly, if anyone comes 
within 30 feet of their resting place. This screaming 
continues for one turn, during which time the person 
who set them off may either present a sign of passage 
created by the sorcerer at the time of the spell’s casting 
(this sign can be a word, a symbol, a specific object, a 
quick dance – whatever the sorcerer desires) or run for 
their life. If they do neither, then the zombie attacks, 
still screaming until it fills its mouth with flesh.

This spell endures for one week, but its duration 
may be renewed if the sorcerer feeds 2 Essence into the 
ground before the enchantment expires.

sapphire ritual oF exorCism
The sorcerer adorns a chamber with ritual im-

plements reflecting the five elements, the sun, the 
moon, the stars, and the grave, then slowly focuses her 
Essence into a purifying mandala of absolute reality 
which splits apart any unnatural joining of matter and 
spirit.

System: The character enacts an hour-long ritual, 
then spends 5 Essence and makes an Intelligence + 
Occult roll against difficulty 8. Success ends any form 
of possession afflicting the ritual’s subject, ejecting 
the possessing spirit or shade. Because of the ritual’s 
length, its subject must usually be restrained in some 
way if they don’t consent to the exorcism. This spell 
terminates possession by spirits and ghosts, mind and 
spirit-riding with powers such as high-level Animalism 
or Dominate, the Dragon-Blooded Charm Sense-Rid-
ing Method, and so on. It immediately evicts demons 
from their hosts (whether that be mortal flesh or a 
graven idol), and can even separate the Bane from a 
fomor – although fomori suffer 10 dice of lethal dam-
age as the Bane rips its way free of their flesh, rolled 
at a rate of one die per minute over the course of 10 
agonizing minutes.

the tree’s many BranChes
As the sorcerer gathers her Essence and casts this 

spell, tree branches sprout from her torso. At the 
spell’s culmination, the bark of these branches cracks 
and explodes, revealing additional arms that precisely 
match the Exalt’s original limbs.

System: Spend 3 Essence and make an extended 
Intelligence + Occult roll against difficulty 7. Once the 
player accumulates five successes, the sorcerer grows 
additional sets of arms equal to her Essence rating 
for the rest of the scene. Whenever the sorcerer takes 
multiple actions using her new limbs, each subsequent 
action raises its difficulty as normal but doesn’t suffer 
a penalty to its dice pool. If the sorcerer has three or 
more sets of additional arms, she can make up to two 
attacks per turn by using multiple actions, rather than 
being limited to only one attack per turn as normal.

Wood dragon’s ClaWs
The sorcerer transforms her hands into enormous 

claws of jagged wood, capable of catching spirits on 
their Essence-infused tips. This transformation en-
dures for precisely 9,999 breaths (about ten hours), or 
until the sorcerer completely submerges her claws in 
the Earth.

System: Spend 3 Essence and make an extended 
Strength + Occult roll against difficulty 7. Once the 
player accumulates five successes, the spell is complete, 
and the character’s hands become rending claws which 
inflict Strength + 2 aggravated damage, and which may 
strike spirits so long as the Exalt can perceive them. 
The sorcerer can stake vampires with her bare hands 
by making an attack at difficulty 9 and inflicting at 
least three levels of damage.

lost knoWledge

Abyssal Exalted have one additional avenue of 
exploration open to them in order to pursue 
ancient sorcery. When objects of power are 
destroyed in the living world, copies of them 
made of spirit-stuff, known as relics, some-
times find their way into the Underworld, and 
this has been the fate of many tablets and 
scrolls containing the magic of the Age of Leg-
ends. Even most of these relics have since been 
lost to time and the steady creep of Oblivion, 
but a few surely remain somewhere in the vast 
depths of the Underworld.
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merits and FlaWs
Merits and Flaws work exactly the same for the 

Chosen as they do for other characters: they’re pur-
chased with freebie points, and you can take up to sev-
en points of each. That said, certain merits are more or 
less appropriate for various types of Exalted, and there 
are a few new ones particular to the Chosen.

The following Merits are particularly appropri-
ate to all Exalted: Acute Sense (V20, p. 479), Because 
I Think I Can (C20 p. 181), Daredevil (V20 p. 480), 
Eidetic Memory (V20 p. 484), Language (V20 p. 484), 
Seldom Sleeps (Werewolf 20th, p. 476), and Supernatu-
ral Companion (Werewolf 20th, p. 480)

The following Flaws are particularly appropriate 
to all Exalted: Blind (V20, p. 484), Enemy (V20 p. 
490), Lifesaver (C20 p. 182), Nightmares (V20 p. 485), 
and Vengeful (V20 p. 486).

It probably goes without saying, but just in case: 
Exalted characters cannot take any Merits or Flaws that 
straight up don’t make sense because they’re aimed at 
a different sort of supernatural creature, like a vam-
pire’s Eat Food Merit or Prey Exclusion Flaw. I was 
going to make a list, but it’d be nearly a page long, so 
just use your common sense on this one.

exalted merits

anima Control (1, 2, or 5pt. merit)
The Exalt can finely control the release of her Es-

sence into her spiritual aura. The one-point version of 
this Merit allows the Exalt to select one of the follow-
ing benefits, while the two-point version allows her to 
select two.

• The character’s Exalt’s anima flare manifests as 
a tightly shining envelope of light that rises from her 
body like steam, and is no brighter than a torch. 

• The Exalt may restrain her anima until she’s spent 
4 Essence in a scene.

• The character’s anima fades after three minutes, 
regardless of her Essence rating.

The five-point version of this Merit gives the Ex-
alt full control over her anima: it only flares when she 
wishes it to.



49

Corpse doll  
(1, 2, or 3pt. merit, liminals only)

The Liminal was not entirely constructed from dead 
flesh. She also possessed body parts made of inanimate 
objects at the time of her creation, and when replacing 
parts of her body, may always utilize similar replace-
ments. For one point, these inclusions require some 
painstaking work with specific materials to prepare in 
advance, such as hand-carved wooden body parts, kiln-
fired porcelain organs, or well-built limbs of beaten and 
welded metal. It’s not convenient, but at least it gives an 
alternative to scrounging for corpses. For two points, the 
Liminal may replace her body parts with something that 
is still quite specific but is at least less work to prepare, 
such as medical prostheses or mannequin parts. For 
three points, the Liminal was made out of all manner 
of scrap, junk, and bric-a-brac, and can slap together a 
replacement limb out of old newspapers, scrap wood, 
zip-ties, and an old TV aerial in minutes.

Regardless of the value of this Merit, all replace-
ment body parts have the same flexibility and range of 
motion that a limb made of flesh would enjoy (a man-
nequin arm gains the same flexibility as a human arm, 
and so on). The Liminal also enjoys the benefit of being 
able to replace her missing or damaged bits with flesh, 
of course; this Merit simply gives her more options.

Born in Blood (2pt. merit, non-solar, 
liminal, or alChemiCal exalted only)

Before you Exalted, you were either the scion 
of a revenant family (see V20, pp.496-506, as well 
as Ghouls and Revenants), or the living child of a 
thin-blooded vampire: a dhampir (see Time of Thin 
Blood). You have no ability to wield Disciplines – Exal-
tation replaced that with Charms and mastery of your 
Essence – but you still have the slightest traceries of the 
power of the blood in you. Once per day, refreshing at 
sundown, you may increase your Strength, Dexterity, 
or Stamina by one point for the rest of the scene, or re-
flexively heal a single level of bashing or lethal damage.

priest (2pt. merit, non-liminal exalted only)
Spirits who resonate with the character’s Exalta-

tion inherently recognize her as a kindred soul and are 
inclined to treat her with courtesy and respect. Drag-
on-Blooded resonate with elementals and nature spirits 
matching their Aspect. Solars resonate with spirits of 
the sun, law, and justice. Lunars resonate with lunes and 
animal spirits similar to their totem form. Chosen of 

Journeys resonate with spirits of roads, vehicles, rivers, 
and the sea. Chosen of Serenity resonate with spirits of 
joy, hearth, and fertility. Chosen of Secrets resonate with 
trickster-spirits, guardian spirits, and spirits of wisdom. 
Chosen of Battles resonate with war-spirits and spirits of 
battle. Chosen of Endings resonate with psychopomps 
and spirits of things that are no longer part of the world. 
All Sidereals resonate with Pattern Spiders, for some rea-
son. Abyssals resonate with spectres. Infernals resonate 
with Banes and similar spirits of wickedness. Alchemi-
cals resonate with Weaver-spirits. The Exalt reduces the 
difficulty to deal with resonant spirits by –2.

This Merit costs 1 point less for Exalted of the Ze-
nith, No Moon, and Midnight Castes, as well as for all 
Sidereals. Liminals cannot purchase this Charm, as all 
spirits find their nature abhorrent.

astrologiCal College initiate 
(3pt. merit, sidereals only)

The Sidereal has seen deeper into the ancient and 
dusty houses of astrological destinies than most of her 
kind, and discovered template destinies beyond those 
instinctively grasped by her Caste. Select a second 
Caste and gain access to its Dynamic LARPing desti-
nies as well. This Merit can be taken more than once.

Brigid’s heir (3pt. merit)
The character’s dreams of the Age of Legends are 

extremely vivid on the subject of sorcery, allowing her 
to piece together forgotten spellcraft from the resonant 
Essence of her own mind and soul. Once per story, 
she may buy an ancient sorcery spell without needing 
a mentor, grimoire, or other reference.

Only Solars, Lunars, Abyssals, Liminals, and In-
fernals can take this Merit. Liminals have no ancient 
memories to draw on, but are sometimes tutored by the 
whispers of their strange patron during sojourns in the 
Underworld, or while they await revival after being killed.

exalted KinFolK (4-5pt. merit, non-solar,  
liminal, or alChemiCal exalted only)

Despite your supernatural status, your Garou tribe 
(or other Changing Breed family) still accepts you as 
Kin. They may not be wild that you’ve become… whatev-
er you are… but they still see you as being of their blood. 
Individuals outside of your immediate family, includ-
ing other werewolves, may disagree, perhaps violently. 
See Kinfolk: A Breed Apart, for details on playing Kin-
folk. You cannot have Gnosis or Gifts – your command 
of Essence has replaced it – but may still buy Kinfolk 
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Backgrounds (see Kinfolk: A Breed Apart pp.60-63) 
and use Kinfolk Rites (same book again, see pp. 69-74), 
substituting Occult in place of the Rituals Knowledge. 
This Merit costs 4 points for Dragon-Blooded, Lunars, 
and Sidereals, and 5 points for Abyssal and Infernal Ex-
alted, who face a greater struggle of acceptance by dint 
of being inherently Wyrm-tainted.

exalted Kinain (5pt. merit, non-solar, 
liminal, or alChemiCal exalted only)

Before you Exalted, you were one of those rare in-
dividuals with faerie blood running in your veins, and a 
touch of the Dreaming in your soul. See Changeling 20th 
Anniversary, pages 459-460 for rules on playing Kinain. 
You have no innate Glamour, nor any command of Arts 
or Realms – Exaltation replaced those with Charms and 
a mastery of your Essence – but you still have a Heritage, 
a single Birthright, you can see and interact with chime-
rical reality, and you need not fear the Mists.

hedge magiC (5pt. merit)
The Exalt has either already made extensive study 

of the mystic arts prior to Exaltation, or has the po-
tential to do so in the future. She may buy Paths and 
rituals from Sorcerer Revised Edition. A dot of a Path 

costs 4 Freebie Points during character creation, while 
rituals cost 2 Freebie Points. During play, Paths cost 4 
experience points for the first dot, and current rating × 
4 for additional dots, while rituals cost their rating in 
experience points. Twilight Castes, Daybreak Castes, 
No Moon Castes, Air Aspects, Chosen of Secrets, Mar-
row and Soil Aspects, and all Infernal Exalted pay cur-
rent rating × 3 for additional dots, instead.

The Merit costs only 3 points for Chosen of the 
Twilight, Daybreak, and No Moon Castes. It costs 4 
points for Sidereals, Air Aspects, Marrow and Soil As-
pects, and Infernals.

perFeCtion oF the grave  
(5pt. merit, aByssals only)

The Abyssal displays an inhuman, uncanny beauty. 
She has left behind the imperfections of life, displaying in 
its place the artistic perfection of feature and figure available 
only to the dead. The character’s maximum Appearance 
rating increases to 6, and she gains one dot of Appearance.

shade WalKer (6pt. merit, non-solar, 
liminal, or alChemiCal exalted only)

Before you Exalted, you were the living child of one 
of the Hungry Dead: a dhampyr. See Kindred of the East 
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Companion, pages 38-42 and Half-Damned: Dhampyr 
for more details, along with rules for playing dhampyrs. 
You have no Disciplines, variant soul states, or ability to 
command Chi – Exaltation replaced those with Charms 
and a mastery of your Essence – but you still have the 
blessings of Passive Joss (see Half-Damned: Dhampyr, 
pp. 53-57). Replace all instances of Humanity within the 
joss rules with Willpower. In any instance where a wave 
nature roll would normally be called for, instead you lose 
a point of temporary Willpower and a point of Essence.

Less pleasantly, you can also restore your Essence by 
devouring human flesh: inflicting three levels of lethal 
damage in this fashion restores one point of Essence, while 
stripping a body down to bones and gristle restores two.

taint’s Warning (6pt. merit, solars only)
The Solar’s caste mark tingles and itches whenev-

er she stands in the presence of a creature of darkness, 
though she doesn’t automatically know who or what is 
setting off the reaction.

driFting moon aptitude  
(7pt. merit, lunars only)

The Lunar enjoys the fullness of Luna’s mercurial 
blessings, shifting her moods, inclinations, and aptitudes 
even as her patron waxes and wanes in the sky above. The 
character may re-assign her favored Charm category at the 
beginning of each new story. For the duration of that story, 
she pays Caste/Favored experience costs for Charms of that 
category, rather than the one she initially selected during 
character creation. Casteless Lunars cannot take this Merit.

exalted FlaWs

anima Bleed (1pt. FlaW, alChemiCals only)
Whenever the Alchemical’s anima flares, it swirls 

with metallic flakes and fragments of the magical ma-
terial that defines her Caste. These settle like wet snow 
all around her. Moreover, whenever she touches some-
thing, she leaves behind glowing smears of liquid an-
ima, and footprints of the same. This trail denatures 
into pure Essence and vanishes after an hour, but 
during that time, all attempts to track her lower their 
difficulty by –3.

Fragile humanity  
(1pt. FlaW, liminals only)

There is a certain dramatic but not uncommon 
situation during which the Liminal’s humanity brief-
ly falls away and her Aspect markings stand revealed. 
Decide what that situation is. Common triggers in-
clude whenever the Liminal shouts at the top of her 
lungs, whenever she is illuminated by a flash of light-
ning, when she first takes lethal or aggravated damage 
during a scene, or in the moment when she takes a life 
with her own hands.

mistaKen identity (1pt. FlaW)
The character has come to a very erroneous con-

clusion about what has happened to her and what she 
is. An Abyssal with this Flaw might conclude that she 
has been cursed to rise from the dead as a vampire, 
while a Lunar might mistake herself for some manner 
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of were-creature. The character rigorously avoids situ-
ations she (mistakenly) believes to be of great danger 
to herself, such as avoiding sunlight during the day, 
locking herself in a windowless room on the night of 
the full moon, and so on. She is extremely reluctant to 
put her conclusions to the test, since she believes that 
doing so might result in injury or calamity.

Weird appearanCe  
(1pt. FlaW, non-alChemiCals only)

The Exalt is in some way overtly inhuman in ap-
pearance, such that she arouses immediate remark and 
attention in public if she doesn’t take some pains to dis-
guise or obscure herself. The difficulty of most social 
rolls to interact with ordinary people is increased by +1. 
This Flaw is appropriate for Lunars with aggressively no-
ticeable Marks of Luna like full-on fox tails, or Infernals 
with prominent demonic features like carapace armor or 
ram horns. Alternately, it could represent any Exalt that 
has extensively modified her body (or had it modified) 
through radical sorcery, surgically-implanted Wonders, 
or the like. Alchemicals, who are pretty weird-looking by 
default when not in Dormancy, cannot take this Flaw.

BeaCon oF poWer (2pt. FlaW)
The Exalt’s anima roars into life at the drop of a hat, 

manifesting after she spends a mere 2 Essence in a scene.

Brittle reality  
(2pt. FlaW, sidereals only)

In the Age of Legends, you were an incautious and 
arrogant abuser of the weave of fate and fortune, and real-
ity still trembles at the memory of your touch. The Exalt 
uses the rules for the Great Curse found on page 298.

driven By the elements  
(2pt. FlaW, dragon-Blooded only)

The Dragon-Blooded is powerfully influenced by her Aspect, 
and uses the Great Curse rules for her Aspect found on page 298.

heart oF glass  
(2pt. FlaW, alChemiCals only)

Your heart has been replaced by an engine of brass and 
shadows, probably in a very literal sense. There are times 
when it’s difficult to remember how to… care. The Exalt 
uses the rules for the Great Curse found on pagepage 298.

limited Forms (2pt. FlaW, lunars only)
The Lunar may only use her innate shapeshifting 

powers to assume beast forms in the same family as her 
totem shape (reptiles, mammals, birds, fish, etc.).

permanent Caste marK  
(2pt. FlaW, non-terrestrial,  
liminal, and alChemiCal exalted only)

The character’s Caste Mark is permanently 
stamped upon her brow for all to see, although it only 
glows when she wishes it to or when her anima flares.

potent aspeCt marKings  
(2pt. FlaW, dragon-Blooded only)

The character’s Aspect markings are not only unusu-
ally vibrant, they’re actively supernatural. She might have 
leaves growing in her hair, patches of bark on her skin, actu-
al smoke pluming from her nostrils when she gets excited, 
or a cold breeze strong enough to blow papers off of tables 
following her around at all times. In addition to freaking 
out ordinary people, this may draw unwanted supernatural 
attention back to the Exalt’s family and holdings.

sun-seared (2pt. FlaW, aByssals,  
inFernals, and liminals only)

As a creature of darkness, the character finds the 
touch of the sun painful. Its light in her eyes causes 
blinding headaches, and exposure to direct sunlight pro-
duces ferocious sunburns. Every 30 minutes of direct 
sunlight inflicts one level of unsoakable bashing dam-
age, and the character cannot heal damage while in sun-
light. Wearing dark glasses and heavy clothes cuts this 
damage interval down to one level of damage per hour. 
Characters with the Born in Blood or Shade Walker 
Merits may also purchase this Flaw, even if not of one of 
the normally allowed brands of Exaltation.

Bestial Fury (3pt. FlaW, lunars only)
The ancient curse of dead gods lingers in the char-

acter’s heart, transforming her rage from a weapon of 
righteous fury into an uncontrolled fire that burns 
all around her. The Exalt uses the rules for the Great 
Curse found on pagepage 298.

Casteless (3pt. FlaW, lunars only)
During her Exaltation, the Lunar ignored her des-

perate instinct to seek out a thin place in the world, and 
eventually the lunes departed without ever granting her 
their blessings. She has no silver tattoos. Moreover, she has 
no Caste. She selects two Charm categories as her Favored 
Charms, and any three Attributes as her “Caste” Attributes, 
but at the beginning of each story the Storyteller re-assigns 
what three Attributes count as her “Caste” Attributes, and 
which two categories act as her Favored Charms, as they see 
fit. The Lunar’s anima power also shifts to match the cycle 
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of the moon. She has the No Moon anima power during 
the three nights of the new moon, the Full Moon anima 
power during those three nights, and the Changing Moon 
anima power the rest of the time. Finally, she increases the 
difficulty of all shapeshifting rolls by +1.

intemperate (3pt. FlaW, solars only)
The ancient curse of dead gods lingers in the char-

acter’s heart, pushing her from heroism to hubris in 
moments of great stress. The Exalt uses the rules for 
the Great Curse found on page 298.

thrall oF the Wyrm  
(3pt. FlaW, inFernals only)

Your Exaltation is cemented to your soul with a 
dissolved devil, and that hasn’t done wonderful things 
for the balance of your sanity. The Exalt uses the rules 
for the Great Curse found on pagepage 298.

astrologiCally inept  
(4pt. FlaW, sidereals only)

For whatever reason, the subtle templates lurking with-
in the weave of destiny evade the character’s notice or grasp. 
A Sidereal with this Flaw cannot use Dynamic LARPing.

death-Wound (4pt. FlaW, aByssals only)
You still bear the wound that first killed you. This 

may be an open gash in the Abyssal’s body, a terrible 
ligature-mark around her neck, even a bullet hole that 
still sometimes leaks blood. It does not impair her in 
any way, but it is visibly the mark of an unsurvivable 
injury. The Abyssal may or may not be able to conceal 
this wound, depending on its nature; if she can, this is 
only a 3 point Flaw. The real problem is that her Death-
Wound not only reminds the Exalt of her first death, 
it also holds the lingering power to kill her again. Ene-
mies who know of her weakness may make a called shot 
to recreate her death-wound (this may require certain 
weaponry; shooting the Abyssal in the bullet-hole in the 
center of her forehead, for example, could not be ac-
complished with bare fists and would require a gun) at 
difficulty 8. Any damage inflicted by such an attack is 
aggravated, and must be soaked at difficulty 9.

aspeCt oF the Corpse  
(5pt. FlaW, aByssals only)

In the weeks following her Exaltation, the Abys-
sal’s body began to rot. While her condition in no way 
debilitates her, she now wears the appearance of cadav-
er – perhaps mummified, perhaps festering with rot. 
Her Appearance is permanently rated at 0.

reConCiling  
Cross-game systems

The World of Darkness games weren’t designed for 
crossover play.

They all run off the Storyteller System chassis, 
true, and so they’re… mostly compatible, but some-
times you’ll find a Werewolf power telling you to make 
a contested Rage roll against the target. You may have 
noticed that Exalted don’t have a Rage rating. Or you’ll 
find a Vampire power getting contested by the target’s 
Self-Control Virtue. Guess what else Exalts don’t have?

There are probably a hundred cases of this sort of 
thing scattered across the power sets of various games, 
and it would take forever to track them all down. We’ll 
cover some of the really common mechanical interac-
tions in Chapter Nine, but for now, as a broad base-
line, it’s best to have something to fall back on when 
it’s not otherwise clear what’s going on.

Therefore:
In general, if something is asking you to roll or es-

tablish a difficulty based on some trait an Exalt simply 
does not have, use Willpower instead.

In general, if something seems to be designed to 
have balanced, resistible or recoverable effects against a 
certain type of targets, while other, low-value targets just 
get screwed hard, treat Exalts as though they fall into 
whatever category of being doesn’t get shafted as badly.

In general, when dealing with absolute effects, if one 
of the night people has a power that says it turns you into 
a pig, and an Exalt has a power that says it stops people 
from turning you into a pig, the Exalt’s power wins. If two 
Exalts throw absolute effects at one another, whichever 
seems more like a defense wins. If neither seems that way, 
make a contested Willpower roll to see who wins.

Finally, some powers (such as Dominate) concern 
themselves with how powerful their target is, according to a 
game’s central ranking for power. Exalts don’t have a place 
in those particular continuums of power, but the charts on 
the next page show how they stack up if you want to see if, 
say, an Exalt is immune to Dominate, or if a spirit’s curse 
washes off of them like water off a duck’s back.

These charts, it should be noted, are intended to be 
used to calibrate mechanical interactions, not to say that an 
Essence 5 Solar is equal to an Arete 10 archmage in a fight.

magiCal items
The Age of Legends was a time of storied and in-

credible wonders forged from divine substances and 
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woven with efficacious spells and blessings. Those glo-
rious works of the Exalted vanished from the world 
long before the current Age, and the Chosen do not 
have the knowledge or resources to replicate them in 
the World of Darkness.

On the other hand, the night people have their 
own ways of imbuing items with magic, and these won-
ders sometimes make their way into Exalted hands. So: 
can an Exalt use a fetish, talisman, or other such mag-
ical artifact?

They can. Here’s how.
In order to use any magical item which demands a 

cost, Exalted pay in Essence rather than Chi, Gnosis, 
Quintessence, or whatever else the item demands.

If the item requires a roll to attune to it or activate it, 
the Exalted roll their Essence rating in place of Gnosis, 
Arete, or whatever else the item would normally demand.

Talismans and Devices which have their own 
Arete pool continue to use that pool. If a Wonder has 
a Quintessence pool, the Exalt may refill it by feeding 
the device her own Essence (each point of Essence re-
stores two Quintessence). Any Paradox generated by a 
Talisman or Device used by one of the Chosen is in-
flicted on the Wonder, not the Exalt using it (see M20 
Book of Secrets, p. 150). After leaving a Wonder with-
in a Dragon Nest for at least a week, an Exalt may at-
tempt to commune with it and cleanse it with her own 
Essence, rolling her Essence rating against difficulty 7. 
Each success purges one point of Paradox. She can’t 
attempt this again until the Wonder has bathed in the 
power of the Dragon Nest for at least another week.

magiCal item Creation
Now that the Chosen have returned to the world, 

some of them seek out anvil and spell and strive to bind 
together Essence and steel. Once, the Exalted crafted 

wonders that upheld a golden age of miracles. Now, the 
spirit sleeps a sleep beyond rousing, and little Essence 
remains to bind to the debased matter of the mundane 
world. But the Twilights and their similarly-inspired 
brethren are not without options, as detailed below…

the art oF enChantment
The ancient art of enchanting finely-crafted items 

with miraculous properties is detailed on pages 71 to 
74 of Sorcerer Revised. Though the talismans it pro-
duces are pale shadows of the legendary items of yore, 
this mystic practice is the closest modern relative of the 
wonder-forging ways of the Age of Legends.

A note should be made about the capability for 4-dot 
Talismans to “duplicate low-level supernatural abilities.” 
This is intended as a rough power guideline to produce 
evocative and interesting magical artifacts, not a carte 
blanche permission slip to find the most broken combi-
nation of 2-dot powers in every book ever published and 
to wear them as an arsenal. Frankly, the Exalted are al-
ready powerful enough to run roughshod over most any-
thing without finding some weird combination of native 
Charms and Temporis-in-a-bag, and churning out boring 
Talismans only does a disservice to your own enjoyment.

It’s also worth pointing out that magical items en-
chanted in this fashion in the World of Darkness are often 
fragile or impermanent things, unlike the nigh-imperish-
able artifacts of the Age of Legends. Particularly powerful 
Talismans often need to have their enchantments period-
ically renewed with things like blessings from high-rank-
ing clergy, elaborate rituals, anointing with the blood of a 
seventh son of a seventh son, and so forth. 

Fetishes
Fetishes are detailed on page 221 of W20. In 

short, a fetish is an item with a spirit bound into it, 

celestial exalted  
PoWer eqUivalence

essence 
rating

generation rank arete
dhar-

ma

1 8th 2 2 2

2 7th 3 4 4

3 6th 4 6 6

4 5th 5 8 8

5 4th 6 10 10

terrestrial & liminal exalted 
PoWer eqUivalence

essence 
rating

generation rank arete
dhar-

ma

1 11th 1 2 1

2 10th 2 3 2

3 9th 3 4 3

4 8th 4 5 4

5 7th 5 6 5
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granting it certain magical properties derived from the 
combined nature of the object and the spirit. A spirit 
of war bound into a knife would empower its strikes 
to be faster, harder, and more deadly; that same spirit 
bound into a computer might create a machine able to 
aggressively break through firewalls protecting sensitive 
security information.

The Chosen don’t possess the same inherent facili-
ty for dealing with and binding spirits that many shape-
shifters do, but they can pick up the knack through 
training and focus. In general, an Exalt who wishes to 
get into the fetish-making business needs either a special 
Charm such as Copper Spider Conception, or else the 
ancient sorcery spell Argent Miracle Binding.

Wonders: deviCes,  
talismans, and trinKets

“Wonder” is a broad catch-all for several distinct 
sorts of magical items, including Talismans (mystical-
ly enchanted items similar to those produced by the 
Art of Enchanting) and Devices (advanced examples 
of futuristic technology, operating on principles that 
are functionally indistinguishable from magic to the 
uninitiated). Wonders are described in detail in M20, 
starting on page 651.

Wonders can do damn near anything… in theory. 
In practice, Wonder-makers soon discover that reality 
is thin and brittle in the World of Darkness, and it 
ill-tolerates being forced to bear the weight of earth-
shaking miracles harking back to the Age of Legends. 
Such Wonders are balky and prone to malfunction or 
fail at the worst possible moments.

Creating Wonders is also a significantly more diffi-
cult endeavor for the Chosen than making Fetishes or 
lesser Talismans. In theory, the sky’s the limit when it 
comes to making Wonders. In practice, the Chosen gen-
erally need to craft Wonders entirely by hand, as any 
conflicting mystic imprint ruins the object’s potential 

to act as a vessel for the Exalt’s Essence. This imposes 
some fairly sharp limitations on the potential scope of 
magical items. Forging a magic sword? No problem, if 
you have the right skills. Fabricating a magic motorcycle 
from scratch is significantly more time-consuming and 
demanding, even with Craftsman Needs No Tools, but 
at least possible. Building a Gundam suit? Now you’re 
looking at years or decades of hand-tooling unique, cus-
tom parts, electronics, and complex machinery, putting 
them together alone, and burning through hundreds of 
millions of dollars in the process, before even getting to 
the stage of infusing the thing with Essence to make it 
function, only to have reality scream at you like a scald-
ed cat the entire time you operate it.

It’s probably easier to just go with a bulletproof 
jacket and a gun that never runs out of explosive bul-
lets, and leave spending decades or centuries rede-
fining the global paradigm until Gundam suits are a 
workable proposition to the mages.

Although all Exalted can use Wonders, only a few 
have the sheer power or proper nature necessary to cre-
ate them. Only Sidereals, Solars, Abyssals, and Infer-
nals have the wherewithal to craft such miracles, using 
special Charms such as Wonder-Forging Genius.

soulForging
Abyssals, and Abyssals alone, are capable of learning 

the ways of soulforging, and use the same systems as the 
restless dead for crafting ghostly items and artifacts. These 
are found on pages 17-20 of the Book of Oblivion.

treasures
Alone among the Chosen, the Lunar Exalted are 

capable of creating Treasures of the Dreaming in exact-
ly the same manner as the Kithain. They must remain 
Enchanted throughout the entire duration of the Trea-
sure’s creation. Rules for crafting Treasures are found 
on pages 323-324 of C20.



56

Alone among the Exalted, the Dragon-Blooded 
are “natives” of the World of Darkness. They’ve hid-
den on the periphery of the supernatural world since 
prehistory. They know the dark prophecies and dire 
portents of what’s coming. They have families, net-
works, history, and traditions.

The return of the Celestial Exalted is a flame 
unleashed upon the world, and it may well consume 
all of these things. Most of the Terrestrial Exalted 
were not consulted before the unsealing of the Black 
Vault, and it’s uncertain how they’ll react as news of 
its opening spreads. Some, surely, will agree with the 
motives and decisions made on the slopes of Sagar-
matha, but it is just as certain that others will try to 
protect the world from what they have always been 
taught is likely to be a calamity beyond comprehen-
sion or precedent. Whatever the case, after thousands 
of years of caution and restraint, the day has come for 
the Dragon-Blooded to act.

essenCe reneWal
The Dragon-Blooded are elemental beings, bound 

to the fabric of Creation rather than chosen for specific 
duties under Heaven. As such, they draw strength from 
their ties to the world itself. Once per day, a Terrestrial 
Exalt can recover 2 Essence by spending an hour in 
mediation in a place determined by her Aspect:

• Air Aspects: an elevated place where she can feel 
the wind on her body

• Earth Aspects: somewhere beneath the earth, or 
at least half-submerged in soil

• Fire Aspects: a sweat lodge, steam bath, or other 
place surrounded by heat or smoke

• Water Aspects: under or in water (meditating be-
neath a waterfall is traditional, but a bathtub will do 
in a pinch)

• Wood Aspects: surrounded by plant life (natural 
settings preferred, but a garden or greenhouse will serve)

CHAPTER THREE:CHAPTER THREE:

THE DRAGON-BLOODEDTHE DRAGON-BLOODED

The law of kings is the law of the sword! The lord of the world cannot rule! He cannot 
grasp anything but a hilt! He must subsume and become violence itself! All else is frivolity!

—Tom Parkinson-Morgan, Kill Six Billion Demons
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character creation

Creating one of the Dragon-Blooded works a lot 
like creating any other World of Darkness char-
acter. The steps are outlined below:

steP 1: character concePt

 • Consult with other players and come up 
with an appealing concept.

 • Pick out the Aspect that fits best, and note 
its anima effects (see below).

 • Select Nature and Demeanor.
steP 2: attribUtes

 • Mark down one dot in each Attribute.
 • Rank categories of Attributes (Physical, Social, 

Mental) in order of importance to your character.
 • Divide 7 dots among primary Attributes, 5 

dots among secondary Attributes, and 3 dots 
among tertiary Attributes.

steP 3: abilities

 • Note Aspect Abilities (see below).
 • Rank categories of Abilities (Talents, Skills, 

Knowledges) in order of importance to your character.
 • Divide 13 dots among primary Abilities, 

9 dots among secondary Abilities, and 5 dots 
among tertiary Abilities.

 • No Ability can have more than 3 points 
without spending Freebie Points.

steP 4: advantages

 • Choose one category of Dragon-Blooded 
Charms as Favored Charms. Favored Charms 
receive the same experience point discount as 
Aspect Charms.

 • Choose Charms (5 dots in total). At least 3 
dots of Charms must be from your Aspect Charms.

 • Select 5 dots of Backgrounds.
 • Write down three Intimacies.

steP 5: finishing toUches

 • Record Willpower (5), Essence rating (1), and 
Essence pool (5). Essence pool begins at maximum.

 • Spend Freebie Points (15), and, optionally, 
purchase Merits and Flaws (max. 7 points).

aspeCt Features
When you select your Aspect, note its anima power 

and its Aspect Abilities.

air
Erudite scholars and fierce fighters, Aspects of Air 

are equally adept at subtle action and explosive violence. 

• Aspect Abilities: Academics, Athletics, Aware-
ness, Etiquette, Finance, Firearms, Occult, Stealth

• Anima: Air Aspects ignore falling damage, and tri-
ple their jumping distance and height.

earth
Stolid, certain, resolute, and implacable, Aspects 

of Earth resonate with the hidden depths of things and 
the ways of crafting the world into permanent forms.

• Aspect Abilities: Alertness, Brawl, Computer, 
Crafts, Intimidation, Leadership, Science, Technology

• Anima: Earth Aspects reduce the difficulty of all 
soak rolls by –1.

Fire
Passionate, impulsive, lusty, and violent, Aspects 

of Fire are equally at ease in the midst of a wild fight 
or wild party.

• Aspect Abilities: Athletics, Drive, Empathy, Eti-
quette, Expression, Intimidation, Melee, Technology

• Anima: Fire Aspects are immune to damage from 
fire. Additionally, when a Fire Aspect’s anima flares, it 
does so as real rather than spiritual flames, inflicting le-
thal damage to anyone in close proximity to the Drag-
on-Blooded as though she were a bonfire (two levels of 
lethal damage per turn of exposure, difficulty 6 to soak).

freebie Point costs

Attribute 5

Ability 2

Aspect Ability 1

Charm (rating × 3)

Ancient Sorcery spell 5

Essence 10

Backgrounds 1

Willpower 1
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Water
Smooth, adaptable, and sometimes sinister, As-

pects of Water can go with the flow and exploit any 
situation to their best advantage. 

• Aspect Abilities: Brawl, Expression, Investigation, 
Larceny, Law, Politics, Streetwise, Subterfuge

• Anima: Water Aspects may breathe underwater, and 
swim at their full movement speed. When their anima is 
flaring, they can also run across the surface of water.

Wood
At times nurturing, at times venomous, Aspects 

of Wood understand the connections between living 
things and living systems.

• Aspect Abilities: Animal Ken, Athletics, Aware-
ness, Empathy, Finance, Medicine, Performance, Sur-
vival

• Anima: Wood Aspects are immune to poison. 
While her anima flares, the Wood Aspect becomes poi-
sonous to the touch; anyone making skin contact with 
her must soak 2 lethal damage per turn of contact.

appropriate BaCKgrounds
When creating your Dragon-Blooded, all of the 

following Backgrounds are appropriate choices:

• Allies (V20, p. 111)

• Alternate Identity (V20, p. 111)

• Arsenal (Hunter: The Reckoning, p. 120-121)

• Backup (M20, p. 306-307)

• Contacts (V20, p. 112)

• Cult (see p. page 290)

• Destiny (M20, p. 311-312)

• Fame (M20, p. 313-314)

• Familiar (see p. page 293)

• Fetish (W20, p. 137-138)

• Influence (V20, p. 114-115)

• Jade Talisman (Kindred of the East, p. 86-87)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (V20, p. 115)

• Resources (V20, p. 115-116)
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• Retainers (V20, p. 116)

• Secrets (W20 Changing Breeds, p. 212)

• Spies (M20, p. 325)

• Totem (W20, p. 140)

• Wonder (M20, p. 328)

Dragon-Blooded also have a few new Backgrounds 
they may purchase, and there are a few things to note 
about their use about the Backgrounds listed above.

Jade talisman
Dragon-Blooded may use talismans of pure jade 

in much the same manner as the Hungry Dead, save 
that they store their own elemental Essence within the 
talismans rather than stolen Chi.

neW BaCKground: dragon nest
Your character has seized or discovered a Dragon 

Nest – whatever the case may be, it’s hers now. Rather 
than rating its size or power, dots in this Background 
measure how secure the Dragon Nest is from hostile 
intrusion. Each dot of Dragon Nest increases the dif-
ficulty of all efforts to infiltrate or attack the Nest by 
anyone you haven’t granted access to, and a –1 difficul-
ty bonus to your attempts to spot, track, and identify 
intruders, or to defend the Nest from assault.

Note that this Background represents a Dragon 
Nest under the personal control of the character (or at 
least a group of characters, if the players have pooled 
their Background dots to buy it). It does not represent 
access to a Nest controlled by the Exalt’s family, which 
she is permitted to access at their sufferance.

neW BaCKground: dragon-touChed 
Dragon-Touched are relatives of the Terrestrial Ex-

alted who carry the blood but not the power of the ele-
mental dragons of old. Through this Background, the 
character has direct and personal relationships with a 
number of Dragon-Touched relatives. They know who 
and what you truly are, and are willing to help you out 
to the best of their abilities.

• Two Dragon-Touched

•• Five Dragon-Touched

••• 10 Dragon-Touched

•••• 20 Dragon-Touched

••••• 50 Dragon-Touched

neW BaCKground: supernatural status
No mere outsider, this Background reflects an Ex-

alt who has put in the work to embed herself in the 
power structure of one of the great supernatural societ-
ies of the World of Darkness. This Background reflects 
Abyssals who have made a home within the Camarilla 
or Sabbat, or Solars throwing in their lot with one fac-
tor or another in the war for reality. Having more than 
a few dots of this Background is unprecedented and 
probably unthinkable, but that’s par for the Exalted 
course… provided that the other players are cool with 
making your status a major plot element.

• Acknowledged; your peers recognize your 
name when it comes up. You’re a member 
in good standing, if an unusual one.

•• Credible; you’re considered noteworthy 
within your society.

••• Respected; your word carries weight, 
and you may have some manner of for-
mal position such as Harpy or Sheriff.

•••• Admired; you’re looked up to, or per-
haps feared. You certainly hold some of-
fice of formal authority, such as Keeper 
of Elysium or Seneschal.

••••• Revered; if you’re not officially calling 
the shots in your area now, it’s only be-
cause you don’t want to put that kind of 
target on your back.

speCial rules For 
dragon-Blooded

In addition to the rules that normally govern the Exalt-
ed, Dragon-Blooded have a few special rules and features.

aspeCt marKings
Dragon-Blooded Exaltation is physical, and leaves 

its mark upon their very flesh. Most Dragon-Blooded 
carry some subtle physical indication of their Aspect. 

• Aspects of Air may have blue-tinged lips, eyes 
which reflect clouds even when indoors, gusts of wind 
which blow through when their passions are high, or 
skin that is always cold to the touch. 

• Aspects of Earth are often solidly-built, with heavy 
frames. Their skin may feel gritty even when they are 
immaculately clean; as they age, their wrinkles seem 
like deep cracks or seams. If they are attractive, it may 
be the flawless polish of a classical statue.
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• Fire Aspects trend towards red hair, red eyes, or birth-
marks that look like plumes of smoke. They’re often warm 
to the touch, or are surrounded by a faint aroma of smoke.

• Water Aspects often have wavy hair and dark eyes. 
They may seem vaguely damp or slick to the touch 
(even though they’re not actually wet). They often 
smell of the sea, or the earth after rain.

• Wood Aspects trend to eyes and hair in brilliant 
natural shades, from autumn riot to a verdant green 
others erroneously assume is the product of dye. They 
smell of the forest.

anima Flux
All Dragon-Blooded are trained to be cautious 

with their use of Essence, because alone among the 
Exalted, their anima flare is highly destructive.

All Dragon-Blooded are trained to be cautious 
with their use of Essence, because alone among the 
Exalted, their anima flare is highly destructive.

• Air animas surround the Exalt with rampaging 
winds and even the occasional blast of wild electrical 
discharge. 

• Earth animas grind anything caught within their 
nimbus into rubble. 

• Water animas are filled with wild riptide currents 
and are powerfully corrosive. 

• Wood animas batter and smash whatever is caught 
in them, and periodically surge into frantically twist-
ing mandalas of ripping thorns. 

• Fire animas are most destructive of all, manifest-
ing as literal, completely real flames. 

While an incautious member of any of the other 
Aspects can wreck the furniture or damage a vehicle 
with her anima during an incautious flare, a Fire As-
pect can easily burn down an entire building if she 
loses control.

When a Dragon-Blooded anima manifests, every-
thing within 1 yard of the Dragon-Blooded suffers one 
automatic level of lethal damage each turn, which may 
be soaked as normal. Fire animas are more destructive, 
inflicting two levels of lethal damage (which may be 
aggravated for many supernatural beings that are vul-
nerable to fire).
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elemental manipulation
Dragon-Blooded may, with a moment’s concentra-

tion, perform very minor manipulation of their Aspect 
element. These aren’t mechanically consequential, but 
rather take the form of 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 the Exalt, or to bloom in response to 
her gesture. If used in any situation with actual stakes 
– such as quietly setting a stack of sensitive papers on 
fire, or using a splash of water to cause a momentary 
distraction – roll Wits + Occult against difficulty 8 to 
see if the character can summon the necessary power 
and precision.

aspeCt aFFinity
Though they may learn to wield any of the five 

elements, all Terrestrial Exalted possess a greater affin-
ity for their native Aspect. The first time in a scene 
a Dragon-Blooded spends Essence on a Charm from 
her native Aspect, reduce that Essence cost by 1, to a 
minimum of 0. Conversely, Dragon-Blooded find the 
other elements resist complete mastery; if a Terrestrial 
only has one point of Essence remaining, she may not 
spend it on Charms from an Aspect other than her 
native one. She can still spend it on non-elemental-
ly-aspected uses such as ancient sorcery.

Charms
The Charms of the Dragon-Blooded are divine 

expressions of the five elements, channeled through 
living flesh.

air Charms

exCellenCe oF the raging storm: (aBility) (•)
By feeding raw Essence into her actions, an Aspect 

of Air may perform feats far beyond the human norm.
System: Select one of the following Abilities when 

purchasing this Charm: Academics, Athletics, Aware-
ness, Etiquette, Finance, Firearms, Occult, or Stealth. 
At any time, the player may reflexively spend 1 Essence 
to add the Ability rating in dice to all rolls using this 
Ability for (Essence rating + 1) turns in combat, or 
minutes outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. Air Aspects get all versions 
of this Charm with a single purchase.



62

grasping talon oF the Wind dragon (•)
The Dragon-Blooded creates a powerful wind-vor-

tex in her hand, drawing a nearby object into her grasp.
System: With a moment’s concentration, the Ex-

alt’s player may roll Dexterity + Athletics against diffi-
culty 6 to pull an object into the character’s hand. The 
object can weigh no more than 10 pounds, must be 
within 15 yards, and cannot be held or carried by an-
other character. Alternately, the Dragon-Blooded can 
reflexively spend 1 Essence to draw the item to hand 
without need of an action or a roll (but otherwise still 
subject to the above restrictions).

language-learning ritual (•)
By spending at least an hour listening to a language, 

the Dragon-Blooded may gain temporary fluency in it.
System: Spend 1 Essence and roll Intelligence + 

Academics (difficulty 6) to capture a swirl of unfamil-
iar words within the familiar embrace of the wind. The 
character gains fluency in the targeted language for a 
number of days equal to the successes rolled. If no suc-
cesses are rolled, gain fluency for one scene.

soundless aCtion prana (•)
The Dragon-Blooded stirs the air to smother all 

noises she makes.
System: Spend 1 Essence or 1 Willpower. For the 

rest of the scene, the character’s actions make no noise 
at all unless she wishes them to.

stormWind reload style (•)
Moving with lightning speed and using powerful 

wind currents to guide shells, magazines, and bullets 
into place, the Dragon-Blooded can reload with un-
canny speed.

System: Reflexively spend 1 Essence or 1 Willpow-
er. For the rest of the scene, reloading a weapon – even 
something slow and cumbersome like a crossbow or 
cannon – is a reflexive action.

Wind-Carried Words teChnique (•)
The Dragon-Blooded may entrust her words to the 

wind, letting it carry whatever she says to a desired recipient.
System: The character speaks a message no lon-

ger than a few sentences, then rolls Wits + Etiquette. 
The wind carries her words to a desired character up 
to (successes × 10) miles away. If the target is the sub-
ject of one of her Intimacies, or if the Dragon-Blooded 
spends 1 Essence, they may be up to (successes × 100) 
miles away.

distraCting BreeZe meditation (••)
The Dragon-Blooded may stir the wind to knock 

over small objects, slam doors, rustle curtains, and oth-
erwise cause small distractions.

System: Spend 1 Essence and roll Dexterity + Sub-
terfuge. For the next (1 + successes rolled) scenes, all 
opposed rolls against the Dragon-Blooded (such as to 
detect her while she hides, or to dodge her attacks) are 
made at +1 difficulty.

elemental Bolt attaCK (••)
The Dragon-Blooded concentrates her Essence 

into a weapon, hurling a deadly elemental manifesta-
tion at her enemies. This manifestation varies based 
on her Aspect: Air Aspects hurl a lightning bolt; Earth 
Aspects, a jagged stone spike; Fire Aspects, a bolt of 
flame; Water Aspects, a lance of gleaming ice; and 
Wood Aspects, a wooden javelin.

System: Roll Dexterity + Athletics (difficulty 5) to 
aim the attack. The bolt has a damage rating of 5 (le-
thal) and a range of 40; reflexively spending 1 Essence 
raises its damage to 8 and its range to 60 for the next 
(Essence rating) turns.

gale-ForCe researCh teChnique (••)
While standing within a library or similar archive, 

the Dragon-Blooded fixes a question in her mind 
and unleashes her Essence. Violent winds disrupt the 
room, toppling books from shelves and scattering loose 
papers in all directions. If the information she seeks is 
present, then when she opens her eyes, she will find it 
sitting before her; the relevant papers have been blown 
into her hands, or the relevant book has tumbled open 
in front of her, opened to the passage she needs.

System: The character spends 1 Essence and rolls 
Intelligence + Academics against difficulty 5. Success 
allows her to locate any relevant information instantly. 
By paying 2 Essence, this Charm can also be directed 
at a computerized database, lashing the terminal with 
crackling electricity and causing the screen to glitch; 
when it clears, the information the Exalt seeks is on 
the screen before her, so long as it isn’t locked behind 
passwords she doesn’t know or otherwise hidden.

spirit-deteCting mirror teChnique (••)
The Exalt may attune her senses to reality’s other-

worldly emanations, glimpsing them in reflective sur-
faces such as mirrors or still water.

System: Concentrate and roll Perception + Occult 
(difficulty 8) while staring into a reflective surface, or 
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spend 1 Essence to bypass the roll. For the rest of the 
scene, the Exalt can see the Penumbra, Shadowlands, 
or chimerical reality within that reflective surface.

Wind Weapons (••)
With but a moment’s concentration, the Exalt 

may solidify melee or throwing weapons out of the very 
air itself.

System: Roll Wits + Athletics against difficulty 6 to 
sculpt a desired melee or throwing weapon from the air 
itself. Melee weapons last for the rest of the scene, while 
throwing weapons dissipate after being hurled, only to be 
immediately replaced by a fresh copy. Alternately, spend 
1 Essence to reflexively begin wielding Wind Weapons 
without needing to spend a turn in concentration.

elemental suCCor method (•••)
By seeking refuge in her element, the Drag-

on-Blood may rapidly restore herself to health.
System: By resting while surrounded by a potent 

manifestation of her Aspect – strong winds, bare soil, 
intense heat, immersing water, or growing things – the 
Dragon-Blood may heal bashing damage at a rate of 
one level every fifteen minutes, and lethal damage at a 
rate of one level per hour.

graCe oF mela (•••)
The Dragon-Blooded may fill herself with the fe-

rocity of the cyclone, the speed of the gale, or the gran-
deur of the raging storm simply by exposure to such 
forces of nature.

System: When exposed to a significant manifesta-
tion of the element of wind such as a powerful storm, 
or when at great elevation (atop a skyscraper, aboard 
a helicopter with its door open), the Dragon-Blooded 
adds one bonus die to all actions which roll Strength, 
Dexterity, Charisma, Perception, or Wits.

lightning hand prana (•••)
With a moment’s concentration, the Exalt can 

usurp control of the electricity powering the devices 
around her.

System: The character can operate any electronic 
device within (5 × Essence rating) yards, from a light 
switch to a mobile phone, without touching it. If the 
device she wishes to operate is actively in the posses-
sion of someone else who doesn’t want her mucking 
about with it, she must roll Intelligence + Technology 
against a difficulty of the opposing character’s Will-
power rating to do so.
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Wind-BetWeen-Worlds passage (•••)
The Dragon-Blooded attunes herself to the wind 

that blows between layers of reality, and follows it into 
one of the otherworlds.

System: Spend 1 Essence and roll Wits + Occult 
against a difficulty of the local Shroud, Gauntlet, or Ba-
nality rating. Success transports you into an otherworld 
of your choice: the Penumbra, the Shadowlands, or – if 
used at a trod – the Near Dreaming. This Charm may 
also be used in reverse to return to the material world.

Knowing this Charm also permanently conveys 
the ability to speak to and understand spirits.

elemental ConCentration tranCe (••••)
By intently focusing her Essence, the Dragon-Blood-

ed may compress many days of study into an hour.
System: Spend 1 Essence and roll Intelligence + 

Academics (difficulty 7). The player may add the char-
acter’s Essence rating in additional Ability dots to what-
ever subjects or activities the character studied. These 
dots remain for a number of days equal to the successes 
rolled, and cannot raise an Ability above 5 dots. Only 
one instance of this Charm may be active at a time.

elemental empoWerment meditation (••••)
In extreme circumstances, the character may canni-

balize her Aspect element for power, ripping the Essence 
out of the world and leaving it injured and barren.

System: Roll Strength + Occult (difficulty 7) 
in the presence of a significant manifestation of the 
character’s Aspect element (strong winds, great stone-
works, roaring flames, etc). Each success restores one 
Essence, but also destroys or ruins the focus of this 
Charm: stone crumbles, the wind stills, water becomes 
stagnant, plants die, fires are extinguished. Addition-
ally, the Gauntlet rating for a mile around where this 
Charm was used is raised by 1 per success for the next 
year. Habitual use of this Charm tends to enrage the 
spirit world, and may draw hostile attention from oth-
er supernatural beings such as shapeshifters and magi-
cians. Most Dragon-Blooded families absolutely forbid 
its use within a Dragon Nest.

vengeFul gust striKe (••••)
The Dragon-Blooded learns to harness the gale as 

her weapon, sending foes flying.
System: If one of the character’s attacks inflicts at 

least two points of damage after soak, the player may 
send the target flying 5 yards per dot of the Exalt’s Dex-
terity (or spend 1 Essence to gain this effect even if the 

attack’s damage isn’t sufficient to trigger it automatical-
ly). Upon landing, they must soak two levels of bashing 
damage. This Charm is equally effective whether deliv-
ered with a fist, baseball bat, axe, bullet, or whatever else.

dragon shroud teChnique (•••••)
The Dragon-Blooded can wrap herself in a shroud of 

concealing air, becoming little more than a faint shimmer.
System: Spending 2 Essence renders the Exalt 

invisible and impossible to notice for the rest of the 
scene, so long as she doesn’t make some sort of loud 
noise or take blatant action such as attacking or tip-
ping over a bookshelf.

spirit-Joining invitation (•••••)
The Exalt can use her Essence to bind together a 

consenting spirit and a physical vessel for it that she 
has crafted for that purpose.

System: This Charm allows the character to create fe-
tishes (see W20, page 221). The character must first craft 
the item that is to serve as the physical substance of the 
fetish, and must do so entirely by herself. Then, the Exalt 
needs to secure the consent of a spirit to bind it into the 
fetish. How she goes about this is up to her, but she can’t 
simply beat the spirit to a pulp and then forcibly bind it. 
Having accomplished both of these goals, the Exalt retires 
to a ritual space that is powerfully marked by her Aspect 
element, and spends (Fetish’s rating) hours and (Fetish’s 
rating x 3) Essence binding the spirit and object together. 
Because of the high Essence cost of this Charm, it is nor-
mally performed within Dragon Nests.

WhirlWind shield Form (•••••)
The Dragon-Blooded bends ferocious air currents around 

herself, creating a defensive barrier against ranged attacks.
System: Spend 1 Essence reflexively. For the rest 

of the scene, the character gains her Dexterity in addi-
tional soak dice against damage from ranged attacks.

earth Charms

exCellenCe oF the eternal mountain: (aBility) (•)
By feeding raw Essence into her actions, the Earth 

Aspect may perform feats far beyond mortal expectations.
System: Select one of the following Abilities when 

purchasing this Charm: Alertness, Brawl, Computer, 
Crafts, Intimidation, Leadership, Science, or Technol-
ogy. At any time, the player may reflexively spend 1 Es-
sence to add the Ability rating in dice to all rolls using 
this Ability for (Essence rating + 1) turns in combat, or 
minutes outside of combat.
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This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. Earth Aspects get all versions 
of this Charm with a single purchase.

all-enCompassing earth sense (•)
By concentrating for a moment, the Dragon-Blood-

ed extends her senses down into the earth itself, “seeing” 
the weight and tremors of movement upon the ground.

System: Spend 1 Essence or 1 Willpower to acti-
vate this Charm for a scene. The character can “see” 
perfectly in the dark, so long as what she’s “seeing” 
is connected to the ground in any way. This Charm 
cannot see any flying creature or object, and is entirely 
useless in or upon deep water or in aircraft.

earth dragon’s stony glare (•)
The character makes her eyes hard and unforgiv-

ing as flint, even as her features subtly sharpen.
System: Spend 1 Essence or 1 Willpower. For the rest 

of the scene, all Intimidation rolls are made at –2 difficulty.

ox-Body teChnique (•)
The Terrestrial’s body is fortified with the solidity 

of the earth, enabling her to survive grievous injuries.
System: The character permanently gains an addi-

tional set of Bruised (–0) and Injured (–1) health levels.
This Charm can be purchased a number of times 

equal to the character’s Essence rating.

righteous lion deFense (•)
The Dragon-Blooded fortifies her beliefs with the 

solidity of the Earth itself, encasing her convictions in 
the heart of an unassailable mountain.

System: Any attempt to cause or force the Exalt 
to betray, undermine, or abandon her Intimacies au-
tomatically fails.

stone-Carving Fingers Form (•)
Taking a moment to concentrate her Essence into 

her fingertips, the Exalt gains the ability to work stone 
with her bare hands as though it were soft clay.

System: Roll Willpower (difficulty 6) to activate 
this Charm for a scene. While this Charm has obvious 
utility in sculpture, it can also be used to dig through 
or easily climb up stone surfaces.

entomBed mind teChnique (••)
The Dragon-Blooded may carefully infuse the 

somnolent Essence of Earth into someone, placing 
them into a deep slumber.

System: By force, guile, social obligation or trickery, 

the Dragon-Blooded must arrange for her target to re-
main relatively still for five minutes in order to use this 
Charm. She may then spend 1 Essence and her player 
rolls Stamina + Empathy, contested by the target’s Will-
power (both at difficulty 6). The target falls asleep for one 
hour per success by which the Dragon-Blooded wins the 
contest, and cannot be roused by anything shy of a ca-
cophonous sound or being physically shaken or injured.

impervious sKin oF stone meditation (••)
The Dragon-Blooded draws the solidity of stone 

up into her flesh. She must be in contact with stone 
or soil to use this Charm. Traditionally this is accom-
plished by standing upon the bare Earth or a stone 
floor, but many Dragon-Blooded carry a small rock in 
their pocket, or wear a precious stone on a ring in or-
der to use this Charm at any time.

System: Reflexively spend 1 Essence to activate 
this Charm. The Dragon-Blooded rolls (Stamina x 2) 
dice to soak damage for the rest of the scene.

sense-riding method (••)
Through total concentration, the Dragon-Blooded 

may insinuate her senses into the mind of another, “rid-
ing” their perceptions to see and hear whatever they do.

System: Spend 1 Essence and 1 Willpower to target 
someone the Dragon-Blooded can see for sense-riding, then 
roll Perception + Awareness against a difficulty of their Will-
power. The Exalt can ride her target’s senses for one hour 
per success gained, but her own body falls into a comatose 
state while doing so, and she can only be roused prematurely 

by voluntarily abandoning the Charm or by taking damage.

pasiap still stands (•••)
The Dragon-Blooded may fill herself with the un-

yielding solidity of the Earth itself simply by being en-
folded in its mass.

System: When surrounded by earth and stone, 
such as within a cave or canyon, within a structure 
primarily made of earth and stone (concrete and sim-
ilar mixtures don’t count), or when underground (in 
a basement, sewer system, etc), the Dragon-Blooded 
adds one bonus die to all actions which roll Strength, 
Stamina, Charisma, Perception, or Intelligence.

roaring dragon-motor nimBus (•••)
The Exalt can extend her anima out to enfold a vehicle she 

pilots, using its flux as both a weapon and a defensive barrier.
System: Spend a turn concentrating and roll 

Stamina + Occult against difficulty 7 to activate this 
Charm for a scene. When the character’s anima flares, 
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it emanates from her vehicle rather than the Exalt her-
self, protecting the vehicle and any passengers within 
from her anima flux. In addition to subjecting any-
thing close to the vehicle to the Exalt’s anima flux, the 
vehicle ignores the first point of damage it should oth-
erwise suffer from all attacks and impacts.

strength oF stone teChnique (•••)
The Dragon-Blooded draws power from the Earth 

itself into her body. She must be in contact with stone 
or soil to use this Charm. Traditionally this is accom-
plished by standing upon the bare Earth or a stone 
floor, but many Dragon-Blooded carry a small rock in 
their pocket, or wear a precious stone on a ring in or-
der to use this Charm at any time.

System: Spend 1 Essence to activate this Charm. 
The Dragon-Blooded adds her Essence rating as auto-
matic successes to all Strength or damage rolls for the 
next (Essence rating) turns.

unFeeling earth meditation (••••)
With a moment’s intense concentration, the Drag-

on-Blooded may become as enduring as the Earth itself.
System: Spend 1 Essence and roll Willpower (diffi-

culty 6). For each success, the Dragon-Blooded may en-
joy one of the following benefits for the rest of the scene:

• She no longer experiences penalties for fatigue and 
exhaustion, and indeed needs neither rest nor sleep.

• She no longer experiences penalties for starvation 
or dehydration, and indeed has no need to eat or drink.

• She no longer needs to breathe.

• She does not age.

Alternately, the character may activate this Charm 
while quietly meditating, and may extend the Charm’s 
benefits for as long as she continues to do so.

unFlagging vengeanCe meditation (•••)
Taking a moment to bury her pain and weaknesses 

deep within, the Dragon-Blooded becomes temporari-
ly unstoppable.

System: Reflexively spend either 1 Essence or 1 
Willpower to ignore all wound penalties for the rest 
of the scene.

data permanenCe reCord (••••)
With a few keystrokes and a small investment of 

Essence, the Exalt may summon up any data that has 
ever been stored on a device, no matter how thorough-
ly it has been removed – even if the hard drive has been 
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wiped clean with a powerful magnet.
System: Spend 1 Essence. Any Intelligence + Com-

puter roll to retrieve information from a device for the 
rest of the scene lowers its difficulty by –3, and so long 
as a device has ever contained the data the character 
seeks, retrieval is possible.

indestruCtiBle hero’s Chariot (••••)
The Dragon-Blooded floods her conveyance with 

the eternal Essence of the earth, rendering it momen-
tarily invulnerable.

System: Reflexively spend 1 Essence when a vehicle 
the Exalt is driving or piloting should suffer damage. In-
stead, the vehicle and its passengers are left completely 
unharmed. This Charm can only be used once per scene.

touCh oF unmaKing (••••)
Everything that has ever been made has its origin 

in the Earth’s bounty. The Dragon-Blood may return 
those creations to their mother’s bosom.

System: Spend 1 Essence and touch an object up to 
the size of a truck, then roll Strength + Crafts against a dif-
ficulty based on the object’s complexity (5 for something 
consisting of only two or three parts or components, 6 for 
most objects, 7 for complex electronics, large motor vehi-
cles, and the like). Success renders the object back down 
into its component elements: a car becomes a pile of disas-
sembled parts, while a sword would be reduced to raw iron.

Chaos-Warding prana (•••••)
The Dragon-Blooded solidifies her Essence to re-

sist hostile magic and the powers of chaos.
System: Whenever the character is the subject of 

any hostile supernatural power that seeks to transform, 
infect, taint, transport, or control her body or spirit, 
the difficulty to do so is raised by 1. If affected anyway, 
she may spend 2 Essence and roll Stamina + Occult 
against difficulty 8. Success shatters the magic, protect-
ing the Dragon-Blooded completely. Since this expen-
diture isn’t reflexive, the Dragon-Blooded may spend 
a few moments fluctuating in mid-transformation or 
teleportation, as her Essence battles with the magic 
seeking to suborn her.

(element)-proteCtion Form (•••••)
The Dragon-Blooded enfolds herself in her Aspect el-

ement, gaining protection from its hostile manifestations.
System: Spend 1 Essence to activate this Charm. 

For the rest of the scene, the Dragon-Blooded is im-
mune to environmental damage from her Aspect el-
ement (such as storms, avalanches, wildfires, and the 

like), and lowers the difficulty to soak direct attacks 
using that element by –1. This Charm may be re-pur-
chased to gain protection from other elements as well, 
though each version of the Charm must be activated 
separately. (Metal, it should be noted, is not consid-
ered to fall under the direct protection of any element.)

Fire Aspects can skip directly to purchasing pro-
tection from other elements, since their anima power 
already provides comprehensive protection from fire.

Five dragons Fight as one (•••••)
Drawing upon the greatness of her spirit, the Drag-

on-Blooded lends out her power and surety to her al-
lies in a time of crisis.

System: Spend 1 Essence and roll Charisma + 
Leadership against difficulty 7. The Dragon-Blooded 
may divide a pool of her Essence rating or successes 
rolled (whichever is lower) dice between allies in her 
immediate presence at the beginning of each turn of 
combat for the rest of the scene. Her allies may add al-
lotted dice to any roll they like until all dice have been 
used. Any unused dice vanish at the end of the turn.

A character can only receive dice from a single 
Dragon-Blooded in any given turn.

ramparts oF oBedient earth (•••••)
With but a gesture and a surge of Essence, the 

Dragon-Blooded may cause trenches to appear in the 
Earth, walls of stone to burst from the ground, or even 
to force open gaps in stone surfaces.

System: Spend 2 Essence. For the rest of the scene, 
the Dragon-Blooded may roll Dexterity + Crafts to ma-
nipulate gross quantities of Earth anywhere within 200 
yards, forming trenches, pits, walls, or other structures 
(difficulty 6 to 8, depending on how large or intricate 
a manifestation she’s trying to create).

Fire Charms

exCellenCe oF the roaring Flame: (aBility) (•)
By feeding raw Essence into her actions, the Fire As-

pect may perform feats far beyond mortal expectations.
System: Select one of the following Abilities when 

purchasing this Charm: Athletics, Drive, Empathy, Et-
iquette, Expression, Intimidation, Melee, or Technolo-
gy. At any time, the player may reflexively spend 1 Es-
sence to add the Ability rating in dice to all rolls using 
this Ability for (Essence rating + 1) turns in combat, or 
minutes outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 



68

to each Ability separately. Fire Aspects get all versions 
of this Charm with a single purchase.

BelloWs-pumping stride (•)
The Dragon-Blooded runs, and her footfalls strike 

flames from the earth, leaving a trail of fire in her wake.
System: Reflexively spend 1 Essence or 1 Will-

power. For the rest of the scene, the Dragon-Blooded’s 
movement speed and jumping distance and height are 
doubled, and when she accelerates to an all-out sprint, 
she leaves a trail of flames in her wake. These flames 
are an environmental hazard inflicting one level of au-
tomatic lethal damage (difficulty 5 to soak).

Blinding sparK distraCtion (•)
When errant blades or bullets strike against the 

world, they do so in a great welter of stinging sparks.
System: When the Dragon-Blooded fails to strike 

her target with an attack made with a stone or met-
al weapon of some kind, the impact sends up a great 
eruption of sparks which cascade over her target, caus-
ing any actions they take during the remainder of the 
turn to occur at +1 difficulty. This Charm doesn’t acti-
vate if an attack botches.

dragon-graCed assault (•)
The Dragon-Blooded imbues an attack with the 

surging power of elemental Essence. This is the source 
of fists wreathed in flame, bullets trailing lightning 
bolts, and baseball bats studded with granite spikes.

System: Reflexively spend 1 Essence or 1 Willpow-
er to enhance all attacks made during the current turn. 
The effects of this Charm depend on the Exalt’s Aspect:

• Air: The attack is surrounded by buffeting winds 
and crackling lightning. Add three dice to its damage, 
and if the target suffers any damage after soak, they are 
knocked sprawling to the ground.

• Earth: The attack is studded with jagged protru-
sions of stone and crystal. Add three dice to its dam-
age, and the target is momentarily stunned; their next 
action suffers a –2 dice penalty.

• Fire: The attack is wreathed in flames. Add four 
dice to its damage. Some supernatural beings may take 
aggravated damage due to the flames.

• Water: A concentrated edge of water cuts through 
defenses. The target suffers a –3 penalty to her soak dice.

• Wood: The attack is covered in bristling thorns. 
Add four dice to its damage.

Dragon-Graced Assault can be repurchased to ob-
tain the effects of a non-native Aspect, but only one 
effect can enhance any single attack.

road-punishing peel out (•)
Slamming her accelerator into the floorboard and 

letting her Essence surge through her vehicle, the Drag-
on-Blooded leaves a dangerous hazard in her wake.

System: Reflexively spend 1 Essence or 1 Willpow-
er while driving a vehicle all-out to transform the road 
behind the Exalt into a hazard. The exact manifesta-
tion depends on the character’s Aspect.

• Air: A massive blast of turbulent air trails in the Exalt’s 
wake, raising the difficulty to maneuver behind her by +2.

• Earth: The vehicle’s wheels chew up the roadbed, 
both pulverizing its surface and pulling up spikes of 
jagged stone from deep within the earth. Anything 
without tires designed for off-road work will soon be 
running on four flats.

• Fire: The road catches fire in the Exalt’s wake, cre-
ating an environmental hazard that inflicts two level of 
lethal damage per turn (difficulty 7 to soak).

• Water: A slick of ice coats the road where the Ex-
alt passes, increasing the difficulty of all high-speed 
handling by +2.

• Wood: Grasping vines smash up through the road 
and quickly choke its surface. Everyone trying to drive 
over the mess suffers a –1 die penalty, and their top 
movement speed is cut by half.

This Charm lasts as long as the Exalt keeps the 
pedal to the metal. It can be repurchased to obtain the 
effects of a non-native Aspect.

tire-Burning teChnique (•)
Flooring the accelerator as she takes off or leans 

into a turn, the Dragon-Blooded causes her vehicle to 
emit an enormous cloud of obscuring smoke.

System: Roll Dexterity + Drive against difficulty 8. 
Success blankets the Dragon-Blooded and her surround-
ings in a dense cloud of smoke that is impossible to see 
through for more than a foot or so, and which grows to 
encompass an entire city’s block worth of roads or other 
terrain within mere moments. Swirls and eddies in the 
smoke allow the Dragon-Blooded to see through it with 
no difficulty. The smoke dissipates after the character’s 
Essence rating in minutes have gone by.
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loquaCious Courtier teChnique (••)
The Exalt’s passion becomes contagious, spilling 

out of her words to fill the hearts of those around her.
System: Spend 1 Essence or 1 Willpower. For the 

rest of the scene, all social rolls reduce their difficulty by 
–1. If the Dragon-Blooded is speaking in support of one 
of her Intimacies, reduce the difficulty by –2 instead.

moth to the Candle (••)
The Dragon-Blooded stokes her Essence into an irre-

sistible flame which blinds an enemy to all other threats.
System: Select a target, then reflexively spend 1 

Essence and roll Charisma + Intimidation against 
a difficulty of the target’s Willpower. For the rest of 
the scene, they suffer a –2 penalty to attack any other 
target while the Dragon-Blooded still live. They also 
suffer +1 difficulty on all attempts to defend against 
attacks from anyone other than the Dragon-Blooded. 
An individual can only be subject to one instance of 
this Charm at a time; multiple instances cancel each 
other out.

smoldering emBers reneWal (••)
Just when it seems she has reached the limit of her 

efforts, the Exalt flares up and offers one last rally.
System: When the character has already taken so 

many multiple actions that her difficulty has risen to 9 
and no more are possible, she may reflexively spend 1 
Essence to take another multiple action at difficulty 9 
regardless. Multiple actions gained through this Charm 
must otherwise conform to standard multiple action 
rules, such as continuing to suffer a climbing dice pool 
penalty, and being unable to attack more than once.

thoughts as ashes deFense (••)
The Dragon-Blooded stokes the fire of her true 

passions, and burns away any externally-imposed 
thoughts or feelings.

System: Reflexively spend 1 Essence to utterly re-
ject all thought and emotion-altering magic from a spe-
cific character or source for the rest of the scene.

FliCKering Candle meditation (•••)
Giving herself over to absolute defense, the Drag-

on-Blooded sways and flickers like a candle before the 
wind, aggressively untouchable.

System: Reflexively spend 1 Essence. For the rest 
of the scene, when the Dragon-Blooded uses full de-
fense, she doesn’t suffer dice penalties for consecutive 
defensive actions.
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ghost-Fire arsenal (•••)
The Dragon-Blooded sculpts weaponry from ele-

mental flames.
System: By taking an action and spending 1 Es-

sence, the Dragon-Blooded can forge almost any per-
sonal-scale weapon she desires out of elemental flame, 
which persists for the rest of the scene. If anyone else 
tries to pick it up, they suffer 1 automatic level of lethal 
damage every turn they hold onto the weapon. Creat-
ed weapons may be anything from brass knuckles to 
a machine gun, but nothing incorporating incendiary 
or explosive attacks; the Essence of its makeup cannot 
discriminate between the substance of the weapon 
and the attack it projects in the case of flamethrowers, 
and is too inherently unstable to form something like 
a grenade launcher. Created ranged weapons may be 
reloaded by exposing them momentarily to another 
source of fire. Flame-sculpted weapons may inflict ag-
gravated damage to certain supernatural beings.

hesiesh’s tempered heart (•••)
The Dragon-Blooded may fill herself with the sim-

mering heat of banked coals and the power of the raging 
inferno when she is surrounded by heat and flames.

System: When engulfed in oppressive heat or 
flames, such as in sauna or burning building, the Drag-
on-Blooded adds one bonus die to all actions which roll 
Strength, Dexterity, Charisma, Appearance, or Wits.

hopping FireCraCKer evasion (•••)
The Dragon-Blooded twists the Essence of her ene-

my’s killing intent into explosive flames, hurling herself 
across the battlefield to avoid rapid sequences of attacks.

System: Reflexively spend 1 Essence. For the rest 
of the turn, each time the Dragon-Blooded has been 
targeted by an attack and finishes resolving it, she may 
reflexively hurl herself 10 yards in any direction of her 
choosing. She can use this to get away from a rapid 
flurry of extra action attacks, disentangle herself from 
a pile of enemies, or even try to hurl herself behind 
cover to avoid automatic gunfire.

passion-transmuting nuanCe (•••)
Blowing on the heart of another, the Drag-

on-Blooded fills their soul with smoke and flame, 
confusing their passions and manipulating them into 
whatever form she desires.

System: Spend 1 Essence and roll Manipulation + 
Empathy against a difficulty of the target’s Willpower. 
This Charm governs the emotions of joy, rage, and terror. 

If the target is experiencing any of the three, and the Drag-
on-Blooded’s roll succeeds, she may transform that emotion 
into one of the other two at an equal degree of intensity. This 
can sometimes force vampires and werewolves to roll to resist 
anger of fear frenzy, or snap them out of those states.

FiveFold dragon shout (••••)
The Dragon-Blooded dredges up all the power 

of her Essence, and releases it as a mighty roar which 
bathes the battlefield in a wild and uncontrolled man-
ifestation of elemental fury.

System: Spend 2 Essence and roll Charisma + In-
timidation against difficulty 6. A blast of unleashed el-
emental power washes over everyone within 5 yards for 
each success rolled. 

• Air: For Air Aspects, this is the Storm-Throated 
Thunder Shout. Everyone caught in the blast is knocked 
prone and must soak 3 levels of bashing damage.

• Earth: For Earth Aspects, this is the Earth-Shatter-
ing Dragon Roar. Everyone caught in its area of effect is 
knocked prone, must soak 2 levels of bashing damage, 
and suffers –1 dice to all actions for the next two turns.

• Fire: For Fire Aspects, this is the Incendiary Dragon 
Shout. Everyone caught in its area of effect must soak three 
automatic levels of lethal damage. This may be aggravated 
damage against some supernatural creatures, and the blast 
leaves particularly flammable objects still burning.

• Water: For Water Aspects, this is the All-Consum-
ing Tsunami Shout. Everyone caught in its area of ef-
fect must soak one automatic level of bashing damage, 
and their lungs are also filled with water. They suffer 
a –3 dice drowning penalty on all actions until they 
successfully take an action to make a Stamina roll (dif-
ficulty 7) to vomit up a great quantity of water.

• Wood: For Wood Aspects, this is the Verdant Cry of 
the Wood Dragon. Everyone caught in its area of effect 
must soak two automatic levels of lethal damage, and the 
area is left covered in tangles of sudden plant growth that 
raises the difficulty of all actions taken by anyone within 
the affected area save for the Exalt herself by +1.

Fivefold Dragon Shout can be repurchased to ob-
tain the effects of a non-native Aspect.

passion-attuning attitude (••••)
Closing her eyes for a moment and shutting out 

the rest of the world, the Dragon-Blooded becomes at-
tuned to a certain passion in those around her: lust, 
anger, or fear. When she opens her eyes, those in the 
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grip of the attuned passion seem to burn with an aura 
of pale flames only the Exalt can see.

System: Spend 1 Essence or 1 Willpower. For the 
rest of the scene, those experiencing the attuned pas-
sion stand out like beacons to the Exalt’s senses.

ringing anvil onslaught (••••)
The Dragon-Blooded’s attacks strike, one after an-

other, like a smith’s hammer shaping white-hot steel.
System: Reflexively spend at least 1 Essence. At the 

end of the turn, after all characters have taken their actions, 
the character may make two additional attacks at her full 
dice pool per point of Essence spent. She can make no 
more extra attacks than the lowest of her Brawl, Melee, or 
Firearms Abilities (to a minimum of 1). Terrestrial families 
often train their scions in multiple fields of martial com-
petence to maximize the usefulness of this potent Charm.

Comet-deFleCting deFense (•••••)
The Dragon-Blooded moves into a perfected mo-

ment, flaring the inner spark of her Essence into a mo-
mentary, invincible conflagration. In its wake, she is 
briefly left as little more than exhausted ashes, but at 
least she still endures.

System: Reflexively spend 1 Essence to perfectly 
parry an attack of which the Exalt is aware, so long as 
it is directed at herself or someone else within three 

yards of her. This Charm is so taxing that the character 
loses her next turn. She can only use Comet-Deflecting 
Defense once per scene.

saFety among enemies (•••••)
The Dragon-Blooded dodges through the midst of 

her enemies, confusing them with the bright gleam of 
her eyes and contrails of smoke that trail in her wake. 
Before they know what has happened, they lay dead, 
cut down by their own crossfire.

System: Reflexively spend 1 Essence or 1 Will-
power after successfully dodging an attack to redirect 
all the successes of that attack at a different character 
within range to be plausibly struck by the attack.

Water Charms

exCellenCe oF the Crashing Wave: (aBility) (•)
By feeding raw Essence into her actions, the Water 

Aspect may perform feats far beyond mortal expectations.
System: Select one of the following Abilities when 

purchasing this Charm: Brawl, Expression, Investiga-
tion, Larceny, Law, Politics, Streetwise, or Subterfuge. 
At any time, the player may reflexively spend 1 Essence 
to add the Ability rating in dice to all rolls using this 
Ability for (Essence rating + 1) turns in combat, or 
minutes outside of combat.
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This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. Water Aspects get all ver-
sions of this Charm with a single purchase.

naKed thieF style (•)
The rise and fall of tumblers within a lock is not, in 

its way, so unlike the motions of ocean waves. The Drag-
on-Blooded may pick locks and otherwise defeat security 
measures without any specialized or even improvised tools.

System: The character suffers no penalties for lack-
ing proper tools for lockpicking, safecracking, jimmy-
ing windows, and the like, nor is any such action flatly 
impossible for lack of necessary tools.

perFeCt gamBling prana (•)
With a tilt of her hand and a small burst of Es-

sence, the Dragon-Blooded may alter the flow of prob-
ability so that it takes the course she desires.

System: Spend 1 Essence or 1 Willpower while ob-
serving something governed entirely by chance: the deal-
ing of cards, the fall of dice, the automated generation 
of a random-number string for a password, a raffle draw-
ing. What should be up to sheer randomness instead 
generates the outcome the Dragon-Blooded desires.

WindoW-in-the-door teChnique (•)
The Dragon-Blooded passes her hand over a wall, 

and a small portion of it briefly becomes as transpar-
ent to her as a calm stream.

System: Spend 1 Essence or 1 Willpower. The 
Dragon-Blooded can see through a small section of 
enchanted wall for (Perception + Larceny) minutes, or 
(Perception + Larceny) hours if she spends 1 Essence 
and 1 Willpower.

Wave-BreaKing palm (•)
Imbuing her bare hands with the surging power of 

the tides, the Exalt becomes adept at blocking strikes.
System: The character may block lethal damage, even 

bullets, with her bare hands. By reflexively spending 1 
Essence or 1 Willpower, the difficulty of all attempts to 
block attacks with her bare hands is lowered by –1.

ConFluenCe oF savant thought (••)
When the Dragon-Blooded stands amidst the 

complex workings of a formal organization, knowledge 
of its structural workings trickle down to inform her 
smooth interactions with it.

System: When the Exalt engages with bureaucratic 
systems such as courts of law, computer networks, or 

government offices, red tape parts before her like the 
Red Sea and she is able to proceed in a mere fraction 
of the normal time.

droWning emBraCe (••)
The Dragon-Blooded impregnates an attack with 

the invasive Essence of water, allowing her to drown 
her enemies on dry land.

System: Reflexively spend 1 Essence to enchant 
an attack with this Charm. If it deals any damage, then 
the target’s lungs fill with water. They suffer a –3 dice 
drowning penalty on all actions until they successfully 
take an action to make a Stamina roll (difficulty 7) to 
vomit up a great quantity of water. Characters asphyxi-
ate if they cannot do so within (their Stamina x 2) turns.

If the Dragon-Blooded locks the target into a grap-
ple, they become incapable of vomiting up the water 
drowning them until they have broken free.

homeWard trail disCovery method (••)
Everyone is carried downstream from their home, 

and the Dragon-Blooded may follow that stream back 
to its source.

System: Spend 1 Essence and roll Perception + 
Awareness against a difficulty of the target’s Willpow-
er. Success allows the Dragon-Blooded to depart im-
mediately and follow her instincts unerringly back to 
the building or structure that the target considers their 
primary home. This Charm is no more accurate than 
locating a building – it won’t lead to a specific apart-
ment, for example.

oBserver aWareness method (••)
No one can gaze upon water without the water 

capturing their likeness in turn. The Dragon-Blooded 
becomes keenly aware when she is being watched.

System: The difficulty to determine if the charac-
ter is under observation is always lowered by –2.

ten thousand eyes oF heaven (••)
The Exalt extends her awareness into the water 

around her, gaining knowledge of the presence and 
exact position of anyone moving through it.

System: After a moment’s concentration, spend 1 
Essence. For the rest of the scene, the Exalt is auto-
matically aware of the presence and location of anyone 
within 50 yards so long as they are moving through 
water. If the Exalt is not actually swimming, the most 
common situation this Charm can be used in is “while 
it’s raining,” but it can also be used cleverly to spot 
characters who step into puddles or similar obstacles. 
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Ten Thousand Eyes of Heaven detects invisible charac-
ters, but won’t defeat magic which forces the Exalt to 
fail to notice intruders.

riptide method (•••)
The Dragon-Blooded’s muscles surge with the in-

evitable fury of the undertow, drawing an enemy into 
an embrace from which there is no escape.

System: Reflexively spend 1 Essence when the 
character attempts to lock on or maintain a grapple 
to add her Brawl rating in additional dice. This bonus 
remains in place until the opponent is unconscious or 
dead, or is released from or breaks free of the grapple.

stone and river revelation (•••)
The Dragon-Blooded, faced with a piece of evidence 

at the scene of a mystery, can follow her instincts until she 
reunifies it with the culprit responsible for its creation.

System: The character touches a piece of physical 
evidence, spends 1 Essence, and roll Perception + In-
vestigation against difficulty 6. If she gains any success-
es, then she also gains a flash of insight which replays 
in her mind’s eye the events of the crime or occurrence 
that generated the evidence she found.

sun on Water deCeit (•••)
The Dragon-Blooded projects into the world only 

those impressions she wishes to, hiding the truth with-
in the depths of her heart.

System: All rolls to discern the truthfulness of the 
Exalt’s actions or words are made at +1 difficulty. If the 
character spends 1 Essence, increase the difficulty by 
+3 instead for the rest of the scene.

thrashing Carp serenade (•••)
The Dragon-Blooded casts turbulent Essence into 

the workings of a bureau, organization, or project, 
damming up its efficient function.

System: The character can spend 2 Essence to tar-
get a specific office or project with terrible inefficiency 
for the rest of the current story. Everyone involved in 
pushing the project forward increases the difficulty of 
all rolls to do so by +1.

tides oF daana’d (•••)
The Dragon-Blooded may fill herself with the mercu-

rial adaptability of water and the power of the pounding 
tidal wave while immersed in or surrounded by water.

System: When surrounded by water (either by be-
ing immersed in it, standing in the rain, or being upon 
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the deck of a ship on a lake or at sea), the Dragon-Blood-
ed adds one bonus die to all actions which roll Dexteri-
ty, Stamina, Manipulation, Appearance, or Intelligence.

FloW past deFenses (••••)
Water finds a way through anything, given time 

enough. So it is with the Exalt’s attacks.
System: Reflexively spend 1 Essence. For the rest 

of the scene, all defenses rolled against the Exalt’s at-
tacks must discard one success.

geese Flying south administration (••••)
Sometimes a diligent leader cannot be present for 

even the most crucial of tasks, and must entrust her power 
and authority to others. The Dragon-Blooded has learned 
to do so, and can pour her elemental miracles into one of 
the Dragon-Touched, as one fills a cup with water.

System: Touch one of the Dragon-Touched and 
spend as much Essence as desired. The Dragon-Touched 
gains however many of her Charms the Dragon-Blood-
ed wishes to impart, as well as a pool of Essence with 
which to use them equal to the Essence contributed to 
this Charm. While the Dragon-Touched is in possession 
of the bestowed Charms, their original owner cannot 
use them, and the Dragon-Touched has no way to re-
plenish their borrowed Essence; once it’s gone, it’s gone.

This Charm lasts until the Dragon-Blooded spends a 
moment’s concentration to reclaim her loaned-out Charms. 
She cannot reclaim any unspent Essence; that is simply lost.

returning Wave CounterstriKe (••••)
Accepting the forces turned against her, the Exalt 

may send them back against her attacker.
System: Reflexively spend 1 Essence when at-

tacked. After the attack finishes resolving, the Exalt 
may make a Dexterity + Brawl counterattack against 
her attacker, so long as they’re within striking distance. 
This attack adds a number of automatic successes 
equal to the levels of damage the Exalt suffered from 
the attack made against her (if any).

Bottomless depths deFense (•••••)
Faced with the inevitability of harm, the Drag-

on-Blooded learns to trade calamity for lesser suffer-
ing, sending her enemy’s attack spiraling away into 
the depths of the element of water itself. That ancient 
abyss has absorbed so much pain over the years that 
some measure of it overflows back into the Exalt, mak-
ing some degree of injury unavoidable.

System: Reflexively spend 1 Essence when struck 
by an attack which inflicts damage. That damage is 

negated, and the Dragon-Blooded instead suffers one 
automatic level of aggravated damage.

This Charm may only be used once per scene.

Falsehood unearthing attitude (•••••)
The Dragon-Blooded becomes keenly aware of the 

disturbances and ripples in a person’s Essence that in-
dicate deceit.

System: Reflexively spend 1 Essence to interrogate 
a statement made to the Dragon-Blooded. If the speak-
er is intentionally attempting to speak falsehood, the 
Exalt detects it as a dark shadow passing beneath the 
speaker’s words.

Wood Charms

exCellenCe oF the verdant Forest: (aBility) (•)
By feeding raw Essence into her actions, the Wood 

Aspect may perform feats far beyond mortal expectations.
System: Select one of the following Abilities when 

purchasing this Charm: Animal Ken, Athletics, Aware-
ness, Empathy, Finance, Medicine, Performance, or 
Survival. At any time, the player may reflexively spend 
1 Essence to add the Ability rating in dice to all rolls 
using this Ability for (Essence rating + 1) turns in com-
bat, or minutes outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. Wood Aspects get all ver-
sions of this Charm with a single purchase.

harvest oF the hunter (•)
Nature itself abhors the thought of the Drag-

on-Blooded ever being caught helpless and unarmed 
by her enemies. At any time she can reach into a near-
by plant or wooden object and draw forth both weap-
on and ammunition with which to fight

System: Spend an action to retrieve one of the 
following from any plant or wooden object or surface 
larger than the Exalt’s fist: A wooden club (or similar 
weapon such as a bokken); a bow; three arrows. These 
weapons and arrows sublimate back into Essence at 
the end of the scene.

hidden petal aria method (•)
As beautiful flowers may conceal deadly poison, 

so the Dragon-Blooded’s performance contains con-
cealed messages for select members of her audience.

System: Spend 1 Essence while enacting a live 
performance to embed a secret, hidden message inside 
the words, motion, or music. This hidden message 
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can only be discerned by those the Dragon-Blooded 
intends to address it to.

talented improvisation (•)
So bright is the Exalt’s smile, so ringing her laugh-

ter, so disarming her mannerisms that she can smooth-
ly recover from any misstep or mistake.

System: Should the Dragon-Blooded botch or fail 
at any social roll, she may spend 1 Essence to attempt 
to re-roll it once.

disease-Banishing teChnique (••)
By infusing a patient with the Essence of the good 

and growing Earth throughout the course of a treat-
ment, the Dragon-Blooded empowers them to throw 
off any disease.

System: After a holistic regimen of traditional 
remedies lasting several hours, the Dragon-Blooded’s 
patient makes a Stamina roll against difficulty (9 – the 
Exalt’s Medicine rating), adding one die for each Es-
sence the Exalt spends on this Charm (minimum of 
1). If the illness is considered incurable by mortal med-
icine, this inflicts a –3 dice penalty. A single success 
cures whatever ailment they are being treated for.

enChanting perFormanCe (••)
Over the course of an intimate, one-on-one artistic 

performance, the Dragon-Blooded lulls her target into 
a suggestive state, and may plant commands deep into 
their psyche.

System: Spend 2 Essence and roll Appearance + 
Performance against a difficulty of the target’s Will-
power rating. One or two successes will allow the Drag-
on-Blooded to command her target to do anything 
that doesn’t seem tremendously unusual or out of 
character. With three or four successes, she can com-
mand the target to do anything that doesn’t endanger 
themselves or a loved one. With five or more successes, 
the target will risk his lives and the lives of others at the 
Exalt’s command.

Enchanting Performance cannot hypnotize a tar-
get into harming or killing himself, compel him into 
certain death, or force him to betray his Nature. It also 
can’t create indefinite orders like “mail me a letter ev-
ery Saturday telling me what the Prince is doing.” Any 
lingering orders fade after a year has passed.

trail-ConCealing measure (••)
The world tidies itself in the Dragon-Blooded’s wake, 

making it nearly impossible to tell where she has passed.
System: Make a Wits + Survival roll against diffi-

culty 8, or spend 1 Essence or 1 Willpower to bypass 
the need to roll. Henceforth, anyone trying to track 
the Exalt across the route she takes for the next several 
hours does so at difficulty 9. This Charm may only 
be attempted without spending Essence or Willpower 
once per day.

Wild-Wandering Forester style (••)
Nature welcomes the return of the Dragon-Blood-

ed. Predators avoid her, and the wilderness offers up 
shelter and bounty for the taking.

System: The Dragon-Blooded makes all Survival 
rolls to remain safe, comfortable, and fed in the wil-
derness at difficulty 3. By spending 1 Essence, she 
becomes immune to environmental damage from ex-
treme weather or temperatures (but not actual flames, 
lava, etc) for one day.

Bounty oF sextes Jylis (•••)
The Dragon-Blooded may fill herself with the 

boundless energy of life itself when surrounded by na-
ture and growing things.

System: When surrounded by plant life (whether 
in a forest, park, or greenhouse), the Dragon-Blooded 
adds one bonus die to all actions which roll Strength, 
Stamina, Charisma, Manipulation, or Perception.

liFe-sWelling sap striKe (•••)
In the hands of the Dragon-Blooded, wood is not 

merely a hard substance suitable for cracking skulls or 
shaping into arrows, it is a vector for life itself, and 
thus inimical to the undead.

System: Reflexively spend 1 Essence when wield-
ing a wooden weapon. For the rest of the scene, it 
inflicts aggravated damage to undead targets, causing 
their flesh to untwist into fresh flowers and to trans-
form into knotted roots.

quarry revelation teChnique (•••)
The Dragon-Blooded can read the shape her quar-

ry leaves in the world; it is as though the land, the 
plants, the air itself conspire to lead her to her prey.

System: Once the character finds some evidence 
of a trail to follow, her player may spend 1 Essence to 
perfectly track the target for the next 24 hours. No roll 
is needed.

Wilds-stalKing Ways (•••)
The Exalt attunes her Essence to the natural world, 

becoming an instinctive stalker and killer.
System: While within a natural environment, or 
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while surrounded by abundant plant life in an urban en-
vironment, the Dragon-Blooded may substitute Survival 
in place of her Stealth and Athletics Abilities. By reflex-
ively spending 1 Essence, she ignores all movement and 
environmental penalties due to natural terrain compli-
cations or thick foliage, and also lowers the difficulty of 
all attempts to conceal herself or dodge attacks while 
within a natural or vegetation-heavy environment by –1.

Wound-Closing touCh (•••)
The Dragon-Blooded’s ministrations fortify the 

burgeoning life within her patient, urging his flesh to 
recover in record time.

System: After a mere scene of treating and min-
istering another character, the Dragon-Blooded may 
spend 1 Essence and roll Intelligence + Medicine (dif-
ficulty 6). For each success, her patient converts one 
level of lethal damage into a level of bashing damage, 
or heals one level of bashing damage altogether.

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 the struggles of the Dragon-Blooded, who 
may conceal a raging firefight with a pack of were-
wolves as nothing more than students filming a movie, 
or a particularly energetic flash mob.

System: Reflexively spend 1 Essence to entangle a 
scene of supernatural violence in a concealing shroud 
of Essence that weaves it into the normal goings-on of 
the world. Ordinary people cannot perceive the battle 
as anything supernatural or even truly threatening un-
less they suffer a direct injury from it.

elemental halo’s merCy (••••)
The Dragon-Blooded, through careful practice 

and refinement, learns to modulate her anima flux so 
that it discriminates between friend and foe.

System: The Dragon-Blooded no longer damages 
anything with her anima flux that she does not mean 
to destroy.

spring FolloWs Winter (••••)
The Exalt’s attacks express the same certainty as 

the turning of the seasons.
System: Reflexively spend 1 Essence to gain the 

following benefit for the Exalt’s next (Essence rating) 
attacks: Roll the attack twice and keep the better result; 
if it strikes its target, also roll for damage twice and 
keep the better result. If the Exalt hasn’t expended this 
Charm’s magic by the end of the scene, it dissipates.
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sWalloWs deFend the nest (••••)
Guided by an unerring instinct to protect life, the 

Dragon-Blooded may send forth deadly projectiles to 
protect herself or another, parrying attacks with knives, 
arrows, or bullets.

System: Reflexively spend 1 Essence or 1 Will-
power in response to an attack, and roll Dexterity + 
(Athletics or Firearms) to parry it. The attack needs 
not be made against the Exalt herself. If parrying with 
wooden projectiles such as arrows or throwing batons, 
roll against difficulty 4 rather than 6.

Blossoms oF the hanging-tree (•••••)
A wind blows between worlds, stirring otherworld-

ly petals from within the Exalt’s anima. While her en-
emies touch these petals or smell their fragrance, they 
are afflicted by a weakening poison.

System: While the Exalt’s anima banner is burn-
ing, her player may invoke this Charm by either spend-
ing an action and rolling Charisma + Survival against 
difficulty 8, or reflexively spending 1 Essence. All ene-
mies within 15 yards are afflicted by the petals’ poison 
for as long as the character’s anima remains active, suf-
fering a –3 dice penalty to all pools.

most BeneFiCent seed oF the 
Five dragons (•••••)

Through the most careful cultivation of her Es-
sence, the Dragon-Blooded awakens the seed of the 

other four elements within her soul.
System: By spending ten minutes in absolute med-

itation and spending 1 Essence, the Dragon-Blooded 
may change her Aspect to that of a different element 
for 24 hours. She exchanges her anima power for that 
of her new Aspect, adjusts her Aspect affinity accord-
ingly, and all of her Charms treat her as though her 
assumed Aspect was her native one. The 1-dot “Ex-
cellence” Charms are a special case; while wearing an 
assumed Aspect, these grant her temporary access to 
any Ability boosts her new Aspect ought to confer, but 
she doesn’t lose access to any Abilities her native Aspect 
should grant her.

ravenous thorn teChnique (•••••)
Imbuing a wooden weapon with the febrile Es-

sence of unchecked growth, the Dragon-Blooded fills 
her target’s flesh with rapidly-expanding roots and 
thorns that relentlessly seek the heart.

System: Reflexively spend 1 Essence when mak-
ing an attack with a wooden weapon. If it inflicts any 
damage, then the target must soak a level of automat-
ic lethal damage at the beginning of each turn for a 
number of turns equal to twice the Dragon-Blooded’s 
Essence rating. If this Charm inflicts 3 lethal damage 
on a vampire or one of the Hungry Dead in permanent 
yin imbalance, they are staked.
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The returned Solars promise to crash into the 
World of Darkness like runaway trains. Chosen from 
the ranks of those aware of the supernatural world – 
often as its victims – most of the newly resurgent Solars 
know little of the night people, or the complex soci-
eties, pacts, and power balances they maintain. What 
they are likely to know is that they saw a vampire attack 
their sister at the club, and now they can outrun and 
outfight that vampire.

It’s a surefire recipe for chaos. Let’s take a look at 
the ingredients.

essenCe reneWal
In the Age of Legends, each Solar caste was select-

ed to fulfill particular duties at Heaven’s behest. Al-
though Heaven has grown silent, each Exaltation still 
remembers its original purpose, and surges with power 
when it fulfills that ancient function. Once per scene, 
a Solar can recover 2 Essence by meeting the criteria 
specific to her caste.

• Dawn Caste: defeat a supernatural opponent or 
overwhelming mortal opposition, protect a vulnerable 
friend or ally, or use their martial prowess to advance 
or protect an Intimacy.

• Zenith Caste: inspire someone else, endure great 
hardship to support or protect an Intimacy, accom-
plish a great deed, or feel that they have by their words 
and actions made the world a significantly better place.

• Twilight Caste: discover a secret of the supernat-
ural world, learn something that helps them advance 
or protect an Intimacy, or teach someone else valuable 
knowledge that materially helps them in some way.

• Night Caste: advance their goals through black-
mail, assassination, stealth, theft, or similar under-
handed means, or protect or support an Intimacy in 
this fashion.

• Eclipse Caste: advance their goals with their words, 
connections, and resources; create accord where there 
was formerly strife; or manipulate people or systems to 
advance or protect an Intimacy.

CHAPTER FOUR:CHAPTER FOUR:

THE SOLAR EXALTEDTHE SOLAR EXALTED

There are things you can’t fight – acts of God. You see a hurricane coming, you get out of 
the way. But when you’re in a Jaeger, suddenly you can fight the hurricane. You can win.

—Raleigh Becket, Pacific Rim
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Caste Features
When you select your caste, note its anima power 

and its Caste Abilities.

daWn
Warriors and generals who long ago led and cham-

pioned the armies of the gods. Dawns are forged in bat-
tle, and were often soldiers, boxers, gangsters, or oth-
ers who had to fight to survive before their Exaltation. 

• Caste Abilities: Alertness, Athletics, Brawl, Drive, 
Firearms, Intimidation, Melee, Leadership

• Anima Power: Once per scene, the Dawn can 
can re-roll an attack, damage, defense, or soak roll and 
keep the preferred result. When the character’s anima 
is flaring, 1s do not subtract successes on damage or 
soak rolls.

Zenith
Priest-kings, prophets, and orators, who long ago 

ruled and inspired the people of the age of legends. 
Zeniths often come from the ranks of activists, com-
munity leaders, monks and priests, and those focused 
on personal excellence.

• Caste Abilities: Animal Ken, Empathy, Expres-
sion, Intimidation, Law, Leadership, Performance, 
Survival

• Anima Power: By touching an inanimate corpse 
and spending 1 Essence, the Zenith can immediately 
burn it to ashes and send its soul onward from this 
world. This can destroy torpid vampires, and sends 
wraiths on to Transcendence. When her anima is flar-
ing, any action taken by a creature of darkness which 
aims to oppose, attack, or otherwise thwart the charac-
ter subtracts successes on results of both 1 and 2.

freebie Point costs

Attribute 5

Ability 2

Caste Ability 1

Charm (rating × 3)

Ancient Sorcery spell 5

Essence 10

Backgrounds 1

Willpower 1

character creation

Creating one of the Solar Exalted works a lot 
like creating any other World of Darkness char-
acter. The steps are outlined below:

steP 1: character concePt

 • Consult with other players and come up 
with an appealing concept.

 • Pick out the Caste that fits best, and note 
its anima effects (see below).

 • Select Nature and Demeanor.

steP 2: attribUtes

 • Mark down one dot in each Attribute.
 • Rank categories of Attributes (Physical, Social, 

Mental) in order of importance to your character.
 • Divide 8 dots among primary Attributes, 6 

dots among secondary Attributes, and 4 dots 
among tertiary Attributes.

steP 3: abilities

 • Note Caste Abilities (see below).
 • Rank categories of Abilities (Talents, Skills, 

Knowledges) in order of importance to your character.
 • Divide 13 dots among primary Abilities, 

9 dots among secondary Abilities, and 5 dots 
among tertiary Abilities.

 • No Ability can have more than 3 points 
without spending Freebie Points.

 • Divide an additional 5 dots among Caste 
Abilities. These dots are allowed to raise a Caste 
Ability above 3.

steP 4: advantages

 • Choose one category of Solar Charms as Fa-
vored Charms. Favored Charms receive the same 
experience point discount as Caste Charms.

 • Choose Charms (7 dots in total). At least 5 
dots of Charms must be from your Caste Charms.

 • Select 5 dots of Backgrounds.
 • Write down three Intimacies.

steP 5: finishing toUches

 • Record Willpower (5), Essence rating (1), and 
Essence pool (10). Essence pool begins at maximum.

 • Spend Freebie Points (15), and, optionally, 
purchase Merits and Flaws (max. 7 points).
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tWilight
Savants, wonder-makers, and occultists, who filled 

the age of legends with works of power. Twilights are 
drawn from the ranks of academics, physicians, occult-
ists, investigators, and others whose genius illuminates 
the world.

• Caste Abilities: Academics, Craft, Computer, In-
vestigation, Medicine, Occult, Science, Technology

• Anima Power: By spending 1 Essence, the Twi-
light may discorporate herself into the dragon lines of 
the world, reforming some hours later at the boundary 
of a nearby place of power. When her anima flares, 
she may, at will and as she desires, raise or lower the 
local Gauntlet or Shroud rating by +2/–2, as well as, 
if she desires, causing ghosts or spirits touched by the 
light of her anima to become visible and audible in the 
physical world. 

night
Criminals, spies, and assassins, who filled the wick-

ed with fear and brought death in the night. Nights are 
drawn from the ranks of those who live outside the 
acceptable bounds of society. 

• Caste Abilities: Alertness, Athletics, Firearms, In-
vestigation, Larceny, Stealth, Streetwise, Subterfuge

• Anima Power: The first 2 Essence the Night 
spends in a scene don’t count toward flaring her ani-
ma. Additionally, when her anima does flare, she may 
shroud herself in it like an obscuring cloak, making 
her impossible to recognize. Anyone in the scene that 
has already recognized her must roll Willpower against 
difficulty 8 or forget the blazing stranger’s identity, if 
the Night would rather they didn’t recognize her.

eClipse
Diplomats and bureaucrats who held the golden 

age together with their deals and their words. Eclipses 
are drawn from the ranks of those who live by word 
and by association: politicians, deal-brokers, lawyers, 
clerks, and the like.

• Caste Abilities: Awareness, Empathy, Etiquette, 
Expression, Finance, Law, Politics, Subterfuge

• Anima Power: The Eclipse may spend 1 Essence 
to sanctify any oath she has personally witnessed, scrib-
ing the words of the pact on the air with Essence. Any 
who should break this oath suffers the wrath of Heav-
en and is afflicted with a subtle or obvious curse of 

the Storyteller’s devising. Additionally, if the Eclipse 
approaches any of the night folk on legitimate business 
and they offer her or her companions unprovoked vio-
lence, then any roll made by the offending supernatu-
ral during the course of that violence which produces 
even a single 1 becomes an automatic botch.

appropriate BaCKgrounds
When creating your Solar, all of the following 

Backgrounds are appropriate choices:

• Allies (V20, p. 111)

• Alternate Identity (V20, p. 111)

• Arsenal (Hunter: The Reckoning, p. 120-121)

• Backup (M20, p. 306-307)

• Contacts (V20, p. 112)

• Cult (see p.page 290)

• Destiny (M20, p. 311-312)

• Fame (M20, p. 313-314)

• Familiar (see p.page 293)

• Fetish (W20, p. 137-138)

• Influence (V20, p. 114-115)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (V20, p. 115)

• Resources (V20, p. 115-116)

• Retainers (V20, p. 116)

• Spirit Heritage (W20, p. 139)

• Totem (W20, p. 140)

• Wonder (M20, p. 328)

Solars may also benefit from the following new 
Backgrounds:

dragon nest
Your character has seized or discovered a Dragon 

Nest – whichever the case may be, it’s hers now. Rather 
than rating its size or power, dots in this Background 
measure how secure the Dragon Nest is from hostile 
intrusion. Each dot of Dragon Nest increases the dif-
ficulty of all efforts to infiltrate or attack the Nest by 
anyone you haven’t granted access to, and a –1 difficul-
ty bonus to your attempts to spot, track, and identify 
intruders, or to defend the Nest from assault.
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supernatural status
No mere outsider, this Background reflects an Ex-

alt who has put in the work to embed herself in the 
power structure of one of the great supernatural societ-
ies of the World of Darkness. This Background reflects 
Abyssals who have made a home within the Camarilla 
or Sabbat, or Solars throwing in their lot with one fac-
tor or another in the war for reality. Having more than 
a few dots of this Background is unprecedented and 
probably unthinkable, but that’s par for the Exalted 
course… provided that the other players are cool with 
making your status a major plot element.

• Acknowledged; your peers recognize your 
name when it comes up. You’re a member 
in good standing, if an unusual one.

•• Credible; you’re considered noteworthy 
within your society.

••• Respected; your word carries weight, 
and you may have some manner of for-
mal position such as Harpy or Sheriff.

•••• Admired; you’re looked up to, or per-
haps feared. You certainly hold some of-
fice of formal authority, such as Keeper 
of Elysium or Seneschal.

••••• Revered; if you’re not officially calling 
the shots in your area now, it’s only be-
cause you don’t want to put that kind of 
target on your back.

past lives
Once in a while, some rare few Chosen find them-

selves lost in a waking dream of a time long ago, an 
age of savage adventure and forgotten glories. When 
this sudden vision fades, they may find that the skills 
they possessed in the long-vanished days of yore have 
carried them to victory.

Once per game session, a player may roll this Back-
ground’s rating and add it to the Ability rating of a 
roll she’s about to make. This only works for Abilities 
which might have existed in a timeless epoch of an-
cient heroes and savage fantasy. Melee, Athletics, and 
Occult would all apply, but Past Lives can’t help with a 
Computer or Firearms roll.

• Once in a while you get moments of 
déjà vu.

•• Sometimes there’s the scent of exotic 
spices on the air, or a memory of voices 
you’ve never heard… but no, no actual 
words.

••• You occasionally have vibrant flashes to 
images or words that make no sense, but 
bring tears to your eyes.

•••• Once in a great while, you suddenly relive 
a few moments of a life from another Age.

••••• Now and again, in your darkest mo-
ments, you sometimes relive entire 
short vignettes of the ancient lives of 
those forgotten heroes whose power 
you’ve inherited.

speCial rules For solars

In addition to the rules that normally govern the 
Exalted, Solars have one particular special feature: Su-
pernal Charms.

supernal Charms
The Solar Exalted are returning legends writ large 

upon a diminished world. The Essence of the World of 
Darkness is thin and degraded compared to what the 
Chosen of the Sun respired when they last walked the 
Earth, no longer able to be forged into the planet-shat-
tering miracles of which they were once capable. And 
yet, the Solars once grew to be mightier than the very 
sun that raised them up, and that legacy cannot be extin-
guished completely. As a Solar becomes adept at wield-
ing her power, some fragment of her inheritance from 

the Age of Legends inevitably shines through, granting 
her uncanny power. These are her Supernal Charms.

A Solar’s player may first select a Charm she knows 
to be her Supernal Charm at any point after reaching 
Essence 2, and may select another at Essence 4. Her 
first Supernal Charm must be drawn from among her 
Caste Charms, but her second need not be.

Supernal Charms grant some benefit to the Exalt 
above and beyond what the Charm normally conveys, 
and act to indelibly scribe the nature and character of 
the Exalt’s legend. Not all Charms have Supernal ef-
fects listed, but players and Storytellers should feel free 
to work together to create new Supernal effects if none 
of the ones in this book seem to suit a character.
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Charms
These are the miracles by which the Solar Exalted 

may, perhaps, shift the course of the world… or speed 
it on its way to disaster.

daWn Charms

exCellenCe oF the rising sun: (aBility) (•)
By feeding raw Essence into martial endeavor, the 

Chosen of the Dawn may perform feats of battle far 
beyond the human norm.

System: Select one of the following Abilities when 
purchasing this Charm: Alertness, Athletics, Brawl, 
Drive, Firearms, Intimidation, Melee, or Leadership. 
At any time, the player may reflexively spend 1 Es-
sence to add (the Attribute being rolled + the Ability 
in question) dice to all rolls using this Ability for (Es-
sence rating + 1) turns in combat, or minutes outside 
of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. Dawn Castes get all versions 
of this Charm with a single purchase.

dragon Coil teChnique (•)
Those caught in the Solar’s grasp find that it is like 

being enwrapped in iron chains.
System: The Solar adds her Essence rating in auto-

matic successes to all attempts to gain or maintain con-
trol of a clinch, and to damage rolls made to damage a 
foe by grappling them. By reflexively paying 1 Essence, 
she can also inflict lethal rather than bashing damage 
with a clinch for one turn.

Supernal Effect: The Solar’s grapples automat-
ically inflict aggravated damage against creatures of 
darkness, and by reflexively paying 1 Essence, may in-
flict lethal damage to all other foes for an entire scene. 
Additionally, any foe seeking to gain control over or 
escape from the Solar’s grapple does so at +1 difficulty.

glaive oF steel and gasoline (•)
To a Solar facing down eight feet of stinking fur, 

screaming teeth, and angry muscle, a car is a weapon: a 
one-ton fist made of steel and glass and aluminum driv-
en by slamming pistons and burning petrol. Her ani-
ma intertwines itself into any vehicle she commands to 
make her one with the machine, reinforcing its frame 
against impact, brushing flying shards of safety glass 
away from her face and eyes, and preventing the engine 
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block and door frame from collapsing upon her under 
the force of even the most violent impact. Those she 
sets before her headlights are not so lucky.

System: The Solar ignores the Maneuverability 
restriction of any vehicle she pilots, allowing her to ap-
ply her full expertise. When she rams a vehicle she’s 
driving into someone or something, she may reflex-
ively spend 1 Essence to double the dice of damage 
inflicted to the target, while preventing herself from 
suffering any damage whatsoever. The rules for vehi-
cles and wrecking them can be found on pages 458-462 
of M20.

Supernal Effect: The Solar may accelerate any ve-
hicle she commands to its maximum speed in a single 
turn. While she’s behind the wheel, whatever machine 
she pilots increases its Durability by her Essence rating, 
never suffers more than a single point of damage from 
a deliberate collision, and she simply cannot ever suf-
fer damage from being in a wreck. Even if she guides 
a tanker-truck head-on into an RV loaded with Sabbat 
vampires, she may stroll out of the flaming wreckage 
unharmed.

heaven thunder hammer (•)
The Solar’s blows and bullets land with a crash 

that sends foes flying like leaves in a hurricane.
System: If one of the Solar’s attacks inflicts at least 

two points of damage after soak, the player may send 
the target flying 10 yards per dot of the Solar’s Strength 
(or reflexively spend 1 Willpower to gain this effect 
even if the attack’s damage isn’t sufficient to trigger 
it automatically). Upon landing, they must soak two 
levels of bashing damage – or, potentially, lethal dam-
age if they impacted with something particularly sharp. 
This Charm is equally effective whether delivered with 
a fist, baseball bat, axe, bullet, or anything else.

Supernal Effect: When in the grip of righteous 
fury or similar deep passions, the Exalt’s fists crack-
le with lightning. Her hands are hard as iron, capa-
ble of blocking blades and bullets, and her punches 
can inflict lethal damage if she wishes. Whenever she 
makes a Brawl attack against a target in line with one 
of her Intimacies (such as to protect the subject of an 
Intimacy, or to defeat a foe she truly hates), her blows 
writhe with lightning, and Heaven Thunder Hammer 
automatically triggers if the attack succeeds, no matter 
how much damage she inflicts or how many actions 
she takes. These Heaven Thunder activations are par-
ticularly potent: the opponent flies 20 yards per dot of 

Strength, smashing through intervening walls and oth-
er scenery, and must soak three levels of lethal damage 
upon landing rather than two levels of bashing, unless 
the Solar deliberately pulls her punches and employs 
the normal version of the Charm.

creatUres of darkness…?

To formally cover the major supernatural beings of 
the World of Darkness: 

Creature …of Darkness?
Most vampires Yes
Vampires in Golconda No
Most werewolves/Fera No
Black Spiral Dancers Yes
Banes Yes
Fomori Yes
Most mages No
Nephandi Yes
Most wraiths No
Spectres Yes
Most changelings No
Thallain, sluagh, redcaps Yes
Imbued hunters No
Demons Yes
Mummies No
Hungry Dead Yes

In general, mortals “touched” by the supernatu-
ral such as ghouls and Kinfolk aren’t creatures of 
darkness. If in doubt, assume that anything that 
is undead, intrinsically connected to darkness or 
nightmares, or has been corrupted by or born from 
forces of cosmic corruption or entropy is a creature 
of darkness, while anything else isn’t. This does, it 
should be noted, mean that some creatures of dark-
ness aren’t really “evil” in the conventional sense 
(Sluagh fairies, for example, are born of nightmares 
but may want to do nothing more offensive than 
drink tea in their favorite musty old bookshop and 
frighten children who are too loud), but intrinsical-
ly evil beings are always creatures of darkness (such 
as Banes). Abyssal, Liminal, and Infernal Exalted are 
always creatures of darkness.
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ox-Body teChnique (•)
The Solar’s body is fortified with divine power, en-

abling her to survive grievous injuries.
System: The character permanently gains an ad-

ditional set of Bruised (–0), Hurt (–1), and Wounded 
(–2) health levels.

This Charm can be purchased a number of times 
equal to the character’s Essence rating.

edge oF morning sunlight (••)
The Solar’s attacks burn the undead, the unholy, 

and other such creatures of darkness like fire.
System: The Solar’s attacks inflict aggravated dam-

age against all undead beings, servants of the Wyrm, de-
mons, Nephandi, and similarly depraved monstrosities.

Supernal Effect: The Solar’s anima banner is true, 
real sunlight. The sight of it provokes panic in vam-
pires. Its touch when manifested (it extends for about 
a yard around the Solar) counts as exposure to the un-
diluted light of the sun at noon on a cloudless day.

hungry tiger teChnique (••)
When the Solar focuses all her attention on a sin-

gle foe, her strikes become peerlessly deadly.
System: If the character takes no other actions 

during a turn save to attack a single opponent once, 
then count her extra successes twice for the purpose of 
determining damage. Spend 1 Willpower to gain this 
benefit on an attack even if the Solar takes additional 
actions. Reflexively spend 1 Essence and 1 Willpower 
to gain this benefit on all attacks made during a turn.

Supernal Effect: When the Solar takes a moment to 
concentrate her skills and Essence into a blow, no mere 
object of the world may withstand it. The Solar never 
needs to roll to strike at an object with a bladed weap-
on, if she takes no other actions during that turn; her 
blow cleaves through the object as though it were made 
of mist, inflicting damage appropriate to the angle of her 
strike and the length of her blade. This effect has no re-
gard for how hard an object is, or how strongly warded 
against damage by magic, though it will still only cut phys-
ical objects, not patterns of magic, the Gauntlet, or other 
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ephemera. Had the Solar Exalted been free in the world, 
one with this Supernal Effect could have cleaved open the 
Black Vault easily, paying no heed to its many wards or 
the now-impossible magical materials of its construction.

immortal armory oF the sun (••)
The Solar becomes absolute master of all weapon-

ry, and may even sculpt weapons from her own anima.
System: With a moment’s concentration and a Wits 

+ Athletics roll (difficulty 6), the Solar can call any weap-
on she can see into her hand, so long as it’s not actively in 
someone else’s possession. By taking an action and spend-
ing 1 Essence, she can forge any personal-scale weapon 
she desires out of raw Essence; this weapon persists for 
the rest of the scene, but becomes ephemeral and useless 
in any hands save the Solar’s own. Created weapons may 
be anything from brass knuckles to a bazooka. Created 
ranged weapons may be reloaded with a turn of concen-
tration spent summoning additional ammunition. Alter-
nately, a Solar may reflexively spend 1 Essence to charge 
an existing ranged weapon with power, granting it infinite 
ammunition for the rest of the scene.

Supernal Effect: The Solar shapes a weapon from 
the foundations of her very soul, one that perfectly ex-
presses and encapsulates her as a person and a warrior. 
She may reflexively call this weapon to hand at any time, 
or dismiss it back into the depths of her Essence at no 
cost. This weapon is completely indestructible, and 
inflicts +1 damage compared to its mundane counter-
parts. The weapon is always the same every time; if she 
wishes to create a different weapon (a rifle in a situation 
where her soul-sword will be of little use, for example) 
she must use Immortal Armory of the Sun normally.

there is no Wind (••)
Summoning the totality of her concentration, the Solar 

delivers her attack along a divinely ordained vector. Distance, 
wind resistance – these things are of no consequence.

System: If the character takes no other actions during 
a turn save to make a single ranged attack, then that at-
tack ignores all range limitations. If the Solar can see her 
target, then that target is considered to be within the nor-
mal range of whatever weapon she’s firing or throwing. 
Spend 1 Essence or 1 Willpower to gain this benefit on 
an attack even if the Solar takes additional actions.

Supernal Effect: By paying 2 Essence upon making 
an attack enhanced by this Charm, the Solar may im-
bue it with a ferocious payload of destructive Essence. 
Her shot flashes with lightning and blazing sunlight, 
and if it connects, rolls damage against difficulty 3.

unassailaBle guardian posture (••)
Setting herself to the protection of comrades and 

innocents alike, the Solar forges herself into an un-
breakable bulwark.

System: Reflexively spend 1 Essence. For the rest 
of the scene, whenever an attack targets someone 
standing behind and within a yard of the Solar, the 
Solar may opt to force the attack to target her instead. 
She cannot dodge such redirected attacks, but only 
block, parry, or allow them to strike her.

aCCuraCy Without distanCe (•••)
The Solar may close her eyes before striking, if she 

desires; she aims with her heart, kills with her will.
System: Reflexively spend 1 Essence when mak-

ing an attack. The attack automatically hits, no matter 
how well the opponent defends or how poorly the Ex-
alt rolls; if the dice indicate that the attack should not 
strike true, then it hits anyway, with no extra success-
es. Accuracy Without Distance can’t strike through a 
perfect defense such as Heavenly Guardian Defense, 
however, nor can it strike a target if there’s simply no 
way to reach them (such as if they’re on the other side 
of a wall, or outside of a gun’s maximum firing range).

Supernal Effect: The first time in a scene the Solar 
uses this Charm, its normal limitations do not apply: 
if she is certain of her target’s location, she may strike 
him even through solid walls so long as he is within 
the weapon’s maximum striking range; and by paying 
1 additional Essence while making that attack, she may 
even strike through the protection of absolute defens-
es such as Heavenly Guardian Defense or Duck Fate, 
although in this case the attack is considered to strike 
with no extra successes.

Fire and stones striKe (•••)
The Solar’s blows burn with the long-dimmed fires 

of Creation, striking grievous wounds through the 
strongest armor and the most potent defenses.

System: After successfully striking a target, the 
player may reflexively spend 1 Essence to add (rating 
of the Ability she’s attacking with) automatic damage 
to her damage roll.

Supernal Effect: When the Solar defeats an oppo-
nent with Fire and Stones Strike (either by knocking 
them unconscious or slaying them), she may opt to 
describe the ludicrously overkill method by which they 
suffer defeat (spiraling through the air and crashing 
through a pile of crates, for example; or exploding into 
four segments separated by a bloody cross hanging in 
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the air for a moment in the wake of the Solar’s cuts). All 
enemies who witness this spectacle increase the difficul-
ty of all actions they take by +1 for the rest of the battle.

heavenly guardian deFense (•••)
Focusing her Essence into an unassailable barrier, 

the Solar may block or parry any single attack of which 
she is aware.

System: Reflexively spend 1 Essence. The attack 
fails to strike the Solar without any further dice rolls. 
Area-of-effect attacks and the like harmlessly splash 
around her Essence-fueled defense. If the Solar spends 
2 Essence, then she perfectly defends against all attacks 
from a single source or opponent for the rest of the turn.

Supernal Effect: The Solar does not merely protect 
herself, but rebuffs those so bold as to strike at her immac-
ulate defenses. Anyone whose attack is quashed by Heav-
enly Guardian Defense is knocked down by an Essence 
shockwave, and if within a yard of the Solar, sent sprawl-
ing back (Essence x 2) yards as though by a mighty wind.

sandstorm Wind attaCK (•••)
The Solar strikes with such swiftness and power 

that a blur of force erupts from her hand or weapon, 
striking down foes far beyond her reach.

System: Reflexively spend 1 Essence. For the rest 
of the scene, the Solar may direct Brawl and Melee at-
tacks against targets up to 30 yards away.

Supernal Effect: The Solar may concentrate all of 
her power into a particular Sandstorm Wind Attack. 
For each point of Essence she pays, she may extend its 
range by an additional 30 yards, expand the width of a 
cut or radius of a blow by 100%, add the highest of her 
Strength or Dexterity to its damage, and the attack will 
attempt to strike all targets within a line until it reaches 
its maximum distance or strikes something too hard to 
pierce. Furthermore, she may ignore her normal limita-
tions on Essence spent per round when powering this 
attack, enabling her to potentially punch a hole through 
several office towers, or split a cruise ship in twain with 
a sufficiently extravagant Essence expenditure.

thunderClap rush attaCK (•••)
The Solar’s Essence rises in reaction to killing in-

tent projected against it, giving her the edge on her foes.
System: The Solar’s base Initiative rating becomes 

Dexterity + Wits + (highest of Athletics, Brawl, Melee, 
or Firearms). By reflexively spending 1 Essence, she can 

ignore Initiative results for a turn and simply go first.

peony Blossom teChnique (••••)
The Solar moves like ice on hot metal, like a dead-

ly mirage, like an enraged angel amidst bullet casings 
and blood spatter.

System: Reflexively spend at least 1 Essence. At 
the end of the turn, after all characters have taken their 
actions, the character may make two additional attacks 
at her full dice pool per point of Essence spent. She 
can make no more extra attacks than the highest of her 
Brawl, Melee, or Firearms Abilities.

tiger Warrior training teChnique (••••)
By putting a mortal through a dedicated training 

regimen, the Solar can transform him into a fine-
ly-tooled killing machine.

System: During each day of training a mortal or 
group of mortal students, spend 1 Essence per student. 
At the end of seven days of training, all students gain 
30 experience points to spend raising their Physical At-
tributes, Wits, and Alertness, Athletics, Brawl, Melee, 
or Firearms Abilities. No Ability can be raised higher 
than that of their Solar instructor. This Charm can be 
used on the same students repeatedly, but bestows only 
20 experience points on subsequent training regimens. 
Any unspent experience is lost.

Any Tiger Warrior who achieves 5 dots in an Ability 
or Attribute under this Charm’s training regimen gains 
the ability to do stunts in the same fashion as the Exalted.

Supernal Effect: Whenever the Solar leads her 
Tiger Warriors in battle, all of their attack, defense, 
damage, and soak rolls are made at –1 difficulty.

FiveFold BulWarK stanCe (•••••)
Focusing her battle awareness into a preternatural 

trance, the Solar beholds the violent intent of her foes as 
golden traceries forecasting where their attacks will occur.

System: Reflexively spend 1 Essence and 1 Will-
power to activate this Charm. For the rest of the scene, 
at the beginning of each turn roll Dexterity + (player’s 
choice of Brawl, Melee, or Athletics) against difficulty 
7. The Solar applies the successes on this roll as a re-
flexive dodge, parry, or block against all attacks made 
against her of which she is aware during that turn. Her 
choice of dodge, parry, or block doesn’t have to match 
the Ability she chose to roll that turn.

Supernal Effect: The Solar may close her eyes and 
sense the killing intent of her foes, even when violence 
has not yet ensued. Take a turn to concentrate and shut 
out extraneous stimuli, then roll Perception + (highest 
of Brawl, Melee, or Firearms) against a difficulty de-
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pending on how hectic and distracting the Solar’s sur-
roundings are (a quiet room would be difficulty 5, the 
middle of Times Square at noon could be difficulty 8). 
Success allows her to open her eyes and perceive anyone 
who would see her hurt or dead if given the opportunity 
as surrounded by a writhing red-black anima.

ready in eight direCtions stanCe (•••••)
The Solar directs Essence into her killing intent 

until it becomes a deadly guardian angel guiding her 
motions by sheer instinct, cutting down those who 
would strike at her.

System: Spend 2 Essence reflexively to activate 
this Charm. For the next (Essence rating) turns, the 
Solar responds to every attack against her by launching 
a reflexive counterattack at her full dice pool, if it’s 
possible to strike back at the attacker.

Zenith Charms

exCellenCe oF the BlaZing sun: (aBility) (•)
By feeding raw Essence into her sense of self and 

surety, the Zenith Caste may perform feats of inspira-
tion and endurance far beyond mortal expectations.

System: Select one of the following Abilities when 
purchasing this Charm: Animal Ken, Empathy, Ex-

pression, Intimidation, Law, Leadership, Performance, 
or Survival. At any time, the player may reflexively 
spend 1 Essence to add (the Attribute being rolled + 
the Ability in question) dice to all rolls using this Abil-
ity for (Essence rating + 1) turns in combat, or minutes 
outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. Zenith Castes get all versions 
of this Charm with a single purchase.

iron sKin ConCentration (•)
The Solar fortifies her body with Essence, making 

her skin as tough as steel.
System: The Solar adds two dice to all soak rolls. 

Reflexively spending 1 Essence allows her to add her 
Stamina rating in further dice to all soak rolls for the 
rest of the scene. She may also reflexively spend 1 
Essence to make soak rolls at –2 difficulty (generally 
meaning she rolls at difficulty 4 rather than the nor-
mal 6) for the rest of the scene.

Supernal Effect: The Solar’s hardened flesh simply 
shrugs off all incidental wear and tear as she moves through 
the world. If an attack or effect would inflict only a single 
level of bashing or lethal damage on the Solar (either before 
or after soak), then she receives no damage at all.
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righteous lion deFense (•)
The Solar fortifies her convictions with the very fabric 

of the cosmos, making an invincible fortress of her heart.
System: Any attempt to cause or force the Solar 

to betray, undermine, or abandon her Intimacies au-
tomatically fails.

Clear mind disCipline (••)
Emptying her mind for a few brief and refreshing 

minutes, the Solar sinks into the deep pool of her own 
Essence, and emerges renewed.

System: The Solar may substitute 15 minutes of 
meditation for a full night’s sleep, leaving her refreshed 
and well-rested. She can only regain Willpower by this 
method once per day.

Supernal Effect: The Solar is a self-supporting 
bastion. She may go for up to a month without food, 
water, or rest with no ill effects, and 15 minutes of 
meditation at any point fulfills all of these needs for 
up to a month.

enemy-Castigating solar Judgment (••)
The Solar’s words burn and sear with righteous 

truth, laying bare the souls of the enemies of Creation 
before her sermons.

System: Creatures of darkness suffer a –3 penal-
ty to all dice pools to resist the Solar’s social rolls and 
mind-affecting Charms. If they spend Willpower to re-
sist or oppose her in any way, they must double the usual 
Willpower cost to get any benefit from doing so. If one 
of the Solar’s social rolls uses a creature of darkness’s 
Willpower as its difficulty, reduce the difficulty by –3.

harmony With nature approaCh (••)
The Solar becomes as one with the natural world. 

Even the most savage of predators will avoid rather 
than attack her. The world offers up shelter from ex-
treme environments merely for the asking, and finding 
forage is effortless.

System: The Solar needs never make a Survival 
roll to remain safe, comfortable, and fed in the wilder-
ness. The difficulty to feed and protect others in such 
environments is reduced by –3 (minimum of 3). By 
spending 1 Essence, she becomes completely immune 
to environmental damage for the rest of the scene.

Supernal Effect: All of the effects of Harmony 
with Nature Approach are permanently active at no 
cost, and the Solar has no difficulty operating in en-
vironments with no breathable air, or sensing her sur-
roundings in environments that make doing so diffi-

cult or nearly impossible (such as lightless trenches at 
the bottom of the sea, or when burrowing deep into 
a sandy dune). The Solar may understand animals as 
though they were able to speak her native language, 
and beasts similarly understand her when she speaks.

listener-sWaying argument (••)
The Solar’s words burn with conviction, striking 

through the cynicism and doubt of any who listen.
System: By spending 1 Willpower, the Solar’s 

words become impossible to ignore, and she reduces 
the difficulty of all social rolls by –2 (to a minimum of 
3) for the rest of the scene.

Supernal Effect: Select a social Attribute (Charis-
ma, Manipulation, or Appearance). The Solar is a liv-
ing exemplar of beauty, or of being larger-than-life, or 
of finding exactly the right thing to say at exactly the 
right time. All rolls using the selected Attribute perma-
nently reduce their difficulty by –2.

Body-mending meditation (•••)
The Solar may heal at an accelerated rate by resting.
System: So long as she takes no strenuous activi-

ty, the Solar heals all bashing damage or one level of 
lethal damage per 15 minutes of rest. An hour of rest 
mends one level of aggravated damage.

Supernal Effect: The Solar’s body knits itself back 
together quickly enough to be seen by the naked eye. 
She heals one level of bashing damage per turn, and 
one level of lethal damage per minute if exerting herself, 
or all lethal damage if she rests and takes no actions for 
a full minute. Every 15 minutes, she heals one level of 
aggravated damage, regardless of her activity levels.

hypnotiC tongue teChnique (•••)
By using nothing more than a steady patter of dia-

logue, the Solar can lull someone into a hypnotic trance 
and then talk them into doing whatever she wishes.

System: Spend 2 Essence and roll Manipulation + 
Leadership against a difficulty of the target’s Willpower rat-
ing. One or two successes will allow the Solar to command 
her target to do anything that doesn’t seem tremendously 
unusual or out of character. With three or four successes, 
she can command the target to do anything that doesn’t 
endanger themselves or a loved one. With five or more suc-
cesses, the target will risk his life and the lives of others at 
the Solar’s command. The target will be aware his actions 
are unusual and inexplicable afterwards, unless the Solar 
spends an additional 1 Willpower. In this case, the target 
will rationalize his actions to the best of his ability.
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Hypnotic Tongue Technique cannot hypnotize 
a target into harming or killing himself, compel him 
into certain death, or force him to betray his Nature.

Supernal Effect: With five or more successes, the 
Solar can hypnotize her victim into harming or killing 
himself, compel him into certain death, or force him 
to betray his Nature.

integrity-proteCting prana (•••)
Fortifying her will with Essence, the Solar throws 

off any attempt to control or beguile her.
System: Reflexively spend 1 Essence or 1 Willpow-

er to become immune to all thought and emotion-al-
tering magic for the rest of the scene.

iron Kettle Body (•••)
Infusing her body with her sense of discipline, the 

Solar treats even grievous injuries as mere nuisances.
System: Reflexively spend 1 Essence. For the rest 

of the scene, all aggravated damage the Solar suffers 
becomes lethal damage instead; all lethal damage be-
comes bashing damage; and when she suffers bashing 
damage, she halves it (round down) after soak.

terriBle sun King Condemnation (•••)
The Solar castigates her enemy as a foe to Creation 

and villain in the eyes of all upright individuals, crushing 
them beneath the weight of her disdain and casting a pall 
over them which becomes obvious to everyone they meet.

System: The Solar spends 2 Essence and rolls Charis-
ma + Expression against a difficulty of the target’s Willpower 
rating. The target may attempt to rebut the Solar’s words by 
spending a point of Willpower and making a (Charisma or 
Manipulation) + Expression roll of his own, at a difficulty of 
the Solar’s Willpower. If he neglects to do so, or fails to gain 
more successes than the Solar, then he is condemned and 
accursed. Everyone who meets the target knows instinctively 
that he is a wretch and a scoundrel; the difficulty of all his 
social rolls increase by +2, and people distrust him on general 
principle. This condemnation lingers for the Solar’s Essence 
rating in weeks. She can extend this by one additional week 
per extra Essence point spent to activate this Charm.

Supernal Effect: While Terrible Sun King Con-
demnation is in effect, the target is also considered a 
creature of darkness if they were not one already. This 
additional effect only activates if the Solar truly con-
siders the individual to be villainous, wicked, or loath-
some, however; while she can ruin reputations on a 
whim, the Exalt cannot brand anyone as metaphysical-
ly evil simply for the sake of convenience.

unshaKeaBle Bloodhound teChnique (•••)
No force can evade the Solar once she’s picked up 

her quarry’s trail.
System: Once the character finds some evidence 

of a trail to follow, her player may spend 1 Essence 
to perfectly track the target for the next 24 hours. No 
roll is needed. If she knows she’s tracking a creature of 
darkness, this Charm’s Essence cost falls to 0.

immunity to everything teChnique (••••)
The Solar gains the hardiness of the gods of old.
System: Poison and disease can no longer harm 

the character in any way whatsoever.

inviolaBle essenCe Bastion (••••)
Sinking into a meditative state, the Solar becomes 

utterly immune to worldly concerns. So long as her 
concentration remains unbroken, she is invincible.

System: The Solar takes a moment to sink into a lotus 
posture, empty her mind, and close out the world around 
her. Spend 2 Essence and roll Willpower against difficulty 
8. Success allows the Solar to maintain an invincible med-
itative state for one hour. While meditating, she cannot 
take any voluntary actions, including deliberate thought 
or planning, and is completely immune to all damage of 
any kind. Attempts to strike her deflect harmlessly off of 
the momentarily-visible golden barrier of her anima. She 
cannot drown, suffocate, or otherwise suffer any physical 
harm of any kind. If the Solar wishes to extend her med-
itation beyond the first hour, she must pay 1 Willpower 
point at the beginning of each additional hour.

This Charm doesn’t protect the Solar from attacks 
on her mind or spirit, such as possession by a ghost, a 
mage attempting to control her mind, or even an or-
dinary person attempting to talk her into abandoning 
her meditations to act upon some pressing concern.

memory-reWeaving disCipline (••••)
Focusing her will and her words, the Solar may 

rewrite the memories of another.
System: Spend 2 Essence while detailing the subject’s 

new memories and roll Manipulation + Expression, resisted 
by the target’s Willpower (both at difficulty 6). The subject’s 
memories can be rewritten based on the number of successes 
left after subtracting the result of the opposed Willpower roll:

• 1 success: The events of a recent scene can be rewritten.

• 2 successes: The events of a recent day can be rewritten.

• 3 successes: A single pivotal memory in the sub-
ject’s life can be rewritten. Alternately, entire weeks of 
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the subject’s past can be written so long as they’re not 
crucial to the substance of her life or identity.

• 4 successes: A major feature of the subject’s life 
can be rewritten (such as who they’re married to, 
where they went to school, or whether the Solar is a 
hated enemy or their childhood friend).

• 5+ successes: The subject can be given an entirely 
new history.

you Can Be more (••••)
Drawing a mortal aside, the Solar speaks with elo-

quence and conviction of the wonders she’s seen and 
the potential for the world to be something more and 
better than what it is. Her words are seeds brimming 
with Essence, and may take root in the soul of the lis-
tener, blossoming into wisdom and power.

System: The Solar must spend at least an hour 
speaking to a mortal listener about her experiences as 
one of the Chosen and elaborating on one of her Inti-
macies that gives her hope for a better tomorrow, then 
spends 5 Essence and rolls Charisma + Expression (diffi-
culty 9). The mortal listener in turn attempts to truly feel 
and believe in the Solar’s words down to the uttermost 
depths of her spirit, rolling Willpower against difficulty 
(9 – the Solar’s successes, minimum 3) to do so. If the 
mortal rolls any successes at all, she instantly restores all 
of her Willpower, and enjoys an applicable specialty to 
any roll supporting the Intimacy the Solar expressed for 
the rest of the story. If the mortal rolls five or more suc-
cesses, she undergoes Awakening as a mage (see M20).

An individual can’t be targeted with this Charm 
more than once per story.

adamant sKin teChnique (•••••)
Focusing her Essence into her body, the Solar be-

comes momentarily indestructible.
System: The player may reflexively spend 1 Es-

sence after the character is struck by an attack, but be-
fore damage is rolled. The Solar negates the damage 
roll and suffers no damage.

Supernal Effect: The Solar’s perfect form breaks what-
ever has the temerity to strike it. If the attack’s base damage 
(usually Strength + a weapon modifier, or a flat damage 
rating for ranged weapons) is lower than the Solar’s soak 
pool would have been if she hadn’t used Adamant Skin 
Technique, then the weapon used to strike her shatters into 
a million pieces. Unarmed blows which meet these criteria 
instead inflict one level of bashing damage to the attacker.
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demon-WraCKing shout (•••••)
The Solar can bellow forth a wordless but divine cry 

of condemnation, shattering the resolve of the unholy.
System: Spend 1 Essence and roll Charisma + Per-

formance, difficulty 6. All creatures of darkness who hear 
the Demon-Wracking Shout lose 1 Willpower per suc-
cess rolled. If this reduces them to 0 Willpower or less, 
they must flee from the Solar in a blind stew of panic 
and self-loathing; while doing so, creatures capable of fear 
frenzy, such as vampires, enter that state automatically.

Supernal Effect: If the Demon-Wracking Shout re-
duces a possessed being to 0 Willpower, then the possess-
ing spirit releases its claim and flees without its stolen 
flesh. This inflicts ten dice of lethal damage to fomori, 
as the possessing Bane claws its way free of its host’s 
transformed flesh, violently unraveling the mutations it 
inflicted in the process. In the event that they count as 
a creature of darkness (most aren’t, but one suffering 
Catharsis or who has become Shadow-eaten might be), 
Risen are reduced to empty corpses, and the expelled 
ghost must undergo the harrowing process of Rising 
once more if they wish to reclaim their body a second 
time. While most of the Hungry Dead must endure the 
indignity of wave soul, they are at least spared the terror 
of being cast out of their body; Yulan-jin are not so for-
tunate, and must find a new corpse to inhabit. Demons, 
thanks to their blanket immunity to mind-control and 
fear, are ironically in no danger from this Charm.

maJestiC radiant presenCe (•••••)
The Solar dons the authority of kings and burns with 

the incandescent glory of the sun. It becomes nigh-un-
thinkable to belittle or deny her in any way, much less 
actively oppose her in or raise a hand against her. 

System: The Solar spends 2 Essence. For the rest 
of the scene, whenever anyone seeks to oppose her 
in any respect, either socially or physically, they must 
make a Willpower roll against a difficulty of the Solar’s 
(Charisma + [higher of Esence or Leadership]) or else 
abort their action and bow their head in shame at their 
own temerity. Characters may still defend against the 
Solar’s attacks, but do so at +1 difficulty.

Supernal Effect: Majestic Radiant Presence is al-
ways in effect when the Solar directly acts to support 
or defend an Intimacy.

tWilight Charms

exCellenCe oF the setting sun: (aBility) (•)
By feeding raw Essence into her sense of self and 

surety, the Twilight Caste may perform feats of re-
search, insight, and creation far beyond mortal limits.

System: Select one of the following Abilities when 
purchasing this Charm: Academics, Craft, Computer, 
Investigation, Medicine, Occult, Science, or Technology. 
At any time, the player may reflexively spend 1 Essence to 
add (the Attribute being rolled + the Ability in question) 
dice to all rolls using this Ability for (Essence rating + 1) 
turns in combat, or minutes outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. Twilight Castes get all ver-
sions of this Charm with a single purchase.

all-enCompassing sorCerer’s sight (•)
The character may attune her senses to supernatu-

ral emanations, glimpsing places of power or even see-
ing into other worlds.

System: Roll Perception + Occult against difficulty 
7. Success allows the character to see the aura of power 
emanating from places of otherworldly or supernatural 
energy such as Nodes, Caerns, Freeholds, or Haunts. 
These appear as rising auras of Essence, visible from up 
to (Essence rating) miles away. Spending 1 Willpower 
permits the Solar to attune her senses to the vibrations 
of another realm of existence for a scene, seeing through 
the Gauntlet or Shroud and into the Penumbra or Shad-
owlands, or to behold reality’s Chimerical aspect.

CraFtsman needs no tools (•)
The Solar is a genius with her hands, able to impro-

vise whatever works of craftsmanship she may need in 
even the most adverse of circumstances. Give her a cave 
and a box of scraps, and she can make just about anything.

System: The Solar can work ten times faster than 
normal when creating, modifying, or repairing some-
thing. Generally this Charm enhances Crafts or Tech-
nology actions, but might also apply to coding a pro-
gram with Computer, creating explosives with Science, 
or preparing a meal. By spending 1 Essence, she can 
forego any need for tools for the next 8 hours, as well.

Supernal Effect: If working in relative seclusion 
without distractions from the outside world, the Solar 
may not only waive the Essence cost to work without 
tools, she may dream up a dozen or so assistants and 
heavy machinery such as cranes and hydraulic lifts from 
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the depths of her anima to assist her with her work. This 
allows her to work twenty times faster than normal, and 
to undertake projects that should be impossible for a 
lone craftswoman to attempt. These phantoms vanish 
if the world intrudes on the Solar’s labor-trance to any 
greater degree than, say, a Circlemate stepping in to 
leave her coffee and a plate of lunch.

essenCe-lending method (•)
By touching another Exalt or other supernatural 

being, the Solar may grant them a gift of her Essence.
System: Spend an action touching another char-

acter and spend as much Essence as desired. If the re-
cipient is an Exalt (or spirit), they gain that Essence. If 
the target is another sort of supernatural being, they 
gain whatever form of spiritual energy they are capable 
of storing and using, according to the following chart:

This Charm’s cost does not contribute to anima 
banner manifestation.

CraFty oBservation method (••)
The Solar may observe a scene to its minutest de-

tail in a matter of seconds.
System: Reflexively spend 1 Essence to compress 

a scene’s worth of observation into the time it takes 
to draw in a deep breath, allowing for such feats as a 
reflexive Perception + Investigation roll while running 
through a room at a full sprint.

ghost-eating teChnique (••)
The Solar rediscovers the ancient art of destroying 

souls and ephemera, scattering them into raw energy 

and becoming empowered by the destruction.
System: When the Solar slays a spirit, demon, or 

ghost, the player can opt to roll Wits + Occult (difficulty 
6). Doing so prevents the being from ever returning or 
reforming, and grants the Solar 3 Essence on the spot. 
Furthermore, the Solar can reflexively spend 1 Essence 
to gain the ability to strike and damage intangible beings 
for the rest of the scene, so long as she can perceive them.

Supernal Effect: The Solar is a godslayer. If she 
wishes it to be so, any spirit, ghost, demon, or other 
ephemeral being that looks upon her knows, beyond a 
shadow of a doubt, that they behold a being capable of 
casually ending their existence. When her caste mark 
shines, she cannot hide this knowledge even if she wish-
es to. When she ends a being’s existence forever with 
Ghost-Eating Technique, a shockwave ripples out that 
causes all spirits that witness the destruction to lose 3 
Essence, all ghosts to lose 3 Pathos and 3 Spite, and all 
demons to lose 3 Faith as the outer fragments of their 
power are drawn out and sucked into the momentary 
void the Solar’s act has left in the substance of the uni-
verse. The Solar, in turn, gains an additional point of 
Essence if any bystanders are affected in this way.

heaven-turning CalCulations (••)
Though she may not be the strongest, fastest, or most 

skilled, the Solar can make up for all other deficiencies 
with her lightning acumen and precise analytical abilities.

System: Reflexively spend 1 Essence to substitute 
Intelligence in place of any other Attribute, or Academ-
ics in place of any other Ability for the next (Essence + 
1) turns, or (Essence + 1) minutes outside of combat. 
Alternately, by spending 1 Essence and 1 Willpower, the 
Exalt can roll Intelligence + Academics in place of an-
other specific Attribute + Ability pool for that duration.

Supernal Effect: The Solar is connected, in the 
depths of her soul, to the wellspring of all human wis-
dom, all human endeavor. By meditating for an hour 
and descending deep into the Akashic records, she may 
make an Intelligence roll to retrieve a desired Knowl-
edge (difficulty 6), Skill (difficulty 7), or Talent (diffi-
culty 8). She gains a number of dots in the retrieved 
Ability equal to the successes rolled (to a maximum of 
5) until she next sleeps or meditates.

Wound-mending Care teChnique (••)
The Solar’s ministrations grant health and hardiness 

with a speed and efficiency unknown to modern medicine.
System: After a mere scene of treating and minister-

ing to another character, the Solar may spend 1 Essence 

Supernatural  
Energy

Points Gained Per 
Essence Given

Blood Points Not valid
Rage Not valid
Gnosis 2
Quintessence 1
Pathos 1
Spite Not valid
Glamour 2
Conviction 2
Sekhem 3
Faith 3
Chi 3
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and roll Intelligence + Medicine against difficulty 6. Her 
patient heals one lethal or two bashing damage per suc-
cess, or one aggravated damage per two successes.

Supernal Effect: The Solar is the archetypal healer 
behind every prayer ever uttered by the sick and the 
dying, the deliverer of woes. The difficulty of all Med-
icine rolls are permanently lowered by –2, but more-
over, if the Solar arrives with the intent to render aid 
(medical or otherwise), she needs only say something 
along the lines of “I’m here to help,” and anyone who 
hears her is able to perfectly and unerringly gauge the 
sincerity and intent of her words – even if they don’t 
speak the language she utters them in.

Burning eye oF the deliverer (•••)
The Solar’s searing gaze burns through supernatu-

ral deceptions and cuts through to the truth.
System: The character may spend 1 Essence to pierce 

supernatural disguises and transformations for the rest of 
the scene. If another character is using magic to appear to 
be someone or something she is not, the Solar automat-
ically sees through their disguise. This pierces deceptions, 
not attempts at hiding. Thus, it could see through Obfus-
cate’s Mask of a Thousand Faces, but not Obfuscate pow-
ers that prevent a vampire from being noticed or detected 
at all. Burning Eye of the Deliverer sees the true face of 
changelings through their mortal seemings, and will de-
tect spirits or wraiths possessing a person. Transformed 

werewolves are exactly what they seem to be – all of their 
various forms are who they “really” are – and so don’t 
show up as anything special to Burning Eye of the Deliver-
er unless using some additional disguise or illusion Gift.

Chaos-repelling pattern (•••)
The Solar draws a fortifying pattern of Essence to 

protect her from hostile curses and transformations.
System: Whenever the character is the subject of 

any supernatural power that seeks to transform, infect, 
taint, transport, or control her body or spirit, she may 
reflexively spend 1 Essence or 1 Willpower and roll 
Wits + Occult against difficulty 7. Success shatters the 
hostile magic, protecting the Solar completely, and 
immunizes her against repeated attempts to exert the 
same sort of influence for the rest of the scene.

inCalCulaBle FloWing mind (•••)
The Solar encounters an obstacle or mishap, but 

thanks to her canny foresight, has already anticipated such 
difficulties in advance and planned for them accordingly.

System: Once per scene, the Solar may reflexively spend 
1 Essence to re-roll a failed or botched roll, keeping the pre-
ferred result. Her player must describe how the Solar antic-
ipated the difficulty that faces her and planned ahead for it 
in advance. Alternately, the player can spend 1 Willpower to 
retroactively declare that the Solar brought along some use-
ful bit of equipment (or performed a useful bit of research), 
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and has had it with them all along, so long as this isn’t clearly 
in violation of the established scene. For example, a Solar 
might have smuggled a knife or small pistol into a grand 
opening gala at a museum, but she definitely hasn’t been 
toting around a rocket launcher unnoticed all evening.

Supernal Effect: When the player spends Willpower 
to retcon the scene, she may cite one or more of the So-
lar’s Backgrounds and call upon some truly implausible 
or significant bit of foresight: she had one of her Contacts 
stow a bulldozer on the grounds, or a helicopter pilot she 
hired with her Resources passes over at that moment and 
tosses down a rocket launcher from her Arsenal.

instant treatment methodology (•••)
The Solar becomes capable of blindingly swift medical 

treatment, able to cycle through an entire hospital ward in 
under ten minutes while providing world-class care.

System: Spend 1 Essence. For the rest of the scene, 
the Solar can complete any medical assessment or 
treatment she undertakes, regardless of its complexity, 
in no more than a minute at most; most treatments 
take mere seconds.

legendary sCholar’s CurriCulum (•••)
By putting a mortal through a dedicated training 

regimen, the Solar can fill him with wisdom to rival 
the sage-kings of old. In little more than a week, a Solar 
with this Charm can transform a group of poor farm-
ers into world-class neurosurgeons or chemists.

System: During each day of training a mortal or 
group of mortal students, spend 1 Essence per student. 
At the end of seven days of training, all students gain 
30 experience points to spend raising their Mental At-
tributes, Manipulation, and Craft, Academics, Com-
puter, Investigation, Medicine, Occult, Science, or 
Technology Abilities. No Ability can be raised higher 
than that of their Solar instructor. This Charm can be 
used on the same students repeatedly, but bestows only 
20 experience points on subsequent training regimens. 
Any unspent experience is lost.

If the Solar knows hedge magic, she may also use 
this Charm to train students in the mystic arts, allow-
ing them to spend the granted experience on Paths 
and rituals, though she can only bestow Paths and rit-
uals that she herself knows.

Copper spider ConCeption (••••)
Binding together prayer, craftsmanship, and ephemera, 

the Exalt may craft an item suitable for habitation by a spirit, 
and then bind a suitable denizen of the Spirit World into it.

System: This Charm allows the character to create 
fetishes (see W20, page 221). The character must first 
craft the item that is to serve as the physical substance 
of the fetish, and must do so entirely by herself. Then, 
the Exalt uses this Charm to bind a spirit into the fe-
tish. This may be done either with the spirit’s willing 
cooperation, or after battering it until it has been re-
duced to 0 Essence and then suspending its dissolution 
for 24 hours by reflexively spending 1 Essence. Such a 
“suspended” spirit swirls about within the Exalt’s anima 
until either bound into a fetish, or until the suspension 
ends, at which point the spirit finishes discorporating.

To bind a spirit into a prepared vessel, the Exalt must 
retire to a ritual space and spend (Fetish’s rating) hours 
and (Fetish’s rating x 3) Essence binding the spirit and 
object together. Because of the high Essence cost of this 
Charm, it is most easily performed within Dragon Nests.

emerald induCtion teChnique (••••)
The Solar fortifies her Essence and will through 

countless hours of painstaking study and practice of 
various spiritual disciplines, becoming a puissant mas-
ter of the mystic arts thereby.

System: Upon purchasing this Charm, the So-
lar permanently lowers the cost of all ancient sorcery 
spells by 1 Essence (to a minimum of 1), and lowers the 
difficulty of all ancient sorcery rolls by –1.

Supernal Effect: The Solar may elect a spell she 
knows as her signature spell. That spell’s cost is a mere 
1 Essence, and its difficulty is reduced by –2.

soul proJeCtion method (••••)
The Solar may suffuse her flesh with the raw pow-

er of the cosmos, translating herself into spirit-stuff.
System: Spend 1 Essence and roll Wits + Occult 

against a difficulty of the local Shroud, Gauntlet, or 
Banality rating. Success transports the character into 
an otherworld of her choice: the Penumbra, the Shad-
owlands, or – if used at a Trod – the Near Dreaming. 
By raising the difficulty by 1 (to a maximum of 9) and 
spending 1 additional Essence per ally, the Solar can 
also draw other willing characters into the otherworlds 
with her. This Charm may also be used in reverse to 
return to the material world.

The character also permanently gains the ability to 
understand the language of spirits and to make herself 
clearly understood by them.

Supernal Effect: The Solar gains the Priest Merit 
if she did not already possess it, and may draw her al-
lies into the otherworlds with her without raising the 



95

difficulty or paying extra Essence. Moreover, the Solar 
always treats the Shroud and Gauntlet as being rated 
2 lower than they really are (to a minimum of 3) while 
standing in natural sunlight.

Wholeness-restoring meditation (••••)
Such is the Solar’s genius that her medical care can cure 

the incurable, or mend permanent maiming or ailments.
System: The Solar may spend several hours treat-

ing an untreatable ailment, then spend 2 Essence and 
roll Intelligence + Medicine (difficulty 8). Success 
cures her patient of any illness, disease, or disorder, or 
repairs any one physical debility, such as blindness, a 
weak heart, a missing limb, or a damaged spine.

Supernal Effect: Such is the Solar’s genius that 
she can move beyond repairing the human form, and 
create improvements to it. The Solar may devise and 
execute a medical procedure requiring a fully stocked 
laboratory and surgical theater and 18 hours of unin-
terrupted labor; even Instant Treatment Methodology 
can’t lower her working time below 6 hours. She then 
rolls Intelligence + Medicine against difficulty 9. Fail-
ure inflicts four levels of aggravated damage upon the 
patient, while a botch kills them outright; success, on 
the other hand, bestows them with some post-human 
biological feature, such as wings, the ability to digest 
rocks, or altered anatomy allowing the beneficiary to 
climb walls. In game terms, grant them a fomor power 
with no concomitant spiritual taint or Flaws as draw-
backs, and probably less gross than the printed exam-
ples, such as feathered angelic wings rather than ugly 
fleshy skin flaps to enable flight; see W20, page 429 
for examples. This procedure can only grant physical 
capabilities, not mystical ones such as the ability to 
step into the Umbra, or dots of Gnosis. This proce-
dure is best employed upon mortals, or beings with 
fundamentally mortal bodies such as mages, Kinfolk, 
ghouls, and Kinain. Exalts, werewolves, vampires, and 
other creatures capable of rapid healing or whose bod-
ies eventually revert to a set form will quickly reject 
the alterations unless they pay a point of permanent 
Willpower to keep them.

Judge’s ear teChnique (•••••)
None can lie to the canny Chosen of the Sun with-

out their deceit being known. Some distinct sensation 
alerts the Solar to attempted deception – a sour taste 
or smell, perhaps, or a ringing in her ears.

System: Spend 1 Essence. For the rest of the scene, 
whenever someone knowingly lies to the Solar, she rec-

ognizes the lie immediately for what it is.
Supernal Effect: The Solar is a master of the nu-

ances of truth and deceit, and can construct detailed 
psychological profiles from the lies people tell. When 
she catches someone in a lie with Judge’s Ear Tech-
nique, she may ask the liar’s player a single question 
about that character, which they must answer honestly.

Wonder-Forging genius (•••••)
The Exalt conceives an impossibility in her heart. 

Fixing it into the potentiality of the world with Es-
sence, she then plumbs the depths of her genius until 
she finds a way to affix dreams into reality, birthing 
forth a wonder into the world.

System: This Charm allows the character to create 
Talismans and Devices (see M20, starting on p. 651). 
The character first envisions a magical item or product of 
impossible science of some kind, from a flying carpet or 
unbreakable sword to a rocket pack or plasma cannon. 
The character then spends a period of time working out 
the principles necessary to create the wonder. This is an 
extended Intelligence + (Occult, Science, Technology, or 
just possibly Computer) roll against difficulty 9, made at 
one week intervals, and needing to accumulate a total of 
three times the Wonder’s rating in successes. The Exalt 
must spend 2 Essence each time she makes this roll. A 
botch at any point forces the Exalt to start over and dou-
bles the necessary number of successes.

Once she designs the Wonder, the Exalt must then 
create it herself – likely an extended Craft or Technology 
roll. Some projects, it should be noted, while technical-
ly within the scope of the Exalt’s imagination, may be 
extremely difficult or even impossible to actually cre-
ate. An Exalt who wants to construct a flying helicar-
rier like in The Avengers will soon discover that this is a 
multi-billion dollar project and that only one shipyard 
in the United States is capable of producing even normal 
aircraft carriers. Even with Craftsman Needs No Tools, 
infinite financing, and access to a properly supplied fa-
cility, that’s still a years-long project for a single crafter.

Finally, having crafted her Wonder, the Exalt must 
perform either a ritual to enchant it or a procedure to 
charge it with her Essence, bringing its miraculous prop-
erties online. This requires (Wonder’s rating) hours of 
work or ritual, and the expenditure of (Wonder’s rating 
x 5) Essence. Because of the high Essence cost of this 
Charm, it is most easily performed within Dragon Nests.
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night Charms

exCellenCe oF the hidden sun: (aBility) (•)
By feeding raw Essence into her criminal endeav-

ors, the Chosen of the Night may perform legendary 
feats of skullduggery.

System: Select one of the following Abilities when 
purchasing this Charm: Alertness, Athletics, Firearms, 
Investigation, Larceny, Stealth, Streetwise, or Subterfuge. 
At any time, the player may reflexively spend 1 Essence to 
add (the Attribute being rolled + the Ability in question) 
dice to all rolls using this Ability for (Essence rating + 1) 
turns in combat, or minutes outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. Night Castes get all versions 
of this Charm with a single purchase.

easy rider method (•)
The Solar can sense the movement and flow of 

traffic around her and blend into it effortlessly and 
perfectly, making it impossible to pick her out from the 
masses of the highway.

System: Spend 1 Essence and roll Wits + Drive 

(difficulty 5). For a number of hours equal to the suc-
cesses rolled, it’s impossible to specifically notice the 
Solar’s vehicle so long as she’s not doing anything bra-
zenly attention-grabbing like blazing down a 45 mile 
per hour speed limit street at 120 or veering crazily 
from lane to lane. The eye slides right off of the So-
lar’s vehicle without noticing anything unusual or sus-
picious about it, even if the observer is watching for a 
specific make and model to enter an area, or paranoid 
about being followed.

graCeFul Crane stanCe (•)
The Solar becomes near-weightless, and enjoys 

perfect balance.
System: The character needs never roll to main-

tain her balance, no matter how precarious her foot-
ing, and may stand or run upon even the weakest or 
most insubstantial of surfaces, such as falling leaves, 
individual threads, drops of rain, or even the surface 
of water. Reflexively spending 1 Essence allows her to 
run and stand upon walls or even to cling to ceilings 
for the rest of the scene.

Supernal Effect: The Solar also permanently lowers 
the difficulty of all Dexterity + Athletics rolls by one.
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prooF-eating palm (•)
The Solar may easily conceal anything she has on 

her which she ought not to have, producing it later at 
her convenience.

System: The Exalt can perfectly hide anything she 
can carry in one hand which might conceivably be con-
cealed inside of a long coat, even if she’s not wearing 
a long coat. Indeed, even if strip-searched by a team 
of experts, the Solar’s contraband will not be found. 
When she has need of a concealed object, she may 
reflexively bring it to hand: it could be that it drops 
into place from a sleeve; or maybe she plucks it from 
concealment in a nearby potted plant; or perhaps she 
simply produces it with a magician’s flourish. She can 
simultaneously conceal up to (1 + her Larceny rating) 
objects with this Charm.

sensory aCuity prana (•)
By focusing Essence into her awareness of the 

world, the Solar’s senses become impossibly, superhu-
manly sharp. She can hear a person’s heartbeat from 
rooms away, read a sheet of paper by letting her fingers 
trail across the ink on it, and count the hairs on a fly’s 
legs from across a room.

System: The Solar must spend a turn in concentra-
tion to activate or banish this Charm. While it is active, 
the difficulty of all Perception rolls drops by –3, to a min-
imum of difficulty 3. Since Sensory Acuity Prana sharp-
ens the Solar’s senses indiscriminately, few of the Chosen 
leave it active at all times, having no desire to smell the 
odor of every garbage bin they pass in superhuman detail.

driFting leaF elusion (••)
The Solar, finely attuned to danger, moves to avoid 

it at the last moment as a matter of bone-deep reflex. 
Even if it appears the Solar has been struck down, it 
may be revealed that she is safe after all, having faded 
away from the blow with nothing left to spare.

System: So long as she’s aware of an attack, the 
Solar may soak with her Athletics rating rather than 
Stamina, if she desires. If her Stamina rating is equal 
to or higher than her Athletics, then she adds one die 
to all soak rolls against attacks she’s aware of.

soaring Crane leap (••)
Essence surges through the Solar’s legs, propelling 

her effortlessly through the air.
System: The Solar’s jumping distance and height 

is tripled. By reflexively spending 1 Essence, the Solar 
may increase her jumping distance or height tenfold.

Supernal Effect: The character always lands on 
her feet, is permanently immune to falling damage, 
and this Charm’s more powerful mode is always on 
without the need of an Essence cost.

surprise antiCipation method (••)
A sixth sense warns the Solar of impending dan-

ger, making her impossible to take unaware so long as 
she hasn’t totally exhausted both body and spirit.

System: The Solar may reflexively spend 1 Essence 
to automatically notice an ambush or other such unex-
pected attack, allowing her to defend against it as normal.

ten-ox meditation (••)
Essence burns and surges in the Solar’s muscles, 

granting strength beyond strength.
System: Reflexively spend 1 Essence or 1 Willpow-

er to add the Solar’s Strength as automatic successes to 
any Strength roll or Strength-based damage roll.

Supernal Effect: The Solar may spend 1 Essence 
to succeed at absolutely any feat of strength when using 
Ten-Ox Meditation involving objects up to the size of 
a skyscraper. If Superman can do it, so can the Solar. 
Ten-Ox Meditation’s enhancement to damage rolls 
still functions as normal.

Falling iCiCle striKe (•••)
Those who cannot see the Solar coming for their 

life also cannot survive her displeasure.
System: The Solar may reflexively spend 1 Essence 

when launching an unexpected attack against a target. 
The final damage of the attack is doubled after soak. By 
spending 1 Willpower when activating this Charm, the 
Solar ensures that the target’s death makes no noise and 
will not be discovered for at least the next few minutes, if 
that is at all possible. The Solar could hurl a knife into a 
gangster’s body in such a way that he falls behind some 
bushes or a car and isn’t missed for a few minutes, for 
example, but couldn’t shoot a politician in the head in 
the middle of a speech and keep his death secret from 
the thousands of people staring directly at him – at best, 
it might look for a few moments as though the man is 
leaning over his microphone, considering his next words.

Supernal Effect: The Solar may obscure any death 
she directly causes at no cost, even without inflicting it 
via Falling Icicle Strike. Even in the midst of battle, it may 
not be immediately apparent that the leader of the Sabbat 
pack she’s fighting is dead after the Solar beheads him, 
for example – his followers might simply think they’ve lost 
track of him in the chaos for a few moments.
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FlaWlessly impenetraBle disguise (•••)
The Solar becomes a master of disguise, able to 

appear as whoever or whatever she likes with only a few 
moments of preparation.

System: The difficulty to see through any of the 
Solar’s disguise attempts is permanently set at 9. By 
spending 1 Essence, the character can make her disguise 
absolutely perfect so long as she chooses to maintain it, 
even mimicking supernatural elements such as a vam-
pire’s pale aura, lack of breath, and room-temperature 
flesh. These are tricks and cosmetic imitations, and 
won’t grant any special powers (the Solar does still need 
to breathe, even if it looks like she doesn’t, and she still 
maintains her human Attributes even if she convincing-
ly appears to have become an 8-foot-tall werewolf).

lightning speed (•••)
The Solar moves with the speed of darting sun-

beams, able to flash from place to place almost faster 
than the eye can follow.

System: The Solar’s movement speed is perma-
nently tripled, and she doubles the result of all Ini-
tiative rolls. By reflexively spending 1 Essence on her 

turn, she can instantly flash to any location within (Es-
sence x 100) yards. This is super-fast movement, not 
teleportation: the Solar has to actually be able to reach 
the place she wants to go.

Supernal Effect: The Solar moves with the speed and 
freedom of light itself; there’s nothing faster. By spending 
1 Essence, she may release her god-speed for the rest of the 
scene; each turn, she gains one free 100-yard reflexive quick-
step, as though she were using Lightning Speed at no cost. 
Furthermore, her movement speed is permanently quintu-
pled by Lightning Speed rather than tripled.

seasoned Criminal method (•••)
The Solar is a master of all criminal enterprise, able 

to trivially go where she will and take what she likes.
System: Spend 1 Essence or 1 Willpower to per-

form any of the following feats: Cause a lock to spring 
open, pass through a closed door or window without 
disturbing it, or attempt to steal an object in plain sight 
without anyone noticing the attempt.

Supernal Effect: Any career criminal the Solar 
meets instinctively recognizes her as a fellow member 
of the underworld, and furthermore, one who rep-
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resents potential opportunities for enrichment and 
advancement rather than a potential threat or rival. 
This is a potent first impression, but won’t negate or 
erase any knowledge to the contrary that an individ-
ual might have (it won’t make them forget their boss 
telling them that the Solar is an enemy and should be 
killed on sight, for example).

vanishing From mind’s eye method (•••)
The Solar can still her Essence, vanishing from 

sight and awareness completely.
System: By standing still in a shadowed place or 

obscure corner and remaining quiet, the Solar can be-
come functionally invisible and impossible to notice so 
long as nobody’s actively watching her. This obscurity 
remains in place so long as she doesn’t move or make 
noise. Spending 1 Essence renders her invisible and im-
possible to notice for the rest of the scene, so long as she 
doesn’t make some sort of loud noise or take blatant 
action such as attacking or tipping over a bookshelf.

Supernal Effect: The Solar’s invisibility is unim-
peachable. Even if she makes loud noises or begins 
fighting, the invisibility granted by Vanishing From 
Mind’s Eye Method won’t break. Only her anima flar-
ing will break the Charm. Attempting to target the So-
lar in combat while she is invisible increases the diffi-
culty of attacks by +2.

eye oF the unConquered sun (••••)
The Solar’s eyes cut through all supernatural ob-

scurity, unerringly sighting her foes.
System: Reflexively spend 1 Essence to immediate-

ly defeat all forms of supernatural concealment, invisi-
bility, and the like. Any character that is trying to hide 
from the Solar is immediately revealed to her senses.

Supernal Effect: The Solar may spend 2 Essence 
when activating Eye of the Unconquered Sun to open 
her Caste Mark and unleash a flood of searing, all-re-
vealing light. Any being within 300 yards of the Solar 
that is attempting to hide or conceal itself is outlined 
in brilliant white flames that shine through all covering 
and concealment, even through walls, revealing them 
to all characters present, not just the Solar. There’s 
nothing subtle about this display: the air quakes and 
seethes with golden light, shining through walls and 
obstacles to banish all shadows. This display lasts until 
the Solar wills it to end. All attempts to target an in-
dividual wrapped in white flames (which linger for as 
long as a marked individual stays in the Solar’s light) 
lower their difficulty by –1.

mountain-Crossing leap teChnique (••••)
Gathering all her power into her legs, the Solar 

propels herself into the air and over the horizon with 
a mighty leap.

System: The Solar spends a moment concentrating 
and spends 2 Essence. Her player then rolls (Strength 
+ Athletics) against a difficulty determined by the den-
sity and complexity of the Solar’s destination. Open 
farmland would be difficulty 5, while downtown To-
kyo would be difficulty 8. The more successes rolled, 
the more accurately the Solar touches down exactly 
where she wants to land. This Charm can carry the 
Solar up to (Essence rating x 3) miles in a single leap. 
Everyone within 5 yards of the Solar when she takes 
off or lands must make a Stamina roll against difficulty 
6 to avoid falling down.

Supernal Effect: The Solar may pay 1 additional 
Essence while soaring through the air with Moun-
tain-Crossing Leap Technique, or indeed at any time 
when she is plummeting toward the ground from a 
great height for any reason, to wrap herself in a pow-
erful corona of Essence. When she lands, this Es-
sence-corona detonates, and she strikes the ground 
without suffering any injury whatsoever with the force 
of a runaway meteorite. Everyone and everything with-
in 50 yards of the Solar’s point of impact must soak 
(Essence rating x 2) levels of bashing damage.

seven shadoW evasion (••••)
Letting her Essence instinctively carry her out of 

harm’s way, the Solar may dodge any single attack of 
which she is aware.

System: Reflexively spend 1 Essence. The attack 
fails to strike the Solar without any further dice rolls. If 
the Solar spends 2 Essence, then she can perfectly de-
fend against (Essence) additional attacks between the 
moment of activation and her next turn.

Supernal Effect: The Solar repositions herself opti-
mally after avoiding an attack. If she uses her next action 
to attack someone whose attack she dodged with Seven 
Shadow Evasion, that attack is made at –1 difficulty.

BonFire anima Wings (•••••)
The Solar’s anima bears her aloft like a comet or a 

pair of angelic wings, allowing her to fly.
System: Spend 3 Essence. For the rest of the scene, 

the Solar can fly at twice her normal movement rate. If 
activated at the apex of Mountain-Crossing Leap Tech-
nique, this Charm costs only 1 Essence. Even if her an-
ima has otherwise faded from visibility, it streams out 
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like a contrail behind her when she flies at maximum 
speed, making her highly visible.

Supernal Effect: The Solar may use this Charm 
for free whenever her anima is flaring.

Foe-sCenting method (•••••)
The Solar’s senses, attuned to darkness, immedi-

ately pick out the supernatural.
System: Reflexively spend 1 Essence. For the rest 

of the next 24 hours, the Solar becomes aware when 
she stands in the presence of any supernatural being, 
though she doesn’t inherently know what sort of su-
pernatural being any given individual may be. Imbued 
hunters don’t register as supernatural beings.

Supernal Effect: By concentrating on an individ-
ual the Solar believes to be a supernatural entity, she 
may scrutinize that creature’s Essence for clues to its 
nature. Roll Perception + Occult against difficulty 8. 
Success causes the Solar to receive compelling clues. 
For example: “His aura swirls with arcane geometry 
in rigid and regimented patterns.” Or: “A great hulk-
ing wolf-shadow looms above her.” If the Solar has 

encountered and scrutinized this sort of supernatural 
being in the past, then she can identify them as such. 
“He’s a technomancer.” “She’s a werewolf.”

eClipse Charms

exCellenCe oF the CroWned sun: (aBility) (•)
By feeding raw Essence into her words, the Chosen 

of the Eclipse may effortlessly broker deals, cut through 
red tape, and speak with impossible eloquence.

System: Select one of the following Abilities when 
purchasing this Charm: Awareness, Empathy, Etiquette, 
Expression, Finance, Law, Politics, or Subterfuge. At any 
time, the player may reflexively spend 1 Essence to add 
(the Attribute being rolled + the Ability in question) 
dice to all rolls using this Ability for (Essence rating + 1) 
turns in combat, or minutes outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. Eclipse Castes get all ver-
sions of this Charm with a single purchase.
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inverted ego masK (•)
The Solar builds up a wall of masks around the 

innermost truths of her heart, ensuring that none can 
discover who she really is unless she permits it.

System: Any ordinary or supernatural attempt to dis-
cern the Solar’s Nature automatically fails, revealing her De-
meanor in its place. This Charm’s effects are permanent.

Supernal Effect: The Solar is an absolute cipher. 
Unless she willingly reveals information about herself, 
it is impossible to learn anything about the Solar’s 
identity, past, or innermost motives through mundane 
research or magical means of any sort. Another charac-
ter can still attempt to speak to the Solar to convince 
her to open up, of course.

master equestrian’s teChniques (•)
The Solar exhibits the traits of a figure of legend, 

whether it is a noble chevalier, rugged cowboy, or aris-
tocrat on the hunt.

System: This Charm conveys the following benefits:

• The Solar may buy the Hobby Talent: Ride for 1 
experience point per dot. Alternately, she may substi-
tute Animal Ken or Drive whenever a roll would nor-
mally demand Ride.

• All rolls made while the Solar is mounted on a 
steed are made at –1 difficulty.

• The Solar may whistle and spend 1 Essence, and 
any mount she owns, or which regards her with deep 
fondness even if she doesn’t own it, will appear within 
a matter of moments, ready to be mounted and ridden.

• Any mount the Solar rides can race all out for 12 
hours without tiring, and can move twice as fast as it 
would if bearing any other rider.

• All attacks directed at a mount bearing the Solar 
raise their difficulty by +3, and her mount can soak 
both lethal and aggravated damage.

salty dog method (•)
Like the ancient mariners who once held the 

world together through trade, the Solar is the exemplar 
of nautical daring and perseverance.

System: This Charm conveys the following benefits:

• All rolls made while the Solar is on the deck of a 
boat or ship are made at –1 difficulty.

• Having stared the worst horrors of weather and 
the deeps directly in their dead and hateful eyes, the 
Solar has become inured to fear. The difficulty of all 

attempts to frighten her by supernatural means is in-
creased by +1, and the first time in any given session 
that someone or something tries to terrify her in such 
a fashion and fails, she gains one point of Willpower.

• The Solar can swim at her full sprinting speed, 
and may hold her breath for up to 15 minutes at a 
time. By spending 1 Essence, she can extend this to 
(Essence rating) hours, and also survive the crushing 
pressure of the deepest ocean trenches.

• So long as she can see the sky and feel the wind 
against her skin, the Solar can spend 1 Essence to accu-
rately predict the local weather over the next (Essence 
rating) days.

Supernal Effect: The weather ever reflects the 
Solar’s mood. When she’s happy or content, it’s clear 
skies and warm sunshine. Her sorrows bring heavy 
rains, and her rages provoke violent storms. She can 
roll Willpower against difficulty 6 to still this effect for 
a day if she wishes.

speed the Wheels (•)
The Solar is like a saint of complex systems, leav-

ing efficiency in her wake.
System: When the Solar engages with bureaucracy 

or labyrinthine systems such as courts of law, corporate 
networks, or government offices, red tape parts before 
her like the Red Sea and she is able to proceed in a 
mere fraction of the normal time. Moreover, simply 
by briefly conversing with someone involved, she can 
spend 2 Essence to place her blessing upon a project 
such a certain police investigation, bit of legislation, or 
attempt at reforming city government, and everyone 
involved in pushing the project forward reduces the 
difficulty of all rolls to do so by –2.

Supernal Effect: The Solar is a natural bureaucrat, 
integrating herself smoothly – if superficially – into 
any bureau she strides into. As long as she doesn’t do 
something outlandish to call attention to herself, she 
can sit in on meetings, walk the halls, lounge around 
in the break room, chat with workers in the cubicle 
farm, and otherwise occupy an office space without 
anyone noticing that she doesn’t belong there.

Whirling Brush method (•)
Words pour through the Solar’s mind like a rush-

ing river, leaving wisdom behind in their wake without 
consuming her precious time.

System: Spend 1 Essence. For the rest of the scene, 
the Solar may read and absorb information as fast as 
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she can track her eyes across the page or screen. Books 
can be consumed in moments, online databases mem-
orized as quickly as the data can be loaded and scrolled 
across the screen. Moreover, she can copy text by hand 
at lightning speed, transcribing an entire book in min-
utes, up to and including any diagrams or illustrations.

Foul air oF argument teChnique (••)
Simply by briefly conversing with someone in-

volved, the Solar may embed her Essence in a bureau-
cracy or project like a curse, causing it to bog down in 
inefficiency, errors, and red tape.

System: The character can spend 3 Essence to tar-
get a specific office or project with terrible inefficiency 
for the rest of the current story. Everyone involved in 
pushing the project forward increases the difficulty of 
all rolls to do so by +2.

irresistiBle salesman spirit (••)
The Solar focuses her Essence into the ultimate 

high-pressure sales pitch, capable of convincing almost 
anyone to buy almost anything, and for outrageous prices.

System: After spending a few moments delivering 
her pitch, the Solar’s player spends 1 Essence and rolls 
Manipulation + Subterfuge against a difficulty equal 
to the target’s Willpower. She can raise or lower the 
fundamental value of whatever she’s trying to buy, sell, 
barter, or bargain for in the target’s eyes by a factor of 
(successes rolled + 1). This Charm is equally as applica-
ble to political favors as to financial transactions; a So-
lar who rolled five successes might convince the Prince 
of Chicago to lend her six times as many ghouls as he’d 
initially considered in exchange for her help discover-
ing who or what is causing Masquerade breaches in his 
domain, for example. 

This Charm doesn’t force the target to accept a 
deal, only to re-evaluate its reasonable worth; it also 
doesn’t mystically enforce any agreements made under 
its auspices. Its enchantment fades after the Solar’s (Es-
sence rating) hours, at which point the target may very 
well realize they’ve been swindled.

Supernal Effect: If the target’s Willpower rating is 
equal to or lower than the Solar’s Essence rating, she 
may use this Charm to convince him that absolutely 
any price she cares to name is reasonable.

sagaCious reading oF intent (••)
The Solar’s keen insight cuts through all attempts 

at dissembling, allowing her to easily decipher the in-
tentions of others.

System: By taking a few moments to concentrate 
on another character or a piece of writing, the Solar 
may roll Wits + Subterfuge against a difficulty of (3 + 
the target or author’s Subterfuge). Success reveals what 
the subject wants to get out of the current interaction, 
or any agendas present in a written work. Spending 
1 Essence after a successful roll will also let the Solar 
read the target’s surface thoughts for a few moments.

Supernal Effect: The Solar may continue reading 
a target’s thoughts for as long as he remains in her line 
of sight, rather than for only a few moments.

suBtle speeCh method (••)
The Solar becomes a master of hidden meaning, 

coding messages inside messages that only reveal them-
selves to those she wishes.

System: Spend 1 Essence while speaking or com-
posing a written work to embed a second, hidden mes-
sage inside the statement or writing. This hidden mes-
sage can only be discerned by those the Solar intends 
to address it to.

Wise-eyed Courtier method (••)
The Solar can quickly unravel the dynamics of any 

social situation she finds herself in by observing little 
more than word choice and body language.

System: The Solar can analyze the relationship 
between any two characters by spending a moment 
observing them, then spending 1 Essence and rolling 
Perception + Subterfuge against difficulty 8. Even so 
much as one success not only reveals whether the two 
characters know one another, but also the depth and 
nature of that relationship (“They’re business part-
ners, but they don’t advertise that relationship, and 
they don’t trust one another”).

guarded thoughts meditation (•••)
The Solar’s mind is a vault, holding her thoughts 

within like precious gems.
System: Whenever someone attempts to read the 

Solar’s mind by any means, roll Perception + Aware-
ness against difficulty 6. Success reveals not only the 
mind-reading attempt, but also who is responsible. The 
Solar may then pay 1 Essence to reflexively shield her 
thoughts, making them impossible to read for the rest 
of the scene. The Solar may also pre-emptively shield 
her thoughts by paying 1 Essence, even before anyone 
attempts to pry.

Supernal Effect: The Solar’s secrets are her own, and 
Guarded Thoughts Meditation is always active at no cost.
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mastery oF small manners (•••)
An instinctive facility for etiquette and social cur-

rents ensures that the Solar never commits faux pas or 
social gaffes when dealing with unfamiliar cultures or 
social situations.

System: The Solar lowers the difficulty of all Eti-
quette and Streetwise rolls by one, and cannot botch with 
either Ability. Should she fail at any social roll, she may 
reflexively spend 1 Essence to attempt to re-roll it once.

Supernal Effect: The Solar unfailingly gives excel-
lent first impressions to all those she meets, lowering the 
difficulty of all social rolls against a character during the 
first scene she meets them in by one. Unless given some 
pressing reason to act otherwise, those who first encoun-
ter the Solar are inclined to regard her well and behave 
favorably toward her; in short, they like her.

phantom steed (•••)
Reaching deep within herself, the Solar finds a con-

veyance that expresses her innermost self and brings it 
forth into the world to serve her. In the Age of Legends, 
it may be supposed that this Charm allowed the Chosen 
to harden their anima into a golden horse to carry them 
into battle or to convey them along ancient roads to de-
liver vital missives. It can still do that, of course, but in 
the World of Darkness this Charm is much more likely 
to create a glowing motorcycle or sports car.

System: Spend 1 Essence to solidify a conveyance 
of some kind out of the Solar’s anima for the rest of 
the scene. Should she disembark, dismount, or oth-
erwise leave the conveyance behind, it dissipates back 
into the pure Essence from which it came.

Supernal Effect: The Solar may spend 1 Willpow-
er to maintain the solidity of her Phantom Steed even 
while no longer in contact with it. Not only will the 
conveyance continue to exist, it can move of its own 
accord in response to the Solar’s will, as though she 
were riding or driving it, making rolls to maneuver 
with the Solar’s dice pool. The Phantom Steed always 
“knows” where the Solar is and how to find her, and is 
otherwise as “intelligent” as the Solar in carrying out 
the tasks the Solar assigns to it. The Solar doesn’t need 
to be able to see or communicate with her Phantom 
Steed to give it commands.

strange tongue understanding (•••)
The Solar is a master of tongues, able to under-

stand and be understood despite any language barrier.
System: The Solar can understand any earthly lan-

guage after a few minutes of exposure to it, and make 
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herself understood after a few minutes more. Spending 
1 Essence grants instant fluency for the rest of the scene, 
and makes the character sound like a native speaker.

Supernal Effect: The Solar may spend 3 Willpower to 
permanently retain any language she learns with Strange 
Tongue Understanding, gaining an appropriate Merit.

asp Bites its tail (••••)
Such is the Solar’s assurance and bearing that 

she may effortlessly turn barbs and imprecations cast 
against her back on those so foolish as to slander her.

System: When slighted, humiliated, or accused of 
wrongdoing, the player can reflexively spend 1 Essence 
and roll Manipulation + Subterfuge against the accus-
er’s resisted Charisma + Expression (both difficulty 6). 
Should the Solar gain more successes, then everyone 
present becomes convinced the aggressor was in fact 
the one who belittled, insulted, or implicated herself.

Supernal Effect: When using this Charm, the So-
lar rolls against difficulty 5 and her aggressor against 
difficulty 7. Additionally, should she successfully turn 
the tables, the difficulty of all of her social rolls against 
that target for the rest of the scene drop by –2, while 
the difficulty of all social actions made by the individu-
al who embarrassed himself are increased by +2.

Cup Boils over (••••)
The Solar composes a condemnation of purpose-

less existence, which is so profound that it strikes dead 
those with no bastion of ego to protect them against 
the Exalt’s words.

System: Spend 3 Essence and roll Manipulation 
+ Expression against a difficulty of a particular target’s 
Willpower rating in order to craft a condemnation of 
their specific life within the world. This condemna-
tion can be verbal or written. Should the target hear or 
read this condemnation while they have 0 Willpower 
points, their soul leaves their body, and they die soon 
after. The Solar must be familiar enough with her tar-
get to be able to criticize their life in at least very broad 
strokes, and a condemnation devised with this Charm 
loses its potency after one month, as the events and 
circumstances of the target’s life cause her to no longer 
perfectly match the Solar’s critiques.

Supernal Effect: When the target hears or reads 
the Solar’s condemnation, they lose a number of 
points of Willpower equal to the successes she rolled. 
If this reduces them to 0 Willpower, Cup Boils Over 
knocks their soul off.

venomous rumors teChnique (••••)
Insinuating a thread of her Essence into ill-intend-

ed gossip, the Solar assures that her poison reaches ev-
ery ear that might matter.

System: Spend 2 Essence and roll Manipulation + 
Subterfuge against a difficulty of (3 + the target’s most 
relevant Background, such as Influence or Fame). 
While this Charm can’t ensure that everyone believes 
whatever terrible rumor the Solar wishes to spread, 
success does guarantee that within a day or two, every-
one who matters has at least heard it.

Supernal Effect: By spending 3 Essence rather 
than 2 when activating Venomous Rumors Tech-
nique, the Solar may define the scope of the damage 
her rumors inflict, causing the target to lose a dot of 
the Background she chooses to target. This can only 
damage external Backgrounds like Resources and Con-
tacts, not Backgrounds that describe intrinsic qualities 
like a Lunar’s Heart’s Blood.

all-seeing master proCurer (•••••)
Essence connecting her to the world around her, 

the Solar has learned to be all things to all people.
System: By spending an hour in meditation and 

spending 3 Essence, the Solar may grant herself a dot 
of a Background of her choice for the next 24 hours, 
letting her Essence lead her to the needed contacts, 
money, parties, or whatever else.

Supernal Effect: This Charm grants two dots of 
Backgrounds, which may be assigned to the same Back-
ground or separately.

KnoWing the soul’s priCe (•••••)
Everyone, no matter their integrity, no matter 

their morals, has a price for which they will bend to 
the Solar’s desires. This Charm cuts through to the 
soul’s innermost secrets, revealing that price.

System: Spend 3 Essence and roll Perception + 
Empathy against a difficulty of the target’s Willpower. 
Success reveals the price that will cause the target to do 
what the Solar wants, whether it’s as simple as a sum of 
money or as daunting as the return of a dead loved one.

Supernal Effect: Should the Solar accumulate 
five or more successes when using Knowing the Soul’s 
Price, she also gains an instinctive hunch where to 
start looking to find the price she’s uncovered, if she 
doesn’t have it already.
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speCial
The following Charms can’t be Favored and be-

long to no specific Caste. A Solar must have an Es-
sence rating of at least 3 to purchase them.

should the sun not rise (•)
The Solar’s legend and legacy are her own, and 

though the candle of her life may gutter out, her works 
will not vanish when she does.

System: Should the Solar die with at least one point 
of Willpower remaining to her, the guttering sparks of 
her vitality restore her to fitful life at some point during 
the next three days. She has only a short time – a few 
hours at most – before her injuries reclaim her, but may 
use this very brief reprieve to locate a hand-selected suc-
cessor, and, with her final breath, pass her Exaltation on 
to the mortal inheritor of her choice. Her chosen succes-
sor need not be physically present when she expires, but 
if he is not, she must spend a point of Willpower to send 
her Exaltation to him.

The newly-Exalted Solar automatically gains both 
Past Life 3 and Mentor 3 (in the form of the Exaltation’s 
former bearer instructing and advising him in his dreams).

Final ray oF light (•••••)
Though even her very flesh and divinity falters un-

der the claws and curses of a world of monsters and 
darkness, the Solar rises up one last time in defense of 
those she loves.

System: If the Solar dies in the course of protect-
ing or fighting for one of her Intimacies, she immedi-
ately returns to life in a blaze of golden Essence. Her 
Essence pool restores itself to full, and she heals (Es-
sence rating) levels of damage immediately. Final Ray 
of Light can only activate once per story.

Supernal Effect: Upon her resurrection, the Solar 
swallows her anima into herself, transforming into an 
idealized incarnation of her own godhood. She may 
manifest new clothing, glowing tattoos, alterations to 
the appearance and coloration of her hair and eyes, 
and similarly outlandish indications that she is far 
more than mortal. While wearing this ascendant vis-
age, she doubles her movement speed and base Initia-
tive, and increases all of her Attributes by three dots. 
The transformation lasts for one scene, then abates.

After assuming her ascendant visage once, the 
Solar may activate it again in the future with a turn’s 
concentration (doing so heals her and replenishes her 
Essence as though she had revived with Final Ray of 

Light), but only once per story, and doing so negates 
the possibility of using Final Ray of Light during that 
story. Alternately, she may attempt to enact this trans-
formation without “using up” the Charm for the rest 
of the story by spending 2 Essence and then making a 
difficulty 9 Essence roll, but in this case she does not 
heal or replenish her Essence.

phoenix reneWal CruCiBle (•••••)
The fires of the sun are the catalyst for life itself, and 

the Solar may give of herself to gainsay an unjust demise.
System: The Solar may attempt to return a corpse 

to life by placing a hand upon the cadaver’s chest and 
infusing it with her Essence. Spend 5 Essence, 5 Will-
power, and roll the Solar’s Essence rating. She cannot 
spend Willpower for an automatic success on this roll. 
Success returns the target to life and restores all of their 
Health Levels. Failure means the resurrection hasn’t 
taken and can’t be attempted again. A botch carries all 
the consequences of failure, but also forces all of the 
Solar’s Essence to depart her body in a torrent, and 
renders her unable to regain or store Essence by any 
means for 24 hours per 1 rolled. Botching twice within 
the span of a single story causes the Exalt to be fatally 
consumed in her own solar flames.

In order to use this Charm, the deceased individual’s 
death must in some way violate one of the Solar’s Intima-
cies, and must have taken place during the last (Essence 
rating) days. Losing a loved one who is the subject of an 
Intimacy always counts, of course, but more abstract vio-
lations are also possible, such as the death of a vampire’s 
anonymous victim violating an Intimacy to protect the 
innocent from the horrors of the supernatural world.

The difficulty to resurrect a person with Phoenix Re-
newal Crucible is 6. If they were one of the Celestial Ex-
alted when they died, they are mortal upon their return 
to life, their Exaltation having departed. Other sorts of 
living supernatural beings (including Dragon-Blooded) 
usually retain their powers upon returning to life.

Phoenix Renewal Crucible may also be used to at-
tempt to return the undead to life and mortality. In 
this case, the individual may have been deceased for 
much, much longer than the usual limit permitted by 
Phoenix Renewal Crucible, but the difficulty begins at 
7, increases by +1 for every 50 years the individual has 
been undead, and if the target is a vampire, a failure 
inflicts five levels of aggravated damage, while a botch 
inflicts ten as the power of incorrectly-channeled Solar 
Essence rips through the fabric of the monster’s being.
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Once upon a time the Lunar Exalted were guard-
ians, then slaves, then wild and bloody souls who 
chewed off parts of themselves to escape their chains, 
and grew stronger for it. Now they are Chosen from 
among the outcast and forsaken, the unwanted and 
broken, the different and discarded. At long last, they 
no longer have a grand and unifying agenda.

They have power. A Lunar’s power carries with it 
only one insistent and absolute command: that it be 
used. A Lunar’s course through the World of Darkness 
is one entirely of her own choosing, but rest assured 
that her passing will transform those lives she touches, 
and end those which attempt to restrain her.

essenCe reneWal
The Lunar castes are not designed for duty or ser-

vice, but only for survival. When they strive and struggle 
and overcome, they are renewed to prepare them for the 
next challenge that awaits. Once per scene, a Lunar can 
recover 2 Essence by meeting the criteria of her caste:

• Lunars of the Full Moon Caste may replenish 
their Essence whenever they defeat a supernatural op-
ponent or overwhelming mortal opposition, overcome 
a significant obstacle through physical prowess, or use 
their strength, speed, or endurance to advance or pro-
tect an Intimacy.

• Lunars of the Changing Moon Caste may replen-
ish their Essence whenever they use guile, fast-talk, se-
duction, wordplay, or sheer force of presence and will 
to accomplish a significant goal, escape a dangerous 
situation, defeat an enemy, or support or defend an 
Intimacy.

• Lunars of the No Moon Caste may replenish their 
Essence whenever they learn a secret of the supernatu-
ral world, or overcome a significant obstacle or danger-
ous enemy through knowledge, learning, clever plans, 
or by leveraging the ways or denizens of the supernatu-
ral world against the problem, or when they support or 
protect an Intimacy through those means. 

CHAPTER FIVE:CHAPTER FIVE:

THE LUNAR EXALTEDTHE LUNAR EXALTED

No chains will ever hold that.

—Captain Englehorn, King Kong
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Caste Features
When you select your Caste, note its Anima power 

and its Caste Attributes.

Full moon
Fighters, athletes, and hardened survivors. A Full 

Moon’s greatest asset is her body, and any sort of physi-
cal prodigy might Exalt as a member of this Caste. 

• Caste Attributes: Strength, Dexterity, Stamina
• Anima Power: The first time in a scene the Full 

Moon should be Incapacitated by damage, she in-
stead stops marking damage, leaving her Incapacitated 
health box clear. Additionally, while the Full Moon’s 
anima is flaring, she doesn’t roll for Initiative, instead 
always adding 10 to her Dexterity + Wits total.

Changing moon
Tricksters, liars, and leaders. A Changing Moon 

lives and dies by her force of personality, her silver 
tongue, or her incredible looks.

• Caste Attributes: Charisma, Manipulation, Appearance
• Anima Power: The Changing Moon may pay 1 

Essence to wrap herself in a veil of illusion for a scene, 
perfectly disguising herself as anyone she has ever seen. 
When her anima banner is burning, she may pull it 
around herself to make herself impossible to recog-
nize. Anyone in the scene that has already recognized 
her must roll Willpower against difficulty 8 or forget 
the blazing stranger’s identity, if the Changing Moon 
would rather they didn’t recognize her.

no moon
Shamans, witches, and hoarders of wisdom. A No 

Moon’s greatest weapons are her wits and intellect, 
and these are powerful weapons indeed.

freebie Point costs

Attribute 5

Caste Attribute 4

Ability 2

Charm (rating × 3)

Ancient Sorcery spell 5

Essence 10

Backgrounds 1

Willpower 1

character creation

Creating one of the Lunar Exalted works a lot 
like creating any other World of Darkness char-
acter. The steps are outlined below:

steP 1: character concePt

 • Consult with other players and come up 
with an appealing concept.

 • Pick out the Caste that fits best, and note 
its anima effects (see below).

 • Select Nature and Demeanor.
steP 2: attribUtes

 • Mark down one dot in each Attribute. Note 
your Caste Attributes.

 • Rank categories of Attributes (Physical, Social, 
Mental) in order of importance to your character.

 • Divide 8 dots among primary Attributes, 6 
dots among secondary Attributes, and 4 dots 
among tertiary Attributes.

 • Divide an additional 2 dots among Attri-
butes. At least 1 dot must go to a Caste Attribute.

steP 3: abilities

 • Rank categories of Abilities (Talents, Skills, 
Knowledges) in order of importance to your character.

 • Divide 13 dots among primary Abilities, 
9 dots among secondary Abilities, and 5 dots 
among tertiary Abilities.

 • No Ability can have more than 3 points 
without spending Freebie Points.

steP 4: advantages

 • Choose one category of Lunar Charms as Fa-
vored Charms. Favored Charms receive the same 
experience point discount as Caste Charms.

 • Choose Charms (6 dots in total). At least 3 
dots of Charms must be from your Caste Charms.

 • Select 5 dots of Backgrounds.
 • Write down three Intimacies, as well as a 

fourth Intimacy which may never be discarded 
or invalidated: “I will never wear chains.”

steP 5: finishing toUches

 • Record Willpower (5), Essence rating (1), 
and Essence pool (8). Essence pool begins at 
maximum.

 • Spend Freebie Points (15), and, optionally, 
purchase Merits and Flaws (max. 7 points).
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• Caste Attributes: Perception, Intelligence, Wits
• Anima Power: All No Moons can speak to and be 

understood by spirits. By fixing her eyes upon the moon 
and rolling her Essence rating against the local Gauntlet 
or Shroud, the No Moon may attempt to cross into the 
Spirit World or Underworld. If the moon isn’t present 
or visible, she can use a reflection of her Caste Mark or 
can fix her eyes on another Lunar’s caste mark, but this 
raises the difficulty by +1. If using her Charms rather 
than her anima power to cross the Gauntlet or Shroud, 
she treats their rating as 2 points lower than it truly is.

appropriate BaCKgrounds
When creating your Lunar, all of the following 

Backgrounds are appropriate choices:

• Allies (V20, p. 111)

• Alternate Identity (V20, p. 111)

• Arsenal (Hunter: The Reckoning, p. 120-121)

• Backup (M20, p. 306-307)

• Contacts (V20, p. 112)

• Cult (see p.page 290)

• Destiny (M20, p. 311-312)

• Fame (M20, p. 313-314)

• Familiar (see p.page 293)

• Fetish (W20, p. 137-138)

• Influence (V20, p. 114-115)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (V20, p. 115)

• Resources (V20, p. 115-116)

• Retainers (V20, p. 116)

• Totem (W20, p. 140)

• Wonder (M20, p. 328)

Lunars may also benefit from the following new 
Backgrounds:

dragon nest
Your character has seized or discovered a Dragon 

Nest – whichever the case may be, it’s hers now. Rather 
than rating its size or power, dots in this Background 
measure how secure the Dragon Nest is from hostile 
intrusion. Each dot of Dragon Nest increases the dif-
ficulty of all efforts to infiltrate or attack the Nest by 
anyone you haven’t granted access to, and a –1 difficul-
ty bonus to your attempts to spot, track, and identify 
intruders, or to defend the Nest from assault.

heart’s Blood
All Lunars have the potential to consume the 

heart’s blood of beasts (and potentially other beings) 
and thereby assume their shapes, but not all have done 
so extensively before play begins. This Background re-
flects Lunar Exalted who have exercised some effort to 
fill out their shapeshifting library.

• One additional animal or human form.

•• Five additional animal forms or two ad-
ditional human forms.

••• A dozen additional animal forms or 
four additional human forms.

•••• Two dozen additional animal forms or 
seven additional human forms.

••••• Three dozen additional animal forms or 
a dozen additional human forms.

past lives
Once in a while, some rare few Chosen find them-

selves lost in a waking dream of a time long ago, an 
age of savage adventure and forgotten glories. When 
this sudden vision fades, they may find that the skills 
they possessed in the long-vanished days of yore have 
carried them to victory.

Once per game session, a player may roll this Back-
ground’s rating and add it to the Ability rating of a 
roll she’s about to make. This only works for Abilities 
which might have existed in a timeless epoch of an-
cient heroes and savage fantasy. Melee, Athletics, and 
Occult would all apply, but Past Lives can’t help with a 
Computer or Firearms roll. 

• Once in a while you get moments of 
déjà vu.

•• Sometimes there’s the scent of exotic 
spices on the air, or a memory of voices 
you’ve never heard… but no, no actual 
words.

••• You occasionally have vibrant flashes to 
images or words that make no sense, but 
bring tears to your eyes.

•••• Once in a great while, you suddenly relive 
a few moments of a life from another Age.

••••• Now and again, in your darkest mo-
ments, you sometimes relive entire 
short vignettes of the ancient lives of 
those forgotten heroes whose power 
you’ve inherited.
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supernatural status
No mere outsider, this Background reflects an Ex-

alt who has put in the work to embed herself in the 
power structure of one of the great supernatural societ-
ies of the World of Darkness. This Background reflects 
Abyssals who have made a home within the Camarilla 
or Sabbat, or Solars throwing in their lot with one fac-
tor or another in the war for reality. Having more than 
a few dots of this Background is unprecedented and 
probably unthinkable, but that’s par for the Exalted 
course… provided that the other players are cool with 
making your status a major plot element.

• Acknowledged; your peers recognize your 
name when it comes up. You’re a member 
in good standing, if an unusual one.

•• Credible; you’re considered noteworthy 
within your society.

••• Respected; your word carries weight, 
and you may have some manner of for-
mal position such as Harpy or Sheriff.

•••• Admired; you’re looked up to, or per-
haps feared. You certainly hold some of-
fice of formal authority, such as Keeper 
of Elysium or Seneschal.

••••• Revered; if you’re not officially calling 
the shots in your area now, it’s only be-
cause you don’t want to put that kind of 
target on your back.

speCial rules For lunars
In addition to the rules that normally govern the 

Exalted, Lunars have a few special rules and features.

shapeshiFting
All Lunars gain the power to don the shape of 

beasts along with their Exaltation.
Before a Lunar can assume an animal form, she 

must first personally hunt and kill the animal whose 
form she wishes to wear, and then drink its blood or 
consume its flesh. Blood or flesh from a deli or super-
market are of no use; without the intimate connection 
of hunter and prey, without dealing death herself, part 
of a beast means nothing. Once the Lunar has com-
pleted her hunt, she masters the beast’s shape forever 
after. Valid targets include any creature between the 
size of a house cat and a tiger.

Alternately, the Lunar can add animal shapes to her 

form library by gaining them from a spirit representing 
the appropriate beast. A lion form might be gained as a 
blessing or reward from a lion-spirit, for example. These 
forms can be gained through bargaining, favor, or even 
intimidation. The spirit must spend 5 Essence to bless 
the Lunar with an animal form appropriate to its na-
ture. Alternatively, the Lunar can gain an animal form 
by hunting and destroying an appropriate spirit.

In order to transform into a beast-skin, the Lunar 
spends a turn concentrating and the player rolls the 
Lunar’s Essence rating against difficulty 6. Success al-
lows the Lunar to adopt the beast form. Alternately, 
she can reflexively spend 1 Essence to transform in-
stantly without need of a roll or action.

A Lunar in beast form gains any inherent abilities the 
animal has, such as flight or venom, and uses its Physical At-
tributes. Examples of common animal traits may be found 
on page “Animal Traits for Lunars” on page 302. Lunars 
don’t adopt a beast form’s Perception, but if the form pos-
sesses any superhumanly acute senses, then Perception rolls 
using them enjoy a difficulty reduction of –1 or –2.

When a Lunar’s anima flares, she’s forced to aban-
don her library of stolen shapes, and must reflexively 
assume her human, totem, or rage form.

The Lunar may reflexively return to her human 
form at any time without needing to spend Essence.

the totem Form
Upon Exaltation, each Lunar’s soul expresses itself 

in the form of an animal that is iconic of the Lunar’s 
spirit and personality. The Lunar may shapeshift into 
this totem form from the moment of her Exaltation 
without first needing to hunt anything; the totem an-
imal is already within her Essence. Moreover, she can 
always reflexively assume the totem form without need-
ing to spend Essence.

the rage Form
In moments of dire need, every Lunar can don the 

rage form: a terrifying mix of human and the Lunar’s 
totem shape, designed for violence and fueled by re-
pressed fury baked into her very Exaltation since the 
dawn of time. A Lunar’s rage form is usually significant-
ly larger and heavier than her human aspect, endowed 
with natural killing tools, and completely impossible 
to mistake for anything other than a primordial killing 
machine dredged up from prehistory and nightmare.

To assume her rage form, the Lunar concentrates 
for a turn as her player rolls the character’s Essence 
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rating against difficulty 7, with success transforming 
her into her hybrid killing shape. Alternately, she may 
spend 1 Essence to reflexively transform into the rage 
form without a dice roll.

To design a Lunar’s rage form, choose one of the 
trait arrays below, then add the listed number of Aspects 

from the Aspect list. All rage forms are capable of in-
flicting lethal damage with natural attacks, whether this 
comes from sharp teeth, small horns, talons, or simply 
bone-crushing strength. Most are capable of using bite 
attacks without needing to grapple an opponent first.

beastman form

This set of traits is appropriate for rage forms 
which are smaller and more human in aspect – 
the “wolfman” form of silver screen renown, rath-
er than the more common nightmare shapes of 
most rage forms. Beastman forms can sometimes 
pass for human at a distance or in bad light.

 • Strength: +1
 • Dexterity: +4
 • Stamina: +2
 • Manipulation: –2
 • Appearance: –1
 • Perception: +1
 • Aspects: Choose two

nightstalker form

This set of traits is appropriate for totems based 
on creatures which run, stalk, and strike, such as 
most cats, great or small.

 • Strength: +3
 • Dexterity: +2
 • Stamina: +3
 • Manipulation: –3
 • Appearance: 0
 • Aspects: Choose two

earthshaker form

This set of traits is appropriate for totems based 
on the largest and most powerful of creatures, 
such as bears, elephants, or whales.

 • Strength: +5
 • Dexterity: –1
 • Stamina: +5
 • Manipulation: –3
 • Appearance: 0
 • Aspects: Choose one

scUtterling form

This set of traits is appropriate for totem forms 
based on swift, precise, cunning creatures such 
as spiders, serpents, or lizards.

 • Strength: +2
 • Dexterity: +3
 • Stamina: +2
 • Manipulation: –1
 • Appearance: 0
 • Aspects: Choose two

farstrider form

This set of traits is appropriate for totems based on 
small, mobile beasts such as most flying creatures.

 • Strength: +1
 • Dexterity: +1
 • Stamina: +1
 • Manipulation: –2
 • Appearance: 0
 • Perception: +3
 • Aspects: Choose three

lord of fangs form

This set of traits is appropriate for totems based 
on most large predators, such as wolves, lions, 
sharks, and the like.

 • Strength: +4
 • Dexterity: +1
 • Stamina: +3
 • Manipulation: –3
 • Appearance: 0
 • Aspects: Choose two
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asPects

Aspects are special features to enhance a Lunar’s rage form. Most are animalistic qualities such as flight or poison, 
but a few draw upon fantastic, legendary elements such as fire breath.

body sPikes

The rage form is covered in spikes, quills, bony pro-
trusions, or something similar. Anyone who directs 
an unarmed attack against the Lunar must soak one 
level of automatic lethal damage. The Lunar’s grapples 
inflict Strength + 2 lethal damage.

bonesmasher

The rage form is equipped with blunt weapons such as 
a bony club, spiraling horns, or massive crushing fists. 
Its Brawl attacks can inflict Strength + 3 damage, but 
this damage is bashing rather than lethal.

camoUflage

The rage form is adept at blending in with is environ-
ment. Reduce the difficulty of Stealth attempts by two.

deadly breath

The rage form can issue some deadly expulsion such as 
fire or corrosive gas (Essence rating) times per day. This is 
an attack made with Dexterity + Athletics at difficulty 7, 
with an absolute range of 10 yards, and inflicts (Essence x 
3) dice of lethal damage.

extra limbs

The rage form possesses more than the normal 
complement of arms and legs, or perhaps sports a 
prehensile tail or trunk. When the Lunar takes multiple 
actions, each subsequent action raises its difficulty as 
normal but doesn’t suffer a penalty to its dice pool.

fins/Webbed hands and feet

The rage form can move through the water at twice its 
normal movement speed.

flexible

The rage form can slither, squirm, or disjoint itself 
to gain great flexibility. The difficulty of all rolls to 
squeeze through tight spaces, escape from bonds, or 
gain control of a clinch with the intent to immediately 
escape from it are reduced by two.

gills

The rage form is fully amphibious.

hardiness

The rage form is immune to environmental or move-
ment penalties and incidental damage from a certain 
type of harsh environment.

horrible odor

The rage form can project a nauseating stink which 
inflicts a –1 penalty on all actions taken by anything 
with a sense of smell.

keen (sense)
One of the rage form’s senses (sight, hearing, or smell) 
is incredibly acute. Lower the difficulty of all Perception 
rolls using that sense by –2.

natUral WeaPons

The rage form is equipped with deadly natural weap-
ons such as claws, fangs, or horns. Its Brawl attacks 
inflict Strength + 2 damage.

nightvision

The rage form can operate in the dark with no more 
difficulty than in broad daylight.

PoisonoUs flesh

The rage form’s flesh and blood are deadly if ingested. 
Anyone who bites the Lunar or drinks her blood must 
immediately soak three levels of lethal damage.

Predator king

The rage form’s natural attacks inflict aggravated rath-
er than lethal damage.

rUgged hide

The rage form is covered in some manner of natural 
protection: a carapace, thick fur, scales, or just a tough, 
leathery hide. Increase its soak by +2 dice.

sickening slime

The rage form is coated in a glistening layer of disgust-
ing slime. The difficulty of all grapple attempts against 
the Lunar increases to 8, and anyone who bites her 
loses their next turn retching.
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stealthy

The rage form has foot pads, dark coloration, and 
other adaptations to help the Lunar creep up on her 
prey. Add two dice to all Stealth rolls.

sWift stride

The rage form’s movement speed and jumping dis-
tances are doubled.

tentacles

The rage form has, if not actual tentacles, then at 
least some body parts of unusual length, such as a 
long prehensile tail, frog tongue, or very long neck. 
The Lunar can take appropriate actions against tar-
gets up to 5 yards away.

terrible grasP

The rage form lowers the difficulty of all grapple attempts, 
and rolls to maintain control while grappling, by –1.

venomoUs

The rage form may inject venom with one of its natural 
attacks (usually a bite, but more exotic options such 
as tail stingers are also available). This attack inflicts 
three additional dice of lethal damage.

Wall craWler

The rage form can climb up and cling to walls with-
out the need of a roll.

Webbing

The rage form can project a sticky substance such 
as webbing or a slimy glue, with a range up to 20 
yards. Roll Dexterity + Athletics to aim this projec-
tile. Anyone struck by it suffers a –2 die penalty to all 
actions per coating until they spend an action and 
roll Strength + Athletics (difficulty 7) to disentangle 
themselves. Webbed or otherwise “stuck” victims 
also slow their movement speed by half, or become 
entirely immobilized with two coatings.

Wings

The rage form is capable of flight at its normal move-
ment speed.
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the marKs oF luna
After Exaltation, the Lunar’s body gains some sub-

tle marking of feral divinity. This uncanny feature – be 
it a shock of silver hair, strange eyes, a feral musk, or 
whatever else – only manifests in the character’s hu-
man, rage, and totem forms; the Mark of Luna hides 
itself in every other skin she might wear. Because of 
its presence, someone who has seen her in any of the 
three forms might potentially recognize her in another 
skin that wears the Mark. If someone has reason to try 
to put two and two together, they can roll Intelligence 
+ Subterfuge against difficulty 8 to attempt to do so.

After having her caste fixed by the Lunes, each Lu-
nar also bears a series of gleaming silver tattoos across 
much of her body. A Lunar can roll Willpower against 
difficulty 6 to cause her tattoos to fade into invisibility 
for a scene, or difficulty 8 to hide them until her ani-
ma next flares, and they hide themselves automatically 
when she dons a shape other than that of her human 
self, totem, or her rage form. When a Lunar’s anima 
flares, however, her tattoos not only return to visibili-
ty, they blaze with argent light in the same manner as 
her Caste Mark. Failing a concealment roll means the 
Lunar can’t try to hide the tattoos again until after the 
current scene ends.

A Lunar’s tattoos offer her permanent and irrevo-
cable protection against any magic which would trans-
form or mutate the Lunar’s body against her will. This 
requires no dice roll; all such effects flatly fail.

Charms
These are the uncanny arts and changing ways by 

which the Lunar Exalted adapt and overcome in the 
face of any challenge.

Full moon Charms

exCellenCe oF the raging moon: (attriBute) (•)
By looping raw Essence through her body, the Full 

Moon may perform incredible physical feats.
System: Select one of the following Attributes 

when purchasing this Charm: Strength, Dexterity, or 
Stamina. At any time, the player may reflexively spend 
1 Essence to add the Attribute rating in dice to all rolls 
using this Attribute (including damage and soak rolls) 
for (Essence rating + 1) turns in combat, or minutes 
outside of combat. The added dice are based off of the 
Attribute’s rating on the Lunar’s character sheet, not 
the Attributes of the form she currently wears.

This Charm can be repurchased to unlock addi-
tional Attributes, but Essence must be spent to add 
dice to each Attribute separately. Full Moon Castes get 
all versions of this Charm with a single purchase.

Bear emBraCe method (•)
The Lunar’s muscles surge as she crushes the life 

out of those caught in her grip.
System: The Lunar converts her Essence rating in 

dice into automatic successes on all attempts to gain 
or maintain control of a clinch, and to damage rolls 
made to damage a foe by grappling them. By reflexively 
paying 1 Essence, she can also inflict lethal rather than 
bashing damage with a clinch for one turn.

FeroCious Biting striKe (•)
The Lunar’s attacks curve through the air as they 

seek out organ and artery, smoothly eliding her oppo-
nent’s defenses.

System: If the character takes no other actions 
during a turn save to attack a single opponent once, 
then reduce the difficulty of the attack roll by –1. 
Spend 1 Willpower to gain this benefit on an attack 
even if the Lunar takes additional actions. Reflexively 
spend 1 Essence and 1 Willpower to gain this benefit 
on all attacks made during a turn.

ox-Body teChnique (•)
The Lunar’s body is so rugged as to endure the 

most catastrophic damage imaginable.
System: The character permanently gains an ad-

ditional set of Hurt (–1), Injured (–1), Wounded (–2), 
and Maimed (–2) health levels.

This Charm can be purchased a number of times 
equal to the character’s Essence rating.

predator graCe method (•)
The Lunar moves with the grace and surety of a 

jungle cat on the prowl.
System: The character needs never roll to main-

tain her balance, no matter how precarious her foot-
ing, and may stand or run upon even the weakest or 
most insubstantial of surfaces, such as falling leaves, 
individual threads, drops of rain, or even the surface 
of water. Reflexively spending 1 Essence makes her im-
mune to falling damage for the rest of the scene, and 
ensures she always lands on her feet.

spider ClimBing teChnique (•)
The Lunar’s toes and fingertips subtly reshape 

themselves to exploit even the smallest imperfections 
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in any surface, allowing her to scale sheer surfaces as 
easily as though she were traversing the ground.

System: The Lunar never needs to roll to climb any 
surface, and can do so at her ordinary movement rate.

adder Fang method (••)
The Lunar transforms her Essence into a debilitating 

poison and infuses it into her saliva, talons, or some other 
natural attack, the better to disrupt an enemy’s body.

System: Reflexively spend 1 Essence when the Lu-
nar inflicts lethal or aggravated damage with a natu-
ral attack. This debilitating poison prevents the target 
from healing any damage, by any means, for a number 
of days equal to the Lunar’s Essence rating.

armor-rending ClaW Fist (••)
Exerting all of her force into an attack, the Lunar smash-

es through the toughest opposition as though it did not exist.
System: Reflexively spend 1 Essence. For the next 

(Essence rating) turns, all Brawl and Melee attacks ig-
nore any soak dice from armor, and the target’s soak 
rolls increase their difficulty by +1.

CrouChing tiger exerCise (••)
The Lunar’s muscles bunch and surge as she feeds 

them Essence almost to the point of self-destruction.
System: Reflexively spend 1 Essence to add the Lu-

nar’s Strength as automatic successes to any Strength 
roll or Strength-based damage roll, but also suffer 1 
level of unsoakable lethal damage in the process.

Foot-trapping Counter (••)
Matching herself to the rhythm of her foe’s move-

ments, the Lunar hems in an enemy’s motions, pre-
venting them from disengaging or running away.

System: When someone in close combat with the 
character tries to break away, the Lunar’s player may re-
flexively make a contested roll of Dexterity + Athletics 
(difficulty 6) against the opponent’s Dexterity + Athlet-
ics (also difficulty 6). If the Lunar gains more successes 
than her opponent, they cannot successfully disengage 
or move away from the Lunar during that turn.

sCimitar ClaW teChnique (••)
The Lunar refines her natural weaponry into tran-

scendental killing tools, adorning herself with a mouth 
crowded with teeth like daggers, and claws like gleam-
ing machetes.

System: When transforming into a shape capable of 
inflicting lethal or aggravated damage with its natural at-
tacks, the Lunar may increase the difficulty of her shape-

shifting roll by +1 (or enjoy this Charm’s benefits auto-
matically if she pays Essence to assume the form). The 
enhanced form’s natural weapons inflict an additional 
die of damage beyond what they would normally do.

Wary sWalloW teChnique (••)
The Lunar, sure-footed and with keenly tuned in-

stincts, dances away from danger.
System: Reflexively spend 1 Essence. For the next 

(Essence rating) turns, you may make a reflexive parry, 
block, or dodge roll at difficulty 7 against all attacks 
that target you of which you are aware, using your full 
dice pool each time.

armor-Forming teChnique (•••)
The Lunar extrudes her Essence into bone armor 

or a hardened carapace.
System: Reflexively spend 1 Essence and roll 

Willpower against difficulty 6. Each success grants the 
character 1 additional soak for the rest of the scene 
(minimum 1). This Charm doesn’t stack with itself; 
additional activations replace older ones.

Coiled CoBra stanCe (•••)
The Lunar draws down, tightening her muscles, 

marshaling her will, and maximizing her potential. 
When she finally strikes, it is like a thunderclap, an 
avalanche, a god taking the first step of the dance that 
ends the world.

System: The character spends an entire turn tak-
ing no action whatsoever – not even to defend herself 
– and spends 1 Essence. On her next turn, the first 
action she takes doubles her physical Attributes after 
accounting for any shapeshifting.

deadly assassin’s ClaW (•••)
The Lunar may break off fragments of her own 

body – her claws, her teeth – within an opponent’s flesh, 
there to work themselves toward the enemy’s heart.

System: Reflexively spend 1 Essence or 1 Willpow-
er after successfully inflicting lethal or aggravated dam-
age with a natural attack. The target must soak one 
automatic level of lethal damage per turn for the next 
(Essence rating) turns.

FloWing Body evasion (•••)
The Lunar flows like quicksilver away from an at-

tack, parting her body around it if needs be.
System: Reflexively spend 1 Essence. The Lunar 

perfectly dodges a single attack of which she is aware.
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instinCt-driven Beast movement (•••)
The Lunar moves with terrifying speed and agility, 

inescapable in her pursuit of her prey.
System: The Lunar’s movement speed, as well as 

jumping height and distance, are permanently dou-
bled, and she doubles the result of all Initiative rolls. 
By reflexively spending 1 Essence, she transforms this 
into a fourfold increase for the rest of the scene.

osseous aegis (•••)
The Lunar extends her skeleton into a broad bony 

shield protecting both of her forearms.
System: Reflexively spend 1 Essence. For the rest 

of the scene, all close-range attacks against the Lunar 
are made at +1 difficulty.

ossiFiC shard shot (•••)
The Lunar forms a sliver of her own skeleton into 

a deadly projectile and launches it into an opponent 
with devastating force.

System: Make a Dexterity + Athletics roll at dif-
ficulty 6 to aim this attack at an opponent within 40 
yards. It inflicts a base of the Lunar’s Stamina rating 
dice of damage (after modifications from shapeshift-
ing). Using this Charm inflicts one automatic level of 
unsoakable lethal damage.

oCtopus and spider Barrage (••••)
The Lunar moves like something out of primordial 

nightmare, either launching a flurry of attacks, or else 
splitting her extremities momentarily into several, per-
haps even dozens, of darting tentacles and killing limbs.

System: Reflexively spend at least 1 Essence. At 
the end of the turn, after all characters have taken their 
actions, the character may make two additional attacks 
at her full dice pool per point of Essence spent. She 
can make no more extra attacks than her unmodified 
Dexterity rating.

sCorpion and toad mastery (••••)
The Lunar transforms her body into a transcen-

dent poison.
System: The Lunar permanently reduces the dam-

age suffered by any poison to a single die. By spending 
1 Essence or 1 Willpower and spending a moment in 
concentration, she can use her Essence to flood her 
body with deadly toxins for the rest of the scene. Any 
being which bites the Lunar, drinks her blood, or eats 
her flesh must immediately attempt to soak three levels 
of lethal damage.

Writhing serpent deFense (••••)
The Lunar moves in deceptive and confusing pat-

terns, tempting her enemies to overextend and expose 
themselves, then striking viciously.

System: Reflexively spend 1 Essence. For the rest of 
the scene, the first time each turn the Lunar successfully 
dodges a close-range attack, she may make an immediate 
reflexive counterattack against the opponent she dodged.

halting the sCarlet FloW (•••••)
The Lunar’s Essence is a dynamo that will keep 

her up and fighting no matter what, beyond sanity and 
beyond the limits of bodily endurance. Her very rage 
pulls her back together.

System: Spend 2 Essence reflexively to activate this 
Charm. For the rest of the scene, the Lunar reflexively 
heals 2 bashing or 1 lethal damage at the beginning of 
each turn. If she spends a turn taking no action save to 
concentrate on pulling her body back together, she can 
heal a level of aggravated damage.

lightning stroKe attaCK (•••••)
The Lunar drives home a killing blow, faster than 

the wind and as unstoppable as an avalanche.
System: Spend 1 Essence reflexively while making a sin-

gle attack. Any attempt to parry, block, or dodge the attack 
(including ongoing defenses from effects such as Fivefold 
Bulwark Stance) is treated as having generated 0 successes.

Wound-mastering Body evolution (•••••)
The Lunar’s flesh learns from that which harms it, 

adapting to temporarily become immune to a particu-
lar kind of damage.

System: After suffering damage, the Lunar may re-
flexively spend 2 Essence. For the rest of the scene, the 
Lunar cannot be harmed again by that sort of attack or 
damage source. If she activated Wound-Mastering Body 
Evolution in response to being shot, she would become 
bulletproof. If she activated it after being burned, she 
would be temporarily immune to flames. If she activat-
ed it after having her joints wrenched in a clinch, she 
would become immune to damage from grapples. If she 
activated it after being stabbed or cut with a knife, she’d 
become immune to edged weapons. If she activated it af-
ter being savaged by a werewolf, she’d become immune 
to claws and fangs. Ultimately, the Storyteller is the fi-
nal arbiter of what a Lunar is or isn’t immune to while 
this Charm is active. Wound-Mastering Body Evolution 
cannot be stacked; activating it again while it’s already 
running simply changes what the Lunar is immune to.
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Changing moon Charms

exCellenCe oF the laughing moon: (attriBute) (•)
By enchanting her words with the Essence of the 

ever-changing moon, the Changing Moon may perform 
feats of guile and wordplay far beyond normal limits.

System: Select one of the following Attributes 
when purchasing this Charm: Charisma, Manipula-
tion, or Appearance. At any time, the player may re-
flexively spend 1 Essence to add the Attribute rating in 
dice to all rolls using this Attribute for (Essence rating 
+ 1) turns in combat, or minutes outside of combat. 
The added dice are based off of the Attribute’s rating 
on the Lunar’s character sheet, not the Attributes of 
the form she currently wears.

This Charm can be repurchased to unlock addition-
al Attributes, but Essence must be spent to add dice to 
each Attribute separately. Changing Moon Castes get all 
versions of this Charm with a single purchase.

dog tongue method (•)
The Lunar learns the trick of understanding the 

intentions and speech of animals, and can make her-
self understood to them in turn.

System: The Lunar reduces the difficulty of all An-
imal Ken rolls by two. Additionally, she can employ hu-
man speech in any of her beast forms, regardless of the 
shape of her mouth or throat. Finally, she may spend 1 
Essence or 1 Willpower to understand and make her-
self understood by animals for a scene.

FearFul lunar Form (•)
When the Lunar decides to lean on someone, she 

subtly brings small aspects of the beast within into her 
appearance, putting a gleam in her eye and sharpen-
ing her teeth ever-so-slightly, finished off with a slight 
predatory musk.

System: The Lunar permanently reduces the diffi-
culty of all Intimidation rolls by two.

glanCe-oration teChnique (•)
The Lunar can communicate even complex concepts 

with nothing but a sultry glance, toss of her head, subtly 
adjusted eyebrow, shrug, or other bit of body language.

System: The Lunar’s player may roll Appearance + 
Expression or Performance (difficulty 7) to communicate 
a message of any degree of complexity silently, through 
body language alone, and this communication is only per-
ceptible to those she intends to understand her.

perFeCt symmetry (•)
The Lunar makes instinctive, subtle adjustments 

to the finest details of her appearance to best appeal to 
those she treats with.

System: Lower the difficulty of all Appear-
ance-based rolls by one.

righteous lion deFense (•)
The Lunar shields her convictions in an invulnerable 

shell of Essence, guarding them against all hostile influence.
System: Any attempt to cause or force the Lunar 

to betray, undermine, or abandon her Intimacies auto-
matically fails.

tale-spinning mastery (•)
The Lunars once possessed a strong tradition of oral 

history. All of those tales are now less than dust in the wind, 
but the Lunar facility for spinning an inspiring yarn remains.

System: The Lunar recites a short story, fable, par-
able, or personal recollection, which the player should 
at least detail in broad strokes. Then, spend 1 Essence. 
Everyone who listened to the tale gains a specialty in 
some way related to the moral or details of the story, 
which is applicable to all Attributes and Abilities, and 
lasts for the next 12 hours.

Beast Calming method (••)
By standing her ground and projecting a powerful 

and assertive energy, the Lunar may back down any 
lesser beast than herself.

System: The Lunar focuses in on a target and makes 
a Charisma + (Intimidation or Leadership) roll against a 
difficulty of their Willpower rating. Valid targets include 
all hostile animals, as well as any creature in the grip of 
some sort of wild passion or frenzy (such as those to 
which shapeshifters and vampires are prone, or which 
Kindred can inflict on others with Animalism). Success 
causes the frenzy or aggressive state to immediately end, 
and the target to become calm. This doesn’t guarantee 
that the target won’t still take violent actions, only that it 
won’t be the result of uncontrollable aggression.

Chameleon sKin disguise (••)
The Lunar can shift her coloration to match her 

environment, becoming difficult to detect.
System: The difficulty of all Stealth rolls is lowered 

by two. By spending 1 Essence, the Lunar can intensify 
this capability for one scene, making her functionally 
invisible so long as she moves no faster than a slow 
walk and doesn’t make any sudden, violent motions, 
which obviate the illusion.
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emotion-shaping teChnique (••)
By merely smiling, scowling, or otherwise emoting 

at her subject, the Lunar can afflict them with the pan-
tomimed emotion. They are helpless not to feel it.

System: Spend 1 Essence and roll Manipulation + 
Empathy against a difficulty of the target’s Willpower. 
Their heart is filled with sorrow, fear, anger, despair, 
joy, apathy, contentment, or whatever else the Lunar 
wishes them to feel for one hour per success.

imposing presenCe attitude (••)
The Lunar’s words, threaded with Essence, en-

trance and beguile.
System: By spending 1 Willpower, the Lunar’s 

presence and words become deeply compelling. She re-
duces the difficulty of all social rolls by two (minimum 
of 4) for the rest of the scene.

Kindred spirit reCognition (••)
The Lunar becomes immediately recognizable to 

the outcast and the unwanted as a fellow traveler and 
potential friend.

System: The Lunar lowers the difficulty of all so-
cial rolls by one when dealing with outsiders, outcasts, 
exiles, and those with no place in the society to which 
they must attempt to belong. This includes not only 
mortal outcasts such as the homeless, runaway kids, or 
closeted individuals in conservative communities, but 
also supernatural outsiders: Caitiff vampires, ronin 
Garou, Orphan mages, Yulan-Jin, and the like.

mirror sight dismay (••)
Using her Essence as a mirror, the Lunar can use 

clever wordplay to reflect a target’s views back at them 
in reverse, briefly convincing them that something 
they believe is not true.

System: Spend 1 Essence or 1 Willpower and roll Ma-
nipulation + Subterfuge against difficulty 8. Success allows 
the Lunar to convince the target that one of his beliefs is 
false. This confusion lasts for 10 minutes per success.

ForgetFul viCtim prana (•••)
The Lunar may blank out the memories of those 

she meets, either through terror or delight.
System: Spend 1 Essence and roll either Appear-

ance + Subterfuge (if the target’s interaction with the 
Lunar was pleasant), or Charisma + Intimidation (if 
it wasn’t) against a difficulty of the victim’s Willpow-
er. Each success allows the Lunar to erase the memory 
of one scene from the target’s life. No new memories 
take the place of these devoured moments; the victim’s 

mind simply develops blanks containing only a vague 
sense of bliss or terror.

lion roar method (•••)
The Lunar draws in a deep breath, fills the air in 

her lungs with Essence, and then emits an ear-shatter-
ing, primeval roar.

System: The Lunar spends a turn producing an 
earth-shaking roar or ear-piercing scream. Everyone 
who hears is that is not a friend or ally of the Lunar 
must succeed at a Willpower roll against difficulty 9, or 
else make all actions on their next turn at +2 difficulty 
as they stagger from the force of the Lunar’s cry.

neW Friend aroma (•••)
Perhaps it’s something in her pheromones, or sim-

ply her incredible confidence, but everyone who meets 
the Lunar regards her well.

System: During the scene when someone first 
meets the Lunar (or at least, when someone thinks 
they’re first meeting the Lunar) they’re favorably in-
clined toward her, and all her social actions against 
them are rolled at –2 difficulty.

traCeless passage teChnique (•••)
The Lunar may smooth her passage through the 

world with an occulting expenditure of Essence.
System: Spend 1 Essence. For the rest of the scene, 

the Lunar leaves absolutely no evidence of her passage 
behind, making her completely impossible to track.

unspeaKing aura oF dread (•••)
The Lunar bristles with the Essence of a predator king, 

causing others to tremble at the thought of opposing her.
System: Spend 2 Essence. For the rest of the scene, 

any character who wishes to oppose, insult, demand 
something from, or attack the Lunar must either do so 
at +2 difficulty, or else spend a Willpower point to mo-
mentarily negate the power of this Charm for a turn.

CoBra hypnotiC method (••••)
By maintaining eye contact with her victim, the 

Lunar may hypnotize them into doing whatever she 
likes. They will be aware their actions are unusual and 
inexplicable afterwards.

System: Spend 2 Essence and roll Manipulation + 
Leadership against a difficulty of the target’s Willpow-
er rating. One or two successes will allow the Lunar to 
command her target to do anything that doesn’t seem 
tremendously unusual or out of character. With three 
or four successes, she can command the target to do 
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anything that doesn’t endanger themselves or a loved 
one. With five or more successes, the target will risk 
his life and the lives of others at the Lunar’s command.

Cobra Hypnotic Method cannot hypnotize a tar-
get into harming or killing himself, compel him into 
certain death, or force him to betray his Nature.

CroWd-inCiting method (••••)
The Lunar releases her ever-burning rage into the 

air around her: her breath, her very pheromones sizzle 
with anger, and those in her immediate vicinity react 
in kind.

System: Spend 1 Essence and roll Appearance + 
Empathy against difficulty 6. Everyone present whose 
Willpower rating is equal to or less than the number 
of successes rolled becomes angry, aggressive, and com-
bative for the rest of the scene.

earth and moon song (••••)
Lunars wear no chains, but rather define themselves, 

and defend that self-definition with unmatched ferocity.
System: Whenever the Lunar takes an action to 

support, advance, or protect one of her Intimacies, 
that action’s difficulty is reduced by one.

outlander’s Condemnation (••••)
Crouching over a defeated opponent, the Lunar 

may drink the breath from his lungs and in doing so, 
consume that which ties her enemy to the world and 
his life. He is no longer recognized as kith or kin by 
those who knew him, and his fortune and privilege 
crumbles beneath him within a matter of days.

System: The Lunar draws breath from the lungs of an 
unconscious or otherwise incapacitated or unresisting target, 
then spends 2 Essence and rolls Manipulation + Subterfuge 
against difficulty 7. For each success, the target loses one Back-
ground dot, starting with whatever he would consider most 
important. This broadly manifests as a sense of alienation: 
those who formerly accepted the individual no longer consid-
er him “one of us,” whatever that might mean, and find excus-
es to exclude, disenfranchise, and disown him in short order.

animal magnetism (•••••)
The Lunar wears her power and allure like a man-

tle, making her irresistible, terrible, compelling.
System: Spend 1 Essence and roll Willpower, dif-

ficulty 7. For each success, the Lunar may add a dot to 
one of her Social Attributes for the rest of the scene. 
This may raise Attributes above 5.
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masK oF the predator King (•••••)
The Lunar allows her Essence to radiate freely from 

her rage form, announcing her nature as the greatest 
predator that has ever lived. Mortal minds can’t cope 
with the mixture of monstrous visage and pressure of 
killing intent, and buckle under the strain.

System: The Lunar inflicts the Delirium while in 
her Rage form, in the same manner as a werewolf. See 
pages 262-263 of W20 for details. If the Lunar’s rage 
form is based off of the “Beastman Form” template, 
then treat witnesses’ Willpower as being two points 
higher than it truly is when determining Delirium 
responses. The Lunar can suppress this Charm for a 
scene by making a Willpower roll against difficulty 6.

mind-BlanKing Fear teChnique (•••••)
The Lunar unleashes her rage in a single concen-

trated scream, stunning an enemy.
System: Reflexively spend 1 Essence and roll Cha-

risma + Expression against a difficulty of the target’s 
Willpower. Success stuns them and causes them to 
be unable to use their next turn to do anything but 
defend themselves. If the Lunar immediately departs, 
they can’t bring themselves to follow after her for one 
minute per success rolled.

no moon Charms

exCellenCe oF the aBsent moon: (attriBute) (•)
Argent Essence sharpens the No Moon’s senses 

and quickens her thoughts, pushing her to feats of in-
tellect and insight far beyond the norm.

System: Select one of the following Attributes when 
purchasing this Charm: Perception, Intelligence, or 
Wits. At any time, the player may reflexively spend 1 Es-
sence to add the Attribute rating in dice to all rolls using 
this Attribute for (Essence rating + 1) turns in combat, 
or minutes outside of combat. The added dice are based 
off of the Attribute’s rating on the Lunar’s character 
sheet, not the Attributes of the form she currently wears.

This Charm can be repurchased to unlock addi-
tional Attributes, but Essence must be spent to add 
dice to each Attribute separately. No Moon Castes get 
all versions of this Charm with a single purchase.

Beast instinCt method (•)
The Lunar taps into her savage instincts, allowing 

them to help her exist with grace and ease in even the 
harshest of environments.

System: The Lunar needs never make a Survival 

roll to remain safe, comfortable, and fed in the wilder-
ness. The difficulty to feed and protect others in such 
environments is reduced by three (minimum of 3). By 
spending 1 Essence, she fortifies herself against envi-
ronmental damage so that she can suffer no more than 
a single level of damage from any particular source of 
it during a scene (such as from a particular snowstorm, 
forest fire, and so on).

Calls oF the human prey (•)
The Lunar may refine the subtleties of language 

from the heady tang of blood.
System: The Lunar can learn a single language 

from anyone whose blood she drinks or whose flesh 
she devours.

eyes oF the Cat (•)
The character may attune her senses to otherworldly 

emanations, glimpsing places of power or even other worlds.
System: Roll Perception + Occult against difficulty 

7. Success allows the character to see the aura of power 
emanating from places of otherworldly or supernatural 
energy such as Nodes, Caerns, Freeholds, or Haunts. 
These appear as rising auras of Essence, visible from up 
to (Essence rating) miles away. Spending 1 Willpower 
permits the Lunar to attune her senses to the vibrations 
of another realm of existence for a scene, seeing through 
the Gauntlet or Shroud and into the Penumbra or Shad-
owlands, or to behold reality’s Chimerical aspect.

lore-speaKing method (•)
The Lunar tells a tale before an audience – a re-

counting, a recitation of history that she has witnessed 
or which has been passed down to her with this Charm, 
which was once among the holiest rites of the Lunar 
Exalted. Those who listen to her descend into a waking 
dream in which they may interact with the history the 
Lunar recounts, exploring its complexities firsthand.

System: This Charm is primarily a narrative device 
permitting interaction with the tales and histories the Lu-
nar spins. No one exploring one of her waking visions can 
truly be injured, although anyone who dies in a vision may 
lose a point of Willpower when they return to themselves.

sense-sharpening Change (•)
The Lunar coaxes subtle transformations out of her 

flesh to give herself the keen senses of a menagerie of beasts.
System: The Lunar must spend a turn in concen-

tration to activate or banish this Charm. While it is ac-
tive, the difficulty of all Perception rolls drops by three, 
to a minimum of difficulty 4.
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devil-restraining grip (••)
Clenching her fist, the Lunar entangles a spirit 

or other supernatural being in a snare of Essence and 
drags it bodily into the physical world.

System: Target a spirit or other intangible being 
the Lunar can perceive and spend 1 Essence, then 
make a contested Willpower roll against difficulty 6. 
If the Lunar gains more successes, the spirit, ghost, or 
similar being is immediately forced into the physical 
world and materializes for the rest of the scene.

haCKle-raising exerCise (••)
The Lunar’s senses are ever-attuned to danger, 

warning her when she is about to be struck down.
System: The Lunar may reflexively spend 1 Es-

sence automatically notice an ambush or other such 
unexpected attack, allowing her to defend against it.

liFe Without Chains (••)
Letting a surge of unbridled rage rip through her 

psyche, the Lunar shatters any magic that attempts to 
enslave her mind.

System: Reflexively spend 1 Essence or 1 Willpow-
er to become immune to all thought and emotion-alter-
ing magic for the rest of the scene. If used in response 
to an attempt to use such magic upon the character, 
the Lunar is compelled to attack the responsible crea-
ture until it has died or fled, or until the scene ends.

sense-BorroWing method (••)
The Lunar may cast her Essence into a person or 

animal and perceive as they do.
System: Spend 1 Essence to target a creature the Lu-

nar can see, then roll Perception + Awareness against a dif-
ficulty of their Willpower. The Exalt can ride her target’s 
senses for one hour per success gained. She can remain 
active while borrowing the senses of another, but raises the 
difficulty of all actions by +2 due to distraction. If either 
the subject or the Lunar has tasted the other’s blood in the 
past, she may waive the Charm’s Essence cost.

spirit-maiming essenCe attaCK (••)
The Lunar imbues her strike with Essence which 

negates the coherence of the otherworldly.
System: Reflexively spend 1 Essence when launch-

ing an attack. The attack inflicts aggravated damage to 
spirits, ghosts, and other beings not clothed in flesh. Ad-
ditionally, should it strike any supernatural being, they 
lose (Lunar’s Essence rating) points of whatever mystical 
substance fuels their powers – blood points, Gnosis, 
Quintessence, Glamour, Pathos, Essence, and the like.
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Weapon-shaping prana (••)
By picking up a bit of wood, stone, or bone and 

infusing it with her Essence, the Lunar may reshape 
the object into a deadly weapon.

System: Spend a turn in concentration to trans-
form a stone, bone, or hunk of wood into a similar-
ly-sized, fully functional weapon. Alternately, spend 1 
Essence to reflexively transform it instantly.

Breath-drinKing exeCutioner attaCK (•••)
The Lunar may suck the breath out of a foe, ab-

sorbing their will and perhaps even their very life-force.
System: The Lunar must be in control of her en-

emy; either they must be incapacitated, restrained, 
unconscious, or locked in a clinch controlled by the 
Lunar. The Lunar spends a turn drawing out the op-
ponents breath, spends 1 Essence, and rolls Wits + In-
timidation against a difficulty of the opponent’s Wits 
+ Stamina. Each success causes the opponent to lose 1 
point of Willpower. The Lunar gains 1 point of Will-
power for every 2 points the enemy loses. If this Charm 
reduces an opponent to 0 Willpower, they immediate-
ly perish. Those with no need of breath (such as the 
undead) cannot be slain by this Charm.

KnoWing the arroW’s path (•••)
The Lunar’s ever-keen senses constantly track and 

calculate every possible trajectory along which a bullet 
might travel to strike her. She then does her best not to 
intersect those points during battle.

System: Reflexively spend 1 Essence to raise the 
difficulty of all ranged attacks against the Lunar for the 
rest of the scene by +1.

laByrinth oF the Beast (•••)
The Lunar hides her thoughts within an Es-

sence-sculpted warren, leading those who would try to 
steal them astray.

System: Whenever someone attempts to read the 
Lunar’s mind by any means, roll Perception + Aware-
ness against difficulty 6. Success reveals not only the 
mind-reading attempt, but also who is responsible. 
The Lunar may then pay 1 Essence to reflexively shield 
her thoughts, making them impossible to read for the 
rest of the scene.

liCK Wound (•••)
The Lunar bring relief and healing by lapping her 

tongue at an ally’s wounds or blowing her Essence-in-
fused breath into their injuries.

System: For each point of Essence spent powering 

this Charm, the subject transforms one level of lethal 
damage into bashing damage, or immediately heals one 
level of bashing damage outright. For each two Essence 
spent, one level of aggravated damage becomes a level of 
lethal damage. The Lunar can use this Charm on herself, 
but doing so costs an additional point of Willpower.

resisting the lure oF madness (•••)
The Lunar trusts to her own inherent mutability 

to slip free of any attempts to taint her Essence.
System: Whenever the character is the subject of 

any supernatural power that seeks to transform, infect, 
taint, transport, or control her body or spirit, she may 
reflexively spend 1 Essence or 1 Willpower and roll 
Wits + Occult against difficulty 7. Success shatters the 
hostile magic, protecting the Lunar completely.

WalKing BetWeen Worlds 
methodology (•••)

The Lunar learns to find the secret ways that wind 
between worlds.

System: Spend 1 Essence and roll Wits + Occult 
against a difficulty of the local Shroud, Gauntlet, or 
Banality rating. Success transports the character into 
an otherworld of her choice: the Penumbra, the Shad-
owlands, or – if used at a Trod – the Near Dreaming. 
By raising the difficulty by 1 (to a maximum of 9) and 
spending 1 additional Essence per ally, the Lunar can 
also draw other willing characters into the otherworlds 
with her. This Charm may also be used in reverse to 
return to the material world.

The character also permanently gains the ability to 
understand the language of spirits and to make herself 
clearly understood by them.

Flesh sCulpting art (••••)
The Lunar may sculpt living flesh and bone as 

though it were modeling clay, creating masterworks or 
horrors as her whims and skills dictate.

System: This Charm’s effects are identical to 
those of the Vicissitude powers Fleshcraft and Bone-
craft, found on pages 241 and 242 of V20. The Lunar 
substitutes Essence in place of blood points, and any 
alterations she inflicts on other characters automatical-
ly revert after (Essence rating) days unless the subject 
spends a permanent Willpower point to keep them.

lessons in the Blood (••••)
All that a person is or has ever been dwells within 

their blood and flesh, and the Lunar learns to taste 
these lessons.
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System: Spend 2 Essence while drinking some-
one’s blood or devouring their flesh (at least one level 
of lethal damage, minimum; a single drop of blood 
isn’t enough for this Charm), and roll Perception + 
Awareness against difficulty 7. Each success allows the 
Lunar to harvest one Ability dot from the target, which 
she may add to her own Abilities. The Lunar can’t raise 
an Ability higher than the target’s rating. These stolen 
dots persist for 24 hours.

pulse oF the invisiBle (••••)
The Lunar becomes unerringly attuned to the su-

pernatural world and may detect the night folk when 
they draw near.

System: Reflexively spend 1 Essence. For the rest 
of the scene, the Lunar becomes aware when she stands 
in the presence of any supernatural being, though she 
doesn’t inherently know what sort of supernatural be-
ing any given individual may be. Imbued hunters don’t 
register as supernatural beings.

truth-sCenting method (••••)
The Lunar recoils when she detects the stink of de-

ceit. Woe betide those who would persist in such folly.
System: Reflexively spend 1 Essence to interrogate 

a statement made to the Lunar. If the speaker is in-
tentionally attempting to speak falsehood, the Lunar 
detects it as a terrible stench. Moreover, she learns 
something of the nature of the liar, and her next roll 
directed against him is made at –1 difficulty.

BranCh and Bone Blessings (•••••)
The Lunar arranges natural materials such as 

wood, stone, and bone into a suitable vessel for mira-
cles, and then binds a spirit into the object.

System: This Charm allows the character to create 
fetishes (see W20, page 221). The character must first 
craft the item that is to serve as the physical substance 
of the fetish. She must do so entirely by herself, and 
must make the object out of natural materials. Then, 
the Exalt uses this Charm to bind a spirit into the fe-
tish. This may be done either with the spirit’s willing 
cooperation, or after battering it until it has been re-
duced to 0 Essence and then suspending its dissolu-
tion for 24 hours by reflexively spending 1 Essence. 
Such a “suspended” spirit swirls about within the Ex-
alt’s anima until either bound into a fetish, or until 
the suspension ends, at which point the spirit finishes 
discorporating.

To bind a spirit into a prepared vessel, the Exalt must 

retire to a ritual space and spend (Fetish’s rating) hours 
and (Fetish’s rating x 3) Essence binding the spirit and 
object together. Because of the high Essence cost of this 
Charm, it is most easily performed within Dragon Nests.

harmony With reality teChnique (•••••)
By giving a gift of her Essence, the Lunar may harmo-

nize some aspect of the otherworlds with prosaic reality.
System: Spend 3 Essence and spend at least a min-

ute in unbroken concentration, focusing upon the ob-
ject or being to be blessed. Enchanted objects become 
entirely capable of existing in the physical world for a 
year and a day, or permanently if the Lunar gives up a 
point of permanent Willpower. Ghostly relics and ar-
tifacts may survive the weight of reality, sorcerous won-
ders become immune to the Paradoxical friction of 
reality’s laws, and chimerical objects and treasures are 
granted immunity to Banality’s ravages and become 
entirely real in all aspects of the world. If this blessing 
is granted to a creature such as a ghost, living chimera, 
changeling, or Bygone, then they become able to exist 
in their true aspect with full physical presence in reality 
for (Lunar’s Essence rating) days.

seCure den prana (•••••)
The Lunar dreams, and in her dreams creates a 

world shaped after the fiercest needs and desires of her 
heart. When she wakes, she senses a doorway within 
her, which she may place somewhere in the world by 
standing in an empty portal – the arch of a tree root, or 
a door frame with no door, or an open window – and 
whispering the name of her den-realm.

System: The Lunar creates a small Umbral Realm 
– in Mage parlance, a Horizon Realm – and may spend 
5 Essence to place a gateway leading into it somewhere 
in the world. At any time, the Lunar can roll her Es-
sence rating against a difficulty of the local Gauntlet to 
pass through that invisible doorway and enter her Den-
Realm; or do the same from within the Den-Realm’s 
exit portal to return to the physical world. Other char-
acters who know how to enter the Umbra may also 
enter the Lunar’s Den-Realm, but the difficulty to do 
so is always 9, and they must first locate its entrance.

The Lunar can relocate the entrance to her Den 
if she wishes, by spending 3 Essence to “swallow” 
the portal to her Den while in its presence, and then 
spending another 5 Essence to disgorge it somewhere 
else in the world.

The Den-Realm is always a few miles of habitat 
natural to the Lunar’s totem shape (such as marshland 
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for an alligator totem, or jungle for a tiger totem), with 
a small temple in its center decorated to suit the Lu-
nar’s interests and aesthetic preferences.

shapeshiFting Charms

Changing plumage mastery (•)
The Lunar may recast her appearance through the appli-

cation of Essence and will, making minor cosmetic changes.
System: Spend 1 Essence and roll Appearance + 

Subterfuge (difficulty 6). For each success, the Lunar 
may change one feature about her appearance from the 
following list:

• Hair length/texture (including body hair).

• Hair color.

• Eye color.

• Skin color.

• Apparent age.

• Height.

• Build and weight.

• Facial or bodily features (cheekbone structures, 
shape of chin, presence or absence of scars, etc).

• The Lunar may transform her physical gender 
characteristics, assuming a fully male, female, inter-
sex, or androgynous or sexless body. This is no mere 
cosmetic transformation; if the Lunar gives her body 
reproductive organs, they are fully functional.

Changing Plumage Mastery can’t banish the Mark 
of Luna. If used on the Lunar’s true form, rage form, 
or totem form, the changes wrought by this Charm last 
until the Charm is used again to manually revert them 
one by one, and are otherwise permanent. If used to 
alter any other form, the changes vanish once the Lu-
nar shifts out of that form, and are not present when 
she next dons it. This Charm may be used repeatedly 
to stack up a dramatic number of alterations.

hide oF the Cunning hunter (•)
Though it pains her to do so, the Lunar can forc-

ibly hide the marks of Luna’s blessing upon her flesh.
System: Roll Willpower against difficulty 7. If suc-

cessful, for the rest of the scene it becomes impossible 
to notice the Marks of Luna.

humBle mouse shape (•)
The Lunar expands her shapeshifting prowess, 

learning to don the forms of animals smaller than a 

housecat. Forms taken with this Charm must still be 
easily visible to the naked eye, and so while mice and 
most spiders are valid, fleas and water bears are not.

System: This Charm’s effects are permanent. A 
character must take this Charm during character cre-
ation if she wants a totem form smaller than a housecat.

monKey arm style (•)
The Lunar may stretch a limb out to strike or grasp 

from a frightening distance.
System: The Lunar may cause any of her limbs, or 

even her neck, to extend up to (Essence x 2) yards, and 
they gain a serpentine flexibility.

prey’s sKin disguise (•)
The Lunar expands her shapeshifting prowess. By slay-

ing and drinking the heart’s blood of a human being, the Lu-
nar may take his appearance into her shapeshifting library.

System: Learning a specific human appearance 
works the same as hunting and consuming an animal 
form. The shapeshifting roll to assume a human skin 
is made at difficulty 7 rather than 6.

toWering Beast Form (•)
The Lunar expands her shapeshifting prowess, learn-

ing to don the forms of great beasts of enormous size. 
Forms taken with this Charm may encompass any large 
animal, from a grizzly bear to an elephant to a whale.

System: This Charm’s effects are permanent. A 
character must take this Charm during character cre-
ation if she wants a totem form larger than a tiger.

hyBrid Body rearrangement (••)
The Lunar may conjure a particular beastly feature 

into whatever shape she currently wears.
System: Spend a turn in concentration and roll 

the Lunar’s Essence rating against difficulty 7 to mani-
fest one of her rage form’s Aspects while wearing a dif-
ferent shape. Alternately, reflexively spend 1 Essence 
to manifest the Aspect without need of an action or 
a dice roll. This feature remains present until this 
Charm is used again to dismiss it, or until the Lunar 
changes into a different form.

Hybrid Body Rearrangement can be repurchased as 
many times as desired. Each additional purchase adds 
a new Aspect to the Lunar’s options for this Charm, 
based on some form in her shapeshifting library.

rat-head teChnique (••)
The Lunar can collapse her bones, allowing her 

to pour herself out of any sort of restraints or confine-
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ment, or even to squeeze through narrow pipes and 
cracks no larger than two of her fingers.

System: Spend 1 Essence to activate this Charm. 
For the rest of the scene, the Lunar can automatically 
escape from a clinch, ropes, or similar restraints if she 
gives up her action for the turn to concentrate on es-
caping, and can slowly squeeze herself through spaces 
that should be far too small to admit her.

somnolent statuary method (••)
The Lunar can press herself against an inorganic sur-

face – a wall, a statue, the Earth itself – and sink into it, 
merging with its substance and hiding perfectly within. 
She remains aware of her surroundings while inanimate.

System: Spend 1 Essence to merge with an object, 
which must be at least as large as the Lunar’s current 
form. Any serious disruption to the Lunar’s hiding 
place (smashing a statue, digging up the ground) ejects 
her, and she suffers a –2 penalty to her actions for a 
minute afterwards due to disorientation. Otherwise, 
she may voluntarily emerge from hiding whenever she 
likes. The Lunar ages at only half her normal rate while 
using this Charm.

sKin-shedding gamBit (••)
The Lunar takes hold of her skin and tears it off 

with one firm pull, then casts it away to denature into 
Essence. What is revealed beneath is the same skin she 
was just wearing, but in an absolutely pristine state: 
free of dirt, mud, paint, or any other markings, freshly 
groomed, as well as demonstrating absolutely no out-
ward signs of injury.

System: Spend 1 Essence or 1 Willpower. The Lu-
nar may rip free her skin without destroying or disrupting 
her clothes, and this Charm takes any dirt and blood-
stain from her garments along with her discarded flesh, 
although actual damage to the clothing (such as bullet 
holes) will remain. The Charm doesn’t actually heal the 
Lunar’s wounds, it just makes her appear unwounded. For 
the rest of the scene, she can negate up to (Essence rating) 
points of wound penalties to Social rolls.

tool hand teChnique (••)
Focusing her malleable Essence into her hands, 

the Lunar can harden and reshape flesh and bone to 
suit the needs of the moment.

System: Spend 1 Essence. For the rest of the scene, the 
Lunar may spend a moment concentrating to reshape her 
hands into whatever sort of non-electronic tool she needs, 
from hammers and clamps to lockpicks to bone saws.

tyrant mouse dominion (••)
The Lunar may increase or decrease the size of any 

of her animal forms, becoming a bear capable of creep-
ing in through pipes or a cobra of terrifying size.

System: When transforming into an animal form, ei-
ther increase the difficulty of the shapeshifting roll by 1 or 
reflexively spend 1 Essence. The shape may be adjusted up 
to the scale of any beast the Lunar can hold in her form 
library (and so Humble Mouse Shape and Towering Beast 
Form significantly expand the scope of this Charm). An 
animal made much smaller than its normal size suffers –1 
to its Strength and Stamina (to a minimum of 1), but +1 to 
Dexterity. A scaled-up form adds +1 to Strength and Stami-
na, but reduces Dexterity by –1 (to a minimum of 1).

atavistiC legend Form (•••)
This bizarre Charm allows the Lunar to expand her 

shapeshifting prowess to recapture the bygone legends 
of a world long-extinct. If she can somehow obtain the 
relevant form, the Lunar may transform into extinct or 
legendary creatures such as a dinosaur or basilisk. The 
logistics of obtaining such a form in the first place are 
left as exercises for the Lunar’s ingenuity, but certain 
Umbral realms are a good place to begin to hunt.

System: This Charm’s effects are permanent, al-
lowing the Lunar to take on the forms of extinct crea-
tures or Bygones (see The Bygone Bestiary). A charac-
ter must take this Charm during character creation if 
she wants her totem form to be some extinct or legend-
ary creature. When assuming the form of a Bygone, us-
ing any sort of fantastic power such as a dragon’s flame 
breath requires 1 Willpower point per turn.

BeComing the sWarm (•••)
The Lunar can multiply her Essence again and 

again, becoming not merely a small creature, but a 
swarm of them. She must already have Humble Mouse 
Shape to learn this Charm.

System: The Lunar concentrates for a turn and 
spends 2 Essence, then erupts into a swarm of small crea-
tures – insects, rats, bats, nothing larger. Rules for swarms 
can be found on page 391 of V20. If the Lunar suffers 
enough damage to disperse the swarm, the Charm ends 
and she returns to her human, totem, or rage form, hav-
ing suffered three levels of lethal damage for the dispersal.

shadoW oF the Beast (•••)
The Lunar’s flesh roils, shudders, and disgorges a 

beast drawn from her form library, which moves and 
acts according to her will.
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System: Spend 1 Essence and a turn in concen-
tration to manifest an animal whose form the Lunar 
holds in her shapeshifting library. The beast intuits 
the Lunar’s will and acts according to the purpose for 
which it was created; when its task is done, it will re-
turn to the Lunar and rejoin with her flesh, and she 
will gain any knowledge the beast learned while it 
was abroad on its task. The Lunar loses access to the 
beast’s shape while it’s separated from her, and if it 
is slain or otherwise prevented from rejoining the 
Lunar, she loses that shape from her form library.

snaKe head deFense (•••)
The Lunar transforms some portion of her body 

into a deadly serpent or serpents. Transforming one’s 
hair into a nest of writhing snakes is traditional, but 
a tail, the tongue, or even the fingers of one hand are 
also all potential options, along with other possibili-
ties best not dwelled upon.

System: To activate Snake Head Defense for the 
rest of the scene, either reflexively spend 1 Essence, or 
spend a turn in concentration and make an Essence 
roll against difficulty 8. This Charm works the same 
whether the Lunar creates one big serpent or a host 
of smaller ones. At the end of every turn, the snakes 
make a free extra attack against one enemy within (Es-
sence rating) yards. They roll only four dice to attack, 
and have a Strength value equal to the Lunar’s Essence 
rating, but their bite inflicts (Strength + 2) lethal dam-
age thanks to their powerful venom. These attacks ef-
fectively occur independently of the Lunar, and can’t 
be directly enhanced with Charms.

Wondrous lunar transFormation (•••)
The Lunar can transform another character by feed-

ing them a bit of her blood, causing them to shapeshift 
into a human or animal shape from her form library.

System: The Lunar must feed her target a bit of 
her blood and spend 1 Essence. If she feeds them only 
a few drops, the transformation lasts for one hour. If 
she gives more than that, the transformation lasts for 
(number of levels of lethal damage suffered due to 
blood loss x Essence rating) days. If the subject doesn’t 
wish to transform, the Lunar must beat them in a con-
tested Willpower roll against difficulty 6.

Blood and ash Banquet (••••)
The Lunar may learn to take on the form of one 

of the undead.
System: Vampires, Risen, and other walking corps-
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es become valid targets for the Lunar’s form library. A 
vampire’s ashes can be consumed in the place of blood 
or flesh, if need be. The Lunar doesn’t gain any vampir-
ic Disciplines or similar powers, but she does dispense 
with the need to breathe while wearing an undead form. 
Shapeshifting into an undead form works the same as 
donning an animal shape, but at difficulty 8.

hungry dream CloaK (••••)
The Lunar learns to consume the rarefied stuff of 

dreams, and may take on the form of a changeling or 
other denizen of the Dreaming.

System: The Lunar may add fae creatures and even 
chimera to her shapeshifting library in the usual man-
ner. If she transforms into one of the Kithain, she dons 
both that individual’s mortal and chimerical shapes, 
though she doesn’t gain any special powers such as a 
Sidhe’s immunity to being made to look foolish. Shape-
shifting into a Dreaming-touched form works the same 
as donning an animal shape, but at difficulty 8.

internal Form mastery (••••)
Through meticulous practice, the Lunar learns to 

master the art of shapeshifting.
System: The difficulty of all shapeshifting rolls are 

reduced by two.

predator emperor Consumption (••••)
The Lunar gains the ability to hunt and consume 

the most dangerous prey Creation has to offer. She 
may slay and consume the blood or flesh of a shape-
shifter, and learn all of that being’s forms.

System: The Lunar may add Garou and other Fera 
to her shapeshifting library in the usual manner. The 
Lunar concentrates for a turn and spends 1 Essence 
to assume any form the shapeshifter knew, from Cri-
nos to Gladius. She gains any natural features of that 
form such as wings or claws, along with Attribute ad-
justments. 

terriBle ogre reFinement (••••)
After rigorous communion with her predatory in-

stincts, the Lunar learns to draw forth a second face 
for her fury.

System: The Lunar gains a second rage form, 
based on a different trait array than her normal rage 
form but otherwise conforming to the standard rules 
for rage form design. Any purchases of Chimerical As-
cension upgrade both forms, and the Lunar need not 
choose the same new Aspect for both.

ant and starFish division (•••••)
The Lunar splits herself asunder, creating inde-

pendently active duplicates of herself.
System: The Lunar spends 3 Essence and two 

turns of total concentration to split off a clone of her-
self from her own flesh. The clone shares the Lunar’s 
personality, agenda, memories, Traits, and doesn’t 
consider itself to be an independent entity – it is, rath-
er, a remote extension of the original Lunar’s identity 
and being. The clone shares the Lunar’s Charms and 
other powers, but both bodies must spend resources 
from a single Willpower and Essence pool, and any 
injuries inflicted on one of the Lunar’s bodies also ap-
pears on the other.

The Lunar may reabsorb her clone by spending a 
turn in physical contact with it, gaining all of its memo-
ries in the process. The Lunar may also cause her clone 
to denature into streamers of unraveling silver Essence 
at any time by spending another 3 Essence, which may 
prove necessary if it is captured, trapped, or otherwise 
in imminent danger of death, since any damage inflict-
ed on the clone is also suffered by the Lunar.

ChimeriCal asCension (•••••)
Giving her flesh and mind over to the beast within 

her soul, the Lunar fortifies her rage form with addi-
tional beastly or otherworldly features. These new al-
terations need not match the Lunar’s totem shape.

System: The Lunar adds one new Aspect to her rage 
form. This Charm may be purchased as many times as 
desired, but while the Lunar has more purchases of this 
Charm than her Essence rating, she suffers one perma-
nent derangement (see V20, p. 290-293, W20, p. 485-
486, or M20, p. 649-650) per purchase over that limit, as 
her mind is consumed by bestial impulses and instincts.

quiCKsilver seCond FaCe (•••••)
With meticulous concentration and a great expen-

diture of divine power, the Lunar may redefine herself 
bit by bit.

System: The Lunar spends a moment in intense 
concentration and spends 5 Essence. She may subtract 
a dot from one of her Attributes and add it to a differ-
ent Attribute within the same category (so she could 
trade a dot of Appearance for one of Charisma, but 
not for a dot of Strength). This can’t raise an Attribute 
above 5 dots, or reduce it to 0 dots.
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Once upon a time, the Sidereals were the advisors 
and viziers of the Chosen, guiding their fellows to wise 
decisions and harmonious action. Then they were the 
hidden masters of destiny, pulling the world’s strings 
from behind the scenes. Now the seers are half-blind, 
restored to a world whose secrets and conspiracies are 
utter mysteries, and over which they have no built-up in-
fluence, no place of refuge to retreat to spin their plans, 
no inheritance of allies or training manuals or mystic 
weapons – in short, they have nothing save their insight 
and their fingertips resting upon destiny’s threads.

On the other hand, though as the Sidereals have 
lost their once-incomparable libraries and networks, 
they’ve also been forgotten by all the world with a 
thoroughness they once broke Heaven to try to obtain. 
Their enemies will never see them coming.

It’s time to start building a better world, once 
again. A second chance to get things right.

essenCe reneWal
Each Sidereal is filled with the Essence of one of 

the long-vanished Maidens of Destiny. When she tends 

to her Caste’s aspect of destiny, she is repaid in Essence 
by a grateful cosmos. Once per scene, a Sidereal can 
recover 2 Essence by meeting the criteria of her caste.

• Chosen of Journeys replenish their Essence by 
causing, safeguarding, guiding, or participating in a 
journey that destiny demands must occur.

• Chosen of Serenity replenish their Essence by 
bringing different parties together in accordance with 
fate’s requirements, or by bringing joy or peace to 
those who need it in their darkest hour.

• Chosen of Battles replenish their Essence by insti-
gating, manipulating the outcome of, or enabling con-
flicts in accordance with destiny’s demands.

• Chosen of Secrets replenish their Essence by pre-
venting the world at large from learning of the super-
natural world, including the existence and affairs of 
the Exalted, or by concealing or revealing secret knowl-
edge according to fate’s decree.

• Chosen of Endings replenish their Essence by 
bringing about those conclusions that destiny demands.

CHAPTER SIX:CHAPTER SIX:

THE SIDEREAL EXALTEDTHE SIDEREAL EXALTED

The two most important days in your life are the day you 
are born and the day you find out why.

—Mark Twain
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Caste Features
When you select your Caste, note its Anima power 

and its Caste Abilities.

Chosen oF Journeys
Chosen by destiny to facilitate travels and move-

ments of great importance. These Chosen come from 
lives marked by extensive travel: truckers, diplomats, 
couriers, commercial pilots, naval officers, hobos, pil-
grims, refugees.

• Caste Abilities: Animal Ken, Athletics, Drive, Em-
pathy, Firearms, Politics, Streetwise, Survival

• Anima Power: Spend 1 Essence and make the 
Lesser Sign of Mercury. For the rest of the scene, the 
Sidereal and her nearby allies triple their movement 
speed, whether on foot or in a vehicle. This benefit ac-
tivates for free while the Sidereal’s anima banner flares.

Chosen oF serenity
Chosen by destiny to facilitate unions and to bring 

peace and joy into the world when it is most needed. 
These Chosen come from lives marked by service to 
life and those things that make it worth living: priests, 
social workers, musicians, dancers, sex workers, writ-
ers, painters.

• Caste Abilities: Awareness, Crafts, Empathy, Eti-
quette, Expression, Law, Leadership, Performance

• Anima Power: Spend 1 Essence and make the Less-
er Sign of Venus. For the rest of the scene, the Sidereal 
and her nearby allies gain the warm and favorable regard 
of anyone who does not explicitly have an active reason 
to dislike or mistrust them. This benefit activates for 
free while the Sidereal’s anima banner flares.

freebie Point costs

Attribute 5

Ability 2

Caste Ability 1

Charm (rating × 3)

Ancient Sorcery spell 5

Essence 10

Backgrounds 1

Willpower 1

character creation

Creating one of the Sidereal Exalted works a lot 
like creating any other World of Darkness char-
acter. The steps are outlined below:

steP 1: character concePt

 • Consult with other players and come up 
with an appealing concept.

 • Pick out the Caste that fits best, and note 
its anima effects (see below).

 • Select Nature and Demeanor.
steP 2: attribUtes

 • Mark down one dot in each Attribute.
 • Rank categories of Attributes (Physical, Social, 

Mental) in order of importance to your character.
 • Divide 8 dots among primary Attributes, 6 

dots among secondary Attributes, and 4 dots 
among tertiary Attributes.

steP 3: abilities

 • Note Caste Abilities (see below).
 • Rank categories of Abilities (Talents, Skills, 

Knowledges) in order of importance to your character.
 • Divide 13 dots among primary Abilities, 

9 dots among secondary Abilities, and 5 dots 
among tertiary Abilities.

 • No Ability can have more than 3 points 
without spending Freebie Points.

 • Divide an additional 3 dots among Caste 
Abilities. These dots are allowed to raise a Caste 
Ability above 3.

steP 4: advantages

 • Choose one category of Sidereal Charms as 
Favored Charms. Favored Charms receive the 
same experience point discount as Caste Charms.

 • Choose Charms (6 dots in total). At least 
4 dots of Charms must be from your Caste 
Charms. Additionally, receive the “Auspicious 
Prospects” Charm for your Caste for free.

 • Select 5 dots of Backgrounds.
 • Write down three Intimacies.

steP 5: finishing toUches

 • Record Willpower (5), Essence rating (1), and 
Essence pool (8). Essence pool begins at maximum.

 • Spend Freebie Points (15), and, optionally, pur-
chase merits and flaws Merits and Flaws (max. 7 points).
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Chosen oF Battles
Chosen by destiny to bring about war and guide 

the course of conflicts to their ordained outcome. 
These Chosen come from lives marked by strife: sol-
diers, latchkey kids, drunkards, sailors, chess masters, 
competitive athletes, esports players, political activists.

• Caste Abilities: Athletics, Brawl, Expression, Fire-
arms, Intimidation, Leadership, Melee, Technology

• Anima Power: Spend 1 Essence and make the 
Lesser Sign of Mars. For the rest of the scene, the Si-
dereal and her nearby allies reduce all damage inflicted 
upon them by 1 health level after rolling soak. This 
benefit activates for free while the Sidereal’s anima 
banner flares.

Chosen oF seCrets
Chosen by destiny to safeguard dangerous knowl-

edge, and to release it into the world when its time fi-
nally arrives. These Chosen come from lives concerned 
with keeping or unearthing secrets: criminals, archaeol-
ogists, spies, members of forbidden subcultures, inves-
tigators, security experts, hackers, conspiracy theorists.

• Caste Abilities: Academics, Computer, Investiga-
tion, Larceny, Occult, Stealth, Streetwise, Subterfuge

• Anima Power: Spend 1 Essence and make the 
Lesser Sign of Jupiter. For the rest of the scene, the Si-
dereal and her nearby allies cannot have their thoughts 
read or be subjected to magical mind control of any 
sort. This benefit activates for free while the Sidereal’s 
anima banner flares.

Chosen oF endings
Chosen by destiny to bring about the ending of 

those things whose time destiny has decreed to have 
passed. These Chosen come from lives concerned with 
endings and beginnings of things: physicians, morti-
cians, real estate agents, judges, clerks, referees, con-
struction workers, gravediggers.

Caste Abilities: Alertness, Athletics, Brawl, Fire-
arms, Finance, Law, Medicine, Science

Anima Power: Spend 1 Essence and make the 
Lesser Sign of Saturn. For the rest of the scene, when 
the Sidereal and her nearby allies make an attack which 
inflicts at least one health level of damage after soak, 
that damage is increased by one additional health lev-
el. This benefit activates for free while the Sidereal’s 
anima banner flares.

appropriate BaCKgrounds
When creating your Sidereal, all of the following 

Backgrounds are appropriate choices:

• Allies (V20, p. 111)

• Alternate Identity (V20, p. 111)

• Arsenal (Hunter: The Reckoning, p. 120-121)

• Backup (M20, p. 306-307)

• Contacts (V20, p. 112)

• Cult (see p. page 290)

• Familiar (see p. page 293)

• Fetish (W20, p. 137-138)

• Influence (V20, p. 114-115)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (V20, p. 115)

• Resources (V20, p. 115-116)

• Retainers (V20, p. 116)

• Secrets (W20 Changing Breeds, p. 212)

• Totem (W20, p. 140)

• Wonder (M20, p. 328)

Sidereals also have a few new Backgrounds they 
may purchase, and there are a few things to note about 
their use about the Backgrounds listed above.

arCane
Not only are Sidereals able to buy the Arcane Back-

ground (see M20, p. 305), but they gain two dots of it 
for free. If you don’t have Mage 20th Anniversary, the 
short version is that each dot of Arcane adds one die to 
all Stealth rolls, and subtracts one die from all attempts to 
track the Sidereal down, identify her, or otherwise locate 
her. Additionally, the more dots purchased, the harder a 
time people have accurately remembering the Sidereal. At 
3+ dots, photographs, computer records, and paperwork 
about the Exalt have a way of losing themselves.

Fame
A Sidereal’s Arcane rating is subtracted from the 

maximum amount she can have in the Fame Back-
ground (see M20, p. 313-314). As a result, no Sidereal 
can have higher than Fame ••• at best.

destiny
No Sidereal can have the Destiny Background (see 

M20, p. 311-312), although all first-generation Sidere-
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als once had that Background; Exaltation burned it 
away. On a similar note, no Sidereal can take the Dark 
Fate Flaw, or any similar Merit or Flaw which dictates 
her fate. The Sidereal must write her own destiny.

neW BaCKground: dragon nest
Your character has seized or discovered a Dragon 

Nest – whichever the case may be, it’s hers now. Rather 
than rating its size or power, dots in this Background 
measure how secure the Dragon Nest is from hostile 
intrusion. Each dot of Dragon Nest increases the dif-
ficulty of all efforts to infiltrate or attack the Nest by 
anyone you haven’t granted access to, and a –1 difficul-
ty bonus to your attempts to spot, track, and identify 
intruders, or to defend the Nest from assault.

supernatural status
No mere outsider, this Background reflects an Ex-

alt who has put in the work to embed herself in the 
power structure of one of the great supernatural societ-
ies of the World of Darkness. This Background reflects 
Abyssals who have made a home within the Camarilla 
or Sabbat, or Solars throwing in their lot with one fac-
tor or another in the war for reality. Having more than 
a few dots of this Background is unprecedented and 
probably unthinkable, but that’s par for the Exalted 
course… provided that the other players are cool with 
making your status a major plot element.

• Acknowledged; your peers recognize your 
name when it comes up. You’re a member 
in good standing, if an unusual one.

•• Credible; you’re considered noteworthy 
within your society.

••• Respected; your word carries weight, 
and you may have some manner of for-
mal position such as Harpy or Sheriff.

•••• Admired; you’re looked up to, or per-
haps feared. You certainly hold some of-
fice of formal authority, such as Keeper 
of Elysium or Seneschal.

••••• Revered; if you’re not officially calling 
the shots in your area now, it’s only be-
cause you don’t want to put that kind of 
target on your back.
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speCial rules For sidereals
In addition to the rules that normally govern the 

Exalted, Sidereals have a few special rules and features.

dynamiC larping
Sidereals soon learn that destiny moves in comfort-

able courses, and that for every unique and world-chang-
ing destiny, there are countless soldiers or fishermen 
whose destiny is simply to be a soldier or fisherman. 
With just a bit of practice, a Sidereal can learn to wear 
one of these “template” destinies like a cloak.

When a Sidereal wears a false destiny, nobody can 
recognize her for who she truly is. Instead they instinc-
tively see a sailor, a cop, priest, or whatever else the 
Sidereal is masquerading as, plus any embellishments 
she’s added such as a name or more specific job (“ho-
micide detective” rather than a generic “cop”). If she 
“breaks character,” then her assumed destiny cracks 
and others can potentially see through it (such as if 
a stern drill sergeant expresses concern for someone’s 
feelings). At that point, anyone who notices the lapse 
can roll Perception + Subterfuge against difficulty 9 to 
realize who the Sidereal is (or at least that they’re not 
who they seem to be).

In order to don a false destiny, the Sidereal must 
spend 1 Willpower point and spend a moment align-
ing herself with the design of destiny. It’s worth noting 
that this “disguise” doesn’t have to be in any way intui-
tively convincing: an enormous musclebound Sidereal 
man can don the destiny of a “mother” and that’s the 
vibe people will read from his presence, papering over 
any inconsistencies in their minds. 

A Sidereal can’t don a false destiny while being 
observed by anyone other than fellow Sidereals, and 
other Sidereals can always see through another of their 
kind’s false destinies. To shuck a false destiny requires 
only a moment spent in total concentration.

A Sidereal’s Arcane Background does not apply to 
a false destiny. People have no difficulty remembering 
it, and Sidereals can recycle the same particular false 
destiny again and again if they wish to.

There are limits to what sort of role a Sidereal can as-
sume through Dynamic LARPing, based on their Caste.

Chosen oF Journeys
Chosen of Journeys may assume the following 

sorts of false destinies: Work-boss, ship’s officer, pro-
fessional soldier, vagabond, mendicant, ditch digger, 

secretary, house servant, messenger, butler, assistant, 
diplomat, manual laborer, pilot.

Chosen oF serenity
Chosen of Serenity may assume the following sorts of 

false destinies: Lout, revolutionary, virtuous priest, sex 
worker, slave, debtor, beggar, gourmet, poet, hanger-on, 
matriarch, mother, drinking buddy, wage worker.

Chosen oF Battles
Chosen of Battles may assume the following sorts 

of false destinies: Rumormonger, reporter, witness, 
martyr, tyrant, sergeant, surgeon, judge, thug in uni-
form/cop, boxer, socialite, general, scout (military 
scout, talent scout for a baseball team, either works), 
assassin, mercenary, gambler, drunkard.

Chosen oF seCrets
Chosen of Secrets may assume the following sorts 

of false destinies: Medium, charlatan, midwife, phy-
sician, archaeologist, inventor, pawnbroker, spy, 
priest, librarian, supernatural being, magician, 
teacher, prophet, professor.

Chosen oF endings
Chosen of Endings may assume the following 

sorts of false destinies: Person on their deathbed, af-
fianced youth, undertaker, young widow, old man, 
ghost, part-time employee, powerful retiree, journey-
man, salesman, virgin, pregnant woman.

the greater signs
As a Sidereal’s Essence grows potent, the murky 

remnants of power from out of time begin to present 
themselves to her. These are the Greater Signs of the 
Maidens-That-Were, and although they demand a great 
price, they also offer incredible power that may be wield-
ed in a crucial moment to pivot the course of the world.

To wield one of the Greater Signs, a Sidereal must 
be of the appropriate Caste and have an Essence rating 
of at least 4.

the greater sign oF merCury
The Chosen of Journeys spends 1 point of perma-

nent Willpower and makes the Greater Sign of Mercu-
ry. She and all allies within the same city are instant-
ly teleported to a point of her choosing anywhere 
on Earth, or to any point she has previously visited 
within the otherworlds.
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the greater sign oF venus
The Chosen of Serenity spends 1 point of perma-

nent Willpower and makes the Greater Sign of Venus. 
For one scene, violence becomes impossible through-
out the entire city or similar-sized stretch of country-
side around the Sidereal. Hostile uses of magic are 
similarly stymied. This ban lasts for one scene.

the greater sign oF mars
The Chosen of Battles spends 1 point of perma-

nent Willpower and makes the Greater Sign of Mars. 
For the rest of the scene, no attack directed against 
the Sidereal or any of her allies within the same city 
or city-sized area is capable of inflicting more than a 
single health level of damage, no matter how many 
successes are rolled.

the greater sign oF Jupiter
The Chosen of Secrets spends 1 point of perma-

nent Willpower and makes the Greater Sign of Jupi-
ter. For the next 12 hours, the Gauntlet and Shroud 
become completely impassable in the city where the 
Sidereal makes the Sign, and no portals (such as 
Trods) or powers can bring characters into or out of 

the otherworlds. Additionally, all mortals who wit-
ness overt supernatural phenomena within the area 
while the Greater Sign is in effect forget or ratio-
nalize what they’ve seen when its magic concludes, 
and hard evidence of supernatural activity generated 
during this period (such as security footage) is quick-
ly lost, ruined, or simply vanishes.

the greater sign oF saturn
The Chosen of Endings spends 1 point of perma-

nent Willpower and makes the Greater Sign of Saturn. 
For the rest of the scene, all of the attacks made by 
the Sidereal and her allies within the same city in-
flict automatic damage rather than rolling dice.

Charms
These are the miracles by which the Sidereal Exalt-

ed reweave the destiny of the World of Darkness.

Journeys Charms

exCellenCe oF the golden Barque: (aBility) (•)
The Chosen of Journeys uses her Essence to align 

herself with destiny’s weave.
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System: Select one of the following Abilities when 
purchasing this Charm: Animal Ken, Athletics, Drive, 
Empathy, Firearms, Politics, Streetwise, or Survival. At 
any time, the player may reflexively spend 1 Essence 
to lower the difficulty of all actions using the Abili-
ty by three (though this can’t reduce a roll’s difficulty 
below 3) for (Essence rating + 1) turns in combat, or 
minutes outside of combat. Alternately, she may add 
her Essence rating in dice for the same duration. For 1 
Essence and 1 Willpower, she gains both effects from 
a single invocation.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to enhance 
each Ability separately. Chosen of Journeys get all ver-
sions of this Charm with a single purchase.

auspiCious prospeCts For Journeys (•)
The Sidereal is finely attuned to the tenor of the 

world’s desires where journeys and travel are concerned.
System: This Charm’s effects are largely in the 

hands of the Storyteller. In general, it provides the 
Sidereal with a sixth sense that tells her when some-
one really ought to undertake a particular journey, or 
in what way they should best go about it. Facilitating 
the realization of destiny in this fashion not only gives 
Sidereals goals to strive for, it also helps Chosen of 
Journeys replenish their Essence. A Sidereal can also 
attempt to use this Charm proactively, to determine 
whether a given journey is auspicious or not, by rolling 
Intelligence + Awareness against difficulty 6.

Celestial driFter panoply (•)
By spending a few moments rummaging through the 

mess and clutter in her car, the Sidereal can find anything 
she owns, having thoughtfully tossed it into her ride at 
some previous point. How and when this happened is 
perhaps best not interrogated, particularly if what she 
comes up with is, say, blackmail material she last left in a 
safe deposit box on the other side of the world.

System: Spend an action and roll Perception + Drive 
against difficulty 7 while inside a vehicle the Sidereal 
owns. Success allows the character to locate anything 
she owns that is capable of fitting inside the vehicle.

never an empty alley teChnique (•)
Wherever the Sidereal might be, her getaway vehi-

cle is always nearby.
System: Spend 1 Essence and a turn searching the 

Sidereal’s immediate surroundings. She inevitably dis-
covers that a car, riding animal, motorcycle, or other 

conveyance that she owns is patiently waiting for her 
in the nearest space capable of hiding such a thing, 
and that any necessary keys or codes are on her person.

ox-Body teChnique (•)
Destiny demands that the Sidereal endure until 

her appointed hour, and her body obeys.
System: The character permanently gains an addi-

tional Bruised (–0) health level.
This Charm can be purchased a number of times 

equal to the character’s Essence rating.

righteous lion deFense (•)
The Sidereal anchors her passions and convictions 

into the very foundation of destiny. The weave of the 
world guarantees that her commitments endure.

System: Any attempt to cause or force the Sidereal 
to betray, undermine, or abandon her Intimacies auto-
matically fails.

dreaming the Wild lands (••)
Mirroring her Essence to the land, the Sidereal re-

writes the wilderness to suit her design. She may shift 
the elevation of hills, subtly bend the curve of rivers, 
and move trees about in any way that suits her. Wild 
animals also become furious or docile at her command.

System: Spend 2 Essence. For the next (Essence rat-
ing) days, the Sidereal may reshape the landscape of any 
untamed wilderness in whatever fashion suits her. Man-
made elements such as hunting lodges, shotgun shacks, 
or roads are utterly immune to alteration by this Charm.

glory path (••)
Essence enwraps the character’s mount or vehicle 

in a nimbus of yellow light, speeding it along its path 
and ensuring no obstacle can stand in its way.

System: Spend 1 Essence while riding a mount or 
driving a vehicle. The conveyance’s speed is doubled, 
and it can navigate any obstacle it must without crash 
or calamity. The Sidereal can jump chasms, drive up 
the side of buildings, or speed over the surface of water 
with no difficulty at all.

salt into ash sleight (••)
Clapping her hands, the Sidereal momentarily sur-

rounds a supernatural being in a brilliant saffron aura. 
That creature suddenly realizes that it has incredibly 
pressing business elsewhere. This isn’t a trick or illusion: 
there really is an urgent reason for the target to journey 
elsewhere. This Charm simply calls that fact to mind.

System: The Sidereal spends 1 Essence and a moment 
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in concentration. For the rest of the scene, all attempts to 
drive the target away or cause him to depart – by any charac-
ter, using any means, from persuasion to violence – reduce 
their difficulty by one. This benefit also applies to damage 
rolls on attempts to drive the creature off.

unWavering Well-Being meditation (••)
The Sidereal’s calm certainty in her own destiny be-

comes a shield which deflects unexpected misfortune.
System: Anyone who strikes at the Sidereal un-

aware must succeed at a difficulty 9 Willpower roll, or 
else make their attack roll at difficulty 9. The Sidereal 
adds her Essence rating to her soak against all unex-
pected sources of damage, and rolls to soak against un-
expected attacks at difficulty 4.

yelloW path (••)
The shining yellow light of destiny illuminates the 

fastest – if not most straightforward or safest – path to 
the Sidereal’s destination.

System: The Sidereal fixes a destination firmly in 
mind. Spend 1 Essence and roll Wits + Survival against 
difficulty 6. For one success, the Sidereal finds a path 
that cuts her travel time in half. For three successes, 
if the character has a deadline and there is any possi-
bility of making it on time, the Sidereal does so. Five 
successes allow the Sidereal to arrive by the time of her 
deadline or appointment no matter what.

heartless maiden tranCe (•••)
The Sidereal’s chest convulses as she swallows her 

heart. Henceforth she becomes as unfeeling as a stone.
System: Spend 1 Essence. The Sidereal no longer 

suffers penalties from wounds (including movement 
penaltes), poison, hunger, thirst, disease, fatigue, in-
clement weather, or temperature. She doesn’t need to 
breathe. She can still be killed, but cannot be rendered 
unconscious by any means; if Incapacitated by bashing 
damage, she can remain upright and active. So long as 
she maintains this Charm – and it lasts until she takes 
a turn to restore her heart – the Sidereal automatical-
ly fails all Empathy rolls, and does not regain Essence 
when the sun sets.

mirror shattering method (•••)
The Sidereal seats herself within or upon a con-

veyance, or, lacking that, stands upon a symbolic bit of 
wood representing a ship upon the sea, then strikes the 
surface of the Gauntlet. The barrier between worlds 
shatters into ash and foam for a moment, and when it 
reforms, the Sidereal stands within the Spirit World.

System: Spend 1 Essence and roll Intelligence + 
Drive against a difficulty of the local Gauntlet. Success 
transports the Sidereal into the Spirit World, along with 
anyone also upon or within her conveyance or chosen bit 
of wood. The Sidereal’s conveyance only makes the trans-
lation across if she wishes it to do so. This Charm may 
also be used in reverse to return to the material world; 
when doing so, the Sidereal needs only to spit upon the 
ground rather than bother with vehicles or wood.

The Sidereal also permanently gains the ability to 
understand the language of spirits and to make herself 
clearly understood by them.

rain and sKy mantra (•••)
The Sidereal’s fingers find the strings of destiny 

which control the weather, and bend them to her will.
System: Spend 1 Essence and roll Stamina + Sur-

vival against difficulty 7. If the Sidereal wishes to calm 
the weather or produce unseasonable weather, she 
does so for one day per success rolled. If she wishes 
to produce violent storms which raise the difficulty of 
all actions attempted by those exposed to them by +1, 
then the storm lasts for one hour per success rolled.

liFe gets Worse approaCh (••••)
The Sidereal makes the Inferior Sign of the Gull 

over her weapon, whispers to it to seek its target, and 
attacks. Not only is the shot quite deadly, but if it 
strikes, it bends the fate of all other harmful things 
toward the target.

System: Spend 1 Essence and make a ranged at-
tack. If it strikes, the attack adds the Sidereal’s Essence 
rating to its damage dice. Moreover, until the victim 
draws out the offending knife, arrow, or bullet, all oth-
er ranged attacks suffer –2 difficulty to strike him. If 
left in place long enough, the wound may even attract 
stray insects and floating debris.

unsWerving Juggernaut prinCiple (••••)
Yellow stardust cascades around the Sidereal and 

glitters in her footsteps. So long as she moves forward 
without stopping, she is inexhaustible.

System: Spend 1 Essence. So long as the Exalt ad-
vances without stopping, she adds three dice to all soak 
rolls, is immune to fatigue, has no need for sleep or 
rest, and if driving, her vehicle consumes no fuel.

one direCtion invoCation (•••••)
The Sidereal summons a prayer strip scribed with 

yellow text in an ancient, indecipherable language, and 
affixes it to her forehead. This script names a goal – 
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grand or simple, it matters not – which the Exalt then 
pursues with single-minded fervor. Until she achieves 
her goal, she forsakes her name and identity, but be-
comes nigh-unstoppable.

System: Spend 3 Essence and an action to activate 
this Charm. Until the Sidereal achieves her goal, she 
functionally has Arcane 6; in story terms, almost no-
body not directly in her presence can remember her, 
and even those individuals must roll Intelligence + In-
vestigation at difficulty 9 to remember her name. The 
Sidereal gains a new Intimacy dedicated to fulfilling 
her goal. The Sidereal must spend a Willpower point 
to do anything completely unrelated to her goal, and 
all rolls which don’t directly further her goal are made 
against difficulty 9. While this Charm remains in ef-
fect, the character heals all bashing damage at the be-
ginning of each turn, or one level of lethal damage. 
Every hour, she heals one level of aggravated damage.

The Sidereal may end this Charm at any time by 
removing the prayer strip and casting it aside, but can-
not reclaim her name or identity until she completes 
her goal. If this becomes impossible, then both are lost 
– even the Exalt can no longer remember them – and 

she must work to establish a new name and identity.

optimistiC seCurity praCtiCe (•••••)
The Sidereal passes a hand over the weave of fate, 

infecting it with her own generosity of spirit. The uni-
verse becomes very protective of her, turning aside all 
sources of harm.

System: The Sidereal reflexively spends 1 Essence. 
For the rest of the scene, she adds her Empathy rating 
to her soak dice (minimum of +1 die added). Any be-
ing whose Willpower rating is lower than the Sidereal’s 
Empathy must spend one Willpower point each time 
they attack her, or the attack automatically fails. This 
Charm doesn’t function if the Sidereal is wearing ar-
mor: destiny frowns on those who hedge their bets.

riding the dragon (•••••)
The Sidereal seizes a prayer strip from thin air, burn-

ing with brilliant yellow Essence, and affixes it to the 
forehead of a mortal strongly connected to the weave of 
her life. The mortal transforms into a mighty dragon who 
serves as the Sidereal’s obedient mount for a time; after-
wards, it transforms back into the mortal it formerly was, 
but that individual’s mind is shattered beyond repair.
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System: Spend 3 Essence to summon the prayer 
strip. Upon affixing it to the forehead of a Contact, 
Ally, Retainer, Mentor, or similar mortal Background 
asset, they transform into a mighty celestial dragon for 
one scene. At the end of the scene their body returns 
to normal, but their mind is riddled with multiple de-
rangements, leaving them barely functional if not en-
tirely catatonic.

serenity Charms

exCellenCe oF the Cerulean lute: (aBility) (•)
The Chosen of Serenity uses her Essence to align 

herself with destiny’s weave.
System: Select one of the following Abilities when 

purchasing this Charm: Awareness, Crafts, Empathy, 
Etiquette, Expression, Law, Leadership, or Perfor-
mance. At any time, the player may reflexively spend 1 
Essence to lower the difficulty of all actions using the 
Ability by three (though this can’t reduce a roll’s diffi-
culty below 3) for (Essence rating + 1) turns in combat, 
or minutes outside of combat. Alternately, she may 
add her Essence rating in dice for the same duration. 
For 1 Essence and 1 Willpower, she gains both effects 
from a single invocation.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to enhance 
each Ability separately. Chosen of Serenity get all ver-
sions of this Charm with a single purchase.

auspiCious prospeCts For serenity (•)
The Sidereal is finely attuned to the tenor of the 

world’s desires where matchmaking, fertility, happi-
ness, and peace are concerned.

System: This Charm’s effects are largely in the 
hands of the Storyteller. In general, it provides the Si-
dereal with a sixth sense that tells when destiny strong-
ly wishes to bring people together, or when peace or 
happiness need to enter someone’s life. Facilitating the 
realization of destiny in this fashion not only gives Si-

dereals goals to strive for, it also helps Chosen of Seren-
ity replenish their Essence. A Sidereal can also attempt 
to use this Charm proactively, to determine whether a 
potential union is auspicious or not, by rolling Intelli-
gence + Awareness against difficulty 6.

exCellent implementation oF oBJeCtives (•)
Fixing the end result of some work of craftsman-

ship or creativity in her mind, the Sidereal deftly 
weaves its design into the pattern of destiny. The world 
hastens to ensure its creation.

System: Spend 1 Essence to bless a Crafts, Science, 
Technology, or Computer-based project to create, modi-
fy, or repair something. The Sidereal can work five times 
faster than normal when laboring on that project.

Faultless Ceremony (•)
When the Sidereal officiates over a ceremony, her 

actions impart a meaningful bias to destiny within the 
purview of her Caste. The world will bend in its best at-
tempt to impart happiness and fertility on a couple wed 
by a Chosen of Serenity; a Chosen of Endings who over-
sees the conclusion of a dead man’s affairs speeds those 
affairs toward a swift, equitable, and relatively painless 
resolution; and a warship launched by a Chosen of Bat-
tles will find fortune and opportunity in war, at least 
up to the point that the influence of happenstance and 
circumstance can influence its success or failure.

System: There are no dice rolls or resource costs 
associated with this Charm. It’s a permanent modifi-
cation to the impact of the Sidereal’s actions upon the 
world. If mechanics are needed, assume that the diffi-
culty of all actions in line with the Sidereal’s blessings 
are made at –1 difficulty, but primarily this Charm is 
a narrative device, and it falls upon the Storyteller to 
depict its impact in the world accordingly.

hot-eyed snaKe Whispering (•)
Whenever the Sidereal senses that others’ trust in 

her words is faltering, she can gently nudge the threads 
of fate to lend additional urgency and impact to her 
statements, causing them to resonate with listeners’ 
most deeply held inner truths.

System: Spend 1 Willpower to re-roll any Empa-
thy, Etiquette, Expression, Leadership, or Performance 
roll, keeping the preferred result.

World-shaping artistiC vision (•)
The Sidereal develops a signature specialty in ma-

nipulating the threads of fate, which slightly influences 
her appearance over time. A Sidereal who specializes in 

the dragon of mercUry

The dragon created by Riding the Dragon has 10 
in all Physical Attributes, Athletics 5, Brawl 5, and 
terrible claws and fangs which inflict Strength + 
3 aggravated damage. It has 10 Bruised health 
levels, and can fly at 500 miles per hour.
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destiny manipulation “in the halls of power” becomes 
more urbane and imposing, while one who specializ-
es “against wicked spirits” may take on a shamanic or 
martial aspect, clothes dramatically stirred by an un-
seen wind from time to time.

System: Define a specialty with roughly the scope 
of an Ability Specialty such as “rural communities,” 
“against wicked spirits,” “formal debates,” or “on Sun-
days.” All actions the Sidereal takes which fall under 
this specialty reduce their difficulty by one.

avoidanCe Kata (••)
There are some problems whose best solution is to 

have not been there to get into them in the first place. 
The Sidereal can escape from danger (or just meeting 
tedious people at parties) by retroactively having been 
somewhere else all along.

System: Spend 1 Essence within the first minute af-
ter encountering someone socially or within the first two 
turns of combat. The Sidereal relocates immediately to 
somewhere else she might plausibly have been instead, 
and her magic amends destiny to patch up the incon-
sistencies as best it can, giving everyone involved new 
memories of the Sidereal not having been present where 
she was, and having been present where she now is… al-
though they don’t actually lose their existing memories 
of the Sidereal having been present before she absented 
herself, or not having been present before she appeared. 
Those old memories just… don’t make as much sense as 
the new ones, given the amended circumstances.

This magic also doesn’t remove the consequences 
of actions anyone took before the Sidereal made her-
self absent, so if she stabbed someone before vanish-
ing, they’re still perforated and bleeding, even though 
the Sidereal was never there to perform the stabbing 
to begin with. Maybe they just burst into cuts sponta-
neously? It happens sometimes.

The limitation that the Sidereal can only go some-
where else she might have plausibly been makes Avoid-
ance Kata good for escaping danger, but bad for es-
caping confinement. A Sidereal who finds a group of 
inmates coming to murder her in her prison cell might 
have plausibly been in solitary confinement or the in-
firmary instead, but by that point it’s implausible that 
she wasn’t in jail at all.

Blue vervain Binding (••)
The Sidereal conducts a minute-long formal bless-

ing in a language she somehow half-remembers, dating 
back to the dawn of time. It ties together the fates of two 

beings (one of whom can be the Sidereal herself). After 
the successful conclusion of the ceremony, the two be-
ings can forever after understand one another and make 
themselves understood, regardless of any barriers of lan-
guage or even physical or mental disability.

System: Spend 1 Essence and roll Intelligence + 
Law (difficulty 6) to establish the binding, whose ef-
fects are permanent.

FavoraBle inFleCtion proCedure (••)
The Sidereal may speak a being’s name or nick-

name with an inflection which affirms and completes 
their sense of being in the world, granting a momen-
tary gift of true inner peace.

System: Speak the target’s name and roll Charisma 
+ Empathy against a difficulty of the target’s Willpower 
rating. Success creates a moment of peace, happiness, 
and personal connection to the Sidereal. If the target is 
upset or violent, he loses his train of thought and forgets 
whatever has caused his unhappiness, although events 
can actively remind him (such as noticing the Sidereal 
standing over the murdered bodies of his family, cov-
ered in their blood). This Charm instantly ends frenzies 
in beings such as vampires or werewolves, as well as su-
pernaturally induced manias in other characters.

duCK Fate (•••)
The Sidereal senses danger approaching in the 

weave of destiny, and viciously twists its threads aside 
to deflect whatever this misfortune might be.

System: Reflexively spend 1 Essence and roll Dex-
terity + Athletics against difficulty 8. If successful, the 
Sidereal perfectly avoids any damaging, deleterious, 
or unwanted effect aimed against her. This could be 
a physical attack, a magician attempting to summon 
her with magick, the formation of a blood bond upon 
drinking vampire blood for the third time, possession 
by a ghost, or anything else – even surprise attacks and 
other threats the Sidereal isn’t actively aware of. Con-
tinuous effects (such as being burned and asphyxiated 
by a house that’s burning down with the Sidereal in-
side of it) need be avoided only once to protect the 
character while she remains exposed.

liFe Without CompunCtion (•••)
Everyone knows that those with the right connec-

tions can make legal crimes simply disappear. The Side-
real knows similar tricks with which to bribe destiny to 
make a social crime vanish. Paying a small tithe of her 
Essence to the universe, the Sidereal renders some social 
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blunder or taboo violation that she or someone else has 
committed broadly acceptable to those who know of it.

System: Spend 1 Essence and roll Manipulation 
+ Etiquette against difficulty 8. Success ensures that 
nobody much gives a damn about the gaffe, whatever 
it may have been. Those who are pressed on the issue 
may make weak excuses or issue paint-by-numbers con-
demnations, but they don’t really care. With three or 
more successes, the character responsible for the social 
breach somehow comes off as an admirable rebel (i.e. 
a social critic who makes a bold, daring statement by 
yelling profanity at the animals at the zoo or taking his 
dick out in the middle of Elysium). It would be repre-
hensible if anyone else did it, but in this case it’s not 
only okay, it’s laudable.

Socially acceptable acts may still be illegal, and un-
motivated police are usually still willing to arrest people.

perFeCtion in liFe (•••)
The dance of Venus is the dance of completed pat-

terns, whole fates, and perfection in life: the realization 
of all that those who witness it might be, and strive to 
be, bringing temporary peace and affirmation to the most 
broken heart. This Charm imbues the Sidereal’s words 
and actions with the cadence of that most sacred of danc-
es, even though outwardly she may be doing no more 
than chatting at a café or cooking dinner for her friends.

System: Spend 2 Essence and roll Charisma + Per-
formance (difficulty 6). If successful, then for the rest 
of the scene the Sidereal grants 1 Willpower point to 
herself and everyone she interacts with, so long as this 
wouldn’t raise their current Willpower above either 
their maximum, or the number of successes she rolled 
to activate Perfection in Life. A character can’t benefit 
from Perfection in Life more than once per day.

shun the smiling lady (•••)
Fixing an individual’s name or face in her mind, 

the Sidereal strikes their name out of the book of love.
System: Spend 2 Essence and roll Manipulation 

+ Subterfuge against a difficulty of the target’s Will-
power. Success curses them for one day per success. 
They have an effective rating of Appearance 0 while 
under the curse (although their physical form doesn’t 
change), and if they wish to use any sort of supernatu-
ral power which leverages unnatural appeal (such as the 
vampire Discipline of Presence) they must first spend a 
Willpower point to do so. If anyone of significantly less 
supernatural power than the Sidereal (according to the 
Storyteller’s judgment; all ordinary mortals definitely 

qualify) has romantic feelings for the target, this curse 
terminates those feelings instantly. They do not auto-
matically reappear when the curse ends.

Cash and murder games (••••)
Brutally looping several threads of destiny together, the 

Sidereal informs the world that one character has domin-
ion over another – generally through fear or desire, sexual 
or otherwise – and fate acknowledges that this is so.

System: Spend 1 Essence and roll Manipulation 
+ Leadership against a difficulty of the Willpower rat-
ing of the target to be dominated. Henceforth they are 
enthralled, intimidated, or impressed to the point of 
servitude by the character granted power over them. 
This Charm can be resisted for a scene by spending 1 
point of Willpower, and once a number of Willpower 
points have been spent equal to the successes the Side-
real rolled when activating Cash and Murder games, its 
power comes to an end. The Sidereal can name herself 
as the beneficiary of this Charm, if she likes.

harmoniC Completion (••••)
The Sidereal conjures a cerulean prayer strip and 

binds it across her eyes, allowing her to see into the 
world’s Chimerical aspect. Moreover, she can spot the 
cracks in reality’s gray and decaying crust that lead into 
the homeland of dreams and nightmares, and pass 
through them, even taking others with her, so long as 
they link hands and follow her lead.

System: Spend 1 Essence to conjure the prayer strip 
and behold the reality of changelings for as long as the 
prayer strip is left in place. Spend 1 additional Essence 
to pass through into the Dreaming, even without use of 
a Trod. Any number of characters can accompany the 
Sidereal into the Dreaming, so long as they hold her 
hand, or hold onto someone who is holding her hand. 
Harmonic Completion can also be used in reverse to 
return to the mundane world, but only from within the 
Near Dreaming, and it’s always a bit random where in 
the world it’s going to spit you out unless used at a Trod.

you and yours stanCe (••••)
The Sidereal entangles herself in every thread of 

fate which gives rise to lust and desire. She becomes 
impossible to recognize: those who behold her see only 
that which their heart most fervently desires, and know 
that to harm or deny her is to shatter their own heart.

System: Reflexively spend 1 Essence. For the rest of 
the scene, anyone who wishes to harm or deny the Sidere-
al must make a Willpower roll (difficulty 8) each time they 
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attempt to do so. Failure makes such effrontery unthink-
able. She lowers the difficulty of all seduction rolls by two.

deFense oF shining Joy (•••••)
Taking up fate’s threads between her fingers and 

infusing herself with the Essence of the dance, the Side-
real’s every movement becomes the perfect instinctive 
match of the movements of those who move against 
her, allowing her to smoothly pirouette through storms 
of bullets and flurries of savage claws without harm.

System: Spend 1 Essence and 1 Willpower reflex-
ively to activate this Charm. For the rest of the scene, 
at the beginning of each turn roll Dexterity + (player’s 
choice of Athletics or Performance) against difficulty 
7. The Sidereal applies the successes on this roll as a 
reflexive dodge against all attacks made against her of 
which she is aware during that turn.

destiny-Knitting entanglement (•••••)
The Sidereal dreams of a miracle that does not yet 

exist, but was always meant to be. Reaching deep into 
the weave of destiny, she entangles her hands with that 
miracle and drags it into reality, even though her fin-
gers may bleed from the effort.

System: This Charm allows the character to create 
Talismans and Devices (see M20, starting on p. 651). The 
character first envisions a magical item or product of im-
possible science of some kind, from a tiara that lets its 
wearer read minds to a smart phone capable of sending 
instant messages to spirits. This Charm is incapable of 
reifying the existence of a wonder larger than a bus or 
toolshed; fate will only put up with so much abuse from 
the Sidereal before its thread fray and snap. The character 
then spends a period of time weaving a design of destiny 
that will allow the Wonder to come into being. This is 
an extended Intelligence + Occult roll against difficulty 9, 
made at one month intervals, and needing to accumulate 
a total of three times the Wonder’s rating in successes. 
The Sidereal must spend 3 Essence each time she makes 
this roll. A botch at any point forces the Exalt to start over 
and doubles the necessary number of successes.

Once she designs the Wonder, the Exalt must then 
create it herself – likely an extended Craft or Technology 
roll. Finally, having crafted her Wonder, the Exalt must 
exactingly connect the potentiality of its existence to the 
reality of its existence, activating its miraculous properties 
thereby. This requires (Wonder’s rating) hours of work 
or ritual, and the expenditure of (Wonder’s rating × 5) 
Essence. Because of the high Essence cost of this Charm, 
it is most easily performed within Dragon Nests.

neighBorhood reloCation sCheme (•••••)
The Sidereal summons a long cerulean prayer strip 

and binds it around her waist, where it becomes a band 
of Essence the color of a clear sky. She connects herself to 
the destiny of the landscape around her, and then begins 
to run, dragging the local geography along in her wake 
until it has been relocated to a more auspicious location.

System: Spend 3 Essence. The Sidereal connects 
herself to all geographic features and buildings within 
(Essence rating) miles (although she can target a small-
er area, if desired), and may drag them somewhere else 
by walking or running: no other manner of conveyance 
is acceptable, although she can increase her running 
speed by as many forms of magic as she may have avail-
able. The Sidereal must soak one level of bashing dam-
age each hour until she releases this Charm, which 
cannot be healed while it remains active.

This Charm isn’t destructive. The relocated ge-
ography slides smoothly through the world, rerouting 
existing terrain around itself as it goes, and when it 
arrives in its new location, it integrates into the exist-
ing landscape in a way that makes sense. For exam-
ple, a borough moved from one end of a city to the 
other would configure itself so that all of its sewage 
and electrical lines are still connected to the grid in a 
functional manner, and doesn’t make complete hash 
of the city’s roads. Likewise, the world “fills in” the 
missing gap left behind by the Sidereal’s efforts with 
a new geographical arrangement that makes sense for 
the location, whether that means collapsing surround-
ing neighborhoods together, or simply creating a new 
patch of generic parks or woodland. Even the dragon 
lines reroute themselves so that a Dragon Nest relo-
cated by this Charm doesn’t have its power disrupted.

As far as the world is concerned, the new geograph-
ical configuration is the way things have always been; 
old land surveys and other records reflect as much, and 
people form new memories of the relocated land having 
always been where it is now… although they also retain 
their old memories of it having been somewhere else.

Battles Charms

exCellenCe oF the Crimson panoply: (aBility) (•)
The Chosen of Battles uses her Essence to align 

herself with destiny’s weave.
System: Select one of the following Abilities when 

purchasing this Charm: Athletics, Brawl, Expression, Fire-
arms, Intimidation, Leadership, Melee, or Technology. 
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At any time, the player may reflexively spend 1 Essence to 
lower the difficulty of all actions using the Ability by three 
(though this can’t reduce a roll’s difficulty below 3) for (Es-
sence rating + 1) turns in combat, or minutes outside of 
combat. Alternately, she may add her Essence rating in dice 
for the same duration. For 1 Essence and 1 Willpower, she 
gains both effects from a single invocation.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to enhance 
each Ability separately. Chosen of Battles get all ver-
sions of this Charm with a single purchase.

any direCtion arroW (•)
The Sidereal’s attacks curve along the vectors and 

threads of inevitability to find their targets.
System: The character’s ranged attacks ignore any-

thing less than 100% cover.

auspiCious prospeCts For Battles (•)
The Sidereal is finely attuned to the tenor of the 

world’s desires where conflict and battle are concerned.
System: This Charm’s effects are largely in the 

hands of the Storyteller. In general, it provides the Si-
dereal with a sixth sense that tells her when individuals, 
regions, or organizations should come into conflict, and 
how the course of that conflict ought to best proceed. 
Facilitating the realization of destiny in this fashion not 
only gives Sidereals goals to strive for, it also helps Cho-
sen of Battles replenish their Essence. A Sidereal can 
also attempt to use this Charm proactively, to determine 
whether a given battle is auspicious or not (and for who), 
by rolling Intelligence + Awareness against difficulty 6.

impose nature (•)
The Sidereal taints someone else’s destiny with her 

Essence, imposing her own nature upon them.
System: The Sidereal makes her own personal sign 

at another character. Spend 1 Essence and roll Cha-
risma + Leadership against a difficulty of the target’s 
Willpower. The target gains the Sidereal’s own Na-
ture in addition to their own, as well as the Sidereal’s 
Intimacies. They may regain Willpower according to 
both Natures, and benefit in full from the bestowed 
Intimacies; their personality is also, of course, heavily 
influenced by their new Nature and Intimacies. This 
Charm’s effects lasts for one day per success rolled.

opportune shot (•)
Spotting a perfect opportunity shining like a dia-

mond among the threads of what might be, the Sidere-
al seizes it, allowing her to act before her foes.
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System: By reflexively spending 1 Essence or 1 
Willpower, the Sidereal can ignore Initiative results for 
(Essence rating) turns and simply go first.

ForCe deCision (••)
When she beholds someone about to make a 

choice, the Sidereal reaches out and severs all future 
possibilities save the one she desires.

System: Spend 1 Essence and roll Charisma + Lead-
ership against a difficulty of the target character’s Will-
power rating. If the roll is successful, then the target makes 
his decision as the Sidereal chooses. The target must be 
confronted by some manner of clear choice, such as what 
to order off of a menu, or whether or not they’ll cheat on 
their spouse; the Sidereal cannot force someone goofing 
around on their phone while waiting for the bus to “de-
cide” to give the Exalt their wallet unprompted.

holistiC Bullet methodology (••)
Destiny blesses the Sidereal’s ongoing quest to pro-

pel objects into her enemies at high speeds, enabling 
her to do so in any circumstance.

System: This Charm grants a number of blessings once 
the Sidereal reflexively spends 1 Essence to activate it. First, 
however many bullets she may burn through, she always 
has another spare magazine or handful of shells hidden 
somewhere on her person or in her immediate surroundings. 
Second, when firing a bow, she can use nearly anything as 
an arrow: a scream, some flames, a sunbeam, a beehive, an 
angry squirrel; as long as it’s not too large and unwieldy to fit 
it to her bow, she can fire it. Third and finally, if she has no 
ranged weapon of any sort available, she can cock her fingers 
like guns and shoot her enemies to death that way. A Sidere-
al’s fingers have the traits of light pistols.

Wearing red to a Wedding (••)
The Sidereal wraps herself in a nonchalant skein of 

desensitized violence. No matter how alarming her appear-
ance, she seems unthreatening and unworthy of special 
notice, even if she’s covered in blood and openly carrying 
several high-caliber firearms. Unless the Sidereal actually at-
tacks someone, it seems ridiculous to consider her a threat.

System: This Charm’s effects are permanent, 
though if she wishes to intimidate someone with her 
gruesome demeanor, the Sidereal may make a Willpow-
er roll at difficulty 6 to dismiss its effects for a scene.

horriFiC Wreath (•••)
The Sidereal fortifies herself with the Essence of every 

manner of bane and calamity, every being’s worst day all 
rolled into one. Should she shoot a werewolf, her bullets 

are silver. Should she strike a vampire, her fists glow with 
the light of the sun. Should she cut down a changeling, 
her baseball bat is momentarily wrought from cold iron.

System: Reflexively spend 1 Essence. For the rest 
of the scene, the Sidereal’s attacks inflict aggravated 
damage, and if the target has a particular bane, then it 
is specifically aggravated damage from their worst and 
most devastating bane (silver against a werewolf, for 
example, which werewolves cannot soak, unlike other 
sources of aggravated damage).

presenCe in aBsenCe teChnique (•••)
The Sidereal crafts a message or performance and 

infects someone’s future with it. At some point the Si-
dereal specifies, no matter what the target says or does, 
their words and deeds will resonate with the Sidereal’s 
intended meanings and connotations, and she will de-
liver the Exalt’s message.

System: Spend 1 Essence and make a social roll, 
then specify the circumstance when it will go off – 
“when this vampire next meets the Prince of Milwau-
kee,” let’s say. At that point, the Sidereal’s social ac-
tion deploys through the target’s words and deeds; to 
continue the example, let’s say the vampire she tagged 
earlier, upon meeting the Prince of Milwaukee, un-
knowingly becomes the vector for a Manipulation + 
Subterfuge roll to convince the Prince that the tagged 
vampire is plotting to betray and murder him.

A target can only have one instance of this Charm 
“hanging” on them at a time.

red haZe (•••)
The Sidereal makes the Inferior Sign of the Shield. 

A misty haze of crimson-gleaming starlight protects all 
things it illuminates from the denizens of the Spirit 
World and Underworld.

System: Reflexively spend 1 Essence. A haze of crim-
son starlight encompasses everything within 100 yards of 
the Sidereal for the rest of the scene. Within this haze, all 
spirits and ghosts raise the difficulty of all actions by +1. 
All defensive rolls (including soak rolls) within the blessed 
area made against such foes occur at –1 difficulty.

someone else’s destiny (•••)
The Sidereal compresses a drug or poison within 

her body into a memorandum attached to her destiny. 
At some point in the future, she attaches that memo to 
an attack, and passes the toxin or drug on to her target.

System: Reflexively spend 1 Essence to purge the 
drug or poison. At any point in the future, the Sidereal 
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may discharge it through an attack which inflicts at 
least one level of lethal or aggravated damage, afflicting 
her target with the drug or poison.

harmony oF BloWs (••••)
The Sidereal exists in harmony with the battlefield, 

letting the gleaming crimson lattice of destiny guide 
her into auspicious moments and opportunistic blows.

System: The Sidereal’s base Initiative is Dexterity 
+ Wits + Essence rating. She may reflexively spend at 
least 1 Essence; at the end of the turn, after all char-
acters have taken their actions, the Sidereal can make 
two additional attacks at her full dice pool per point of 
Essence spent. She can make no more extra attacks than 
the highest of her Essence rating or Leadership Ability.

impeding the FloW (••••)
A casual flick of the Exalt’s hand momentarily sev-

ers the strand of destiny connecting an attack with the 
possibility of harming her.

System: Reflexively spend 1 Essence to force all of the 
attack rolls a certain character directs at the Sidereal this 
turn to generate 0 successes. This Charm has no power to 
protect the Sidereal against damaging or deleterious effects 
with no attack roll, such as a bomb going off in the room 
she’s standing in, or powers such as Quietus 3, Dagon’s 
Call (see V20, p. 204), which simply rolls damage once its 
prerequisites (the vampire having touched the Sidereal at 
some previous point in the last hour) are satisfied.

shield oF mars (••••)
Tangling her destiny with that of her foe, the Side-

real passes on damage that she might have suffered to 
the one who sought to inflict it.

System: Reflexively spend 1 Essence or 1 Willpow-
er after rolling soak. Each level of damage soaked is 
inflicted instead on the Sidereal’s attacker.

unoBstruCted BloW (••••)
The Sidereal loops an unbreakable string of Es-

sence between an attack and her opponent. There can 
be no other outcome save pain and ruin.

System: Reflexively spend 2 Essence to enchant an 
attack, which may be launched by the Sidereal or by some-
one else. The attack is assured to strike its target, even if it 
generates no successes or he successfully defends against 
it. Moreover, the attack ignores all soak from armor.

easily aCCepted proposition stanCe (•••••)
In the heat of battle the Sidereal summons a crim-

son prayer strip, whispers her proposal to the fortunes 

of war into it, and then knots it into her shadow, where 
it vanishes into the design of destiny. So long as the Si-
dereal’s request is the sort of thing that might happen 
within the course of a battle, it comes to pass: reinforce-
ments could arrive, or a wall collapses to create an escape 
route, or the character’s decimated allies might turn out 
to be merely stunned and dazed rather than wounded 
and dead. The Gauntlet won’t tear open and unleash a 
horde of spirits upon her foes, though, nor is a comet 
going to fall from the heavens to destroy her enemies.

System: Spend 3 Essence and roll Intelligence + 
Brawl against the Willpower rating of the most prom-
inent, dangerous, or highest-ranking enemy on the bat-
tlefield. If the roll succeeds, then that enemy must make 
a decision: either allow the Sidereal’s dictate to occur, 
or else stand in destiny’s path. If they stand in destiny’s 
path, then they suffer a number of automatic, unsoak-
able levels of aggravated damage equal to the successes 
rolled as the crimson prayer strip appears upon their 
forehead and burns away in a welter of crimson Essence.

perFeCtion oF the visionary Warrior (•••••)
The Sidereal passes a hand across her eyes, filling them 

with blood and starlight. Violence becomes a second na-
ture to her, and her body moves to kill of its own accord.

System: Reflexively spend 1 Essence. At the end 
of every turn for the rest of the scene, the Sidereal may 
make an extra attack at her full dice pool.

storm’s eye stanCe (•••••)
The Sidereal conjures a crimson prayer strip and 

casts it into the air above her. The Sidereal’s surround-
ings darken, and she is illuminated by the prayer strip 
which burns like a coal. By the blessings of war, any 
injury inflicted upon her is also visited upon her foes.

System: Reflexively spend 1 Essence and select a 
number of enemies equal to the Sidereal’s Essence as 
this Charm’s targets. For the next rest of the scene, 
whenever the Sidereal suffers damage, make a reflex-
ive Essence roll against difficulty 6. Success causes the 
same damage to be inflicted on the targeted enemies, 
which may be soaked as normal.

seCrets Charms

exCellenCe oF the ForBidding manse: (aBility) (•)
The Chosen of Secrets uses her Essence to align 

herself with destiny’s weave.
System: Select one of the following Abilities when 

purchasing this Charm: Academics, Computer, Inves-
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tigation, Larceny, Occult, Stealth, Streetwise, or Sub-
terfuge. At any time, the player may reflexively spend 1 
Essence to lower the difficulty of all actions using the 
Ability by three (though this can’t reduce a roll’s diffi-
culty below 3) for (Essence rating + 1) turns in combat, 
or minutes outside of combat. Alternately, she may 
add her Essence rating in dice for the same duration. 
For 1 Essence and 1 Willpower, she gains both effects 
from a single invocation.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to enhance 
each Ability separately. Chosen of Secrets get all ver-
sions of this Charm with a single purchase.

auspiCious prospeCts For seCrets (•)
The Sidereal is finely attuned to the tenor of the 

world’s desires where secrets and the occult are concerned.
System: This Charm’s effects are largely in the 

hands of the Storyteller. In general, it provides the 
Sidereal with a sixth sense that tells her when infor-
mation must be concealed or revealed. Facilitating the 
realization of destiny in this fashion not only gives Side-
reals goals to strive for, it also helps Chosen of Secrets 
replenish their Essence. A Sidereal can also attempt to 
use this Charm proactively, to gain insight into what 
direction her own life should next take (read: to get a 
hint from the Storyteller), by spending 1 Essence and 
rolling Intelligence + Awareness against difficulty 6.

marK oF exaltation (•)
The Sidereal’s caste mark glows with an other-

worldly light visible from both the Spirit World and 
the Underworld, but which is invisible to ordinary 
people. As she wills, it lets her see into either the Spirit 
World or the Underworld.

System: Roll Perception + Occult against difficulty 
7. Success allows the Sidereal to see through the Gaunt-
let or Shroud and into the Penumbra or Shadowlands. 
By spending 1 Essence, she can re-roll all social actions 
directed at spirits or ghosts for the rest of the scene, 
keeping the better result.

the methodology oF seCrets (•)
The Sidereal becomes keenly sensitive to manipula-

tion of the forces of destiny, prophecy, time, and chance, 
and may strike out such unauthorized alterations.

System: When the Sidereal encounters another 
supernatural manipulation of the forces of destiny 
(such as a mage using Entropy magick, or a demon 
wielding the Lore of Patterns), she may reflexively roll 
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Perception + Occult against difficulty 6 to recognize 
the manipulation for what it is. Upon recognizing it, 
she may then spend 1 Essence to cancel the detected 
influence outright. The Methodology of Secrets can’t 
be used against the magic of other Sidereals.

name pilFering praCtiCes (•)
Quickly tugging on a string of fate, the Sidereal 

palms and pockets her target’s name. Not only does she 
learn the individual’s true name, but while she holds 
onto it no one save the Exalt can think or speak it.

System: The Sidereal’s target must be within arm’s 
reach. Roll Dexterity + Larceny against a difficulty of the 
target’s Willpower rating. The Sidereal can keep hold of 
her target’s name for (Essence rating) days per success.

systematiC understanding oF everything (•)
Each night while the Sidereal sleeps, she dreams of 

what is, what was, and what might be. With practice, 
she learns to filter these visions down to a useful few 
which will guide her when she wakes.

System: Each day when the Sidereal awakens, she 
may assign a specialty of her choice to one of her Abilities, 
even if it already has a specialty or is rated lower than 4.

avoiding the truth teChnique (••)
The Sidereal ties threads of fate connected to the 

most horrible and unthinkable of things to a statement 
she knows to be true, making that truth unthinkable. All 
who hear her speak become convinced that she is lying.

System: Spend 1 Essence. All listeners become 
mortally certain the Sidereal is lying. If they know she 
is telling the truth (for instance, she says the sky is blue, 
and they can look up and clearly see this is so), they 
can spend 1 Willpower to resist this Charm. Other-
wise, they will disbelieve the Sidereal even if their own 
knowledge and senses argue otherwise.

Creation-smuggling proCedures (••)
The Sidereal entwines herself in the solid and reliable 

weave of the mundane until it encases her like armor.
System: Whenever the Sidereal is the subject of any 

supernatural power that seeks to transform, infect, taint, 
transport, or control her body or spirit, she may reflexive-
ly spend 1 Essence and roll Wits + (highest of Academics, 
Science, or Technology) against difficulty 7. Success de-
flects the hostile magic, protecting the Sidereal complete-
ly, and immunizes her against repeated attempts to exert 
the same sort of influence for the rest of the scene.

eFFiCient seCretary teChnique (••)
Upon learning this Charm, the Sidereal spits out 

a small jubilant spider sculpted from emerald Essence. 
When asked to do so by the Sidereal, it scurries off 
along the threads of fate to find and retrieve some fact, 
so long as that information is neither generally lost nor 
actively hidden. Five seconds later, it whispers its an-
swer in the Exalt’s ear.

System: The Sidereal rolls Intelligence + Investi-
gation against difficulty 8, or spends 1 Essence to au-
tomatically succeed. When not in use, the spider rests 
within the Sidereal’s Essence.

oF the shape oF the World (••)
Passing a hand over the weave of the world, the 

Sidereal imposes an overriding paradigm in which no 
harm may befall her.

System: Spend 1 Essence and roll Willpower against 
difficulty 8. This Charm’s effects last for one day per suc-
cess (or one scene, if no successes are rolled). While this 
Charm is in effect, all magick that seeks to harm, impede, 
inconvenience, or otherwise oppose the Sidereal becomes 
vulgar. If performed in front of the Sidereal, it is vulgar 
with witnesses. Additionally, the first time in each scene 
that someone attempts to harm the Sidereal without re-
course to magick, and fails, that failure becomes a botch. 
For more information, see Chapter Ten of M20.

suBordinate inspiration teChnique (••)
The Sidereal may whisper into the ear of those unaware of 

her presence, and they hear her words as their own thoughts.
System: This Charm has no cost, and is only ef-

ficacious if the Sidereal is able to perceive the target 
character, and if they in turn aren’t aware she’s present. 
Usually this means the Sidereal is hiding by means of 
stealth, but it can also be used to, for example, whisper 
across the Gauntlet or Shroud. The target isn’t forced 
to act on the thoughts the Sidereal feeds them.

Blinding the Boar (•••)
The Sidereal enwraps herself in the interstice of a 

thousand potential futures, obscuring the truth of her 
existence. Though she remains clearly visible to all senses, 
it’s impossible to pick out any of her features, understand 
what she’s saying, or tell precisely what she’s doing.

System: Reflexively spend 1 Essence and roll Ma-
nipulation + Stealth against difficulty 6. For one turn 
per success, the Sidereal’s existence is blurred, and any 
attempts to attack her, restrain her, or defend against 
her actions raise their difficulty by +2.
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dream ConFisCation approaCh (•••)
Casually bumping into her target or otherwise 

making light contact, the Sidereal adroitly pockets her 
victim’s dreams.

System: Upon making physical contact with the 
target, spend 1 Essence and roll Wits + Larceny against 
difficulty 7. Success allows the Sidereal to steal the tar-
get’s dreams, and to keep them for one day per suc-
cess. This reveals to the Sidereal the target’s Nature, 
his greatest aspiration, and his greatest fear. While a 
target’s dreams are missing, he cannot regain Willpow-
er from rest or from fulfilling his Nature, and he feels 
listless and incomplete. The Sidereal can ransom a tar-
get’s dreams back before this Charm concludes, if she 
wishes; the target doesn’t inherently know that there’s 
a time-limit on the Sidereal’s custody of his dreams.

If used against a being of the Dreaming, this Charm 
also makes it impossible to regain Glamour while the Side-
real holds onto the target’s dreams, and inflicts one level 
of aggravated damage per success at the moment of theft.

oF seCrets yet untold (•••)
The Sidereal whispers in a language older than sea 

or sky, imparting an ancient secret to a spirit of the 
natural world, which the spirit may never repeat. In 
exchange, the spirit must perform some favor for the 
Sidereal at a future date. The spirit knows the nature 
of the service it must perform, but the Exalt does not.

System: Spend 2 Essence while interacting with a 
Gaian spirit. Until the spirit has discharged its obliga-
tion, it must make a Willpower roll at difficulty 8 to 
initiate any hostile action against the Sidereal.

tell-tale symphony (•••)
Magic and the supernatural announce themselves 

in the Sidereal’s presence as a series of chimes and 
tones that only she can hear. With some practice, she 
can even learn to differentiate the sound of a magi-
cian’s ward from a lurking vampire.

System: Reflexively spend 1 Essence. For the rest of 
the scene, the Sidereal becomes aware when she stands 
in the presence of any supernatural being or active mag-
ical effect, though she doesn’t inherently know what sort 
of supernatural being or effect it may be. She can try 
to puzzle it out by rolling Perception + (Awareness or 
Investigation) against difficulty 9, or difficulty 7 if she’s 
encountered this sort of being or effect in the past. If 
she also knows the Methodology of Secrets, then her 
Tell-Tale Symphony automatically identifies fate-manip-
ulating supernatural forces without the need of a roll.
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oF horrors Best unKnoWn (••••)
The Sidereal draws a net of Essence from within 

the weave of destiny, its strands thinner than the space 
between a man and his shadow. That which the Sidere-
al casts the net across becomes entangled in the skein 
of destiny, condemning her to a terrible misfortune of 
the Sidereal’s devising.

System: Spend 1 Essence and roll Dexterity + Ath-
letics (difficulty 6) to cast the net. If it entangles its target 
– and the net is capable of snaring even ghosts, chimera, 
and similarly ephemeral beings – then the Sidereal may 
name a certain circumstance or criteria, such as “so long 
as you support the Camarilla” or “whenever you drive 
this vehicle.” Whenever that circumstance applies, all 
dice pools to oppose the target lower their difficulty by 
two, save for damage and soak rolls. This Charm’s ef-
fects last for the Sidereal’s Essence rating in weeks.

sidereal shell games (••••)
The Sidereal calls the weave of events to hand, then 

deftly crosses her wrists and steals power from another.
System: Select a target within line of sight, then 

reflexively spend 1 Essence and roll Wits + Larceny 
against a difficulty of their Willpower. For each success, 
the Sidereal can steal one point of one of the following 
values from the target and add it to her own for the 
rest of the scene: soak dice, damage dice, or dice from 
a specific pool (such as Dexterity + Firearms). Only one 
instance of this Charm can be active at a time.

Ceasing to exist approaCh (•••••)
The Sidereal summons an emerald prayer strip, affix-

es it to her chest, and ceases to exist. She becomes a dif-
ferent person of her own devising, existing somewhere in 
the world. She reappears somewhere else, having become 
that new person, complete with a home, relationships, 
possessions, and a history to support her new existence.

System: Spend 5 Essence. The Sidereal vanishes 
and ceases to exist, and while she does not exist, no 
magic can identify her if it targets her through her 
identity rather than physical location.

The Sidereal’s new life may be any manner of in-
telligent being: mortal, Exalt, vampire, ghost, or even a 
spirit. She is transported through the weave of destiny 
to a place appropriate to begin her new existence. She 
has 10 dots of Backgrounds supporting her new life. 
Those around her develop memories and relationships 
to support the legitimacy of her existence. Thus, if she 
became a vampire of Clan Brujah, the Prince of her 
new city would recognize her and remember having 

approved her presence; if she took the Mentor Back-
ground then one of the local Brujah might remember 
Embracing her; and so forth.

She gains no new powers or abilities from her new 
life, but her existing Sidereal powers disguise themselves 
as whatever sort of powers the kind of being the Sidereal 
pretends to be ought to have. Those around her will ig-
nore any inconsistencies in the Sidereal’s existence if she 
offers up at least a flimsy excuse. Finally, the Sidereal’s 
Arcane Background doesn’t carry over into her new life.

The Sidereal may end this Charm at any time, and 
it automatically terminates if her anima flares. When 
this Charm ends, the Sidereal is plucked out of her 
false life, and teleported back to a place appropriate for 
her true identity.

oF truths Best unspoKen (•••••)
Settling into meditation, the Sidereal casts her Es-

sence deep into the archives of Armageddon, letting 
her awareness wind deep, deep, deep into the darkest 
tangles of destiny’s weave, in search of those secrets the 
future knows, but fears to acknowledge.

System: The character spends 5 Essence and three 
hours in meditation, casting through the threads of 
the future for knowledge she seeks. She may make one 
Intelligence + Lore roll (difficulty 6) to uncover some 
knowledge she desires as though consulting a compre-
hensive history of the world penned on the last night 
of the Fifth Age, the eve of Gehenna, the prelude to 
the Apocalypse. For example, seeking to find the vam-
pire Menele, a Sidereal attempts to discover moments 
in the future where he is destined to openly act. Five 
successes might lead her directly to the vampire’s lair, 
while one would merely reveal that the city of Chicago 
is deeply influenced by his machinations.

Use of this Charm deeply tangles the threads of 
destiny, and the Sidereal can employ it no more than 
once per fortnight.

endings Charms

exCellenCe oF the violet Bier: (aBility) (•)
The Chosen of Endings uses her Essence to align 

herself with destiny’s weave.
System: Select one of the following Abilities when pur-

chasing this Charm: Alertness, Athletics, Brawl, Firearms, Fi-
nance, Law, Medicine, or Science. At any time, the player may 
reflexively spend 1 Essence to lower the difficulty of all actions 
using the Ability by three (though this can’t reduce a roll’s dif-
ficulty below 3) for (Essence rating + 1) turns in combat, or 
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minutes outside of combat. Alternately, she may add her Es-
sence rating in dice for the same duration. For 1 Essence and 
1 Willpower, she gains both effects from a single invocation.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to enhance 
each Ability separately. Chosen of Endings get all ver-
sions of this Charm with a single purchase.

auspiCious prospeCts For endings (•)
The Sidereal is finely attuned to the tenor of the world’s 

desires where conclusions and endings are concerned.
System: This Charm’s effects are largely in the 

hands of the Storyteller. In general, it provides the Si-
dereal with a sixth sense that tells her when something 
or someone’s time upon the Earth is coming to an end. 
Facilitating the realization of destiny in this fashion not 
only gives Sidereals goals to strive for, it also helps Cho-
sen of Endings replenish their Essence. A Sidereal can 
also attempt to use this Charm proactively, to determine 
whether it is appropriate for something to end or not, 
by rolling Intelligence + Awareness against difficulty 6.

Forgotten earth (•)
The Sidereal momentarily severs the connection 

between herself and the ground.
System: The Sidereal’s jumping distance and height 

is doubled. By reflexively spending 1 Essence, she may 
increase her jumping distance or height fivefold.

inexoraBle advanCe (•)
Eliding the moments of her own life between foot-

steps, the Sidereal may move without motion.
System: The Sidereal concentrates for just a mo-

ment, then rolls Wits + Athletics against difficulty 6. 
Success lets her instantly move up to 30 yards per suc-
cess. This isn’t teleportation per se; the Sidereal “merely” 
omits all of the moments between the beginning and 
end of her movement. As a result, she can go anywhere 
she could have reached through normal movement given 
sufficient time, but cannot, for example, blink from the 
inside of a prison cell to the hallway outside.

preCedent-summoning Feit (•)
While arguing a legal or other technical point, the 

Sidereal reaches into the pages of history and draws 
forth a precedent that supports her position. It may be 
very old, and it may be very obscure, but it is inevitably 
genuine and lends credence to her efforts.

System: The Sidereal may re-roll any failed Aca-
demics, Finance, Law, or Politics roll, so long as that 
roll is an attempt to take action (as opposed to looking 

up information in a library or database).

Wise ChoiCe (•)
When confronted by many choices, the Sidereal 

may evaluate the future to learn which is most imme-
diately beneficial.

System: Reflexively spend 1 Essence to learn which 
of an array of options will lead to the best short-term out-
come. This Charm only evaluates the immediate future, 
not long-term or cumulative repercussions; for example, 
a Sidereal who uses it to win every game of chance in a 
casino is likely to be quickly kicked out of the building as 
the management comes to suspect her of cheating.

Burn liFe (••)
The Sidereal burns hours from the ordained dura-

tion of her life to suffuse herself with short-term power.
System: Reflexively spend 1 Essence. For the rest 

of the scene, the Sidereal adds her Essence rating to 
her damage, soak, and feat of strength rolls.

prior Warning (••)
The Sidereal’s awareness constantly probes the 

near future, warning her of impending danger.
System: Spend 1 Essence and roll Perception + 

Awareness against difficulty 6. This Charm lasts a number 
of hours equal to the Sidereal’s Essence rating. For each 
success rolled, she gets one minute of advance warning 
when she is about to be in danger, as well as an awareness 
of the nature of the danger (“In three minutes, a vampire 
is going to try to lure you into an alley.”). If no successes 
are rolled, the warning comes only a turn in advance.

smooth transition (••)
With but a gentle touch, the Sidereal enables a 

peaceful and painless transition between life and death.
System: Spend 1 Essence while touching the Charm’s 

subject. The Charm instantly and painlessly kills any Inca-
pacitated or dying target, as well as anyone who wishes to 
die. If 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 Charm 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.

terminate illness (••)
The Sidereal makes the Lesser Sign of the Corpse 

against the spirit of an illness, bringing that disease to an end.
System: Spend 1 Essence. The Sidereal’s target is 

immediately cured of one disease or sickness.
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ConClusive Wisdom (•••)
The Sidereal protects herself with a shroud of inevitabil-

ity to which she is quite accustomed, but which other beings 
shudder to confront. Whenever someone tries to supernat-
urally glean the Sidereal’s secrets, such as by scrutinizing her 
aura, reading her mind, or forecasting her future, they instead 
see only a prayer strip floating in the darkness before their eyes, 
which slowly blooms with pungent violet flowers, which in 
turn unfold into a terrible vision of the spy’s ultimate demise.

System: The Sidereal may reflexively pay 1 Essence 
when she is subjected to scrying, mind-reading, aura-scruti-
ny, and similar magic, and make a Wits + Law roll against 
a difficulty of the scrutinizer’s Willpower rating. The spy is 
blocked from learning anything about the Sidereal, and loses 
one point of Willpower per success rolled, as the prophecy 
of their final destruction shakes them to their core. Worse, 
as the vision-petals wilt and fall away, so too do all details of 
their foreseen death, leaving behind only a terrible feeling of 
hopelessness, but no details with which to work to avert it.

iCy hand (•••)
The Sidereal crystallizes a narrow array of possible fu-

tures as she touches an officer of a bureaucracy or similarly 
formal organization, making it impossible for them to suc-
cumb to corruption or graft in the course of their duties.

System: Touch the target, spend 1 Essence, and 
roll Charisma + Law against a difficulty of their Will-
power rating. They are compelled to perform their du-
ties honestly for one day per success rolled.

invoCation oF the storm-FolloWing silenCe (•••)
The Sidereal may use death as a doorway to pass 

into the Underworld.
System: So long as the Sidereal is in the presence 

of a dead body, a grave, a memorial marker, a funeral 
procession, or some other worldly reminder of death, 
she may pay 1 Essence and roll Wits + Occult against the 
local Shroud rating to slip into the Underworld. Since 
the entire Underworld is a place of death, she can use 
this Charm anywhere in the Shadowlands to cross back 
into the land of the living. When she crosses over, she 
can bring as many willing passengers along with her as 
she pleases, so long as they’re wearing mourning clothes, 
paying respects to the departed, weeping inconsolably, 
or otherwise making overt acknowledgement of death.

underling invisiBility praCtiCe (•••)
It is the will of destiny that those who consider themselves 

above the process of fate shall become most vulnerable to it. 
The Sidereal wraps her destiny in threads of humble obscurity, 
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making herself completely imperceptible to anyone who con-
siders himself superior to the Sidereal, be it morally, personal-
ly, or hierarchically. They cannot even perceive the efforts of 
others to point out the Sidereal’s presence or existence.

System: Spend 1 Essence to enjoy this Charm’s 
effects for a scene. Its benefits cease to hide the Sidere-
al from someone if she physically interacts with them, 
and the Charm collapses altogether if her anima flares.

inevitaBle pursuit (••••)
The character’s quarry can no more hide from her 

than from his own past. The Sidereal tracks her prey, 
not based on the physical signs of his passing, but on 
the impressions he leaves on the fate of the world and 
those he comes in contact with.

System: Once the character finds some evidence of a 
trail to follow, her player may spend 1 Essence to perfectly 
track the target for the next 24 hours. No roll is needed.

liFe-severing BloW (••••)
The Sidereal winds the inevitability of death into 

her blows, ensuring that they strike mortal wounds 
into her enemies.

System: Reflexively spend 1 Essence and roll Willpower 
against difficulty 6. For each success, the Sidereal may en-
hance one attack she makes during the current scene, allow-
ing that attack’s damage roll to be made at –2 difficulty. She 
assigns this enhancement immediately before rolling her 
damage dice, so that it is never wasted upon failed attacks.

Life-Severing Blow can only be activated once per scene.

terminal sanCtion (••••)
The Sidereal calls upon an ancient sanction granting 

her the authority of Heaven to call even the gods themselves 
to answer her audit, and to destroy them if found wanting.

System: Target a spirit or ghost in the same location 
as the Sidereal, then spend 2 Essence and roll Intelligence 
+ Law against a difficulty of the targeted being’s Gnosis or 
Spite rating. If the target is in the Spirit World or Under-
world, it immediately manifests in the physical world, wheth-
er or not the Sidereal’s roll succeeded. If the roll succeeded, 
then the Sidereal gains Terminal Sanction over the spirit 
or ghost. If she slays it during the current scene, then she 
has the following options: She can destroy the being utterly 
and permanently, bind it into an object (creating a fetish; see 
W20, p. 221), or compel its service for a year and a day.

earth and sKy Bargain (•••••)
The Sidereal summons a violet prayer strip and bur-

ies it in the earth. An intuition steals over her, and leads 
her to a spirit of the earth or air that is, for whatever 

reason, on the verge of death. The Sidereal may offer it 
a bargain: bind itself to her for a time, and survive.

System: Spend 3 Essence and roll Perception + Oc-
cult against difficulty 9. Success will lead the Sidereal to 
an appropriate spirit. While the spirit is bound to her, 
she regenerates all levels of bashing damage or one level 
of lethal damage per hour, and adds three dice to her soak 
rolls. She can transfer the spirit to someone else if she 
desires, granting them its benefits, although she has no 
power to reclaim it. The spirit remains bound to service 
for one day per success rolled, after which it springs free, 
restored to its ordinary state of health. It may or may not 
feel indebted to the Sidereal, depending on how long it 
was bound and whether or not she had anything to do 
with its being on death’s doorstep in the first place.

supernal aWareness (•••••)
The Sidereal filters her awareness of the complex 

weave of destiny as the present cascades into the future 
around her. She may sweep the weave of fate for spe-
cific disturbances, denoting individuals or phenomena 
she wishes to locate.

System: Spend 1 Essence and roll Perception + Aware-
ness against difficulty 6. Her supernal sense extends out to 
200 yards per success rolled. The Sidereal sets this sense 
to sweep for the presence of whatever she specifies – vam-
pires, other Exalted, warding spells, Dragon Nests, haunted 
houses, corpses, murder scenes. If there’s anything to de-
tect, then the Sidereal gains a vague sense of what direction 
she should head in to locate the thing she seeks, although 
this Charm’s of no further use once she arrives at her desti-
nation. She might know, upon arriving at a nightclub, that 
there is a vampire somewhere inside, but that doesn’t tell 
her which person in the club is the vampire… or even if 
there might be more than one vampire present.

the seCret arts
When they sleep, the Sidereal Exalted do not 

dream of their ancient lives in a forgotten age of sav-
age adventure. Their business is with the present, and 
the future. They do dream, though, and sometimes in 
their dreams they discover secrets left by their ancient 
predecessors, secured in the darkest recesses of the web 
of destiny against unimaginable future calamity. These 
are the Secret Arts of the Sidereal Exalted.

Secret Arts don’t work quite like other Sidereal 
Charms. They can’t be Favored, for one; instead, all 
Sidereals may buy them as though they were Caste 
Charms, for (rating × 3) experience points. For anoth-
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er, they must be purchased in sequential order (thus, 
a character cannot purchase Maw of Dripping Venom 
before learning Unnatural Many-Step Stride). Finally, 
a Sidereal may not buy a Charm from a Secret Art that 
is rated higher than her Essence rating.

Most curiously, Sidereals (and Sidereals alone) 
have some capacity to teach these Charms to the other 
Chosen. Non-Sidereal Exalted pay (rating × 4) to learn 
the Secret Arts from a Sidereal mentor, and cannot 
advance beyond their 3-dot powers, save for Solar and 
Abyssal Exalted, who may be taught 4-dot Secret Arts.

the KaleidosCopiC Border

Birth oF the perFeCt ego Juggernaut Form (•)
The Exalt assumes a battle stance that perfectly re-

flects her own idealized self-image; she is ineffably and 
unalterably herself. This not only protects her from all 
attempts to make her something else, it grants her the 
perfect reassurance that at all moments her mind and 
body are everything they should be, increasing the ef-
fectiveness of both.

System: Spend 1 Essence to activate this Charm 
for the rest of the scene. The character adds her Es-
sence rating to her effective Willpower and to all Attri-
bute + Ability dice pools, but this cannot increase Will-
power or any dice pool above 10. Moreover, all Mind 
and Life-based magick cast against the Exalt increases 
both its difficulty and the number of points of Paradox 
it generates by her Essence rating. Birth of the Perfect 
Ego Juggernaut Form cannot be active at the same time 
as another Form-type Secret Art.

tWo sCore mirror glanCe Form (••)
The Exalt assumes a battle stance that allows her 

to glide through the moments between moments and 
the spaces between spaces to strike at her foes. Having 
freed herself from the chains of time and space, she is 
not easily bound by their enchantments, either.

System: Spend 1 Essence to activate this Charm for 
the rest of the scene. The character may move through 
any obstacles between herself and her opponent as 
though they were not there, without suffering any dif-
ficulty or injury. Fire, mud, brambles, solid walls, even 
gravity: none of these things are of any consequence. 
She can only ignore such obstacles in pursuit of a foe, 
however; she does not gain at-will intangibility. More-
over, all Time and Correspondence-based magick cast 
against the Exalt increases both its difficulty and the 
number of points of Paradox it generates by her Essence 

rating. Two Score Mirror Glance Form cannot be active 
at the same time as another Form-type Secret Art.

Without assumption Form (•••)
Assuming a stance of perfect emptiness, the Exalt 

ceases to exist as an animate being in any way reali-
ty can recognize. Oh, she still has physical presence: 
She can be seen, heard, touched, even shot to death, 
though her skin seems cold and hard as marble. But by 
every supernatural measure, she is not there.

System: Spend 1 Essence to activate this Charm for 
the rest of the scene. The character’s bare hands inflict 
lethal damage, and she raises her soak by +3. Any su-
pernatural power which targets a living or animate be-
ing cannot be used to target the character, as she is not 
considered to be either of those things. Nor can she be 
targeted as an object. Brute strength still works: a vam-
pire can strike her with Potence, or a werewolf grant his 
claws a blessing of sharpness and poison and then strike 
her with them; but she could not, say, be targeted by a 
power that poisons one individual within the user’s line 
of sight, as she is not considered to be an extant indi-
vidual. Moreover, all Entropy and Matter-based magick 
cast against the Exalt increases both its difficulty and the 
number of points of Paradox it generates by her Essence 
rating. Without Assumption Form cannot be active at 
the same time as another Form-type Secret Art.

meditative BattleField esCalation Form (••••)
Assuming a posture that radiates parable and 

power in equal measure, the Exalt draws herself and 
all others engaged in battle with or around her into a 
pocket Realm that allegorically represents the current 
struggle in some way. She may define one element of 
the Realm as it coalesces around her, and then must 
contend with it in the course of concluding the fight.

System: Spend 1 Essence to activate this Charm 
for the rest of the scene. Upon its activation, the Exalt 
may select one defined element of the new battlefield 
from the following list:

• All attacks utilizing a certain element or substance (such 
as fire, electricity, or metal) do double damage after soak.

• All attacks utilizing a certain element or substance 
cannot harm anyone at all.

• The entire Realm is currently being scoured by an 
environmental hazard based on a certain element.

Beyond this definition, the Storyteller designs the 
look and topography of the small battlefield-Realm. The 
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battlefield is inescapable, and does not vanish until the 
fight ends or the scene does, at which point everyone is 
returned to reality at their point of departure. Moreover, 
all Spirit and Forces-based magick cast against the Exalt 
increases both its difficulty and the number of points of 
Paradox it generates by her Essence rating. Meditative 
Battlefield Escalation Form cannot be active at the same 
time as another Form-type Secret Art.

Border oF logiC Form (•••••)
The Exalt assumes an all-powerful battle stance in 

which she courses with the very energies of the cos-
mos, bending the flows of quintessential force around 
her every strike and motion.

System: Spend 1 Essence to activate this Charm for 
the rest of the scene. Whenever the Exalt damages anoth-
er character with an unarmed attack, she may spend as 
many of the target’s supernatural resources (Essence, blood 
points, Quintessence, etc) as he can normally spend in a 
turn in whatever fashion she pleases, such as to activate 
powers, trigger supernatural healing, and so on. Moreover, 
all Prime-based magick cast against the Exalt increases both 
its difficulty and the number of points of Paradox it gener-
ates by her Essence rating. Border of Logic Form cannot 
be active at the same time as another Form-type Secret Art.

the Citrine poxes

Feverish essenCe disCharge atemi (•)
With a precisely measured strike, the Exalt in-

fects her victim with the spiritual contagion known as 
White Sun Sickness.

System: Spend 1 Essence and make a Dexterity + 
Brawl attack. If it inflicts at least one level of damage, 
the target contracts White Sun Sickness. While suffer-
ing from White Sun Sickness, the victim doubles the 
cost of all supernatural expenditures (for example, a 
vampire would need to spend 2 blood points to heal a 
level of damage, rather than the usual 1). The victim 
can attempt to throw off this spiritual sickness every 
24 hours, by making a Stamina roll against difficulty 9.

Convulsive displaCement inFeCtious atemi (••)
With a precisely measured strike, the Exalt infects 

her victim with the spiritual contagion known as Jig-
saw Organ Condition.

System: Spend 1 Essence and make a Dexterity + 
Brawl attack. If it inflicts at least one level of damage, 
the target contracts the Jigsaw Organ Condition. While 
suffering from Jigsaw Organ Condition, the victim’s 
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body becomes disconnected from itself. Each time the 
character suffers damage, a limb or organ of the Story-
teller’s choice (or the attacker’s choice, if they’re aware 
of the Jigsaw Organ Condition and seeking to exploit 
it) pops free or is expelled from the victim’s body. The 
errant limb or organ is still mystically connected to the 
character’s body, even at a distance, although he has no 
control over it while it is disconnected. For example, a 
separated heart continues to circulate his blood, and a 
severed head does not die and can still speak and per-
ceive its surroundings. Luckily, restoring separated body 
parts is as simple as putting the limb back in place, or 
swallowing the missing organ. Unluckily, any damage 
done to a separated body part is felt by the victim, and 
in the case of purloined organs, can have immediately 
fatal consequences. The victim can attempt to throw off 
this spiritual sickness every 24 hours by making a Stami-
na roll against difficulty 9, but only if his body is intact.

poxes oF Contagion Form (•••)
The character surrounds himself with a miasma 

of spiritual sickness, and the very air around him be-
comes a vector for mystical contagion.

System: Spend 1 Essence to activate this Charm. 
The Exalt may exempt (Essence rating) allies from this 
Form’s miasma; otherwise, it affects everyone within 
20 yards of her. All characters within the miasma suf-
fer one level of lethal damage for each point of mystic 
energy (Essence, blood, Gnosis, etc) they spend while 
within the miasma. Moreover, whenever anyone in the 
miasma suffers damage, the Exalt may reflexively spend 
1 Essence to afflict them with a spiritual contagion she 
knows how to inflict with other Charms of this Secret 
Art. This Charm lasts for one scene, and cannot be 
used at the same time as another Form-type Secret Art.

disJointed essenCe inFeCtious atemi (••••)
With a precisely measured strike, the Exalt in-

fects her victim with the spiritual contagion known as 
Drunken Moth Sickness.

System: Spend 1 Essence and make a Dexterity + 
Brawl attack. If it inflicts at least one level of damage, 
the target contracts Drunken Moth Sickness. While suf-
fering from Drunken Moth Sickness, the victim must 
devote herself to a purpose defined by the Exalt at the 
moment of infection, such as “humiliate yourself,” “pro-
tect me,” or “kill your friends.” If the victim can’t act 
upon the sickness’s compulsion (either due to lack of 
opportunity, or because it violates her Nature), then she 
must spend a Willpower point to take any other actions 

for the rest of the scene besides curl up in a state of 
general misery. Defying the sickness for a turn requires a 
Willpower roll at difficulty 8. The victim can attempt to 
throw off this spiritual sickness at the end of every hour 
by making a Stamina roll against difficulty 9.

essenCe-shattering typhoon (•••••)
Combining every malady at her command into a de-

structive anathema, the Exalt strikes at reality itself, shat-
tering it into a blistering stream of white-hot fragments.

System: Spend 3 Essence and make a Strength + Brawl 
roll against difficulty 5. A torrent of white-hot shrapnel 
blasts forth, destroying everything within a path roughly 20 
yards wide, 10 yards high, and half a mile long. Everyone 
inside the attack pattern who isn’t behind solid cover must 
soak a number of levels of aggravated damage equal to the 
successes rolled. This attack lowers both the Gauntlet and 
Shroud in the immediate area by two for the next year, but 
anyone using the weakened spot to cross over suffers three 
levels of aggravated damage during the passage, due to the 
lingering stew of contagions infecting the very substance of 
reality. This attack damages spirits and ghosts in the Pen-
umbra and Shadowlands when it goes off as readily as peo-
ple and property in the physical world, and the denizens 
of the otherworlds do not look kindly on those who use 
Essence-Shattering Typhoon carelessly. 

the quiCKsilver hand

the quiCKsilver stairCase (•)
Upon mastering this Charm, the character forev-

er after becomes a lucid dreamer, able to control the 
course of her own dreams. Moreover, she may attune 
herself easily to the emanations of the Dreaming, and 
bend them to her advantage.

System: The Exalt may, at any time, spend a turn 
in concentration to see reality’s fae aspect in the same 
manner changelings do for the rest of the scene. She 
becomes permanently immune to the Mists. Final-
ly, she may invoke the Wyrd in the same fashion as 
changelings do in order to bring the full power of any 
chimerical objects, allies, or treasures in her presence 
into reality for the rest of the scene. Doing so requires 
either a turn spent in concentration and a successful 
Essence roll against difficulty 7, or else the reflexive 
expenditure of 1 Essence.

dream ravager hand (••)
The Exalt may deliver a terrible blow that drives 

out dreams and destroys the creative spark.
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System: Spend 1 Essence and make an unarmed 
Dexterity + Brawl attack. If it successfully inflicts dam-
age, the target loses the ability to dream (and thus to 
regain Willpower through sleep) for (Essence rating + 
levels of damage inflicted after soak) days. If the target 
possesses a Glamour rating, the strike also dissipates a 
number of points of Glamour equal to the damage in-
flicted. If this blow knocks its target unconscious, the 
Exalt may extract one of the target’s passions of which 
she is aware and crush it in her fist; when he awakens, 
he simply no longer feels any emotional attachment to 
that ideal, person, or idea. This can’t be a passion cen-
tral to the target’s Nature, but anything else is fair game. 
Fae beings whose passions are destroyed in this fashion 
gain a permanent dot of Banality from the experience.

Fervent night phantasm (•••)
The Exalt may, with a precisely calibrated touch, 

insert a dream of her design into someone else’s soul, 
or with a harsher blow send him into a waking dream 
where she may influence the evidence of his senses.

System: Spend 1 Essence to activate this Charm. 
With a light touch, the Exalt may cause the target to 
dream a dream of her devising when he next sleeps. 
This has no particular metaphysical power, although 
the Exalt may design a nightmare that prevents the 
target from regaining Willpower from restful slumber 
if she desires. Often, it is best used to impart omens, 
warnings, and instructions.

Alternately, the Exalt may make an unarmed Dex-
terity + Brawl attack. If it inflicts damage, the Exalt may 
force the target to perceive one element of the world in 
an illusory fashion for the rest of the scene. He might 
confuse a friend for an enemy, or believe that it is night-
time when in truth the sun is shining outside, or could 
even behold a monster that is not truly present in any 
way shape or form. As one final alternative, rather than 
casting an illusion over the target’s senses, the Exalt may 
instead open his eyes to the world’s chimerical qualities 
for the rest of the scene, though the Mists will close in 
once the brief enchantment fades.

hand oF dreams Form (••••)
The Exalt enwraps herself in the stuff of Glamour 

and fantasy, greatly empowering her mastery over the 
lesser arts of dream and nightmare.

System: Spend 1 Essence to activate this Charm 
for the rest of the scene. While it remains active, the 
lesser Charms of this Secret Art are empowered:
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• The Quicksilver Staircase: The Exalt’s fae senses 
and the power of the Wyrd both activate automatically 
and at no cost along with Hand of Dreams Form, if she 
so desires. Moreover, at any point while Hand of Dreams 
Form is active, the Exalt may reflexively spend 1 Essence. 
Doing so “covers” the cost of all Glamour expenditures 
for any changeling or chimerical allies present during 
that turn, allowing them to invoke their powers without 
spending the precious stuff of the Dreaming.

• Dream Ravager Hand: The Exalt’s left hand trans-
forms into living iron while Hand of Dreams Form is 
in effect. If she fails to knock someone unconscious 
with Dream Ravager’s Hand, she may instead dim 
their senses, dull their thoughts, and knock the col-
or out of their words and bearing. For the rest of the 
scene, that target suffers a –3 penalty to all Social and 
Mental actions.

• Fervent Night Phantasm: A light touch grants 
the target five nights of dreams of the Exalt’s devising. 
Alternately, a forceful blow allows her to edit up to (Es-
sence rating) elements of reality in an illusory fashion, 
or to enchant someone for (Essence rating) days.

Hand of Dreams Form cannot be active at the 
same time as another Form-type Secret Art.

gossamer asCension (•••••)
The Exalt strikes her fist against the fabric of the 

mundane, causing it to rupture and allowing the pure 
and potent stuff of the Dreaming to flood in.

System: Spend 3 Essence and make a Dexterity + 
Brawl roll against difficulty 9. Success splits open the Au-
tumn World within a limited space such as a small house, 
a bar, one floor of an office building, or a secluded cor-
ner of a park. Within the ruptured space, the Dreaming 
powerfully asserts itself: all of reality’s chimerical qualities 
manifest according to the power of the Wyrd and may be 
seen and interacted with by ordinary people. Changelings 
and animate chimera gain one Glamour point per hour 
spent within the rift, and may use it to very easily cross 
over into the Dreaming as though it were an open trod. 
High-Banality individuals have no power to corrode this 
rift with their skepticism or apathy while it remains open. 
The rift remains active for six hours per success rolled.

the CharCoal marCh

unnatural many-step stride (•)
The character can scuttle upon the strands of fate 

themselves, running or standing upon what appears to 

others to be thin air. In truth, the character’s move-
ment is not unlimited; she can only step where she 
finds threads of fate to support her. How fortunate, 
then, that fate’s threads are always situated to take the 
character where she needs to go.

System: Spend 1 Essence to activate this Charm 
for the rest of the scene.

maW oF dripping venom (••)
The Exalt’s bare-handed attacks infuse her enemy with cor-

rosive, deadly Essence which melts them from the inside out.
System: Reflexively spend 1 Essence when making 

a bare-handed attack. If it succeeds, the target must 
soak its damage again during the following (Essence 
rating) turns. If the target is incapacitated while under 
the effects of Maw of Dripping Venom, they remain co-
matose for (Essence rating) days. At any point, the Ex-
alt may crouch over a comatose victim, place her hand 
on his chest, concentrate for two turns, and consume 
his soul, instantly restoring 3 Essence. The victim’s 
corpse collapses like an empty husk, out of which spill 
thousands upon thousands of spiders.

marCh oF spiders Form (•••)
The character may spin her Essence into threads 

and filaments, fine as a human hair but stronger than 
steel, and cast them from her fingertips in battle.

System: Spend 1 Essence to activate this Charm. 
The character may issue Essence threads at will, allowing 
her to make Brawl attacks against targets up to 10 yards 
away, to snatch objects to her, to latch onto and swing 
from surfaces, and so on. This Charm’s effects remain 
active for as long as the character wishes, but cannot be 
active at the same time as another Form-type Secret Art.

Water spider Bite (••••)
The Exalt uses a bare-handed strike to deliver her 

Essence as a paralytic spiritual toxin.
System: Spend 1 Essence and make an unarmed 

Brawl attack. If it inflicts damage, then the target can-
not spend any supernatural resource (such as Essence, 
blood points, Gnosis, Quintessence, etc) they possess 
for one turn per damage inflicted.

pattern spider touCh (•••••)
A master of this Secret Art may reweave a target’s 

destiny with a precisely delivered strike, re-ordering her 
connection to and place in the cosmos.

System: Spend 3 Essence and make an unarmed 
Brawl attack. If it successfully strikes the target, they 
must succeed at a difficulty 8 Willpower roll or suffer 
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one of the following effects rather than damage:

• The target is transformed into a beast, losing both 
his body and his mind in the process.

• The target is transformed into a manifestation of 
one of the elements (a gust of wind, a rock, a tree, and 
so on). He is still alive, but can take no actions.

• The target gains a new life and identity according 
to the rules of Ceasing to Exist Approach, save that the 
effects are permanent and the target forgets his origi-
nal identity.

• The target simply ceases to exist. This option can’t 
be chosen if the target’s existence is a fundamental and 
important element of the structure of the cosmos and 
the fate of the world, such as with the mightiest of spir-
its, or say, a murderer cursed by God to walk the Earth 
in misery until the end of days. 

All of this Charm’s applications save for being un-
made entirely can be reversed with a second applica-
tion, or with certain other extremely potent spiritual 
benedictions or magickal rituals.

the oBsidian shards

BlaCK shards Fall liKe iCe (•)
With a shout and a stomp, the Exalt fractures reality, 

causing wickedly sharp fragments of what appear to be vol-
canic glass to rain down from above upon her opponents.

System: Spend 1 Essence and to call down a rain of 
razor-sharp fragments centered upon any point within the 
Exalt’s line of sight. Everyone within (Essence rating × 5) 
yards suffers 8 dice of lethal damage, including the Exalt 
herself if she sets the attack off too close. Curiously, the 
cutting edge of these shards are equally deadly in both the 
physical world and Underworld, and will destroy whatev-
er they pass through in both aspects of reality.

shattering the BalanCe (••)
The Exalt’s blows may crack and fragment the barriers be-

tween worlds, transforming them into a jagged kaleidoscope.
System: Reflexively spend 1 Essence when making 

a bare-handed attack. In addition to its other effects, if it 
inflicts damage, then it also lowers the local Gauntlet or 
Shroud by a number of points equal to the damage in-
flicted for the next (Essence rating) days. Wielding Black 
Shards Fall Like Ice while standing in an area where the 
Gauntlet or Shroud has been shattered in this fashion 
increases the Charm’s damage by a number of dice equal 
to the penalty applied to the barrier between worlds.

The effects of Shattering the Balance aren’t cumu-
lative; driving the Gauntlet or Shroud down further 
after an initial activation requires the Exalt to strike an 
even more damaging blow.

shards oF inFinity Form (•••)
The martial artist whirls her limbs in a terrible 

kata that stirs a storm of disruptive Essence around 
herself and tears at the substance of the Shroud, en-
wrapping her in shadows.

System: Spend 1 Essence to activate this Charm 
for the rest of the scene. The local Shroud rating low-
ers by one point, and the Exalt is entwined in shadows 
that raise the difficulty to strike her by +1. If she has 
already shattered the Shroud with Shattering the Bal-
ance, she is furthermore surrounded by a dancing halo 
of razor-sharp ebony shards which have the same prop-
erties as those created by Black Shards Fall Like Ice. 
She may wield them as a weapon, directing them with 
Dexterity + Brawl (difficulty 5) against her enemies. 
The flying shards have a damage rating of 8 (lethal) 
and a range of 60. Furthermore, once per turn, when 
struck by an attack, the Exalt may reflexively spend 1 
Essence and roll Wits + Occult against a difficulty of 
the local Shroud to cross over into the Underworld (or 
back again). This won’t negate the damage suffered, 
but may help her to escape from a string of attacks, 
and she can strike back from the far side of the Shroud 
with her deadly flying glass.

Shards of Infinity Form cannot be active at the 
same time as another Form-type Secret Art.

draW Forth one shard (••••)
Having secured the agreement of a willing wraith, the 

Exalt may strike a ghost and split apart Psyche and Shadow. 
Using an intricate kata and a great infusion of Essence, she 
forges the sundered Shadow into a powerful weapon.

System: Spend 5 Essence and strike a consenting 
wraith, then roll Intelligence + Occult against difficulty 
9. Failure sends the mutilated ghost into a Destruction 
Harrowing. Success splits apart Psyche and Shadow. 
The wraith becomes something very much like a Fer-
ryman (see Ends of Empire, p. 87), while the Shadow 
is soulforged into a powerful weapon the Exalt may 
reflexively call forth at any time while within the Un-
derworld (in the living world, the weapon becomes in-
substantial and invisible, and quickly merges with her 
anima). The resulting artifact is always a melee weapon 
of some sort, capable of making attacks at difficulty 
5, and which inflicts Strength + 3 aggravated damage.
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Breathing on the BlaCK mirror (•••••)
The martial artist navigates a fractured world, im-

paling her enemies upon its jagged points and leading 
them to become lost in its razored depths.

System: If the martial artist is fighting within an 
area where she has fractured the Shroud or Gauntlet, 
she may reflexively pay 1 Essence upon successfully 
striking and damaging an opponent with an unarmed 
attack. The target must make a successful Willpower 
roll against difficulty 8 or else go crashing through the 
Gauntlet or Shroud and into the Penumbra or Shad-
owlands. Furthermore, he must soak two levels of le-
thal damage during the transition thanks to the jagged 
state of the barrier between worlds.

the prismatiC arrangement

spell-shattering palm (•)
Concentrating all of her Essence into a single 

strike, the Exalt may strike the air and shatter any on-
going enchantment or magical effect.

System: Spend 1 Essence and roll Dexterity + Brawl 
against difficulty 8. Success allows the Exalt to violently dis-
pel any ongoing discrete enchantment or magical effect. Ex-
amples include thaumaturgy rites to ward a location, a rote 
to grant a mage good luck, or the enchantment binding a 
spirit into a fetish. The Exalt doesn’t need to understand 
how a bit of magic works to break it, only to suspect that it 
is present, and to be within a few feet of something being 
affected by the magic. Spell-Shattering Palm can’t destroy 
any magic intrinsic to a creature’s state of being, such as a 
vampire’s agelessness, a demon’s possession of its body or 
reliquary, or a fomor’s bond with its possessing Bane.

magiCal materials Form (••)
Exerting a quick series of katas and Essence-redi-

recting postures, the Exalt hardens her body into a 
gleaming edifice of ancient perfection. While she still 
looks human at a glance, the light strikes off of her 
skin as though it were polished stone or metal rather 
than flesh, and does so in otherworldly hues: green, 
gold, silver, and so on.

System: Spend 1 Essence to assume the Magical 
Materials Form. While this Charm is in effect, the Ex-
alt adds +3 dice to her soak rolls, inflicts lethal damage 
with Brawl attacks, and adds +5 to her Initiative score. 
This Charm’s effects remain active until the Exalt 
sleeps, or until she voluntarily ends it. It cannot be ac-
tive at the same time as another Form-type Secret Art.

soul Fire shaper Form (•••)
The Exalt supercharges her Essence to its utmost potential.
System: Spend 1 Essence to activate this Charm. 

The character’s Essence rating is considered to be 5 for 
the purpose of all Charm calculations (such as deter-
mining how many turns an “Excellence” type Charm 
remains active), and she gains complete control over the 
state of her anima, causing it to flare, remain muted, or 
even to vanish while already burning as she desires. This 
Charm’s effects remain active until the Exalt sleeps, or 
until she voluntarily ends it. It cannot be active at the 
same time as another Form-type Secret Art.

games oF divinity Form (••••)
The Exalt’s steps and movements are the Essence of 

everything the heart has ever adored or desired, making 
the very sight of her both heartbreaking and addictive.

System: Spend 1 Essence to activate this Charm. 
Anyone attempting to harm the Sidereal subtracts 
their own Empathy rating from all dice pools to do so. 
Moreover, anyone who witnesses the Games of Divin-
ity Form must make a Willpower roll against difficul-
ty 8, or else become addicted to the sight of it, going 
through heroin-like withdrawal symptoms if forced to 
go too long without witnessing the Form again. This 
Charm lasts for one scene. It cannot be active at the 
same time as another Form-type Secret Art.

the arrangement oF Creation (•••••)
The Exalt becomes the absolute master of esoter-

ic mystical forms, and may break the limits imposed 
upon lesser practitioners of the Secret Arts.

System: The Exalt may now use two Form-type Se-
cret Arts at the same time.

the sapphire veil

into inFinite depths (•)
Upon delivering an attack against or receiving an 

attack from an opponent, the character gains an un-
canny insight into the truth of their nature, and how 
to best exploit it.

System: Reflexively spend 1 Essence to activate this 
Charm while attacking or when attacked, then roll Percep-
tion + Awareness against difficulty 6. Success reveals ex-
actly what sort of supernatural being the attacker is, along 
with any qualities or associations the character would 
understand (if she knows about werewolf tribes and aus-
pices, she would learn an attacking werewolf’s tribe and 
auspice, for example), as well as printing the attacker’s 
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true face upon her mind’s eye, assuming he is wearing a 
disguise or some other form at the time. Acting upon this 
knowledge, the character’s next attack against the studied 
opponent is made at –1 difficulty. This Charm can only 
be used to scrutinize one opponent per scene.

eternal inFatuation danCe (••)
There is an intimacy to hand-to-hand combat, and the 

Exalt may easily step across the space that prevents it. Her 
arrival brings with it a strange sense of inevitability and joy.

System: Reflexively spend 1 Essence when at-
tacked to immediately move into melee range with the 
attacker so long as they’re within (Essence × 10) miles. 
For the purposes of Eternal Infatuation Dance, mysti-
cal attempts to curse or influence the character from a 
distance count as attacks. Moreover, upon arriving, the 
enemy doubles the cost of all powers or abilities which 
require Rage to activate, and, should they enter any 
sort of frenzy, they increase the difficulty of all actions 
while in that state by +2.

veil oF passion Form (•••)
The character’s will manifests as a series of flow-

ing ribbons which coalesce from her anima, entwining 
themselves around her and rising into the sky before 
vanishing into the border between the material and 
ephemeral worlds.

System: Spend 1 Essence to activate this Charm for 
the rest of the scene. Once per turn, the character may 
add her Willpower rating in dice to one attack, defense, 
damage, or soak roll. Moreover, her ribbons weave 
themselves through the local Gauntlet, forming an im-
passable barrier. No one and nothing can see through, 
project powers across, or pass through the Gauntlet 
within a quarter-mile of the character while this Charm 
is active. Veil of Passion Form cannot be active at the 
same time as another Form-type Secret Art.

silKen rope triCK (••••)
The Exalt may grapple or strike at a shapeshifting 

opponent and override his mystic powers with her own 
Essence, forcing them into a shape of her choosing.

System: Spend 1 Essence and make an unarmed 
Brawl attack or grapple. If it inflicts damage, then the 
Sidereal may force the target to successfully activate or 
deactivate one of his shapeshifting powers (if the tar-
get possesses any such capabilities, such as a werewolf’s 
intrinsic shapeshifting or a Gangrel’s power to grow 
claws or transform into a bat). The target must pay any 
relevant cost to do so, but will be forced to transform 
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even if he can’t pay that cost. Moreover, once forcibly 
transformed with Silken Rope Trick, the target can’t 
abandon their new form for the rest of the scene un-
less the Sidereal touches them again and deliberately 
releases her binding Essence.

thousand desire riBBons (•••••)
Mastery of this Secret Art brings with it a transforma-

tion of the Veil of Passion Form, transforming it into a 
weapon of terrible power and even more terrible control.

System: This Charm’s effects permanently upgrade 
Veil of Passion Form. While Veil of Passion Form is ac-
tive, the Exalt’s left fist is made of living gold, her right 
fist of living silver, and her feet of hongmu wood. Any 
supernatural being that falls into a state of unreasoning 
frenzy in her presence enters a waking dream guided by 
the Exalt’s will, and directs his fury against her enemies. 
Finally, at the end of every turn, the Exalt’s ribbons lash 
out of their own accord, allowing her to make an extra 
attack action against an opponent within melee range 
using her Willpower rating as the attack pool. The rib-
bons inflict Dexterity + 2 bashing damage.

the sCarlet BattleField

unassailaBle reBuFF position (•)
The place where the Exalt plants her feet and vows 

to make a stand becomes sacred through her statement 
of resolve. So long as she fights without thought of 
retreat, the battlefield becomes holy ground, and her 
exertions a manifestation of faith.

System: Spend 1 Essence to activate this Charm for 
the rest of the scene. So long as the Exalt does not retreat, 
the battlefield becomes holy ground, and her every attack 
an abjuration driving away vampires and demons. The 
effective True Faith rating of both the battlefield and the 
Exalt’s presence each turn are equal to her Essence rating.

glanCe and stride (••)
Wheresoever there is blood on the battlefield, 

there too is the Exalt, striking and parrying.
System: Whenever someone on the battlefield los-

es blood, the Exalt may reflexively spend 1 Essence to 
appear within striking range of them in a rush of crim-
son wind. This can mean taking lethal or aggravated 
damage, being fed on by a vampire or Abyssal, or it can 
mean that a vampire is spending blood points.

sCarlet-patterned Form (•••)
Steeling herself, the Exalt stands at the crossroads of 

victory and defeat, accepting either outcome with equa-

nimity. Those who wonder at the source of her resolve 
and meet her gaze may behold either the perfection of 
her triumph, or the horror of their own inevitable defeat.

System: Spend 1 Essence to activate this Charm. 
While it remains active, the character adds 2 dice to all 
dodge, parry, and block attempts. If someone deliberately 
meets the Exalt’s gaze, and their Willpower is lower than 
her own, they witness in her eyes the inevitability of their 
defeat, and cannot dodge, block, or parry her attacks for 
the rest of the scene. If their Willpower is equal to or higher 
than the Exalt’s, then instead they witness the perfection of 
her form and resolve, and raise the difficulty of all soak rolls 
against her attacks by +2 for the rest of the scene. In both 
cases, they cannot use any power that requires eye contact 
to deploy, such as Dominate. This Charm’s effects remain 
active for as long as the character wishes, but cannot be 
active at the same time as another Form-type Secret Art.

singular esCape strategem (••••)
Deploying magic and foresight, the Exalt makes a 

momentary tactical retreat to retrieve an ally or advan-
tage, then returns to the battlefield to triumph.

System: Spend 2 Essence. The Exalt immediately van-
ishes to some location on the other side of the Earth where 
destiny senses she might find something or someone to aid 
her in her current battle; in any event, she has only two 
turns to figure out whatever advantage she might seize in 
whatever place she finds herself, and bring it back with her, 
because at that point she is returned to the battlefield. If 
she uses Singular Escape Strategem at night or in a dark en-
closed chamber, the Exalt leaves behind an eerie insubstan-
tial cut-out of herself when she vanishes, and destiny always 
delivers her to a place where the sun is currently shining. 
Sunlight beams out of the empty place she left in the world 
during her absence, and cuts off when she returns.

the empress lives For all (•••••)
Slay the leader, and you slay the army. The Exalt 

may strike a blow that reverberates through blood, 
oaths, and other subordinate ties.

System: Reflexively spend 1 Essence when making 
an attack. If it hits, that attack’s damage roll is applied 
not only to its primary target, but to all subordinate su-
pernatural beings present that descend directly from that 
target’s power. For example, if used to strike an Infernal, 
it would also damage any fomori present that she created 
with her Charms. If used to strike a vampire, it would also 
strike all of her ghouls, as well as any other vampires she 
created, or any vampires or ghouls those vampires created, 
and so on. Each target rolls soak separately.
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Abyssal Exaltation is nothing more and nothing 
less than a bullet fired at the heart of the cosmos thou-
sands years ago. Since the opening of the Black Vault, 
it is once more in motion, finding individuals of great 
potential cut tragically short and transforming them 
into agents of extinction. 

In the Time of Legends the Abyssal Exalted were 
the students and slaves of powers older, darker, and 
mightier still, but those hoary ghosts are long since 
lost to Oblivion. Now annihilation’s children bow be-
fore their new-crowned kings, heaping adoration upon 
them and urging them to take up their historical man-
tle and end the world.

The Red Star looks down from the heavens like 
the baleful eye of God… and trembles at what it sees 
unleashed upon the World of Darkness.

essenCe reneWalessenCe reneWal
What was once a mighty servant of Heaven has long-

since become a peerless bringer of death and destruction. 
Forsaken by Heaven, an Abyssal’s Essence surges when 
she acts in accordance with her purpose as a weapon cast 
into the heart of life itself. Once per scene, an Abyssal 
can recover 1 Essence by meeting the criteria of her caste:

Abyssals of the Dusk Caste may replenish their Essence 
whenever they defeat a supernatural opponent or overwhelm-
ing mortal opposition, protect a useful minion or ally, or use 
their martial prowess to advance or protect an Intimacy.

Abyssals of the Midnight Caste may replenish 
their Essence whenever they terrify someone else or 
fill them with awe at the power of death, endure great 
hardship to support or protect an Intimacy, or bring 
about some great work of the grave.

Abyssals of the Daybreak Caste may replenish 
their Essence whenever they discover a secret of the 
supernatural world, learn something that helps them 
advance or protect an Intimacy, or increase the influ-
ence of the dead over the living.

Abyssals of the Day Caste may replenish their Es-
sence whenever they advance their goals through black-
mail, assassination, stealth, theft, or similar underhanded 
means, or protect or support an Intimacy in this fashion.

Abyssals of the Moonshadow Caste may replenish 
their Essence whenever they advance their goals with 
their words, connections, and resources; create accord 
between the dead, or between the dead and the living; 
or manipulate people or systems to advance or protect 
an Intimacy.

Eric screams and screams and pounds his head against the wall until phan-
tom fire trucks race across his vision. All he wants is pain. Pain and hate. 

Yes, hate. But never fear. Fear is for the enemy. Fear and bullets.

—James O’Barr, The Crow

CHAPTER SEVEN:CHAPTER SEVEN:

THE ABYSSAL EXALTEDTHE ABYSSAL EXALTED



161

poWer in the BloodpoWer in the Blood
Abyssals may roll their Essence rating against dif-

ficulty 6 to manifest small, sharp fangs for a scene. 
These fangs inflict lethal damage, and if the Abyssal 
wishes to use them as weapons, she must first grapple 
an opponent to do so. By using her fangs to drink the 
warm blood of the living, an Abyssal may replenish her 
Essence. Drinking enough of a person’s blood to leave 
them weakened (at least 3 levels of lethal damage) re-
stores 1 Essence. Drinking a person to death restores 
2 Essence. During combat, an Abyssal sucking blood 
with her fangs inflicts one level of automatic, unsoak-
able lethal damage each turn, and forfeits rolling dam-
age with a bite attack to do so. She can likely kill much 
faster by ripping and tearing with her fangs, of course, 
but only draining blood grants her Essence, limiting 
the utility of bloodsucking in combat.

Mortals bitten by an Abyssal feel a creeping, ter-
rible lassitude spread through them, numbing their 
body and thoughts. The effect is much like a vampire’s 
Kiss in terms of incapacitating the Abyssal’s victim, but 
significantly less pleasant.

Caste FeaturesCaste Features
When you select your caste, note its anima power 

and its Caste Abilities.

dusKdusK
Deathknights and warrior-poets who long ago led 

and championed the armies of the dead. Dusks are 
drawn from the ranks of those with blood on their 
hands, and were often soldiers, underground fighters, 
legbreakers, or others who hurt and killed others to 
survive before their Exaltation. 

• Caste Abilities: Alertness, Athletics, Brawl, Drive, 
Firearms, Intimidation, Melee, Leadership

character creationcharacter creation
Creating one of the Abyssal Exalted works a lot like 
creating any other World of Darkness character. 
The steps are outlined below:

steP 1: character concePtsteP 1: character concePt

 • Consult with other players and come up with 
an appealing concept.

 • Pick out the Caste that fits best, and note its an-
ima effects (see below).

 • Select Nature and Demeanor.
steP 2: attribUtessteP 2: attribUtes

 • Mark down one dot in each Attribute.
 • Rank categories of Attributes (Physical, Social, 

Mental) in order of importance to your character.
 • Divide 8 dots among primary Attributes, 6 dots 

among secondary Attributes, and 4 dots among ter-
tiary Attributes.

 • All Abyssals are either figures of unnerving and 
predatory beauty, or else wear the face of a corpse. 
The Abyssal must have an Appearance rating of at 
least 3, or else take the Aspect of the Corpse Flaw.

steP 3: abilitiessteP 3: abilities

 • Note Caste Abilities (see below).
 • Rank categories of Abilities (Talents, Skills, Knowl-

edges) in order of importance to your character.
 • Divide 13 dots among primary Abilities, 9 dots 

among secondary Abilities, and 5 dots among ter-
tiary Abilities.

 • No Ability can have more than 3 points without 
spending Freebie Points.

 • Divide an additional 5 dots among Caste Abilities. 
These dots are allowed to raise a Caste Ability above 3.

steP 4: advantagessteP 4: advantages

 • Choose one category of Abyssal Charms as Fa-
vored Charms. Favored Charms receive the same 
experience point discount as Caste Charms.

 • Choose Charms (7 dots in total). At least 5 dots 
of Charms must be from your Caste Charms.

 • Select 5 dots of Backgrounds.
 • Write down three Intimacies.

steP 5: finishing toUchessteP 5: finishing toUches

 • Record Willpower (5), Essence rating (1), and Es-
sence pool (10). Essence pool begins at maximum.

 • Select two Shadows (see “Special Rules for 
Abyssals,” below).

 • Spend Freebie Points (15), and, optionally, purchase 
merits and flaws Merits and Flaws (max. 7 points).

freebie Point costs

Attribute 5

Ability 2

Caste Ability 1

Charm (rating × 3)

Ancient Sorcery spell 5

Essence 10

Backgrounds 1

Willpower 1
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• Anima: Once per scene, the Dusk can re-roll an 
attack, damage, defense, or soak roll and keep the pre-
ferred result. When the character’s anima is flaring, 1s 
do not subtract successes on damage or soak rolls.

midnightmidnight
Deadspeakers, death cultists, and dark messiahs 

who long ago built ancestor cults and promoted the 
rulership of the dead over the living. Midnights often 
come from the ranks of nihilistic philosophers, anar-
chists, protestors, and those otherwise focused on the 
downfall of prevailing societies.

• Caste Abilities: Animal Ken, Empathy, Expression, 
Intimidation, Law, Leadership, Performance, Survival

• Anima: By touching one of the living and spend-
ing 1 Essence, the Midnight transforms her into a bea-
con shining out to the dead, who find this living sac-
rifice’s blood, Chi, and emotions twice as nourishing 
as they might otherwise be (sucking out one point’s 
worth of blood grants a vampire two blood points, for 
example). This sacrificial brand lasts for one full cy-
cle of the moon. When her anima is flaring, the Will-
power rating of all those who choose to oppose her is 
treated as being one lower than its true rating for all 
purposes other than determining how many points of 
Willpower her opponents can possess.

dayBreaKdayBreaK
Necromancers and dread savants who raised the 

dead to march against the living. Daybreaks are drawn 
from the ranks of twisted geniuses, mad scientists, delv-
ers into forbidden wisdom, profilers of serial killers, and 
others whose do not fear what they find in the dark.

• Caste Abilities: Craft, Academics, Computer, In-
vestigation, Medicine, Occult, Science, Technology

• Anima: By spending 2 Essence, the Daybreak 
may discorporate herself into the dragon lines of the 
world, reforming some hours later at the boundary of a 
nearby haunt. When her anima flares, she may, at will 
and as she desires, raise or lower the local Gauntlet or 
Shroud rating by +2/–2, as well as, if she desires, caus-
ing ghosts or spirits touched by the light of her anima 
to become visible and audible in the physical world.

dayday
Infiltrators, spies, and saboteurs who walked 

among the living to deliver them into the arms of the 
dead. Days are drawn from the ranks of those who live 
outside the acceptable bounds of society.

• Caste Abilities: Alertness, Athletics, Firearms, In-
vestigation, Larceny, Stealth, Streetwise, Subterfuge

• Anima: The first 2 Essence the Day spends in a 
scene don’t count toward flaring her anima. Addition-
ally, when her anima does flare, she may shroud herself 
in it like an obscuring cloak, making her impossible to 
recognize. Anyone in the scene that has already recog-
nized her must roll Willpower against difficulty 8 or 
forget the blazing stranger’s identity, if the Day would 
rather they didn’t recognize her.

moonshadoWmoonshadoW
Diplomats and advocates for those who lack the 

breath to speak for themselves, they forged kingdoms 
and customs to connect the living and the dead. Moon-
shadows are drawn from the ranks of poets and pow-
er-brokers: artists, analysts, lawyers, CEOs, and the like.

• Caste Abilities: Awareness, Empathy, Etiquette, 
Expression, Finance, Law, Politics, Subterfuge

• Anima: The Moonshadow may spend 1 Essence 
to sanctify any oath she has personally witnessed, scrib-
ing the words of the pact on the air with Essence. Any 
who should break this oath suffers the wrath of the 
Underworld and are relentlessly haunted by hostile 
spirits. Additionally, if the Moonshadow approaches 
any of the night folk on legitimate business and they of-
fer her or her companions unprovoked violence, then 
any roll made by the offending supernatural during the 
course of that violence which produces even a single 1 
becomes an automatic botch.

appropriate BaCKgroundsappropriate BaCKgrounds
When creating your Abyssal, all of the following 

Backgrounds are appropriate choices:

• Allies (V20, p. 111)

• Alternate Identity (V20, p. 111)

• Arsenal (Hunter: The Reckoning, p. 120-121)

• Artifact (Wraith 20th Anniversary edition, p. 142)

• Backup (M20, p. 306-307)

• Contacts (V20, p. 112)

• Cult (see p. page 290)

• Destiny (M20, p. 311-312)

• Fame (M20, p. 313-314)

• Familiar (see p. page 293)
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• Fetish (W20, p. 137-138)

• Influence (V20, p. 114-115)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (V20, p. 115)

• Notoriety (Wraith 20th Anniversary edition, p. 
144-145)

• Resources (V20, p. 115-116)

• Retainers (V20, p. 116)

• Totem (W20, p. 140)

• Wonder (M20, p. 328)

Abyssals also have a few new Backgrounds they 
may purchase, and there are a few things to note about 
their use about the Backgrounds listed above.

artiFaCtartiFaCt
Artifacts are the magical items of the Underworld, 

and are sadly only useful in that dark realm. Abyssals 
crossing between worlds will need to either hide their 
artifacts, secure them somehow with magic, or entrust 
them to a wraith or spectre for safekeeping until they 
return to collect them. Any artifact taken into the liv-
ing world becomes intangible and ephemeral, able to 
be held and carried but otherwise wholly incapable of 
interacting with, much less harming, any living crea-
ture or object. Such artifacts will fade away into noth-
ing over the span of a few hours if not quickly returned 
to the Underworld.

speCtre notorietyspeCtre notoriety
All Abyssals benefit from Notoriety ••• for free, 

but this Notoriety only applies to spectres, who regard 
them as something between heroes and royalty.

dragon nestdragon nest
Your character has seized or discovered a Dragon 

Nest – whichever the case may be, it’s hers now. Rather 
than rating its size or power, dots in this Background 
measure how secure the Dragon Nest is from hostile 
intrusion. Each dot of Dragon Nest increases the dif-
ficulty of all efforts to infiltrate or attack the Nest by 
anyone you haven’t granted access to, and a –1 difficul-
ty bonus to your attempts to spot, track, and identify 
intruders, or to defend the Nest from assault.

past livespast lives
Once in a while, some rare few Chosen find them-

selves lost in a waking dream of a time long ago, an 
age of savage adventure and forgotten glories. When 

this sudden vision fades, they may find that the skills 
they possessed in the long-vanished days of yore have 
carried them to victory.

Once per game session, a player may roll this Back-
ground’s rating and add it to the Ability rating of a 
roll she’s about to make. This only works for Abilities 
which might have existed in a timeless epoch of an-
cient heroes and savage fantasy. Melee, Athletics, and 
Occult would all apply, but Past Lives can’t help with a 
Computer or Firearms roll.

• Once in a while you get moments of 
déjà vu.

•• Sometimes there’s the scent of exotic 
spices on the air, or a memory of voices 
you’ve never heard… but no, no actual 
words.

••• You occasionally have vibrant flashes to 
images or words that make no sense, but 
bring tears to your eyes.

•••• Once in a great while, you suddenly relive 
a few moments of a life from another Age.

••••• Now and again, in your darkest mo-
ments, you sometimes relive entire 
short vignettes of the ancient lives of 
those forgotten heroes whose power 
you’ve inherited.

supernatural statussupernatural status
No mere outsider, this Background reflects an Ex-

alt who has put in the work to embed herself in the 
power structure of one of the great supernatural societ-
ies of the World of Darkness. This Background reflects 
Abyssals who have made a home within the Camarilla 
or Sabbat, or Solars throwing in their lot with one fac-
tor or another in the war for reality. Having more than 
a few dots of this Background is unprecedented and 
probably unthinkable, but that’s par for the Exalted 
course… provided that the other players are cool with 
making your status a major plot element.

• Acknowledged; your peers recognize your 
name when it comes up. You’re a member 
in good standing, if an unusual one.

•• Credible; you’re considered noteworthy 
within your society.

••• Respected; your word carries weight, 
and you may have some manner of for-
mal position such as Harpy or Sheriff.
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•••• Admired; you’re looked up to, or per-
haps feared. You certainly hold some of-
fice of formal authority, such as Keeper 
of Elysium or Seneschal.

••••• Revered; if you’re not officially calling 
the shots in your area now, it’s only be-
cause you don’t want to put that kind of 
target on your back.

WhispersWhispers
Some Abyssals feel the voice of Oblivion whisper-

ing, crawling, skittering through the back of their 
mind, a vague and comforting glow of nihilism 
that is with them always. This is in fact the bar-
est and murkiest edge of the spectral hive-mind, 
and with some practice, an Abyssal can learn to 
momentarily tap into it and draw upon its vast re-
serves of experience and knowledge. Once per night, 
an Abyssal can substitute her Whispers rating in place 
of any one Ability when making a dice roll.

speCial rules For aByssalsspeCial rules For aByssals
In addition to the rules that normally govern the 

Exalted, Abyssals have a few special rules and features.

trappings oF the gravetrappings oF the grave
Walking abroad in the living world is a dis-

tressing experience for Abyssals. The air seems 
too thin. The quality of the light is wrong. Even 
the simple pull of gravity upon the Exalt’s limbs is sub-
tly distressing. The flavor of food is far too intense. In 
short, Abyssal Essence is out of sync with the world of 
flesh and breath, which seeks to reject death’s Chosen.

Most Abyssals quickly come to realize that these 
distressing sensations fade when she’s surrounded by 
the trappings of death. Graveyards, mortuaries, and 
charnel houses are all places of refuge and comfort. 
The Abyssal once more feels at ease in her own skin. 

Of course, nobody can just linger in graveyards all 
day. Abyssals learn to solve this problem by adorning 
themselves in the symbolism and fashion of the grave. 
This can mean anything from wearing black clothes 
and a widow’s veil, to dressing in the traditional 
severe white mourning garb known throughout 
much of Asia, to adopting the fashions of sub-
cultures which celebrate death and the ma-
cabre, to garbing oneself in the outdated 
fashions of a long-ago time vanished 
into history and the earth. Or it can 
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just mean driving a custom car with skulls and bats and 
spiders all the Hell over it.

Abyssals who don’t in some way wear or surround 
themselves with the trappings of the grave increase the 
difficulty of all actions by +1 while in the living world, 
the Dreaming, or most parts of the Spirit World.

the shadoWs oF deaththe shadoWs oF death
Whether an Abyssal embraces, rejects, or finds 

herself ambivalent toward her nihilistic destiny, she 
cannot escape the fact that where she walks, death 
walks with her.

All Abyssals are essentially mobile Haunts, wheth-
er they want to be or not. Wherever the Abyssal goes, 
the local Shroud rating in her immediate surroundings 
drop by a value equal to her Essence rating.

In addition, all Abyssals are plagued by unnatural 
and unnerving manifestations of deathly power, caused 
by the friction between their own necrotic Essence and 
the world around them. Abyssals know these manifes-
tations as the Shadows of Death, and a player making 
an Abyssal character must choose two when making 
her character. A list of example Shadows follows:

• A chill wind sometimes blows around the Abyssal, par-
ticularly when she makes an entrance or dramatic statement.

• The Abyssal’s eyes glow with an unearthly light 
when in the grip of strong passions.

• The Abyssal’s shadow sometimes becomes monstrous 
and distorted, or else moves out of sync with her body.

• The Abyssal’s reflection is that of a rotting corpse. 
Alternately, mirrors might crack and shatter when 
forced to hold her reflection.

• Holy symbols tarnish or splinter in the Abyssal’s presence.

• Small plants wither and die when the Abyssal 
touches them.

• Crows, ravens, owls, and other birds of ill omen tend 
to follow the Abyssal and congregate in enormous and in-
timidating numbers if she stays in one place for a few days.

• The Abyssal smells of formaldehyde, natron, or some 
other substance used in the preparation of corpses.

• Things sometimes crawl feebly out of the shadows 
when the Abyssal is present. They vanish if anyone 
turns to look at them directly.

• Small flames gutter and go out when the Abyssal’s pas-
sions begin to rise, or else glow in ghostly and unnatural hues.

• Vermin such as rats, flies, worms, or locusts tend to 
dog the Abyssal’s steps, following her wherever she goes.

• Things that really shouldn’t bleed sometimes do 
when the Abyssal is around (trees, rocks, food, house-
hold appliances).

the nameless Cursethe nameless Curse
Acceptance of the Black Exaltation afflicts the 

Abyssal with certain expectations. Though few Abys-
sals have even begun to understand how their curse 
works, or why, their Essence is tied to those grotesque 
and chthonic spectres known as the Neverborn. Acting 
against the will of the Neverborn disturbs the dreams 
of these ancient, timeless horrors, and those primor-
dial nightmares are visited upon the wayward Abyssal.

These are the laws that the Black Exaltation de-
mands an Abyssal follow:

• She must not say or acknowledge her lost name, or 
any name she truly considers to be her own. Each time 
she does so, she suffers the curse of the Neverborn.

• She must not increase the numbers of the living. Sir-
ing or bearing a child is forbidden, and the moment of 
the child’s birth brings with it the curse of the Neverborn.

• She must not save the lives of the living. Any scene in 
which she does so provokes the curse of the Neverborn.

The curse of the Neverborn expresses itself as one of 
a variety of temporary punishments, chosen by the Story-
teller. The curse is generally transitory, lasting for anywhere 
from a scene to a few days. Common examples include:

• The next time the Abyssal manifests her fangs, she 
is unable to banish them for three days.

• She gains the Nightmares flaw (see V20, page 485) 
for a week.

• She has great difficulty approaching some com-
mon stimulus such as the scent of garlic or roses, holy 
ground, holy symbols, or the sound of churchbells, 
and must roll Willpower (difficulty 7) to remain close 
to the cursed object or sensation.

• She gains the Beacon of the Unholy flaw (see V20, 
page 494).

• The Abyssal gains the Eerie Presence flaw (see 
V20, page 495).

• The character suffers the Lord of the Flies flaw (see 
V20, page 495).
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• The Abyssal finds bright lights and direct sunlight 
painful, increasing the difficulty of all actions by 1 
while in such circumstances.

• A terrible lethargy falls upon the Abyssal when the 
sun rises, compelling her to sleep from sunrise until 
sunset. If she remains awake and active anyway, she 
suffers a –2 penalty to all actions.

• Spectres detect the anger of the Neverborn echoing 
through their hive-mind and become hostile to the Abyssal.

apoCalyptiC CharmsapoCalyptiC Charms
The Abyssal Exalted were forged to be the final 

calamities at the end of time: Essence-forged knives 
plunged into reality’s beating heart. The Essence of 
the World of Darkness is thin and degraded compared 
to what the deathknights worked with when they last 
walked the Earth, no longer able to be forged into the ex-
tinction-provoking nightmares they could once unleash. 
And yet, the Abyssals brought about the end of at least 
one Age; that legacy of destruction can be neither erased 
nor discounted. As an Abyssal grows comfortable wield-
ing her horrid might, some fragment of her inheritance 
from the Age of Legends inevitably emerges, granting 
her dreadful power. These are her Apocalyptic Charms.

An Abyssal’s player may first select a Charm she 
knows to be her Apocalyptic Charm at any point after 
reaching Essence 2, and may select another at Essence 
4. Her first Apocalyptic Charm must be drawn from 
among her Caste Charms, but her second need not be.

Apocalyptic Charms grant some benefit to the Exalt 
above and beyond what the Charm normally conveys, 
and act to indelibly scribe the nature and character of 
the Exalt’s legend. Not all Charms have Apocalyptic ef-
fects listed, but players and Storytellers should feel free 
to work together to create new Apocalyptic effects if 
none of the ones in this book seem to suit a character.

CharmsCharms
These are the dark miracles given to the Abyssal 

Exalted, that they might slay the world.

dusK CharmsdusK Charms

exCellenCe oF the Fading sun: (aBility) (•)exCellenCe oF the Fading sun: (aBility) (•)
By feeding raw Essence into martial endeavor, the 

Chosen of the Dusk may perform feats of battle far 
beyond the human norm.

System: Select one of the following Abilities when purchas-
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ing this Charm: Alertness, Athletics, Brawl, Drive, Firearms, In-
timidation, Melee, or Leadership. At any time, the player may 
reflexively spend 1 Essence to add (the Attribute being rolled + 
the Ability in question) dice to all rolls using this Ability for (Es-
sence rating + 1) turns in combat, or minutes outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. Dusk Castes get all versions 
of this Charm with a single purchase.

haunted hell-rider’s glory (•)haunted hell-rider’s glory (•)
There are few weapons more grandiose than two 

tons of Detroit rolling iron accelerated to 100 miles per 
hour, and few sights more sickening than what is left 
behind after a head-on impact with such a machine. 
How could the Abyssal let such potential pass her by?

System: The Abyssal ignores the Maneuverabili-
ty restriction of any vehicle she pilots, allowing her to 
apply her full expertise. When she rams a vehicle she’s 
driving into someone or something, she may reflexively 
spend 1 Essence to double the dice of damage inflicted 
to the target, while preventing herself from suffering any 
damage whatsoever. The rules for vehicles and wrecking 
them can be found on pages 458-462 of M20.

Apocalyptic Effect: The Abyssal increases the 
maximum speed of any vehicle she pilots by (Essence 
rating x 10) miles per hour. When she pushes up into 
this speed zone, her vehicle’s engine and wheels (or ro-
tors, afterburners, etc) begin to burn with otherworldly 
ghost-flames. Anyone who sees this display is struck with 
terror, increasing the difficulty to maneuver around or 
avoid the Abyssal’s vehicle by one. While she’s behind 
the wheel, she simply cannot ever suffer damage from 
being in a wreck. Even if she guides a crashes her plane 
straight into a skyscraper, she can kick her way out of the 
tangled, flaming wreckage totally unharmed.

ox-Body teChnique (•)ox-Body teChnique (•)
Having died once, the Abyssal is exceedingly diffi-

cult to kill again.
System: The character permanently gains an ad-

ditional set of Bruised (–0), Hurt (–1), and Wounded 
(–2) health levels.

This Charm can be purchased a number of times 
equal to the character’s Essence rating.

rapaCious lamprey teChnique (•)rapaCious lamprey teChnique (•)
If the Abyssal enfolds an opponent into her grasp, 

she may reduce him to vacuum-compressed flesh and 
dry bones in a matter of moments.

System: The Abyssal’s fangs inflict aggravated 
rather than lethal damage, and she adds her Essence 
rating in both automatic successes to target an oppo-
nent with a grapple so that she can deploy them, and 
to damage rolls made with her fangs. 

When drinking blood in combat, she may reflex-
ively make a Strength roll against difficulty 9 each turn 
to inflict three levels of unsoakable lethal damage rath-
er than one. Targets normally capable of soaking lethal 
damage can roll Stamina against difficulty 8 to oppose 
this terrible draining effect, blocking it if they equal or 
exceed the Abyssal’s successes.

Apocalyptic Effect: When the Abyssal locks an 
opponent in a clinch and seeks to drink his blood, 
she may spend 1 Willpower to cause her entire body 
to momentarily sprout fangs from every conceivable 
angle and detail of anatomy: the palms of her hands, 
the tips of her elbows, the hollow of her throat, from 
all over her chest and stomach and legs – everywhere. 
When she makes a Strength roll as described in Rapa-
cious Lamprey Technique while deploying her many, 
many fangs, she rolls against difficulty 8, inflicts five 
levels of damage rather than three, and the damage is 
aggravated rather than lethal.

artFul maiming onslaught (••)artFul maiming onslaught (••)
The Abyssal’s attacks maim and rend apart her op-

ponent’s body, leaving gory devastation in her wake.
System: If one of the Abyssal’s attacks inflicts at 

least three levels of lethal or aggravated damage after 
soak, the player may reflexively pay 1 Essence to cripple 
or amputate a body part of her choice. This Charm is 
equally effective whether delivered with a bullet, blade, 
or anything else.

Apocalyptic Effect: The Abyssal is a harbinger of 
agony and sorrow, and all who mean to face her in bat-
tle instinctively understand what they risk by doing so. 
Any opponent with Willpower 3 or less who attempts 
to oppose the Abyssal in combat increases the difficul-
ty of all actions by +1.

doom draWn and imminent (••)doom draWn and imminent (••)
Trusting to the inevitability of the grave, the Abys-

sal fires on her target, and the distance is never any 
greater than that between a man and his death.

System: If the character takes no other actions 
during a turn save to make a single ranged attack, then 
that attack ignores all range limitations. If the Abyssal 
can see her target, then that target is considered to be 
within the normal range of whatever weapon she’s fir-



168

ing. Spend 1 Essence or 1 Willpower to gain this benefit 
on an attack even if the Abyssal takes additional actions.

Apocalyptic Effect: By setting her crosshairs or ar-
row upon a foe, the Abyssal max fixate her senses upon 
him and continue to track him even as he moves out 
of her line of sight. She can smell his blood, hear his 
heartbeat, and pinpoint his location even as he walks 
through the depths of a building or boards a subway 
train. So long as she remains ready to fire, she may 
track her target indefinitely, until he emerges into the 
open and her shot becomes possible, at which point 
she automatically attacks first in the turn.

reliC Weapon enChantment (••)reliC Weapon enChantment (••)
The Abyssal may draw a weapon from the memori-

am of the Underworld, or infuse her Essence into a ghost-
ly item to give it temporary substance in the living world.

System: By taking an action and spending 1 Es-
sence, the Abyssal can summon any manner of phan-
tasmal but still entirely deadly personal-scale weapon 
she desires out of the depths of the Underworld; this 
weapon persists for the rest of the scene, but becomes 
insubstantial and useless in any hands save her own. 
Created weapons may be anything from a cat o’ nine 
tails to a flame thrower. Created ranged weapons 
may be reloaded with a turn of concentration spent 
summoning additional ammunition. Alternately, the 
Abyssal may reflexively spend 1 Essence to charge an 
existing ranged weapon with power, granting it infinite 
ammunition for the rest of the scene. Finally, the Abys-
sal may pay 1 Essence when carrying a relic or artifact 
from the Underworld into the living world, granting 
that item physical substance and immunity to dissolu-
tion for one full cycle of the moon.

Apocalyptic Effect: The Abyssal draws forth a par-
ticular ancient relic from the darkest and most forgot-
ten depths of the Underworld – perhaps one that she 
wielded in the Age of Legends. She may reflexively call 
this weapon to hand at any time, or discard it back into 
the dreams of the Neverborn at no cost. This weapon is 
completely indestructible, and inflicts +1 damage com-
pared to its mundane counterparts. The weapon is al-
ways the same every time; if she wishes to summon a dif-
ferent weapon (a knife in a tight room where her great 
two-handed relic ax will be of little use, for example) she 
must use Relic Weapon Enchantment normally.

slashing ghost talon (••)slashing ghost talon (••)
When the Abyssal focuses her killing intent on a 

single foe, there is no hope of survival.

System: If the character takes no other actions 
during a turn save to attack a single opponent once, 
then count her extra successes twice for the purpose of 
determining damage. Spend 1 Willpower to gain this 
benefit on an attack even if the Abyssal takes additional 
actions. Reflexively spend 1 Essence and 1 Willpower 
to gain this benefit on all attacks made during a turn.

Apocalyptic Effect: When the Abyssal takes a mo-
ment to concentrate her skills and Essence into a blow, 
no mere object of the world may withstand it. The Abys-
sal never needs to roll to strike at an object with a bladed 
weapon, if she takes no other actions during that turn; 
her blow cleaves through the object as though it were 
made of mist, inflicting damage appropriate to the angle 
of her strike and the length of her blade. This effect has 
no regard for how hard an object is, or how strongly 
warded against damage by magic, though it will still only 
cut physical objects, not patterns of magic, the Gaunt-
let, or other ephemera. Had the Abyssal Exalted been 
free in the world, one with this Apocalyptic Effect could 
have cleaved open the Black Vault easily, paying no heed 
to its many wards or the now-impossible magical materi-
als of its construction.

soul-Cleaving striKe (••)soul-Cleaving striKe (••)
The Abyssal’s attacks flicker with phantasmal Es-

sence, cleaving effortlessly through armor and sapping 
the vitality of those she strikes down.

System: After successfully striking a target, the play-
er may reflexively spend 1 Essence to raise the difficulty 
of her target’s soak roll by her Essence rating (to a maxi-
mum of 9), as well as negating all soak dice from armor.

Corpse shrapnel retriBution (•••)Corpse shrapnel retriBution (•••)
The Abyssal’s pain surges into the walking corpses 

she commands, transforming them into explosive in-
struments of vengeance.

System: Whenever the Abyssal suffers at least one 
Health Level of damage, she may reflexively pay 1 Es-
sence and roll Willpower against difficulty 6. A number 
of zombies under her control of the Abyssal’s choosing 
(up to a maximum of the successes rolled, minimum 
one) issue a piercing scream, then explode in a gro-
tesque and deadly shower of torn meat and jagged bone 
splinters. All characters within 5 yards of an exploding 
zombie must soak three levels of lethal damage.

Alternately, the Abyssal may concentrate fully on 
a zombie and conjure memories of past suffering, tak-
ing no other actions that turn, causing that zombie to 
explode for no cost.
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Apocalyptic Effect: The Abyssal may spend her 
action for the turn pointing at an opponent or an ob-
stacle. A black wind blows from her anima at gale-force 
strength, gathering up all zombies under her control 
within 50 yards and blowing them to the point or in-
dividual she singled out; and then she may spend 2 
Essence to detonate all of her zombies at once.

death-deFleCting teChnique (•••)death-deFleCting teChnique (•••)
The Abyssal strikes out, smashing aside any single 

attack of which she is aware.
System: Reflexively spend 1 Essence. The attack fails 

to strike the Abyssal without any further dice rolls. Ar-
ea-of-effect attacks and the like harmlessly splash around 
her Essence-fueled defense. If the Abyssal spends 2 Es-
sence, then she perfectly defends against all attacks from 
a single source or opponent for the rest of the turn.

Apocalyptic Effect: The Abyssal’s invincibility 
makes her foes lose heart. Anyone whose attack is 
knocked away by Death-Deflecting Technique increas-
es the difficulty of all attack rolls against her by +1 for 
the rest of the scene, unless they spend a point of Will-
power to firm up their convictions.

gasp oF dead gods (•••)gasp oF dead gods (•••)
The Abyssal lets inevitability guide her attack, and 

it always strikes true.
System: Reflexively spend 1 Essence when making an 

attack. The attack automatically hits, no matter how well the 
opponent defends or how poorly the Exalt rolls; if the dice 
indicate that the attack should not strike true, then it hits 
anyway, with no extra successes. Gasp of Dead Gods can’t 
strike through a perfect defense such as Death-Deflecting 
Technique, however, nor can it strike a target if there’s simply 
no way to reach them (such as if they’re on the other side of a 
wall, or outside of a gun’s maximum firing range).

Apocalyptic Effect: The first time in a scene the Abyssal 
uses this Charm, its normal limitations do not apply: if she 
is certain of her target’s location, she may strike him even 
through solid walls so long as he is within the weapon’s max-
imum striking range; and by paying 1 additional Essence 
while making that attack, she may even strike through the 
protection of absolute defenses such as Death-Deflecting 
Technique or Duck Fate, although in this case the attack is 
considered to strike with no extra successes.

oWl seiZes mouse (•••)oWl seiZes mouse (•••)
The Abyssal’s Essence luxuriates in the bloodlust 

of her foes, and drives her to ever-greater heights to 
meet and overcome it.

System: The Abyssal’s base Initiative rating becomes 
Dexterity + Wits + (highest of Brawl, Intimidation, Me-
lee, or Firearms). By reflexively spending 1 Essence, she 
can ignore Initiative results for a turn and simply go first.

glorious Carnage typhoon (••••)glorious Carnage typhoon (••••)
The Abyssal becomes a black wind ravening 

through her opponents, leaving only blood trails and 
screams to mark her passage.

System: Reflexively spend at least 1 Essence. At 
the end of the turn, after all characters have taken their 
actions, the character may make two additional attacks 
at her full dice pool per point of Essence spent. She 
can make no more extra attacks than the highest of her 
Brawl, Melee, or Firearms Abilities.

splinter oF the void (••••)splinter oF the void (••••)
Taking a moment to sight down the barrel of her gun, 

the Abyssal fires a tiny splinter of Oblivion itself. Should 
her shot strike true, a black hole opens inside of her tar-
get, tearing them apart before consuming them utterly.

System: The Abyssal spends 1 Essence and makes 
a Dexterity + Firearms attack. Note its final damage 
after soak. At the beginning of each of the following 
(Essence rating) turns, the target suffers that many dice 
of aggravated damage (minimum of one die).

Apocalyptic Effect: If an opponent dies while suf-
fering under the effects of Splinter of the Void, the 
Abyssal may reflexively pay 1 Essence to use their death 
to feed and catalyze the rift within them. The victim 
vanishes into the black hole with a wet crunch, and 
the vortex massively expands to encompass everything 
within 10 yards of the point of death. Anyone caught 
within the black hole suffers 5 levels of aggravated dam-
age per turn. Anyone other than the Abyssal within 50 
yards of the event horizon must use an action to make 
a (Strength or Stamina) + Athletics roll (difficulty 7, or 
6 if they have something to hold onto or something 
heavy to shelter behind) each round to avoid being 
drawn 20 yards toward the black hole. The black hole 
persists for 3 turns, then collapses upon itself.

Crimson Banquet method (•••••)Crimson Banquet method (•••••)
The Abyssal renews herself on the suffering and 

death of her opponents.
System: Reflexively spend 1 Essence to activate 

this Charm. For the rest of the scene, whenever the 
Abyssal inflicts at least three levels of damage with a 
single attack, or whenever she kills an opponent, she 
heals two levels of bashing damage or one level of le-



170

thal damage as she absorbs their departing vitality. If 
she drains someone to death with her fangs, she may 
immediately heal all bashing damage, or three levels of 
lethal damage, or one level of aggravated damage.

Apocalyptic Effect: Each instance of absorbing death 
or injury in this fashion nourishes the Abyssal as though 
it were a day’s worth of food and water. She may sustain 
herself entirely on blood, if she wishes, gaining all of the 
necessary nutrition to remain alive and healthy thereby.

eye oF the tempest (•••••)eye oF the tempest (•••••)
Letting her Essence rise up to claim her conscious-

ness, the Abyssal perceives her opponents’ killing in-
tent as seething crimson arcs and splashes that tell her 
where their attacks are about to occur.

System: Spend 1 Essence and 1 Willpower reflex-
ively to activate this Charm. For the rest of the scene, 
at the beginning of each turn roll Dexterity + (player’s 
choice of Brawl, Melee, or Athletics) against difficulty 
7. The Abyssal applies the successes on this roll as a 
reflexive dodge, parry, or block against all attacks made 
against her of which she is aware during that turn. Her 
choice of dodge, parry, or block doesn’t have to match 
the Ability she chose to roll that turn.

Apocalyptic Effect: The Abyssal may send her own 
killing intent out as a wave that pushes at her foes, re-
vealing in an unguarded moment that which they most 
fear she will take from them. The Abyssal may take a turn 
to focus her bloodlust, then roll Perception + (highest 
of Brawl, Melee, or Firearms) against a difficulty of the 
Willpower rating of the one she means to probe. Success 
causes that which her target most fears to lose or most 
desperately wishes to prevent from coming to harm to be 
limned in a golden corona to the Abyssal’s eyes.

hardened Killer training teChnique (•••••)hardened Killer training teChnique (•••••)
By putting a mortal through a dedicated training 

regimen, the Abyssal can transform him into a preci-
sion-built vehicle for violence.

System: During each day of training a mortal or group of 
mortal students, spend 1 Essence per student. At the end of 
seven days of training, all students gain 30 experience points 
to spend raising their Physical Attributes, Wits, and Alertness, 
Athletics, Brawl, Melee, or Firearms Abilities. No Ability can 
be raised higher than that of their Abyssal instructor. This 
Charm can be used on the same students repeatedly, but 
bestows only 20 experience points on subsequent training 
regimens. Any unspent experience is lost. When a Hardened 
Killer is slain in the Abyssal’s presence, they rise up at the end 
of the following turn as a zombie under her control.
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The Abyssal can also spend 2 Essence to use this 
Charm to train a pack of zombies she controls, though 
they can only raise their Physical Attributes, Brawl, 
and Melee ratings.

Apocalyptic Effect: Whenever the Abyssal leads 
her Hardened Killers in battle, all of their attack, de-
fense, damage, and soak rolls are made at –1 difficulty.

Writhing Blood-Chain teChnique (•••••)Writhing Blood-Chain teChnique (•••••)
Lashing chains of iron-hard congealed blood erupt 

from the Abyssal’s back, shoulders, or waist, each 
tipped with a razor-sharp claw.

System: Spend a moment in concentration, spend 1 
Essence or 1 Willpower, and suffer one unsoakable, un-
avoidable level of lethal damage. At the end of every turn 
for the rest of the scene, the Abyssal may make an extra 
attack action with her full Dexterity + (Brawl or Melee) 
pool. The blood chains inflict Strength + 1 lethal damage.

Apocalyptic Effect: Whenever the Abyssal is the 
Underworld, or some place in the living world where 
the Shroud is rated no higher than 4 (after all modifi-
cations, such as by her unearthly aura), using Writhing 
Blood-Chain Technique not only causes the described 

effect, it also calls ghostly chains out of the shadows, or 
summons them forth from microscopic Nihils. This al-
lows the Abyssal to make a second extra attack each turn 
against anyone she can perceive in the immediate area.

midnight Charmsmidnight Charms

exCellenCe oF the dead sun: (aBility) (•)exCellenCe oF the dead sun: (aBility) (•)
By feeding raw Essence into her sense of self and 

surety, the Midnight Caste may perform feats of inspi-
ration and endurance far beyond mortal expectations.

System: Select one of the following Abilities when 
purchasing this Charm: Animal Ken, Empathy, Ex-
pression, Intimidation, Law, Leadership, Performance, 
or Survival. At any time, the player may reflexively 
spend 1 Essence to add (the Attribute being rolled + 
the Ability in question) dice to all rolls using this Abil-
ity for (Essence rating + 1) turns in combat, or minutes 
outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. Midnight Castes get all ver-
sions of this Charm with a single purchase.
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Command the dead (•)Command the dead (•)
Exerting the combined pressure of Essence and 

will, the Abyssal may order the bodies of the fallen to 
stand and do her bidding.

System: The player spends 1 Essence and rolls 
Charisma + Leadership. If attempting to usurp control 
of a zombie or similar mindless corpse-servant from 
another necromancer, the difficulty is the controlling 
character’s Willpower. If attempting to exhort a corpse 
to stand up and serve her, the difficulty is 6. A zombie 
created or commandeered with this Charm will obey 
the Abyssal’s commands to the best of its very limited 
abilities. Zombies animated by Command the Dead 
lose their animation after one cycle of the moon un-
less stationed within a Dragon Nest, whose power may 
sustain them indefinitely.

Apocalyptic Effect: The Abyssal may close her eyes, 
spend at least a turn shutting out the world around her, 
and roll Perception + Awareness against difficulty 7 to 
perceive the world through the senses of a zombie under 
her control for as long as she continues to concentrate 
on doing so. Furthermore, she may issue commands to 
zombies that she controls mentally, across any distance.

inauspiCious shadoW plate (•)inauspiCious shadoW plate (•)
The Abyssal’s anima solidifies into ornate and per-

sonalized black armor that hardens around her, turn-
ing aside her foes’ desperate blows.

System: The Abyssal permanently adds two dice to 
all soak rolls. Reflexively spend 1 Essence to manifest 
Essence-sculpted black armor for the rest of the scene, 
adding 3 more dice to all soak rolls. By spending 2 
Essence to activate this Charm (or an additional 1 Es-
sence after donning the armor), the Abyssal may make 
soak rolls at –2 difficulty (generally meaning she rolls 
at difficulty 4 rather than the normal 6). By spending 3 
Essence (or another 1 Essence after donning and hard-
ening her armor), the armor also gains a vast cloak of 
shadows which flows and moves on its own to deflect 
and entangle incoming blows, raising the difficulty of 
attacks against the Abyssal by +1.

Apocalyptic Effect: The Abyssal’s hardened flesh 
simply shrugs off all incidental wear and tear as she 
moves through the world. If an attack or effect would 
inflict only a single level of bashing or lethal damage 
on the Abyssal (either before or after soak), then she 
receives no damage at all.

righteous lion deFense (•)righteous lion deFense (•)
The Abyssal entombs her utmost passions within 

an impenetrable shell of ice. No words or magic in the 
cosmos may move her.

System: Any attempt to cause or force the Abyssal 
to betray, undermine, or abandon her Intimacies auto-
matically fails.

agony as armor attitude (••)agony as armor attitude (••)
Where pain weakens lesser beings, it cures and hard-

ens the Abyssal’s flesh, until in the worst extremities of 
agony her skin becomes hard as a granite headstone.

System: When the Abyssal suffers a wound pen-
alty, its value is added as bonus dice to all of her soak 
rolls. If some other effect negates the wound penalty, 
such that it does not trouble her other rolls, it provides 
no soak bonus.

haunting inFleCtion triCK (••)haunting inFleCtion triCK (••)
The Abyssal’s words take on otherworldly impor-

tance, like the words of an angel or a voice from a deep 
black tomb.

System: By spending 1 Willpower, the Abyssal’s 
words become impossible to ignore, and she reduces 
the difficulty of all social rolls by two (minimum of 3) 
for the rest of the scene.

Apocalyptic Effect: Select a social Attribute (Charis-

Zombies

The zombies created by various Abyssal Charms 
have Strength 3, Dexterity 2, Stamina 4, Intelli-
gence 1, Brawl 2, and always act last in a turn. They 
have Willpower 10 for the purpose of resisting 
effects, but cannot spend any of it. Zombies have 
10 health levels, and cannot suffer wound penal-
ties. They halve any bashing damage they suffer 
after soak (round down), and suffer aggravated 
damage from fire. They can soak lethal dam-
age, but cannot soak aggravated damage. They 
also cannot ever heal damage. Zombies have 
no minds to speak of, and so are immune to any 
mind-controlling effect not specifically designed 
to command the walking dead. While obeying 
a controlling Abyssal’s commands, they have no 
creativity or problem-solving skills beyond the 
level of picking up a tool to help break something, 
and will seek out and attempt to devour the flesh 
of the living if left to their own devices.
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ma, Manipulation, or Appearance). The Abyssal becomes 
an avatar of ethereal beauty, otherworldly authority, or ex-
udes a dark magnetism that draws others in even against 
their better judgment. All rolls using the selected Attri-
bute permanently reduce their difficulty by two.

heart oF darKness (••)heart oF darKness (••)
The Abyss opens a deep pit in her heart and al-

lows any attempt to control or confuse her thoughts to 
tumble into it.

System: Reflexively spend 1 Essence or 1 Willpow-
er to become immune to all thought and emotion-al-
tering magic for the rest of the scene.

lesser horrors sCorned (••)lesser horrors sCorned (••)
Those who would seek to know the Abyssal’s 

thoughts or take a measure of her spirit gaze upon the 
void, and find that it gazes also into them.

System: This Charm doesn’t prevent the Abyssal’s 
mind from being read, nor her soul analyzed or evaluated. 
It does exact a price from anyone who would dare to do so. 
Whenever a character reads the Abyssal’s mind, or uses 
some power which analyzes her personality (such as to learn 
her Nature) or spirit (such as reading her aura with Auspex), 
they must make a reflexive Willpower roll against difficulty 9. 
Failure inflicts a derangement upon them as they unwitting-
ly find themselves staring into the heart of Oblivion itself. 
This derangement lasts for (Abyssal’s Essence rating) weeks.

maelstrom-Weathering Ways (••)maelstrom-Weathering Ways (••)
The Abyssal becomes at home forging her way 

through the vast spirit-storm that roils and churns 
through the guts of the Underworld, and may shrug 
off the abuse of the spirit-storms of the dead.

System: The Abyssal may use her Survival Ability to 
navigate paths through the Tempest as though it were the 
Wraith Arcanos of Argos, and always reduces the difficulty 
to do so by two. By spending 1 Essence, she becomes com-
pletely immune to damage from hazardous regions of the 
Tempest and from Maelstroms for the rest of the scene.

Charnel emperor stanCe (•••)Charnel emperor stanCe (•••)
Fixing her gaze upon one who has displeased her, 

the Abyssal crushes them beneath the weight of her 
wrath. The cold inevitability of failure and dissolution 
tears at the target’s every thought, and no memory or 
philosophy offers him comfort.

System: The Abyssal spends 1 Essence and rolls 
Charisma + Intimidation (difficulty 6), contested by the 
target’s Willpower roll (also difficulty 6). Each success 
by which the Abyssal wins this contest destroys a point 

of the target’s Willpower. If reduced to 0 Willpower by 
this Charm, the target immediately falls down and abas-
es himself before the Abyssal, and will perform any deed 
the Abyssal demands in order to be relieved of the aching 
weight of the great and empty void upon his heart, so 
long as the demand isn’t suicidal and doesn’t violate the 
character’s Nature. Supernatural beings are able to shake 
this servile mentality once they regain at least a point of 
Willpower, but mortals remain broken until they spend 
at least a fortnight away from the Abyssal’s presence.

Apocalyptic Effect: If the Abyssal breaks a ghost’s 
will with Charnel Emperor Stance, she may touch his 
brow and spend 1 Essence to place a mark reminiscent 
of her Caste Mark upon him. All other ghosts who see 
the mark understand it to be a chattel-brand marking 
the wraith as the property of an extremely powerful su-
pernatural being. The branded wraith does not lose his 
servile nature after a fortnight away from the Abyssal; 
instead, he gains “Obey [the Abyssal]’s will” as a 5-dot 
Passion, which persists until the Abyssal spends another 
1 Essence to erase the mark, or until the Exalt perishes.

Corpse paWn saCriFiCe (•••)Corpse paWn saCriFiCe (•••)
When death comes to reclaim the Abyssal, she 

may feed it her pawns in her stead.
System: When and only when the Abyssal is about 

to mark lethal or aggravated damage in her Incapacitated 
health box, she may negate the incoming damage by feed-
ing it the animating magic of zombies that she controls. 
One zombie negates one level of lethal damage, while two 
zombies negate one level of aggravated damage. Zombies 
sacrificed in this manner instantly tumble to the ground, 
bereft of animation and bearing the marks of whatever 
wound their expenditure prevented from slaying the Abys-
sal. This Charm cannot be used while the Abyssal has run 
out of either Essence or Willpower points, nor against 
attacks that are specifically anathema to creatures of dark-
ness, such as Edge of Morning Sunlight (see p. page 84). 
In order to sacrifice a zombie, it has to be in the Abyssal’s 
immediate vicinity; she can’t stockpile zombies in a bunker 
under a Dragon Nest and feed them into this Charm.

inFalliBle Barghest mien (•••)inFalliBle Barghest mien (•••)
The Abyssal’s prey can run, but they cannot shake 

her from their trail no matter how clever they may be.
System: Once the character finds some evidence 

of a trail to follow, her player may spend 1 Essence 
to perfectly track the target for the next 24 hours. No 
roll is needed. If she has tasted the target’s blood, this 
Charm’s Essence cost falls to 0.
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irresistiBle suCCuBus style (•••)irresistiBle suCCuBus style (•••)
The Abyssal floods a target’s mind with the glory 

and peace of the grave, pacifying his emotions, stilling 
the turmoil of his spirit, and ultimately making him 
into her willing and worshipful servant.

System: Spend 2 Essence and roll Appearance + 
Empathy (difficulty of the target’s Willpower). Success 
transforms the target into the Abyssal’s obedient ser-
vant. The more successes rolled, the longer the target’s 
servitude lasts, as per the chart below:

Result Duration

Botch Subject cannot be targeted by this Charm 
for the rest of the story.

Failure Subject cannot be targeted by this Charm 
again in the current scene.

1 One hour

2 One day

3 One week

4 One month

5 One year

Each point of Willpower the target spends to resist 
this Charm negates one success on the Abyssal’s roll, 
and can potentially drive the effect down to a “botch” 
result.

Apocalyptic Effect: If the Abyssal’s target is a mor-
tal (or a person only lightly touched by the supernatural, 
such as a ghoul, Kinfolk, or Kinain) who has ever suf-
fered through the death of someone deeply important 
in their life, or a supernatural target who suffered such a 
loss within the last three months, then they cannot spend 
Willpower to resist Irresistible Succubus Style; their new 
devotion to the Abyssal fills the lingering wound in their 
heart, acting as a balm against the ache of loss.

insensiBle Corpse teChnique (••••)insensiBle Corpse teChnique (••••)
Though the Abyssal is not truly undead, she can shrug 

off punishment with the same facility as a walking corpse.
System: Upon purchasing this Charm, the Abyssal 

halves any bashing damage she suffers (round down) after 
soak. Further, bullets now inflict bashing damage to the 
Abyssal unless aimed at her head (a difficulty 8 called shot).

Apocalyptic Effect: The Abyssal is as much dead as 
alive. She no longer suffers discomfort or injury from 
extreme cold, and needs to breathe only once per year.
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lies that tell themselves (••••)lies that tell themselves (••••)
Carving away parts of her listeners’ identity with 

her will and her words, the Abyssal may rewrite the 
memories of another.

System: Spend 2 Essence while detailing the 
subject’s new memories and roll Manipulation + Ex-
pression, resisted by the target’s Willpower (both at 
difficulty 6). The subject’s memories can be rewritten 
based on the number of successes left after subtracting 
the result of the opposed Willpower roll:

• 1 success: The events of a recent scene can be rewritten.

• 2 successes: The events of a recent day can be rewritten.

• 3 successes: A single pivotal memory in the sub-
ject’s life can be rewritten. Alternately, entire weeks of 
the subject’s past can be written so long as they’re not 
crucial to the substance of her life or identity.

• 4 successes: A major feature of the subject’s life 
can be rewritten (such as who they’re married to, 
where they went to school, or whether the Abyssal is a 
hated enemy or their childhood friend).

• 5+ successes: The subject can be given an entirely 
new history.

plague KnoWs its master (••••)plague KnoWs its master (••••)
The Abyssal’s body may be a temple or chariot to 

convey contagion through the world, but no portion of 
suffering will fall upon her.

System: Poison and disease can no longer harm 
the character in any way whatsoever. The Abyssal may 
still act as a carrier for disease, but will never suffer 
symptoms of any sort. If she desires, all zombies she 
raises also become carriers for every disease the Abyssal 
harbors within her flesh.

the dimming oF the light (•••••)the dimming oF the light (•••••)
Placing a hand upon the forehead of another, the Abys-

sal drowns them in nothingness, then draws them forth 
again flensed bare of wonder by the power of Oblivion.

System: The Abyssal’s victim must be either uncon-
scious, have no points of Willpower remaining, or must 
consent to the Dimming of the Light. The Exalt touches 
her victim, spends 5 Essence, and makes a contested Will-
power roll (both against difficulty 6) if the target resists. 
Accumulating more successes allows the Abyssal to mu-
tilate the soul of a wide array of supernatural targets: A 
mage’s Avatar is destroyed as though subjected to Gilgul; 
a changeling’s fae soul is permanently destroyed as though 
she had been slain with cold iron, though her mortal life 

continues; a werewolf’s Rage is permanently reduced to 
0, causing him to “lose the wolf;” a ghost loses all dots in 
whatever they would consider to be their most important 
Passion and Fetter. Imbued hunters, mummies, vampires 
and most creatures of darkness (but not all, sorry Nephan-
di and Black Spiral Dancers!) such as fomori and demons 
are unaffected by the Dimming of the Light. The Chosen 
cannot be deprived of Exaltation, either.

Apocalyptic Effect: The Abyssal may spend 5 Essence 
and 1 Willpower to open her caste mark into a whirling 
vortex of darkness that dims all light and muffles all sound 
within 300 yards. Mortals find the effect eerie, and the 
churning void adorning the Abyssal’s brow terrifying, but 
their fear is nothing compared to that of supernatural be-
ings. Any creature incapacitated (such as by being knocked 
unconscious, sent to a Harrowing, or slain) while in the 
presence of the Abyssal’s vortex are immediately subjected 
to the Dimming of the Light – and anyone who beholds 
the Abyssal’s empowered caste mark instinctively knows 
what they stand to lose by opposing her.

elegant tyrant’s maJesty (•••••)elegant tyrant’s maJesty (•••••)
The Abyssal shrouds herself in the ineluctable 

majesty of the grave. Her dignity and authority are 
unimpeachable; defiance against her is unimaginable, 
violence almost impossible. 

System: The Abyssal spends 2 Essence. For the 
rest of the scene, whenever anyone seeks to oppose her 
in any respect, either socially or physically, they must 
make a Willpower roll against a difficulty of the Abys-
sal’s (Charisma + [higher of Esence or Intimidation]) 
or else abort their action and bow their head in shame 
at their own temerity. Characters may still defend 
against the Abyssal’s attacks, but do so at +1 difficulty.

Supernal Effect: Whenever a character attempts to 
defy the Abyssal and fails due to Elegant Tyrant’s Majes-
ty, they suffer two levels of unsoakable lethal damage as 
the chill of the grave spreads through their body.

Withering dirge (•••••)Withering dirge (•••••)
The Abyssal sings a mournful aria or similar per-

formance that enchants and enthralls its audience… 
even as it drains the life from them.

System: Spend 2 Essence and roll Charisma + Per-
formance, difficulty 7. All listeners must roll Willpower 
(difficulty 6) and gain more successes than the Abyssal, 
or else lose themselves in the performance, ignoring the 
world around them. Listeners suffer one automatic level 
of unsoakable lethal damage every minute so long as the 
performance continues. Supernatural targets can make 
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another Willpower roll each time they suffer damage; 
mortals only get another roll if someone attempts to 
physically shake them out of their reverie.

Alternately, a target may choose to forfeit his Will-
power roll (generally because he has no hope of over-
coming the Abyssal’s successes) and instead bow down 
before the Abyssal, submitting to her will. He must now 
unquestioningly obey a number of commands from the 
Exalt equal to the successes she rolled to activate the 
Withering Dirge, but is immune to any further damage 
from this Charm while he harbors outstanding services 
owed. No service can last for longer than a fortnight, so 
“do nothing to thwart my plans” can hold this Charm’s 
victims off for a while, but not forever.

By spending 1 additional Essence, the Abyssal may 
cause every zombie she controls, wherever it may be, to 
unhinge its jaw and also sing the Withering Dirge in 
her voice, with the same deadly effects.

The Abyssal may take no other actions while sus-
taining her deadly song save to walk from place to place.

Apocalyptic Effect: The Abyssal may act without 
reservation while using Withering Dirge, though her 
actions are at +1 difficulty. If she attacks anyone direct-
ly, they break free of the song’s trance as though they’d 
exceeded her successes on a Willpower roll; and any-
one she interacts with nonviolently (such as by search-
ing their pockets or moving them out of her way) gets 
another Willpower roll for the disruption, and makes 
it and all subsequent Willpower rolls at difficulty 5.

Wounds mean nothing (•••••)Wounds mean nothing (•••••)
Shunting all of her living vitality into the seat of 

her Essence, the Abyssal gains the momentary ability 
to survive any conceivable trauma.

System: The player may reflexively spend 1 Es-
sence after the character is struck by an attack, but be-
fore damage is rolled. The Abyssal negates the damage 
roll and suffers no damage… to her health boxes. Her 
body absorbs whatever cosmetic injury seems appropri-
ate to the attack, and so may have gaping holes blasted 
through her by a shotgun, or could be reduced to jum-
bled meat and gristle by falling off a skyscraper. These 
apparent injuries do nothing to slow her down or in 
any way inconvenience her, and slowly revert them-
selves over the course of the next few minutes.

Apocalyptic Effect: At any time she wishes, the 
Abyssal may reflexively manifest any cosmetic injury she 
has ever negated with Wounds Mean Nothing, lowering 
the difficulty of an Intimidation roll by –3. Manifested 

wounds could also potentially be used for other purpos-
es as well, such as to play dead very, very convincingly.

dayBreaK CharmsdayBreaK Charms

exCellenCe oF the Bleeding sun: (aBility) (•)exCellenCe oF the Bleeding sun: (aBility) (•)
By feeding raw Essence into her sense of self and 

surety, the Daybreak Caste may perform feats of re-
search, insight, and creation far beyond mortal limits.

System: Select one of the following Abilities when 
purchasing this Charm: Craft, Academics, Computer, 
Investigation, Medicine, Occult, Science, or Technology. 
At any time, the player may reflexively spend 1 Essence to 
add (the Attribute being rolled + the Ability in question) 
dice to all rolls using this Ability for (Essence rating + 1) 
turns in combat, or minutes outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. Daybreak Castes get all ver-
sions of this Charm with a single purchase.

starveling plague (•)starveling plague (•)
When the Abyssal drains a mortal to death with 

her fangs, she may leave behind a trace of primordial 
darkness in his empty veins, causing the corpse to rise, 
and walk, and hunger.

System: After drinking a mortal’s blood until he 
dies, the Abyssal may roll Willpower against difficulty 
8. Success causes the corpse to rise at the end of the 
following turn as a zombie under her control. Zombies 
animated by Starveling Plague lose their animation after 
one cycle of the moon unless stationed within a Dragon 
Nest, whose power may sustain them indefinitely.

Once an Abyssal knows Starveling Plague, any 
mortal she drinks to death has a small chance of ris-
ing as a zombie, even if she doesn’t try to reanimate 
them intentionally. Such unintended risings can hap-
pen anywhere from minutes to days after death, and 
the resulting zombie is feral, under no one’s control. 
Spontaneous reanimations of this sort occur at the 
Storyteller’s discretion; most Abyssals with this Charm 
aren’t aware they’re possible.

through dead eyes (•)through dead eyes (•)
The Abyssal’s eyes become jet black as she attunes 

her senses to the seed of death and destruction present 
in all things, or transforms her Essence into a perfect and 
pitiless mirror against which to reflect the otherworlds.

System: Roll Perception + Occult against difficul-
ty 7. Success allows the character to see the incipient 
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decay and entropy in the world, mimicking the Wraith 
power of deathsight. Reduce the difficulty of any roll 
to diagnose an illness or determine how best to break 
or repair an object by two.

Spending 1 Willpower permits the Abyssal to at-
tune her senses to the vibrations of another realm of 
existence for a scene, seeing through the Gauntlet or 
Shroud and into the Penumbra or Shadowlands, or to 
behold reality’s Chimerical aspect.

Apocalyptic Effect: The Abyssal’s eyes are always 
perfect black pools, and she never stops seeing at least 
traceries of death and decay in the world. The difficulty 
to sharpen this vision into a replica of deathsight with 
Through Dead Eyes is only 5, rather than the usual 7. 
Seeing through the Shroud into the Underworld can 
be accomplished with a mere turn of concentration, 
waiving the usual Willpower cost.

World-Withering method (•)World-Withering method (•)
The Abyssal uses her understanding of the building 

blocks of the world to rend it asunder with her Essence.
System: The character touches an object no larger 

than a truck, spends 1 Essence, and rolls Intelligence 
+ (highest of Occult, Science, or Technology) against 
difficulty 7. Success causes the object to age by years or 

decades in a matter of moments. The Abyssal chooses 
how much or how little time ravages the object. If she 
accumulates at least three successes, even very sturdy 
and enduring objects such as a steel safe may be rotted 
into nothing more than dust or flakes of rust.

Apocalyptic Effect: When using World-Withering 
Method, the Abyssal may target any object within her 
line of sight rather than needing to touch it, and may 
unmake it with a gesture. No roll is required to do so; 
the object fades to black, and then to nothingness. By 
paying 1 additional Essence to activate World-Wither-
ing Method, the Abyssal may unmake objects up to the 
size of a two-story home or similar modest building. 

By paying 1 additional Essence and 1 Willpower, 
she may also attempt to unmake distinct abstractions. 
This requires an Intelligence + Occult roll: the base 
difficulty is 6 if this would only impact mundane inani-
mate objects. Raise the difficulty by +1 for each element 
which is true: the unmaking affects an animate being; 
the unmaking affects something magical; the unmak-
ing affects a supernatural being. Thus, attempting to 
unmake the sharpness of a magical sword would be 
difficulty 7, while unmaking a vampire’s hunger would 
be difficulty 9, since the vampire is animate, magical, 
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and a supernatural being. Animate targets can resist 
having elements of their being unmade with a reflexive 
Willpower roll against difficulty 6, and supernatural 
beings cost 1 additional Essence to target.

These acts of unmaking can’t kill a creature out-
right, or remove some quality necessary to their exis-
tence (such as a vampire’s agelessness), but the Abyssal 
could remove a lover’s tenderness, a singer’s harmony, 
or a cop’s authority. She can also erase the pain from 
a memory, the sensible organization from a bookshelf, 
the roughness of a poorly-maintained road, or the heat 
of a hot stove. Only abstractions attached to some dis-
tinct local phenomenon may be targeted; the Abyssal 
can’t unmake the progress of time itself, or strike all 
happiness from the cosmos.

all aCCording to plan (••)all aCCording to plan (••)
Calculation is inevitability. The Abyssal negates 

any other disadvantages with cold, pristine logic.
System: Reflexively spend 1 Essence to substitute 

Intelligence in place of any other Attribute, or Academ-
ics in place of any other Ability for the next (Essence + 
1) turns, or (Essence + 1) minutes outside of combat. 
Alternately, by spending 1 Essence and 1 Willpower, the 
Exalt can roll Intelligence + Academics in place of an-
other specific Attribute + Ability pool for that duration.

Apocalyptic Effect: The Abyssal may draw slivers 
of memory and identity from the swirling depths of 
the Sea of Shadows to serve her needs. By meditating 
for an hour and connecting herself to the Tempest that 
forever rages in the depths of the Underworld, she may 
make an Intelligence roll to retrieve a desired Knowl-
edge (difficulty 6), Skill (difficulty 7), or Talent (diffi-
culty 8). She gains a number of dots in the retrieved 
Ability equal to the successes rolled (to a maximum of 
5) until she next sleeps or meditates.

CanniBalistiC reneWal inCitement (••)CanniBalistiC reneWal inCitement (••)
The Abyssal may grant a blessing or curse of terri-

ble, cannibal hunger.
System: The Abyssal touches her subject and spends 

1 Essence, then rolls Manipulation + Medicine against 
a difficulty of the subject’s Willpower. For 24 hours per 
success, the subject finds the sight and smell of her own 
species to be… delectable. She’s under no obligation to 
act on these terrible compulsions, but if she does, she 
finds that for every 3 health levels worth of appropriate 
flesh consumed, she heals 2 bashing or 1 lethal damage. 
If she devours the flesh of a supernatural being, she may 
heal aggravated damage as easily as lethal damage. The 

average human body contains about 10 levels worth of 
edible meat, and those under the effects of this Charm 
find that their stomach never seems to fill, no matter 
how much of a cannibal repast they partake in.

The Abyssal may target herself with this Charm if 
she wishes. Additionally, once she knows this Charm, 
all zombies she controls or animates permanently en-
joys its benefits, allowing them to repair themselves by 
feasting on flesh.

Apocalyptic Effect: There is power to be had from 
consuming others. When someone the Abyssal blesses 
with Cannibalistic Renewal Incitement (including her-
self) devours another person down to bare bones – that 
is to say, consumes all 10 levels of their flesh – they 
may increase one of their Attributes by one dot for the 
next 24 hours. This can’t raise an Attribute above 7.

Crypt Bolt (••)Crypt Bolt (••)
The Abyssal concentrates her Essence into killing 

projectile of some kind: perhaps a blast of black flames, 
perhaps otherworldly lightning, perhaps a stream of 
transcendently deadly acid.

System: Roll Dexterity + Athletics (difficulty 5) to 
aim the attack. The bolt has a damage rating of 5 (le-
thal) and a range of 40; reflexively spending 1 Essence 
makes its damage aggravated for the next (Essence rat-
ing) turns.

Apocalyptic Effect: The Abyssal’s killing intent 
manifests itself in her chosen incarnation of Crypt 
Bolt: when she is wroth, she may be limned in black 
flames, or her eyes may crackle with purple lightning, 
and these features manifest themselves in her anima 
banner when it becomes visible. The damage of the 
Abyssal’s Crypt Bolt is 7 rather than the usual 5, its 
range is 100, and spending 1 Essence upgrades Crypt 
Bolt’s damage to aggravated for the rest of the scene 
rather than (Essence rating) turns.

murder-traCing eye (••)murder-traCing eye (••)
The Abyssal may dissect a scene, isolating import-

ant details in a matter of seconds.
System: Reflexively spend 1 Essence to compress a 

scene’s worth of observation into the time it takes to 
draw in a deep breath, allowing for such feats as a re-
flexive Perception + Investigation roll while falling past 
a window and glancing into the room on the other side.

soul-eating striKe (••)soul-eating striKe (••)
The Abyssal may consign those she slays immedi-

ately and irrevocably to Oblivion.
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System: When the Abyssal slays any being, the player 
can opt to roll Wits + Occult (difficulty 6). Doing so pre-
vents spirits and ghosts from ever returning or reforming, 
annihilates the eternal essence of demons, prevents any 
ensouled being from reincarnating or becoming a wraith, 
and annihilates the eternal soul of even mummies – al-
though Celestial Exaltation cannot be destroyed with 
Soul Eating Strike. The Abyssal gains 3 Essence on the 
spot if the annihilated being was in any sense immortal, 
such as a spirit, ghost, demon, vampire, or mummy. Fur-
thermore, the Abyssal can reflexively spend 1 Essence to 
gain the ability to strike and damage intangible beings for 
the rest of the scene, so long as she can perceive them.

Apocalyptic Effect: The Abyssal is a living vessel 
of Oblivion’s power, and when she feeds it eternity, an 
upswelling of dark power spills out from her to empow-
er annihilation’s servants. Whenever the Abyssal gains 
Essence from using Soul-Eating Strike, every spectre 
present in the scene that is not actively opposing her 
adds +1 die to its dice pools for the rest of the scene. 
This bonus stacks if the Abyssal goes on a killing spree.

Corpse questioning teChnique (•••)Corpse questioning teChnique (•••)
So long as at least an intact skull remains, the Abyssal 

may interrogate a cadaver and expect truthful answers.
System: Spend 3 Essence and roll Charisma + In-

timidation against difficulty (5 + number of weeks the 
body has been dead, maximum 9). The Abyssal may 
ask and have answered a number of questions equal to 
her successes rolled. The corpse knows all it did and 
life, though it is devoid of its former personality. This 
Charm can only be used once on any corpse.

dream-slaying deFense (•••)dream-slaying deFense (•••)
The Abyssal empowers herself with absolute nulli-

ty to shield her from hostile curses.
System: Whenever the character is the subject of 

any supernatural power that seeks to transform, infect, 
taint, transport, or control her body or spirit, she may 
reflexively spend 1 Essence or 1 Willpower and roll 
Wits + Occult against difficulty 7. Success shatters the 
hostile magic, protecting the Abyssal completely, and 
immunizes her against repeated attempts to exert the 
same sort of influence for the rest of the scene.

murder room preparedness (•••)murder room preparedness (•••)
The Abyssal has learned to be ever-ready for the 

eventualities of chaos, mayhem, and violence.
System: Once per scene, the Abyssal may reflex-

ively spend 1 Essence to re-roll a failed or botched roll, 

keeping the preferred result. Her player must describe 
how the Abyssal planned ahead for the inevitability 
of the difficulty she now faces. Alternately, the player 
can spend 1 Willpower to retroactively declare that the 
Abyssal brought along some useful bit of equipment (or 
performed a useful bit of research), and has had it with 
them all along, so long as this isn’t clearly in violation 
of the established scene. For example, the Abyssal might 
have brought zip ties along with her to a burglary in case 
it turned into a kidnapping, or concealed a small blade 
up her sleeve in case she got kidnapped, but she surely 
hasn’t been driving a bulldozer around for the last half-
hour with which to conveniently break down a wall.

Apocalyptic Effect: When the player spends Will-
power to retcon the scene, she may cite one or more of 
the Abyssal’s Backgrounds and call upon some truly 
implausible or significant bit of foresight: she had one 
of her Contacts stow a bulldozer on the grounds, or a 
helicopter pilot she hired with her Resources passes 
over at that moment and tosses down a rocket launch-
er from her Arsenal.

truth naKed and Bleeding (•••)truth naKed and Bleeding (•••)
The Abyssal emits a chilling pulse of Essence that 

scatters any falsehoods set before her to dust and ash.
System: Spend 2 Essence to activate this Charm. 

Anyone in the Abyssal’s presence who is pretending 
to be something they are not finds those deceits sud-
denly stripped away, and must soak (Abyssal’s Essence 
rating) levels of bashing damage. This Charm destroys 
illusions, disguises, and attempts at deceit such as 
Chimerstry, Obfuscate’s Mask of a Thousand Faces 
(but not any of Obfuscate’s stealth powers), and similar 
deceptions, along with setting all mundane attempts 
at disguise to 0 successes. Possessing spirits are briefly 
visible, superimposed over their host. A changeling’s 
true Chimerical appearance becomes visible for a few 
minutes. Transformed werewolves are exactly what 
they seem to be – all of their various forms are who 
they “really” are – and so are unaffected by Truth Na-
ked and Bleeding.

BlaCK WidoW Binding (••••)BlaCK WidoW Binding (••••)
Binding together prayer, pristine workmanship, 

and fearful spirits, the Exalt may craft an item suitable 
for habitation by an ephemeral being, and then bind 
an appropriate denizen of the Spirit World into it.

System: This Charm allows the character to create 
fetishes (see W20, page 221). The character must first 
craft the item that is to serve as the physical substance 
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of the fetish, and must do so entirely by herself. Then, 
the Exalt uses this Charm to bind a spirit into the fe-
tish. This may be done either with the spirit’s willing 
cooperation, or after battering it until it has been re-
duced to 0 Essence and then suspending its dissolution 
for 24 hours by reflexively spending 1 Essence. Such a 
“suspended” spirit swirls about within the Exalt’s anima 
until either bound into a fetish, or until the suspension 
ends, at which point the spirit finishes discorporating.

To bind a spirit into a prepared vessel, the Exalt must 
retire to a ritual space and spend (Fetish’s rating) hours 
and (Fetish’s rating x 3) Essence binding the spirit and 
object together. Because of the high Essence cost of this 
Charm, it is most easily performed within Dragon Nests.

Corpse graFt teChnique (••••)Corpse graFt teChnique (••••)
The Abyssal may fuse death to life to shore up the 

debilities of the living, replacing maimed or missing body 
parts with undead grafts harvested from corpses. These 
grafts may be in any style the Abyssal likes, from rotting 
zombie-parts to complex “artificial” armatures of bone 
and sinew, to carefully harvested replacement limbs near-
ly indistinguishable from living tissue save for their pallor.

System: The Abyssal spends several hours treat-
ing a crippling debility, then her player spends 
2 Essence and rolls Intelligence + Medicine 
(difficulty 8). Success repairs the debility after 
24 hours of acclimation to the corpse graft.

The Abyssal may also use this Charm to 
repair damaged zombies she controls. In this case, 
the Charm costs no Essence, and the roll is Intel-
ligence + (higher of Crafts or Medicine) at diffi-
culty 6. Each success restores one Health Level.

Apocalyptic Effect: The Abyssal may splice 
together life and death to create a wide variety of 
uncanny horrors. She may devise and execute medi-
cal procedures requiring a fully stocked alchemical lab-
oratory and surgical theater and an uninterrupted 
day or two of treatments and surgeries. She then 
rolls Intelligence + Medicine against difficulty 
9. Failure inflicts four levels of aggravated dam-
age upon the patient, while a botch kills them 
outright; success, on the other hand, transforms 
them in one of the following ways:

• The Abyssal may grant some aberrant biologi-
cal or spiritual feature, such as additional arms har-
vested from corpses, inhumanly accelerated healing, 
the capacity to scent and track human flesh like a 
bloodhound, or even the ability to crawl through the 
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Shroud separating the world of the living from the Un-
derworld. In game terms, grant them a fomor power; 
see W20, page 429 for examples.

• If the Abyssal has vampire material samples to 
work with, she may transform her subject into a reve-
nant (see V20, p. 496) with “family” Disciplines based 
on the donor material used, and a weakness based in 
some way on the Abyssal’s Shadows.

This procedure is best employed upon mortals, or 
beings with fundamentally mortal bodies such as mag-
es, Kinfolk, ghouls, and Kinain. Exalts, werewolves, 
vampires, and other creatures capable of rapid healing 
or whose bodies eventually revert to a set form will 
quickly reject the alterations unless they pay a point of 
permanent Willpower to keep them.

Anyone bearing advanced alterations inflicted by the 
Abyssal’s necrosurgery is considered a creature of darkness.

dreams oF the Well oF udr (••••)dreams oF the Well oF udr (••••)
The Abyssal poisons her Essence with blasphe-

mous secrets and long-forgotten lore, making herself 
into a necromancer without peer.

System: Upon purchasing this Charm, the Abys-
sal permanently lowers the cost of all ancient sorcery 
spells by 1 Essence (to a minimum of 1), and lowers the 
difficulty of all ancient sorcery rolls by one.

Apocalyptic Effect: The Abyssal may elect a spell 
she knows as her signature spell. That spell’s cost is a 
mere 1 Essence, and its difficulty is reduced by two.

shroud-rending gesture (••••)shroud-rending gesture (••••)
The Abyssal may tear open a brief rent in the skin of 

reality, allowing her to pass through into the otherworlds.
System: Spend 1 Essence and roll Wits + Occult 

against a difficulty of the local Shroud, Gauntlet, or 
Banality rating. Success transports the character into 
an otherworld of her choice: the Penumbra, the Shad-
owlands, or – if used at a Trod – the Near Dreaming. 
By raising the difficulty by 1 (to a maximum of 9) and 
spending 1 additional Essence per ally, the Abyssal can 
also draw other willing characters into the otherworlds 
with her. This Charm may also be used in reverse to 
return to the material world.

The character also permanently gains the ability to 
understand the language of spirits and to make herself 
clearly understood by them.

Apocalyptic Effect: The Abyssal may cross Shroud 
at no cost by symbolically enacting some form of death 
or suicide, and may also bring her allies across in such 

a fashion for free, such as by leading them into the 
middle of a highway while activating Shroud-Rending 
Gesture (even if there are no cars to be seen), immer-
sion in water, or directing her allies to place unloaded 
guns to their heads and pull the triggers.

deCeption-punishing stare (•••••)deCeption-punishing stare (•••••)
Woe betide those who would attempt to mislead 

the knights of the abyss. Anyone who intentionally at-
tempts to lie to the Abyssal suffers spontaneous stigma-
ta, bleeding from the eyes, lips, or fingertips.

System: Spend 1 Essence. For the rest of the scene, 
whenever someone knowingly lies to the Abyssal, she 
manifests alarming but harmless stigmata.

Apocalyptic Effect: When someone lies to the 
Abyssal under the effects of Deception-Punishing 
Stare, the blood keeps coming and coming; the liar 
suffers one unsoakable level of lethal damage per min-
ute. The only way to stem the bleeding is to answer the 
Abyssal’s question once again, this time as truthfully as 
the victim is able to.

plague-eating Kiss (•••••)plague-eating Kiss (•••••)
While drinking someone’s blood, the Abyssal may 

draw any sickness, disease, or ailment out of them and 
store it within her own Essence, to be later passed on 
to a more worthy recipient.

System: Spend 1 Willpower while biting a target to 
cure them of a disease or sickness. The Abyssal stores 
this ailment harmlessly within herself until ready to 
unleash it, at which point she must touch her target, 
spend 1 Essence, and make a contested roll of Strength 
+ Medicine vs the target’s Stamina + Athletics, both at 
difficulty 6. If the Abyssal gains more successes, the 
target is infected with a stored contagion.

If the Abyssal controls any zombies, she may also reflex-
ively activate this Charm to inflict a stored plague through 
her minion when one of her zombies bites someone.

World-slaying arsenal epiphany (•••••)World-slaying arsenal epiphany (•••••)
The Abyssal dreams a black and terrible dream: a 

dream of the end of all things, of black miracles and 
grinding engines of extinction. Fixing her awful vi-
sion into the potentiality of the world with Essence, 
she then plumbs the depths of her ingenuity until she 
finds a way to affix nightmares into reality, birthing 
forth a horror into the world.

System: This Charm allows the character to create 
Talismans and Devices (see M20, starting on p. 651). The 
character first envisions a magical item or product of im-
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possible science of some kind, from a reactor which burns 
souls for fuel to a blade that drinks the blood of those it 
cuts. The character then spends a period of time working 
out the principles necessary to create the Wonder. This is 
an extended Intelligence + (Occult, Science, Technology, 
or just possibly Computer) roll against difficulty 9, made 
at one week intervals, and needing to accumulate a total 
of three times the Wonder’s rating in successes. The Exalt 
must spend 2 Essence each time she makes this roll. A 
botch at any point forces the Exalt to start over and dou-
bles the necessary number of successes.

Once she designs the Wonder, the Exalt must then 
create it herself – likely an extended Craft or Technology 
roll. Some projects, it should be noted, while technical-
ly within the scope of the Exalt’s imagination, may be 
extremely difficult or even impossible to actually create. 
An Exalt who wants to construct a gigantic tower which 
rips loose the soul of everyone in the city and feeds them 
to whosoever sits on a terrible throne of basalt at its peak 
is going to run into all kinds of trouble securing the 
proper materials, land, and keeping her supernatural 
neighbors from uniting to stop her. Even without such 
concerns, constructing an entire skyscraper-sized death 
tower by hand is the work of decades.

Finally, having crafted her Wonder, the Exalt must 
perform either a ritual to enchant it or a procedure to 
charge it with her Essence, bringing its miraculous prop-
erties online. This requires (Wonder’s rating) hours of 
work or ritual, and the expenditure of (Wonder’s rating 
x 5) Essence. Because of the high Essence cost of this 
Charm, it is most easily performed within Dragon Nests.

day Charmsday Charms

exCellenCe oF the False sun: (aBility) (•)exCellenCe oF the False sun: (aBility) (•)
By feeding raw Essence into criminal endeavor, the Cho-

sen of the Day may perform legendary feats of skullduggery.
System: Select one of the following Abilities when 

purchasing this Charm: Alertness, Athletics, Firearms, 
Investigation, Larceny, Stealth, Streetwise, or Subterfuge. 
At any time, the player may reflexively spend 1 Essence to 
add (the Attribute being rolled + the Ability in question) 
dice to all rolls using this Ability for (Essence rating + 1) 
turns in combat, or minutes outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. Day Castes get all versions of 
this Charm with a single purchase.

CrouChing gargoyle stanCe (•)CrouChing gargoyle stanCe (•)
The Abyssal becomes weightless as a ghost, and en-

joys unearthly, perfect balance.
System: The character needs never roll to main-

tain her balance, no matter how precarious her foot-
ing, and may stand or run upon even the weakest or 
most insubstantial of surfaces, such as falling leaves, 
individual threads, drops of rain, or even the surface 
of water. Reflexively spending 1 Essence allows her to 
run and stand upon walls or even to cling to ceilings 
for the rest of the scene.

Apocalyptic Effect: The Abyssal also permanently low-
ers the difficulty of all Dexterity + Athletics rolls by one.

FiveFold sensory exerCise (•)FiveFold sensory exerCise (•)
The Abyssal may sharpen her senses until they’re 

as keen as those of the unquiet dead. She can hear a 
person’s heartbeat from rooms away, read a sheet of 
paper by letting her fingers trail across the ink on it, 
and count the hairs on a fly’s legs from across a room.

System: The Abyssal must spend a turn in concentra-
tion to activate or banish this Charm. While it is active, 
the difficulty of all Perception rolls drops by three, to a 
minimum of difficulty 3. Since Fivefold Sensory Exercise 
sharpens the Abyssal’s senses indiscriminately, few of the 
Chosen leave it active at all times, having no desire to 
regularly experience corpse-stench in superhuman detail.

earth-ForsaKing stanCe (••)earth-ForsaKing stanCe (••)
The Abyssal’s leaps become as powerful and sud-

den as a wolf spider on the hunt.
System: The character’s jumping distance and height 

is tripled. By reflexively spending 1 Essence, the Abyssal 
may increase her jumping distance or height tenfold.

Apocalyptic Effect: The character always lands on 
her feet, is permanently immune to falling damage, 
and this Charm’s more powerful mode is always on 
without the need of an Essence cost.

liFe-eroding gesture (••)liFe-eroding gesture (••)
The Abyssal raises a hand and slowly brings her 

fingers together, crushing the vitality from whosoever 
has earned her wrath.

System: Concentrating fully upon her target, the 
Abyssal’s player makes a Willpower roll against diffi-
culty 7. If in combat, this is her action for the current 
turn. For each success she rolls, her target loses one 
die from whatever action they’re currently attempting.

Apocalyptic Effect: Should the Abyssal reduce an 
action to 0 dice with Life-Eroding Gesture, it automat-
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ically becomes a botch and the target loses 3 Willpower 
points. Furthermore, the Abyssal may spend 1 Will-
power to use Life-Eroding Gesture reflexively, without 
using an action to deploy it, once per turn for the next 
(Essence rating) turns.

ominous portent exerCise (••)ominous portent exerCise (••)
The Abyssal instinctively knows when death draws 

near, making her impossible to take unaware so long as 
she hasn’t totally exhausted both body and spirit.

System: The Abyssal may reflexively spend 1 Essence 
automatically notice an ambush or other such unexpect-
ed attack, allowing her to defend against it as normal.

shadoWs upon the moon (••)shadoWs upon the moon (••)
The Abyssal drifts away from attacks that seem 

to have struck her at the last possible moment, like a 
ghost, like fog on a winter night.

System: So long as she’s aware of an attack, the 
Abyssal may soak with her Athletics rating rather than 
Stamina, if she desires. If her Stamina rating is equal to 
or higher than her Athletics, then she adds one die to 
all soak rolls against attacks she’s aware of.

spider in soCiety’s WeB (••)spider in soCiety’s WeB (••)
The Abyssal may, with but a moment’s touch, feel 

the chains that bind one of the living to the restless dead.
System: To activate this Charm, the Abyssal must 

touch a living being and spend 1 Essence, then roll Per-
ception + (Awareness, Investigation, or Occult). Her 
successes determine how much information she learns.

• 1 success: The Abyssal learns whether or not the indi-
vidual has any connection to the restless dead of any sort.

• 2 successes: The Abyssal learns the nature of the 
connection: If the individual is the subject of a ghost’s 
Passion or acts as its Fetter, if they are under the thrall of 
a vampire, or if their nature places one foot in the after-
life (as in the case of a revenant, dhampir, or dhampyr).

• 3 successes: The Abyssal learns the depth of the 
bond: whether the mortal is the subject of a minor or 
major Passion or Fetter; whether she belongs heart and 
soul to a vampire through the Blood Bond or long-
term psychic conditioning, or is merely being affected 
by transitory enchantments of the blood; or the pre-
cise nature of a half-dead being’s lineage.

• 4 successes+: The Abyssal learns the identity of 
the ghost or vampire the individual is tied to, includ-
ing the creature’s name and appearance.
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strength stealing teChnique (••)strength stealing teChnique (••)
The Abyssal may convert the stolen life of another 

into raw might.
System: When the Abyssal inflicts at least three 

levels of lethal damage to another character by drink-
ing their blood, she adds (lower of Essence rating or 
Strength) automatic successes to her next Strength 
roll or Strength-based damage roll during the next 24 
hours. When she drinks someone to death, she adds 
(higher of Essence rating or Strength) instead.

Apocalyptic Effect: When the Abyssal drinks a su-
pernatural being to death, she may automatically suc-
ceed at the next feat of strength she attempts involving 
any object up to the size of a skyscraper. If she gluts her-
self on the blood and death of at least a dozen people 
during a single scene, she adds 10 automatic successes 
to her next Strength or damage roll, rather than the 
normal bonus granted by Strength Stealing Technique.

FaCe-drinKing Bite (•••)FaCe-drinKing Bite (•••)
The Abyssal may take someone’s likeness along 

with their blood.
System: By drinking another character’s blood, 

the Abyssal gains the ability to don his appearance as 
a perfect disguise for the next 24 hours. If she drinks 
the character to death, she may wear his appearance at 
any time by spending 1 Essence. This disguise lasts for 
(Essence rating) hours.

inComparaBle phantom Form (•••)inComparaBle phantom Form (•••)
The Abyssal steps halfway into the Shroud which 

divides life from death, and for a short time, walks as a 
phantom in the living world.

System: Spend 1 Essence. For the next (Essence rat-
ing x 5) minutes, the Abyssal becomes insubstantial and 
may pass through solid objects and surfaces. Any magic 
explicitly capable of harming spirits or insubstantial be-
ings can still strike and hurt her. The Abyssal may end 
this Charm prematurely at any time she wishes.

shadoW raCes the light (•••)shadoW raCes the light (•••)
The Abyssal moves with the speed of a scream, able 

to flash from shadow to shadow like a living nightmare.
System: The Abyssal’s movement speed is perma-

nently tripled, and she doubles the result of all Initiative 
rolls. By reflexively spending 1 Essence on her turn, she 
can instantly teleport into any shadow she can see.

Apocalyptic Effect: The Abyssal moves from shad-
ow to shadow in the momentary darkness that is the 
blink of an eye. By spending 1 Essence, she may be-

come one with the shadows for the rest of the scene; 
each turn, she gains one free teleportation to any shad-
ow she can see, as though she were using Shadow Rac-
es the Light at no cost. Furthermore, her movement 
speed is permanently quintupled by Shadow Races the 
Light rather than tripled.

splinter in the mind’s eye (•••)splinter in the mind’s eye (•••)
The Abyssal can flood her Essence with the signature 

of Oblivion, vanishing from sight and awareness completely.
System: By standing still in a shadowed place or 

obscure corner and remaining quiet, the Abyssal can 
become functionally invisible and impossible to notice 
so long as nobody’s actively watching her. This obscu-
rity remains in place so long as she doesn’t move or 
make noise. Spending 1 Essence renders her invisible 
and impossible to notice for the rest of the scene, so 
long as she doesn’t make some sort of loud noise or 
take blatant action such as attacking or tipping over a 
bookshelf. Spending 1 additional Essence allows her 
to extend this concealment to any zombies she con-
trols, so long as they remain perfectly still.

Apocalyptic Effect: To see the Abyssal is impossi-
ble, unthinkable, an acceptance of horror no mind can 
endure. Even if she makes loud noises or begins fight-
ing, the invisibility granted by Splinter in the Mind’s 
Eye won’t break. Only her anima flaring will break the 
Charm. Attempting to target the Abyssal in combat 
while she is invisible increases the difficulty of attacks 
by +2. Her zombies similarly remain invisible so long 
as they don’t slouch out into direct light.

Falling sCythe attaCK (••••)Falling sCythe attaCK (••••)
When her foes do not resist, there can be no doubt 

of the Abyssal striking an instantly fatal blow.
System: Reflexively spend 1 Essence when the Abys-

sal launches an unexpected attack. After rolling damage, 
double the successes before soak. If the Abyssal slays her 
target, she may reflexively spend 1 additional Essence 
to force his body through a silent Nihil to be lost in the 
eternal wrack and roil of the distant Tempest.

Apocalyptic Effect: Whenever the Abyssal kills 
someone, she may reflexively activate Falling Scythe 
Attack’s second function for 0 Essence to shuttle the 
corpse through a series of Nihils, in and out of the Lab-
yrinth, to be deposited somewhere else in the living 
world within (Essence rating x 100) yards of her, such 
as in the murdered individual’s own bed, or hidden in 
a wardrobe, or otherwise secreted away somewhere to 
be discovered at a time that will be convenient for the 
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Abyssal’s plans. The only restriction is that the Abyssal 
can’t dump the body out in front of witnesses; she can 
only relocate it to some hidden or unoccupied space.

FliCKering Wisp teChnique (••••)FliCKering Wisp teChnique (••••)
The Abyssal fades into smoke and shadow just before 

being struck by an attack, reappearing a moment later.
System: Reflexively spend 1 Essence. The attack 

fails to strike the Abyssal without any further dice rolls. 
If the Abyssal spends 2 Essence, then she can also tele-
port to any point within (Essence x 50) yards.

Apocalyptic Effect: The Abyssal reappears in her 
enemy’s blind spot. If she uses her next action to at-
tack someone whose attack she dodged with Flickering 
Wisp Technique, that attack is made at –1 difficulty.

Wandering murderous shadoW (••••)Wandering murderous shadoW (••••)
The Abyssal can direct a sliver of her limitless killing 

into her shadow, sending it off to wreak havoc on her behalf.
System: Spend 2 Essence and a moment in con-

centration, then roll Willpower against difficulty 7. 
The Abyssal’s shadow detaches from her and fades into 
the Underworld (if the Abyssal isn’t already there), 
where it becomes a Shade with a mission imprinted 
upon it by the Abyssal. The Shade has the same Traits 
as the Abyssal, plus (Essence rating x 5) dots of Dark 
Arcanoi and (Essence rating) Shadecraft powers (see 
Chapter Ten of Wr20). The Shade dissolves back into 
the Abyssal’s shadow and returns to her after a num-
ber of days equal to the successes on the Willpower 
roll (minimum 1), or when it loses all of its Corpus or 
completes its mission.

Apocalyptic Effect: Whenever the Abyssal uses 
Wandering Murderous Shadow, she creates (Essence 
rating) Shades to carry out her bidding.

on Wings oF night (•••••)on Wings oF night (•••••)
The Abyssal’s anima billows out around her like ten-

ebrous wings, bearing her aloft and allowing her to fly.
System: Spend 3 Essence. For the rest of the scene, 

the Abyssal may fly at twice her normal movement 
rate. If the light of the sun touches her anima, this 
Charm ends instantly.

Apocalyptic Effect: The Abyssal may use this 
Charm for free whenever her anima is flaring.

vessel oF the First Curse (•••••)vessel oF the First Curse (•••••)
Striking a black spark off of her Exaltation, the 

Abyssal breathes a terrible curse into a corpse she has 
just exsanguinated with her fangs, dooming it to an 
eternity of darkness and thirst.
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System: After drinking a living person to death 
with her fangs, the Abyssal may lean over the body be-
fore it grows cold, breathe into its open mouth, spend 
3 Essence, and roll Willpower against difficulty 8. 
Success brings the deceased back as a 15th generation 
clanless vampire (see V20, p. 481). This peculiar form 
of the Embrace is otherwise subject to all normal Em-
brace restrictions and peculiarities when the Abyssal 
attempts to bestow it on supernatural targets.

Apocalyptic Effect: The Abyssal may roll her Es-
sence rating against difficulty 6 when using Vessel of 
the First Curse. Each success generated lowers the cre-
ated vampire’s generation by one step, so that if she 
rolled two successes, she would create a 13th generation 
Caitiff. The Abyssal may also use Vessel of the First 
Curse on corpses that died by means other than being 
exsanguinated by the Abyssal’s fangs, so long as they 
have been dead for no more than 24 hours, but this 
precludes rolling Essence to lower the newly-raised 
vampire’s generation.

void stares BaCK (•••••)void stares BaCK (•••••)
The Abyssal’s senses, attuned to darkness, imme-

diately pick out the supernatural.
System: Reflexively spend 1 Essence. For the rest 

of the next 24 hours, the Abyssal becomes aware when 
she stands in the presence of any supernatural being, 
though she doesn’t inherently know what sort of su-
pernatural being any given individual may be. Imbued 
hunters don’t register as supernatural beings.

Apocalyptic Effect: By concentrating on an indi-
vidual the Abyssal believes to be a supernatural entity, 
she may scrutinize that creature’s Essence for clues to 
its nature. Roll Perception + Occult against difficulty 
8. Success causes the Abyssal to receive compelling 
clues. For example: “His aura swirls with arcane geom-
etry in rigid and regimented patterns.” Or: “A great 
hulking wolf-shadow looms above her.” If the Abyssal 
has encountered and scrutinized this sort of supernat-
ural being in the past, then she can identify them as 
such. “He’s a technomancer.” “She’s a werewolf.”

moonshadoW CharmsmoonshadoW Charms

exCellenCe oF the BlaCK sun: (aBility) (•)exCellenCe oF the BlaCK sun: (aBility) (•)
By feeding raw Essence into her words, the Moon-

shadow may effortlessly broker deals, cut through red 
tape, and speak with impossible eloquence.

System: Select one of the following Abilities when 
purchasing this Charm: Awareness, Empathy, Etiquette, 

Expression, Finance, Law, Politics, or Subterfuge. At any 
time, the player may reflexively spend 1 Essence to add 
(the Attribute being rolled + the Ability in question) 
dice to all rolls using this Ability for (Essence rating + 1) 
turns in combat, or minutes outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. Moonshadow Castes get all 
versions of this Charm with a single purchase.

argument-slaying presenCe (•)argument-slaying presenCe (•)
The Abyssal’s dread shadow dogs the steps of those 

organizations with which she interacts, intimidating 
its agents and officers into concluding her business as 
quickly as they can.

System: When the Abyssal engages with bureau-
cracy or labyrinthine systems such as courts of law, 
corporate networks, or government offices, clerks and 
functionaries expedite her business and she is able to 
proceed in a mere fraction of the normal time. More-
over, she can spend 2 Essence to haunt and curse all 
impediments to a project such a certain police investiga-
tion, bit of legislation, or attempt at reforming city gov-
ernment, and everyone involved in pushing the project 
forward reduces the difficulty of all rolls to do so by two.

Apocalyptic Effect: The Abyssal may haunt the 
halls of any bureau, and no one dares to chase her out. 
As long as she doesn’t do something outlandish to force 
those around her to address her presence, she can sit 
in on meetings, walk the halls, lurk around the water 
cooler, whisper to workers over the walls of cubicles, 
and otherwise linger in an office space without anyone 
working up the nerve to evict her.

deCK-striding phantom (•)deCK-striding phantom (•)
The Abyssal is a thing out of nautical lore and 

nightmare, embodying all the terror of the sea.
System: This Charm conveys the following bene-

fits:

• All rolls made while the Abyssal is on the deck of 
a boat or ship are made at –1 difficulty.

• Knowing that the darkness of the abyss is noth-
ing compared to the darkness of the Abyss, the Exalt 
has mastered her fear. The difficulty of all attempts to 
frighten her by supernatural means is increased by +1, 
and the first time in any given session that someone 
or something tries to terrify her in such a fashion and 
fails, she gains one point of Willpower.

• The Abyssal can swim at her full sprinting speed, 



187

and may hold her breath for up to 24 hours at a time. 
By spending 1 Essence, she can freeze whatever liquid 
she walks on for the rest of the scene, allowing her to 
stride unconcerned across the surface of the sea.

• When a ship or boat the Abyssal is piloting is 
about to sink, she may spend 1 Essence per hour to 
shroud it in chill, fearsome mists. So long as she does 
so, the vessel can still sail and remain afloat, no matter 
how badly damaged it may be.

• All zombies the Abyssal controls gain the Profes-
sional Skill: Sailing 2, and can effectively crew a ship, 
despite the complexity of such a task normally being 
well beyond their capabilities.

Apocalyptic Effect: The weather ever reflects the 
Abyssal’s mood. When she’s pleased with herself, the 
skies remain cloudy and cool, the winds gentle. Her sor-
rows bring torrential rains or clinging fogs, and her rages 
provoke violent storms. She can roll Willpower against 
difficulty 6 to still this effect for a day if she wishes.

distorted mirror mien (•)distorted mirror mien (•)
The Abyssal hides her innermost self in a hall of 

mirrors, reflecting back only the expectations of those 
who would interrogate her heart.

System: Any ordinary or supernatural attempt to 
discern the Abyssal’s Nature automatically fails, reveal-
ing her Demeanor in its place. This Charm’s effects 
are permanent.

Apocalyptic Effect: The Abyssal is impenetrable. 
Unless she willingly reveals information about herself, 
it is impossible to learn anything about the Abyssal’s 
identity, past, or innermost motives through mundane 
research or magical means of any sort. Another charac-
ter can still attempt to speak to the Abyssal to convince 
her to open up, of course.

ghost-Warding glyph (•)ghost-Warding glyph (•)
The Abyssal may mark any living person’s forehead 

with a glyph scribed in blood. So long as it remains un-
disturbed, they are protected from the magic of the dead.

System: Spend 1 Essence. Until the mark is de-
liberately washed or scrubbed away, all Arcanoi and 
Disciplines directed against the protected individual 
raise their difficulty by the Abyssal’s Essence rating; if 
there’s no roll involved, then they increase their cost in 
Blood, Pathos, Angst, or Chi by +1. The Abyssal can’t 
grant the Ghost-Waring Glyph’s mark to herself.

Apocalyptic Effect: The Abyssal instinctively knows 
when the magic of the dead has been cast against her 

glyph, and may close her eyes in concentration to scry 
the scene where the one she has marked is being accost-
ed as though she were present, and may telepathically 
advise the one bearing the mark if she wishes to.

Cunning suBversion style (••)Cunning suBversion style (••)
Simply by briefly interacting with one of its mem-

bers or officers, the Abyssal causes her Essence to wind 
its way through a bureaucracy or project, afflicting it 
with haunting-like distractions and mishaps which 
slow progress to a crawl.

System: The character can spend 3 Essence to 
target a specific office or project with terrible mishaps 
and setbacks for the rest of the current story. Everyone 
involved in pushing the project forward increases the 
difficulty of all rolls to do so by +2.

passion-unveiling glanCe (••)passion-unveiling glanCe (••)
The Abyssal learns to weight the hearts of others 

in the same fashion as the Restless Dead.
System: The Abyssal may concentrate on a specific 

individual for a few moments and make a Perception 
+ Occult roll against difficulty 6. Success allows her to 
behold the subtleties of their anima and learn their cur-
rent emotional state, as well as some clues about their 
nature. If you wish to embellish this with aura colors 
and the like, a chart can be found on page 136 of V20.

thought-stealing stare (••)thought-stealing stare (••)
Staring intently into someone’s eyes, the Abyssal 

hears the echoes of their thoughts.
System: Spending 1 Essence allows the Abyssal to 

read the target’s surface thoughts for as long as she can 
maintain eye contact.

Words Beneath a Whisper (••)Words Beneath a Whisper (••)
The Abyssal hides her true meaning within a shell of 

decoy words, as a ghost may hide within a manor. These 
coded messages only reveal themselves to those she wishes.

System: Spend 1 Essence while speaking or com-
posing a written work to embed a second, hidden 
message inside the statement or writing. This hidden 
message can only be discerned by those the Abyssal 
intends to address it to.

entomBed thoughts meditation (•••)entomBed thoughts meditation (•••)
The Abyssal’s mind is a mazelike crypt, offering 

only horror for those who would attempt to intrude.
System: Whenever someone attempts to read the 

Abyssal’s mind by any means, roll Perception + Awareness 
against difficulty 6. Success reveals not only the mind-read-
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ing attempt, but also who is responsible. The Abyssal may 
then pay 1 Essence to reflexively shield her thoughts, making 
them impossible to read for the rest of the scene, and causing 
the offender to lose 1 Willpower as his own thoughts tumble 
into the darkness of the character’s Essence.

Apocalyptic Effect: The Abyssal’s secrets are her 
own, and Entombed Thoughts Meditation is always 
active at no cost.

exquisite etiquette style (•••)exquisite etiquette style (•••)
Drawing knowledge from the memories of the 

dead, the Abyssal gains a universal sense of etiquette 
and social currents. She never commits faux pas or so-
cial gaffes when dealing with unfamiliar cultures or 
social situations.

System: The Abyssal lowers the difficulty of all Eti-
quette and Streetwise rolls by –1, and cannot botch with 
either Ability. Should she fail at any social roll, she may 
reflexively spend 1 Essence to attempt to re-roll it once.

Apocalyptic Effect: The Abyssal unfailingly gives ex-
cellent first impressions to all those she meets, lowering 
the difficulty of all social rolls against a character during 
the first scene she meets them in by –1. Unless given 
some pressing reason to act otherwise, those who first 
encounter the Abyssal are inclined to regard her well 
and behave favorably toward her; in short, they like her.

language aBsorBing method (•••)language aBsorBing method (•••)
As the Abyssal drinks someone’s blood, so too she 

gains their facility with language.
System: By drinking at least three health levels of 

a person’s blood, the Abyssal gains facility with one 
language they knew for 24 hours. By drinking them to 
death, she learns that language permanently.

speCtral steed (•••)speCtral steed (•••)
A great and eerie fog rolls in, and from its depths 

emerges a conveyance for the Abyssal. This might be an eb-
ony carriage drawn by black horses with burning eyes, but 
in the World of Darkness it’s more likely to be a jet-black 
muscle car or motorcycle decorated with human skulls.

System: Spend 1 Essence to conjure a conveyance 
of some kind for the rest of the scene. Should the 
Abyssal disembark, dismount, or otherwise leave the 
conveyance behind, it peels out and vanishes back into 
the darkness whence it came.

Apocalyptic Effect: The Abyssal may spend 1 Will-
power to maintain the solidity of her Spectral Steed even 
while no longer in contact with it. Not only will the con-
veyance continue to exist, it can move of its own accord in 
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response to the Abyssal’s will, as though she were riding or 
driving it, making rolls to maneuver with the Abyssal’s dice 
pool. The Spectral Steed always “knows” where the Abyssal 
is and how to find her, and is otherwise as “intelligent” as 
the Abyssal in carrying out the tasks the Abyssal assigns to 
it. The Abyssal doesn’t need to be able to see or communi-
cate with her Spectral Steed to give it commands.

honey-tongued serpent attaCK (••••)honey-tongued serpent attaCK (••••)
Layering entropic Essence into the social milieu, the 

Abyssal poisons the reputation of one of her enemies.
System: Spend 2 Essence and roll Manipulation + 

Subterfuge against a difficulty of (3 + the target’s most 
relevant Background, such as Influence or Fame). 
While this Charm can’t ensure that everyone believes 
whatever terrible rumor the Abyssal wishes to spread, 
success does guarantee that within a day or two, every-
one who matters has at least heard it.

Apocalyptic Effect: By spending 3 Essence rather 
than 2 when activating Honey-Tongued Serpent At-
tack, the Abyssal may define the scope of the damage 
her rumors inflict, causing the target to lose a dot of 
the Background she chooses to target. This can only 
damage external Backgrounds like Resources and Con-
tacts, not Backgrounds that describe intrinsic qualities 
like a Lunar’s Heart’s Blood.

impreCation oF ill manners (••••)impreCation oF ill manners (••••)
The Abyssal’s dignity is as unimpeachable and cer-

tain as death itself. Those who attempt to slander her 
only prove themselves the true fools.

System: When slighted, humiliated, or accused of 
wrongdoing, the player can reflexively spend 1 Essence 
and roll Manipulation + Subterfuge against the accus-
er’s resisted Charisma + Expression (both at difficulty 
6). Should the Abyssal gain more successes, then every-
one present becomes convinced the aggressor was in fact 
the one who belittled, insulted, or implicated herself.

Apocalyptic Effect: Upon successfully deploying 
Imprecation of Ill Manners, the Abyssal not only turns 
the tables, but she also may imbed an unflattering be-
lief about the aggressor in the minds of all those who 
saw him reveal himself through his boorishness, such 
that he is untrustworthy, two-faced, short-tempered, a 
likely wife-beater, or a pedophile.

sCreaming in silenCe (••••)sCreaming in silenCe (••••)
The Abyssal speaks the Greater Word of Unmaking, 

that which unravels the ego and severs the connection be-
tween heart and soul for those who lack the will to resist it.
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System: Spend 3 Essence and roll Charisma + In-
timidation against difficulty 9 in order to project the 
perfect syllables that will shatter a selected target’s very 
being. This condemnation must be delivered verbally, 
to the target’s face, while they have 0 Willpower points. 
If the roll succeeds, the target’s soul leaves their body, 
and they die soon after. The Abyssal must be familiar 
enough with her target to be able to sum up who they 
are in at least very broad strokes, else she cannot craft 
a proper word to destroy them.

Apocalyptic Effect: When the target hears the 
Greater Word of Unmaking, they lose a number of 
points of Willpower equal to the successes the Abys-
sal’s player rolled. If this reduces them to 0 Willpower, 
Screaming in Silence kills them.

atroCity Chariot preparation (•••••)atroCity Chariot preparation (•••••)
Standing above a corpse, the Abyssal weaves a 

potent contract out of blasphemies dredged from the 
depths of the Labyrinth. Should the body’s former own-
er agree to the Exalt’s terms, the magic of the contract 
reunites flesh and ephemera, creating one of the Risen.

System: The Exalt must first contrive to bring a 
ghost to the location of her body, and then conduct 
whatever negotiations she sees fit for the use of this 
Charm. In essence, the wraith is allowed to bypass the 
normal requirements for becoming Risen (see Wr20 
pp. 387-391), making the necessary Pact with the Abys-
sal rather than her Shadow (she waives the customary 
price of a point of permanent Willpower, as well). If 
the wraith fails to uphold her end of the bargain, rather 
than gaining a permanent point of Angst, she is ejected 
from her cadaver and back into the Underworld.

Once the bargain is struck, the Abyssal spends 1 Will-
power to summon an appropriate contract, and then 5 Es-
sence to sanctify it and to bind the ghost to her old body.

unholy unWitting paCt (•••••)unholy unWitting paCt (•••••)
Even honor decays. This Charm reveals the price for 

which the target would give anything, even their very soul.
System: Spend 3 Essence and roll Perception + Em-

pathy against a difficulty of the target’s Willpower. Suc-
cess reveals the price that will cause the target to do what 
the Abyssal wants, whether it’s as simple as a sum of 
money or as daunting as the return of a dead loved one.

Apocalyptic Effect: Should the Abyssal accumu-
late five or more successes when using Unholy Unwit-
ting Pact, she also gains an instinctive hunch where to 
start looking to find the price she’s uncovered, if she 
doesn’t have it already.

World-selling salesman ConneCtions (•••••)World-selling salesman ConneCtions (•••••)
The Abyssal’s Essence insinuates itself through the 

worlds of the living and the dead, connecting her to 
whatever she needs in the moment.

System: By spending an hour within some place of 
death and spending 3 Essence, the Abyssal may grant 
herself a dot of a Background of her choice for the next 
24 hours, letting her Essence lead her to the needed 
contacts, money, parties, or whatever else.

Apocalyptic Effect: This Charm grants two dots 
of Backgrounds, which may be assigned to the same 
Background or separately.

speCialspeCial
The following Charms can’t be Favored and be-

long to no specific Caste. An Abyssal must have an 
Essence rating of at least 3 to purchase them.

Birth oF sanity’s sorroW (•••••)Birth oF sanity’s sorroW (•••••)
Though the grave she was Chosen to champion 

reaches up to claim her at last, the Abyssal may cling to 
her passions to battle on.

System: If the Abyssal dies in the course of protect-
ing or fighting for one of her Intimacies, she immedi-
ately returns to life in a terrible swelling of darkness, as 
all the lights around her dim or die out. Her Essence 
pool restores itself to full, and she heals (Essence rat-
ing) levels of damage immediately. Birth of Sanity’s 
Sorrow can only activate once per story.

Apocalyptic Effect: Upon her resurrection, the Abys-
sal swallows her anima into herself, transforming into the 
nightmare destined to end the Earth. She may manifest 
new clothing, a death-mask, alterations to the appearance 
and structure of her body, and up to two fomor powers 
(see W20, p. 429) such as protruding bone spikes or the 
ability to project corrosive acids. While wearing this apoc-
alyptic visage, she increases all of her Attributes by three 
dots. The transformation lasts for one scene, then abates.

After assuming her apocalyptic visage once, the 
Abyssal may activate it again in the future with a turn’s 
concentration (doing so heals her and replenishes her 
Essence as though she had revived with Birth of San-
ity’s Sorrow), but only once per story, and doing so 
negates the possibility of using Birth of Sanity’s Sorrow 
during that story. Alternately, she may attempt to enact 
this transformation without “using up” the Charm for 
the rest of the story by spending 2 Essence and then 
making a difficulty 9 Essence roll, but in this case she 
does not heal or replenish her Essence.
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immortal malevolenCe enslavement (•••••)immortal malevolenCe enslavement (•••••)
All Abyssals bear the touch of Oblivion upon their 

souls, but only some will make the joyous choice to be-
come its priests and prophets, its knights, its willing and 
fervent agents of extinction. The light in the eyes of such 
bleak heralds goes dark forever, and they need never be 
alone again as they usher the world to its final conclusion.

System: When the Abyssal dies, her soul will fall into 
Oblivion. Nothing can prevent it. She chose this fate.

Until then, she gains the ability to buy the fol-
lowing Dark Arcanoi (see Wraith 20th Anniversary, 
Chapter Ten): Collogue, Contaminate, Maleficence, 
Tempestos, and Tempest Weaving, as well as Blighted 
Insight (see Book of Oblivion, p. 30). She substitutes 
Essence points for all Angst costs, and ignores any rule 
which grants Pathos to her Psyche. Dark Arcanoi cost 
3 experience for their first dot, and then (Current rat-
ing x 2) experience for all subsequent dots.

If the Abyssal learns Immortal Malevolence Enslave-
ment, she may never learn Unconquered Hero’s Faith.

unConquered hero’s Faith (•••••)unConquered hero’s Faith (•••••)
In another time, in another place, the Abyssal was 

something more than this. Something bright. Some-
thing glorious. Something that brought hope rather 
than despair. Striking a fist against the black ice that 
binds her heart, she creates a crack for the light to 
shine through.

System: The Abyssal may force her Shadows and her 
need for the trappings of the grave to disappear for 24 
hours. Doing so is considered a violation of the laws of 
the Nameless Curse, but her punishment for this trans-
gression won’t begin until the 24 hours have elapsed.

The Abyssal may also give up one of her Charms 
for a scene, replacing it with a Solar Charm of the 
same rating from the equivalent Solar Caste (such as 
forsaking Corpse Graft Technique in order to gain 
Wholeness-Restoring Meditation; if she knows Birth 
of Sanity’s Sorrow, she may exchange it for Final Ray 
of Light). This also counts as a violation of the Name-
less Curse, and an especially severe one at that.

Finally, having rejected the blessings and 
brotherhood of the void, the Abyssal loses her 
Spectre Notoriety Background.

If the Abyssal learns Unconquered He-
ro’s Faith, she may never learn Immortal 
Malevolence Enslavement.
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CHAPTER EIGHT:CHAPTER EIGHT:

THE INFERNAL EXALTEDTHE INFERNAL EXALTED

Long forgotten even by the ever-vigilant Drag-
on-Blooded, the Infernal Exalted have at last returned 
to tear down the tottering remnants of Heaven, cast 
them upon the Earth in flames and calamity, and rule 
over the resulting ruin. Or, at least, that is the course 
their Essence calls out to them to take; whether they 
will embrace their wicked destiny or carve a new path 
through the end of days remains to be seen.

essenCe reneWalessenCe reneWal
The Demon Princes exist to cast the world down 

and see it laid prostrate before their feet. Their Es-
sence surges when they take measurable steps toward 
this goal. Once per scene, an Infernal can recover 2 Es-
sence by meeting one of the following criteria, chosen 
during character creation:

urge oF the Conquerorurge oF the Conqueror
The Infernal may replenish her Essence whenever 

she forces an enemy or other powerful figure to submit 
themselves to her will.

urge oF the Corrupterurge oF the Corrupter
The Infernal may replenish her Essence whenever 

she destroys the illusions of the righteous, or tempts them 
into abandoning their code and taking the low road.

urge oF the destroyerurge oF the destroyer
The Infernal may replenish her Essence whenever 

she defeats a supernatural opponent or overwhelming 
mortal opposition, lays waste to important assets be-
longing to her enemies, or uses mayhem and destruc-
tion to advance an Intimacy.

urge oF the ForBiddenurge oF the ForBidden
The Infernal may replenish her Essence whenever 

she learns secretive or forbidden lore of the supernatural 
world, or binds an unwholesome being into her service.

urge oF the manipulatorurge oF the manipulator
The Infernal may replenish her Essence whenever a plan 

unfolds precisely according to her design and expectations.

We are no monsters, we’re moral people 
And yet we have the strength to do this. 
This is the splendor of our achievement 
Call in the air strike with a poison kiss.

—Shriekback, “Nemesis”
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CroWnsCroWns
Infernals have no Castes, and thus no associated 

anima power. Instead, each Infernal expresses one of the 
following Crowns, choosing during character creation:

the CroWn oF eyesthe CroWn oF eyes
While intensely studying an object, situation, or 

individual that is within her line of sight, the Infernal 
may spend 1 Essence and ask one question about it, 
which the Storyteller must answer honestly. The Infer-
nal can only ever use this power a single time on any 
object, situation, or individual. When the character’s 
anima is flaring, great staring eyes open within its em-
erald flames, and the Infernal becomes impossible to 
ambush or strike with an unexpected attack, even if 
her foe is invisible.

the CroWn oF Flamesthe CroWn oF Flames
The Infernal becomes aware whenever someone 

speaks her name, and may reflexively spend 1 Essence 
to, within a frozen moment that does not distract her 
in any way from what’s going on around her, scry on 
the situation in which her name has been invoked. 
She can see and hear the speaker and his surroundings 
for the next (Essence) minutes. If she desires, she may 
spend 1 additional Essence to punish the one who took 
her name in vain by causing him to burst into emerald 
flames as though engulfed in a bonfire (two levels of 
lethal damage per turn of exposure, difficulty 6 to soak). 
While her anima is flaring, both scrying and immola-
tion do not cost Essence; in either case, she can only set 
someone on fire a single time as punishment, at least 
until he is so unwise as to speak her name again.

freebie Point costs

Attribute 5

Ability 2

Key Ability 1

Charm (rating × 3)

Ancient Sorcery Spell 5

Essence 10

Backgrounds 1

Willpower 1

character creationcharacter creation
 • Creating one of the Infernal Exalted works 

a lot like creating any other World of Darkness 
character. The steps are outlined below:

steP 1: character concePtsteP 1: character concePt

 • Consult with other players and come up 
with an appealing concept.

 • Pick out the Urge that fits best.
 • Select Nature and Demeanor.
 • Select a Crown.

steP 2: attribUtessteP 2: attribUtes

 • Mark down one dot in each Attribute.
 • Rank categories of Attributes (Physical, Social, 

Mental) in order of importance to your character.
 • Divide 8 dots among primary Attributes, 6 

dots among secondary Attributes, and 4 dots 
among tertiary Attributes.

steP 3: abilitiessteP 3: abilities

 • Select 8 Abilities of significant importance 
to your character. These are your Key Abilities. Key 
Abilities function in all respects as Caste Abilities.

 • Rank categories of Abilities (Talents, Skills, 
Knowledges) in order of importance to your character.

 • Divide 13 dots among primary Abilities, 
9 dots among secondary Abilities, and 5 dots 
among tertiary Abilities.

 • No Ability can have more than 3 points 
without spending Freebie Points.

 • Divide an additional 5 dots among Key Abilities. 
These dots are allowed to raise a Caste Ability above 3.

steP 4: advantagessteP 4: advantages

 • Choose two categories of Infernal Charms 
as Key Charms. Key Charms receive the same 
experience point discount as Caste Charms. 
Infernals have no inherent Castes, and thus no 
true Caste Charms.

 • Choose Charms (7 dots in total). At least 5 
dots of Charms must be from your Key Charms.

 • Select 5 dots of Backgrounds.
 • Write down three Intimacies.

steP 5: finishing toUchessteP 5: finishing toUches

 • Record Willpower (5), Essence rating (1), and 
Essence pool (10). Essence pool begins at maximum.

 • Spend Freebie Points (15), and, optionally, pur-
chase Merits and Flaws (max. 7 points).

 • If your character is Essence 2+, design your 
Shintai form (see “Shintai Rules,” below).
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the CroWn oF glorythe CroWn oF glory
The Infernal may touch a wicked spirit that has 

submitted itself utterly to her authority, spend 1 Es-
sence, and transform it into a suit of ghastly armor that 
looks like it was made by butchering the spirit and us-
ing its hide and bones as construction materials, giving 
her +2 soak dice. She also manifests 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 (this weapon has normal traits 
for a weapon of its type, save that its damage is aggra-
vated). The armor and weapon reconstitute themselves 
back into the spirit at the end of the scene (or sooner 
if the Infernal wills it so), but the spirit is ever-after 
tied to the Infernal from that point onwards until it is 
destroyed or she willingly releases it from its compact. 
When she spends 1 Essence, or at no cost while her 
anima is flaring, she may reflexively summon the spirit 
to her side from wherever it may be in the cosmos and 
instantly transform it into her panoply once more.

the CroWn oF Kingsthe CroWn oF Kings
The Infernal may spend 1 Essence to sanctify any 

oath she has personally witnessed, scribing the words 
of the pact on the air with Essence. Any who should 
break this oath begins to radiate corrupt Essence that 
draws in great swarms of powerful, wicked spirits that 
desire nothing more than to feast on the oathbreaker 
and everything she spends a great deal of time in con-
tact with. Additionally, if the Infernal approaches any 
of the night folk on legitimate business and they offer 
her or her companions unprovoked violence, then any 
roll made by the offending supernatural during the 
course of that violence which produces even a single 1 
becomes an automatic botch.

the CroWn oF nightthe CroWn oF night
The first 2 Essence the Infernal spends in a scene 

don’t count toward flaring her anima. Additionally, 
when her anima does flare, she may shroud herself in 
it like an obscuring cloak, making her impossible to 
recognize. Anyone in the scene that has already rec-
ognized her must roll Willpower against difficulty 8 
or be struck blind, deaf, and mute for an hour each 
time they attempt to reveal her identity to anyone else 
during the next (Essence rating) days.

the CroWn oF Worldsthe CroWn oF Worlds
By spending 2 Essence, the Infernal may discorpo-

rate herself into the dragon lines of the world, reforming 

some hours later at a place of spiritual desolation, suf-
fering, or terrible sin. The spot where she discorporated 
is left badly burnt and corroded in her wake, and if not 
subjected to mystical cleansing of some sort, will slowly 
fester into a site of spiritual corruption over the next sev-
eral months. When her anima flares, the Infernal may, 
at will and as she desires, raise or lower the local Gaunt-
let or Shroud rating by +2/–2, as well as, if she desires, 
tainting the Gauntlet or Shroud such that anything 
passing through it or using a power across its boundary 
while her anima flares is burned by her hideous radi-
ance and must soak two levels of lethal damage.

the CroWn oF Wraththe CroWn oF Wrath
Once per scene, the Infernal can re-roll an attack, 

damage, defense, or soak roll and keep the preferred re-
sult. When the character’s anima is flaring, 10s count 
as two successes on damage and soak rolls.

appropriate BaCKgroundsappropriate BaCKgrounds
When creating your Infernal, all of the following 

Backgrounds are appropriate choices:

• Allies (V20, p. 111)

• Alternate Identity (V20, p. 111)

• Arsenal (Hunter: The Reckoning, p. 120-121)

• Backup (M20, p. 306-307)

• Contacts (V20, p. 112)

• Cult (see p. 290)

• Destiny (M20, p. 311-312)

• Fame (M20, p. 313-314)

• Familiar (see p. 293)

• Fetish (W20, p. 137-138)

• Influence (V20, p. 114-115)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (V20, p. 115)

• Resources (V20, p. 115-116)

• Retainers (V20, p. 116)

• Secrets (W20 Changing Breeds, p. 212)

• Spies (M20, p. 325)

• Totem (W20, p. 140)

• Wonder (M20, p. 328)
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Infernals may also benefit from the following new 
Backgrounds:

dragon nestdragon nest
Your character has seized or discovered a Dragon 

Nest – whichever the case may be, it’s hers now. Rather 
than rating its size or power, dots in this Background 
measure how secure the Dragon Nest is from hostile 
intrusion. Each dot of Dragon Nest increases the dif-
ficulty of all efforts to infiltrate or attack the Nest by 
anyone you haven’t granted access to, and a –1 difficul-
ty bonus to your attempts to spot, track, and identify 
intruders, or to defend the Nest from assault.

demoniC guidedemoniC guide
The first generation of Infernals gain their Exal-

tations from a demon or wicked spirit. Usually, that 
spirit is dissolved into the spiritual glue that binds to-
gether host and Exaltation, but sometimes a measure 
of it survives as a small, evil, occasionally-helpful voice 
in the Exalt’s head.

X Your patron demon was destroyed utter-
ly in the course of your Exaltation

• Your flesh is marked by your demon in-
terlocutor. Select one demonic Aspect 
other than Hardened Devil Body (ideally 
one that will go on to form part of your 
Shintai) as a permanent feature.

•• Your guide grants you occasional advice 
about the ways of the various Hells of the 
spirit world. Gain a free Occult specialty in 
a single hell of Yomi Wan, or in Malfeas.

••• Your guide has extensive knowledge of 
the courts of the demon realms. Add 
two dice to all social interactions with 
Banes or the denizens of Yomi Wan, as 
well as the benefits of all previous dots.

•••• Your demon guide gives you a sort of 
sixth sense. Reduce the difficulty of all 
Awareness rolls by two, as well as the 
benefits of all previous dots.

••••• Your guide constantly scans the world 
around you for signs of danger. Add +2 
to the result of all Initiative rolls, as well 
as the benefits of all previous dots.

 .

past livespast lives
Once in a while, some rare few Chosen find them-

selves lost in a waking dream of a time long ago, an 
age of savage adventure and forgotten glories. When 
this sudden vision fades, they may find that the skills 
they possessed in the long-vanished days of yore have 
carried them to victory.

Once per game session, a player may roll this Back-
ground’s rating and add it to the Ability rating of a 
roll she’s about to make. This only works for Abilities 
which might have existed in a timeless epoch of an-
cient heroes and savage fantasy. Melee, Athletics, and 
Occult would all apply, but Past Lives can’t help with a 
Computer or Firearms roll.

• Once in a while you get moments of 
déjà vu.

•• Sometimes there’s the scent of exotic 
spices on the air, or a memory of voices 
you’ve never heard… but no, no actual 
words.

••• You occasionally have vibrant flashes to 
images or words that make no sense, but 
bring tears to your eyes.

•••• Once in a great while, you suddenly relive 
a few moments of a life from another Age.

••••• Now and again, in your darkest mo-
ments, you sometimes relive entire 
short vignettes of the ancient lives of 
those forgotten heroes whose power 
you’ve inherited.

supernatural statussupernatural status
No mere outsider, this Background reflects an Ex-

alt who has put in the work to embed herself in the 
power structure of one of the great supernatural societ-
ies of the World of Darkness. This Background reflects 
Abyssals who have made a home within the Camarilla 
or Sabbat, or Solars throwing in their lot with one fac-
tor or another in the war for reality. Having more than 
a few dots of this Background is unprecedented and 
probably unthinkable, but that’s par for the Exalted 
course… provided that the other players are cool with 
making your status a major plot element.

• Acknowledged; your peers recognize your 
name when it comes up. You’re a member 
in good standing, if an unusual one.

•• Credible; you’re considered noteworthy 
within your society.
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••• Respected; your word carries weight, 
and you may have some manner of for-
mal position such as Harpy or Sheriff.

•••• Admired; you’re looked up to, or per-
haps feared. You certainly hold some of-
fice of formal authority, such as Keeper 
of Elysium or Seneschal.

••••• Revered; if you’re not officially calling 
the shots in your area now, it’s only be-
cause you don’t want to put that kind of 
target on your back.

Behold my true Form and Behold my true Form and 
despair: shintai rulesdespair: shintai rules

A monster sleeps within the Essence of each of the 
Infernal Exalted: the shadow of the Demon Emperor 
they might become should they ascend to a throne 
above the Earth with the dawning of the Sixth Age. This 
is the Shintai form, a god-body state that the Infernal 
can assume with a great expenditure of energy and will.

donning the demon Formdonning the demon Form
Infernals unlock their Shintai form upon reaching 

Essence 2. Prior to that, they may sense the potential 
for the form within their Essence, but cannot bring it 
forth into reality.

The first time in a story the Infernal wishes to 
trigger the transformation, she must spend a turn in 
concentration, 2 Essence, and 2 Willpower. Her anima 
expands to enfolds her in a terrible, pulsating cocoon 
which quickly shatters, revealing the Exalt in all her 
inhuman glory.

Subsequent attempts to don the Shintai form 
require a successful Essence roll in addition to the 
normal Essence and Willpower cost, beginning at dif-
ficulty 6 and increasing by +1 with each subsequent at-
tempt, to a maximum of difficulty 9. If the difficulty is 
already 9, then every attempt to don the form past that 
point increases the Essence and Willpower cost of the 
transformation by 1 point each. The roll requirement 
vanishes and the Essence and Willpower costs reset at 
the beginning of each new story, or after the Infernal 
refrains from donning her demonic form for 28 days.

shintai rulesshintai rules
While wearing her Shintai form, the Infernal en-

joys the Attribute modifications of the form, along 
with any Shintai Aspects and Signature Charms. She 
retains full access to her Charms.

healthhealth
An Infernal temporarily replaces her own health 

track with a Shintai health track while wearing the 
form. Her Shintai health track contains the normal 7 
Health Levels unless modified with Shintai Aspects. 
Damage doesn’t transfer between the tracks; a badly 
injured Infernal who dons her Shintai form gains a 
pristine, undamaged Shintai health track, and any 
damage done to the track doesn’t “overflow” back to 
her normal body when she dismisses the form.

A Shintai form can’t be knocked unconscious by 
bashing damage. Should the Shintai form’s track be 
filled with lethal or aggravated damage, the Shintai 
form immediately terminates, shattering into frag-
ments of steaming Essence and leaving behind the In-
fernal’s normal body. This forcible termination inflicts 
five automatic levels of unsoakable bashing damage on 
the Infernal.

The Infernal cannot resume her Shintai form 
again in the same scene after losing it, whether she 
dismissed it voluntarily or suffered its destruction.

the demon Princes of the 
World of darkness

The Infernal Exalted are much changed from 
what they once were, and yet in other ways, 
their fundamental nature has not changed at 
all. Readers conversant with Exalted will find 
many tantalizingly familiar features… and yet, 
the one-time patrons of the Demon Princes 
are nowhere to be found. Perhaps they died, 
perhaps they slumber in unreachably distant 
Realms, or perhaps they have fragmented into 
the manifold wicked beings which now popu-
late and terrorize the Spirit World. Ultimately, 
it is of no consequence. The Infernals of Exalt-
ed vs World of Darkness are closely tied to the 
mythology of the Hungry Dead and the Thou-
sand Hells of Yomi Wan. Those wishing to learn 
more of the Hells which so heavily influence 
these Exalted are advised to consult The 1000 
Hells, a supplement for Kindred of the East.
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devil-tyrant avatar shintai

The character assumes a modified version of 
her own human form, studded with inhuman 
features and surging with demonic power, but 
still fundamentally recognizable as the Infer-
nal. She may wear an ever-burning crown of 
flames upon her brow and grow wicked blades 
from her forearms, or sprout a lashing tail and 
venom-dripping wings, or extend all of her 
limbs into barbed and segmented nightmares, 
but her face remains her own and her general 
shape is still humanoid.

Select one of the following trait arrays:

Strength +2, Dexterity +2, Stamina +2
Strength +3, Dexterity +1, Stamina +2
Strength +1, Dexterity +4, Stamina +1

Aspects: Select seven Aspects.

demon emPeror shintai

The character assumes a towering, monstrous 
form such as a fifteen-foot-tall colossus of living 
stone and flame, a whirling constellation of man-
sized crystalline spheres crackling with lightning, 
or a massive suit of ancient armor inhabited only 
by the burning light of the Infernal’s anima. This 
form adds two dice to all soak rolls, and reduces 
the difficulty of soak rolls by one.

Select one of the following trait arrays:

Strength +6, Dexterity –1, Stamina +5, Appearance 0
Strength +3, Dexterity +2, Stamina +3, Appearance 0
Strength +4, Dexterity +0, Stamina +5, Appearance 0

Aspects: Select one: boneshaker, demon armor, 
or hardiness. Then select three more Aspects.

incarnate aPotheosis shintai

The Infernal dissipates into a natural disaster or 
inchoate menace, such as a living sandstorm, 
inferno, pool of living acid studded with eyes, 
amorphous shadow, or swarm of demonic lo-
custs. This form operates according to the swarm 
rules found on page 391 of V20, save that it does 
soak damage. The swarm inflicts damage equal 
to the Infernal’s Strength, and uses the Infernal’s 
normal Initiative rating. It still remains capable 
of taking normal actions by focusing its sub-
stance to push buttons, turn latches, and carry 
things around on swarms of buzzing locusts.

Select one of the following trait arrays:

Strength +2, Dexterity +0, Stamina +1, Appearance 0
Strength +0, Dexterity +3, Stamina +0, Appearance 0
Strength +1, Dexterity +1, Stamina +1, Appearance 0

Aspects: Gain flexible and choose five addition-
al Aspects.

devil-beast shintai

The character assumes an inhuman, bestial form 
such as that of an eyeless dragon, enormous wolf 
with fur made of jagged glass, or gargantuan 
serpent whose hood burns with sanity-rending 
glyphs. This form is always capable of inflicting 
lethal damage with unarmed attacks, but suf-
fers a –3 penalty to all attempts to perform fine 
manipulation due to its lack of proper human 
hands. It doubles its movement speed, and may 
reflexively run at its full sprinting speed each 
turn without using an action to do so.

Select one of the following trait arrays:
Strength +4, Dexterity +1, Stamina +3, Appearance 0
Strength +3, Dexterity +2, Stamina +3, Appearance 0
Strength +3, Dexterity +0, Stamina +5, Appearance 0

Aspects: Select two: body spikes, demon armor, or 
demon weapons. Then select three more Aspects.
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durationduration
The Shintai form lasts for one scene, or until vol-

untarily dismissed, or until the Shintai form’s Health 
track is filled with lethal or aggravated damage, which-
ever comes first.

designing the shintaidesigning the shintai
To design an Infernal’s Shintai form, choose one 

of the base designs on the opposite page, then add the 
listed number of Aspects from the Aspect list.

demoniC aspeCtsdemoniC aspeCts
Aspects are special features to enhance a Shintai 

form. They should be interpreted broadly; “demon 
weapons” might be claws or fangs, certainly, but they 
could also represent the Infernal manifesting a mystic 
sword burning with Essence. 

signature Charmsignature Charm
Upon reaching Essence 3, you may select one 

Charm that the Infernal knows to be her Signature 
Charm. This Charm gains enhanced function while 
in the Shintai Form. Not all Charms in this book have 
Signature upgrades, but feel free to work with your Sto-
ryteller to design your own if none of the Signature 
upgrades published here suit you.

demonic asPectsdemonic asPects

aqUaticaqUatic

The Shintai can move through the water at twice its 
normal movement speed.

body sPikesbody sPikes

The Shintai is covered in bony spikes, broken glass, 
fanged mouths, or something similar. Anyone who 
directs an unarmed attack against the Infernal must 
soak one level of lethal damage. The Infernal’s grap-
ples inflict Strength + 2 lethal damage.

bonesmasherbonesmasher

The Shintai is equipped with blunt weapons such as a 
bony club, spiraling horns, or massive crushing fists. Its 
Brawl attacks can inflict Strength + 3 bashing damage.

camoUflagecamoUflage

The Shintai can blend in with its environment. Re-
duce the difficulty of Stealth attempts by two.

demon armordemon armor

The Shintai is covered in some manner of natural or 
unnatural protection: a carapace, thick fur, scales, or 
otherworldly armor. Increase its soak by +2 dice.

demon WeaPonsdemon WeaPons

The Shintai is equipped with deadly armaments such as 
claws, fangs, or horns. Its Brawl attacks inflict Strength 
+ 2 lethal damage. Alternately, the Shintai appears 
bearing a terrible demonic weapon capable of inflicting 
Strength + 2 lethal damage with Melee attacks.

energy Projectionenergy Projection

The Shintai can issue some deadly expulsion such as 
fire or lightning or corrosive gas (Essence) times per 
manifestation. This is an attack made with Dexterity 
+ Athletics at difficulty 7, with an absolute range of 10 
yards, and inflicts (Essence x 3) dice of lethal damage.

extra limbsextra limbs

The Shintai possesses more than the normal comple-
ment of arms and legs, or perhaps sports a prehensile tail 
or trunk, or perhaps can manipulate its immediate sur-
roundings with telekinesis. When the Infernal takes mul-
tiple actions, each subsequent action raises its difficulty 
as normal but doesn’t suffer a penalty to its dice pool.

flexibleflexible

The Shintai can slither, squirm, dissolve, or disjoint it-
self to gain great flexibility. The difficulty of all rolls to 
squeeze through tight spaces, escape from bonds, or 
gain control of a grapple with the intent to immediately 
escape from it are reduced by two.

flightflight

The Shintai is capable of flight at its normal move-
ment speed, whether this is accomplished through 
wings or levitation.

gillsgills

The Shintai is fully amphibious and can breathe wa-
ter or air with equal facility.
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hardened devil bodyhardened devil body

The Shintai gains an additional three Bruised (–0) 
health levels. This Aspect may be taken multiple 
times.

hardinesshardiness

The Shintai is immune to environmental or move-
ment penalties and incidental damage from a cer-
tain type of harsh environment.

horrible odorhorrible odor

The Shintai can project a nauseating stink which 
inflicts a –1 penalty on all actions taken by anything 
with a sense of smell.

keen (sense)keen (sense)
One of the Shintai’s senses (sight, hearing, or smell) 
is incredibly acute. Lower the difficulty of all Percep-
tion rolls using that sense by two.

nightvisionnightvision

The Shintai can operate in the dark with no more dif-
ficulty than in broad daylight.

PoisonoUs fleshPoisonoUs flesh

The Shintai’s flesh and blood are deadly if ingested. 
Anyone who bites the Infernal or drinks her blood 
must immediately soak three levels of lethal damage.

sickening slimesickening slime

The Shintai is coated in a glistening layer of dis-
gusting slime. The difficulty of all grapple attempts 
against the Infernal increases to 8, and anyone who 
bites her loses their next turn retching.

stealthystealthy

The Shintai has foot pads, dark coloration, a 
sound-muffling aura, or other adaptations to help 
the Infernal creep up on her prey. Add two dice to all 
Stealth rolls.

sWift stridesWift stride

The Shintai’s movement speed and jumping dis-
tances are doubled.

tentaclestentacles

The Shintai has, if not actual tentacles, then at least 
some body parts of unusual length, such as a long 
prehensile tail, frog tongue, or very long neck. The 
Infernal can take appropriate actions against targets 
up to 5 yards away.

terrible grasPterrible grasP

The Shintai lowers the difficulty of all grapple at-
tempts, and rolls to maintain control while grap-
pling, by one.

transcendent anathematranscendent anathema

Any attacks the Shintai possesses which would in-
flict lethal damage, inflict aggravated damage in-
stead.

venomoUsvenomoUs

The Shintai may inject venom with one or more of its 
attacks (usually a bite, but more exotic options such as 
tail stingers or envenomed blades are also available). 
This attack inflicts three additional dice of lethal dam-
age.

Wall craWlerWall craWler

The Shintai can climb up and cling to walls without 
the need of a roll.

WebbingWebbing

The Shintai can project a sticky substance such as web-
bing or a slimy glue, with a range up to 20 yards. Roll 
Dexterity + Athletics to aim this projectile. Anyone 
struck by it suffers a –2 die penalty to all actions per 
coating until they spend an action and roll Strength 
+ Athletics (difficulty 7) to disentangle themselves. 
Webbed or otherwise “stuck” victims also slow their 
movement speed by half, or become entirely immobi-
lized with two coatings.
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CharmsCharms
These are the infernal miracles given to the Demon 

Princes that they might battle their way to the throne of 
the Demon Emperor in the Sixth Age yet to come.

general inFernal Charmsgeneral inFernal Charms
The following are not considered Key Charms for 

any category.

Key to the Kingdom: (aBility) (•)Key to the Kingdom: (aBility) (•)
By feeding raw infernal Essence into any endeavor, the 

Demon Prince may perform feats far beyond mortal limits.
System: Select any single Ability when purchasing 

this Charm. At any time, the player may reflexively 
spend 1 Essence to add (the Attribute being rolled + 
the Ability in question) dice to all rolls using this Abil-
ity for (Essence rating + 1) turns in combat, or minutes 
outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately. The very first purchase of 
Key to the Kingdom unlocks all of the character’s Key 
Abilities, but subsequent purchases only unlock one 
Ability at a time.

the pentaCle and the sCepter (••••)the pentaCle and the sCepter (••••)
The Infernal spends long hours in meditation on 

the time before time, the epoch before light and law 
first blighted the universe, and the remnant impossi-
bilities of that strange and pitiless mythology. From the 
scraps of such madness, she may uncover the deeper 
secrets of sorcery.

System: Upon purchasing this Charm, the Infer-
nal permanently lowers the cost of all ancient sorcery 
spells by 1 Essence (to a minimum of 1), and lowers the 
difficulty of all ancient sorcery rolls by one.

the King and the Kingdom: the the King and the Kingdom: the 
thousand and First hell (•••••)thousand and First hell (•••••)

The Infernal shapes her heart, soul, and Essence 
into the shape of a realm of her devising, featuring what-
ever oddities of geography or natural law suit her nature.

System: The Infernal crafts a new Hell-realm with-
in her own Exaltation. By meditating in specific cir-
cumstances selected while learning this Charm (such 
as in perfect darkness, while covered in blood, or to 
the sound of screams) and making a Wits + Occult 
roll against a difficulty of her own Willpower (which 
acts as the effective Gauntlet rating for this internal 
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realm), she may disappear into her Kingdom for up 
to five days, making it impossible to find her. She can 
linger no longer, however, and must spend at least that 
much time in reality before visiting again. Spending 
five full days within the Kingdom resets the difficulty 
and cost of her Shintai transformation.

By paying 2 Essence while crossing over into her 
inner landscape, the Infernal may also bring up to a 
score of willing, restrained, or unconscious individuals 
along with her. Visitors to the Kingdom may stay for 
as long as they wish (indeed, they may even become 
permanent residents), and are free to depart whenever 
they desire – so long as they are able to walk to the 
border of the realm. While the Kingdom must be com-
posed of geography which makes this possible, noth-
ing stops the Infernal from importing soldiers to man 
guard posts, or adorning the realm with prisons, natu-
ral hazards, and the like.

While within her personal Hell, the duration of 
the Infernal’s Shintai form becomes indefinite rather 
than scene-length: she may wear it until she chooses to 
dismiss it, or until it is destroyed.

Upon learning the King and the Kingdom, any 
Charm the Infernal knows which consigns a being to a 
particular Hell may instead be used to entrap them in 
the Infernal’s Kingdom. 

The Infernal must have an Essence rating of at 
least 3 to purchase this Charm. Rules for creating the 
Kingdom can be found beginning on page 192.

Signature Effect: When the Infernal dons her 
Shintai form, and while that form persists, the world 
around her within (Essence x 500) yards warps and 
twists, gaining many of the features of her Kingdom. 
Any time the Infernal uses a stunt incorporating the 
features of her Kingdom, she reduces the difficulty of 
that action by one.

unBound esChaton shintai (•••••)unBound esChaton shintai (•••••)
Pushing beyond her limits, the Infernal shatters 

the boundaries of her flesh, her soul, and the chains 
of fate to assume the ruling form of the Demon Em-
peror-to-come.

System: After having already donned her Shintai 
form, the Infernal may trigger a second, more radi-
cal transformation. This requires the expenditure of 
1 Essence, 1 Willpower, and a successful Essence roll 
against difficulty 8. This is reduced to difficulty 7 if 
the Infernal has any dots in the Cult background, or 
difficulty 6 if she has Cult 5.

Her second-stage transformation builds upon her 
first, adding an additional +3 bonus to Strength, Dex-
terity, and Stamina, two more Bruised health levels, and 
three more Aspects, which must be chosen at the time 
of this Charm’s purchase. Finally, select a second Sig-
nature Charm, which applies to both the second-stage 
transformation and the Infernal’s base Shintai.

Donning the second stage Shintai form once again 
grants the Infernal a new, undamaged Health track. If 
she is destroyed in her Unbound Eschaton form, she 
is knocked back into her normal form and suffers five 
automatic levels of unsoakable lethal damage.

The Infernal must have an Essence rating of at 
least 4 to purchase this Charm. Succeed or fail, she 
may attempt her second-stage Shintai transformation 
only once per story.

KaKuri: the night realm CharmsKaKuri: the night realm Charms

CraCKed Cell CirCumvention (•)CraCKed Cell CirCumvention (•)
There is no oubliette so deep or dark, no Hell so 

vast and benighted, that it can hold the Infernal back 
from seeking her freedom.

System: The Infernal permanently reduces the dif-
ficulty of all attempts to escape from physical restraint 
or confinement by three. This Charm applies to physi-
cal actions (such as attempts to break out of a clinch or 
pick a lock), social actions (such as to seduce a guard), 
and mental actions (such as to come up with an escape 
plan, or determine the weak point in a wall).

Signature Effect: While the Infernal wears her 
Shintai form, all doors, all gates, all portals and other 
means of passage spring open at her approach, destroy-
ing their locks if they must in the process. No passage 
is barred to her.

moCKing murmurs retort (•)moCKing murmurs retort (•)
The Infernal mimics the words of another, speak-

ing them a moment later but out of key and with a 
twisted tone. Her mimicry poisons the speaker’s words, 
making them ring harsh and false in the ears of all who 
hear them. The Infernal needs not speak her mockery 
audibly, and can mumble under her breath if she likes. 
She only needs to be able to hear the speaker’s words 
as they are uttered, and needs not actually be present 
where they are spoken; as such, this Charm can be 
used against things like live televised speeches.

System: Spend 2 Essence and roll Manipulation + 
Subterfuge against a difficulty of the speaker’s Willpow-
er. Success ensures that everyone who hears her words 
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finds them suspicious, untrustworthy, and unpleasant.
Signature Effect: While the Infernal wears her 

Shintai form, everyone in her presence whose Willpow-
er is not at least twice her Essence rating suffers from the 
effects of Mocking Murmurs Retort, as sound itself is 
bent and deformed by the awful gravity of her presence.

naKed WiCKed souls (•)naKed WiCKed souls (•)
The Infernal’s stare flays away all dissimulation. 

Shorn of pretense, she beholds her target at his very 
worst, plucking forth the knowledge of his greatest sin.

System: The Infernal spends a turn examining her 
target, and then her player spends 1 Essence and rolls 
Perception + Empathy against a difficulty of the tar-
get’s (Wits + Subterfuge). Success tells her what deed 
in all of his history the target is most ashamed of. With 
three or more successes, the Infernal also learns some 
specific details of the sin (names, dates, things she 
might have seen had she been present to witness the 
act). With five or more successes she may even learn 
details the target himself doesn’t know, such as long-
term consequences of his sin which would further 
compound his guilt.

Without honor, Without hope (•)Without honor, Without hope (•)
The chill of the Night Realm forever abides with-

in the Infernal’s heart, leaving her inured to all lesser 
chills and discomforts. Indeed, they become a source 
of strength to her.

System: The Infernal is completely immune to en-
vironmental hazards based on freezing cold, from arc-
tic nights to raging hailstorms. When she has to soak 
direct attacks based on ice or supernatural cold, she 
lowers the difficulty of her soak roll by two. Finally, 
the Infernal adds two dice to all rolls while subjected 
to cold-based environmental hazards from which she is 
protected by this Charm.

Signature Effect: When the Infernal dons her 
Shintai form, it comes into the world accompanied by 
a howling blizzard. Anyone caught in the storm with-
out sufficient protection (such as heavy-weather gear, 
a vampire’s indifference to freezing to death, or some 
form of protective magic) suffers one level of bashing 
damage per minute, alongside a –2 penalty to all rolls.

Witness to darKness (•)Witness to darKness (•)
Born of a darkness so deep and profound that it is 

an eternal torment, the Infernal cannot be confound-
ed by mere lack of illumination. She can operate in 
absolute darkness as though it were the noonday sun. 
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However, such profound affinity for darkness stains 
the Infernal’s soul, making her a thing of shadows and 
deceit ever after.

System: The Infernal can see in the dark. The dif-
ficulty of all Manipulation rolls are permanently low-
ered by one, but the difficulty of all rolls made while 
in bright light (such as under spotlights or direct, unfil-
tered sunlight on a cloudless day) are increased by +1.

a Cold and lonely World (••)a Cold and lonely World (••)
With but a touch and an injection of enervating 

Essence, the Infernal severs an individual from her 
place in the world.

System: The Infernal touches her target, spends 2 
Essence, and roll Manipulation + Subterfuge against 
a difficulty of the target’s Willpower. Success curses 
them for one day per success. The target is are alienat-
ed from his own identity, from his relationships, and 
from the shape of his life within the world. It’s diffi-
cult for him to gain the attention of strangers without 
doing something to anger them – and everyone is now 
a stranger. Friends, allies, and loved ones do not recog-
nize him, and no mundane effort will convince them 
of his true identity; even if he displays a driver’s license 
or other such identification, they are likely to think 
that this stranger somehow stole their friend’s ID. He 
is not only nobody: he is an outsider to all and sundry. 
If he wishes to use any sort of supernatural power to 
impose his will on another (such as the vampire Disci-
pline of Dominate), he must first spend a Willpower 
point to do so. He likely loses access to several Back-
grounds while the curse persists.

giFt oF unyielding misery (••)giFt oF unyielding misery (••)
The Infernal blows into the mouth or ear of anoth-

er, befouling his dreams with the horrors of the Night 
Realm. When he awakens from restless nightmares of 
Kakuri, it will be to discover his torment has only begun.

System: The Infernal spends 1 Essence or 1 Will-
power and rolls Manipulation + Survival against a 
difficulty of the target’s Willpower to inflict a curse 
upon her victim. When he lays down and attempts to 
rest, whatever surface he lays upon feels like the fro-
zen earth and razor-sharp stones of Kakuri, and his 
flesh is chilled by the knife-edged winds of the Night 
Realm. Sleep is utterly impossible, and seeking it a lit-
erally Hellish misery. For every 24 hours the target is 
denied sleep in this fashion, he loses one die from all 
dice pools. This Charm’s effects persist for a number 
of days equal to the Infernal’s successes. If she uses this 

Charm upon an already-sleeping victim, it has no Es-
sence or Willpower cost. The target dreams of being 
trapped in Kakuri, the Night Realm, and regains no 
Willpower upon awakening. Afterwards, the rest of the 
Charm takes its course normally.

Vampires still enter their deathlike sleep each day 
as normal while under the effects of this Charm, but 
that sleep is tormented by dreams of Kakuri; they re-
gain no Willpower upon awakening, and progressively 
lose dice as though denied rest altogether.

The Infernal can revoke her curse at any time prior 
to its natural conclusion by reaching into the victim’s 
mouth and drawing out a squirming black butterfly of 
absolute shadow, then setting it free.

Signature Effect: When the Infernal dons her 
Shintai form, it comes into the world heralded by a 
thousand shadow butterflies. The dust of their wings 
corrupts the sleep of everyone who witnesses the In-
fernal’s transformation: make a single Manipulation + 
Survival roll against the highest Willpower rating pres-
ent to affect all witnesses. If the Infernal knows The 
King and the Kingdom: the Thousand and First Hell, 
then her victims may be haunted by visions of being 
hunted through the Infernal’s own personal Hell rath-
er than tormented by Kakuri.

golden years tarnished BlaCK (••)golden years tarnished BlaCK (••)
For those lost in the dark there is, at least, always 

the refuge of happier times and brighter memories. 
The Infernal can deny even this comfort, poisoning 
such memories with the darkness of her dread Essence.

System: The Infernal reminds her target of a hap-
py memory (“Do you remember your wedding day?”), 
then rolls Manipulation + Subterfuge against a diffi-
culty of the victim’s Willpower. Success taints and tar-
nishes the memory; the good things about it become 
harder to recall, while flaws, problems, and irritations 
are magnified until the memory becomes a source 
of pain and anger. If the victim spends a number of 
points of Willpower equal to the Infernal’s Essence 
rating, they may reclaim the joy in a tainted memory, 
but this also provides the Infernal with a perfect copy 
of the memory in question.

seeing is Blindness (••)seeing is Blindness (••)
The Infernal’s attacks trail inky contrails that steal 

the light from the eyes of her foes.
System: Reflexively spend 1 Essence. For the next 

(Essence rating) turns, the Infernal’s attacks are stained 
with darkness. If such an attack strikes an opponent, 
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whether or not it inflicts damage, the target is blinded 
for the rest of the scene: a cloud of liquid darkness 
spreads across his eyes, and he raises the difficulty of 
all actions depending on vision by +2.

Signature Effect: Anyone who gazes upon the Infer-
nal while in her Shintai form must make a Willpower 
roll (difficulty 8) or be struck temporarily blind, as though 
afflicted by Seeing is Blindness. This roll needs only be 
made once per transformation. Attempting to target the 
Infernal with attacks without looking at her raises the dif-
ficulty by +1 for close-quarters attacks, +2 at range.

shadoW spite Curse (••)shadoW spite Curse (••)
With a dismissive gesture, the Infernal befouls her tar-

get’s efforts with the darkness and soul-biting chill of Kakuri.
System: Concentrating fully upon her target, the 

Infernal’s player makes a Willpower roll against diffi-
culty 7. If in combat, this is her action for the current 
turn. For each success she rolls, her target loses one 
die from whatever action they’re currently attempting.

Signature Effect: While she wears her Shintai form, 
the world around the Infernal is fractured into a jagged 
landscape of tortured and bleeding Essence, where all 
actions taken to oppose her suffer a –3 penalty.

Bloodless murK evasion (•••)Bloodless murK evasion (•••)
The Infernal yields before the futile aggression of 

her enemies, dissolving into a cold, bodiless darkness 
and reforming somewhere nearby.

System: Reflexively spend 1 Essence. The attack 
fails to strike the Infernal without any further dice 
rolls, and she may teleport to any shadow within her 
Willpower rating in yards. She may also simply use 
Bloodless Murk Evasion to teleport to a shadow in the 
absence of an attack. This Charm cannot be used in 
direct sunlight, nor to avoid any attack enhanced by 
magic designed to strike down creatures of darkness.

False springs BeCKon (•••)False springs BeCKon (•••)
The Infernal offers reprieve from the torments of exis-

tence. This is a trap, but one her foes may willingly step into.
System: The Infernal needs merely extend a hand 

for her target to understand that she offers relief from 
some ongoing source of misery. The Infernal may de-
liberately choose the sort of relief she offers, or may 
simply offer relief from whatever most torments the 
target. Examples of valid torments include the pain 
(and associated wound penalties) of injuries or chronic 
health conditions; a vampire’s Clan weakness; a super-
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natural being’s susceptibility to frenzy; a derangement 
of the mind; the drawbacks of a demon’s Torment; an 
ongoing curse laid by a magician; or anything else the 
Storyteller feels is in line with the above examples.

If the target accepts the Infernal’s offer, she may 
sanctify the pact by spending 1 Essence. The target im-
mediately ceases to suffer from the relevant torment. 
This reprieve lasts until for a number of weeks equal to 
the Infernal’s Essence rating, or until the target refuses 
to do anything the Infernal tells him to do, whichever 
comes first. In no case does this Charm actually fix the 
problem – the target is still wounded, cursed, or de-
ranged – it merely alleviates the symptoms for a while.

night sWalloWs seCrets (•••)night sWalloWs seCrets (•••)
Concentrating her will upon a crime or abhorrent 

thing, the Infernal infuses it with a little bit of the cold, 
unendurable Essence of the Night Realm. Henceforth, it 
becomes nearly impossible to speak of the cursed subject.

System: The Infernal concentrates upon an upset-
ting, criminal, or otherwise negative and distressing act 
she witnesses or participates in, or the remnant evi-
dence of that act, and then spends 2 Essence. Anyone 
who wishes to speak of the cursed event or evidence 
must spend a Willpower point (representing their dis-
comfort at pushing through the horrors of Kakuri that 
assault their psyche when they attempt to dwell upon 
the cursed event) and then succeed at a Willpower roll 
against difficulty 9 to do so. This curse lingers for a 
year and a day.

Signature Effect: Everything the Infernal does 
while in her Shintai form is subject to the suppression 
and obscurity of Night Swallows Secrets.

sun-denying spite (•••)sun-denying spite (•••)
Spreading wide her arms, the Infernal breathes the 

eternal darkness of Kakuri into the world around her, 
denying the truth and power of the light. All sources of 
illumination grow dim and toothless, even the sun itself.

System: The Infernal spends 1 Essence and rolls 
Manipulation + Occult against difficulty 7. The quality 
of all light within (Essence x 200) yards becomes watery, 
muted, and somehow unhealthy; weak lights such as 
small candles or old bulbs may fail entirely. Visibility 
within this oppressive murk is limited to no more than 
five yards, although the Infernal and creatures of dark-
ness who enjoy her favor can see clearly. Most impor-
tantly, night holds sway in the dimmed area; even if it is 
outdoors on a sunny day, the sun has no power to harm 
or inconvenience any being that normally suffers from 

the sight or touch of it. Vampires have no difficulty re-
maining awake or operating at their full strength.

This Charm’s effects persist for one hour per suc-
cess rolled. If no successes are rolled, it lasts for a scene.

Signature Effect: Sun-Denying Spite activates 
automatically at no cost when the Infernal dons her 
Shintai form, and its effects persist for so long as she 
remains within the darkened region.

ultimate darKness internaliZation (•••)ultimate darKness internaliZation (•••)
The Infernal claps her hands, surrenders herself ut-

terly to the chill void of the Night Realm, and lets the 
darkness transport her to the realm of the unhappy dead.

System: Spend 1 Essence and roll Manipulation 
+ Occult against a difficulty of the local Shroud. Suc-
cess transports the character into the Shadowlands. By 
accepting one level of unsoakable bashing damage per 
ally, the Infernal can also draw other willing characters 
into the Underworld with her. This Charm may also 
be used in reverse to return to the material world.

inner devils unChained (••••)inner devils unChained (••••)
Monsters lurk in every heart. Empowering a per-

son’s inner darkness, the Infernal makes that monster 
real. She must approach a mortal and breathe into 
their mouth to use this Charm. Her victim’s shadow 
twists and distorts, becoming a demon of Kakuri be-
fore climbing into the target’s flesh and inflicting a 
brief, agonizing transformation.

System: Spend 3 Essence while within kissing dis-
tance of the target. Over the course of a few minutes 
of indescribably painful transformation, the Charm’s 
victim becomes a bakemono – a sort of monster that 
shapeshifters know as fomori. Rules for fomori can be 
found on pages 428-439 of W20. The Infernal may re-
claim her gift of inner darkness, making the bakemono 
human again, but this inflicts a number of levels of 
aggravated damage equal to (7 - the Essence the Exalt 
opts to spend undoing her curse).

liFe-denying Curse (••••)liFe-denying Curse (••••)
The Infernal blesses her enemies with futility, de-

nying them the ability to recover from whatever tor-
ments she chooses to inflict upon them.

System: The Infernal reflexively spends 1 Essence 
upon inflicting damage to an enemy. For the rest of 
the scene, the target is incapable of healing any damage 
or removing any inflicted curses, mutilations, derange-
ments, or other such effects. For example, if afflicted 
with Golden Years Tarnished Black, she could not 
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spend Willpower during the scene to reclaim the joy in 
her memories. Anyone killed while under the effects of 
this Charm finds their soul immediately banished to 
suffer for all eternity in Kakuri. Condemning a super-
natural being in this fashion “rolls back” the number 
of times the Infernal is considered to have attempted to 
don her Shintai form during the current story by one, 
reducing its cost or difficulty accordingly (to a minimum 
of Essence 2, Willpower 2, and no roll requirement), so 
long as that being isn’t a creature of darkness.

The Infernal may alternately pay 2 Essence when 
activating this Charm to cause its effects to linger for 
her Essence rating in days.

Signature Effect: The 1 Essence effect of Life-De-
nying Curse drops to a cost of 0 Essence while the In-
fernal wears her Shintai form.

unCaring iCe-soul redouBt (••••)unCaring iCe-soul redouBt (••••)
Crossing her arms across her chest, the Infernal be-

comes as one with the icy, uncaring rock of the Night 
Realm. She either becomes an invulnerable statue of 
black stone, or else is encased in unbreakable ice.

System: The Infernal takes a moment to align her 
flesh and Essence with the eternal torments of Hell. 
Spend 2 Essence and roll Willpower against difficulty 8. 
Success immobilizes the Infernal and renders her inde-
structible for one hour or until she reflexively abandons 
Uncaring Ice-Soul Redoubt. While merged with Kakuri, 
she cannot take any voluntary actions, including delib-
erate thought or planning, and is completely immune 
to all damage of any kind. She cannot drown, suffocate, 
or otherwise suffer any physical harm of any kind. If the 
Infernal wishes to extend her merger with the Night 
Realm beyond the first hour, she must pay 1 Willpower 
point at the beginning of each additional hour.

This Charm doesn’t protect the Infernal from at-
tacks on her mind or spirit, such as possession by a ghost, 
a mage attempting to control her mind, or even an or-
dinary person attempting to talk her into relinquishing 
this Charm to act upon some pressing concern.

Signature Effect: When Uncaring Ice-Soul Re-
doubt ends by running out the full duration of the 
Charm rather than being voluntarily dismissed prema-
turely, the Infernal may emerge from her frozen chrys-
alis wearing her Shintai form, without the need of an 
Essence or Willpower expenditure or a dice roll.

BlaCK mirror inCarnation (•••••)BlaCK mirror inCarnation (•••••)
The Infernal breathes upon the black mirror of 

her heart, and becomes someone else. 
System: The Infernal spends 1 Essence, spends a mo-

ment concentrating, and dons a perfect illusion which 
causes her to appear to be someone else. This can be either 
a real person, or a fictitious individual of the Infernal’s de-
vising. This illusion fools all five senses. Deduction may 
reveal the Infernal for an impostor, but imperfections in 
the disguise itself never will. The illusion persists until the 
Infernal reflexively dismisses it, or until her anima flares.

inCarnate shadoW insinuation (•••••)inCarnate shadoW insinuation (•••••)
Freezing tendrils of absolute midnight writhe up 

from the Infernal’s shadow, anchoring themselves 
somewhere on her body. They strike down those who 
draw near with sinuous, bone-chilling strikes.

System: After a turn’s concentration, spend 1 Es-
sence to summon the shadow-tendrils of Kakuri. At 
the end of every turn for the rest of the scene, the In-
fernal may make an extra attack action with her full 
Dexterity + (Brawl or Melee) pool. The tendrils inflict 
Strength + 3 bashing damage.

Signature Effect: The Infernal’s Shintai writhes with 
deadly, lashing shadows. Incarnate Shadow Insinuation 
activates at no cost when the Infernal dons her Shintai 
form, and grants two extra attack actions rather than one, 
which inflict lethal rather than bashing damage.

lanKa: demon City oF the raKshas CharmslanKa: demon City oF the raKshas Charms

By pain reForged (•)By pain reForged (•)
Though the Infernal may be battered and broken, 

she will not fall, nor give her foes the satisfaction of 
experiencing pain.

System: The Infernal reduces all wound penalties by 
one, her movement penalties do not degrade any further 
when Crippled or Incapacitated, and she does not fall un-
conscious when her Incapacitated health box is filled with 
bashing damage. This Charm’s effects are permanent.

nightmare Fugue vigilanCe (•)nightmare Fugue vigilanCe (•)
Embracing her nightmares and binding them away 

within a prison in her heart, the Infernal transcends 
the mortal need for sleep.

System: The character never suffers any penalties 
for sleep deprivation, nor indeed has any need of sleep. 
If she does decide to sleep, she suffers vague and trou-
bling nightmares, and must make a Willpower roll (dif-
ficulty 7) upon awakening in order to regain Willpower.
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ox-Body teChnique (•)ox-Body teChnique (•)
The Infernal’s flesh is fortified with the power to 

survive the very tortures of Hell.
System: The character permanently gains two 

Wounded (–2), one Mauled (–2), and one Crippled 
(–5) health levels.

This Charm can be purchased a number of times 
equal to the character’s Essence rating. It only enhances 
the Infernal’s regular health track, not her Shintai form.

prinCe oF ruin attitude (•)prinCe oF ruin attitude (•)
One day the Infernal will rule over a broken world, 

yet she still expects its shattered remnants to serve her, 
and serve her well. Her magic forces the world to live 
up to that expectation.

System: When the Infernal attempts to use a bro-
ken or nonfunctional tool, object, or vehicle, she may 
make a reflexive Appearance + Technology roll against 
difficulty 6. For the rest of the scene, success forces a 
dulled and broken sword to cut as though it were sharp 
and intact, a junked car to run as if it were new, or a 
rotted old tent to keep out the rain as if it were whole.

Signature Effect: When the Infernal dons her 
Shintai form, a cloud of broken objects, discarded 
junk, and other bric-a-brac levitates into the air and 
slowly orbits around her. When her ire rises, this or-
bital cloud begins to whirl at deadly speeds; anyone 
within three yards of the Infernal must soak 2 levels 
of bashing damage per turn while the Infernal is in 
combat or actively enraged.

sCar-Writ saga shield (•)sCar-Writ saga shield (•)
The Infernal scribes a litany of the pain and hard-

ships she has endured upon her heart and her very 
bones, fortifying her flesh against harm.

System: The Infernal permanently lowers the diffi-
culty of all soak rolls by one.

By rage reCast (••)By rage reCast (••)
The Infernal’s resentment and anger manifests it-

self within her flesh, granting her demonic features.
System: Select one Aspect from the list of Demon-

ic Aspects (with the exception of Hardened Devil Body, 
which cannot be chosen). The Infernal can manifest 
this feature for a scene by taking an action to concen-
trate and rolling her Essence rating against difficulty 
7, or by reflexively spending 1 Essence. Her Demonic 
Aspects automatically manifest while her anima flares.

This Charm can be purchased a number of times 
equal to the character’s Essence rating. If the Infernal 
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has multiple Demonic Aspects, she can manifest as 
many as she wishes with a successful roll or Essence 
expenditure. If she wishes to suppress some or all of 
her Aspects when her anima flares, she must succeed 
at a Willpower roll against difficulty 7 to do so. These 
do not have to be the same as her Shintai Aspects.

Signature Effect: The Infernal picks one addition-
al Aspect to permanently add to her Shintai form.

erupting Fury reBuKe (••)erupting Fury reBuKe (••)
The Infernal releases her pent-up rage and aggres-

sion in a ringing cry, shattering the works of man all 
around her. Furniture explodes into shrapnel, floors 
erupt, ceilings buckle, and electronics spit sheets of 
sparks as they die.

System: Spend 2 Essence and roll Charisma + 
Intimidation against difficulty 6. Everything within 
(successes x 10) yards not in the immediate possession 
of the Infernal or one of her allies that was crafted 
by human hands explodes. Natural objects and land-
scapes are unaffected. Everyone other than the Infer-
nal caught in the storm of concrete chips, erupting 
drywall, and flying shards of metal must soak 5 levels 
of lethal damage.

Signature Effect: While in her Shintai form, the 
Infernal is capable of releasing truly earth-shattering 
roars. This Charm’s cost drops to 1 Essence, its range 
expands to (successes x 30) yards, and the difficulty to 
soak its damage increases by +1 (usually to difficulty 7).

Kneel or Be Knelt (••)Kneel or Be Knelt (••)
The Infernal directs the crushing weight of her will 

upon another, forcing their knees to buckle. Vines of 
living brass then erupt from the ground to entangle 
those who once dared to stand against her.

System: The Infernal spends a turn concentrating 
her will utterly upon an enemy, spends 1 Willpower, 
and rolls Charisma + Intimidation against a difficulty of 
the target’s Willpower. Success knocks the target to his 
knees, and entangles him in sudden creeping vines. The 
target cannot rise or move until he breaks free, an act 
which requires a difficulty 7 Strength + Athletics action.

Signature Effect: Upon donning her Shintai form, 
the landscape around the Infernal begins to sprout 
creeping vines of living brass. All the ground within 
(Essence x 30) yards of the Infernal becomes difficult 
terrain, cutting the movement rate of those trying to 
move through it in half.

viridian legend exosKeleton (••)viridian legend exosKeleton (••)
The Infernal calls forth the shattered masonry and 

brazen decorations of Lanka and forges them into ar-
mor which adorns her flesh like a second skin. Ancient 
demonic script glows faintly upon this shell, incoherent-
ly attempting to speak of the glories of the Demon City. 

System: Reflexively spend 1 Essence to activate 
this Charm. The Infernal adds the highest of her 
Strength, Stamina, or Charisma to her soak rolls for 
the rest of the scene, but raises the difficulty of all 
Stealth attempts by +1 due to the glowing script that 
adorns her armor.

When the tigers BroKe Free (••)When the tigers BroKe Free (••)
The Infernal tightens all of her muscles to the 

screaming point, forcing space around her to contract 
until it cracks and shatters in a perfect ring, fragment-
ing the logic of urban geography into a confusion of re-
cursive lanes, impossible intersections, broken bridges, 
dead-end streets, and bottomless chasms.

System: The Infernal spends a turn concentrating 
her will, spends 2 Essence, and rolls Charisma + Street-
wise against difficulty 7. Success breaks the landscape 
in a ring encircling her present location: all roads, 
paths, and other routes leading away from the Infernal 
terminate precisely half a mile from where she stands 
at the time of the Charm’s activation.

Everyone outside the range of the Charm’s effects 
simply becomes lost if they try to enter into its bound-
aries; they take wrong turns, end up on streets they 
shouldn’t be on, and are otherwise endlessly routed 
around the area. Seen from the air, the affected area 
seems normal, but attempts to fly in (such as via he-
licopter) inevitably end with the intruders mistakenly 
landing somewhere outside of the forbidden zone. No 
sounds or signs of distress can be detected by those 
outside of the Charm’s boundaries, even if the entire 
area within is vigorously burning down. Those caught 
within the Charm’s range find that its borders are 
marked by impassable obstacles: streets that bend back 
on themselves, impassable walls of rubble, infinitely 
deep chasms beneath shattered bridges. This Charm’s 
effects persist for a number of hours equal to the suc-
cesses on is activation roll. It may only be activated 
within a city or similar area developed for habitation.

Signature Effect: This Charm activates at no cost 
whenever the Infernal dons her Shintai form.
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CroWned With Fury (•••)CroWned With Fury (•••)
Concentrating her implacable will upon another, 

the Infernal crushes her target’s psyche with a display 
of her hellish glory. Green flames creep from her eyes 
and mouth whenever she commands her newly-sub-
orned lackey, forming a blazing crown that burns above 
her head while she speaks.

System: Spend 2 Essence and roll Charisma + 
Leadership (difficulty of the target’s Willpower). Suc-
cess transforms the target into the Infernal’s obedient 
servant. The more successes rolled, the longer the tar-
get’s servitude lasts, as per the chart below:

Result Duration

Botch Subject cannot be targeted by this Charm 
for the rest of the story.

Failure Subject cannot be targeted by this Charm 
again in the current scene.

1 One hour

2 One day

3 One week

4 One month

5 One year

The target can resist a command from the Infernal 
for a scene, but doing so causes her body to begin tearing 
itself apart under the strain of disloyalty, inflicting one 
unsoakable level of lethal damage. Each level of damage 
the target suffers to resist this Charm negates one suc-
cess on the Infernal’s roll, shortening its duration.

Signature Effect: The Infernal’s Shintai form 
wears a crown of emerald flames, and her words tear 
at the minds of those who hear them. She adds her Es-
sence rating to all social rolls, and the cost of Crowned 
with Fury drops to 1 Essence.

green sun nimBus Flare (•••)green sun nimBus Flare (•••)
The Infernal seeds her attacks with the fire that 

began the world and which may very well end it: the 
poisonous radiance of Hiroshima and Nagasaki, the 
legend-destroying power which erupted above the 
floodplain of Bangladesh, and which is now the dream 
secretly nurtured at the heart of Lanka. A target struck 
with this Charm dies from the inside-out as her flesh 
erupts into geysers of sinister emerald flames.

System: After successfully striking a target and in-
flicting damage with an attack, the player may reflexively 
spend 1 Essence to inflict (highest of Strength, Charisma, 

or Intelligence) levels of automatic aggravated damage.
Signature Effect: While in her Shintai form, the 

Infernal may reflexively spend 1 Willpower to cause 
the body of every character she has slain during the 
current scene with Green Sun Nimbus Flare to ex-
plode in a burst of hard radiation and roaring green 
flames, inflicting (Essence rating) levels of automatic 
aggravated damage to everyone within five yards of the 
body. The Infernal herself is immune to harm from 
these detonations.

impervious primaCy mantle (•••)impervious primaCy mantle (•••)
The Infernal refuses, with utter and immovable 

implacability, to permit any force in the cosmos to 
gainsay her will.

System: Any attempt to cause or force the Infernal to 
betray, undermine, or abandon her Intimacies automat-
ically fails. Furthermore, she may reflexively spend 1 Es-
sence or 1 Willpower to become immune to all thought 
and emotion-altering magic for the rest of the scene.

magnanimous Warning glyph (•••)magnanimous Warning glyph (•••)
Applying a lingering touch to her unwitting new 

subject – a firm hand upon the shoulder, a lover’s em-
brace, a boot placed upon the chest of the fallen – the 
Infernal places a mystic brand on her target, invisible 
to normal senses but plainly apparent to mystic scruti-
ny: it is a mark of ownership, a warning, and a terrible 
weapon. Should the one so marked ever dare to defy or 
raise a hand against the Infernal, the glyph detonates 
in a torrent of acid and fire.

System: The Infernal touches her target for at least 
one full turn and spends 1 Essence to place the glyph. 
Scrutiny with mystic sensory powers such as Aura sight 
or various feats of magick reveal a sigil bubbling with 
suppressed green flames. The target instinctively un-
derstands that he must not oppose the Infernal, but 
gains no clear idea of the consequences. Attempting 
to attack the Infernal instantly causes the glyph to 
detonate, as does unambiguously telling her “no” in 
response to a request or command. When the glyph 
erupts, it inflicts (highest of Strength, Charisma, or 
Intelligence) levels of automatic aggravated damage. 
Thankfully, this also purges the glyph, releasing the 
target from servitude – at least so long as the Infernal 
doesn’t apply another one.
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violenCe is Worship (•••)violenCe is Worship (•••)
Every drop of blood spilled in rage or hatred is a 

tiny prayer uttered to the Infernal, and she draws nour-
ishment from such gifts.

System: The first time in the scene that the Infer-
nal witnesses an act of violence – a serious one, one 
where someone gets hurt, bleeds, weeps – she regains 
1 Essence on the spot. The Infernal cannot be the one 
to have instigated the violence, either by her own hand 
or through the direct actions of those following her 
orders. It must be a gift offered up to her by the world.

Signature Effect: If the Infernal stands in an abat-
toir – a place of blood and slaughter, such as the after-
math of a gangland shoot-out, or a serial killer’s gory 
kill room – she may assume her Shintai form automat-
ically, without the need of an Essence or Willpower 
expenditure or a dice roll. However, this landscape of 
murder must be a gift of the universe to the Infernal: 
she cannot by her own hand or by her orders to allies 
or underlings have directly caused the deaths and vio-
lence to have occurred.

aBlation oF Brass and Fire (••••)aBlation oF Brass and Fire (••••)
The Demon Emperor-to-be does not suffer such 

trivialities as harm. Instead, she forces her kingdom to 
suffer on her behalf. When the Infernal would other-
wise suffer harm, she shrugs off the damage; instead, 
nearby masonry shatters, pavement explodes, or furni-
ture crumbles.

System: The player may reflexively spend 1 Essence 
after the character is struck by an attack, but before dam-
age is rolled. The Infernal negates the damage roll and 
suffers no damage; instead, her environment suffers the 
damage on her behalf. This Charm can only be used 
when the Infernal is in a place developed for human 
habitation or use, or in a spirit-realm that is reminis-
cent of a cityscape such as Lanka or the Wicked City. 
It is powerless in the wilderness or in undeveloped spir-
it-realms such as the Hell of Burrowing Maggots.

giFts oF invisiBle Flame (••••)giFts oF invisiBle Flame (••••)
The Infernal impregnates the landscape around 

her with her hatred and rage, transforming it into a 
radioactive wasteland.

System: Spend 2 Essence and roll Willpower 
against difficulty 7. The landscape for (Essence x 50) 
yards around the place where the Infernal activated 
this Charm remains tainted for one day per success. 
Characters suffer one level of aggravated damage at 
the end of each scene spent within the irradiated zone. 

The Infernal herself is immune to this damage.
Signature Effect: This Charm activates automati-

cally, reflexively, and at no cost whenever the Infernal 
is wounded while wearing her Shintai form, as though 
she had rolled a number of successes equal to the 
Health Levels of damage taken.

oFFering oF Blood and meat (••••)oFFering oF Blood and meat (••••)
Crushing her enemies to death, the Infernal ac-

cepts the implicit tribute of their demise, and renews 
herself thereby.

System: The Infernal must kill an enemy with a 
clinch (kill, not merely incapacitate, and since grapples 
normally inflict bashing damage, this may require a few 
moments of breaking the bones of an unconscious vic-
tim until the life finally leaves their ragged body), and 
then reflexively spend 1 Essence. A hellish, demonic 
maw opens in the Infernal’s chest, and messily devours 
the corpse in the space of a few moments, then vanish-
es again. When it does, she is left greatly renewed, with 
all non-aggravated damage healed. Alternately, when 
consuming a supernatural being that is not a creature 
of darkness, the Infernal may opt not to heal herself, 
but instead to “roll back” the number of times she is 
considered to have attempted to don her Shintai form 
during the current story by one, reducing its cost or 
difficulty accordingly (to a minimum of Essence 2, 
Willpower 2, and no roll requirement).

By agony empoWered (•••••)By agony empoWered (•••••)
The Infernal is not merely inured to agony and 

loss, but has transformed it into a bastion of strength.
System: When the Infernal’s Incapacitated health 

box is marked with lethal damage, she does not die; 
only aggravated damage can kill her. If she succeeds at a 
Willpower roll against difficulty 8, she can remain active 
and functioning for the rest of the scene even with le-
thal damage in her Incapacitated health box. Finally, by 
reflexively spending 1 Essence, the Infernal may trans-
form her wound penalties into bonus dice for one turn.

the City still stands (•••••)the City still stands (•••••)
Lanka staggers, Lanka suffers… but Lanka persists. 

So it is with the Infernal: In the moment of her abso-
lute defeat she falls, almost to a knee; or slouches to 
one side as if to topple – but stops herself. Sudden-
ly her anima roars to life as a local earthquake rips 
through the area for a mile around her. This tremor 
comes from within the Exalt, and sends emerald and 
crimson-tinged cracks racing across her skin to con-
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gregate around her blazing caste mark, while her eyes 
shine with all the radioactive madness of the Demon 
City. Finally, her body explodes in a cataclysm of emer-
ald flame, leaving a pristine Shintai battle form ready 
to enact her revenge.

System: Once per story, when the Infernal would 
otherwise die, she instead becomes completely invul-
nerable for one turn and dons her Shintai form at no 
cost and without the need of a dice roll. This occurs 
even if she has already worn and lost her Shintai form 
during the scene. Once this special Shintai activation 
ends, the Infernal’s Health track is completely restored 
(although if she is forced out of the transformation 
through its destruction, this restored health track suf-
fers damage from her ejection as normal).

If the Infernal doesn’t yet have a Shintai form, 
then this Charm instead simply restores her to pristine 
health when it activates.

the hell oF Being sKinned alive Charmsthe hell oF Being sKinned alive Charms

Freedom lets go (•)Freedom lets go (•)
The Infernal can no more be entrapped by the 

machinations and curses of others than can be the 
wind itself. Should she become so encumbered, she 
attaches these unwanted impediments to a little piece 
of her soul, casts it into the flaying winds of Hell, and 
laughs at her own freedom.

System: Whenever the character is afflicted with a 
curse, transformation, mental effect, or other unwant-
ed mystical burden (such as a vampire’s use of Dom-
inate or Vicissitude, or a Thaumaturgic curse), she 
may attach the effect to one of her Intimacies, pay 1 
Essence, and shed herself of both the effect and the 
Intimacy. The character can still assign a new Intimacy 
at the end of the current story, but cannot restore an 
Intimacy sacrificed to this Charm.

Signature Effect: Anyone who witnesses the Infer-
nal don her Shintai form is forced to partake in her free-
dom. They must choose to give up one of the following: 
a memory, an emotional connection, or a possession 
(not necessarily one that they have on them at the time). 
If they pay 1 Willpower, they may also choose what spe-
cific thing is lost; if not, the Storyteller decides. The lost 
thing is carried away on the flaying winds of Hell.

murder is meat (•)murder is meat (•)
The Infernal’s nature is that of the killing wind. 

Murder nourishes her, as it does the Hell from which 
she draws her power.

System: Whenever the Infernal murders a sentient 
being, the act nourishes her as though she had just 
eaten a four-course meal. If she slays a ghost or spirit, 
then she can reflexively roll Dexterity + Occult against 
a difficulty of its Willpower. Success conjures a vor-
tex of crimson flaying winds which slice its dissipating 
substance into stray motes of Essence. The Infernal re-
gains 2 Essence, and the ghost or spirit is entrapped in 
the Hell of Being Skinned Alive. Condemning a jag-
gling-level or greater spirit that is not a creature of dark-
ness in this fashion “rolls back” the number of times 
the Infernal is considered to have attempted to don 
her Shintai form during the current story by one, re-
ducing its cost or difficulty accordingly (to a minimum 
of Essence 2, Willpower 2, and no roll requirement).

running to Forever (•)running to Forever (•)
The Infernal is tireless as the flaying winds of Hell. 

So long as she remains in motion, whether running, 
driving, or by whatever other means, she suffers nei-
ther fatigue nor exhaustion nor even need for sleep.

System: This Charm’s effects are permanent. If 
the Infernal remains in constant, unceasing motion 
for 24 hours, she completely replenishes her Essence. 
By reflexively paying 1 Essence, the Infernal may run 
full-out reflexively rather than being forced to use an 
action for the rest of the scene.

theFt as release (•)theFt as release (•)
As the Infernal collects the possessions of the sin-

ners around her, she liberates them from the burden 
of desire for those things.

System: Whenever the Infernal successfully takes 
an action to remove an item from someone else’s pos-
session – such as by picking their pocket, convincing 
them to hand the object to her, robbing their house, 
disarming them in combat, or even destroying one of 
their belongings outright – she may reflexively pay 1 
Essence to activate this Charm. Her player rolls Wits + 
Larceny against a difficulty of the owner’s Willpower. 
Success causes the target to forget he owns or indeed 
ever owned the item, and any attempt to talk him into 
believing otherwise is made against difficulty 9.

gravity-reBuKing graCe (••)gravity-reBuKing graCe (••)
Surrounding herself in scything eddies of flaying 

Essence, the Infernal severs her connection to the 
earth and becomes a creature of the winds, unbound 
by gravity or worldly constraints.

System: So long as she’s moving, the character 
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needs never roll to maintain her balance, no matter 
how precarious her footing, and may run upon even 
the weakest or most insubstantial of surfaces, such 
as falling leaves, individual threads, drops of rain, or 
even the surface of water. Additionally, her jumping 
distance and height is tripled. By reflexively spending 
1 Essence, she may rise into the air and fly at her full 
running speed for her Essence rating in turns.

heart-Carving Wind (••)heart-Carving Wind (••)
Concentrating her will upon one with the temer-

ity to speak to her, the Infernal flays away part of the 
target’s heart with the cutting edge of her Essence.

System: When someone else verbally communi-
cates with the Infernal, she may respond by spending 
2 Essence and rolling Wits + Empathy (difficulty of 
the target’s Willpower). Success amputates a portion 
of the target’s soul, rendering him incapable of experi-
encing a certain sensation, thought, or emotion of the 
Infernal’s choosing. Examples might include removing 
the ability to feel pain (granting the ability to ignore 
two dice worth of wound penalties), joy, sorrow, fear 
(granting immunity to certain supernatural powers 

such as the Delirium), or anger (rendering vampires 
and werewolves incapable of frenzy, and shapeshifters 
without access to their Rage); or making one specific 
thought impossible such as “I can’t trust this woman” 
or “I need to tell someone what I’ve seen here;” or even 
removing an Exalt’s access to one of her Intimacies.

The mutilation persists for a duration depending 
on the successes rolled:

Result Duration

Botch Subject cannot be targeted by this Charm 
for the rest of the story.

Failure Subject cannot be targeted by this Charm 
again in the current scene.

1 One hour

2 One day

3 One week

4 One month

5 One year

The target can battle through the damage inflicted by 
this Charm for a scene by spending a point of Willpower. 
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Each Willpower spent to resist this Charm negates one 
success on the Infernal’s roll, shortening its duration.

Signature Effect: When the Infernal dons her 
Shintai form she automatically unleashes this Charm 
at no cost as though she rolled two successes against 
everyone who spoke to her during the scene prior to 
the transformation. She must decide in advance what 
she flays away during her Shintai activation; it is always 
the same, every time.

laughing shrapnel arrival (••)laughing shrapnel arrival (••)
The Infernal needs not fear gravity’s pull, instead 

making it her ally and weapon. When she lands, she un-
leashes a deadly shockwave-blast filled with the flaying 
sand and shrapnel of the Hell of Being Skinned Alive.

System: The Infernal may reflexively pay 1 Es-
sence at any time when she is plummeting toward the 
ground from a height great enough to normally inflict 
injury, wrapping herself in a powerful corona of Es-
sence. When she lands, this Essence-bomb detonates, 
and she strikes the ground without suffering any in-
jury whatsoever, scattering the flaying winds of Hell 
in every direction. Everyone and everything within 
(Essence x 10) yards of her point of impact must soak 
(Athletics + Essence) levels of lethal damage.

Signature Effect: When the Infernal dons her 
Shintai form, this Charm automatically triggers at no 
cost as though she had just landed from a great fall.

sandstriKe Blast (••)sandstriKe Blast (••)
The Infernal summons forth a blast of flaying, 

scouring winds packed with jagged metal and the red 
sand of the Hell of Being Skinned Alive. This becomes 
a weapon which she directs against her foes.

System: Reflexively spend 1 Essence to call forth 
the red wind of Hell for a scene. This is a weapon 
which may be directed with Dexterity + Athletics (diffi-
culty 5) to aim the attack. The flaying wind has a dam-
age rating of 8 (lethal) and a range of 60.

Alternately, the Infernal may use an action and 
spend 1 Essence to create a massive blast of scouring 
sands driven by supersonic winds, centered on a point 
anywhere within her line of sight. Everyone within (Es-
sence rating x 5) yards of the blast’s epicenter suffers 10 
dice of lethal damage, including the Infernal herself if 
she sets the attack off too close.

Signature Effect: When the Infernal dons her 
Shintai form, it comes into the world accompanied by 
a blinding, choking sandstorm. Anyone caught in the 
storm without sufficient protection (such as motorcy-

cle leathers, a werewolf’s thick fur, or some form of 
protective magic) suffers one level of bashing damage 
per minute, alongside a –2 penalty to all rolls.

silenCe oF the inverted spires (••)silenCe oF the inverted spires (••)
Beyond and above the howling winds and scream-

ing sinners of the Hell of Being Skinned Alive, there is 
cold void and pristine silence. Exercising deliberation, 
the Infernal chooses to embrace these things.

System: Spend 1 Essence. From that point on, the 
Infernal makes no sound when she moves, nor strikes, 
nor kills. Those who scream when she strikes them 
down do so in silence, as do those who would cry out in 
warning. In general, she can mute any sound within 10 
yards, so long as she wishes for it not to be. This Charm 
ends when the Infernal speaks louder than a whisper.

Wind-Born stride (••)Wind-Born stride (••)
The Infernal moves with the ferocious speed of the 

killing winds of Hell.
System: The Infernal’s movement speed is perma-

nently tripled, and she doubles the result of all Initiative 
rolls. By reflexively spending 1 Essence, she can instead 
increase her movement tenfold for her Essence rating 
in turns. Outside of combat, her movement speed in-
creases by one factor for every full minute she continues 
to run (so after a minute of running flat-out, her move-
ment speed is quadrupled; after another minute, it is 
quintupled) until it caps out at a tenfold increase.

Signature Effect: The Infernal’s Shintai form is 
peerless in its speed. On her turn, in addition to any 
other movement she makes, the Infernal may reflexively 
move to any point within (Essence x 100) yards that she 
could reach through normal movement. This is light-
ning-quick movement, not teleportation; it can’t take 
her through a locked door, or up the side of a sheer wall 
(unless she has the ability to run up walls, of course).

dissonant lies made true (•••)dissonant lies made true (•••)
Subjected to the paltry manipulations of the sinners 

around her, the Infernal unleashes the winds of Hell, 
flensing any uncertainty from the words she hears and 
blowing them back upon those who have spoken to her.

System: The Infernal reflexively spends 1 Essence in 
response to being spoken to and rolls Wits + Alertness 
against a difficulty of the target’s (Manipulation + Subter-
fuge). If she succeeds, then the target realizes that he gen-
uinely believes whatever he has just said to the Infernal is 
true. This certainty lasts for a number of days equal to the 
Infernal’s successes, at which point the target’s thoughts 
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clear and he comes to his senses. Alternately, someone 
else can try to make him see reason once per scene, grant-
ing a Willpower roll against difficulty 8 to break out of 
this Charm’s influence prematurely.

Faster than sight (•••)Faster than sight (•••)
The Infernal moves so quickly that she outruns 

both light and sound.
System: Reflexively spend 1 Essence while running 

flat-out. So long as the Infernal continues running, she 
becomes both invisible and inaudible. Attempts to at-
tack or otherwise target her in this state made by those 
who know she is present (possibly because she keeps 
making strafing attacks against them) increase their 
difficulty by +2.

orBital impaCt storm (•••)orBital impaCt storm (•••)
The Infernal surrounds herself with a Hellish cy-

clone, picking up stray bits of debris, chunks of metal, 
bits of brick – if nothing else is available, she can bring 
up shards of bone from Hell.

System: Reflexively spend 1 Essence. For the next 
(Willpower rating) turns, the Infernal adds two dice 
to all soak rolls, increases the difficulty of all ranged 
attacks against her by +1, and anyone who strikes her 
with their bare hands must soak two levels of automat-
ic bashing damage.

Signature Effect: When the Infernal dons her 
Shintai form, a cloud of broken objects, discarded 
junk, and other bric-a-brac levitates into the air and 
slowly orbits around her. While she is in motion, this 
orbital cloud begins to whirl at deadly speeds; anyone 
within three yards of the Infernal must soak 2 levels of 
bashing damage per turn while the Infernal is moving.

unBound Freedom inFiltration (•••)unBound Freedom inFiltration (•••)
The Infernal respects nothing which would inhibit 

her movement, laughing as she tears herself into shriek-
ing ribbons and weaves herself back together again.

System: While running flat-out, the Infernal may 
pass through any barrier standing in her path, so long 
as it isn’t perfectly air-tight. She dissolves into a crim-
son wind and reforms on the far side of the obstacle 
without slowing down at all. Using this Charm inflicts 
one level of unsoakable bashing damage.

Signature Effect: The edges of the Infernal’s Shintai 
form seem filmy and insubstantial, wavering as though 
caught in a high wind. All attempts to initiate a clinch 
against her automatically fail, and Unbound Freedom 
Infiltration doesn’t inflict damage when she uses it.

Who striKes the Wind? (•••)Who striKes the Wind? (•••)
Laughing at the futile efforts of those who would 

seek to strike her down, the Infernal momentarily dis-
solves into a crimson wind to evade her foes’ attacks.

System: Reflexively spend 1 Essence in response 
to an attack. The attack fails to strike the Infernal with-
out any further dice rolls. If the Infernal spends 2 Es-
sence, then she can perfectly defend against (Essence) 
additional attacks during the remainder of the turn. 
This Charm cannot be used while standing still.

soul-sand devil stanCe (••••)soul-sand devil stanCe (••••)
The Infernal’s body dissolves into a mound of 

sand, then erupts into a localized cyclone filled with 
stinging, flaying sand.

System: The Infernal concentrates for a turn and 
spends 2 Essence, then erupts into a miniature sand-
storm about 10 yards in diameter. This is treated as 
a swarm of birds, according to the rules for swarms 
found on page 391 of V20. If the Infernal suffers 
enough damage to disperse the storm, the Charm ends 
and she returns to her normal form, having suffered 
three levels of lethal damage for the dispersal.

Signature Effect: When the Infernal dons her 
Shintai form, it comes into the world accompanied by 
a blinding, choking sandstorm. Anyone caught in the 
storm without sufficient protection (such as motorcy-
cle leathers, a werewolf’s thick fur, or some form of 
protective magic) suffers one level of bashing damage 
per minute, alongside a –2 penalty to all rolls.

thoughts resound in silenCe (••••)thoughts resound in silenCe (••••)
So long as it is perfectly quiet, the Infernal may 

hear the thoughts of those around her.
System: As long as there are no noises louder than 

ambient air pressure or, perhaps, a gentle wind in the 
trees, the Infernal may roll Perception + Alertness 
against a difficulty of the target character’s Willpower 
to listen in on another individual’s surface thoughts.

thousandFold typhoon hand (••••)thousandFold typhoon hand (••••)
The Infernal moves so quickly she seems to split 

into a bewildering array of simultaneous phantoms, all 
striking against a single doomed opponent.

System: Reflexively spend at least 1 Essence. At the 
end of the turn, after all characters have taken their actions, 
the character may make two additional attacks at her full 
dice pool per point of Essence spent. She can make no 
more extra attacks than her Athletics rating (minimum 1). 
These must all be directed at the same opponent.
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Signature Effect: While in her Shintai form, 
Thousandfold Typhoon Hand may be used to make 
extra attacks against multiple targets.

opened eye oF the hurriCane (•••••)opened eye oF the hurriCane (•••••)
Infusing herself with the perfected Essence of both 

murder and wind, the Infernal senses the air-distor-
tions and killing intent of all strikes made against her, 
and moves to perfectly counter them.

System: Spend 1 Essence and 1 Willpower reflex-
ively to activate this Charm. For the rest of the scene, 
at the beginning of each turn roll Dexterity + Athletics 
against difficulty 7. The Infernal applies the successes 
on this roll as a reflexive dodge against all attacks made 
against her of which she is aware during that turn.

splintered gale inCarnation (•••••)splintered gale inCarnation (•••••)
The Infernal flays herself apart, creating duplicates 

of herself. 
System: The Infernal spends 5 Essence and 

screams, issuing forth a crimson gale that resolves into 
a perfect copy of herself. This clone comes into the 
world naked, perfectly loyal to its creator, precisely 
aware of what it is, and in possession of the same per-
sonality and memories as the Infernal. It has the same 
Traits as the Infernal, but is completely mortal, with 
no magic of any sort. Alternately, if the Infernal pos-
sesses a working uterus, she can use this Charm to im-
pregnate herself. This parthenogenetic child will grow 
up to be a perfect physical duplicate of the Infernal, 
but is otherwise a normal human being.

The Infernal can have up to her Essence rating in 
clones alive and active at once. By spending 1 Essence, 
she can cause a clone within her presence to unravel 
back into crimson wind which she absorbs, granting 
her all of the memories the clone accumulated during 
its existence. If the Infernal wishes, she may re-create 
specific absorbed clones in the future when using 
Splintered Gale Incarnation.

If the Infernal should ever die while any of her 
clones are abroad in the world, her body dissolves into 
a screaming wind that streams across the world and 
pours itself into the nearest clone. This destroys the 
clone’s memories and identity as the Infernal takes 
over its body. Reincarnating in this fashion reduces the 
Infernal’s Essence rating by 1. If this would reduce her 
to Essence 0, then reincarnation is impossible.

Signature Effect: When the Infernal dons her 
Shintai form, (Essence rating) clones emerge along-
side her when her chrysalis shatters. They don’t count 
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against the normal clone limit of Splintered Gale In-
carnation, and will vanish into crimson wind when the 
Shintai form ends; they cannot be reabsorbed. To be 
clear, these are clones of the Infernal’s normal form, 
not her Shintai body.

the WiCKed City Charmsthe WiCKed City Charms

BroadCast announCement prana (•)BroadCast announCement prana (•)
The Infernal insinuates her Essence into every-

thing around her that possesses a speaker grille: car 
radios, television speakers, ear buds, even the sound 
chips of electronic children’s toys. Once comman-
deered, she may force these objects to broadcast what-
ever words she wishes to speak.

System: Roll Intelligence + Technology against 
difficulty 6. The Infernal can usurp everything within 
a half-mile around her per success rolled. Spending 1 
Essence expands this to three miles per success rolled.

Signature Effect: Upon activating her Shintai 
form and while she continues to wear it, everything 
with a speaker grille within one mile of her location 
begins to broadcast at deafening volume. This broad-
cast either consists of blasphemous prayers to the In-
fernal’s glory, or else deafening music of her selection 
to announce her coming; in either case, everyone who 
opposes her loses two dice from all pools if they can 
hear the broadcast.

disemBodied voiCe tintinnaBula (•)disemBodied voiCe tintinnaBula (•)
The Exalt speaks, and her voice radiates across the 

facets of authority and subjugation that tie her min-
ions, underlings, and victims to her overriding destiny 
as the Demon Emperor-to-be. They cannot help but 
hear her words.

System: Spend 1 Essence. The Infernal may speak 
for up to a minute, and her words are automatically 
conveyed (overlaid with either the chiming of bells or 
the crackle of static) to every being that is her inferior 
in a hierarchical organization such as a gang, army, or 
bureaucracy; to everyone who has formally sworn feal-
ty to her and has not since earned her active enmity; 
to all fomori she has created through her Charms; to 
those she has subjected to Source Code Compliance 
Procotol within the last 24 hours; and to those under 
the effects of her Mind Spider Curse.

Signature Effect: The Infernal may use Disembod-
ied Voice Tintinnabula at no cost whenever she pleases 
while she wears her Shintai form.

sourCe Code ComplianCe protoCol (•)sourCe Code ComplianCe protoCol (•)
The Infernal connects herself to the underlying struc-

ture which precedes all communication, and then net-
works those around her into that understanding as well.

System: The Infernal’s player rolls Willpower 
against difficulty 7. Success allows her to speak the lan-
guage at the heart of all languages for a scene. Anyone 
who hears her words comprehends them, and finds 
that any attempt they make to speak in her presence 
comes out in the same ancient tongue. This enforced 
comprehension ravages the mind and body, and who 
hear the Infernal and respond to her suffer one level 
of bashing damage in the form of bleeding eyes and 
terrible headaches. The Infernal may spend 1 Essence 
to spare those she converses with this harm and the 
associated pain, should she feel magnanimous.

tool-transCending ConstruCts (•)tool-transCending ConstruCts (•)
The Infernal shapes whatever tools she finds her-

self in need of from the invisible wellspring of her own 
Essence, then allows them to dissipate back into noth-
ingness when their presence no longer serves her.

System: The Infernal can work five times faster than 
normal when creating, modifying, or repairing some-
thing, or ten times faster than normal if it’s something 
complicated and mechanical like a car or computer. 
Generally this Charm enhances Crafts or Technology 
actions, but might also apply to coding a program with 
Computer, creating explosives with Science, or prepar-
ing a meal. By spending 1 Essence or 1 Willpower, she 
can manifest whatever tools she needs for as long as she 
works uninterrupted on her project, as well.

Signature Effect: The Infernal may reflexively 
spend 1 Essence to edit her Shintai form after sum-
moning it, banishing one Aspect and summoning 
forth a new one to replace it. The Shintai reverts to its 
normal array of Aspects when next summoned.

Breath oF the WiCKed City (••)Breath oF the WiCKed City (••)
The Infernal breathes out a yellow fog of acrid va-

pors and burning smog. The fog reeks of urine, vomit, 
excrement, and old blood. It burns the skin and slowly 
dissolves eyes, gums, and other vulnerable body parts 
of those exposed to it.

System: The Infernal spends 1 Essence and a mo-
ment’s concentration to conjure the fog, which quickly 
spreads out to fill an area (Essence rating x 10) yards 
around the Exalt. Those caught within the fog increase 
the difficulty of all actions by +1 due to the fog’s sear-
ing, acrid reek. Everyone exposed to the fog must also 
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soak one level of automatic bashing damage per turn. 
The Infernal is immune to the deleterious effects of 
the Breath of the Wicked City.

Signature Effect: When the Infernal dons her 
Shintai form, it comes into the world accompanied by 
a billowing bank of toxic smog. Anyone caught in the 
smog without sufficient protection (such as a breath-
ing filter, a vampire’s lack of need for oxygen, or some 
form of protective magic) suffers one level of bashing 
damage per minute, alongside a –2 penalty to all rolls.

eleCtriC devil Caress (••)eleCtriC devil Caress (••)
Conjuring up a bit of lightning from the Wicked 

City, the Infernal insinuates her will into the electron-
ic devices around her, hijacking control of them or 
wrecking them outright. 

System: The character can operate any electronic 
device within (Essence rating x 5) yards, from a blender 
to a laptop computer, without touching it. If the de-
vice she wishes to operate is actively in the possession 
of someone else who doesn’t want her mucking about 
with it, she must roll Intelligence + Technology against 
a difficulty of the opposing character’s Willpower rat-
ing to do so. Alternately, she can spend 1 Essence or 1 

Willpower to send violent electrical surges and shorts 
ripping through a device, trashing it completely.

Signature Effect: When the Infernal erupts from 
her anima cocoon, she unleashes a massive electro-
magnetic pulse that destroys all unshielded electronics 
within (Essence rating x 20) yards. The Infernal may 
pay 1 Willpower when emerging to suppress this EMP.

holloW mind possession (••)holloW mind possession (••)
Pouring her Essence into a “smart” device, the In-

fernal usurps whatever is made in false imitation of a 
mind and makes it into her servant.

System: The Infernal spends a moment focusing 
on a computerized device within her line of sight, such 
as a networked computer or a car with onboard GPS, 
then spends 1 Essence and rolls Charisma + (higher 
of Computer or Technology) against difficulty 7. Suc-
cess briefly awakens the spirit of the targeted technol-
ogy and makes it into the Infernal’s slave. While this 
Charm remains in effect, the targeted technology is 
essentially “alive” and obedient to the Infernal’s com-
mands. Hollow Mind Possession’s duration lasts as 
outlined on the following chart:
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Successes Duration
1 One day

2 One week

3 One month

4 One year

5+ Permanent

the man Who sold the World (••)the man Who sold the World (••)
The Infernal clouds the judgment of those who 

hear her honeyed words, gulling them into accepting 
terrible bargains.

System: After spending a few moments delivering 
her pitch, the Infernal’s player spends 1 Essence and 
rolls Manipulation + Finance against a difficulty equal 
to the target’s Willpower. She can raise or lower the 
fundamental value of whatever she’s trying to buy, sell, 
barter, or bargain for in the target’s eyes by a factor 
of (successes rolled + 1). This Charm is equally as ap-
plicable to political favors as to financial transactions; 
an Infernal who rolled five successes might convince 
one of Hong Kong’s more influential Hungry Dead to 
lend her six times as many bakemono as he’d initially 
considered in exchange for her help discrediting a rival 
wu, for example.

This Charm doesn’t force the target to accept a 
deal, only to re-evaluate its reasonable worth; it also 
doesn’t mystically enforce any agreements made under 
its auspices. Its enchantment fades after the Infernal’s 
(Essence rating) hours, at which point the target may 
very well realize they’ve been swindled.

mind-hand manipulation (••)mind-hand manipulation (••)
The Infernal combines conviction and Essence to 

bend the world around her to her implacable will. A 
faint shimmer in the air marks the use of this power as 
she lifts and moves objects telekinetically.

System: After a moment spent in concentration, 
the Infernal spends 1 Essence and rolls her Intelli-
gence + Occult against difficulty 6. This Charm re-
mains active for the rest of the scene, and allows her 
to telekinetically lift and move objects within her line 
of sight. If she tries to wrest an object away from an-
other character, or perform fine manipulations, her 
successes form her dice pool to do so. Otherwise, her 
successes on the activation roll determine her strength 
in lifting and moving objects:

Successes Maximum Weight
1 One pound

2 20 pounds

3 200 pounds

4 500 pounds

5 1,000 pounds

6+ +1000 pounds/success

With 3+ successes, the Infernal can “fly” by mov-
ing herself around telekinetically.

She may also grapple or strike her opponents using 
telekinesis, using a dice pool of Intelligence + (lower of 
Occult and Brawl). These attacks inflict bashing damage, 
and the Infernal’s current Willpower points total (not per-
manent rating) acts as her effective Strength value.

Signature Effect: While the Infernal wears her 
Shintai form, Mind-Hand Manipulation is always au-
tomatically active at a level of (Essence + 5) successes, 
and her dice pool for telekinesis is 10 dice.

raW-edged paranoia prinCiple (••)raW-edged paranoia prinCiple (••)
In the Wicked City, as in the broader scope of life, 

the only certainty is that someone means you ill. A 
finely-honed sixth sense warns the Infernal when that 
certainty is about to become a reality.

System: The Infernal may reflexively spend 1 Essence 
to automatically notice an ambush or other such unex-
pected attack, allowing her to defend against it as normal.

spaCe monster sCream (••)spaCe monster sCream (••)
The Infernal unleashes a shockwave of Essence, car-

rying with it the primordial scream of the universe’s birth. 
No throat can recreate this noise, but electronics make 
a valiant attempt, burning themselves out as everything 
with a speaker grille emits a hideous, unearthly keening 
capable of shattering bones and rupturing organs.

System: Spend 3 Essence and roll Intelligence 
+ Performance against difficulty 7. Every electronic 
device within 100 yards that is capable of producing 
sound does so at deafening volume. If there are only a 
few such devices nearby, those who can hear them suf-
fer (successes rolled) lethal damage. If there are many 
such devices nearby, or a few especially large ones such 
as air raid sirens or bullhorns, victims suffer (success-
es x 2) lethal damage. If there are speakers everywhere 
(as within a big box store’s home electronics section), 
victims suffer (successes x 3) lethal damage. The Infer-
nal is immune to this terrible wail. All devices used to 
deliver this attack promptly burn themselves out, and 
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cannot be used again without extensive repairs.
Signature Effect: The cost of Space Monster 

Scream drops to 1 Essence, and the Infernal herself 
counts as a sound-capable electronic device, capable of 
producing the Charms’s terrible scream. Each time she 
does so, she must soak one die of bashing damage.

Chirality prohiBition index (•••)Chirality prohiBition index (•••)
The Infernal may lead a group of mortals or bake-

mono in a regimen of training, worship, and indoc-
trination, quickly forming them into a shape of her 
desiring and creating the nucleus of a cult.

System: During each day of training a group of 
mortals or bakemono, spend 1 Essence per acolyte. 
At the end of seven days of training, all students gain 
30 experience points to spend raising their Physical 
Attributes, Manipulation, and Alertness, Brawl, In-
timidation, Larceny, Melee, or Occult Abilities. No 
Ability can be raised higher than that of their Infernal 
instructor. This Charm can be used on the same aco-
lytes repeatedly, but bestows only 20 experience points 
on subsequent training regimens. Any unspent experi-
ence is lost.

Completing a training regimen under this Charm 
makes the acolytes into creatures of darkness, if they 
were not already. Additionally, each course of training 
alters an acolyte’s personality in the following fashion:

• After one course of training, he will grow to vio-
lently despise one concept specified by the Infernal.

• After two courses of training, he will only speak 
a selection of languages approved by the Infernal, and 
will learn the primary language among this approved 
list if he does not already speak it.

• After three courses of training, he will only wear a spe-
cific uniform or style of clothing endorsed by the Infernal.

• After four courses of training, he will shun and 
scrupulously avoid certain actions or modes of thought 
proscribed by the Infernal.

• After five courses of training, he will adopt one obliga-
tion he must regularly discharge, as defined by the Infernal.

essenCe-disseCting stare (•••)essenCe-disseCting stare (•••)
The Infernal’s stare rips away the pretenses of pro-

saic reality, allowing her to see through to the truth of 
the cosmos.

System: Roll Perception + Occult against difficulty 
7. Success allows the character to see the aura of power 
emanating from Dragon Nests. These appear as rising 

auras of Essence, visible from up to (Essence rating) 
miles away. Spending 1 Willpower permits the Infernal 
to attune her senses to the vibrations of another realm 
of existence for a scene, seeing through the Gauntlet or 
Shroud and into the Penumbra or Shadowlands, or to 
behold reality’s chimerical aspect.

mind spider Curse (•••)mind spider Curse (•••)
The Infernal may transmit her Essence through a 

piece of electronics and directly into her victim’s psyche, 
temporarily blanking out their mind and transforming 
it into a canvas upon which to write her own commands.

System: The Infernal must select a target who is 
staring at an electronic screen or feeding electronic 
sounds directly into his 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 Manipulation + Computer against 
a difficulty of the target’s Willpower rating. One or 
two successes will allow the Infernal to command her 
target to do anything that doesn’t seem tremendously 
unusual or out of character. With three or four suc-
cesses, she can command the target to do anything that 
doesn’t endanger themselves or a loved one. With five 
or more successes, the target will risk his life and the 
lives of others at the Infernal’s command.

Mind Spider Curse cannot hypnotize a target into 
harming or killing himself, compel him into certain 
death, or force him to betray his Nature.

prinCiple-invoKing onslaught (•••)prinCiple-invoKing onslaught (•••)
The Infernal dredges an arsenal out of the raw po-

tentiality of the age and in so doing, arms herself.
System: By taking an action and spending 1 Es-

sence, the Infernal can forge a weapon out of raw Es-
sence; this weapon persists for the rest of the scene. 
Created weapons must be complex devices made of 
machined parts; all guns qualify, as would a bando-
lier of grenades, a flamethrower, or even a chainsaw; a 
sword, pitchfork, or spear would not. Created ranged 
weapons may be reloaded with a turn of concentration 
spent summoning additional ammunition. Alternate-
ly, the Infernal may reflexively spend 1 Essence to 
charge an existing ranged weapon with power, granting 
it infinite ammunition for the rest of the scene.

Signature Effect: The Infernal may reflexively 
spend 1 Essence to edit her Shintai form after sum-
moning it, banishing one Aspect and summoning 
forth a new one to replace it. The Shintai reverts to its 
normal array of Aspects when next summoned.
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Counter-ConCeptual interposition (••••)Counter-ConCeptual interposition (••••)
Pouring her Essence into a defensive shield shaped 

by her understanding and will, the Infernal defends 
herself by provoking glitches in the fabric of the uni-
verse. This might mean that part of a wall suddenly 
appears in the path of an attack for a moment, or that 
a hail of bullets forget where they should travel as they 
approach the Infernal and instead embed themselves 
in the wall behind her without ever passing through 
her. It might simply mean that reality itself becomes a 
garbled, pixelated mess for a moment, and when the 
distortion clears, the Infernal remains unharmed.

System: Reflexively spend 1 Essence in response to 
an attack. The attack fails to strike the Infernal without 
any further dice rolls. If the Infernal spends 2 Essence, 
then she perfectly defends against all attacks from a 
single source or opponent for the rest of the turn. If 
the Infernal doesn’t really understand what she’s de-
fending against – if she’s being attacked by a sort of su-
pernatural being she doesn’t recognize, or if it’s using a 
power and she doesn’t fully grasp how it works – then 
this Charm’s cost rises by 1 Essence.

FaCtual determination analysis (••••)FaCtual determination analysis (••••)
The Infernal filters all she hears through a spiritu-

al connection to the sum index of all recorded knowl-
edge, cross-referenced against an instinctive analysis of 
the stress-patterns in the voices of those who speak to 
her. When someone tries to lie to her, she knows.

System: Spend 1 Essence. For the rest of the scene, 
whenever someone knowingly lies to the Infernal, she 
recognizes the lie immediately for what it is.

Signature Effect: Whenever someone lies to 
the Infernal, and she recognizes the lie for what it is 
through Factual Determination Analysis, she may as-
sume her Shintai form automatically, without the need 
of an Essence or Willpower expenditure or a dice roll. 
However, if the Infernal has not slain the liar by the 
time her transformation ends, then she suffers three 
levels of unsoakable aggravated damage upon return-
ing to her true form.

latter-day devil implants (••••)latter-day devil implants (••••)
The Infernal may wed flesh and technology in a 

triumph of hellish craftsmanship, replacing maimed or 
missing body parts (or, why not, perfectly healthy ones) 
with mechanical grafts cobbled together from whatever 
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odds and ends the Demon Prince finds laying around. 
These grafts may be in any style the Infernal sees fit, 
from carefully-crafted prostheses that mimic the hu-
man form, to crude armatures of rusty pipe and spark-
ing, exposed wires, to heavy assemblies terminating in 
tools or weapons rather than humanlike appendages.

System: The Infernal spends several hours grafting 
an implant onto her patient (or victim, depending on 
who you ask), then her player spends 2 Essence and 
rolls Intelligence + (Crafts or Technology) against diffi-
culty 8. Success mounts the implant after 24 hours of 
acclimation. If the patient is mortal, then the joining 
process also attracts a minor wicked spirit, which acts 
as part of the cement bonding the implant to its host 
and transforming him into a bakemono – a sort of 
monster that shapeshifters know as fomori. Rules for 
fomori can be found on pages 428-439 of W20.

ConstruCtive ConvergenCe oF prinCiples (•••••)ConstruCtive ConvergenCe oF prinCiples (•••••)
The Infernal visits a deep place between nightmare 

and inspiration, and there she glimpses the dim shape 
of a horror with which to shake the pillars of Heaven. 
She casts her vision into the teeth of impossibility and 
shatters them with her Essence, laying bare a path to 
make the impossible real. Everything past that is just 
putting in the work.

System: This Charm allows the character to cre-
ate Talismans and Devices (see M20, starting on p. 
651). The character first envisions a magical item or 
product of impossible science of some kind, from a 
suit of armor adorned with hellfire to a database which 
catalogues and indexes the sins of all who come in 
contact with it. The character then spends a period 
of time working out the principles necessary to create 
the Wonder. This is an extended Intelligence + (Oc-
cult, Science, Technology, or just possibly Computer) 
roll against difficulty 9, made at one week intervals, 
and needing to accumulate a total of three times the 
Wonder’s rating in successes. The Exalt must spend 2 
Essence each time she makes this roll. A botch at any 
point forces the Infernal to start over and doubles the 
necessary number of successes.

Once she designs the Wonder, the Exalt must 
then create it herself – likely an extended Craft or 
Technology roll. Some projects, it should be noted, 
while technically within the scope of the Exalt’s imag-
ination, may be extremely difficult or even impossible 
to actually create. Are orbital space bases that double 
as giant city-killing lasers awesome? Yes. Can the Exalt 

dream up the design for such a thing? Possibly. Can she 
actually build all of the parts? It would take billions of 
dollars, decades of solo labor, and then the Infernal 
would have to solve the problem of actually getting all 
those parts into space and assembled in zero gravity. It 
might be better to stick to something like a gun that 
shoots tiny, carnivorous demon worms that eat their 
targets from the inside out.

At any rate, having crafted her Wonder, the Infer-
nal must perform a rite to defile it and thereby charge 
it with her Essence, activating its miraculous properties 
online. This requires (Wonder’s rating) hours of work or 
ritual, and the expenditure of (Wonder’s rating x 5) Es-
sence. Because of the high Essence cost of this Charm, it 
is most easily performed within Dragon Nests.

ego-inFused pattern primaCy (•••••)ego-inFused pattern primaCy (•••••)
Whenever the universe dares to mar the Infernal’s 

immaculate and ideal self, she may exert her will to 
reset herself to her default state of perfection.

System: Whenever the character is the subject of 
any supernatural power that seeks to transform, infect, 
taint, transport, or control her body or spirit, she may 
reflexively spend 1 Essence or 1 Willpower and roll 
Willpower against difficulty 7. Success undoes the hos-
tile magic before it can finish affecting the Infernal, 
protecting her completely, and immunizes her against 
repeated attempts to exert the same sort of influence 
for the rest of the scene.

Alternately, the Infernal can spend 1 Essence to 
radically accelerate her healing for 24 hours. So long 
as she takes no strenuous activity, the Infernal heals 
all bashing damage or one level of lethal damage per 
15 minutes of rest. An hour of rest mends one level of 
aggravated damage.

the hell oF Boiling oil Charmsthe hell oF Boiling oil Charms

Boiling sea mastery (•)Boiling sea mastery (•)
The Infernal is a sea monster, and the depths hold 

no terrors for her of any sort.
System: This Charm conveys the following benefits:

• All rolls made while the Infernal is wet (whether 
that means she’s standing in the rain, submerged in 
water, has just stepped out of the shower, or has just 
upended a bottle of water over her head) are made at 
–1 difficulty.

• The Infernal can swim at three times her land-
locked movement speed, and can breathe underwater.
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• The Infernal can stand or move across the surface of 
any liquid as though it were solid ground, as she desires.

• The Infernal can survive unharmed in any sort of 
hostile aquatic environment, from the crushing depths 
of the deepest trenches to the boiling sea of fat and 
grease that is the Hell of Boiling Oil.

• The Infernal suffers no penalties or difficulties 
while attempting to perceive her surroundings while 
submerged. She can hear and see clearly around herself 
out to at least 200 yards despite impediments such as 
churning silt or being in the absolute darkness of the 
sub-light layers of the ocean.

Signature Effect: Whenever the Infernal is com-
pletely submerged in liquid, she may assume her 
Shintai form automatically, without the need of an 
Essence or Willpower expenditure or a dice roll. How-
ever, transforming in this fashion leaves the Infernal 
trapped within her chrysalis for three turns before she 
emerges in her Shintai form, during which time she 
cannot defend herself in any way save to soak damage.

Charred sinner reneWal (•)Charred sinner reneWal (•)
The Infernal’s strength surges as though she were 

at the spiritual center of the cosmos so long as she rests 
within befouled or deadly liquid.

System: So long as the Infernal remains fully sub-
merged in tainted or deadly liquid, she replenishes her 
Essence as though she were resting in a Dragon Nest 
and heals all bashing damage or one level of lethal 
damage every fifteen minutes. Examples of valid liq-
uids might include raw sewage, the waters around the 
runoff pipes of Pentex chemical refineries, or a bath-
tub filled with bleach.

Signature Effect: When the Infernal dons her 
Shintai form, it comes into the world accompanied 
by a hissing downpour of acid rain. Anyone caught 
in the storm without sufficient protection (such as a 
heavy-weather gear or some form of protective magic) 
suffers one level of bashing damage per minute, along-
side a –2 penalty to all rolls.

intoleraBle Burning truths (•)intoleraBle Burning truths (•)
The Infernal etches the bylaws of Hell into her 

heart and spirit, carving out taboos she must follow… 
and cannot be forced to betray.

System: Each time the Infernal purchases this 
Charm, select one set of commandments from the list 
below. The Infernal cannot be forced by persuasion or 
magic to violate these taboos. If she seeks to do so of her 

own accord, she must first spend a point of Willpower 
and succeed on a Willpower roll against difficulty 9.

• The Infernal cannot knowingly betray anyone she 
loves, or any ancestor from whom she descends.

• The Infernal cannot believe anything bad about 
someone she loves; at most, she could only be con-
vinced they have been duped into taking ill-advised 
action for the best of reasons.

• The Infernal cannot show mercy to anyone she 
dislikes or despises.

• The Infernal cannot forgive or believe anything 
good about someone she hates.

• The Infernal cannot knowingly help someone she 
hates unless her own life depends on it.

The Infernal may purchase this Charm a number 
of times up to her Essence rating.

rendered villain dispersal (•)rendered villain dispersal (•)
The Infernal may hide herself away within any 

body of liquid, no matter how small or shallow, vanish-
ing even into a puddle or cup if need be.

System: The Infernal spends a moment in con-
centration, and then vanishes into her liquid hiding 
place at the end of the turn. She may see and hear 
anything that occurs nearby, as though through a pane 
of thin glass. While hiding, she cannot be detected by 
any mundane means, even by diving in after her. Nor 
does she enjoy freedom of movement herself: she is 
effectively dispersed into her hiding-place at the point 
of immersion. If her hiding place is disrupted or dis-
persed (such as by dashing out the contents of a cup 
of coffee, or someone drinking it), or else evaporates 
or otherwise vanishes, the Infernal is forcibly ejected.

simmering sinner resentment (•)simmering sinner resentment (•)
The Infernal focuses all of her ire in a single direction, 

dedicating herself to her enemy’s torment and destruction.
System: The Infernal gains a fourth Intimacy, which 

is always “I hate (individual).” The Infernal may change 
the focus of this Intimacy at the end of each story, if 
she wishes. The Infernal may also pay 1 Willpower to 
select a new subject at any point if the Intimacy’s cur-
rent target has been slain. All attacks the Infernal makes 
against the subject of this Intimacy are at –1 difficulty 
and inflict aggravated damage. Should she slay her nem-
esis, their soul is immediately consigned to the Hell of 
Boiling Oil. Condemning a supernatural being in this 
fashion “rolls back” the number of times the Infernal is 
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considered to have attempted to don her Shintai form 
during the current story by one, reducing its cost or 
difficulty accordingly (to a minimum of Essence 2, 
Willpower 2, and no roll requirement), so long as 
that being isn’t a creature of darkness.

Signature Effect: When she faces the person 
she hates, the Infernal may assume her Shintai form 
automatically, without the need of an Essence or 
Willpower expenditure or a dice roll. However, if the 
Infernal has not slain or destroyed the target of her In-
timacy by the time her transformation ends, then she 
suffers three levels of unsoakable aggravated damage 
upon returning to her true form.

all things Betray (••)all things Betray (••)
The Exalt’s habitual distrust makes her senses su-

pernaturally keen and her sense for danger keener still.
System: Reflexively spend 1 Essence or 1 Willpower. 

For the rest of the scene, the difficulty of all Perception 
rolls drops by three, to a minimum of difficulty 3, and 
the Infernal adds her Perception to her base Initiative 
rating (in other words, Perception + Dexterity + Wits).

Fathomless poison haven (••)Fathomless poison haven (••)
With but a smile and a caress, the Infernal can 

grant immunity to the ravages of the very seas of Hell.
System: The Infernal touches someone she feels 

affection for and rolls Charisma + Survival against 
difficulty 6. The subject becomes immune to any 
sort of harm from liquid for one day per success. 
This includes crushing, battering, drowning, boil-
ing, and immunity to any sort of liquid poisons. 
The Infernal may target herself, if she desires.

Fat-rendering aura (••)Fat-rendering aura (••)
The Infernal’s very anima becomes a sample 

of the agonizing death that awaits in the depths 
of the Hell of Boiling Oil, searing anyone who 
comes in contact with it like boiling grease.

System: The Infernal gains an anima flux in 
the same fashion as the Dragon-Blooded. She can 
suppress this effect for a scene with a successful Es-
sence roll against difficulty 6.

Signature Effect: While wearing her Shintai form, 
the Infernal’s anima encompasses everything within three 
yards, and inflicts aggravated rather than lethal damage.

soul rendering praCtiCe (••)soul rendering praCtiCe (••)
Betraying even herself in the end, the Infernal 

cooks herself in the drippings of her own soul, leav-
ing behind a memory of vivifying agony for later use.
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System: Spend a turn in concentration and make a 
Willpower roll against difficulty 7. Each success inflicts 
one level of unsoakable, unavoidable lethal damage to 
the Infernal. She cooks this agony down into a clear and 
potent memory, and stores it away against some future 
need. In a later scene, the Infernal can reflexively add 
a number of dice to any roll equal to the damage she 
suffered by activating Soul Rendering Practice. She may 
only “hold” one activation of this Charm at a time.

spiteFul sea tinCture (••)spiteFul sea tinCture (••)
The Infernal may impregnate an object she’s fond 

of with the Essence of liquid death, scribing viscid 
runes upon its surface with a fingertip. Thereafter, 
whenever the object touches anyone the Infernal does 
not love, it splashes them with boiling poison.

System: The Infernal touches an object for which 
she feels some affection, spends 1 Essence, and rolls 
Charisma + Expression against difficulty 6. The object 
remains envenomed for one day per success rolled. 
Whenever the object touches anyone the Infernal 
doesn’t love (casual contact works just as well as being 
struck with an enchanted weapon), the unfortunate soul 
is forced to soak two automatic levels of lethal damage.

Signature Effect: While the Infernal wears her 
Shintai form, her body is enchanted with the effects of 
Spiteful Sea Tincture.

Frothing devil Catalyst (•••)Frothing devil Catalyst (•••)
Making herself into a bridge between Earth and 

the Hell of Boiling Oil, the Infernal’s very touch blas-
phemes and befouls the water around her.

System: Reflexively spend 1 Essence and roll Manip-
ulation + Empathy against difficulty 7. The Infernal trans-
forms any and all water in contact with her, out to (success-
es x 10) yards. Transmuted water becomes furiously boiling 
grease and acid, with stringy gobbets of partially-rendered 
sinners floating in it. This is harmless to the Infernal, but 
anyone else caught in the boiling liquid must soak three 
levels of lethal damage per turn. In a large body of water 
such as a lake or river, this tiny bubble of Hell cools and 
disperses within a few minutes. If the Infernal transforms 
an entire source of water (such as a small swimming pool), 
it may take over an hour for the boiling to subside.

Alternately, the Infernal may activate this Charm 
while standing in the rain, transforming the falling drop-
lets within (successes x 10) yards around her into a literally 
boiling downpour for the rest of the scene. While she her-
self is immune to the torrent, anyone else caught in the 
storm suffers one level of lethal damage per turn.

Signature Effect: When the Infernal emerges 
from her anima cocoon, all water within half a mile 
is transformed by this Charm (ice, the water inside of 
living creatures, and anything else the Storyteller judg-
es to be too intrinsically part of something else to be 
considered free-standing water isn’t affected).

iChor Flux tendrils (•••)iChor Flux tendrils (•••)
The Infernal casts her malice into nearby liquid, 

provoking the eruption of a number of hissing, deadly 
tendrils which she can command to tear her foes apart.

System: The Infernal spends a moment concen-
trating, spends 2 Essence, and then rolls her Willpower 
against difficulty 7. One tentacle per success (minimum 
one) appears from any nearby source of liquid of the In-
fernal’s choice. These tentacles are (Essence x 3) yards 
long, use the Infernal’s Willpower rating as their attack 
pools, and have an effective Strength equal to her Will-
power as well. Attacks splash through them without do-
ing any damage; they may only be avoided, not destroyed. 
The tendrils attack opponents of the Infernal’s choosing 
at the end of the turn, after everyone else has already act-
ed, and their corrosive, boiling-hot touch inflicts lethal 
damage. They persist until the end of the scene.

Signature Effect: While wearing her Shintai form, 
the cost of Ichor Flux Tendrils is reduced to 1 Essence, 
and the Infernal may anchor the tentacles on her own 
body rather than causing them to emerge from a source 
of liquid, if she desires.

mind-Charring inFusion (•••)mind-Charring inFusion (•••)
The Infernal floods a victim’s mind with her sear-

ing Essence, boiling away and dissolving memories the 
Demon Prince finds inconvenient or unnecessary.

System: Upon locking eyes with her victim, the In-
fernal spends 1 Essence makes a contested roll of Wits 
+ Intimidation against the victim’s Willpower, both at 
difficulty 6. Each success by which the Infernal exceeds 
her target allows her to erase the memory of one scene 
from the target’s life. No new memories take the place 
of these dissolved moments; instead her memories are 
haunted by blanks patches containing only an acute 
sense of pain and loss.

Signature Effect: Anyone who sees the Infernal’s 
Shintai form is automatically afflicted by Mind-Char-
ring Infusion, erasing the scene in which they glimpsed 
her blasphemous shape. Victims may pay 1 Willpower 
point to battle through the searing Essence and keep 
the memory. Anyone the Infernal loves is exempt from 
this erasure, as are all fomori she has created.
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seething veins prana (•••)seething veins prana (•••)
The Infernal’s simmering hatred congeals within 

her veins in the form of a boiling-hot poison.
System: Reflexively spend 1 Essence to activate 

this Charm for a scene. Whenever the Infernal is struck 
and suffers lethal damage as a result, everyone within 
a yard of her suffers a high-pressure splatter of boiling, 
corrosive, toxic blood. This inflicts one automatic level 
of aggravated damage. The Infernal may instinctively 
and flawlessly track anyone harmed by this Charm un-
til they heal the damage it inflicted.

Signature Effect: Seething Veins Prana is always 
active when the Infernal wears her Shintai form, and 
splashes everyone within (Essence) yards.

sinner-Boiling stare (•••)sinner-Boiling stare (•••)
Concentrating her ire upon one she feels has 

wronged her, the Infernal causes all of the liquids in 
the target’s body to come to a boil.

System: Spend a turn in concentration, spend 1 
Essence, and roll Willpower against a difficulty of the 
target’s (Stamina + 2). The target must be within the 
Exalt’s line of sight, and must be someone that the 
Infernal feels has wronged her in some way, be it grand 
or petty; even such a minor offense as cutting the Ex-
alt off in traffic or leaving her hanging on a high-five 
is sufficient. The target suffers one level of aggravated 
damage for each success rolled as they cook from the 
inside out; mortals are instantly killed outright if even 
a single success is rolled.

Baptismal agony Blessing (••••)Baptismal agony Blessing (••••)
Whispering blessings and curses that are indis-

tinguishable from one another, the Infernal drowns a 
mortal, then draws them forth from the waters alive 
and transformed into a monster.

System: Spend 3 Essence while holding someone 
underwater until he drowns. Once the victim stops 
moving, they Infernal may draw him forth; as he breaks 
the water’s surface, he is revived and transformed by 
the infusion of hellish energies, becoming a bakemono 
– a sort of monster that shapeshifters know as fomori. 
Rules for fomori can be found on pages 428-439 of 
W20. If the Infernal has any affection, admiration, or 
regard for the individual at all, she may choose one of 
the following elements and guarantee that it will not be 
scarred by the transformation: his looks, his health, or 
his mind. If she dislikes or hates the one she drowns, 
she may instead choose one of the above elements and 
guarantee that it will be ruined by his rebirth.

devil-reFining Cauldron (••••)devil-reFining Cauldron (••••)
The Exalt may craft an item suitable for habitation 

by a wicked spirit, and then dissolve a Bane or devil 
until it is ready to be poured into the prepared vessel.

System: This Charm allows the character to create 
fetishes (see W20, page 221). The character must first 
craft the item that is to serve as the physical substance 
of the fetish, and must do so entirely by herself. Then, 
the Exalt uses this Charm to bind a spirit into the fe-
tish. This may be done either with the spirit’s willing 
cooperation, or after battering it until it has been re-
duced to 0 Essence and then suspending its dissolution 
for 24 hours by reflexively spending 1 Essence. Such a 
“suspended” spirit swirls about within the Exalt’s anima 
until either bound into a fetish, or until the suspension 
ends, at which point the spirit finishes discorporating.

To bind a spirit into a prepared vessel, the Exalt must 
retire to a ritual space and spend (Fetish’s rating) hours 
and (Fetish’s rating x 3) Essence binding the spirit and 
object together. Because of the high Essence cost of this 
Charm, it is most easily performed within Dragon Nests.

spattering grease reprisal (••••)spattering grease reprisal (••••)
Whenever a foe is unwise enough to strike at the Infernal, 

she splashes back at them, meeting violence with violence.
System: Spend 2 Essence reflexively to activate 

this Charm. For the next (Essence rating + 1) turns, 
the Infernal responds to every attack that successful-
ly strikes her by launching a reflexive counterattack at 
her full dice pool, if it’s possible to strike back at the 
attacker. Whenever struck by an attack she cannot re-
taliate against, she adds two dice to the damage of her 
next successful counterattack during the scene.

Signature Effect: Spattering Grease Reprisal is always 
active at no cost while the Infernal wears her Shintai form.

all-devouring depths (•••••)all-devouring depths (•••••)
The Infernal’s anima unfurls into a whirling mael-

strom stretching out all around her, filling the air with 
churning, acrid water, which responds to her will.

System: Reflexively spend 2 Essence to call forth 
the deluge. A roaring torrent surrounds the Infernal 
for (Essence x 10) yards in every direction, lasting for 
the next (Stamina + Survival) minutes, or until the In-
fernal uses an action to dismiss it. The Infernal must 
set a mode when she activates this Charm, and may 
reflexively change its mode on her turn. The modes of 
All-Devouring Depths are:
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• The Blinding Torrent: The air is filled with drop-
lets splashing and flying in all directions as though 
blown by hurricane winds. All Perception-based rolls 
and ranged attacks made by anyone but the Infernal 
increase their difficulty by two.

• The Choking Sea: The torrent grows still and stag-
nant, completely filling all of the space around the In-
fernal. Anything that lacks gills must escape or drown, 
and characters must move about as though they were 
underwater, which they effectively are. Drowning rules 
can be found on page 259 of W20.

• The Deadly Undertow: Each turn, the Infernal 
may target one individual caught within the range of 
All-Devouring Depths and reflexively cause a powerful 
surge of water to drag him to her. The target must suc-
ceed at a difficulty 9 Stamina + Athletics roll, or else be 
dragged to within one yard of the Infernal.

• The Ejecting Wave: Each turn, the Infernal 
may target one individual caught within the range of 
All-Devouring Depths and reflexively cause a powerful 
wave of water to carry her out of the Charm’s bound-
aries. The target must succeed at a difficulty 9 Stamina 
+ Athletics roll, or else be ejected to the nearest edge of 
the Charm. If no such edge is available, such as when 
the Charm is being used inside of a building, they 
must instead soak three bashing damage from being 
battered against walls, furniture, or whatever else they 
hit once the Charm has pushed them as far as it can.

The Infernal may also pay 1 Willpower on her turn 
to combine two modes at once until her next turn (for 
example, using The Deadly Undertow to drag someone 
back in when they are about to escape from The Choking 
Sea without giving them a moment’s reprieve to breathe).

Signature Effect: The cost of this Charm is re-
duced to 1 Essence while the Infernal wears her Shin-
tai form, and she may always have two modes active at 
once without spending Willpower.

Bitter heart unBleeding (•••••)Bitter heart unBleeding (•••••)
Bracing herself before the slings and arrows of her 

enemies, the Infernal absorbs all attacks with little more 
than a ripple crossing the surface of her body, letting 
them vanish into the fathomless depths of her Essence.

System: The player may reflexively spend 1 Es-
sence after the character is struck by an attack, but be-
fore damage is rolled. The Infernal negates the damage 
roll and suffers no damage. This Charm cannot be 
used while the Infernal is dry.
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the hell oF BurroWing maggots Charmsthe hell oF BurroWing maggots Charms

demoniC primaCy oF essenCe (•)demoniC primaCy oF essenCe (•)
The Infernal garbs herself in hellish authority; all 

lesser wicked things are like writhing worms or mere 
grains of sand cast before her, and instinctively recog-
nize this imbalance.

System: Whenever the Infernal deals with a lesser 
creature of darkness than herself, she permanently re-
duces the difficulty of all social actions (including the 
activation roll of powers to suborn the will of such crea-
tures) by two. “Lesser” creatures of darkness include all 
beings that qualify for that moniker which are of lesser 
power than ancient vampires, Maeljin Incarnae, Yama 
Kings, Malfeans, the greatest of Black Spiral Dancer 
heroes, other Exalted, and the like. Jaggling or Gaf-
fling-level Banes and all fomori are always lesser beings.

ephemeral aBrasion Curse (•)ephemeral aBrasion Curse (•)
Summoning the voracious hunger of the Hell 

of Burrowing Maggots and casting it against the skin 
of the universe, the Infernal weakens the barriers be-
tween worlds. This Charm’s activation is accompanied 
by a faint chewing sound with no apparent source.

System: The Infernal spends a moment concentrat-
ing and then rolls Manipulation + Occult against diffi-
culty 6. Each success lowers the local Shroud or Gaunt-
let rating by one level for the next (Essence rating) days.

giFt oF Worms (•)giFt oF Worms (•)
Using any lingering touch as her medium – a kiss, 

an embrace, a hand placed upon a supplicant’s brow – 
the Infernal bestows the gift of worms: a clot of demon 
maggots that burrow into the flesh of the one she has 
marked, chewing through the secret crevices and chan-
nels of the victim’s anatomy until they take residence 
in his heart.

System: The Infernal touches her target for at least 
one full turn and spends as many points of Essence as 
she desires. The target suffers one level of unsoakable 
lethal damage as a handful of maggots burrow into 
him. Afterwards, the Infernal may trigger her maggots 
for the following purposes:

• She may spy on the target through the maggots with-
in his body, hearing whatever he hears for one scene.

• She may speak to the target through the maggots 
in his body, delivering a minute’s worth of commands.

• She may concentrate on the maggots living within 
the target’s body, gaining knowledge of where he is.

• She may punish the target, causing the maggots 
to devour him from the inside-out, inflicting one lev-
el of automatic, unsoakable aggravated damage and a 
minute of absolute blinding agony that increases the 
difficulty of all actions by +1.

The number of points of Essence spent to activate 
this Charm forms a pool of triggers. Once the Infernal 
uses up all of these triggers, the target throws up a clot 
of dead demon-maggots at the end of the current scene 
and escapes from their influence.

merCy in servitude (•)merCy in servitude (•)
The suffering of Hell is eternal, and as such, the 

Infernal preserves her flawed and decaying servants, 
that they might further serve her will.

System: Whenever a bakemono – a sort of cursed 
mutant that werewolves know as fomori – acts to carry 
out the Infernal’s will, the various torments of its mu-
tant state are held in abeyance. If its acidic powers nor-
mally rot its body from the inside-out, they cease to do 
so while it slaves on her behalf. If the spiritual corrup-
tion festering in its flesh is killing it with a variety of ag-
gressive cancers, they go into remission. If the use of one 
of its powers normally causes it great damage and pain, 
it no longer does so. Even derangements of the mind 
inflicted by the creature’s fallen state are temporarily set 
aside while it does the Infernal’s bidding. Basic rules for 
fomori can be found on pages 428-439 of W20, while 
expanded rules for playable fomori can be found in the 
Storytellers Vault supplement Riot of the Flesh.

transCendent lord oF Flies (•)transCendent lord oF Flies (•)
Wheresoever there is neither hope nor respite, 

there the Infernal marks herself at home.
System: The Infernal needs never make a Survival 

roll to remain safe, comfortable, and fed in hostile, barren 
environments such as deserts, tundra, or areas of urban 
blight. The difficulty to feed and protect others in such 
environments is reduced by three (minimum of 3). By 
spending 1 Essence, she becomes completely immune to 
environmental damage for the rest of the scene.

Signature Effect: When the Infernal dons her Shin-
tai form, it comes into the world accompanied by great 
swarms of stinging, biting flies. Anyone caught in the 
swarms without sufficient protection (such as heavy, 
full-body clothing, a werewolf’s thick fur, or some form 
of protective magic) suffers one level of bashing damage 
per minute, alongside a –2 penalty to all rolls.



228

anonymity through propriety (••)anonymity through propriety (••)
The Infernal wraps herself in a mantle of Essence 

which devours the attention of the weak-willed, mak-
ing it feel like an impossible burden to notice the Exalt 
or interfere in her affairs.

System: Spend 1 Essence and roll Charisma + Et-
iquette against difficulty 4. Anyone whose Willpower 
rating is equal to or lower than the resulting successes 
cannot notice or acknowledge the Infernal unless she 
directly interacts or interferes with them. If she’s tak-
ing some indirect action that would distress a character 
were he to acknowledge it (such as reading his diary 
or murdering his spouse), and that character has Will-
power 5+, they can spend a point of Willpower and 
make a Willpower roll against difficulty 7 to attempt to 
acknowledge and confront the Infernal. This Charm 
lasts for one scene.

Signature Effect: Anonymity Through Propriety acti-
vates at no cost when the Infernal dons her Shintai form.

dreams oF disease (••)dreams oF disease (••)
Closing her eyes, the Infernal momentarily loses 

herself in terrible, febrile dreams of those illnesses that 
might visit themselves upon the world. When her eyes 
open, she is a carrier for such a pathogen.

System: Spend 1 Willpower and roll Perception 
+ Medicine (difficulty 7). Success allows the Infernal 
to harmlessly store a disease of her choice within her 
Essence. Later, when she harms another character (in-
flicting at least one level of damage), she may reflex-
ively spend 1 Essence to transmit the disease to them, 
where it will prove to be anything but harmless.

Signature Effect: While the Infernal wears her 
Shintai form, the diseases that teem within her flesh 
suffuse her anima banner. Anyone who draws within 
a yard of the Infernal must make a successful Stami-
na roll at difficulty 7 every turn, or contract a disease 
that the Infernal harbors with Dreams of Disease (if 
she harbors more than one disease, the Exalt chooses 
which is inflicted on a case-by-case basis).

hellsCry ChaKra (••)hellsCry ChaKra (••)
Opening her inner eye and attuning it to spiritu-

al desolation, the Infernal gains the ability to detect 
potential servants or rivals, and to weigh the souls of 
those she meets.

System: Reflexively spend 1 Essence. For the rest 
of the scene, the Infernal becomes aware when she 
stands in the presence of any creature of darkness, 
though she doesn’t inherently know what sort of su-

pernatural being any given individual may be. Further-
more, by concentrating on a specific individual for a 
few moments and making a successful Perception + 
Occult roll against difficulty 6, she can behold the sub-
tleties of their anima and learn their current emotional 
state, as well as some clues about their nature. If you 
wish to embellish this with aura colors and the like, a 
chart can be found on page 136 of V20.

maggot mana plague (••)maggot mana plague (••)
With a casual gesture, the Infernal conjures forth fat, 

wriggling maggots from the Hell of Burrowing Maggots, 
grown fat on the souls of sinners. They writhe forth from 
the dust and then expire. Those who eat these highly-nu-
tritious grubs find them delicious and nourishing, but 
also find their destiny bound to that of the Infernal.

System: The Infernal can only use this Charm in 
a place of desolation (defined as a place where Surviv-
al rolls are at least difficulty 8, or where most of the 
inhabitants feel despair at the state of their lives). She 
spends a moment concentrating and then spends 3 Es-
sence to conjure her grotesque repast. One use of this 
Charm summons enough maggots to feed (Essence x 
100) people, and the maggots remain edible without 
preservation for a week. One meal of maggots is suffi-
cient to feed and water a person for a day in even the 
harshest environment, but it also makes them vaguely 
loyal toward their Infernal benefactor; all of the Infer-
nal’s social actions against the maggot-fed reduce their 
difficulty by one. Those who exist on a primarily mag-
got diet become creatures of darkness after (Stamina 
rating) weeks, and may display subtle changes such as 
growing pale or soft-skinned over time; or may man-
ifest features befitting the Infernal’s personal Hell, if 
she has one. The Infernal’s social actions against such 
beings reduce their difficulty by three.

Signature Effect: When the Infernal emerges 
from her anima cocoon, she emits an Essence-shock-
wave which transforms and corrupts all foodstuffs 
within half a mile. Maggots of the same sort conjured 
by Maggot Mana Plague eat their way out of all pre-
pared and stored food within the affected range, and 
then promptly die.

propheCies hatChed in meat (••)propheCies hatChed in meat (••)
When the Infernal’s anima flares, she may make 

it into a gateway into the Hell of Burrowing Maggots, 
summoning forth from its depths great stinging swarms 
of devil-flies to torment her opponents.

System: While the Infernal’s anima is flaring, she 
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may spend a turn in concentration and make a Charis-
ma + Animal Ken roll against difficulty 8, or reflexively 
spend 1 Essence to bypass both the roll and the turn of 
concentration. Success or Essence expenditure allows her 
to summon a swarm of flies which obey her mental com-
mands for the rest of the scene before finally dispersing. 
Rules for swarms can be found on page 391 of V20.

Signature Effect: When the Infernal dons her Shin-
tai form, it comes into the world accompanied by great 
swarms of stinging, biting flies. Anyone caught in the 
swarms without sufficient protection (such as a heavy, 
full-body clothing, a werewolf’s thick fur, or some form 
of protective magic) suffers one level of bashing damage 
per minute, alongside a –2 penalty to all rolls.

endless torment emanation (•••)endless torment emanation (•••)
By interacting with one of its officers or agents, or 

else touring its workplace, the Infernal directs the pow-
ers of Hell to confound and corrode the works of a bu-
reaucracy or project, cursing it to inefficiency and misery. 
Tempers grow short, spirit-maggots eat important paper-
work when nobody’s looking, and in general attempting 
to get anything done becomes a sort of quiet torture.

System: The character can spend 3 Essence to tar-
get a specific office or project with terrible inefficiency 
for the rest of the current story. Everyone involved in 
pushing the project forward increases the difficulty of 
all rolls to do so by +2. Additionally, if there’s a cen-
tral location for the targeted bureau or project, it be-
comes a place of spiritual desolation while the Charm 
remains in effect.

hell-WalKer teChnique (•••)hell-WalKer teChnique (•••)
Attuning herself to the emanations of the Spirit 

World, the Infernal paces about until she finds a hidden 
path that leads between worlds, and sets her feet upon it.

System: Spend 1 Essence and roll Wits + Survival 
against a difficulty of the local Gauntlet. Success transports 
the character into the Penumbra. By raising the difficul-
ty by 1 (to a maximum of 9) and spending 1 additional 
Essence per ally, the Infernal can also draw other willing 
characters into the Spirit World with her. This Charm may 
also be used in reverse to return to the material world.

The character also permanently gains the ability to 
understand the language of spirits and to make herself 
clearly understood by them.

KnoWing the desolate heart (•••)KnoWing the desolate heart (•••)
The Infernal attunes herself to suffering, and takes 

despairing thoughts into herself as tribute.



230

System: The character focuses on an individual she 
suspects to be in a state of despair or depression, spends 
1 Essence, and rolls Perception + Empathy against a dif-
ficulty of their Willpower. Success allows her to read the 
target’s mind; the more successes rolled, the clearer and 
deeper her mind-reading will be. If the Infernal is mis-
taken about the state of the target’s emotions, she still 
spends Essence and this Charm fails automatically.

Knowing the Desolate Heart can always read the 
minds of those standing in a place of desolation (de-
fined as a place where Survival rolls are at least difficul-
ty 8, or where most of the inhabitants feel despair at 
the state of their lives).

Signature Effect: Wheresoever the Infernal treads 
while wearing her Shintai form is thereafter consid-
ered a place of desolation for a year and a day.

plague WalKer ConseCration (•••)plague WalKer ConseCration (•••)
The Infernal leans over a corpse and breathes a 

medley of terrible plagues into its lungs. Moments later 
it lurches upright under her command, virulent and 
ready to serve.

System: The player spends 1 Essence and rolls Ma-
nipulation + Medicine against difficulty 7. A plague 
zombie created with this Charm remains animate and 
will obey the Infernal’s commands to the best of its 
very limited abilities for one day per success. If left to 
its own devices with no orders to the contrary, zombies 
seek out and attempt to devour the flesh of the living. 
Traits for plague zombies are identical to those found 
on 46, save that they are also carriers for a variety of 
infectious diseases.

Signature Effect: When the Infernal dons her 
Shintai form, this Charm activates at no cost and at-
tempts to animate every corpse present in her immedi-
ate surroundings.

soul-sieve transmutation (•••)soul-sieve transmutation (•••)
The Infernal contemptuously walks through or 

past attacks which should have struck her, shedding 
only a rain of writhing demon maggots instead of her 
precious blood.

System: So long as she’s aware of an attack, the 
Infernal may soak with the highest of her Charisma, 
Leadership, Intimidation, or Occult ratings rather 
than Stamina, if she desires. If her Stamina rating is 
equal to or higher than all of the alternative traits of-
fered by this Charm, then she adds one die to all soak 
rolls against attacks she’s aware of.

After successfully soaking all of the damage of a 

close-range attack, the Infernal may reflexively shower 
her attacker with demon maggots, increasing the diffi-
culty of all of their actions by +2 until they spend an 
entire turn knocking off the writhing worms that seek to 
chew upon their flesh and clog their eyes and ears. She 
also lowers the difficulty of all attacks and Intimidate 
rolls against someone beset by her maggots by one.

Barren Waste inFliCtion (••••)Barren Waste inFliCtion (••••)
Breathing out the very Essence of the Hell of Bur-

rowing Maggots into the world, the Infernal summons a 
plague of spirit-maggots that devour everything around 
her, and then when nothing else remains, devour one 
another. What is left behind is a landscape barren of 
life, covered in dust and sand and pitted stone.

System: Spend 5 Essence to summon the maggots 
to assail the landscape within 10 yards of the Infernal. 
They’re of no particular threat to any living creature 
that isn’t somehow immobilized and unable to move 
away from them, but will devour all plant life within 
minutes. What’s left behind is a place of desolation 
– and, in its reflection in the Spirit World, a tainted 
place that calls out to wicked spirits to come forth and 
take up residence. The Infernal reduces the difficulty 
of all rolls by one within her wasteland.

She can grow a wasteland by either using this Charm 
again, or else through sacrifices within its boundaries. 
The murder of a human being expands the waste by 
another 10 yards in all directions. The murder of a su-
pernatural being (that is not a creature of darkness) such 
as a mage or werewolf increases its radius by 100 yards. 
The flesh of sacrificed beings erupts into boiling mag-
gots, which range out through the wasteland to do their 
work once they reach its border. Alternately, rather than 
expanding the radius, such a sacrifice may be used to 
“roll back” the number of times the Infernal is consid-
ered to have attempted to don her Shintai form during 
the current story by one, reducing its cost or difficulty 
accordingly (to a minimum of Essence 2, Willpower 2, 
and no roll requirement).

Sacrifices can be conducted by either the Infernal 
herself, or else by servants she has suborned with De-
monic Primacy of Essence, Maggot Mana Plague, or 
Verdant Emptiness Endowment.

If the character knows The King and the King-
dom, she may pay 5 Essence during a sacrifice. Doing 
so prevents the wasteland from growing, and instead 
transforms it, bit by bit, into a physical incarnation 
of her inner Hell-realm. After one such sacrifice, the 
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wasteland displays only subtle touches of the Infernal’s 
Kingdom, but after ten such blasphemies, it becomes 
a perfect Hell on Earth. The sacrifice of a supernatural 
being is worth five lesser sacrifices for this purpose.

Signature Effect: While standing within the 
boundaries of her wasteland, the Infernal may assume 
her Shintai form automatically, without the need of an 
Essence or Willpower expenditure or a dice roll. How-
ever, doing so reduces the area of desolation’s borders 
by 100 yards. If this destroys its power outright, then 
the Infernal loses 3 points of Willpower upon return-
ing to her normal form.

digesting the great Beast (••••)digesting the great Beast (••••)
Speaking a secret name lost to the grinding passage 

of the ages into the quiet vaults of her innermost self, 
the Infernal summons a single demon maggot into the 
chambers of her heart. There the maggot vomits forth 
a scrap of immortal, undying flesh chewed from the 
corpse of the Great Beast, which briefly lends its vital-
ity to the Exalt.

System: Reflexively spend 1 Essence and roll 
Stamina + Occult against difficulty 7. The Infernal au-
tomatically heals two levels of bashing damage or one 
level of lethal damage at the beginning of each turn for 
a number of turns equal to the successes rolled. Giving 
up three turns of healing allows her to heal a level of 
aggravated damage, instead.

spaWning pit sanCtiFiCation (••••)spaWning pit sanCtiFiCation (••••)
The Infernal consecrates a pit with the torturous 

and transformative powers of Hell. Once the consecra-
tion is complete, the pit writhes with demon maggots. 
Those she casts into the pit are faced with a choice: 
willingly become the Infernal’s creature, or die.

System: This Charm first requires the Infernal to 
dig a pit within a place of desolation (defined as a place 
where Survival rolls are at least difficulty 8, or where 
most of the inhabitants feel despair at the state of their 
lives). She can dig it by hand, or else let creatures of 
darkness created by Maggot Mana Plague do the labor 
at her behest. Then, she spends 10 Essence to fill the 
pit with writhing, seething maggots conjured from the 
Hell of Burrowing Maggots. 

Thereafter, anyone cast into the pit understands 
that they face a choice: they may either give themselves 
body and soul to the pit’s master, or face the voracious 
jaws of the maggots. Those who choose the maggots 
suffer three levels of lethal damage per turn spent in 
the pit, and if slain by the maggots, their soul is con-

signed to the Hell of Burrowing Maggots. Those who 
give themselves to the Infernal… are still devoured by 
the maggots, which swarm into the target’s flesh, con-
suming and excreting her transformed substance back 
into place with such agonizing speed and deftness that 
she lives through the process. When they recede and 
permit her to crawl from the pit, she does so as a bake-
mono – a sort of monster that shapeshifters know as 
fomori. Rules for fomori can be found on pages 428-
439 of W20. Bakemono created with this Charm inev-
itably suffer from a derangement that fills them with 
paralyzing terror at the thought of disobeying the Infer-
nal, increasing the difficulty of all actions undertaken 
while betraying or opposing her by two.

If the Infernal casts a being into the pit that is for 
whatever reason incapable of becoming a bakemono 
(such as one of the Solar Exalted), they receive no 
choice: the maggots simply seek to swarm and devour.

verdant emptiness endoWment (•••••)verdant emptiness endoWment (•••••)
Even the damned pray, and the Infernal may 

choose to answer these prayers. When the Infernal 
hears another being express a wish to be something 
they currently are not (stronger, smarter, more beau-
tiful, more wealthy, and so forth), she may reach out 
with her Essence to grant the stated wish, even if the 
wish was not uttered in serious expectation of fulfill-
ment. There is, of course, a price.

System: Upon hearing an uttered wish, the Infernal 
may spend 5 Essence to grant it. The world conspires to 
bring about the Infernal’s blessing as soon as possible, 
usually within the same scene. The beneficiary knows 
only that the hand of fortune is upon them, and they 
may accept or reject it. Rejection costs a point of Will-
power. Sensing the sinister price attached to the gift re-
quires a Perception + Awareness roll against difficulty 8.

The Infernal can grant any of the following: a dot of 
an Attribute; a dot of an Ability; a dot of a Background; 
a Merit; or she can remove a Flaw. No character can 
have more than one wish granted in the course of a year.

There are two hidden prices to the Infernal’s gift.
First: At any point after granting a wish, the In-

fernal may approach the beneficiary and ask them to 
perform one task on her behalf. The task may be as 
involved or lengthy as the Infernal desires, so long as 
it isn’t impossible or utterly suicidal, and so long as it 
has some defined end-point within a year and a day. If 
the beneficiary refuses or shirks the Infernal’s task, he 
is ripped from the world and cast into the Hell of Bur-
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rowing Maggots… and he is instinctively aware of the 
wages of disobedience, once the task has been spoken.

Second: After accepting three gifts from the Infer-
nal, the beneficiary becomes a creature of darkness, 
instinctively loyal to the Infernal, who reduces the dif-
ficulty of all social rolls against the character by three. 

World-grinding devastation (•••••)World-grinding devastation (•••••)
The Infernal spreads her arms, breathes out her 

corrupted Essence, and draws the Hell of Burrow-
ing Maggots up into the world around her. Her sur-
roundings shiver. The world trembles with seeming 
desert-shimmer, a heat-haze in the corner of the eye. 
Then the hideous truth asserts itself: the landscape is 
moving, writhing, as millions of flesh-hungry maggots 
chew their way into reality, boiling out of every crease 
and corner, dripping from ceiling-tiles and tree branch-
es, wriggling up from the ground. They even come 
squirming through gaps in the air itself.

System: The Infernal spends a turn in concentra-
tion and spends 2 Essence. For the rest of the scene, or 
until the Infernal dismisses them back to Hell, every-
thing within (Essence x 30) yards around her swarms 
and heaves and drips with hungry demon-maggots. Ev-
eryone she does not personally exempt from their ap-
petite suffers one level of lethal damage per turn as the 
maggots swarm and chew and devour. One who seeks 
to avoid being devoured may do so by bowing before 
the Infernal and pressing his forehead to the ground: 
groveling in this fashion offers protection from the 
maggots while it continues. It also causes anyone who 
submits in this fashion to raise the difficulty of all ac-
tions taken to hinder, oppose, attack, defame, humil-
iate, or resist the Infernal by one for a year and a day.

Signature Effect: World-Grinding Devastation 
may be activated reflexively and only costs 1 Essence 
while the Infernal wears her Shintai form.

Building the KingdomBuilding the Kingdom
Infernals who purchase The King and the King-

dom develop a new Hell-Realm within their own Es-
sence. The rules found below can be used to design the 
Exalt’s new Hell.

The Infernal has 5 points with which to construct 
her Kingdom. Some options may give her more points 
to work with, but most will consume them. In some 
categories, it’s possible to select multiple options so 
long as they’re not mutually contradictory.

siZesiZe
Select the option that best describes the Hell’s size.

• Tiny (Cost: None; gain 2 points): Welcome to Hell 
House. The Hell is no larger than a rambling manor house.

• Small (Cost: None; gain 1 point): The farmstead 
from Hell. The Realm covers a mere handful of acres.

• Average (Cost: None): Welcome to the Demon 
City. The Realm is about the size of a major city.

• Large (Cost: 1 point): Your own private Idaho. 
The Realm is about the size of a mid-sized American 
state or European nation.

• Huge (Cost: 2 points): Your own demon empire. 
The Realm is about the size of Australia.

• Vast (Cost: 3 points): Welcome to Hell World. 
The Realm is its own small world, complete with bio-
sphere, diverse regions, seasons, and so on.

geographygeography
Select the option that best describes the general 

character of the Hell’s geography.

• Difficult Terrain (Cost: None): The Realm is dom-
inated by some manner of imposing and dangerous 
terrain that makes travel difficult, such as jagged moun-
tains, poisonous swamps, lakes of fire, and so on. On 
average, the terrain is far harsher than that of Earth.

• Mundane (Cost: None): The Hell mostly has an 
Earthlike, albeit exotic, landscape.

• Accessible Terrain (Cost: None): The Realm has 
easily navigable geography, and moving about is conve-
nient thanks to features such as teleportation networks, 
magical cyclones that carry people from place to place 
safely, high-speed automated rail systems, and the like.

ClimateClimate
Select the option that best describes the prevailing 

climate of the Hell.

• Unsurvivable (Cost: None; gain 3 points): The Realm 
will kill anyone not adapted to it or protected against it in 
short order. It could be a barren icy wasteland, or entirely 
underwater, or it might have a toxic atmosphere.

• Pockets of Safety (Cost: None; gain 2 points): As Un-
survivable, but with certain limited areas (such as domed 
cities, seabases, or warded buildings) which offer protection 
from the Realm’s otherwise hostile environment.
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• Harsh Climate (Cost: None; gain 1 point): Fre-
quent Survival rolls are necessary to avoid the Hell’s 
dangerous climate. There might be ever-present and 
incredibly violent storms, roving swarms of flesh-de-
vouring locusts, or eyes which periodically open in the 
clouds and burn whatever they happen to glimpse.

• Harsh Wilderness (Cost: None): As Harsh Cli-
mate, but the Realm has large regions of comparable 
safety, such as tamed cities or large fortified outposts. 
Only the wilderness is dangerous.

• Earthly Climate (Cost: None): The Hell has a fair-
ly unthreatening and earthlike (if strange) climate. The 
clouds may be utterly bizarre in color and shape, but they 
don’t regularly pour down rains of flesh-eating spiders.

• Heavenly (Cost: 2 point): The Kingdom is utopi-
an, with abundant pleasures to be enjoyed simply for 
being there. The trees are heavy with sweet fruits, and 
the air revivifies those who breathe it.

populationpopulation
Select as many options as apply to describe what 

sort of native life inhabits the Realm.

• Uninhabited (Cost: None; gain 1 point): The 
Realm is lifeless.

• Barren (Cost: None): What little life the Realm 
possesses is sparsely scattered across its surface.

• Balanced Ecosystem (Cost: None): The Realm has 
a reasonable balance of space, population, and resources.

• Overpopulated (Cost: None; gain 1 point): The 
Hell has too many inhabitants for its ecosystem to sup-
port. Space is at a premium, privacy is nonexistent, 
and violence is probably common.

• Earthly Fauna (Cost: None): The Realm has ani-
mals, which may or may not be rather different than 
Earthly beasts. A few may be dangerous, but most aren’t.

• Deadly Beasts (Cost: 1 point): The Realm has an-
imals, most of which are extremely deadly.

• Earthly Flora (Cost: None): The Realm has plant 
life, which may or may not be rather different than 
Earthly flora, but which are generally no more danger-
ous than mundane plants – that is to say, it may not 
always be safe to eat them, but the flowers won’t gener-
ally explode like a land mine if you step on them.
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• Deadly Flora (Cost: None; gain 1 point): The 
Realm has plant life, most of which is very dangerous 
to interact with – carnivorous, poisonous, both of the 
above, or even worse things are all possible and likely.

• Human Populace (Cost: None): The Realm has a 
native human population, with their own culture and 
a history that, strangely, significantly predates the cre-
ation of the Kingdom.

• Resident Devils (Cost: 1 point): The Realm has a 
significant population of superhuman beings such as 
bakemono and wicked spirits.

soCial struCturessoCial struCtures
Ignore this category if the Kingdom possesses no 

sentient inhabitants. Otherwise, select the option that 
best describes the social structures of the Realm’s in-
habitants.

• Chaos (Cost: None): The Realm’s operates by the 
“law” of might makes right.

• Archaic (Cost: None): The Realm’s inhabitants have 
simple laws, social taboos, and rudimentary politics.

• Modern (Cost: None): The Realm’s inhabitants 
have a highly developed social system, with intricate 
politics and a robust body of law.

• Advanced (Cost: None): The inhabitants of the King-
dom have highly intricate and well-developed art, philoso-
phy, social infrastructure, and possibly also technology.

teChnologyteChnology
Select the option that best describes the Realm’s 

level of technological development.

• Savage (Cost: None): The Realm is entirely wild 
and untamed. At most, there may be simple tools of 
stone and bone.

• Archaic (Cost: None): The Realm is pre-mod-
ern, which might mean it occupies anything from the 
Bronze Age to the early Renaissance, or perhaps an 
anachronistic mix of various time periods.

• Modern (Cost: 1 point): The Realm may or may 
not have any industry to speak of, but its general devel-
opment level is roughly Earth-contemporary.

• Advanced (Cost: 2 points): The Realm runs on 
either advanced technology or highly-developed magic. 
It’s possible for a Hell to be both heavily technological 
and uninhabited, in the case of machine-Realms.

loyaltyloyalty
Ignore this category if the Kingdom possesses no 

sentient inhabitants. Otherwise, select the options that 
best describe the Realm’s relationship with the Infernal.

• Hostile (Cost: None; gain 2 points): The inhab-
itants of your Hell despise you, and would strike you 
down if they could.

• Indifferent (Cost: None): The inhabitants of your 
Realm don’t recognize you as anyone special, and will 
treat you as circumstances dictate.

• Loyal (Cost: 1 point): The majority of the inhab-
itants of the Realm recognize you as their ruler and 
serve you as they would any sovereign – that is to say, 
dutifully but without any particular enthusiasm for 
the most part, in the hopes of avoiding censure.

• Committed (Cost: 2 points): The inhabitants of 
the Realm treat you as an object of worship and will 
endure great hardship on your behalf.

• Fanatical (Cost: 3 points): The inhabitants of the 
Realm will die for you.

• Resistance Movement (Cost: None; gain 1 point): 
A minority of the Realm’s inhabitants fervently hate 
and resent you, and seek your overthrow or demise. 
You may only select this option if your Hell is Loyal, 
Committed, or Fanatical.

FeaturesFeatures
Select as many of these features for your Realm as you like.

• Bottleneck (Cost: 1 point): Your Hell doesn’t have 
natural boundaries which can be used to leave the 
Realm. Perhaps it’s a sphere, or perhaps it is an island 
floating in a sea of infinite flames. The Realm has only 
one exit, in the form of a fairly obvious and prominent 
portal of some sort.

• The Cauls (Cost: 1 point): Your Hell contains 
blasphemous chambers capable of placing the one 
who stands within them in spiritual communion with 
the hideous, infernal Essence that forms the soul of 
the Realm. These are in all respects identical to the 
Cauls used to create Nephandi mages.

• Dangerously Alien (Cost: None): The Hell has cer-
tain earthly features, but it definitely isn’t Earth. Visitors 
without a guide will need to make Survival rolls to avoid 
endangering themselves in some way. Those familiar 
with the Realm have no such difficulties.
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• Endless Suffering (Cost: 1 point): Those who 
meet their ends according to certain criteria (such as 
being devoured by the Realm’s native devils, or being 
melted in its acid seas, or even perishing for any reason 
at all – very simple and very complicated rules are both 
possible) are eventually reconstituted by the Realm 
that they might be tormented to destruction again.

• Eternal Night (Cost: 1 point): The Hell has no 
sun, and is near-lightless. Any being that needs light to 
see by must bring or create its own.

• Exclusive Transportation (Cost: 1 point): The 
Realm contains speedy transportation of some kind, such 
as high-speed vehicles or magical portals, and these are 
only accessible by you and your most favored servants.

• Fruits of Hell (Cost: 2 point): The food within 
your Hell contains some mystical property which af-
fects those who partake of it. Chose one:

 ∘ Every three Hellish meals eaten builds a growing loyal-
ty to the Infernal, exactly as with a vampiric blood bond. 
Nine meals in total creates an artificial but abiding love.

 ∘ Each Hellish meal eaten corrupts the flesh and 
spirit. A week spent dining on the fruits of Hell trans-
forms the one who partakes into a bakemono.

• Gaols (Cost: 1 point): The Hell contains prison fa-
cilities whose wardens (or whose very architecture) are 
cooperative with your wishes, or otherwise has daunt-
ing Hell-wide security.

• Grand Grimoire (Cost: 1 point): The Hell con-
tains a great repository of mystical lore, as well as exten-
sive ritual spaces. The difficulty of all ancient sorcery 
rolls within these spaces is reduced by two, and the 
Essence cost by 1. Other ritual magic (or magick) in 

line with the style and theme of the Hell also enjoys a 
–1 difficulty reduction.

• Indoors (Cost: None): The entire Hell is located un-
der one roof. There’s no weather or cycle of day and night.

• Lord of the Land (Cost: 1 point): The Hell’s nat-
ural phenomena obey your will. You can make the 
winds blow as you wish, calm boiling seas or bid them 
part, and call down lightning during a raging storm.

• Narcotics (Cost: 1 point): The suffering of sinners 
within the Realm can be refined into a number of 
strange and powerfully addictive drugs.

• Non-Euclidean (Cost: 1 point): The Hell doesn’t 
conform to the normal rules of three-dimensional 
space. It may be structured like a vast Escher painting, 
or may be even more confusing yet. Newcomers must 
make an extended Intelligence + Occult roll against 
difficulty 8 each day they spend trying to navigate the 
Realm. Once they accumulate 20 successes, they have 
acclimated to the Hell’s strange laws. Until then, all at-
tempts at getting much of anything done are hopeless 
without a guide.

• Slave-Realm (Cost: 1 point): The majority of the 
Hell’s population exists as an oppressed (or outright 
tortured) underclass with no power to call their own, 
ruled over by an elite and favored few, who are likely 
monstrous beings if your Hell has Resident Devils, and 
which are likely loyal to you and carry out their tor-
ments on your behalf if your Realm is Loyal.

• Time Differential (Cost: 2 points): Time passes at 
a different rate within the Realm than outside – up to 
either twice as quickly or at half speed.
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CHAPTER NINE:CHAPTER NINE:

THE NIGHT PEOPLETHE NIGHT PEOPLE

Life has confided so many stories to me, I shall have to re-
tell them to people who cannot read the book of life itself.

—Elly Hillesum

The Age of Legends ended long before the ad-
vent of any modern calendar. Only the most ancient 
of myths, folklore, and songlines even remotely touch 
upon it. Since time out of reckoning, this has been 

their world, the world of the night people.

The World of Darkness.
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Vampire: the Masquerade
Vampires lurk in the shadows of the cities, be-

tween the pages of history. According to their stories, 
they’re as old as humanity itself. According to their 
legends, their progenitors still sleep somewhere, hid-
den throughout the world, waiting to awaken and 
glut themselves on oceans of blood. Their existence is 
predicated on conspiracy and control. Nobody knows 
they’re there. Anyone who does is part of their preda-
tion-enabling network. Anyone who isn’t gets discred-
ited, distracted, vanished. If you go to the police, they 
own the police. If you go to the press, they own the 
press. They own the system, and no mortal, no matter 
how brave, can fight the system alone.

Until now.

Systems
Here’s a quick rundown of rules interactions be-

tween the Kindred and the Chosen.

Virtues
Vampires have Virtues that govern their behavior – 

Compassion, Self-Control, Courage, sometimes some 

other Virtues. Exalts don’t have those traits. Whenever 
a Discipline assumes that its target has a Virtue that 
the Exalt doesn’t possess, use Willpower instead.

The Embrace
Can you Embrace one of the Exalted? You can, 

but it’s a bit of a let-down for everyone involved. Ce-
lestial Exaltation flees in the moment of death, and so 
the Exalt returns as an “ordinary” vampire. The Exal-
tation Core of an Alchemical likewise separates upon 
the death of the Exalt, and will not bond with a vam-
pire. Slopping blood into a dead Liminal’s mouth does 
nothing except maybe put the vampire in a really funny 
position to get their heart punched out of their chest 
when the Liminal comes back to life.

Dragon-Blooded are a bit of a special case. The 
power of Exaltation dwells in the blood of the Drag-
on-Blooded, which is drained away entirely during the 
process of the Embrace… and yet, a shadow of that 
power lingers for a while.

A newly-Embraced Dragon-Blooded has only the 
Essence she possessed at the moment of death within 
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her body. Once she spends it, it’s gone forever. Her 
Charms also depart at a rate of one per night when she 
awakens, starting with her highest-ranked Charms and 
working their way down. Once the last of her Charms 
vanishes, she’s no different than any other vampire.

Dragon Kings, as non-humans, cannot be Em-
braced. They just die.

Ghouls
Lunars, Sidereals, Abyssals and Infernals are capa-

ble of Exalting from the ranks of ghouls: living humans 
fed a bit of vampire blood, who gain uncanny strength 
and perhaps one or two other supernatural tricks in 
the process. Exaltation burns away the taint of vampire 
blood, though, causing the Chosen to immediately lose 
any Disciplines and other blood-borne powers.

This is not to say the Chosen can’t decide to get 
on (or even back on) the vampire-blood bandwagon 
post-Exaltation. Solars, Lunars, Sidereals, Infernals, 
Liminals, and Dragon-Blooded are all capable of be-
coming ghouls by drinking vampire blood, although 
they can’t learn any Disciplines beyond the initial free 
dot of Potence; something about the power of their Es-
sence blots out the development of such bloody mira-
cles. Liminals also gain a point of Limit at sunset every 
night that they are a ghoul.

Abyssals, for whatever reason, find the blood of 
vampires thin and flavorless. It offers them no power. 
They can’t become ghouls, and they can’t replenish 
their Essence by drinking it either. Alchemicals find 
that vampire blood in their system is similarly inert.

Dragon Kings can be ghouled. They cannot ad-
vance their Essence rating while ghouled, but other-
wise function as any other ghoul.

Blood Bond
Of course, there’s a catch. All of the Exalted re-

main fully vulnerable to the formation of blood bonds, 
should they drink from the same vampire three times. 
Charms and Intimacies provide a bit of leeway to strug-
gle against the full power of the blood bond, but ul-
timately being emotionally enslaved to a vampire is a 
bad position for a demigod to find herself in.

As a note for Lunars, Sidereals, Abyssals, and Infernals, 
the moment of Exaltation burns away existing blood bonds.

The Blood
An Exalt bitten by a vampire feels the rapture of the 

Kiss like any other human, but is able to struggle against 

it. The Exalt’s player can make a Willpower roll against 
difficulty 8 each round in order to try to break out of the 
supernatural fugue state imposed by the Kiss.

With one terribly severe exception, vampires find 
the blood of the Chosen exceptionally nourishing. For 
each health level of lethal damage inflicted by a vam-
pire’s Kiss, the vampire gains three blood points when 
feeding on Dragon-Blooded, Lunars, Sidereals, Abys-
sals, Infernals, Liminals, and Alchemicals. Not only 
that, but a vampire who kills a Terrestrial Exalt through 
exsanguination absorbs the barest shadow of the power 
of Exaltation, lowering their Generation by one for a 
number of nights equal to his victim’s Essence rating.

The Solar Exalted form the major exception to this 
trend. The power of the sun hums in their veins, and 
any vampire drinking a Solar’s blood suffers one level 
of aggravated damage for each blood point they try to 
consume. This is considered damage from sunlight, for 
the purpose of Fortitude and the Setite clan weakness.

Vampires and Dragon-Blooded
The Dragon-Blooded have spent a great deal of 

time over the recorded span of Western history keep-
ing an eye on vampires, tracking their migrations, and 
occasionally culling their numbers when they got too 
numerous and feisty in the vicinity of an important 
family Dragon Nest. Most European and American 
families have at least a rough understanding of the dif-
ference between the Camarilla (“the ones that like to 
hide”) and the Sabbat (“the ones that like to get drunk 
on blood”), but very few Dragon-Blooded could name 
more than one or two clans.

They know, through painful experience, that when 
vampires become aware of the Terrestrial Exalted, their 
first instinct is usually to try to addict a younger scion 
to their blood, that the only real remedy for this situa-
tion is to hunt down and kill the vampire responsible, 
and that for this reason vampires are best observed 
from a distance, without personal contact.

The Dragon-Blooded and the Tremere
The House of Miculescu has extensive records on 

the transition of House Tremere into Clan Tremere, 
and made certain that most other European Houses 
are aware of the development. Those Dragon-Blooded 
who make it their business to study vampires generally 
fear and mistrust the Tremere above all others of their 
kind. Vampires are destructive creatures as a general 
rule, but the Tremere add in both versatile blood sor-
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cery and a distressing curiosity about the occult that 
sometimes brings them sniffing around Dragon Nests, 
and this is not to be tolerated. Worse, the clan is high-
ly organized, practices meticulous note-taking, and 
doesn’t intimidate easily.

For its part, the Tremere elders of Vienna are well 
aware of the existence of the House of Miculescu and 
no less than six other Dragon-Blooded families. They 
know little about these mysterious families – most 
crucially, they haven’t deduced the importance or 
distinction of the Dragon-Touched – save that once 
one knows what to look for, they can sometimes be 
found lurking about the periphery of Kindred affairs. 
Vienna’s best theory is that they’re remnants of some 
truly ancient magical experiment into cross-breeding 
humans with elemental spirits. 

The Terrestrial Exalted were considered a supernat-
ural curio of no particular importance until 2004, when 
Lukas Diedericks, Regent of the Johannesburg chantry, 
submitted a report detailing the temporary thickening 
of the blood he experienced after draining to death a 
young Dragon-Blooded captured in the chantry library. 
This report gained the personal attention of Meerlinda 
of the Council of Seven, who has tasked a number of 
chantries near known Terrestrial holdings with finding 
out more about these enigmatic mortals.

Vampires and Solars
All Solars bumped into some sort of supernatural 

being prior to Exaltation (sometimes by only a matter 
of minutes), and vampires are, for whatever reason, the 
most common point of contact. The Kindred like to 
think that they exist in a complex dance of codependen-
cy with their prey. The Solar Exalted, by contrast, seem 
much more inclined to view things in black and white 
terms: That thing drank my brother’s blood. It’s got to die.

The Small Matter of Sunlight
When a Solar’s anima flares, she’s surrounded by 

a blazing glow in all the various hues of sunlight. So, 
the salient question: Does it burn vampires?

It doesn’t, but it makes them really nervous. If some-
thing else sets off a check for Rötschreck, the presence 
of a Solar with her anima flaring increases the difficulty 
of that check by +2. It also absolutely counts as “bright 
light” for the purpose of the Setite clan weakness.

Vampires and Lunars
When Lunars and vampires mix, it’s hard to say 

what’s going to happen. A couple of Luna’s newly re-
surgent Chosen were ghouls before they Exalted. Domi-
tor-thrall standards of abuse being what they are, and 
given the way Exaltation burns out blood bonds, well, 
those vampires are probably really painfully dead right 
now. Certainly, vampires trend toward being abusive 
predators, and Lunars trend toward brutally murdering 
anything that fucks with them too badly. And just as cer-
tainly, it’s easy to mistake a Lunar for some sort of Lu-
pine or other shapeshifter and it’s best for vampires to 
steer well clear of those, or else hit them with everything 
they’ve got if they show up in the vampire’s territory. So 
there’s a bloody pattern waiting to develop there.

On the other hand, vampires are really good at being 
cool, and making themselves out to be your new best 
friend, especially if it seems like you could be useful 
to them. A lot of Lunars aren’t accustomed to people 
wanting to be their best friend, especially sexy cool peo-
ple who can party all night and flip over cars and who 
are inclined to tell them that, sure, tracking down that 
girl who stuffed used tampons in their backpack in high 
school and eating her is a completely justified thing to 
do now that they’re a supernatural god-monster.

It is, in short, going to be a mess.

Vampires and Sidereals
Here’s what Sidereals know about vampires: when 

they dig a prophecy out of the cracks of reality, it usually 
features blood-drinking corpses fucking everything up 
either very prominently or somewhere around the margins 
of the prophecy. Auspicious Prospects for [Whatever] 
tends to steer them toward orchestrating the downfall 
of vampires, or setting them at each other’s throats. 

boo!

I know, I know, burning vampires to ash with 
your anima is totally badass. This book has de-
cided not to go that way because while it’s re-
ally cool the first time it happens, it gets bor-
ing as hell the next 20 times. Inflicting 3 levels 
of aggravated damage to everything in the 
room every three seconds just for showing up 
is much less fun than staking a vampire with a 
busted-off chair leg and then judo-tossing his 
buddy into the fireplace.
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Wise Choice rarely advises getting involved with them. 
In short, most of their forecasting and diagnostic tools 
indicate that vampires are, if not the enemy, at least a 
serious problem that is going to require aggressive man-
aging. Also, they’re fucking everywhere, and that tends 
to freak Sidereals out. By the time a Solar realizes how 
badly infested most cities are, he’s probably already neck-
deep in a one-man war with all of the local bloodsuck-
ers. Sidereals have plenty of tools to help them realize 
how badly they’re outnumbered before they get too en-
tangled with the affairs of the undead.

As far as the undead go, Sidereals aren’t even a 
blip on Kindred radar yet, and on those rare occasions 
when one does crop up, they’re going to get mistaken 
for mages for a very long time.

Vampires and Abyssals
On the one hand, an Abyssal who decides she 

doesn’t like vampires is very well-positioned to find 
them (ghosts hate the fucking things, and if you ask 
around a bit, you can usually find a wraith or two keep-
ing tabs on the local bloodsuckers) and to kill them. 
Considering that more than one Abyssal experienced 
the Black Exaltation in the immediate aftermath of a 
fatal vampire attack, there’s plenty of reasons for an 
Abyssal to arrive in exactly that headspace.

On the other hand, Abyssals and vampires can oper-
ate very much on the same wavelength. They both see the 
appeal in human blood. A lot of vampires dig the super-
goth thing Abyssals have going. And Abyssals are quite 
well plugged into the world of the dead and the undead 
thanks to their Underworld ties. If otherwise at a loss for 
what to do now that she’s become some sort of living 
murder-bodhisattva, it’s not too unusual for an Abyssal 
to go try to hang out with the local vampires in the hopes 

that they know more about what’s up than she does. They 
won’t, but by the time that becomes clear she’ll be up to 
her neck in vampire politics, which might or might not be 
a good thing for the undead that dragged her in. There 
isn’t an Abyssal Prince in any major city yet, but give it a 
couple of years. It’s going to happen.

Vampires and Infernals
Once Infernals encounter the Kindred, it doesn’t 

take long to infer what their proper relationship is: 
vampires are monsters of the night, but pale before the 
power and majestic wickedness of the Demon Princes. 
They are, in other words, fitting lackeys if willing to 
bend the knee, and a pleasant exercise of the Infernal’s 
Hellish might should they express defiance.

Ancient vampires may not slot neatly into this pattern, 
but by the time an Infernal first encounters one of those, she’s 
likely already up to her neck in the affairs of the undead.

Vampires, of course, find the Infernal Exalted just as 
alarming as everyone else does. They’re loud, flashy, and 
horrifyingly powerful. None of those are attractive proper-
ties to the Camarilla, and the Sabbat only welcomes such 
a mixture of strength and bravura within its own ranks.

Vampires and Liminals
Liminals are designed to stop the Unquiet from 

mucking about with the living world. As walking corps-
es that murder, victimize, manipulate, and disrupt the 
lives of mortals on a nightly basis, vampires are gener-
ally one of the top items on their to-do list.

From a Kindred perspective, a Liminal rolling into 
town shifts the tone of their nightly affairs from House 
of Cards to Ten Little Indians. Something is slaughtering 
the local vampire population, and it ain’t the Society 
of Leopold unless somebody missed a memo about 
how being really into Jesus gives you the ability to drag 
someone outside through a brick wall, or to survive 
blundering into a room full of ghouls with shotguns.

Of course, hunting the Unquiet is the default direc-
tion Liminals drift in because it’s the only clear direction 
they get during Exaltation. It’s not an imperative. They’ve 
always got a negative impression of vampires, because they 
can’t get rid of that first Intimacy, but they can decide to 
cut deals, spare individuals, and make exceptions. A can-
ny vampire who realizes how lonely the average Liminal is 
can exploit that to her own benefit, if she’s smart.

Moving the shoe to the other foot: Vampires can 
make Liminals. Being classified as “Unquiet” doesn’t 
preclude a vampire being used as the vessel for a bro-

the mUrdery dUckling

Melbourne’s a likely spot for the world’s first Ex-
alt-run Camarilla city. There’s an Abyssal there 
who received the Black Exaltation in the middle 
of his Embrace, before his would-be sire could 
finish getting her wrist open. Prince Taylor 
still hasn’t mustered anything more than faint 
curiosity about how the kid’s sire managed to 
fuck up the Embrace and get him to come out 
as weird as he did. He certainly isn’t scared yet, 
although he will be. Give it time.



241

ken Exaltation, it just means it’s rare. Generally, this 
is the province of blood sorcerers. Over the centuries, 
at least one Liminal has come roaring up out of a caul-
dron that was supposed to cook together a Gargoyle. It 
wouldn’t be at all impossible for others to come from 
the experiments of necromancers. And, of course, 
assuming the corpse is sufficiently distressed-and-re-
paired beforehand, the Embrace itself is absolutely an 
attempt at resurrection, of sorts.

A Liminal with a vampire creator is in a stressful, 
difficult situation. Whatever relationship she builds 
with her creator, it’s going to strain against a constant 
instinctive desire to shove all vampires into the nearest 
open flame. The vampire is absolutely certain to have 
no idea what on Earth he has on his hands, or why, 
and probably has a fairly short timeframe to figure out 
some of the basics before he pushes the Liminal too 
hard and gets ripped in half like a phonebook.

Finally: while it’s technically possible to build a Lim-
inal’s body out of pieces of a vampire’s corpse, it’s dif-
ficult since vampires that have been vampires for any 
significant period of time decompose into an unusable 
state almost immediately after death, and the resulting 
Exalt would have no special vampiric powers anyway.

the atrocity ProPhet

Uriah Jackson was Embraced into the reviled 
Baali bloodline in 1868 while prospecting for 
gold in the Black Hills, when he dug up some-
thing old and hungry and far more rare than 
gold. He’s kept on the move ever since, set-
ting up hives here and there, establishing cy-
cles of gruesome and senseless horror to keep 
the original inhabitants of the cosmos, the 
Children, complacent and asleep. When he 
encounters one of the Infernal Exalted, it is a 
revelation. He knows exactly what he’s found. 
One of the wayward dreams of the Children has 
crawled into a living human being, and the very 
fate of the world depends upon that individu-
al’s every whim being gratified.

Uriah pulls every string he has over the 
months that follow, calling in childer and contacts 
from across two continents; they’re skeptical of the 
atrocity prophet at first, but the Infernal has little 
difficulty demonstrating their true nature, and an 
undead cult quickly accumulates around them.
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Werewolf: the Apocalypse
The Garou are an ancient people dating back to the 

dawn of time, ordained by Gaia to stand as the guardians 
of the Earth. Their enemies are spirits birthed from the 
cosmic font of all that is foul, corrosive, and destructive 
in the universe, who seek to despoil every good thing 
that is or ever has been. Their duty is sacred, enduring, 
and has set them on a course of inevitable destruction. 
The Apocalypse looms, and all their prophecies agree: 
win or lose, it will spell the end of their kind.

The Chosen are here to cancel the Apocalypse.

Systems
Here’s a quick rundown of rules interactions be-

tween werewolves and the Chosen.

Rage, Gnosis, Primal-Urge
Werewolves and spirits both have traits measuring 

their spiritual and emotional power. Exalted lack these 
traits. In any circumstance where a werewolf or spirit pow-
er wants to calibrate its difficulty off of either of these 
traits, or calls for the target to resist by rolling those traits 
or spending those traits, substitute Willpower instead.

Likewise, werewolves use an Ability called Pri-
mal-Urge which measures how in touch they are with 
their animal nature. Exalted don’t use Primal-Urge. In-
stead, if something wants an Exalt to use Primal-Urge, 
substitute Animal Ken instead.

The First Change and Kinfolk
To get the big question out of the way: Werewolves 

can’t Exalt. Neither can any of the other Fera (non-wolf 
shapeshifters like wereravens, weretigers, and so on). Nor 
will a very young Exalt ever undergo the First Change. If 
you Exalted, you were never going to be a werewolf.

Kinfolk are another matter. Kinfolk can Exalt as 
Lunars, Sidereals, Abyssals, Infernals, and even very 
rarely as Dragon-Blooded. If the Kinfolk had somehow 
scraped together mastery of any spirit magic, Exalta-
tion purges it, replacing it with a mastery of Essence. 
The Exalt does still carry shifting blood in their veins, 
and can produce Kinfolk and werewolf offspring.

It should probably go without saying, but all of 
this applies only to human Kinfolk. Animals, no matter 
how magical, are incapable of Exaltation, even as one 
of the Lunar Exalted.

The Delirium
Exalted enjoy blanket immunity to the Delirium. 

For whatever reason, they don’t cause it, although 
blind pants-shitting terror is still a completely reasonable 
and fairly common reaction to a Lunar in rage form.

Dragon Kings are also immune to the Delirium.

Wyrm-Taint
Your good friend and mine, the level one Gift 

Sense Wyrm, doesn’t ping for Solars, Lunars, Sidereals, 
Alchemicals, or Dragon-Blooded unless they just got 
done rolling around in toxic waste or something. Abys-
sals, Liminals, and Infernals, by contrast, always register 
as Wyrm-tainted, no matter their personal behavior or 
ethics. The Black Exaltation came soaked in the blood 
of a hundred thousand murders committed in the Age 
of Legends, and one simple reincarnation can’t even be-
gin to wash that off; the Infernal Exaltations are roiling 
concentrations of wickedness whose very presence was 
sufficient to irreversibly corrode and defile enormous 
stretches of the Spirit World; and Liminals are violent 
affronts to the entire natural order who commingle life 
and death in a way that was never meant to be.

The Pack
You might have noticed that Exalted can buy the 

Totem Background. It applies both to personal totems, 
and also to group totems binding together an entire 
Circle of Exalts. For unclear reasons, the residents of 
the Spirit World inherently recognize the Exalted as le-
gitimate representatives of the powers of Heaven, and 
are inclined to make binding deals with them for pa-
tronage. This development is apt to intrigue the Cho-
sen and alarm the Garou.

It also means that through the Rite of the Totem 

boo! boo again!

I mean, if you want a lupus (or whatever) Lunar, 
I can’t stop you. Just use the normal Lunar char-
gen rules, with lupus Ability and Background 
purchase restrictions in place. But within the 
“canon” of this completely unofficial book, an-
imal Exalts aren’t a thing.
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(see W20, p. 213) or, God help us, even the Rite of 
the Joined Circle (see W20 Changing Breeds, p. 266), 
Exalted are mystically capable of joining shapeshifter 
packs, or even the kganmadi of the Ahadi or the sentai 
of the Beast Courts, although non-Lunars are apt to 
have some difficulty executing pack tactics.

Dragon Kings do not possess any form of spiritu-
al sponsorship, and cannot be formally bonded into 
packs in this manner. Liminals also cannot gain the 
patronage of spirits, who find their broken nature of-
fensive, and who cannot infuse power into the soul of 
a creature that lacks a proper soul.

Possession
Sometimes a Bane will attempt to curl up and 

make a home for itself inside of a human soul, creat-
ing a monstrosity known as a fomor once the bonding 
is permanent. The Celestial and Alchemical Exalted, 
thankfully, cannot be possessed in this fashion: one 
of the features of Exaltation appears to be a blanket 
immunity to any other power or being merging with 
the Exalt’s soul. Liminals are also immune to such pos-
session, having an Exaltation instead of a soul.

Dragon-Blooded are less fortunate, and are capa-
ble of being transformed into fomori. Bane possession 
is a distressing process, and produces a feeling of spiri-
tual violation. A Dragon-Blooded targeted by a Bane’s 
Possession Charm may roll Perception + Awareness 
against difficulty 6 to realize she’s under some form of 
attack from the Spirit World. From there, it’s usually 
a simple matter for the Dragon-Blooded to enter the 
Spirit World and attack the Bane directly, or to get a 
family member to intervene on her behalf.

In the rare event that everything goes as badly as 
it can and possession occurs, a Dragon-Blooded fomor 
retains all of their Exalted powers, while also develop-
ing Powers and Taints in the usual fashion. 

This state of affairs doesn’t tend to last for long. 
Spiritual interference from the Bane prevents the Exalt 
from ever raising her Essence rating again, even as the 
incredible power of her Essence strengthens the Bane and 
prompts it to grow and mutate. Dragon-Blooded fomori 
develop new Powers frequently, and along with them, 
new Taints. Most die within a few years if they can’t ne-
gotiate a powerful supernatural being to excise the Bane 
from their flesh and soul, their body coming apart at the 
seams even as it swells with grotesque and unholy power.

Most Banes simply can’t figure out how to crawl 
into the primal, inhuman soul of a Dragon King, but 

a few of the more powerful or unusual varieties are po-
tentially capable of pulling off the trick. Dragon King 
fomori would, in theory, work like any other fomor.

Werewolves and 
Dragon-Blooded

The Dragon-Blooded and the Garou have an ex-
tremely strained history, which comes down to one 
simple point: competition over Dragon Nests.

The werewolf position on Dragon Nests is a simple 
one: they are holy sites, wellsprings of Gaia’s power, 
and as such every one of them on Earth is the rightful 
property of the Garou Nation. No one else is qualified 
to care for them or correctly protect them. The Terres-
trial Exalted, naturally, disagree.

When not in competition for control of key Drag-
on Nests, the Dragon-Blooded tend to steer clear of 
shapeshifters as much as they can. Werewolves, in par-
ticular, have hair-trigger tempers and are one of the 
very few living things on Earth capable of overpower-
ing a young Terrestrial scion, especially when running 
in packs. Moreover, while the Garou tendency toward 
indiscriminate violence is lamentable, the Drag-
on-Blooded find little reason to criticize their mission 
overall. Banes and fomori are contemptible things, and 
the Dragon-Blooded make frequent sorties to purge 
such unclean beings from their own properties and 
projects. The Dragon-Blooded are aware that packs of 
werewolves sometimes fall into spiritual corruption, 
but they don’t really understand the concept of the 
Black Spiral Dancers as a full-blown tribe.

Werewolves, in turn, have very little knowledge 
about the Terrestrial Exalted and less interest in investi-
gating them. Only a few Uktena and Stargazer Theurg-
es suspect they may be something other than cabals of 
mortal magicians of unusual martial prowess. As such, 
they tend to lump them in with all other mages eager 
to seize Dragon Nests for their own selfish ends.

Dragon-Touched and Kinfolk
Can a Dragon-Touched also be Kinfolk? They can… 

but they won’t be very good at being either of those 
things. Their chances of producing either Garou or Exalt-
ed offspring are marginal, as the conflicting mystic blood 
in their veins competes for dominance and largely cancels 
itself out. Otherwise, Dragon-Touched Kinfolk are capa-
ble of possessing both Dragon-Touched Merits and Flaws, 
as well as Gifts and Rites in the manner of Kinfolk.
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The bloodlines of the Dragon-Blooded and the 
Garou have mingled a few times down through the cen-
turies, but this has never produced a stable or long-last-
ing arrangement. The House of Kununurra was pos-
sibly the most successful, mingling its blood with the 
Palawa peoples over several generations in the 1100s 
through the 1300s, but after a long series of bloody 
skirmishes they withdrew completely from the isle of 
Tasmania, ceding both the territory and its indigenous 
bloodlines to the Bunyip shapeshifters. At present it’s 
highly doubtful if any of the surviving Dragon-Blood-
ed families actively intermingle with changing blood. 
Both groups are simply not capable of trusting outsid-
ers around their breeding lines.

Werewolves and Solars
It’s a sad truth of the world that the Garou are gen-

erally willing to write off any human they don’t person-
ally know and like as collateral damage in their crusade 
against the Wyrm. It’s a near-certainty of the world that 
no ordinary person’s discovery that werewolves are real 
is peaceful or not terrifying, and this inclines Solars and 
shapeshifters toward getting off on the wrong foot.

On the other hand, Solars who discover the Changing 
Breeds through exploration of the Spirit World are much 
more likely to have the chance to approach them through 
some kind of respected intermediary who can arrange intro-
ductions. Anybody with at least half of their sensory organs 
still working can immediately tell that a Bane is bad news 
with a capital B, and terrifying shapeshifting spirit warriors 
who destroy whatever evil threatens the safety of the Earth 
is a concept that… resonates with Solars, for whatever rea-
son. It reminds them of home. God knows why.

Werewolves, sadly, are suspicious by nature, often 
outright xenophobic, and very slow to trust outsiders. 
It would take a fair bit of work for a Solar to be viewed 
as anything more than a strange ally of convenience, 
despite any apparent blessings of Helios.

Werewolves and Lunars
Confusion is the word of the day when Luna’s chil-

dren meet… well, Luna’s children. First off, the Ga-
rou and the Fera don’t have the greatest track record 
of getting along, and a Lunar is almost certain to be 
mistaken for some manner of bizarre example of the 
Changing Breeds if first encountered on Earth.

In the Spirit World, it’s a different matter. Stripped 
down to bare spirit, a Lunar “feels” nothing like one of 
the Changing Breeds. Her Essence throws off waves 
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of power that feel more like one of the Incarnae com-
pressed into a mortal shell than a shapeshifter. She has 
no Gnosis at all. Any Theurge worth his salt is going to 
know immediately that she’s not a were-anything… and 
yet the similarities are striking, uncanny, undeniable.

Lunars, of course, have no idea what they are, and 
even less idea about the Changing Breeds, but the kin-
ship seems self-evident. The Lunar changes into ani-
mals, and a big kickass beast-lady form. Werewolves do 
that too. The Lunar has strange magical powers, and can 
possibly go mucking about in the spirit world; the same 
is true of werewolves. And holy shit, can they all fight.

Ultimately, there are many potential explanations a 
sept might hit on to explain a Lunar (some manner of 
incredibly ancient and potent ancestor spirit returned 
or reincarnated from a legendary Realm?), but if the Lu-
nar seems amenable to joining the war for Gaia, they 
can certainly find work for her. The fact that lunes are 
generally willing to vouch for the Lunar Exalted helps. 
It’s not impossible for a Lunar to slowly carve out a place 
as an honorary – and honored – member of the Garou 
Nation, and even easier for her to find a place among 
the Ahadi of Africa or the Beast Courts of Asia.

On the other hand, when werewolves meet some-
thing they don’t understand, violence has historically 
been a fairly common result, and Lunars don’t like be-
ing bullied, pushed around, or attacked without what 
they consider due provocation. If this leads to a Garou 
death, then war is nearly inevitable until either the Lu-
nar moves on or is killed, or the entire sept is destroyed.

Mnesis
The most powerful or clear-sighted of the Mokolé 

and Zhong Lung sometimes touch, briefly, grazing-
ly, upon fragments of the Age of Legends in their 
dream-memories of Gaia’s history. Of all inhabitants 
of the World of Darkness, they are the most likely to 
be able to articulate something vaguely approximating 
an accurate summation of what the Exalted are, and 
what is likely to happen now that they have returned.

Werewolves and Sidereals
It doesn’t take Nostradamus to figure out that 

werewolves are incredibly dangerous, but that’s what a 
Sidereal’s gifts are likely to tell her anyway. They also 
sometimes pull Sidereals toward the shapeshifters and 
suggest that they could use her assistance, usually but not 
always under the auspices of Battles or Endings. At oth-
er times, a Sidereal finds herself pushed away from or 

urged to rain down hell on a pack of gruesomely vicious 
werewolves; if they manage to survive for long enough, 
the Sidereals will eventually start to figure out the di-
vide between the Garou Nation and the Black Spiral 
Dancers. For now, it’s a mystery as to why destiny allots 
support to some werewolves, and destruction to others.

The Garou, for their part, aren’t going to want any-
thing to do with Sidereals. They look like magicians, 
who are well-known as thieves of Dragon Nests, and 
the way they tend to slip through a werewolf’s memory 
makes them seem suspicious and untrustworthy. In-
teractions between werewolves and destiny’s Chosen, 
then, are likely best conducted from behind false fates, 
proxies, and spirit intermediaries. 

Werewolves and Abyssals
It looks like a vampire, it acts like a vampire, it 

dresses like a vampire, ghosts swarm around it, and it 
reeks of the Wyrm. Encounters between shapeshifters 
and the Abyssal Exalted almost universally go exactly 
the way you’d expect them to.

Abyssals and the Wyrm
Despite registering as “of the Wyrm,” Banes recognize 

no particular kinship with the Abyssal Exalted. A few Banes 
may eventually congregate around them, but only in the 
same way they eventually flock to anything responsible for 
a great deal of death and destruction. Only Nihilachs (see 
W20 Book of the Wyrm, p. 148) possess any special affinity 
for the Abyssal Exalted. This is likely to give even Black Spiral 
Dancers and depraved Pentex executives a moment’s pause, 
because Nihilachs scare the hell out of even their own allies.

Still, once it becomes clear just how much potential 
each Abyssal has for large-scale destruction and corrup-
tion, they’ll become the targets of active headhunting ef-
forts by at least one or two members of the Pentex Board 
of Directors. Who can guess if any will be receptive?

Pattern sPiders

Pattern Spiders are fairly aggressive spirits with a 
bad habit of snatching up anything wandering by 
and trying to calcify it into the Weaver’s Pattern 
Web. For whatever reason, they tend to leave Si-
dereals alone unless actively provoked. Most Si-
dereals aren’t even aware they’re dangerous.

Weird.
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Werewolves and Infernals
Infernals seethe with Wyrmish corruption. It not 

only suffuses their flesh and spirit, but manifests in 
their every Charm and miracle; their Essence is taint-
ed, and it taints the world when unleashed. Only the 
Black Spiral Dancers would ever countenance any sort 
of peaceful interaction with one of the Infernal Exalt-
ed, regardless of the Exalt’s behavior or intentions.

Infernals and the Wyrm
In contrast to their relationship with Abyssals, 

Banes recognize the Infernal as a kindred being. Of 
course, the Wyrm’s minions aren’t famous for foster-
ing a spirit of jolly cooperation, so this is a long way 
from being a safe pass to walk among the minions of 
the Destroyer unmolested, but it’s a start. Banes and 
other Wyrm-spawn frequently organize under the sim-
ple principle that might makes right, and few beings 
in the cosmos are more capable of brute force intimi-
dation than one of the Infernal Exalted. If an Infernal 
wishes to gather a coterie of wicked spirits dedicated to 
her service, she will likely have little difficulty doing so.

Integration into the larger networks of Wyrmish pow-
er is another issue altogether. While an Infernal could 
certainly have the intelligence, savvy, and power to claim a 
seat on the Pentex Board of Directors, those very qualities 
make them threatening to the individuals already holding 
those seats, and one trait Infernals almost never possess is a 
willingness to bow their head to someone else’s authority.

Werewolves and Liminals
Liminals are wrong. They smell wrong, their As-

pect markings are repulsive, and they intermingle life 

and death in a manner that stands as an affront to 
the design of nature. If a sept bothers to gather any in-
formation before acting, they may decide the Liminal 
is pitiable rather than actively dangerous, much like a 
ghost, but it’s still something that needs to put down.

It’s possible, but very rare and very strange, for any 
of the Changing Breeds to be responsible for the cre-
ation of one of the Liminal Exalted. The more broken 
Ratkin might play Frankenstein once in a while, and 
it’s possible that now and again during history a Gu-
rahl has botched the sacred rites of resurrection badly 
enough to produce a Liminal. In any such situation, 
the newly-made Exalt will be lucky to survive her first 
ten minutes, as she’s likely to be immediately faced 
with a horrified shapeshifter looking to immediately 
correct their terrible, terrible mistake.

A Liminal could be made out of shapeshifter-corps-
es, but would inherit no ability to change forms. All it 
would net her is a head full of memories that suggest 
she is the most loathsome creature imaginable.

Liminals and the Wyrm
Even Banes don’t much want to have anything to 

do with the Liminal Exalted. Although they’re touched 
by the universal energy of corruption, Liminals don’t 
tend to be active or even passive participants in the 
Wyrm’s agenda of universal corruption, and they 
just… feel… wrong.

When a Liminal gains access to the spirit world, 
the feeling is generally mutual. Banes are hostile, grue-
some things, rarely capable of or interested in soliciting 
sympathy or aid. They are just one more supernatural 
danger in a landscape full of them.
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Mage: the Ascension
There’s a war going on, and reality stands on the 

brink. For as long as there have been human beings, there 
have been those who challenged the shape of the world, 
sought to forge their own destiny, and asserted their own 
dreams and beliefs despite the protestations of prosaic facts 
and figures. People who wanted to redefine impossible.

None of them were really banking on a bunch of 
demigods muscling in on their turf, but that’s what 
they’re going to have to pivot to deal with now.

Systems
Here’s a quick rundown of rules interactions be-

tween the Awakened and the Chosen.

Paradox
The Exalted don’t count as Sleeper witnesses for 

the purposes of Awakened magick.

The Awakening
This one’s pretty simple: The Awakened can’t Ex-

alt, and the Exalted can’t Awaken. Once this becomes 
clear, there’ll be plenty of theories about why it’s the 

case (perhaps the Awakening is a kind of latter day, 
bootstrapped “mortal” Exaltation, an effort for the 
soul to lift itself up to divinity without external inter-
ference?), but the fact remains that it is the case.

Dragon-Touched can and on very rare occasions 
have Awakened. They get to keep any of their special 
Merits and Flaws, but are otherwise ordinary mages.

Dragon Kings have completely different souls than 
human beings, and cannot Awaken as they lack an Av-
atar that works that way.

Countermagick and Similar Interactions
The Exalted have an array of Charms with which 

to protect themselves from various curses and other 
forms of hostile magic too esoteric to avoid by step-
ping out of the way quickly. For those who lack those 
Charms, rules for crude and dirty fighting back against 
magick can be found on page 546 of M20 (use the rules 
for vampires and other Willpower-based critters, spe-
cifically). This book does recommend that such crude 
counterspells be restricted to those with at least Occult 
2+, and that the character needs to understand they’re 
being targeted by magic and trying to counter it.

What if a mage wants to try to use magick to rip 
apart a Charm, though? Or ancient sorcery spell?

In general, the mage devises some sort of effect to dis-
rupt or counter the Charm, then makes a contested roll 
against the Exalt’s activation roll. If the mage gets more 
successes, the effect is disrupted. If there isn’t an activation 
roll, then consult the Essence/Arete-equivalency chart in 
Chapter Two, and have the Exalt roll her effective Arete 
against difficulty 6 to establish a mark to beat.

Magick and Essence
In general, screwing around with an Exalt’s Es-

sence – and, by extension, screwing around with her 
Charms and other powers – always requires Prime. 
Seeing Essence in action takes Prime 1. Moving it 
around from place to place requires at least Prime 3, 
and transforming it into Quintessence (or vice-versa) 
requires both Prime 5 and Spirit 5.

Sidereals form a slight exception. Detecting, inter-
fering with, and protecting against Sidereal destiny ma-
nipulation requires Entropy, or conjunctional Entropy 
and Prime if that manipulation is charged with Essence.

a box of broken dreams

Alone of the 20th Anniversary games, Mage 
20th Anniversary isn’t really a unified “best 
of” vision of the classic game so much as it’s 
the three previous corebooks crammed into a 
box along with a stick of dynamite. It asks the 
reader to define their assumptions, rather than 
setting out a baseline for them. This is in keep-
ing with the spirit of Mage: the Ascension, but 
unhelpful for this book’s purposes, so here are 
the assumptions we’re rolling with:

Magick generally works according to 2nd 
edition-leaning options within M20’s rules (no 
success-splitting along the lines of Revised, 
Paradox doesn’t backlash in the Reckoning 
fashion, etc); the Avatar Storm either hasn’t 
happened yet, won’t be happening, or it hap-
pened and it’s over now; and the Technocracy 
is still pretty aggressive in its pursuit of the Po-
grom. Don’t worry; if you want to tack into the 
Revised-era metaplot, we’ve got you covered. 
But that’s our baseline.
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Gilgul and Other Acts of Hubris
Here’s a biggie: Can a mage screw with Exaltation? 

Answer: Yes, but.
Yes, but it’s always vulgar. You’re wrestling with the 

manifest will of gods from the dawn of time performing 
the single greatest miracle they ever managed. There’s 
not a single paradigm out there, not even in the Wild 
West free-for-all that is the Spirit World, where that 
isn’t breaking a shitload of rules.

Yes, but it’s hard as fuck. If you’re trying to injure 
or interfere with the Exaltation, assume that the Exal-
tation itself is fighting back like a wild steer, and has 
Arete 10 and a 10-dice resistance pool to do it with.

Trying to snare and mess with an Exaltation be-
tween incarnations takes a truckload of Prime and 
Spirit, along with some Entropy and/or Mind to trick 
its guidance systems, and that’s probably the easiest 
way to mess with Exaltation.

Fiddling with a Terrestrial Exalted bloodline to 
goose its breed-true rate up or down takes Prime, Spir-
it, Entropy, and Life at minimum.

Trying to rip the Exaltation out of one of the Cho-
sen takes Prime 5 and Spirit 5, and is guaranteed to 
kill a Dragon-Blooded target without some other kind 
of magick to keep her alive. Trying to destroy an Exal-
tation outright… well, never say never where magick is 
concerned, but if it was easy, nobody would have gone 
to the trouble of building the Black Vault. You’d need 
Prime 5, Spirit 5, and Entropy 5 to even start think-
ing about it. All of these shenanigans are considered 
godlike feats, and require 20+ successes to pull off, 
especially ripping an Exaltation out of its host or per-
manently damaging or destroying it. Even if you pull 
it off, there are likely to be unexpected complications, 
consequences, and side-effects.

In short, if you want to part a Solar and her Exal-
tation, the easiest way to do it by a country mile is to 
just kill her.

The Avatar Storm
Told you we’d cover this. If you’re using the Re-

vised-era metaplot and the Avatar Storm is a thing, 
then it’s not a thing the Chosen have to worry about. 
They can cross the Gauntlet with the same ease as wer-
ebeasts and the Hungry Dead. Whatever quality of the 
Awakened Avatar draws spirit-shrapnel in like a mag-
net, the Exalted lack it.
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Hedge Magic and the Chosen
The Exalted are capable of learning static magic ei-

ther prior to or after Exaltation, if they have the Hedge 
Magic Merit (see Chapter Two). Knowing static magic 
does not prevent a person from Exalting as a Solar. Ex-
alted hedge magicians don’t and can’t have Mana; they 
can use Essence in place of all of its functions.

Dragon Kings use their own inherent magic in-
stead of hedge magic.

Mages and  
Dragon-Blooded

Of all major supernatural factions in the World of 
Darkness, the Dragon-Blooded have more direct con-
tact with mages than any other… and in some ways, 
also fear them more than any other.

The Dragon-Blooded have been watching human 
miracle-workers from afar since the days when cave 
paintings and mastery of fire were among the most 
potent of ritual tools. They’ve seen magickal organi-
zations rise, band together, and fall apart countless 
times. They’ve filled libraries with observations on the 
wars and ways of the willworkers, and over the course 
of their long lives, have in turn noticed that those 
libraries seem ill-fated to survive the ages. Books get 
borrowed in extreme duress and loss. Letters are mis-
filed or just disappear. As magicians struggle to define 
history, history does spring-cleaning in their wake to 
sanitize itself into compliance with the results.

Ultimately, it doesn’t matter, and the Terrestrial 
Exalted are sanguine about the constant reorganiza-
tion and redefinition mages subject themselves to. 
What matters is knowing who is active and who is a 
threat today, and keeping a few lines of communication 
open. Magicians are forever poking into the strange 
corners of the world, turning over rocks and seeing 
what might be underneath, bartering with obscure 
spirits, and making surprising discoveries. They are, in 
short, the people most likely to accidentally stumble 
upon ancient sorcery, either preserved in crumbling 
scrolls or else embedded as forgotten patterns in the 
Odyllic Force underlying the very structure of reality.

Magicians are also eternally interested in Dragon 
Nests, and will seize them given half a chance. For this 
reason above all others, they’re watched carefully, some-
times cultivated as respected peers, sometimes steered 
into destructive battles with one another to keep them 
busy, and on rare occasions, subjected to brutal attacks 

to drive them away. A magician is a terrible enemy to 
have, but only if he survives your initial strike, after all.

The House of Li and the Wu Lung
One small Dragon-Blooded family is tied more 

closely to the magickal world than any other. The 
House of Li controls a Dragon Nest just outside of 
Chengdu, a sprawling complex built up around a 
stand of peach trees said to derive from seeds of the 
legendary orchard in Zhuozhou where Liu Bei, Guan 
Yu, and Zhang Fei swore oaths of brotherhood that 
eventually led to the founding of the Kingdom of Shu.

400 years ago a trusted Dragon-Touched scholar 
and bureaucrat named Li Wei achieved enlighten-
ment and Awakened. He was already known to the 
magicians of Sichuan province as a diligent student of 
history and tradition, and soon found himself rising 
within the ranks of the Wu Lung dragon wizards. Li 
Wei acted as a bridge to bring together the proud and 
ancient Wu Lung and the quite literally Dragon-Blood-
ed House of Li, recognizing a natural kinship. Li Wei 
is now over two centuries dead, but the two groups 
continue to operate in tandem even to the current day.

The Wu Lung look upon the House of Li as a re-
tainer family, safeguarding both a historical place of 
power as well as the blood of the heavenly dragons, 
which surely dates back to the earliest days of ancient 
China. Internally, the wizards consider the Dragon 
Nest to be the property of their order, but deem it best 
used in its current capacity, fortifying the blood of the 
dragon folk. It remains unspoken but understood that 
the Exalted would fight to defend it were any attempt 
made to confiscate or misuse the site, in any case.

Only four Exalts currently carry the name of the 
House of Li, led by 180-year-old Fire Aspected matri-
arch Li Xiu Ying. They have prospered from their asso-
ciation with the Wu Lung, recovering four ancient sor-
cery spells since the time of Li Wei, as well as gaining 
incomparable insight into the world of the magicians, 
but it’s not all wine and roses. The fortunes of the Wu 
Lung fell dramatically during the 20th century and the 
organization is only now beginning to recover; they are 
not such formidable allies as they once were. Moreover, 
other Dragon-Blooded houses within Asia mistrust the 
increasingly close ties between the Li and the dragon 
wizards. Some, such as the Kusanagi, have entirely bro-
ken off contact for fear that any secrets shared will go 
directly into the pocket of arrogant mortal magicians.

Li Xiu Ying has pinned the family’s fortunes to the al-
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liance for good or ill. She aggressively pushes the house’s 
Dragon-Touched to study history, genealogy, Chinese al-
chemy, ritual sorcery, and to practice Kuei Lung Chuan 
martial arts. She’s trying to force another Awakening 
among their ranks, believing it will elevate their stature 
once again to coequal status with their wizard allies, de-
spite the family’s comparably miniscule numbers.

The Traditions and the Chosen
For the most part, the Council of Nine Mystick 

Traditions is entirely unaware of the Dragon-Blooded. 
Most cabals who’ve bumped into an individual Exalt 
or family over the years mistook them for an obscure 
Craft or cluster of Orphans. There are two exceptions.

The most studious members of the Akashic Broth-
erhood have very old records of Terrestrial houses in 
China, Tibet, and Korea. The monks have a roughly 
accurate idea of what they are – people carrying po-
tent spirit blood, whose origins date back to an earlier 
Age within the turning of the Wheel – and consider 
them to be merely another of the obscure shen of Asia. 
Most members of the Tradition have never heard of 
the Dragon-Blooded, and the Akashayana as a whole 
have no idea they are a global phenomenon.

The Order of Hermes is also aware of the Drag-
on-Blooded, having encountered them repeatedly in 
Egypt, Greece, Britain, India, Romania, and most 
recently in Boston and San Francisco. The two have 
similar interests in the formal high magick of antiq-
uity, in ancient places of power, and in the secrets of 
the night people. The Order of Hermes is aware the 
Dragon-Blooded are a very old and quite widespread 
group, but erroneously believe them to be a Craft or 
Disparate tradition who practice the permanent bind-
ing of elemental spirits into their Avatars to insulate 
themselves from Paradox at the cost of crippling their 
mystick versatility. Ironically, the libraries of Doissetep 
contain several treaties by mages of Houses Bonisagus 
and Verditius speculating on ways to replicate and im-
prove the “Dragon-Blooded Bonding Ritual.” The Or-
der has no inkling that Terrestrial power is hereditary, 
or that the Dragon-Blooded hold Dragon Nests for any 
purpose other than as a source of mystickal power.

The Technocracy and the Chosen
The Technocratic Union has no knowledge of the 

Dragon-Blooded as a linked phenomenon. They’ve 
come into conflict over possession of Dragon Nests 
on several occasions, but always mistook the Chosen 

for Orphans, Akashayana, or simply reported them as 
“unclassified reality deviants.”

That last bit is the guiding word on all interactions 
between the Technocratic Union and the Exalted, in-
cidentally. The returning Celestial Exalted will get the 
Technocracy’s attention in short order, and they will be-
come an immediate priority item on the Pogrom. The 
Dragon-Blooded have centuries of practice flying under 
the radar. The Celestial Exalted don’t, and they’re not 
going to know not to make waves with their sudden in-
credible power. The Technocracy is going to have to pull 
a lot of late-nighters to cover up the antics of unleashed 
Solars and Lunars, and it’s clear to anyone with two eyes 
that wherever these new reality deviants come from, they 
can’t be permitted to run loose wreaking havoc.

Of course, killing the Celestial Exalted just hits 
the reset button on the problem, it doesn’t solve it. 
It’ll take a while to figure that out.

For their part, while the Dragon-Blooded are aware 
that some modern magicians can incorporate technology 
into their wizardry, they tend to picture that as the flying 
car from Harry Potter rather than divination-by-spread-
sheet. They don’t really understand how organized and 
powerful the Technocracy is, or how subtle its arts can 
be, although they’re at least aware a group of wizards go-
ing by that name exists simply because Tradition mages 
talk about it so frequently. The Dragon-Blooded have 
only avoided the Union’s notice thus far because of 
their practice of keeping a low profile unless they have 
a pressing reason not to. In general, the Dragon-Blood-
ed expect wizards to perform their work with chants in 
dead languages, chalk circles, wands, and incense, not 
stock buybacks or hunter-killer drones.

The Nephandi and the Chosen
Though there might be one or two individual 

exceptions, as a group the Nephandi don’t know any-
thing about the Chosen or the Age of Legends, and 
their return will catch the dark wizards by surprise. 
Still, evil doesn’t mean incurious. Once the dust starts 
to settle and the Nephandi begin to get a handle on 
what the Exalted are and how they work, one of them 
is sure to wonder: What would happen if you put an Exal-
tation through the Cauls?

Marauders?
Since when have Marauders ever had a unified 

outlook on anything?
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Mages and Solars
Mages are difficult to pick out as residents of the 

supernatural world, since at the end of the day they 
are, ultimately, human. As a result, they’re among the 
most likely of the night folk to have non-hostile inter-
actions with the Solar Exalted.

Well, the Traditions are, anyway, or Disparates who see 
Solars appear within their home cultures. The Technocracy 
is another matter, as the Iteration X extraction team that 
had to pull a shattered HIT Mark out of the ceiling of a 
subway station in Des Moines last week could attest.

A Sorcerer by Any Other Name
The Solar Exalted are new, they’re fundamental-

ly human, and some of them are already extremely 
talented sorcerers or martial artists. If you’re playing 
during one of the periods when the great magical orga-
nizations of the world welcome so-called “hedge magi-
cians” into their ranks, it’s not impossible that a Solar 
might either Exalt from among the ranks of one of 
the Traditions (the Akashic Brotherhood and Order 
of Hermes are especially likely), or be recruited to join 
shortly after Exaltation.

It’s not hard to figure out that a Solar is something 
a bit more unusual than your garden variety willwork-
er or static magician, sure, but if you believe what the 
Etherites are publishing in Paradigma, they had some-
thing very much like an Awakened version of Franken-
stein’s monster join their Tradition back in 1994. A 
Solar would be a long way from the strangest thing to 
walk the halls of Doissetep. If they’re a living human 
being, support the goals of the Tradition, and are a 
practitioner of some kind of magic in line with the 
Tradition’s values and practices, why not?

Mages and Lunars
A Solar of the Twilight Caste is apt to be a scholar of 

arcane secrets, calling ancient forces to hand and binding 
them to his will. That’s something magicians understand. 
Heck, that’s something they are, if by a different road.

A Lunar mystic is a lot more alarming. She practices 
blood-fueled shapeshifting. When she’s mad or pushed 
into a corner, she turns into a huge fanged and clawed 
thing from the depths of oh my God and slaughters her way 
out of whatever problem she’s in. Even the most hardcore 
Verbena is unlikely to go “Yeah, that’s just like me.”

Still, there are and have always been mages – par-
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ticularly among the Dreamspeakers, Verbena, and 
Disparates – who aren’t afraid to approach werecrea-
tures and talk shop with them if they’re open to it, 
and unlike the Changing Breeds, Lunars don’t have a 
long history of worrying about magicians stealing their 
sacred sites. There’s no incentive for a Lunar to run a 
mage off unless they butt heads on a personal level.

Full-on membership in a magical group isn’t im-
possible, but it’s unlikely; most Lunars aren’t really 
joiners. Still, alliances and friendships are just as good, 
sometimes better.

Of course, death-grudges are also possible. If a Lu-
nar’s first encounter with magicians comes in the form of 
a Nephandus trying to steal her skin for power, it’s going 
to color all future interactions in the worst sort of way.

Mages and Sidereals
Just about everything else in the World of Darkness 

that bumps into a Sidereal is going to mistake them for a 
mage, because Sidereals look and act the way everything 
else thinks a mage would look and act. They’re inscruta-
ble, slippery, mystical, surrounded by odd coincidences, 
and they always know more than you do.

Mages themselves tend to make the same assump-
tion: if it looks like an Orphan, walks like an Orphan, 
and quacks like an Orphan…. Not only are Sidereals 
well-suited to passing unremarked through the Awakened 
world, Chosen of Secrets actually have a ready-to-use “ma-
gician” destiny template in their Dynamic LARPing kit.

Sidereal magic gets a little fuzzy around mages, who 
seem able to flex against the plans and dictates of des-
tiny in much the same way Sidereals themselves can. In 
general, Sidereal forecasting and auguries push them to-
ward tossing aid to the Traditions and Disparates and 
jamming sticks in the Technocracy’s spokes, but there 
are exceptions to both trends. Sometimes destiny wants 
a Technocrat – usually a young, fresh-faced one, for what-
ever reason – to triumph. Sometimes a mystick is rotten 
to the core and fate wants him to go down hard. The Si-

dereals don’t understand the idea of the Nephandi as a 
distinct faction rather than individual unconnected evil 
wizards yet, but they will before long. The very darkest 
of their prophecies prominently feature the things the 
Nephandi kneel before and call “Master.”

A Place to Belong
Much like Solars, it’s not impossible for a Sidereal 

to end up getting sucked into the Ascension War and 
formally joining one of its larger groups. Chosen of 
Endings are a natural fit for the Euthanatos, in partic-
ular, but groups ranging from the Cult of Ecstasy to 
the Order of Hermes to the Celestial Chorus might 
potentially accept a Sidereal recruit.

Mages and Abyssals
Any Euthanatos worth his salt can tell you that an 

Abyssal is someone who is very much supposed to be 
dead, but is clinging to the cycle anyway. Abyssals resonate 
with the worst kind of jhor imaginable, and the mere sight 
of one is enough to set most mages’ teeth on edge. Of 
course, that isn’t to say that mysticks are going to attack 
an Abyssal on sight, but everything about the Chosen 
of the Grave says bad news. This can be a problem if an 
Abyssal decides to settle into Awakened territory, such as 
a club owned or frequented by a Hollow cabal. Sure, the 
Abyssal lines up with the cabal’s fashion sense, but every-
thing else about her shouts run very far, very fast.

Still, the world’s full of mages who’ve never met a 
DANGER: KEEP OUT sign they didn’t kick over while 
walking past it. Abyssals are more at ease navigating 
the Underworld than just about any other living thing 
in the World of Darkness, and that makes them excel-
lent prospective agents for anyone who has business in 
the Dark Umbra. Moreover, some Abyssals have plen-
ty of reason to go seeking out mages in the course of 
searching for ancient sorcery, clues about what they’ve 
become, or any other sort of esoteric or occult informa-
tion. There’s a lot of potential for quid-pro-quo there, 
almost as much as there is for a misunderstanding or 
double-cross to escalate into a bloodbath.

Mages and Infernals
A quick glance at an Infernal’s soul – or, frankly, just 

the things an Infernal is likely to be doing in the world – 
indicates that this is an archdevil on a day trip out of Hell, 
which is not completely inaccurate. Mages are fighting a 
war to define the future of reality, and Infernals are inde-

donning the hogWarts robes

Since someone out there is surely wondering, 
mages are still human beings, even if they’ve 
given themselves permanent weird owl eyes or 
a robot hand or something. If you want to wear 
their skin, Prey’s Skin Disguise covers it.
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pendent spoilers with a competing vision for that future: 
an apocalypse with the Infernal ruling over the ruins. No-
body other than the Nephandi are going to be terribly 
excited to help bring about that future.

On the other hand, mages are also endlessly con-
vinced they can fix any problem, and a charismatic In-
fernal is very nearly the Platonic ideal of the “I-can-fix-
him” boyfriend for a certain personality type. They can 
channel corrupt mystical forces without being physical-
ly debilitated or driven mad, they’re incredibly power-
ful, and they may not be ideologically irredeemable… 
there’s a lot to work with there, for a mage willing to 
ignore the abundant red flags.

Mages and Liminals
Mages are responsible for creating very close to 

half of all Liminals. Out of everyone in the World of 
Darkness, they’re the ones most inclined to think “yes, 
I can raise the dead,” or “yes, I can make a guy from 
scratch, why not?”

It used to be worse. Very nearly every Liminal Exalted 
during the 18th century came from the labs of the Æscul-
pian Order (now the Progenitors) or the Electrodyne 
Engineers (now the Sons of Ether). Technocracy records 
name this period of unchecked experimentation into the 
boundaries of life and death as “the Promethean Atroci-
ties,” after Mary Shelley’s novel. The Union forbade such 
experiments outright in 1912. The Sons of Ether, of course, 
have never stopped playing with dead things.

While the Technocracy’s modern clone labs are 
largely devoid of the conditions necessary for Limin-
al Exaltation, there are always a few rogue or isolated 
Constructs, over-budget or underequipped, who try 
to… recycle… lost agents in a potluck-dinner fashion. 
Once in a while this unexpectedly produces an alarm-
ing reality deviant, often powerful enough to escape 
before being neutralized.

Tradition and Disparate mages are much more 
likely to try to understand and forge a relationship 
with their accidental creations, though Alienation 
throws up frequent obstacles to such efforts. All in all, 
mages as a whole don’t understand the Liminal Exalt-
ed as a broad phenomenon, tending to view them as 
singular aberrant failures.

While Liminals cannot Awaken, they can quite 
easily be made from the corpses of the Awakened. This 
tends to lend them a broader perspective, but no addi-
tional magical power.
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 Wraith: the Oblivion
here’s another world beyond the 
world, under the world, alongside the 
world: the Underworld. How close is 
it? Just one breath away. Just one step, 
but it’s a doozy.

The land of ghosts is set apart from the rest of 
the World of Darkness, but far from inconsequential. 
The restless dead dog the steps of the living, yearning, 
loving, mournful, vengeful. They have their own con-
cerns, as well: storms of memory and emotion fit to 
crack the walls of eternity, dead gods slumbering be-
neath sunless seas, and a black hole at the bottom of 
the cosmos that would like to drink in everything that 
has ever been or ever will be.

Once upon a time this nightmare place had cham-
pions, and now they have returned.

Systems
Here’s a quick rundown of rules interactions be-

tween ghosts and the Chosen.

Corpus, Pathos, and Spite
Wraiths have Corpus rather than health levels. If 

something talks about damaging the target’s Corpus, it 
damages an Exalt’s health levels instead.

Wraiths also have traits called Pathos and Spite, 
which Exalts lack. If something wants to set a difficulty 
based on either of those traits, or wants an Exalt to roll 
Pathos or Spite, use Willpower instead.

The Caul
Just to get it in writing: Wraiths can’t Exalt. No, not even 

the Risen ones. No, not even as Abyssals. Abyssals Exalt in 
the middle of the act of dying, and then live forever. Wraiths 
are people who already very thoroughly finished dying.

To flip it around, though, the Exalted can absolutely 
become wraiths. Dragon-Blooded have been doing it for 
thousands of years. Solars, Lunars, Sidereals, Alchemicals, 
and even Abyssals can linger as ghosts when they die, al-
though Abyssals are at a greater-than-normal risk of becom-
ing Mortwights. If this happens, the character becomes a 
normal ghost, retaining none of their Exalted powers.

Liminals, alas, can’t linger as wraiths, since they 
don’t have a proper soul as such. Dragon Kings expe-
rience a form of near-perfected reincarnation and do 
not leave behind ghosts in the conventional sense, al-
though their soul can be caught outside the cycle of 
reincarnation if they die in the wrong place.

Passions and Fetters
The Exalted may serve as the subjects of the restless 

dead’s Passions, and may be Fetters binding them to the 
world. Likewise, wraiths can harvest Pathos from the emo-
tions and memories of the Chosen just like anyone else.

Puppetry and Similar Possession
Exalts have no special innate protection from pos-

session or skinriding by any wraith who knows Menag-
erie Mask (see Wraith 20th Anniversary, p. 214), al-
though many Charms can grant active defense or even 
immunity from such intrusion.

The Fog
The Exalted are uniformly immune to the Fog (see 

Wraith 20th Anniversary, p. 284-285).

Underworld Navigation
Exalts who enter the Underworld translate their 

flesh into an Essence-woven rough equivalent to plasm, 
and so operate according to similar rules of insubstanti-
ality that ghosts do. Their only major concern is that the 
food and water of the Underworld can’t nourish the liv-
ing, so Exalts planning long expeditions into the land of 
the dead are advised to bring provisions to sustain them.

the sixth great maelstrom

Yep, more metaplot. By default, Exalted vs World 
of Darkness situates itself prior to the Sixth Great 
Maelstrom so that you can play with all the classic 
elements of Wraith’s Underworld without them 
being, you know. Nuked into rubble. You don’t 
have to roll with that, though. If you want your 
game to happen during or after the Maelstrom, 
all the rules still work the same, it’s just there are 
storms all over the place and most of the organi-
zation of the Underworld’s in shambles.
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Relics and Artifacts
As noted in Chapter Seven, objects from the Un-

derworld tend to disintegrate quickly if carried into the 
living world without some kind of Arcanos or other 
magic to facilitate the transition. Abyssals have a few 
tricks to preserve such items, and there might be ancient 
sorcery capable of it, but for the most part the things of 
the Underworld need to stay in the Underworld.

Wraiths and Dragon-Blooded
The Dragon-Blooded have been aware of the Un-

derworld since the Age of Legends, but generally avoid 
dealing with it as much as they can. Most families be-
lieve nothing good comes of congress between the liv-
ing and the dead. Historically, a few houses (generally 
those embedded within cultures with a strong tradi-
tion of ancestor worship) maintain intermittent con-
tact with their deceased relatives in the Underworld, 
enough to ensure the ghosts are not mistreated, but 
for the most part the Dragon-Blooded prefer to let the 
dead tend to the dead.

Of course, the dead don’t always return the favor. 
At any time there are usually a few Dragon-Blooded 
who specialize in dealing with ghosts, moving from 
Dragon Nest to Dragon Nest as their services are re-
quired. They resolve hauntings, mediate disputes be-
tween the living and the dead, perform exorcisms… 
and, if all else fails, simply destroy incorrigible wraiths 
or spectres who refuse to leave the living in peace.

The restless dead as a whole are unaware of the 
Dragon-Blooded, and generally don’t care about them 
any more than any other living medium or ghost-both-
erer if informed they exist.

Wraiths and Solars
Wraiths are creatures of darkness, and the powers 

of the Solar Exalted are calibrated to purge and destroy 
them. That said, Solars and the restless dead trend to-
ward idiosyncratic and personal interactions. Most So-
lars have little trouble accepting that a ghost might be 
either benevolent or malevolent, and are little-inclined 
to lump their grandmother’s spirit in with the crazed 
shade of some serial killer. For the most part, Solars 
concern themselves primarily with the living world, 
but when the restless dead come to their attention they 
usually react on a case-by-case basis.

Wraiths and Lunars
Lunar magic isn’t calibrated for ghostbusting the 

way Solars are, and a Lunar is a bit more prone to be the 
subject of a hostile haunting if she goes about tarnishing 
a ghost’s memory or destroying his legacy while wearing 
his face, but they’re otherwise likely to follow the Solar 
model of case-by-case interactions with ghosts.

Wraiths and Sidereals
Destiny, as the Sidereals understand it, should end 

when the heart stops beating. Sidereal prophecy and 
augury regards the Underworld as an aberration, and 
unerringly pushes the Sidereal in two directions when 
dealing with ghosts. The Sidereal is either urged to help 
the wraith resolve its business and move on toward 
Transcendence, or else she’s called upon to destroy the 
spirit altogether (generally in the case of spectres).

Wraiths and Abyssals
Every Abyssal makes at least one trip into the Un-

derworld, and most have frequent contact with the 
dead. Their very presence thins the Shroud, making it 
easy for ghosts to touch the living world around them, 
or to address the Abyssal directly.

Abyssals as Allies
Abyssals represent a walking opportunity for any 

wraith looking to buck the dictum mortuum, sure, but 
more than that, Abyssals are unique. They not only 
have an easier time dealing directly with the Under-
world than just about any other denizen of the World 
of Darkness, they’re new and they don’t have an agen-
da all lined up and ready to go.

Most of the time when someone from the living 

orPheUs?

Orpheus doesn’t tend to do well with crossover 
in general, and the Exalted certainly have no 
need of any of its projecting methods, since 
they’re all one Charm away from being able to 
pop in and out of the Underworld at will. Or-
pheus is cool because it’s low-key ghostbusting 
that slowly unfolds into cosmic horror. The Ex-
alted aren’t low-key anything. As such, this book 
has decided not to concern itself with cross-
overs between Exalted and Orpheus.
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world starts messing with the Underworld, they’re 
either a necromancer fishing for slaves, or else some 
kind of second-sighted medium no more capable than 
any ghost on the street. An Abyssal isn’t like that. She 
isn’t a tourist. She’s as strong as a Deathlord, and be-
holden to no power but herself. That’s a pretty good 
friend to have, if you can swing it.

Abyssals as Threats
Any wraith with the slightest sense of self-preserva-

tion will become very, very nervous after spending any 
length of time watching an Abyssal. They’re not just 
champions of the restless dead. Their magic is steeped 
in the power of Oblivion. Spectres fawn over them. Just 
because something is powerful and walking around the 
Shadowlands, that doesn’t make it your buddy.

Abyssals are so new and so rare that the Hierar-
chy hasn’t yet recognized them as an emergent phe-
nomenon, but when it happens, the Chosen of the 
Grave are likely to be branded servants of Oblivion 
and barred from all law-abiding Necropoli. That won’t 
stop wraiths from trying to take advantage of someone 
who makes the Shroud thin enough to poke a finger 
through just by showing up, of course, but it should at 
least keep the restless masses from walking right up to 
the first Abyssal they see without realizing how much 
danger they’re in. More likely, it will bring Heretics 
and Renegades pouring out of the woodwork to offer 
Abyssals support or shelter under the theory that the 
enemy of their enemy is probably their friend.

Spectres
Those Oblivion-hollowed souls known as spectres 

instinctively recognize Abyssals not merely as kindred 
spirits, but as holy figures. The Hive-Mind is chaotic 
and confused, but it’s also very, very, very old, and its 
most ancient and darkest roots connect to the dreams 
of dead gods that were never human, not for so much 
as even a minute or a single breath. Those dead gods, 
the Neverborn, remember the Abyssal Exalted. They 
are incapable of joy, but are nonetheless pleased by the 
return of the greatest weapons they ever crafted.

Unless she initiates hostilities, all but the most mad-
dened of Shades or treacherous of Nephwracks will al-
low an Abyssal to pass through their midst unmolested. 

Indeed, lesser spectres – Striplings, Shades, Mortwights 
– sometimes attempt to give prayers or small offerings to 
Abyssals in order to curry their favor. If an Abyssal ever 
needs to raise up a small army of nihilistic, destructive 
ghosts, she will have little trouble doing so.

Wraiths and Infernals
Much like Lunars, Infernals have no special relation-

ship with the restless dead, nor any particular reason to 
become entangled with them. Infernals do tend to kill 
people in particularly gruesome ways, and so are likely to 
make a number of ghosts sooner or later, but they’re also 
capable of dealing with such hauntings by sending the 
offended spirit to suffer forever in an actual literal Hell.

Wraiths and Liminals
Wraiths are the specific brand of Unquiet the Lim-

inal Exalted exist to keep away from the affairs of the 
living. The restless dead have very little to offer the 
Black Earth Children, and so non-hostile interactions 
are rare. Sometimes Liminals are willing to usher a 
harmless ghost back to its proper side of the Shroud 
without resorting to violence, but on the whole they 
feel an instinctive antipathy toward wraiths, and once 
wraiths work out what a Liminal’s agenda is, they tend 
to return the sentiment.

Interestingly and unfortunately, it is entirely possi-
ble for a wraith to break out of her Caul only to dis-
cover that her body has been appropriated as spare 
parts, and that something that is not her is now walking 
around in it. This tends to produce… conflicts, which 
usually don’t end well for the ghost.

creation’s greatest hits

Exalted vs World of Darkness assumes that the 
Age of Legends ended so very, very long ago that 
no ghosts still endure from that time, but if you 
want to have the 100,000 year old soul of Panther 
show up and go “What the Christ are you talking 
about!!!” I can’t stop you. It’s your game, do what-
ever, I’m not a cop.
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Changeling: the Dreaming
The gates of Arcadia are closed, the roads leading 

to it lost. The children of dream and nightmare are 
trapped in a cold, brutal world that has replaced beau-
ty and hope with 24-hour news and Donald Trump. 
The last of the fae do not merely remember the Age 
of Legends, they are its sole survivors, nurturing the 
final embers of the Dreaming’s fire for as long as they 
can. In the end, they know, it will all be for naught. In 
the end Winter comes, the last fires go out, and the 
knights and bards, the princes and cobblers, the big 
bad wolves and wicked witches all close their eyes and 
dream no more.

But for now there are still yet a few more days of Au-
tumn, and perhaps one more grand dance on the card.

Systems
Here’s a quick rundown of rules interactions be-

tween the Kithain and the Chosen.

Glamour
If a Changeling power or mechanic wants to mea-

sure an Exalt’s Glamour rating, or wants her to roll 
Glamour, use Willpower instead.

Banality
Although it’s not relevant for any of their own me-

chanics, the Exalted do have a Banality rating, same as 
anything else on Earth. Just consult the Banality rules 
and peg them to whatever rating seems to describe 
their level of creativity and willingness to bury their 
dreams for the sake of practicality.

The Chrysalis
The half-fae souls of the Kithain are incompatible with 

Exaltation. Changelings cannot Exalt. And if it needs to be 
said, Dragon Kings have a completely different kind of rein-
carnating immortal soul. They can’t ever be Changelings, 
or Kinain, or anything else to do with the fae.

Chimerical Reality
As a general rule of thumb, the Exalted are wholly 

unaware of chimerical reality or the Dreaming unless 
somehow drawn into the affairs of the Kithain. That 
said, they do have a variety of Charms to unveil reality’s 
chimerical aspect. While one of the Exalted can see chi-
merical things, she can also interact with them, meaning 

that she gains a temporary chimerical health track. This, 
in turn, means that she can be temporarily Undone if 
she gets into a fight with a chimerical dragon or the like.

The Mists
The Chosen are as vulnerable to the memory-ob-

scuring power of the Mists as anyone else, although any 
Charm that protects their thoughts or emotions from 
magical tampering will also protect them from the Mists. 
Depending on the nature of their Intimacies, these may 
also be capable of fighting off the power of the Mists.

The Lunar Exalted form a singular exception. 
Their tattoos, for some reason, provide a great deal of 
protection from the Mists.

Enchantment
The Chosen can be enchanted, but this only 

grants them access to the chimerical world and protec-
tion from the Mists.

Reverie, Ravaging, and the Rest
Changelings are perfectly capable of harvesting 

Glamour from the creativity of the Exalted. Charms 
which protect the Exalt’s thoughts and emotions will 
also defend her from Ravaging and Rhapsody.

Realms
If a changeling wishes to cast a cantrip upon one 

of the Exalted, she must use the Actor Realm to do so.

Kinain
Kinain are capable of Exalting as any manner of 

Exalt save for Solars and Alchemicals. The process of 
Exaltation burns away their wellspring of inner Glam-
our and any Arts they may have mastered, replacing 
it with the power of Essence and an equal number of 
replacement dots of Charms. The remnants of this 
strange heritage are represented by the Exalted Kinain 
Merit (see Chapter Two).

Changelings  
and Dragon-Blooded

Although common wisdom holds that is wise to 
stay on good terms with the Fair Folk, most Drag-
on-Blooded have very little contact with changelings. 
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Frankly, they often don’t know where to find them, 
and without frequent contact with one or more chil-
dren of the Dreaming, the Exalted find it difficult to 
hold onto memories and knowledge of the chimerical 
world even if they can see into it.

There are exceptions. An hour outside of Khar-
toum in Sudan there stands the House of Trees, a 
place of power owned by the Ahmadi family of Drag-
on-Blooded: a tiny branch currently consisting of only 
two Exalted members and a dozen Dragon-Touched. 
Each spring, the family welcomes a traveling band of 
Eshu into their compound and exchanges food and 
gifts for stories of developments in the fae world. In 
Ulster a motley of clurichaun and boggans has made 
its home, generation after generation, within a Drag-
on-Blooded compound in stark contravention of stan-
dard Exalted paranoia. The changelings protect and 
see to the upkeep of the Dragon Nest, and are permit-
ted to shelter in the radiance of its protective Essence. 
In San Francisco a scion of the House of Warren has 
taken a selkie lover, and seeks ever after reasons to 
lengthen his fact-finding mission in the city.

The Resurgence
In 1969 there was a great wave of unrest and up-

heaval in the world of the fae. Powerful nobles of their 

kind reappeared in great numbers after disappearing 
for many centuries, and led a wave of attacks on several 
Dragon Nests, attempting to seize them in accordance 
with ancient claims of ownership. There hasn’t been 
a wide-scale repeat of the attacks since then, but the 
Dragon-Blooded remain wary and cautious in their 
dealings with faerie nobility nonetheless.

Changelings and Solars
If a Solar encountered one of the fae before her Ex-

altation, it was likely as a muse urging her on to bolder 
and more intense creative heights. Such relationships 
might inspire either great loyalty and affection or a bit-
ter desire for revenge, depending on the changeling in 
question and how they preferred to harvest Glamour.

Changelings find themselves drawn to the confi-
dence and power radiating from the Solar Exalted. It’s 
easy for a Solar to decide to chase her dreams, because 
very little in the world can stand in front of her. By 
contrast, folklore and pop culture do little to prepare 
a Solar to deal with the children of the Dreaming. Un-
less a Solar learns to see into the Dreaming for herself, 
she’s often left to wait for the fae to reveal themselves 
or lead her into their world with enchantments and 
other cantrips. From there, it’s easy for a Solar to be-
come desperately entangled in the machinations of 
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commoners and nobles, Seelie and Unseelie, Kithain 
and Gallain. Of course, it’s also easy for a Solar who 
decides she’s had enough to smash her way free of any 
entanglements she no longer cares or.

Changelings and Lunars
A Lunar who runs into a motley of changelings is in 

luck as the Kithain are quite likely to have answers to her 
questions about what she is: a lost Prodigal, surely, new-
ly awakened to her Dreaming heritage. The motley is 
also in luck, because if you’ve got a Lunar willing to stick 
up for you, you have the biggest stick in town. Granted, 
the Lunar tendency to solve problems by eating them 
is… distressing… but if you spend any amount of time 
hanging around a redcap, you’ve probably seen worse.

As oddballs and outsiders, a lot of Lunars have 
fairly low Banality, and a few are even true Dreamers. 
Lunars have an easier time than other Exalted dealing 
with changelings, as their lune-forged tattoos hold the 
influence of the Mists at bay. A Lunar is only in danger 
of losing her memories and knowledge of the Dream-
ing if she’s temporarily Undone by chimerical damage.

Changelings and Sidereals
The Chosen of Serenity find themselves drawn to 

the affairs of the Dreaming again and again. Destiny 
wants them to connect the lost children of the Dream-
ing with those whose imagination still burns bright in 
an age of mass-market mediocrity. Chosen of Secrets are 
occasionally compelled to keep the inner lives of strange 
individuals hidden from their social workers and thera-
pists. On the whole, changelings and the world of the 
Dreaming are deeply confusing for Sidereals, but the 
two groups bump into one another again and again. 
Saving the world will require not only keeping its neck 
from being bitten open by ancient vampires, but also 
protecting its heart from being frozen solid.

Changelings and Abyssals
Depending on how an Abyssal rolls, she might 

draw sluagh or redcaps to bask in her palpable aura of 
creepy menace. Other changelings are likely to identify 
her as trouble waiting to happen, and attempt to drive 
her away from their turf. Or aim her at their enemies. 
Or try to seduce her and lift her dark heart back into 
the light. The one thing they’re not likely to do is go 
“yikes” and steer clear of trouble. There’s time to steer 
clear of trouble when you’re dead, after all.

The Abyssals could dispute that last sentiment, of 
course, but it’s still early days. Everyone has a lot of 
learning to do.

Changelings and Infernals
A wicked prince has seized the Freehold upon the 

hill. His power is like nothing seen since the Tessara-
konta, when the bright children of dream strove against 
the Elder Dark. The sons and daughters of Nightmare 
flock to the city to pledge themselves to his banner. 
Who among the knights and fools that remain shall 
value courage over life, and ride against him?

Changelings and Liminals
Poor ill-made, misfit things that they are, Liminals 

are figures of intense interest for sluagh, though their 
habit of chasing the ghosts away like a child dispersing 
pigeons is unfortunate. Beyond that, little binds the 
Black Earth Children and the Kithain to one another 
save shared mutual outsider status.

It’s possible for a Liminal to be created by the works 
of glamour gone awry, but such an Exalt would be 
strange and confused even by the strange and confused 
standards of the rest of her kind, tumbling in and out of 
the Mists with every encounter with her creator.
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 Hunter Hunter:: tHe reckoning tHe reckoning
I’m going to start by making a recommendation 

about incorporating Hunter: the Reckoning into Ex-
alted vs World of Darkness:

Don’t do it.
Three reasons:
First: As developed in Hunter’s own supplements, 

the imbued are basically wink-wink nudge-nudge Solar 
Exalted after the gods chopped up their Exaltations into a 
thousand smaller Exaltations so they wouldn’t individual-
ly have the power to wreck the world again. That’s… diffi-
cult to square with a game where the literal original Solars 
are running amok kicking vampires out of windows.

Second: Okay, assuming the imbued aren’t literal-
ly the Exalted, then their place in Exalted vs World of 
Darkness becomes very redundant. They’re a second 
group of ordinary people granted supernatural power 
and a mandate to save the Earth from the night people 
fucking it up. Not only that, but it’s quite sensible for 
the Dragon-Blooded at minimum and probably also 
the Sidereals to try to dig up information about the 
Messengers/Heralds granting the imbued power, and 
that loops back to, well point #1.

Third: They’re not only structurally redundant 
when sharing a story with the Exalted, but if they end 
up in the same group, you’re looking at two characters 
on the same mission, except one of them is a million 
times better at it than the other. Some players dig that if 
there’s a distinct difference in character style or game-
play, but a lot are just going to find it frustrating.

So this book’s official recommendation is to sim-
ply elide the Reckoning. The imbued don’t show up 
in this version of the World of Darkness. The Exalted 
come back instead.

That said, here are rules and guidelines for ignor-
ing my advice.

Systems
Here’s a quick rundown of rules interactions be-

tween the imbued and the Chosen.

Conviction and Virtues
If something from Hunter wants to measure an 

Exalt’s Conviction or Virtues, or wants them to roll 
any of those traits, use Willpower instead.

The Imbuing
The imbuing is basically a kind of Exaltation, and 

you can’t Exalt twice, so this is a no-go. The Messen-
gers don’t tend to go in for people who are already 
tangled up in the supernatural, either, so that cuts 
Dragon-Touched out of the picture as well. And Drag-
on Kings aren’t even human, so they’re not going to 
get picked to inherit the Earth on humanity’s behalf.

Second Sight
A hunter’s second sight detects Exalted as not-hu-

man, the same as it does mages. Specific analytic Edges 
are able to identify Solars, Lunars, Sidereals, Drag-
on-Blooded, and so on as different types of distinct su-
pernatural beings. Dragon Kings of course are totally 
inhuman supernatural beings.

Self-Control
Any attempt at controlling the mind or emotions 

of a hunter who has burned Conviction to protect 
their thoughts automatically fails.

Edges vs Charms
When Edges and Charms clash with one another, 

resolve them as though they were Charms in conflict 
(see p. page 53). Hunter powers partake of the same 
eerily high “priority” as the magic of the Chosen, de-
spite appearing to be much, much weaker.

Hunters and the Exalted
There’s no real need to point out that hunters’ re-

actions to the Chosen will be all over the map. Their 
Creeds embed the idea that hunters are going to re-
act to the supernatural in a wide variety of different 
ways right into the core of Hunter: the Reckoning. In 
broad strokes: despite being natural allies, most hunter 
cells are too paranoid of anything their second sight 
tells them is a “monster” to be very comfortable allying 
with Solars; it’s very unlikely they’ll ever be able to tell 
a Sidereal isn’t just a mage; and anyone with a working 
brain can tell that Lunars and Abyssals are obviously 
monsters. They eat people, for God’s sake.
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Demon: the FallenDemon: the Fallen
Demon is one of the trickier World of Darkness 

games when it comes to crossover, mostly because of 
cosmology. Demon plays well with Vampire, okay with 
Mage and Wraith, and not worth much of a damn 
with anything else. The problem generally comes down 
to this: the Elohim were personally present for the cre-
ation of the universe up through human prehistory, 
and none of that involved werewolves, faeries, or any-
thing from the Werewolf cosmology.

And it damned sure didn’t involve Exalted.
Now, you can work your way past that. You can say 

the Age of Legends happened while the fallen angels 
were bound into Hell. You can do the usual handwave 
about reality having layers. But it is at least a minor 
headache that you’ll have to deal with if you include 
demons in Exalted vs World of Darkness.

The other issue, of course, is that Demon springs 
directly out of the Reckoning metaplot. So if you want 
demons, you either have to make the trade-off of a de-
stroyed Underworld, or figure out another reason why 
demons are now escaping from Hell.

Assuming you’re willing and able to juggle all of 
that, here’s how it works.

Systems
Here’s a quick rundown of rules interactions be-

tween the Elohim and the Chosen.

Virtues
Demons have Virtues that govern their behavior – 

Compassion, Conviction, Courage. Exalts don’t have 
those traits. Whenever a rule assumes that its target 
has a Virtue that the Exalt doesn’t possess, use Will-
power instead.

Demonic Possession
A demon cannot take possession of an Exalt’s 

body, not even if the Exalt is dying. The divine power 
of Exaltation burns them like holy ground if they try.

Faith
Demons can both reap Faith from the Chosen, and 

enter into Faustian pacts with them as they do with any oth-
er human. Most Exalts have a fairly high Faith potential.

Dragon Kings have weird souls that aren’t put to-

gether “in God’s image” the way a human being’s is. 
Demons can reap a quick surge of Faith from them, 
but they no Faith potential to use to create pacts, at 
least where demons are concerned.

Liminals do not possess a proper soul. They can 
produce surges of on-the-spot Faith in the same man-
ner of Dragon Kings, but likewise have no Faith poten-
tial for use in Faustian pacts.

Demons and  
Dragon-Blooded

The Dragon-Blooded have dealt with demons since 
time immemorial. Though their culture has fragment-
ed over thousands of years of diaspora, one of the oldest 
and most common features of Terrestrial belief is that as 
inheritors of divine blood, the Exalted have the inherent 
authority to treat with spirits of any sort. Dragon-Blooded 
texts dating back to Babylon express a consistent belief that 
while demons are dangerous, a sorcerer who takes proper 
precautions should have no fear of summoning and bind-
ing them to perform needed services. Many modern Ter-
restrial libraries contain at least one text on demonology.

Of course, demonology and diabolism are not at all 
the same thing. Enslaving a demon falls within the 
mandate of the Exalted to harness the forces of Cre-
ation in its defense. Worshiping or serving a demon is a 
grotesque betrayal of the dignity of the Exalted and the 
sacred mission of the Dragon-Blooded.

Which isn’t to say it doesn’t happen. Nobody plays 
with fire for thousands of years without getting burned 
sometimes, and at least five entire families are known 
to have been exterminated for falling under the sway of 
demons throughout history. In two cases, the corruption 
was so severe that even the Dragon-Touched of the con-
demned house were put to death. Many families have 
concluded that the risk isn’t worth the reward, and aban-
doned demonology centuries or even millennia ago.

Moreover, the idea that the Dragon-Blooded pos-
sess the power, judgment, and spiritual legitimacy to 
command demons in no way indicates that it’s accept-
able for anyone else to consort with infernal forces. 
Most houses consider mortal demonologists and de-
mon cults (the one almost invariably devolves into the 
latter if left to fester for long enough) to be priority 
threats, best eliminated quietly and quickly.
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The Time of Judgment
The widespread return of demons to the Earth 

would be a matter of utmost concern to all of the Ter-
restrial Exalted, and if it has happened in your game, 
then it was likely a deciding factor in the opening of 
the Black Vault. The only “free” demons the Drag-
on-Blooded have ever encountered have been the liv-
ing calamities that are the Earthbound, and so they 
assume all escaped demons are immediate existential 
threats to the souls of everyone on Earth.

Demons and Solars
On the one hand, demons are creatures of dark-

ness. Solars are designed to kill demons, and they’re 
good at it. A Solar who decides to take up the vocation 
of demon slayer will become a thing to be feared by 
Elohim and Earthbound alike in very short order.

On the other hand, most Solars spend the early 
days after their Exaltation flailing about for an expla-
nation for their sudden influx of divine power, and 
many Elohim are quite good at passing themselves off 
as the angels they used to be. Only a fool would trust a 
demon, but there’s nothing that says the Elohim have 
to present themselves as demons… and, to be honest, 
some Solars are fools.

Demons and Lunars
Lunars don’t really make sense to demons, empow-

ered as they are by a mad moon goddess. They echo, 
perhaps, some of the most depraved experiments of the 
Time of Wrath, but few demons can remember that 
period with any clarity. Also, they’re violent, short-tem-
pered, and powerful enough to easily tear an Elohim’s 
hard-won new body to shreds. Best avoided, perhaps.

Lunars, for their part, are very unlikely to coexist 
with demons. Signing up to bind their soul to a su-
pernatural master is dead last on the list of things any 
Lunar is inclined to do for any reason ever.

Demons and Sidereals
Every omen, every augury, every forecasting, every 

tool the Sidereals have at their disposal agrees on one 
point: demons should not be walking free upon the 
Earth. Their presence is an affront to the workings of 
destiny and the shape of the world as it should be, and 
they are best returned to the Pit as quickly and perma-
nently as possible. Whether or not any given individu-
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al demon seems to be a threat, their collective actions 
drive the world closer and closer to Armageddon, and 
most of them are tangled up in the strings of grand and 
terrible monsters of nearly unfathomable malevolence.

Demons and Abyssals
When you’ve already stared down the reaper, given 

your name to things that have been dead and dreaming 
for longer than the world’s been round and spinning, 
and seen your footsteps dogged by a legion of broken, 
worshipful souls… really, how bad could demons be? 
What’s left to lose? Why not sign on with the guy claim-
ing to be a former angel of death?

As far as the Elohim are concerned, Abyssals are a 
fascinating conundrum. They’re as thoroughly damned 
and desecrated as any human has ever been, and yet 
their soul and potential for Faith both remain powerful 
and vibrant. How well can they survive and coexist with 
the rest of the world when they stand as the antithesis of 
life? Can whatever has been done to so defile them be 
reversed? If so, what might be learned about the larger 
task of restoring the world to a state of grace and glory?

Demons and Infernals
Here’s an interesting situation: two demonic be-

ings, meeting for the first time, who have absolutely 
nothing in common with one another. The Infernal 
vision of Hell is not the Abyss from which the Elohim 
have escaped, and while both are rushing toward a vi-
sion of Armageddon, these are very different visions.

And yet, underneath the Torment and the blasphe-
mous iconography, it’s very possible for both a demon 
and an Infernal to find common ground. They very fre-
quently want to help navigate the world though the end 
of days and see it come out of the other side as something 
other than an empty cinder or radioactive toilet. Perhaps, 
working together, they can find grace inside damnation 
and purpose in Hell. Or perhaps the Infernal will simply 
attempt to enslave any demon she encounters and use 
them as stepping-stones to her own glory.

Demons and Liminals
The Liminal Exalted and the Fallen have almost noth-

ing to offer one another, and the sight of a human with life 
but no soul is one of the most profoundly depressing and 
disturbing things any Elohim could ever imagine.
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The World of Darkness has offered two distinctly 
different sorts of mummies over the course of its publi-
cation history. The original flavor were the Shemsu-he-
ru, 42 ancient Egyptian heroes granted immortality by 
the cult of Isis to fight against the forces of darkness 
and cosmic imbalance for all eternity. They’re all thou-
sands of years old, immortal, and very powerful. Rules 
for using them as player or Storyteller characters can 
be found in Mummy 2nd edition.

The newer variety, the Amenti, are detailed in Mum-
my: the Resurrection. To get them, you need to be using 
either the “Underworld fell down, went boom” metaplot 
development, or to have a suitable substitute for it. In 
short, a giant apocalyptic storm in the Underworld shreds 
most of the souls of the Shemsu-heru into a million piec-
es, and those pieces find the souls of freshly-dead mor-
tals with some deep flaw of the soul. That potent mum-
my-fragment slots into that flaw of the spirit, making the 
soul whole and complete and healthy, and then resurrects 
the body as a leaner, meaner, newer kind of immortal 
that is very much like an off-brand Exalt.

Exalted vs World of Darkness supports crossover 
with both varieties of the Undying.

Systems
Here’s a quick rundown of rules interactions be-

tween the Undying and the Chosen.

Virtues
Shemsu-heru have Virtues that govern their behav-

ior – Memory, Integrity, and Joy. Exalts don’t have those 
traits. Whenever a power assumes that its target has a 
Virtue that the Exalt doesn’t possess, use Willpower in-
stead. Same goes for Humanity or Balance ratings.

The Rebirth
The Shemsu-heru are undead beings animated 

by an ancient spell of unfathomable power. As such, 
they’re not capable of Exaltation. On the flip side, the 
Shemsu-heru were all created thousands of years ago, 
when there were no Celestial Exalted at large. Would 
the Spell of Life have worked on one of the Drag-
on-Blooded? It remains an academic question. None 
of the Shemsu-heru were Exalted in life, and no one 
has used that version of the Spell of Life in millennia.

How about the newer variety of mummies, who 

are not undead creatures but rather truly living beings 
capable of dying and returning to life? A soul’s merg-
er with her tem-akh is essentially a latter-day form of 
Exaltation, which precludes any further Exaltation. 
Whatever element or quality of the soul permits Celes-
tial Exaltation to occur is already “busy” or “occupied” 
where the Reborn are concerned.

On the other hand, the power of Exaltation de-
parts at the moment of death. Can a dead Exalt be 
resurrected as one of the Amenti? The answer is no… 
mostly. The souls of the Dragon-Blooded, Lunar, Side-
real, and Alchemical Exalted bear marks of claim by 
spiritual authorities and forces beyond the remit of 
Horus’s crusade. A dead Abyssal or Infernal’s soul is 
steeped in the corrosive aura of Apophis, and no tem-
akh will go anywhere near it. A dead Solar…

Well. A dead Solar bears the mark of Ra. That’s 
enough to draw the attention of any passing tem-akh. 
Of course, a tem-akh can’t do anything unless the So-
lar’s soul possesses some deep and abiding flaw, a gap 
that has pained her and dragged her down throughout 
her life. It’s not that people carrying those sort of bur-
dens don’t or can’t become Solars, but it’s uncommon. 
And then even more unlikely that a Solar would die 
during the brief window when a tem-akh is abroad in 
Duat, searching for an appropriate soul to bond with, 
particularly since a tem-akh, once merged, is generally 
bonded to its chosen soul forever, so there are fewer 
roaming the Underworld with each passing day. But… 
it could happen. Just theoretically, it could happen. 
Her Exaltation would be gone, and she’d be an “ordi-
nary” mummy, but yes, there’s nothing metaphysically 
stopping a Solar from returning as one of the Undying.

Dragon Kings, of course, have inhuman souls that 
are completely incompatible with any of this ancient 
immortality magic, and Liminals have no soul at all.

Hekau
Generally speaking, mummy magic is of no use to 

the Exalted. The Alchemy of the Undying is calibrated 
for their mystical biology, and will poison and wreak 
havoc with the Essence of any Exalt who tries to use it 
for their own benefit. Amulets only grant their benefits 
to mortals and mummies; the Chosen are neither.

The Nomenclature/Ren-hekau spell Forgetting the 
Person/Forgetting the Person’s Name is capable of de-
stroying one of the Exalted, but not the Celestial Exalta-

Mummy: the Resurrection
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tion itself – at least, not without learning the true name 
of the god that filled it with their power, and that would 
be a legendary undertaking indeed. An Exalt erased by 
either version of this spell may draw on her Intimacies 
and make a final Willpower roll to try to assert her exis-
tence in the face of this apocalyptic sorcery.

Semektet
For reasons that can only be speculated upon, a 

mummy in semektet (see Mummy: the Resurrection, 
p. 144) who finds herself in the presence of a Solar ani-
ma flare or displayed caste mark is considered to stand 
within the Web of Faith for the next 24 hours.

Mummies & Dragon-Blooded
Most Dragon-Blooded families have either never 

heard of the Shemsu-heru, or know them only by sec-
ond- or third-hand rumor. Many believe them to be 
either nothing but tall tales, or else a supernatural cu-
riosity of the ancient world that vanished long ago.

One family knows better. The House of Zahir had 
already dwelled in Egypt for longer than anyone could 
remember on the day the first stone of the Great Pyr-
amid was laid, though they were known as the House 
of Taheret in those times. They watched and chron-
icled the wars between the living god Horus and the 
vampire children of the Lord of Storms. And, for over 
a thousand years, they have counted one of the Shem-
su-Heru as a solid ally of their house.

That is to say, the Dragon-Blooded mostly don’t know 
anything about the Shemsu-heru, who are even more rare 
than they are, but the Shemsu-heru are well aware of the 
Dragon-Blooded. Mummies have surreptitiously aided 
Terrestrial efforts to cull or contain the excesses of the 
supernatural world at several points throughout history, 
usually taking pains not to let the Dragon-Blooded recog-
nize them as anything other than mortal sorcerers.

Mummies & Solars
Solars and the Undying share the same mission: 

bring light into darkness. Save the world. Moreover, 
the Solar Exalted shine with the light of Ra, whose 
true name powers the Spell of Life. Surely these are 
allies sent by Heaven in the world’s darkest hour?

Mummies are one of the few groups in the World 
of Darkness who are not only willing and able to get 
Solars up to speed on what’s going on in the big dark 
world they’ve suddenly fallen head-first into, but are 
also are unlikely to get off on the wrong foot by trying 
to bite a Solar in the neck or looking like Bigfoot with 
way too many teeth.

The Great-Grandchildren of Ra
The greatest stumbling block between a natural alli-

ance of the Solar Exalted and the Undying is the rarity 
of both groups. The Solars number less than 200 across 
all the world, and the Shemsu-heru are even fewer. If the 
Amenti appear, they are more numerous, but still min-
iscule even by the standards of the supernatural world.

Still, if at least one Solar can be brought back to 
the Web of Faith, she will discover a host of potential 
allies waiting to train, arm, and support her. The Cult 
of Isis (see MtR, p. 26), the Children of Osiris (and 
p. 27), and the Ashukhi Corporation (and also p. 30) 
would all be quick to see the utility of the Solar Exalted 
as warriors of Ma’at. If only someone could facilitate 
such meetings….

Mummies & Sidereals
It’s Sidereals. Sidereals facilitate the meetings. Des-

tiny’s currents urge Sidereals to bring the Solars and 
the Undying together, to bring the Solar Exalted to the 
attention of Ra’s followers, and to hide the Reborn 
support network from the eyes of their enemies. Un-
like Solars, nothing about the Sidereal Exalted cries 
out “The cavalry’s here, work with me!” but most 
Undying have better sense than to turn their nose up 
when destiny itself tries to give them a hand.

Mummies & Lunars
Lunars, on the other hand, are beings of chaos and 

disruption, largely self-centered, and existing in a state 
of visible imbalance, although not outright corrup-
tion. Meetings between the Undying and the moon’s 
Chosen could go in any number of directions, from 
explosive violence to vampire-slaying team-ups: it really 

terrestrial exalted & the amenti

If using the Amenti in your game, one possible 
twist on the default assumptions of Exalted vs 
World of Darkness is to leave the Black Vault 
sealed. The Zahir family is instead drawn into a 
full alliance with the Cult of Isis, and from there 
the Dragon-Blooded begin actively working with 
the new Amenti to restore balance to the Earth in 
the face of the end of days.
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all depends on whether the two are working toward the 
same goal or at cross-purposes.

Looking at it the other way, Lunars don’t find any-
thing about mummies terribly offensive, at least not by 
nature. They don’t tend to enslave mortals or exploit 
or prey upon people to empower themselves. They’re 
wise and knowledgeable (the old ones, anyway). And 
“can die and then get better” qualifies someone as 
tough enough to hang with one of the Lunar Exalted. 
Plus, if you kill them and drink their blood, they can 
come back to life and you get to keep their form and 
then you can dress the same and pretend you’re the 
mummy’s twin and confuse people about who’s who!

Okay, maybe scratch that last one.

No Moons & the Shemsu-heru
No Moons have a knack for digging up old secrets, 

and if they’re sorcerers, a vested interest in it as well. If 
there’s anyone in the World of Darkness who could give 
first-hand accounts of the time when gods last walked 
bodily upon the Earth, it’s the Shemsu-heru. If there’s 
anyone who could point out the location of archives 
containing ancient sorcery, it’s the Shemsu-heru. The 
only trick is finding out they exist to begin with.

Mummies & Abyssals
Abyssals almost roil with the corruption of Apo-

phis. Nothing about them is in balance with the world 
of the living or the dead. Their existence is a deadly 
infection festering upon the body of Creation.

That’s all bad enough, but there are a few Abyssals 
whose very presence will fill a mummy’s veins with ice. 
When the Undying stand in the presence of an Abys-
sal who has learned the Charm Soul-Eating Strike, 
a cold pall of dread steals over them, and they know 
the Abyssal is the cause, even if they’re unsure why. 
The answer is simple: Soul-Eating Strike, if delivered 
against a mummy during their death cycle, is capable 
of undoing the magic of the Spell of Life and destroy-
ing the immortal’s soul forever. No Abyssal has yet had 
occasion to do so, but as the Reborn and death’s cham-
pions come into conflict, it’s only a matter of time.

Mummies & Infernals
As with Abyssals, Infernals are cauldrons of limit-

less spiritual corruption. They exist to push the world 
into final and catastrophic imbalance and then rule 
over the ruins. They are perhaps the deadliest enemies 
a mummy will ever face, against which there can be no 
quarter and no compromise.

Mummies & Liminals
The Liminal Exalted are beings of dire, catastroph-

ic imbalance. Not servants of Apophis, perhaps, but 
certainly walking affronts to Ma’at, best dispatched 
from a world that wants no part of them.

Turned the other way, the Shemsu-Heru stand 
among the ranks of the Unquiet and thus fall under 
the Liminal remit to remove the walking dead from the 
affairs of the living. Due to their rarity, few such con-
flicts have ever occurred, but they are inevitably grind-
ing, brutal escalating affairs when they do, conducted 
between two powerful and undying beings, capable of 
long cycles of reciprocal murder.

The Amenti, by contrast, are living beings, do not 
stand among the ranks of the Unquiet, and are of abso-
lutely no concern to the Black Earth Children (though 
they may decide a Liminal is of concern to them).

bane mUmmies

Those ancient, twisted horrors known as Bane 
mummies have not yet encountered the Abys-
sal or Infernal Exalted, but will recognize them 
as kin in much the same fashion as spectres do 
Abyssals. Unlike spectres, the Children of Apo-
phis are little given to fawning or worship, and 
tend to see all alliances in terms of masters, 
puppets, and counting the days until betrayal 
becomes more useful (or just more satisfying) 
than continued cooperation.



267

Kindred of the East
The Hungry Dead claw their way back up from their 

graves, cast out of the cycle of life and death and cursed to 
haunt the night preying upon the living. They brush off 
the grave-dirt and dress themselves in noble histories of 
fallen heroes. They straighten their cuffs and collars, and 
set themselves to learning the ways of Heaven and Earth 
that they might transcend their miserable state. They gath-
er in courts and compacts, compose poems and riddles to 
explore their fallen state, and congratulate one another on 
how very civilized and enlightened they have become.

And then they drag a delivery boy screaming into 
an alley and bite open his throat to suck out the life-
force within, for no matter how wise they may grow, the 
Hungry Dead have no breath of their own. They have 
walked the night since the end of the Age of Legends 
and they hold themselves as its legitimate inheritors.

They’re in for a rude awakening.

Systems
Here’s a quick rundown of rules interactions be-

tween the Hungry Dead and the Chosen.

Chi and Soul Virtues
The Hungry Dead have several Virtues that govern 

their behavior – Yin and Yang, Hun and P’o. Exalts 
don’t have those traits. Whenever a Discipline assumes 
that its target has a Virtue that the Exalt doesn’t possess, 
use Willpower instead. If a rule references Dharma, con-
sult the power equivalence chart in Chapter One.

Matters of Chi
The Hungry Dead take their sustenance from Chi, 

the fundamental energy of Creation. Most vampires 
can only gain Chi from the blood of the living, though 
those of refined spiritual discipline may possess more 
rarefied feeding options.

The Exalted are not only valid targets for feeding, 
they’re incredibly nourishing. When one of the Hun-
gry Dead feeds upon an Exalt, she not only gains one 
point of Chi as per normal for each Health Level of 
damage inflicted, but she also drains away one point of 
the Chosen’s Essence if they have any unspent Essence 
to drain. This has the following results:

• Dragon-Blooded: Each point of Essence drained 
from one of the Terrestrial Exalted grants one point of 
Yang Chi if the Exalt is Fire or Wood Aspected, one 
point of Yin Chi if they are Air or Water Aspected, or 
one point of whichever sort of Chi the vampire possess-
es less of at the moment if the victim is Earth-aspected.

• Solars: Any vampire drinking a Solar’s blood suf-
fers one level of aggravated damage for each point of 
Chi they try to drain from her veins. Taking a Solar’s 
Essence (through consumption of blood, flesh, or even 
breath-drinking) grants two points of Yang Chi, and 
immediately causes all Yang Chi in the vampire’s body 
to violently ignite. Roll their current Yang Chi points 
as dice of aggravated damage. Each die that comes up 
as a success burns away one point of Yang Chi. This 
ignition cycle repeats every round that the vampire 
drains more Essence from the Solar.

• Lunars: Each point of stolen Lunar Essence grants 
the vampire two points of Yang Chi.

• Sidereals: Each point of stolen Sidereal Essence 
grants one point of Golden Chi, or Yugen, the refined 
stuff of the heavens themselves. For the results of im-
bibing Yugen, see Dharma Book: Devil-Tigers, page 28.

• Abyssals: Each point of stolen Abyssal Essence 
grants the vampire two points of Yin Chi. An Abys-
sal who drinks the blood of one of the Hungry Dead 
finds it darkly invigorating, and may gain one point of 
Essence for every two Yin Chi consumed. Yang Chi 
burns unpleasantly upon an Abyssal’s tongue, and is 
of no use to them.

kUei-jin

This game chooses to omit the term “Kuei-jin” as 
a racist and frankly embarrassing relic of the mid-
1990s when Vampire didn’t know better yet. It’s 
a nonsense-word which I’ve never seen do any-
thing but make speakers of the languages being 
smashed together while someone yells “Now 
kiss!” visibly cringe. Instead Exalted vs World of 
Darkness prefers to describe the vampires of Asia 
as the Hungry Dead, or simply “vampires” within 
the scope of this section. The Chinese-originating 
title of Wan Kuei has also seeped into the lexicon 
of surrounding communities of the Hungry Dead, 
and is sometimes used as well.
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• Infernals: Each point of stolen Infernal Essence 
grants one point of Yin Chi and one point of Yang Chi, 
but this Chi is poisonous and defiled, and inflicts intense 
misery and considerable injury upon any vampire foolish 
enough to consume it, save for certain akuma or follow-
ers of the Scorpion Eater Dharma. For the mechanical 
consequences of imbibing defiled Chi, see p. page 383.

• Alchemicals: Each point of Essence drained from one 
of the Alchemical Exalted grants one point of whichever 
sort of Chi the vampire possesses less of at the moment.

• Liminals: Each point of Essence drained from one 
of the Liminal Exalted grants one point of Yin Chi.

• Dragon Kings: Each point of Essence drained 
from a Dragon King grants one point of whichever sort 
of Chi the vampire possesses less of at the moment.

Nushi
Exalted can buy the Totem Background, which is 

basically the same thing as the Nushi Background from 
Kindred of the East. It applies both to personal nushi, 
and also to group nushi binding together an entire Cir-
cle of Exalts. For unclear reasons, the residents of the 
Spirit World inherently recognize the Exalted as legiti-
mate representatives of the powers of Heaven, and are 
inclined to make binding deals with them for patronage. 
It also means that Exalted are at least metaphysically capa-
ble of joining a wu, although no court officer in their 
right mind would be willing to facilitate such a union. 
In the unlikely event that such a mixed wu were to come 
together, the Exalted are excluded from its guanxi.

Dhampyrs
Lunars, Sidereals, Abyssals, and Infernals are ca-

pable of Exalting from the ranks of dhampyrs, the 
half-living offspring of the Hungry Dead. Exaltation 
brings with it the breath of Heaven, mending their 
half-damned nature and removing any Disciplines the 
dhampyr might have previously mastered. Instead, 
they can now command a vast wellspring of Essence.

In theory dhampyrs should be capable of Terres-
trial Exaltation as well, but surely no Dragon-Blood-
ed would be so foolish as to undertake a tryst with a 
sweaty corpse to produce such an abomination.

Surely.

The Second Breath
Before diving into the crossover questions, let’s 
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take a moment to establish the assumptions Exalted 
vs World of Darkness holds for how the Hungry Dead 
come to exist in the first place. Or, in plain language: 
Why do the Hungry Dead only appear in Asia?

The official answer preferred by most traditional 
courts of the Quincunx has to do with the Middle 
Kingdom being the center of the cosmos, and a place 
of clearer spiritual refinement than the barbaric West; 
or else holds that those outside of the borders of Asia 
lack the spiritual fortitude to claw their way free of 
Hell; or some similar bit of racist self-aggrandizement. 
All of these theories are flatly incorrect. The minds 
and souls of the people of Asia differ in no way from 
those of everyone else in the world, nor are they in any 
way changed or ensorcelled by dwelling where they do.

So: Why do the Hungry Dead only appear there? 
The real answer is this: They don’t. The Hungry Dead 
are in no way exclusive to Asia. The phenomenon of 
damned souls escaping from realms of torment and 
crawling back into their corpses is global. It happens 
everywhere, and has happened everywhere since well 
before the advent of written history.

When newly reborn, the Hungry Dead are al-
most uniformly feral, flesh-devouring cadavers. Mon-
ster-hunters, panicked mortal mobs, and other mon-
sters have destroyed these unruly corpses since time 
out of mind. Kindred are especially likely to run into 
them and to dispatch them as a threat to their Mas-
querade, either mistaking them for childer of Caine 
that have lost their battle with the Beast, botched at-
tempts at the Embrace, or simply shrugging them off 
as one more oddity in a nightscape full of them. Those 
few Hungry Dead that battle their way back to sapience 
are left without a society to welcome them, a frame-
work for survival, or any clear idea of what they are. 
They rarely last long.

The Hungry Dead hold court over the Asian nights 
because those are the lands where a critical mass of their 
kind were able to wrest themselves out of feral mindless-
ness, develop systems of behavior to stave off a return 
to that miserable state, and construct a society that cap-
tures and civilizes newly-risen flesh-eaters until they can 
comport themselves as vampires rather than shambling 
zombies. Most crucially, they established their earliest 
philosophies and courts without competitive pressure 
from the Kindred, a very similar sort of monster occu-
pying the same predatory niche, who were still branch-
ing outwards from the Fertile Crescent during this pe-
riod. It is largely the Kindred who have prevented the 

development of societies of the Hungry Dead west of 
the Indian subcontinent, prevailing and predominating 
through their advantages of faster and more efficient 
reproduction, rebirth into an established relationship 
with a potential tutor on hand, and less complicated, 
more easily-developed Disciplines.

As the Hungry Dead spread out from their tradi-
tional ranges in search of new hunting grounds and 
places of power, they encounter feral corpses where 
they think to look for them: in Chinatowns, Little In-
dias, and other ethnic enclaves around the world. They 
call these wayward monsters kànbujiàn: lost brethren 
arising far outside the borders of the Middle Kingdom. 
In truth, they would find such creatures wherever they 
took the time to look for them, but this knowledge has 
not yet become widespread among even the learned 
scholars of the Demon People.

Bastards of Heaven
Perhaps, then, a better question might be: Why do 

the Hungry Dead appear at all? Why should a soul that 
has escaped the clutches of damnation in a place like 
Yomi Wan, Malfeas, or any of the other various hell-
realms in the Spirit World or farthest reaches of the 
Underworld be able to crawl back into its body and 
rise again, much less refine itself into a being of super-
natural power and even enlightenment?

According to the legends of the Quincunx, once 
upon a time Heaven set its champions to oppose the 
horrors of the night – it’s a familiar tale, yes? Heaven’s 
divine champions conducted their wars and diploma-
cy all across the face of Creation. They fought many 
enemies of the gods, from wicked spirits to rampaging 
beasts the size of mountains. In time, they fell to in-
fighting. After moving from triumph to triumph, they 
became idle and indolent. Eventually, they succumbed 
to the seductions of the enemies of Heaven. The Princ-
es of the Earth stole the life-force of their subjects to 
increase their own majesty, defiled the land to power 
their rituals, outraged the people, and hurled blasphe-
mies and offenses at the gods. Heaven retaliated by re-
voking the very breath from the lungs of these heroes, 
and in its anger hurled a curse upon the world so that 
its champions would henceforth be drawn from the 
ranks of the vile and the damned.

Was this the fall of the Exalted? The Dragon-Blood-
ed do not know. Surely, it parallels many of their own 
legends, but then, both the lore of the Terrestrial Exalt-
ed and that of the Wan Kuei agrees that history moves 
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in cycles, repeating its triumphs and tragedies.
Perhaps the history of the Hungry Dead is the his-

tory of the Exalted. Or perhaps the sins of the Chosen 
came earlier, and were even more severe.

Exalted and the Second Breath
So, finally, the salient question: Can the Exalted 

rise again after death as the Hungry Dead? In a word, 
yes. If they meet the usual criteria – a soul sufficiently 
laden with bad karma to draw it into the greedy talons 
of the Yama Kings or some other malignant force, the 
spiritual resolve to break out of Hell – they can crawl 
back into their corpse and go walking about as one of 
the damned. They retain no special powers or other me-
chanics differentiating them from any other vampire.

The Hungry Dead and 
Dragon-Blooded

The Terrestrial families of East Asia, Southeast Asia, 
the Philippines, and India have spent most of history 
keeping a very, very low profile indeed. They share an 
uncomfortable amount of history with the Hungry 
Dead, and are keenly aware of how inquisitive the Ten 
Thousand Demons can be, how highly they prize schol-
arship, and most of all, how badly they would love to 
find a means to re-enter Tibet. None of those qualities 
are good for the long-term security of the Black Vault. 
Worse, unlike the vampires of Europe and Africa, the 
Hungry Dead have both a well-developed understand-
ing of how to harness and command the Essence of Cre-
ation, and an outlook that entitles them to ownership 
of any Dragon Nest they’re capable of seizing by force.

The result has been a millennia-long dance of 
alternating between obscurity, diplomacy, and brief 
shows of limited force.

No Terrestrial family has ever established a close or 
long-term alliance with a court of the Hungry Dead. It’s 
simply too dangerous. The Quincunx, in particular, are 
fiercely proud of their status as successors of the Wan 
Xian, and would respond with open violence to any 
evidence that they’re not the sole or even primary suc-
cessors of the Age of Legends. The Dragon-Blooded do 
their best to remain invisible, and when they cannot, 
to pass themselves off as sorcerers or the inconsequen-
tial offspring of mortal priests and minor spirits. Usu-
ally, it works. On those occasions when it doesn’t, then 
the Terrestrial Exalted must go to war to protect their 
secrets, hunting and purging vampires until everyone 
who suspects their true nature is dead. If that means 
assassinating only a single officer of the local court, then 
the family has been fortunate indeed. If the violence is 
more widespread, a family may be forced to abandon 
their Dragon Nest and vanish into another province or 
even country to avoid centuries of retribution.

Corpse-Chewing Dragons
Many Dragon-Blooded collect a wide array of vices 

over their long, long lives. Nearly all are forced to spill 
blood sooner or later. More than a few feel that they 
die having squandered their time upon the earth as 
living demigods by crouching in the shadows to pre-
serve their family’s secrets. They are, in short, the sort 
of souls who might be caught on the claws of the Yama 

dick move, heaven

It may seem harsh or even nonsensical for 
Heaven, furious with its champions for falling 
into predation and wickedness, to reward the 
Yama Kings and other enemies of righteous-
ness by kicking the fallen heroes in the junk 
and cursing Creation to an eternity of even 
more wickedness. The Dragon-Blooded have 
a simple explanation. They believe Heaven 
leveled its curse for the same reason the Black 
Vault was forged: the power given to the cham-
pions of the gods was immortal and irrevoca-
ble. Heaven couldn’t simply revoke its blessings. 
It couldn’t stop divinely-empowered humans 
from incarnating into the world and wielding 
the very power of Creation itself. The best the 
gods could manage was to twist their blessing 
into a curse and rob the fallen champions of 
much of their power. Now their imperishable 
legacy has been bound into history as a male-
diction that allows the most rugged of damned 
souls to crawl back into their bodies, rather 
than continuing to cycle in undiminished form 
in the fashion of the Celestial Exalted. Consid-
ering the power and danger of the Abyssal and 
Infernal Exalted, perhaps Heaven was wise.
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Kings as they pass on to their next life. The sort with 
the resolve and fortitude to break out of Hell. The sort 
who rise again as the Hungry Dead.

This is a completely unacceptable risk to the se-
crets of the Terrestrial Exalted. Unfortunately, there’s 
no known way to prevent it. Even cremating the body 
is no real safeguard against a family member rising up 
to prey on the living; the Demon People have been 
known to claim bodies not their own, or on rare occa-
sion to spring up out of their own ashes.

The Terrestrial families of Asia instead maintain a 
funeral tradition of 90 days of interment in an above-
ground tomb, which is guarded every night by a (pos-
sibly Dragon-Touched) watchman. At the end of this 
period, the body may be cremated or moved into its 
permanent resting place, as the family becomes fair-
ly certain the deceased isn’t coming back. If the dead 
Exalt or Dragon-Touched does rise from their grave, 
the watchman sounds an alarm and runs to alert the 
family if things go well. If things go very poorly, the 
discovery of the watchman’s partially-eaten corpse 
alerts the family the next morning. Either way, howev-
er many Dragon-Blooded scions can be mustered are 
then sent to destroy the newly-risen vampire before the 
local court can find it, tame it, and restore its ability to 
reason and speak.

Things aren’t always that neat, of course. It’s impos-
sible to take such precautions with a body lost at sea, 
or one who dies far from home among strangers. In 
these situations the Dragon-Blooded must simply light 
incense, pray, and hope that the dead remain dead.

The Hungry Dead 
and Solars

The Solar Exalted are all that the Hungry Dead 
pride themselves on once having been. When they re-
cite poems glorifying the Wan Xian that were, the So-
lar Exalted are roughly what they have in mind.

It will be blind, seething hatred at first sight.
The very existence of the Solar Exalted is an affront 

to the courts of the Demon People. Their ignorance is 
shocking, their arrogance reprehensible, and their pow-
er, given away with the most casual gesture of Heaven’s 
hand rather than earned over centuries of suffering and 
cultivation of virtue and wickedness… unforgiveable.

They have what the mandarins and ancestors so desper-
ately do not, and for that they cannot be permitted to live.

Not that the Solars are apt to give them much 
choice. The Hungry Dead have their talons deep in 
organized crime, high finance, and every other vector 
of mundane suffering even before accounting for Dev-
il-Tigers practicing excruciation on whoever catches 
their eye, cannibal Thrashing Dragons, Rootless Trees 
who leave long trails of broken hearts and bloodless 
bodies in the wake of their so-called enlightenment, 
or the mundane predations every vampire commits 
night after night. Most courts will first learn that the 
Chosen of the gods once more walk abroad in the Mid-
dle Kingdom when one night, with little warning, an 
entire scarlet screen and one or more of its immortal 
handlers vanishes in a blaze of flames and bullets.

The Hungry Dead 
and Lunars

Any vampire court with the slightest bit of sense is 
already as cautious as it can be when dealing with the 
Ferocious People. Unfortunately, the Lunar Exalted 
appear outside of the careful framework of centuries 
of diplomacy and negotiated territories that the hun-
gry dead and the Xiong Ren use to keep from going 
to war, and have no concept of the tensions at play, or 
often that they’re in anyone’s territory at all.

so they jUst hide?

The Dragon-Blooded long game involves flying 
under the radar, not disappearing altogether. 
True invisibility isn’t possible, not when the 
continuation of the bloodlines is tied to hold-
ing Dragon Nests. No, the Dragon-Blooded 
simply try to look small and unimportant when 
dealing with the Hungry Dead. Which is anoth-
er way of saying they do deal with the Hungry 
Dead. Part of staying unmolested in the com-
munity of the shen is being a good neighbor, 
after all. So it is that the Dragon-Blooded will 
occasionally approach a Bone Flower for help 
with resolving some ghost trouble, exchange 
small gifts and pleasantries on certain holidays 
through dhampyr intermediaries, trade minor 
artifacts for lore (or vice-versa) with the local 
court, or rent bakemono from a local Devil-Ti-
ger for use as hunting hounds when dealing 
with some larger and more pressing danger.
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Broadly speaking, the Hungry Dead are controlling, 
dismissive, arrogant, and cruel. None of these qualities 
are calibrated to endear them to the Lunar Exalted.

The Hungry Dead 
and Sidereals

The fate of the Ten Thousand Demons is deep-
ly entangled with the turning of the Wheel of Ages 
and the coming of the Sixth Age. This is undeniable 
and unavoidable; it casts its shadow at least glancingly 
across every prophecy. What’s not clear is whether the 
Hungry Dead are fated to bring about the ascent of the 
Demon Emperor or stand in his path, which probably 
means they’ll be doing both at once.

The one thing all of their prognostications and au-
guries tell Sidereals when dealing with the Hungry Dead 
is to exercise great caution. Neither the courts of the 
Wan Kuei nor the Sidereals themselves have realized 
that the Sidereal Exalted are filled with delicious liquid 
enlightenment, but it’s going to be a very bad night for 
everyone involved when that penny finally drops.

The Hungry Dead 
and Abyssals

The august courts of the Hungry Dead will regard 
Abyssals as at least as much of an insult as the Solar 
Exalted, if for different reasons. Abyssals wield power 
very much like that of the Hungry Dead themselves, 
but are free to walk in the sun, scoff at prayers and 
sutras meant to bring enlightenment, and abuse the 
living and the dead in whatever fashion they see fit 
without suffering the slightest hint of consequence to 
either their spiritual solvency or their temporal power. 
They are, in short, a more efficient predator moving 
into the same niche where the Hungry Dead already 
live. This is intolerable.

Some younger vampires, by contrast, may be drawn 
to the dark charisma of the Abyssals and form gangs or 
even cults of personality around them. They wear pris-
tine white mourning clothes and rock long silky black 
hair like a chanbara villain, and it’s awesome rather than 
coming off as desperate and lame like that time Ichiro 
tried it. Wicked ghosts revel in their coming and going. 
They can seduce with a smile from across the room. 
Who wouldn’t want to roll with someone like that?
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The Hungry Dead 
and Liminals

The Liminal Exalted are a known quantity to 
the most learned scholars of the August Courts. The 
Patchwork Children are rare but serious threats which 
sometimes arise in the wake of improperly practiced 
necromancy. Their Chi is disjointed and unpleasant, 
their ignorance appalling, their understanding of 
themselves and the world laughable: but they are ag-
gressive, they are dangerous, they are extremely diffi-
cult to kill, and they have a lamentable tendency to 
seek out vampires peaceably contemplating enlighten-
ment and to rend them limb from limb.

It’s dangerous to be one of the Liminal Exalted 
throughout much of Asia. Unlike their Kindred coun-
terparts, who tend to scatter and point fingers when at-
tacked, the Hungry Dead are much better at coordinat-
ing organized counterattacks when confronted with an 
outside threat. Still: they are Unquiet, and a particularly 
egregious example of the dead disturbing the living at 
that. The natural state of intercourse between the Black 
Earth Children and the Ten Thousand Demons is war.

The Hungry Dead 
and Infernals

There’s no ambiguity to be found here, at least: 
the Infernal Exalted name themselves Demon Princes, 
and while they are enemies of the Yama Kings, it is only 
because they wish to seize the Yama Kings’ thrones for 
themselves. They are exactly the sort of rampant, un-
sanctioned devils the Wan Xian were empowered to bat-
tle, and if they are not opposed, they will usher in the 
Sixth Age and then rule over it with no consideration 
for anything but themselves. Anyone who would work 
with such a villain is clearly conspiring with the forces of 
Yomi Wan, and stands to be condemned by the courts.

Or at least, there shouldn’t be any ambiguity. Is it 
not the right of a supernatural inheritor of the powers of Hell 
to reinvent herself as a celestial devil? the young Devil-Ti-
gers may ask, to the revulsion of their elders. Are they 
not perfectly adapted to the world that is being born around 
us, day by day? the Scorpion-Eaters muse as they explore 
the remains of the Fukushima Daiishi reactor. Is it en-
lightened to face the future and close one’s eyes?

The Wheel turns on toward darkness, and no an-
swer is as simple as it should be.
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CHAPTER TEN:CHAPTER TEN:

STORYTELLINGSTORYTELLING

If you think Solars aren’t going to do dumb shit you’re tremendously naïve. There’s 
a reason the Dragon-Blooded knew this was a bad idea, you’re asking the people 
who invented T-Rexes who piss cocaine and the triple-spin kick to save the Earth 
for you. These are the same golden jackasses who upon learning the fundamentals 
of proper combat immediately broke physics and invented Charms that make bust-

er swords and bar slides practical. Seriously, whose idea was it to let them out?

—some asshole on 4chan

So, you’re going to run Exalted vs World of 
Darkness. Good news: If you know how to run 

Exalted or any World of Darkness game, you already 
have the skillset you need for this. Also, since you 

have at least one World of Darkness corebook at your 
disposal, you already have a chapter full of basic guid-

ance on how to give out experience points, how to 
run a prelude, all that fun stuff. That means we can 

skip straight to the meaty bits: the concerns specific to 
Storytelling this particular crossover train wreck.

Let’s get started.
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all that poWer
Cutting straight to the chase: the Exalted are pow-

erful. A group of Exalts can reasonably expect to fight a 
pack of werewolves and come out on top, throw down 
with an elder vampire with no prep, and otherwise 
run roughshod over most anything that gets in their 
way. This is by design. Celestial Exalts, in particular, 
fly above the standard power curve of the world into 
which they’ve been reborn.

It’s not limitless power, mind. Essence is easier to 
come by than most supernatural resources, but it’s 
hard to make more of it show up when you need it. 
In Exalted, it’s not hard to rig up a Dawn Caste to be 
able to literally cut down armies of lesser opponents. 
In Exalted vs World of Darkness, a Dawn Caste cut-
ting loose on full blast can be effectively invincible and 
unstoppable for one or two scenes, and then their Es-
sence supply is going to falter and they’re going to have 
problems. It’s a lot easier to run an Exalt ragged.

I bring this up – the fact that there are ways to ex-
haust and beat down Exalted characters – because I 
want you to be aware of it before I say this: It’s not your 
job to stop the players from being unreasonably powerful. Yes, 
they can toss around power out of scope with the game. 
Yes, they can roll up to a werewolf sept and turn it into 
a spiritually potent crater. Yes, a Solar who uses Excel-
lence of the Rising Sun and Fivefold Bulwark Stance 
can set up a scene-long automatic dodge that her oppo-
nents will have a devil of a time mustering enough suc-
cesses to punch through… and when something finally 
does, she can shrug off the damage with Adamant Skin 
Technique. In any other World of Darkness game, the 
instinct would be to pump the brakes.

Don’t do that here. Certainly, you can throw trou-
ble at the characters while their Essence is low if they 
start taking that power for granted, or toss an opponent 
at them that they haven’t learned any countermeasures 
for yet, but do that because it’s dramatic and tense 
and interesting, not because opportunities to catch an 
Exalt with their pants down are few and far between. 
You’re playing Exalted vs World of Darkness because 
the Exalted are ancient, powerful game-changers from 
prehistory suddenly crashing into a world of supernat-
ural conspiracies. Let them be powerful. Build your 
Storytelling efforts around that, not against it.
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a matter oF style
There are a lot of ways you can structure an Exalt-

ed vs World of Darkness chronicle, but most of them 
are variations on two primary styles.

a night in the liFe
This is a game in the basic vein of most World of 

Darkness campaigns. The Exalted have returned, and 
their presence represents a disruptive new presence in 
the supernatural world. Games in this style trend toward 
stakes like “Purge Chicago of the undead” or “Track 
down lore of the Age of Legends that tells us what the 
heck it is we’ve become exactly, and what it means.” You 
do things like seize a Dragon Nest and defend it against 
other groups who want it, or forge an alliance between 
a sept of Garou and a cabal of mages, then get them 
to help you fight the giant, ancient, godlike Bane that’s 
starting to wake up deep beneath a Louisiana bayou.

In other words, you’re telling World of Darkness 
stories, just with more immediate ability to accomplish 
what would normally be long-term goals. The end of the 
world, in whatever form it might take, remains a loom-
ing threat somewhere off in the distance, not something 
you’re dealing with right now, right here, today.

guest stars
A variation on the above style is to just straight 

up run a game of Mage or Vampire or whatever, but 
with one or more Exalts as PCs, or possibly even with 
everyone playing Exalts. This is a story of Exalts getting 
dragged into the Jyhad or the Ascension War or the 
battle for Gaia or whatever game-specific conflict or 
milieu interests the group, and playing in that sand-
box. Dragon Kings work well for this.

onWards to armageddon
The other major style of game is the one where 

the apocalypse is here and it’s up to the players to can-
cel it. “Early game” here means stumbling into ancient 
prophecies and punching your way through Gehenna 
cults. Drama-accelerating complications will be things 
like facing down a hit squad of demons dispatched by 
Lucifer himself, or arriving at the hidden tomb of an 
awakening Antediluvian at the same time as an entire 
Sabbat war party determined to make sure nothing in 
the tomb walks out of it. Late-game is a literal battle 
for the continued survival of the world as the Red Star 
becomes visible to mortal eyes, supernatural darkness 

blots out the sun, and the Shroud separating the living 
and the dead begins to crumble. It’s not a style of game 
the World of Darkness normally supports, but then, 
most chronicles don’t have PCs capable of winning a 
fight with Ur-Shulgi.

tone
You might have noticed that this book bounces 

around tonally. Here’s a sober look at dwindling lega-
cies and lost history, and terrible decisions and betrayals 
in history’s 11th hour. Then, next page over, a bunch 
of Kindred mistake an Abyssal for a Caitiff and try to 
induct it into the Camarilla. Or, to put it another way, 
depending on which Charms you take, an Abyssal could 
turn a hospital’s ICU into a cannibal bloodbath by way 
of “helping,” or she could head down to the Rack and 
re-enact the nightclub scene from the beginning of Blade.

The Exalted are powerful enough to deform the 
tone and mood of the game around player whim, so it’s 
useful to sit down with the players before the game starts 
and discuss exactly what kind of mood and tone you’re 
aiming for. Otherwise you run a very high chance of 
having two players who want to do a character-driven 
examination on the terrible weight of power and respon-
sibility, and two players who want to slide down a bar 
while shooting two pistols at an angry werewolf.

the gang’s all here
Most supernatural beings in the World of Darkness 

have an entire society of similar beings hiding out there, 
just waiting to drag them into an elaborate network of 
social structures, traditions, laws, and expectations. The 
Celestial Exalted have been blasted across the globe 
52-card-pickup style and they have no infrastructure of 
any kind waiting for them. So how do you get five of these 
things together in the same place to go do stuff together?

method 1: heroes maKe their oWn luCK
The tried and true method is to shrug, ignore how 

unlikely it is that two members of a group numbering 
only a few hundred and scattered randomly across the 
world would ever meet, never mind 3-5, and just have 
the characters bump into one another. Just about every 
RPG in history has resorted to this at some point.

Admittedly, this isn’t really a method so much as 
me telling you that if you don’t like either of the other 
two answers, it’s okay to shrug, say “fuck it,” and just 
skip to the part where you’re playing the game rath-
er than justifying the game. But hey, it’s a time-tested, 
tried-and-true cop-out, at least.



277

method 2: the Worst BaChelor party ever
You’re all at the bar getting drinks to celebrate Jer-

emy tying the knot this weekend, when in rolls this 
bunch of pale assholes in leather jackets and shitkick-
ers, and everything goes Near Dark. An hour later half 
the bar is dead, you’re all suspended from the ceiling 
from bungee cord and motorcycle chains, and the 
head leather-jacket-motherfucker is about to bite Jere-
my’s throat open when suddenly – BAM – Exaltation 
rips through the room like a string of firecrackers.

Exaltation doesn’t normally work that way in Ex-
alted, sure, Exaltations don’t roam in packs, but it’s 
been God alone knows how long since the end of the 
Age of Legends. Maybe someone tinkered with the Ex-
altations at some point between the Exalted corebook 
and whatever cataclysm transformed the setting into 
the World of Darkness, and now they’ve got an “in case 
the Chosen get taken out of circulation and return en 
masse again” protocol. Or maybe the currents of desti-
ny have something very big in mind for this Circle. It’s 
an efficient way to get the group together, anyway.

method 3: destiny’s helping hand
Here’s the option Exalted vs World of Darkness 

really wants you to use: Sidereals. This is one of the big 
intended functions of the Sidereal Exalted. They’re de-
signed to facilitate the Chosen finding one another and 
puzzling out what their collective mission is supposed to 
be. I mean, literally designed for it, they get Essence back 
for doing it. Auspicious Prospects for [Caste] and Wise 
Choice tend to lead them to other Exalts, even if they’re 
not actively looking for them. Of Truths Best Unspoken 
and Supernal Awareness make it very easy to find other 
Chosen if they are looking for them.

If nobody wants to play a Sidereal, have an NPC put 
the characters in contact with one another. If you don’t 
want to give them a Sidereal mentor, have the Sidereal 
die or vanish shortly afterwards. There aren’t very many 
of them, and they’re constantly getting pulled all over 
the place. Destiny keeps them very overworked.

Considerations
A few points to keep in mind while running the game.

essenCe
Unlike most other supernatural beings, the Ex-

alted don’t have to go chasing the Essence that pow-
ers their divine might; it comes back to them on its 
own. On the flip side, all Exalts save for Lunars are 

very dependent on Essence, and at a serious disadvan-
tage without it. It means that they tend to be powerful 
when they go on the move, but vulnerable for a day 
or two while they recover from a great exertion or of-
fensive. As such, Exalts are most in danger when their 
enemies start to learn who they are and where they go 
when they’re not flip-kicking vampires.

Of course, Exalted in possession of a Dragon Nest 
have much greater freedom to burn through Essence 
like a drunken sailor than those without, but on the 
flip side, it also ties them down to a location they must 
defend to maintain their power, and any Werewolf 
Storyteller knows how much of a problem that can be.

supernatural seCreCy
With the exceptions of demons and the Orpheus 

Group, everything in the World of Darkness has a vest-
ed interest in keeping its existence hidden from the 
general public. This includes the Dragon-Blooded, but 
does not include the Celestial Exalted, who have no 
mentor or code of laws telling them not to go on the 
Late Show and turn into a bear.

That said, it’s fair to expect that the Masquerade, 
Veil, and so on will remain fairly solid in the face of 
Exalted shenanigans, at least for a while. None of the 
great supernatural conspiracies of the World of Dark-
ness particularly wants the mortal world shining flash-
lights into the dark corners of the Earth, period. Even if 
they’re looking for, say, werewolves, the risk of turning 
up vampires in the process is just too high. The Camaril-
la, Technocracy, and whatever other groups can exert in-
fluence over mass-media outlets and other elements of 
society will do their best to hide or discredit the excesses 
of the Chosen. Newspaper interviews never get printed. 
Reporters disappear. Police reports vanish. The N.W.O. 
already rewrites Youtube discoverability algorithms to 
bury genuine footage of the supernatural as aggressively 
as possible; the Exalted just get added into the flags their 
programs watch for and react to.

Finally, Sidereals are not only “self-cleaning” thanks 
to their Arcane obscurity, but Chosen of Secrets are also 
drawn to aggressively clean up after the rest of the Cho-
sen, hiding them from the world at large… or, more ac-
curately, protecting mundane people from being drawn 
into the hellish battlefield of the supernatural world.

integrity oF setting
All of that said, there are of course limits to how 

much anyone can suppress disasters of sufficient magni-
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tude. The Bangladesh incident strained the resources of 
the world’s great supernatural conspiracies to their abso-
lute limits, and even then the cover-up was very imperfect 
and relied heavily on the fact that nobody wants to look at 
the inconsistencies and speculate that… well, what? That 
gods and monsters fought on the floodplains?

The Exalted are very capable of recreating the Ban-
gladesh incident in the middle of Los Angeles or Tokyo.

Ultimately, it’s up to you as to how much you want 
to preserve the integrity of the setting’s status quo. 
There’s no right or wrong way to do it. Some groups of 
players want to play in the iconic World of Darkness 
setting and once it starts transforming into something 
unrecognizable as that, they’re unhappy. Other players 
would very much like to be responsible for wiping Clan 
Tzimisce off the face of the Earth, and if that means a 
blood-and-fire rampage across Europe and North Amer-
ica culminating in fighting a city-sized Lovecraftian ten-
tacle god made of roiling flesh, soil, vegetation, and a 
shitload of teeth in the middle of Central Park, then 
fuck yeah bring it on. They’re both valid ways to approach 
the material. Just figure out which one your players 
are going to enjoy more, and lean into it. The fact that 
you can justify keeping the setting relatively hidden and 
static in the face of Exalted power doesn’t mean you’re 
obligated to, just as the fact that the Exalted can set the 
entire World of Darkness on fire and kick it down a hill 
doesn’t mean your game must go there.

exalted as antagonists
Finally, of course, there’s nothing saying you have 

to use this book to run a campaign where the players 
are Exalted. You can also incorporate it into a V20, 
M20, or other game with the Exalted showing up as 
NPCs and plot devices.

The easiest way to do this is to treat the existence of 
the Dragon-Blooded and Liminal Exalted as status-quo 
features of the World of Darkness, and assume the 
Black Vault is still sealed. The Terrestrial Exalted aren’t 
massively disruptive and they’ve been designed to slot 
organically into the existing supernatural milieu.

Another fairly natural way to tack into this option 
is to use the Exalted as either flavor or the driving force 
behind a Gehenna/Apocalypse/Time of Judgment-style 
game. It’s the end of the world and the monsters’ vic-
tims are becoming avenging angels burning with the 
power of Heaven – and you’re the monsters. Can’t be 
worse than that Gehenna chapter where Lilith is hang-
ing out in the sewers of your home town, right?

If you’re running a more “normal” (whatever that 
means) chronicle, be aware that a single Celestial Ex-
alted antagonist tends to go a long way. They can easily 
have impact on par with a Methuselah, archmage, or 
Zhyzhak. A full Circle is a chronicle-defining threat. 
That said, maybe it’d be fun to run a V20 game where 
the Prince has been newly deposed and replaced by 
one of the Abyssal Exalted and nobody quite knows 
what to make of it.

mixed groups
The basic assumption of Exalted vs World of Dark-

ness is that the players are going to go “hey that’s cool!” 
and snag different kinds of Exalted. The most likely 
group is going to look something like a Dawn, a Ze-
nith, a No Moon Lunar, and a Chosen of Endings 
rolling around and splitting their attention between 
ending threats to the world and managing personal 
drama. Part of the reason there’s no existing societal 
infrastructure is to make that easy. It’s been so, so, so 
goddamn long since the end of the Age of Legends 
that nobody knows who their friends or enemies are 
“supposed” to be any more.

Having said that, you can also do really, really mixed 
groups, incorporating both Exalts and more standard 
denizens of the World of Darkness. As Chapter Eight 
goes to some pains to point out, it’s not only possible 
for some Exalts to hang out with various supernatural 
groups, it’s even plausible for the Chosen to join them 
outright. Here are a few suggestions:

Don’t try to flatten power disparities. Make sure the 
players understand that if they’re playing a Kitsune 
rolling around with a pack of Lunars and Sidereals, 
their fox magic is going to pale in comparison to the 
kind of raw hell the other characters can unleash. This 
is part of the fun of bringing back the Exalted them-
selves, and it only waters the experience down to try to 
bootstrap a werewolf into a poor man’s Lunar when 
the real thing’s right there.

This even applies in a group containing Drag-
on-Blooded and Celestial Exalts. The five families in 
Tibet opened the Black Vault because of that power dis-
parity. Let it be a part of the game.

Emphasize differences in capability. That’s capability 
– “what you can do and how you do it” – not power. 
Is a Solar more up-front powerful than just about any 
mage? Yes. But you know what a Solar can’t do on her 
own? Go into the dreams she has every night of her 
dead husband, and enact a great and powerful ritual 



279

to carry her husband out of her dreams and make him 
into a real person. A mage can do that for her.

More to the point, and more frequently relevant, 
the native supernaturals of the World of Darkness 
have history, culture, and infrastructure that the new-
ly returned Chosen don’t. The kitsune in the above 
example group can’t out-fight her Exalted friends, or 
out-sorcery them either, but she can navigate the Spirit 
World with much greater facility, arrange for the group’s 
safe conduct through the territories of the Beast Courts, 
and establish introductions to both other shapeshifters 
and powerful spirit courts. That’s not bad for a fox who 
doesn’t even have Rage or built-in regeneration.

Try not to get too crazy. If you value thematic coher-
ence in your chronicle, you’ll find the best result from 
this sort of group if you limit it to Exalts plus one ad-
ditional sort of supernatural group. Exalts plus mages, 
Exalts plus hengeyokai, Exalts plus Risen, whatever. It 
lets you ground the story in the themes, concerns, and 
conflict of the “native” game line, plus the dash of cha-
os and excitement the addition of the Chosen brings 
to the table. By contrast, if you toss a Twilight, a Fire 
Aspect, a Bone Gnawer, a Ravnos, and a mummy into 
a Winnebago, you have… well, a mess.

Alternately, fuck that. Toss a Twilight, a Fire Aspect, a 

Bone Gnawer, a Ravnos, and a mummy into a Winnebago. 
Paint that fucker up like the Mystery Machine. Have 
adventures. If your players have their hearts sets set on 
building a group that looks like a fire sale at the Mon-
ster Factory, lean into the chaos. Embrace an improv 
style of Storytelling, kick off with a plot like “A Circle of 
Abyssals have completely torn down the Shroud in New 
Orleans and the dead now walk among the living. The 
Ravnos’s sister lives there and you haven’t been able to 
get in touch for a week now. What are you going to do 
about it?” Not only can it be a lot of fun, but after the 
game wraps you can go to a convention, tell someone at 
the White Wolf or Onyx Path booth about the chron-
icle, and watch the light in their eyes die in real time.

design notes
I’m going to close out with some design notes 

about why the various parts of the game are the way 
they are and what you’re intended to do with them, if 
that sort of thing interests you.

general Considerations
The power scaling across the board for Exalted vs 

World of Darkness was executed with the intention 
of making the Exalted feel unreasonably powerful by 
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World of Darkness standards, but not necessarily of 
faithfully porting them directly in from Exalted. The 
conceit that this is the far future of Exalted and that re-
ality has badly decayed on a structural level provided a 
good excuse for reducing the complexity level of certain 
parts of the Exalted, or removing bits that wouldn’t 
play well with the World of Darkness. I wanted the 
Exalted to be disruptive, but only in certain ways.

A lot of the power calibrations on Charms were 
done with the intention of funneling stories into “Ex-
alts vs monsters” instead of “Exalts immediately take 
over all human societies and try to rebuild the First 
Age in Toronto.” It’s designed so that you can be really 
unstoppable for short periods, but you can’t just fight 
the entire US Army on the White House lawn from 
sunrise to sunset. If none of the supernatural powers 
are willing to throw down with an entire modern army, 
the Exalted should at least need to play hit and run if 
they want to try it. This limitation also pushed things 
toward the genre models I wanted to emulate, in the 
form of late-90s action-fantasy films like Blade and The 
Matrix, where the protagonists show up, wreak havoc, 
and then go to ground for a while to recover.

In general, mechanics have been kept as simple as 
possible across the board because the 20th Anniversary 
Storyteller system already has a fairly high degree of in-
herent complexity and works pretty slowly. This is one 
of the reasons it was decided early on to make Essence 
a “simple” resource that worked on the same scale as 
blood points and Gnosis, rather than something you 
have 50 motes of and you can reasonably expect to get 
4 back in a round even as you spend 6 or 7. When 
you already have to re-roll Initiative at the beginning 
of every combat round, roll to attack, roll for damage, 
roll soak, and roll active defenses if you’re bothering 
to use them, asking you to work out what 36 – 13 + 5 
is on top is just… it’s too much. A lot of design space 
emerged out of the decision to simplify Essence as a re-
source, but the decision was originally made to reduce 
complexity and make things feel more like the World 
of Darkness, which quickly became a consistent design 
goal: When in Rome....

During this book’s initial conception, Charms 
were going to be structured like vampire Disciplines. 
Dawns would have five powers, arranged from one to 
five dots, and then the same again for all the other 
Castes and Aspects. I ended up breaking away from 
this initially because there were just so many iconic 
Charms that I was leaving too many on the cutting 

room floor. I also knew I didn’t want the full-blown 
complexity of Charm trees, either. So the next model 
was something along the lines of Wraith 20th Anniver-
sary, where you had a Discipline-like progression but 
could go back to buy alternate powers at specific dot 
ratings. However, this model left me unhappy at having 
to place some very powerful but crucial powers at much 
lower ratings than they otherwise should have occupied, 
so that characters could easily “dip” to get them (for ex-
ample, Dawn Castes dipping into Zenith Charms to get 
soak-boosting powers). This was the point where I decid-
ed to let players buy powers out of order, with the dot 
ratings simply acting as power/price guides.

Ancient sorcery was originally going to just be a 
straight port of Exalted-style sorcery, with three circles 
and the whole nine yards. Ultimately, I broke it down 
to what it is now because it seemed to better reflect 
the decayed nature of the world and to emphasize how 
only the tiniest fragments and tatters of the Age of Leg-
ends were still around. There was also a period where I 
thought about cutting sorcery completely, but ultimately 
I decided it was too central to the identities of Twilight 
and No Moon characters, and I didn’t really want to 
use Charms to cover all the stuff I was writing into the 
setting where Dragon-Blooded were binding spirits as 
guardians and performing other ritual-style magic.

dragon-Blooded
Dragon-Blooded can get a little wild with their Ex-

cellence Charm line, but not really more wild than a 
werewolf. They were intended to sort of cohabit with 
the rest of the World of Darkness, rather than being an 
out-of-scale catastrophe. It is very much intended that 
you should be able to incorporate them into your games 
as “just another kind of supernatural” in the WoD.

The idea for the “timeless families clinging to 
ancient traditions” model of Dragon-Blooded as sur-
vivors rather than returners goes back to the develop-

fUn fact

My favorite rule in here is the one where your 
Caste Abilities/Attributes don’t subtract suc-
cesses when you roll 1s. Playtests have shown it 
feels really, really good when it saves you from 
a raft of 1s and turns a shit roll into a great one.

Yeah, I’m a lot of fun at parties.
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ment period of Shards of the Exalted Dream and early 
work on the “Exalted Modern” shard we knew every-
one would want in the book. Also, I strongly felt that 
Dragon-Blooded without a strong basis of family, social 
ties, and similar infrastructure are just not identifiably 
Dragon-Blooded. Without that stuff they’re just dudes 
who can throw fire and the World of Darkness already 
has plenty of dudes who can throw fire.

Dragon-Blooded are less strongly tied to their As-
pect element than in Exalted for what are largely math 
reasons. A First or Second Edition-style Aspect surcharge 
is brutally punishing when you only have 5 Essence to 
work with, and with only ~120 Charms in print, there’s 
not enough design space to make something like Third 
Edition’s Aura mechanic worth the complexity cost.

Dragon-Touched exist to tie the Dragon-Blooded 
into the larger setting despite their tendency toward 
brooding in hidden temples on mountaintops. They 
also disperse the natural tendency for people to want 
hard numbers on breeding rates and Exaltation percent-
ages, which do not contribute to telling good stories. 
Having to deal with family drama and relatives getting 
in and out of trouble contributes to telling good stories.

I don’t really think anyone will ever play a Drag-
on-Touched but it’s fully supported because that’s just 
how my brain works.

solars
Solars are intended to be a hand-grenade hurled 

straight into the middle of the World of Darkness. 
Fuck you, Caine, here comes the sun. The design in-
tent behind them is that they start off with no contex-
tualization of what they’ve become or what’s happened 
to them, just a truckload of power and no good reason 
not to use it. They’re loud and attention-getting by na-
ture, so once they cause one huge disruption they’re 
going to draw hostile attention for it, and the most 
obvious way to handle that is to cause additional huge 
disruptions as they use their absurd power to batter 
their way out of whatever mess they get stuck in. Ba-
sically, they’re intended to spend Night One of their 
Exaltation making enemies, and the rest of the chron-
icle bouncing from confrontation to confrontation be-
cause of that initial dust-up.

Solar Exalts are always people who’ve encountered 
the supernatural world but not become a part of it be-
cause this cuts out the time-wasting period of “Okay, 
I have all this power but I don’t know there’s a big 
weird world out there yet so I have to wander around 

until the Storyteller contrives a way for me to bump 
into it.” Rather than making you do that, I decided to 
start all Solars out at the point where they can come 
pre-installed with a desire to punch vampires because 
of their personal history, if you want to do that. Or 
you can go straight off and start pestering the Order of 
Hermes because your sister’s a mage, whatever. They’re 
designed to go from prelude to active participation in 
stories as fast as possible.

Compared to other Exalted, Solars are relatively 
devoid of special rules or weird bells and whistles. This 
is deliberate, as they’re intended to be the most ap-
proachable option. They pick up a truckload of raw 
power and generous Essence pools/Essence-use-per-
turn progression in exchange for not having shape-
shifting or Sidereal disguise shenanigans.

The lack of anything along the lines of Exalted 
Third Edition’s Supernal Abilities is simply down to 
the fact that the Charm purchase structure universal-
ly works that way. Supernal Charms take their place, 
giving unique incentives to strongly differentiate one 
Dawn Caste from another and to give players reasons 
to come back and play again.

lunars
Throughout most of the pre-development of Ex-

alted First Edition, Lunars were going to be the in-
sane, inimical allies of the Fair Folk. Very late in the 
development of the corebook, it was decided to pivot 
to non-insane, non-inimical playable Lunars instead, 
but by that point the entire setting had been written 
around the assumption the Lunars were living out-
side of reality waiting to come in and burn everything 
down. There was no space left for something with their 
level of power to exist and make its mark. They’ve nev-
er really had a good place to fit in ever since.

For this book, I decided to embrace the long-stand-
ing history of Lunars as outsiders. Here, they’re pure 
power fantasy. They’re people who get stepped on and 
fucked with, and suddenly have the power and fangs of 
an angry primal god and nobody in the world strong 
enough to tell them they can’t fight back.

Lunars are the “free choice” space on the board. 
You can do whatever you want with them. This comes 
at the cost of not having a strongly imparted inher-
ent direction, but it’s intended that you play a Lunar 
alongside other kinds of Exalted, rather than running 
a pack of all Lunars, so you can just pick up your plot 
direction from the other characters if need be.
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When thinking about telling stories around Lu-
nars in Exalted vs World of Darkness it’s easy to start 
thinking “well they’re a natural fit for werewolves,” but 
remember that most of them don’t have a wolf totem 
and most shapeshifters are very, very suspicious of oth-
er kinds of shapeshifters.

sidereals
For Exalted vs World of Darkness, I wanted to 

break Sidereals all the way down to basics. No factions. 
No 5,000-year-old immortal cynics calling the shots. 
No James Bond vault full of magic gadgets. No entire 
bureau of gods backing you up. No secret clubhouse 
in Heaven. No plan. No clue. You go in like Doctor 
Who, with a weird power that unscrews destiny and 
not much else, and then you make the rest of it work 
with hustle and moxy.

Sidereals are, and let me be as clear as I can about 
this, absolutely intended to make the Storyteller’s life 
easy. I knew going in that I didn’t want to piss around 
with complex metaphysics of being inside or outside of 
fate or messing around with the Loom of Fate or any-
thing like that. Fate and destiny mean “Whatever makes 
the plot go somewhere it ought to go,” and more spe-
cifically “Whatever brings the Exalted to a bunch of 
monsters they’re supposed to punch.” Sidereals are 
there to facilitate that. They’re there to get groups of 
Exalts together, and then they’re there to bring the Ex-
alts they found to Egypt so they can unearth Set’s tomb 
and punch him in the face with sun-fists until he dies.

The most important Sidereal Charms are the Aus-
picious Prospects for [Caste] line. They exist so the 
Storyteller can nudge you into biting on plot hooks. 
In fact, you get Essence back every time you do that. 
Past that, Wise Choice, Of Truths Best Unspoken, and 
Supernal Awareness all make it nearly impossible for 
the story to bog down if there’s a Sidereal in the group.

I decided to throw out most of Sidereal Astrology 
because it was a big confusing mess that didn’t work 
worth a damn in either First or Second Edition, and 
the presumed loss or destruction of the Loom of Fate 
gave me a decent excuse to do so. Nobody’s studying the 
College of the Captain any more. The constellation isn’t 
even there now. Instead, Sidereals act to bring about the 
destinies the world seems to demand from them (or that 
their own needs and desires insist upon) through per-
sonal meddling and judicious use of their Charms.

Sidereal Martial Arts have returned in vastly sim-
plified form because they’re fun, and because it’s nice 

for Sidereals to have something to offer as mentors 
other than good advice.

Resplendent Destinies stuck around in simplified 
form because they’re also fun and relatively straight-
forward. They got renamed for two reasons. First, it 
undercuts the formality and gravitas of the Sidereal 
Exalted as they exist in Exalted, pointing to their back-
to-basics nature in this game. They’ve lost their identity 
as dignified Heavenly mandarins, adorning everything 
with flowery titles. They’re back down in the mud and 
they need to think fast and act faster if they’re going to 
save the world. Second, I thought it was funny.

aByssals
Heading into this project I assumed that Abyssals 

would naturally pair up with vampires, but the instant 
I started writing about them they instead immediately 
glommed onto Wraith and never let go. Sometimes an 
idea just stands up and takes over on its own.

Abyssals have a few little supernatural tricks that 
Solars don’t, but this is balanced out by having to man-
age a few curses. Their Resonance/Dark Fate equiv-
alent here is intentionally less harsh than its Second 
Edition counterpart, and I decided to aim all of its 
manifestations at the Abyssal herself, unlike the First 
Edition version. I don’t think having your victories ar-

Whither the great cUrse?

Exalted vs World of Darkness isn’t so much con-
cerned with how wisely you’ll use your powers. 
Instead, it asks if you have what it takes to pull 
reality back from the abyss when it’s already 
fallen over the edge and is free-falling into the 
dark. You’ll make plenty of mistakes and suffer 
your fair share of tragedy along the way be-
cause it’s the nature of the World of Darkness. 
As such, I decided to leave out the Great Curse 
as a default play element. I assume that either 
the death-curses of the Primordials finally be-
came as thin and frail as all the other miracles 
of the Age of Legends and faded away, or more 
likely, reached their intended conclusion when 
the wars and excesses of the Exalted finally de-
stroyed the world they knew and created the 
World of Darkness. That said, if you want the 
Great Curse, it’s in Appendix One, and I think 
the rules came out pretty well.
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bitrarily undone is a solid design idea.
Also, unlike First Edition Resonance, I didn’t 

want Abyssals to project a menacing aura in inverse 
proportion to how badly you needed to worry about 
them. It used to be that if an Abyssal showed up and 
all the mirrors started bleeding, you knew you were 
okay because he got that way saving a puppy orphan-
age from burning down. If an Abyssal showed up and 
nothing happened, you needed to get scared in a hurry 
because that guy keeps his Resonance down by murder-
ing four nuns for breakfast every morning.

Instead, I decided to decouple “punishment for 
betraying your mission” from having wicked mood 
lighting. Now spooky manifestations are something ev-
ery Abyssal has, letting them all be creepy-cool. Having 
your curse kick back at you is a personal thing that just 
hurts you. Defy the curse, pay the price. Makes more 
sense to me, anyway.

Abyssals have the easiest time regaining Essence, 
but only if they’re willing to fuck people up for it. Rath-
er than working on a blood point-style Vampire model, 
I decided I wanted to cut straight to the chase on that 
and only have two meaningful measurements: “I took 
enough blood that I hurt someone” and “I took enough 
blood that I killed someone.” Blood bags? Fuck blood 
bags. You’re stealing life-force. That’s what Essence is.

inFernals
Infernals originally weren’t going to be part of Ex-

alted vs World of Darkness for a number of reasons, 
and indeed weren’t included in its initial release. I very 
emphatically didn’t want to drag the Yozis back into 
the picture, since they’re long dead or fragmented or 
otherwise irrelevant. I also didn’t want to make them 
into speculative stabs at what Third Edition Infernals 
might be or could have been.

Later, though, I kept thinking about them, and 
what it might be like to include them, because people 
like them, and I like them. In the end, I finally figured 
out a way to do Infernals that feels true to their core 
themes and concepts, suits the World of Darkness, and 
calls back to some of their more fun and memorable ele-
ments without running afoul of any of the stuff detailed 
above. They’re weird, they’re Hellish, they don’t quite 
work like anything else, and they’re rooted very much 
in the mythology of the setting: that’s Infernals, to me.

In their original conception, since they didn’t have 
Castes and thus didn’t have anima powers, it fell to 
Shintai forms to take up a fair bit of slack. When So-
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lars and Abyssals got Supernal/Apocalyptic Charms, 
Infernals felt like they fell behind a bit, and got Crowns 
to catch them back up. 

Shintai forms are extremely powerful but also of 
extremely limited use in part because “Behold my true 
form and despair!” rapidly loses its flash if it happens 
every session, and in part because I didn’t want them 
to just be Solar-Charm-power-level Exalts with a Lunar 
rage form dropped on top.

Tonally, they’re supposed to contrast the cold, glo-
rious, chilling menace of Abyssals by being brash, vul-
gar, and brutal: Alucard from Symphony of the Night vs 
Alucard from Hellsing.

alChemiCals
Alchemicals are Bio-Booster Armor Guyver by way 

of Mage, with the Technocracy playing the role of evil 
all-encompassing conspiracy to run and hide from and 
fight back against.

Using the Autochthonia material from Book of 
Worlds and Iteration X Revised was a no-brainer, giv-
en that it forms the clearest and most explicit canoni-
cal link between Exalted and the World of Darkness. 
The Alchemicals themselves, though, are based on the 
Exalted Modern reimagining from Shards of the Exalt-
ed Dream, because traditional full-robot Alchemicals 
were simply too deeply rooted in cultures and infra-
structure that don’t exist in the World of Darkness. I 
guess you could run a game where Autochthonia in its 
full-blown Exalted incarnation suddenly reconnects to 
the World of Darkness rather than the Age of Sorrows, 
but “steampunk setting invades Gothic-Punk Earth” is 
sort of its own entirely separate book and concept.

Alchemicals are designed around play tension: an-
ticipating the needs of your Charm array, and sweating 
out the vulnerable periods of Dormancy while you’re 
reconfiguring yourself. I added Transpuissant Industrial 
Miracle Upgrade as a way to take pressure off of charac-
ters and let them select a few “evergreen” utility Charms 
to keep on hand without biting into their Array func-
tionality – primarily Integrated Artifact Transmogrifi-
er, so you can go out in public without causing a huge 
scene, and without having to keep entering Dormancy.

liminals
Liminals arrive at last in the Revised edition, in 

part because people kept asking about them, and in 
part because I just wanted to finally get to write my 
stitchy bois after ever so many years. They’re more inte-
grated with the World of Darkness itself than with the 
returning Exalted in this presentation, and fall directly 
into the weird Frankenstein niche that none of the old 
game lines ever really filled on their own.

Their rules and lore are a little bit more elaborate 
and detailed than most of the other Exalted for the 
simple reason that for many readers, this will be the 
first time they’ve had playable Liminals: at the time of 
this writing, the only official place you can get them is 
from a Kickstarter preview manuscript. That meant I 
couldn’t assume as much pre-existing reader familiarity 
to fill in the gaps and blanks.

As for what they do: they’re body horror heroes, 
they’re angsty protagonists whose successes routinely 
undo them, they can only get by with a little help from 
their friends, and they come pre-loaded with a grudge 
that will aim them directly at the two most common 
kinds of monster in the setting. They’re also the fun 
guys who can just go full guns and count on Ox-Body 
rather than active or even passive defenses to bail them 
out, because they can come back to life if you kill them, 
which is kind of a blessing for Storytellers tearing their 
hair out after six straight sessions of the Dawn Caste 
laughing off literally every single thing that gets tossed 
at her with Fivefold Bulwark Stance.

dragon Kings
Yeah, I know: Dragon Kings? Dude, why?
Primary reason: a good friend is a big fan of them. 

Other reasons: I’m also a big fan, they’re neat, and 
their powers slot them nicely into the ‘normal’ pow-
er level for the World of Darkness, making them suit-
able odd garnish for games on the weirder end of the 
spectrum, like Mage. Past that, there’s not a lot to say: 
they’re pulp fantasy lizard people and every once in a 
while one of them makes it back to Earth from their 
strange homes in various Umbral Realms. I didn’t try 
to impart a really strong direction for them because I 
don’t expect them to be a super popular option, and 
anyone who does want to play one probably already has 
some solid ideas for what they want to do with their 
dinosaur fella.
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This chapter contains an array of expanded and 
optional rules to incorporate into your campaign, if 
you like. The systems in this appendix have been placed 
here because they’re either optional (such as the Great 
Curse) or fringe, and thus best placed elsewhere so as 
not to clutter up the main rules chapter (such as super-
natural martial arts, animal forms, and a couple of the 
more involved and complicated Backgrounds). Here’s 
a quick look-up to help you skip straight to whatever it 
is you’re interested in:

• A short note on Secondary Abilities can be found 
on page 287.

• Expanded Backgrounds can be found on page 287.

• Information on cults, the Cult Background, and 
Prayer Eating are on page 290.

• Information on familiars and the Familiar Back-
ground are on page 293.

• Supernatural martial arts can be found on page 295.

• Optional rules for re-incorporating the Great 
Curse, for those groups that miss it, are on page 298.

• Animal traits for Lunars are on pagepage 302.

• A short note on making fights with ancient vam-
pires fun is on page 305.

• A consistent reference guide for weapons can be 
found on page 308.

• Rules for run-ins with the true last boss of the 
World of Darkness – the M1A2 Abrams main battle 
tank – can be found on page 310.

• Guidelines on experience point distribution can 
be found on page 311.

• A few rules hacks to dial in on the exact Exalted vs 
World of Darkness game you want are on page 311.

• For those who can’t let the past go, the last dai-
klave is on page 312.

• Rules for playing Dragon-Touched characters are 
on page 313.

• Finally, rules for the ultimate spiritual degradation 
– and ultimate power – that awaits those who would 
trifle with the prayer-book of the end times, The Bro-
ken-Winged Crane, may be found on page 314.

APPENDIX ONE:APPENDIX ONE:

EXPANDED SYSTEMSEXPANDED SYSTEMS

Everything not saved will be lost.

—Nintendo “Quit Screen” message
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seCondary aBilities
The 20th Anniversary World of Darkness rules 

codify secondary Abilities into Hobby Talents, Pro-
fessional Skills, and Expert Knowledges. Exalted vs 
World of Darkness treats secondary Abilities are a 
purely optional set of rules, and assumes that most 
games will try to shuffle all Ability rolls into one of 
EXvWoD’s core Abilities.

If you do want to mess around with secondary 
Abilities, they should be granted Caste/Aspect dis-
counts (and rule-of-1s protection) where doing so 
makes sense. For example, Archery makes sense as a 
Dawn, Dusk, Chosen of Battles, and Wood Aspect 
Ability, and Kindred Lore makes sense as a Twilight, 
Daybreak, Chosen of Secrets, and Air Aspect Ability.

Mostly, though, this game wants you to shuffle Ar-
chery under Athletics and Kindred lore under Occult.

BaCKgrounds
This book’s preceding chapters provide a very ab-

breviated treatment of Backgrounds, drawn from nu-
merous books. This section gives a more in-depth ex-
amination of what those Backgrounds mean when used 
by the Chosen, some notes on version differences, and 
finally provides a new, special Background: Cult.

allies
Present in nearly every game that has ever run on 

a ruleset beginning with the word “Story,” Allies are 
friends and companions willing to put themselves out 
to help you. Generally, it’s recommended to keep these 
as ordinary human beings with useful skills or resources. 
Allies help a game to stay grounded in human concerns 
and let them feel like they’re taking place in a real world 
with real stakes and consequences, rather than a city-
shaped backdrop for super-powered werewolf fights.

alternate identity
In general, this Background is intended for double 

agents, characters embroiled in factional conflict, and 
those for whom running and hiding is a way of life. 
Dragon-Blooded sometimes use it to set up public lives 
completely firewalled off from their mystical affairs. It 
might seem like an obvious pick for Lunars, as well, but 
the key to this Background is that an alternate identity 
is backed up by paperwork, database records, and oth-
er secondary evidence that this identity is real, rather 
than a momentary shapeshifter’s bluff. Eating someone 
to get their face is easy. Keeping up their life so that it 
seems like they’re still living it takes a bit more work.

arCane
This Sidereal-only Background is a little bit differ-

ent than the version mages use, in terms of dramatic 
intent. Arcane is a utility Background for willworkers, 
helping them to fly under the radar and avoid harm-
ful scrutiny. It does that for Sidereals, too, but for the 
Chosen of the Maidens the Background is also intend-
ed to be a source of mild angst. Arcane obscurity is 
relentless where the Sidereal Exalted are concerned. It 
erodes their connections to the world even when a Si-
dereal tries to be memorable, and over time it can make 
her feel like her life isn’t her own anymore, merely a 
rented room she lives in while doing fate’s bidding.

arsenal
This is a little Background that appeared in Hunt-

er: the Reckoning. If you’re not familiar with that 
game, Arsenal was basically the “I’m a crazy-ass prep-
per, or I have a relative who is and they will let me 
use their shit” Background. If your character concept is 
“that guy with the giant basement full of high-powered 
firearms from Tremors,” this is the Background for you.

Now that I’ve typed that, I can’t stop thinking 
about Burt Gummer as a Solar. God damn.

BaCKup
This Background takes up a lot of the slack that was 

covered by Followers in Exalted. While its numbers may 
look a bit anemic for those accustomed to leading entire 
armies in the Age of Legends, remember that they don’t 
represent the sum total of personnel you can draw on, 
just what you can whistle up at a moment’s notice.

CertiFiCation
This Background is found on page 308 of M20. 

It isn’t recommended in Exalted vs World of Dark-
ness as an appropriate Background, despite that any 

a note on m20 backgroUnds

M20 contains rules for extending some Back-
grounds as far as 10 dots. Exalted vs World of 
Darkness considers this an alternative, very 
optional set of rules that a Storyteller wishing 
to run advanced, epic-scale stories might use. 
If there is such a thing as 10-dot Backgrounds, 
the Exalted are certainly the sort of people like-
ly to have them. By default, though, this book 
assumes that Backgrounds cap out at 5 dots.
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Exalt might theoretically have it. If you’re running a 
Mage-centric game, you might want to use this Back-
ground, but generally it’s a bit fiddly for what EX-
vWoD is doing. I generally would advise allowing a 
character being a board-certified physician to simply 
be taken care of when a player writes down “Brain Sur-
geon” on the Concept line of their character sheet.

Chantry
If you’re running a Mage-centric game, an Exalt 

who has joined with a mystical organization might 
have membership in a Chantry. Due to their lack of 
magick, they’re unlikely to be able to contribute to cre-
ation points for a PC-owned chantry, however.

ContaCts
Like Allies, this Background is best used to help keep 

a game grounded in the “real” world, or at least in its dark 
Gothic-Punk mirror. Besides, Contacts are useful if want 
to get things done on the down-low rather than having the 
National Guard show up every time you go somewhere.

destiny and Fate
Destiny is found on pages 311-312 on M20, while 

Fate is found on page 137 of W20. Both Backgrounds 

are appropriate for any non-Sidereal Exalted (whose 
Exaltation destroys whatever destiny the universe had 
in store for them). Both Backgrounds are alternative 
takes on the same idea with different mechanical ex-
pressions; Fate helps characters turn failed rolls into 
successful ones, while Destiny replenishes Willpower. 
Generally, I’d suggest letting a player take whichever of 
the two they like best. Don’t let a character have both 
Fate and Destiny. They’re two variant expressions of 
the same idea, not distinctly different things.

Fame
This Background has write-ups in both V20 and 

M20. Exalted vs World of Darkness generally recom-
mends using the M20 version because its mechanical 
advantages (adding dice to rolls when you’re leverag-
ing your fame) make a good deal more sense for most 
characters than the V20 version (using Fame to reduce 
the difficulty of hunting attempts). Of course, Abyssals 
might find use for both of the Background’s functions…

Fetish
The big question here of course is, how did your char-

acter come by an item with a spirit bound into it? If you 
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were Kinfolk, perhaps it was given into your safekeeping 
before your Exaltation. Usually, the answer is “I kicked a 
werewolf or mage’s ass and took it.” Alternately, you may 
have made it yourself, or been granted it by a Circle-mate.

inFluenCe
A very likely Background for Eclipses and other 

politically-oriented Exalted, these rules prefer to em-
phasize the simpler scale of the V20 version of this 
Background. If you’re using 10-dot Backgrounds, 
though, the M20 version is entirely adequate.

magiC artiFaCt
This Background, found on page 87 of Kindred of 

the East, is probably about as close as anyone in the Fifth 
Age is going to get to recovering the daiklaves and other 
wonders of the Age of Legends. It should be said, though, 
that Magic Artifacts aren’t the magic item list from Ex-
alted. The items covered by this Background are from a 
later, more debased era sometime after the fall of the time 
period covered in the Exalted books, but still more won-
drous than the burnt-out cinder of the modern world. 
Alternately, you might use this Background to represent 
the sort of Talismans made by the Art of Enchantment.

liBrary
Found on page 318 of M20, this Background isn’t 

recommended for Exalted vs World of Darkness be-
cause it, well, it doesn’t mechanically do a whole lot 
as-written. There’s nothing stopping the Chosen from 
taking it, though, particularly in a Mage-centric game, 
and most Dragon-Blooded families command a fairly 
respectable rating in this Background.

mentor
Mentor broadly works the same way in every World of 

Darkness game, but each has its own scale to describe the Abil-
ity. Here’s a useful one for Exalted vs World of Darkness: 

• An unreliable or inexperienced mentor: a 
young Dragon-Blooded or vampire, a neo-
phyte werewolf or mage, a weak spirit or ghost.

•• A helpful yet eccentric guide: a world-
wise Dragon-Blooded, an established 
vampire or werewolf, a mystical disciple, 
a confident spirit or shade.

••• A good and noteworthy teacher: a Drag-
on-Blooded or vampire elder, a Sidereal Exalt-
ed who’s started putting the pieces together, a 
veteran werewolf, an adept magician, a power-
ful spirit or very well-connected wraith.

•••• A wise, helpful, and respected elder: a 
Terrestrial family head, a vampire Prince 
or Primogen, a wise Sidereal, an elder 
werewolf, a master mage, a potent spirit 
of wisdom or war, or an ancient ghost.

••••• A powerful elder with serious invest-
ment in your success.

patron
This Background, found on pages 320-321 of M20, 

is potentially appropriate for Exalted to take in highly 
Mage-centric games, or possibly even Vampire-centric 
(or other intrigue-heavy) types of chronicle.

ranK
Like Certification, the Exalted could have this Back-

ground… but it’s really easier to just assume it’s part 
of your character concept, or let it be covered by other 
Backgrounds like Influence, Contacts, and Allies.

resourCes
Even with all the power in the world, you still gotta 

eat and have somewhere to live, or at least have gas mon-
ey. If this seems like bullshit, play Exalted vs Capitalism.

retainers
Retainers are highly-skilled assistants and help-

ers. While this Background provides only a very small 
number of retainers, this is by design; access to lots 
of low-skill mooks or generally helpful warm bodies is 
general the province of Backup.

seCrets
This Background, found on page 212 of W20 

Changing Breeds, concerns itself with damaging secrets, 
especially those of the supernatural world. Usually, only 
the Dragon-Blooded are plugged into the world of the 
night folk enough to uncover such forbidden knowledge 
before the game even begins, but it’s not inconceivable 
that an ex-ghoul might Exalt with knowledge of her 
master’s schemes, or that a Sidereal might immediately 
uncover some incredibly dangerous conspiracy. Alchem-
icals might also have this if they were extraordinary citi-
zens within the Technocracy prior to Exaltation.

spies
The Dragon-Blooded habitually operate significant spy 

networks in order to keep track of both their enemies and 
also their Dragon-Touched kin. Other Exalted are unlikely to 
experience the Second Breath with an information-gathering 
network already in place, but it’s not impossible by any means.
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spirit heritage
This Background, found on page 139 of W20, has a 

somewhat misleading name. Rather than indicating that the 
character is God-Blooded in the Exalted sense, it suggests 
that a certain class of spirits have an affinity for the character, 
and vice-versa. This Background could potentially be very 
appropriate for Exalted characters. Dragon-Blooded might 
have an affinity for elementals matching their Aspect, while 
servants of Helios or Luna might be drawn to Solar and Lu-
nar Exalted. Sidereals could have an affinity for spirits of the 
Weaver, or strange conceptual spirits, while Infernals are like-
ly to have a strong affinity for Banes. Alchemicals might reso-
nate with spirits of advanced technology. Abyssals are unlike-
ly to possess Spirit Heritage, instead using Spectre Notoriety.

totem
W20 and M20 have two very distinctly different Back-

grounds that both go by the same name. The version the 
Exalted use is very specifically the Werewolf version, not the 
one from Mage. Kindred of the East also has a Background 
called Nushi that is functionally identical, and if you have 
that book but not W20, you can use Nushi instead.

The one problem, of course, is that a lot of totems 
give those who follow them access to powers and traits 
the Exalted don’t have, like Gifts, Rage, and Renown.

Use the following general guidelines:

• When a totem would grant or reduce Renown, 
assume that Exalts following the totem are more gener-
ally well-regarded or mistrusted by spirits who embody 
that type of renown, and raise or lower the difficulty of 
social interactions with them by +1 or -1.

• When a spirit grants extra Rage or Gnosis, replace 
it with extra Essence.

• When a spirit grants some Ability the Exalt doesn’t 
normally use, treat it as a Secondary Ability. It may not 
be terribly useful, but then, the Exalt was the one who 
chose to accept the patronage of a spirit whose inter-
ests didn’t align perfectly with her own, after all.

• If a spirit grants the Exalt a Gift, she gains the abil-
ity to use that Gift for so long as her pact with that spe-
cific spirit endures. Replace any Rage or Gnosis costs 
with an equal Essence cost.

Wonder
Everything said about Fetish applies here, too, save 

that Mage-toys are even more temperamental about 
people walking off with them. Still – no matter who 
built the thing, it’s your plasma cannon now, isn’t it?

the exalted and Cults
There’s a Background by this name on page 310 of 

M20 which gives a mage some Sleeper worshipers who 
make his ritual magick a bit easier. This isn’t that. 

Cult is also a classic Exalted Background that 
increases Essence and Willpower regain rates, and if 
you’re wondering how it ought to work in Exalted vs 
World of Darkness, the answer is: it usually doesn’t. In 
the Fifth Age, mortal worship is no longer of any real 
benefit to the Chosen. Even demons, fresh-escaped 
from Hell, have to establish elaborate pacts to reap 
even the slightest shred of power from the dim rem-
nants of mortal faith in this fallen era.

However… there is a way for the Chosen to ben-
efit from mortal prayer as they did in Ages past. It’s 
strange, and unwholesome, and it raises a host of un-
comfortable metaphysical questions, but it does work.

neW BaCKground: Cult
A group of mortals worship you as a god. You’re 

not even sure they’re wrong, really. In and of itself, 
this worship provides you no real benefit, although 
your congregation probably makes a fertile recruiting 
ground for other Backgrounds such as Allies, Con-
tacts, and Backup. If you’ve learned how to harness the 
power of prayer, however, higher ratings in this Back-
ground mean that when you travel abroad, it’s easier to 
find worshipers and bask in their adoration.

• A small but devoted cult. Perhaps three 
or four priests and a dozen lay worshipers 
maintain a single shrine in your honor.

•• Your cult has quietly spread throughout a 
small town or a single district of a city. You 
have almost a dozen priests, and 20 or 30 wor-
shipers spread between two or three temples.

••• Your cult encompasses more than 100 
members, and has either thoroughly spread 
through a single city, or has smaller branch-
es in several disparate population centers.

•••• Your cult is large and widespread, with 
small cells spread throughout an entire 
geographical region such as the Ameri-
can West Coast or the British Isles.

••••• You’ve gone global, with more than 1,000 
worshipers spread over numerous countries.
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prayer-eating
The Hungry Dead of the Indian subcontinent 

practice a spiritual discipline that is regarded as hereti-
cal and abhorrent by their cousins farther east. Some 
believe it to have been taught by the debased spirits 
known as the Yama Kings, while others simply regard 
it as a blasphemous affront against Heaven undertaken 
by corpses with pretentions of divinity.

A few – a very few – Dragon-Blooded families 
know that the Chosen are also capable of practicing 
a version of the Discipline known as Prayer-Eating. 
It’s not so much considered blasphemous as incredi-
bly ill-advised, and the House of Bhagwat has gone to 
some pains to prevent word of this odd miracle from 
spreading. Is it presumptuous for human heroes, how-
ever divinely blessed, to divert the hopes and prayers of 
the masses onto themselves, for their own benefit? Per-
haps. Is it foolish and dangerous for a family of demi-
gods attempting to avoid drawing the notice of the rest 
of the supernatural world to enter into direct compe-
tition with the Celestial Tribe of the Hungry Dead for 
human worship? Absolutely.

And so it is that for most of history, the Exalted have 
not practiced Prayer-Eating, nor interrogated too closely 

the reasons why they should be capable of mastering one 
of the Disciplines of the Hungry Dead, but no others.

That’s probably going to change now. The new-
ly-freed Solar, Lunar, Sidereal, and Abyssal Exalted 
are highly unlikely to have any knowledge of obscure 
heresies practiced by the vampires of Asia and India, 
but the same can’t be said for the Infernal Exalted. 
Those unholy monsters possess an inherent affinity for 
Prayer-Eating, and may begin developing it instinctive-
ly when first exposed to human worship.

Prayer-Eating is unusual, as Charms go. All Exalt-
ed are capable of learning these Charms at (rating x 3) 
experience points, save for the Infernal Exalted, who 
pay only (rating x 2) for them. Moreover, unlike other 
Charms, Prayer-Eating must be learned in ascending 
order of mastery. That is to say, a character must mas-
ter Hear Prayers before learning Prayer Appraisal.

hear prayers (•)
The Exalt seats herself, empties her mind, and al-

lows her worshipers’ prayers to flow into her conscious-
ness. This Charm allows the character to monitor the 
supplications and wishes of her followers, so long as 
they speak their prayers in at least a faint whisper; un-
spoken prayers cannot reach the character’s ears. She 
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can even use this Charm to pick up distress calls from 
imprisoned or endangered worshipers, so long as their 
entreaty for help is part of a heartfelt prayer.

System: The Exalt must relax as completely as she is 
able, in a place relatively free of distractions, and make a 
Stamina + Occult roll against difficulty 6. Success allows 
her to hear prayers uttered within a number of miles equal 
to her (Essence rating x 5). These prayers must be issued 
with sincerity, and they must be directed to the Exalt.

prayer appraisal (••)
The Exalt gazes into the eyes of one of her worship-

ers, and therein sees his innermost hopes and desires. 
The distinction of “worshiper” is crucial; if the subject 
doesn’t genuinely acknowledge the Exalt as a supernat-
ural being capable of exercising miraculous guidance 
over his life and worthy of deep reverence, this Charm 
reveals nothing whatsoever – although even that can 
be useful in its way, as it allows the Exalt to weed out 
the faithless from her congregation.

Prayer Appraisal can function even across the 
Gauntlet or Shroud, allowing the Chosen to surrepti-
tiously gauge the hearts of the faithful.

System: The Exalt gazes into her subject’s eyes, and 
the player rolls Perception + Empathy. If the subject is 
actively offering prayers to the Exalt, the difficulty is 
the lowest of 4 or the target’s Willpower. Otherwise, 
this roll is made against the highest of the two values. 
The more successes rolled, the more clearly the Exalt 
reads her worshiper’s heart.

• One success: The Exalt knows if the subject is sin-
cerely praying, and what general thing they most want 
from her: “I want my grandmother to live.”

• Two successes: As with one success, but the Exalt 
also knows why the target desires the thing they want: “I 
want my grandmother to live so I can get into her will.”

• Three successes: The Exalt also gets a short sum-
mary of the target’s prayers over the last month, along 
with their reasoning. Furthermore, she learns the 
subject’s name, her Demeanor, and a few very broad 
strokes of her personal history.

• Four successes: As three successes, but the Exalt 
also learns the target’s Nature, Willpower score, most 
of their personal history, and mystical ties or bonds that 
might hold power over them (such as a blood bond, or 
being conditioned to possession by a ghost), their current 
thoughts and feelings, any long-term plans, and finally, 
the Exalt knows if her worshiper has ever lied to her.

• Five successes: The target’s soul is an open book 
to the Exalt – all of their thoughts, history, dreams, de-
sires, memories (even edited or suppressed ones), and 
ugly secrets are laid bare before her.

FulFill prayer (•••)
The Exalt very lightly sets her fingers upon the 

threads of fate and fortune, tugging them into closer 
alignment with an offered prayer so that it is more 
likely to come true. This is a very minor miracle: it 
can’t raise the dead or conjure wealth from thin air. It 
merely nudges reality toward desirable outcomes, and 
the more humble the prayer, the more likely it is to be 
granted. It cannot cure a worshiper’s cancer, but might 
drive it into remission for a few years – or at least until 
the postulant sees his son graduate.

The Exalt cannot answer her own prayers, but 
there’s nothing stopping her from lavishing her favor 
upon the prayers of others that best align with her own 
wishes or agenda.

System: The Exalt spends 1 Essence and makes a 
Perception + Occult roll with a difficulty equal to the 
local Gauntlet rating. The more successes garnered, 
the more strongly fate and fortune will work to grant 
the selected prayer. This is a matter of storytelling rath-
er than solid systems, but protecting “blessed” actions 
from botches or granting free specialties are within rea-
son, if some systems manifestations of this Charm are 
needed. This Charm can’t answer prayers more than a 
week old, and the prayers must be offered directly to 
the Exalt in the sincere and uncynical belief that she 
is a supernatural being capable of using her power to 
grant miracles to those she favors.

prayer-eating (••••)
While appearing directly before a congregation of 

her worshipers, the Exalt may catch their prayers on her 
fingertips and eat them, refining them into a sticky, hon-
ey-like substance shining in the same hue as her anima 
banner before popping them into her mouth.

System: The Exalt must officiate or take a central 
role in a worship ceremony dedicated to her own glory 
and divinity, and attended solely by faithful worship-
ers. The presence of a single doubting heart ruins the 
prayers and renders the service useless to empower her.

At the height of the service, the Exalt spends a Will-
power point and her player rolls Charisma + Performance 
against difficulty 7 to stage-manage the climax. Each suc-
cess grants a point of succulent Essence, which the Exalt 
must devour before it evaporates in about ten minutes.
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This Charm can’t grant more than one point of 
Essence for every 10 worshipers present, and a single 
congregation can’t provide a banquet of Essence more 
than once per day. It takes at least an hour to perform 
a suitable ritual and to stoke the faithful up to a suffi-
cient height of religious fervor.

unBreaKaBle soul-Bonds (•••••)
The Exalt can bond the heart and soul of a worshiper 

to herself, allowing her to forever command that being’s 
unfailing loyalty. No torture, no drug, no blackmail can 
force the target to betray the Exalt; if necessary, he will 
bite off his tongue and die first. Nor will he ever cease to 
love, protect, and worship the Exalt as his incarnate god.

System: This Charm can only be directed at some-
one who is a true, willing, and fervent worshiper of the 
Exalt, and whose prayers the Exalt has consumed at 
least 10 times with Prayer-Eating. 

The Exalt comes upon her target in the midst of 
devotions to her, spends 1 Essence, and makes a Will-
power roll against difficulty 4. If she accumulates three 
or more successes, the target’s soul is bound to her. He 
now loves her unconditionally and forever; no other 
power can overwrite this bond. This Charm is capable 
of shattering and replacing existing powers of slavery 
and obligation such as vampiric blood bonds. It lasts 
for as long as the target lives, and perhaps even longer 
if he lingers as a worshipful ghost.

the exalted and Familiars
There’s a Background by this name on page 314 of 

M20 which gives a mage a little magical buddy who can 
store Quintessence and eat Paradox for him. This isn’t that.

Familiar is also a classic Exalted Background that gives 
you an animal buddy. In the game’s first two editions, it 
was mostly notorious for being a hilariously poor invest-
ment compared to Artifact, but some players really love 
having Scrambles there on their character sheet, and I’m 
not going to be the one to spoil their fun, so here we are.

The earlier dots of this Background give you a mostly-or-
dinary critter, with no particular immunity to being yeeted 
off a building by an angry vampire, but by long-standing 
social contract it is generally considered poor form to gack 
someone’s familiar. The later dots… well, we’ll get there.

One final note: Rather than try to enforce some 
kind of standards of sanity upon what you can do 
with Familiar, I’ve more or less opened the floodgates. 
Please don’t take that as an open invitation to go crazy 
with some of the sillier shit this makes possible. Please 

take a moment to read the room, and don’t make a di-
nosaur-riding gunslinger if everyone else at the table is 
going in for some kind of serious, non-wacky character 
concept. A modern setting provides a lot of opportuni-
ty for the player with a familiar to end up as that fucking 
guy. Don’t be that fucking guy.

neW BaCKground: Familiar
You have an animal companion, closer to your 

heart than your own ribs. You are an inseparable duo, 
utterly loyal to one another. You are always considered 
to have a positive Intimacy toward your familiar, and 
vice-versa; you don’t need to use up one of your three 
Intimacies on that, it’s just a given.

• You have an animal buddy. A list of 
animal traits can be found later in the 
chapter. If you travel into or out of one 
of the otherworlds, you can always bring 
your familiar along at no additional cost 
or increase in difficulty.

•• Your familiar understands you when 
you speak to it, and you can always un-
derstand at least the broad gist of what 
it’s trying to tell you as well.

••• By closing your eyes in total concentra-
tion, you can perceive the world through 
your familiar’s senses. Your familiar al-
ways knows when you’re in trouble, no 
matter the distance separating you.

•••• You may choose one supernatural enhance-
ment for your familiar from the list below.

••••• You may choose two supernatural enhance-
ments for your familiar from the list below.

Prayer-eating kind of sUcks?

It’s true. While there are a few nice powers to be 
found in Prayer-Eating, it’s a quite significant 
investment for very modest returns compared 
to the power of an Exalt’s native Charms, par-
ticularly since you need a big cult to get a lot of 
use out of it. Like hedge magic, Prayer-Eating is 
mostly here because it makes sense for it to be 
here, and as a tool for NPC antagonists or PC 
self-expression: not because it’s an efficient or 
optimal path to power. 
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enhanCements
Those among the Chosen with the very deepest 

bonds with their pets may share their divinity with 
their familiar, making it Exalted in its own right. Many 
of the following enhancements are restricted based on 
the Exaltation of the familiar’s master.

Bestial traits teChnique 
(any But alChemiCal)

The Exalt may reflexively pay 1 Essence to absorb 
her familiar into her anima, causing her to manifest 
one of its Aspects for the rest of the scene, such as gills 
or ferocious claws. The familiar reappears at scene’s 
end or when the Exalt voluntarily relinquishes the 
merger, whichever comes first.

deathless Beast Fetter (aByssal)
Each time the sun crosses the horizon, the Abyssal 

may choose to send her familiar across the Shroud to 
exist as either a living being or a ghostly spy.

dream-Forged Companion (lunar, solar)
The Exalt’s familiar needs not be a mundane animal, 

but may be some extinct or fantastic beast she encountered 
in the otherworlds, or even in her dreams of past lives, and 
drew back into the mortal world along with her. Her com-
panion is ordinarily invisible and intangible to all but be-
ings capable of perceiving reality’s chimerical or fae aspect, 
but the Exalt may at any time reflexively pay 1 Essence to 
make her familiar visible and tangible for a scene, or may 
cause it to become so at no cost when her anima is flaring.

Traits for fantastic beasts can be found in The By-
gone Bestiary, but please exercise caution and discre-
tion; that book isn’t renowned as a paragon of stellar 
balance or mechanics writing.

elemental halo oF  
destruCtion (dragon-Blooded)

The Exalt’s familiar is not only immune to damage 
from her anima flux, but when her anima is flaring 
the Dragon-Blooded may pay 1 Willpower to cause her 
familiar to also manifest an identical banner, complete 
with its own anima flux.

good dog, Best Friend (liminal)
When her Limit reaches 10 and the Liminal is about 

to suffer Alienation, she may roll her Familiar rating 
against difficulty 9. Each success erases one point of Lim-
it, potentially staving off her descent into inhumanity.

ghost-WatChing Companion (aByssal, liminal)

When the Exalt sees through her familiar’s eyes, 
she can perceive ghosts. Her familiar can always sense 
the unquiet dead, and will generally make a ruckus if a 
ghost threatens its master.

iron Fang upgrade (alChemiCal)
The Exalt touches her familiar, spends a point of 

Willpower, and grants it one of her Charms that is not 
currently installed in her Array. A familiar may only 
hold one Charm at a time. The Alchemical must pay 
any costs and make any activation rolls associated with 
the Charm, and any coefficients are based off the Al-
chemical’s traits rather than those of the familiar (for 
example, a Charm that grants Strength in extra dice will 
add dice equal to the Alchemical’s Strength rating).

lessons oF the Winter WolF (lunar)
The Lunar may reflexively spend 1 Essence to ex-

change places with her familiar. Those watching the 
exchange see the familiar shapeshift into the Lunar’s 
form, and she into its.

red-toothed exeCution order (any)
The Exalt may channel any of her attack or defense 

Charms through her familiar, such as Dragon-Graced 
Weapon, Adamant Skin Technique, or Fire and Stones 
Strike, using the Exalt’s own traits for any necessary 
rolls or effect coefficents (Fire and Stones Strike would 
add damage based on the Solar’s Brawl, for example, 
not the familiar’s). This enhancement is subject to all 
common-sense limitations: a dog cannot, for example, 
benefit from Splinter of the Void since it lacks a gun.

Please don’t take that example as a challenge to find 
some way to make Gun Dog, the Dog With a Gun.

saga Beast virtue (aByssal, solar)
The Exalt may reflexively spend 1 Essence to trig-

ger a dramatic transformation in her familiar, causing 
it to swell into a divine beast of legend. Alternately, it 
may transform at no cost by touching the Exalt’s flaring 
anima banner. The transformation grants the familiar 
Strength +3, Dexterity +2, and Stamina +3, along with 
one new Aspect chosen at the time of acquiring Saga 
Beast Virtue, and three Bruised health levels, which do 
not heal, but rather are simply destroyed for the rest of 
its current transformation if damaged.

spirit-shape Companion (inFernal, sidereal)
The Exalt’s companion is promoted into a very 

minor sort of hearth divinity (or devil). It gains the 
following enhancements:
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• The familiar gains a second form it may transform 
into by concentrating for a turn. This form is able to 
pass for human while wearing heavy clothing, though 
it may sport features like feathers in its hair or fearsome 
sharp teeth. Design this form’s Attributes by prioritizing 
physical, social, and mental categories, then distributing 
7/5/3 dots as though making a character. Any mental 
Attributes which end up higher than those it possessed 
as an animal are carried over into its animal form.

• The familiar gains an additional 15 dots to distribute 
into its Abilities, and may gain intellectual abilities such as 
Academics and Medicine that would otherwise be inappro-
priate for a beast. It also speaks all languages the Exalt does.

• If it had fewer than seven health levels, then it 
enough Bruised levels to make up the difference. Its 
Willpower increases to 5 if it was not that high already.

• If slain, the familiar reforms in the Exalt’s pres-
ence at some point during the following story.

• The familiar may pass into the Spirit World while 
within a Dragon Nest (and vice-versa) by making a suc-
cessful (Wits + Athletics) roll against the local Gauntlet.

spirit-tied pet (any)
The Exalt’s pet is tied inexorably to her Exaltation. 

At any time she needs but whistle, and her pet will step 
out of her anima, immediately at her side. If her pet is 
ever slain, it is only until the end of the current story. The 
Exalt feels her companion’s spirit come to slumber within 
her. After the beginning of the next story, it appears at her 
side, hale and whole, the first time her anima flares.

martial arts
Once there was an age when the breath of Heav-

en flowed through the world with vibrant intensity. In 
those days, a man or woman who learned the prop-
er techniques of breathing, centering their balance, 
emptying their mind, and harnessing the strength of 
both spirit and limbs could strike with the power of 
a god. When practiced by those genuinely blessed by 
the gods, such techniques could split tidal waves and 
reality itself asunder.

That age ended long before the first two bricks that 
would make up the city of Ur were laid one upon an-
other. Its rich tapestry of history, tradition, and martial 
wisdom was lost in blood and fire, and for time beyond 
reckoning, the Dragon-Blooded fought with brute feroc-
ity, with fist and tooth and nail and flint-tipped spear.

And yet, so long as humans live beside one anoth-
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er, they will forever fall into conflict, and seek superior 
means of defeating their enemies. In time, the martial 
arts flourished once more across the world, and though 
the breath of Heaven is now little more than ashes in a 
cemetery wind, mortals once more bear the ancient pow-
er of the gods, and may draw some power from the ways 
of proper stance, proper breathing, and proper action.

the Breath oF heaven,  
the Fists oF man

Many Exalted practice and have always practiced 
a wide variety of martial arts. Today, there are Drag-
on-Blooded masters of boxing, fencing, muay thai, Bra-
zilian jiu jitsu, and many other combat forms. It’s not 
fair to say that the Terrestrial Exalted made attempts to 
recapture the fighting styles of old; in truth, the very exis-
tence of supernatural martial arts in the Age of Legends 
had been long forgotten by the time humanity began to 
rediscover formal styles of combat. Rather, whenever the 
Dragon-Blooded encountered and practiced a combat 
art, they experimented with various means of augment-
ing it with their native Essence. This produced fearsome 
techniques and tactics for the deployment of Charms 
such as Dragon-Graced Assault, but nothing truly like 
the secret battle arts of the Age of Legends.

This is the truth, as best the Dragon-Blooded under-
stand it: the arts of supernatural combat were innovated, 
as they now exist in the World of Darkness, not by the re-
clusive Chosen, but by mortal men and women attempt-
ing to punish the night folk for their transgressions.

The demon hunters known as the Shih trace their 
origins to a legendary figure born more than 3,000 years 
ago named Wan Kung Yi. As best as Dragon-Blooded 
genealogists can determine, Yi was no kin of Terrestrial 
Exalted, but merely a mortal man of extraordinary disci-
pline and virtue. The order he founded not only made 
an extensive survey of the nature and weaknesses of the 
night people, they practiced physical and spiritual re-
finements to gain conscious access to the power of their 
own life-force… and then devised battle arts to wield 
that energy as a weapon with which to kill monsters.

The Dragon-Blooded have never had any sort of 
agreement or alliance with the Shih. Although individ-
ual Exalted have sometimes quietly supported individ-
ual demon hunters or offered them shelter, they usual-
ly took pains to appear as nothing more than eccentric 
aristocrats while doing so. The Shih are diligent, the 
Shih are implacable, and the Shih are very, very good 

at uncovering the cataloging the secrets of the super-
natural world. The Dragon-Blooded did not and do 
not want the Shih to pay attention to them.

And yet, their combat arts are breathtaking, tan-
talizing. It was decided, some thousand-odd years ago, 
that they were worthy of firsthand study. The House 
of Tsang acquired the secrets of the Shih battle arts 
through a painstaking series of manipulations which 
saw two of its Dragon-Touched children adopted by a 
Shih demon hunter and trained in the ways of that 
ancient fraternity. The family lost its hold on one of 
the children, but maintained contact with and spon-
sorship of the second, and from that Dragon-Touched, 
gained the opportunity to study the Shih martial arts. 
The Tsang family maintained its ties to the Shih over 

What aboUt dreaming  
Pearl coUrtesan style?

The supernatural battle arts of the Exalted died 
with their practitioners 50,000+ years ago, and 
are unlikely to ever be recovered. Moreover, Ex-
alted vs World of Darkness attempts to strike 
a contemporary and global tone, rather than 
leaning heavily into specifically Asia-inflect-
ed action-cinema. Further, martial arts have 
always represented a significant source of sys-
tem complexity in Exalted and this is a simpler 
system: this game doesn’t use long interdepen-
dent Charm cascades in the same fashion as its 
parent game, and converting all of the styles 
of Exalted would probably be an undertaking 
of equal scope to this entire book. As such, the 
martial arts styles of the Age of Sorrows are not 
recreated for this game.

However, it is also true that martial arts are 
a much-loved secondary feature of Exalted, 
and some would lament their total absence. 
The rules below represent an attempt to main-
tain the integrity and tone of the setting while 
also delivering secret forbidden kung-fu that 
lets you split a werewolf’s skull in half with a 
palm strike. As such, these rules are strictly op-
tional. If the group doesn’t want to deal with the 
complexity increase they impose upon combat, 
don’t use them. The default assumption is that 
Exalted vs World of Darkness chronicles will 
operate without them.
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the next three generations, until one night all of its 
demon hunter scions were wiped out in a battle with a 
nest of goblin spiders. By that point, however, the fam-
ily had fairly extensive knowledge of the Qiao, and had 
begun trading that knowledge to other Dragon-Blood-
ed houses at premium rates.

The House of Tsang wasn’t alone in its interest in 
the Shih, of course, and a few other families have tried 
repeating its experiment with varying success. At pres-
ent there are believed to be four Dragon-Touched Shih 
wandering the nights of Asia, only one of whom has any 
awareness of her Exalted relatives. And as for the Qiao?

The Qiao spread, as any truly incredible wonder 
will. Only about one-third of the modern Dragon-Blood-
ed families contain any practitioners of the Shih battle 
arts, but there is a well-established custom of sending 
young scions to visit with foreign households to study 
under their martial tutors, in exchange for proper con-
siderations, favors, or financial compensation.

As to the other Chosen… the Shih are certainly ex-
traordinary individuals. Should any of them undergo Ce-
lestial Exaltation, woe betide the shen who steps out of line.

the qiao
The mystic battle arts of the Shih demon hunters are 

commonly known as the Qiao. As practiced by their Shih 
creators, they burn the user’s Chi to achieve miraculous 
results, at a steep cost to the demon hunter’s health.

The Qiao can also be used by any of the Exalted who 
happens to find a willing tutor. When the Exalted per-
form the Qiao, they substitute Essence for all Chi costs 
(at no risk to their own health, naturally), but otherwise 
utilize these mystic battle arts in the same fashion as their 
Shih creators. Dawn Castes, Dusk Castes, Full Moon 
Castes, Earth Aspects, Water Aspects, Liminals with Dex-
terity as an Aspect Attribute, and the Chosen of Battles 

and Endings, along with all Exalted who select one of 
those Castes as Favored Charm list, may purchase Qiao 
for (rating x 3) experience points each. All other Chosen 
must pay (rating x 4) experience points to learn them.

The Qiao can be found in Demon Hunter X. As 
Demon Hunter X was published under the Second 
Edition rules for Kindred of the East, some of its 
systems are a bit out of date for the 20th Anniversary 
Storyteller ruleset. Adjustments are noted below, along 
with a quick summary of the Qiao for Storytellers who 
don’t have Demon Hunter X but who still want to run 
NPCs using Shih battle arts.

• Qiao of the I Shen (Celestial Gods style): A bat-
tle art which transforms prayers and prayer strips into 
weapons against the night folk.

• Qiao of the Mo Kung (Devil Fighter style): A bat-
tle art which burns spiritual energy to empower the 
fighter’s body to superhuman levels.

• Qiao of the Yu An (Jade Harmony style): A battle 
art which fortifies the practitioner’s psyche against the 
mind-tricks of the night folk.

• Qiao of the Feng (Phoenix style): A battle art which 
helps its practitioner recover from injury and disease.

• Qiao of the Shi (Serpent style): A battle art which fo-
cuses the practitioner’s spiritual energy into a direct weapon.

• Qiao of the Chien (Mirror style): A battle art 
which traps the magic of the night folk and turns it 
back against them.

• Qiao of the Long Ling (Dragon Ruler style): A battle 
art which focuses on mind tricks and mental domination.

• Qiao of the Meng (Dream style): A battle art 
which helps its practitioners recover from mental 
strain and torment.

• Qiao of the Zhu Mao (Resilient Cat style): A battle 
art which permits miraculous feats of mind over matter.

qiao oF the i shen
Heavenly Flames: This power inflicts lethal rather 

than aggravated damage.
Heaven’s Thunder: The damage this power in-

flicts on its user is lethal.

qiao oF the mo Kung
Yes, Devil Fighter style can produce some really 

insanely gross dice pools when combined with Exalted 
Charms. There’s a reason the Dragon-Blooded wanted 

the matter of do

The Dragon-Blooded are also well aware of the 
impossible combat arts of the Akashic Brother-
hood, and have made several attempts to study 
them over the course of history, but have had 
no luck in adapting their Essence to the forms 
and lessons of Do, which seem calibrated for 
a more subtle sort of power than that the ele-
mental majesty of the Terrestrial Exalted.
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to get their hands on this stuff. It does not, however, 
increase the dice cap of “Excellence”-style Charms.

Replace all (Attribute) + Meditation rolls with 
Willpower rolls.

qiao oF the yu an
Though Exalted students carry a bit of jade with 

them while learning Jade Harmony style because that’s 
how the style is taught, they don’t actually need this aid, 
and can use this Qiao’s powers without it. Their Exal-
tation provides all the spiritual focus necessary.

qiao oF the Feng
The Closing Wound: This power can heal any sever-

ity of bashing damage, or lethal damage so long as it isn’t 
marked in a Mauled, Crippled, or Incapacitated health box.

Spiritual Healing: This power can heal both bashing and 
lethal damage with equal facility and without limitations.

Escape From Death: This power heals aggravated damage.

qiao oF the shi
Thousand Fists: Instead of Dexterity + Martial 

Arts, make a reflexive Willpower roll when activating 
this power, then attack as normal.

Spear Hand: Instead of Strength + Martial Arts, 
make a reflexive Willpower roll to activate this power.

Thousand Swords: Roll Willpower rather than 
Strength + Occult. This power also allows Brawl at-
tacks to inflict aggravated damage.

qiao oF the Chien
Stolen Serpent: Redirected attacks may also be aimed 

with Dexterity + Athletics rather than Dexterity + Firearms.
Bite of the Mu: The Chosen face no risk to their 

spirit or psyche from the use of this power.

qiao oF the long ling
Dark Reflection: Each success inflicts a -1 penalty 

on the target’s Initiative for the rest of the scene.
Haunted Eyes: The Infernal Exalted are also vul-

nerable to this attack, as it agitates their Exaltation and 
the devil bound into it.

qiao oF the meng
Focus of the Mind: Roll Willpower rather than 

Perception + Meditation.
Nightmare Exorcism: Roll Willpower rather than 

Wits + Meditation.

qiao oF the Zhu mao
Wind Strike: This also works perfectly well on 

throws executed with Brawl.

Mountain Stance: Stamina + Brawl is also accept-
able to trigger this power.

Celestial Wind: Roll Wits + Occult rather than 
Medicine + Occult.

the great Curse
As detailed in the sidebar in Chapter Ten, the Great 

Curse isn’t a thing in this game. However, I’ve talked to 
enough people who wanted it to still be a thing that I’m 
including these rules for use by groups that want them.

These rules are optional. The default assumption is 
that they do not apply.

the dragon-Blooded
The Dragon-Blooded were only lightly brushed 

by the passing hand of the Great Curse, even in the 
Age of Legends. In the World of Darkness, the weight 
of their Aspect presses heavy upon each Terrestrial’s 
mind and spirit. 

• Aspects of Air are beings drawn to consideration 
and excellence. They must make a Willpower roll (diffi-
culty 7) before embarking on any course of action with 
serious consequences without first deliberating upon it 
and drawing up a plan.

• Aspects of Earth are stolid, contemplative, even 
passive by nature. They rouse to action slowly, and suf-
fer a -3 penalty to all Initiative rolls.

• Aspects of Fire are passionate, impulsive, fiery 
individuals. When offered significant provocation of 
some sort, they must make a Willpower roll (difficulty 
7) to avoid responding in kind.

• Aspects of Water are manipulative and secretive by 
nature, preferring to keep the inner depths and currents 
of their thoughts to themselves. It’s not their nature to 
approach anything by the straight and clear path. As 
such, an Aspect of Water must make a Willpower roll 

UPdated shih rUles

On the off chance you’re running Shih NPCs 
or, hell, Shih PCs, here’s a quick update to get 
them 20th Anniversary compliant. When a Shih 
spends enough Chi to injure herself (see De-
mon Hunter X, page 53), she takes bashing 
damage. If she taps into Chi in excess of her Vir-
tue ratings, though, she suffers lethal damage.
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(difficulty 7) in order to take any sort of straightforward 
action that would make her Intimacies clear to those 
who don’t already know of their importance to her.

• Aspects of Wood possess a deep connection to 
the spirit and Essence of all living things. When in 
artificial surroundings with no more natural elements 
around them but perhaps the sky above and a potted 
plant or two (office buildings, urban blight zones, etc), 
they increase the difficulty of all Willpower rolls by +2.

Storytellers and players who like to emphasize the 
elemental character of the Dragon-Blooded may wish 
to use these rules without including any other Great 
Curse mechanics. Alternately, in games which omit 
these rules, a Dragon-Blooded player may take the 
2-point Flaw “Driven by the Elements,” afflicting her 
character with the curse appropriate to her Aspect.

the solar exalted
The heroes of old were individuals of vast mirth 

and vast melancholy, as it were. The lingering shadow 
of the Great Curse drives the Solars to excess, to intem-
perate and incautious action. They are men and wom-
en with the power of gods, living in a world staggering 
from disaster to disaster – surely that power is meant to 
be used, and used now!

Each Solar gains a Limit track, which runs from 0 
to 10 points. Limit is gained in the following fashion:

• Whenever the Solar botches a roll, she gains a 
point of Limit.

• Whenever the Solar acts in a way that undermines 
or betrays either her Nature or one of her Intimacies, 
she gains a point of Limit.

• The Solar has a Limit Trigger defined by the player. 
This is a situation the Solar finds abhorrent or intol-
erable, such as “Being humiliated,” “Witnessing the 
mighty abusing the weak,” or “When directly faced 
with temptations to the life of debauchery I foreswore.” 
Whenever the Solar encounters her Limit Trigger, she 
gains a point of Limit. The Limit Trigger shouldn’t 
happen every time the Solar turns around, but it also 
shouldn’t be something that never comes up.

Once a Solar’s Limit track reaches 10 points, she 
enters Limit Break and the track empties. Once a Solar 
enters Limit Break, she must do something extremely 
rash, intemperate, or ill-advised which complicates the 
story significantly and entertainingly. Until she does 
so, she cannot spend any of her experience points.

In games which omit the Great Curse, a Solar’s 
player may take the 3-point Flaw “Intemperate” to afflict 
her character with a Limit Track and the above rules.

the lunar exalted
The Lunar Exalted once fought their way free of a 

life in chains, and the anger that carried them through 
that struggle continues to burn in their Essence, their 
hearts, their souls. Sometimes that rage bursts free of 
all confines, laying waste to whatever provokes it.

Each Lunar gains a Limit track, which runs from 0 
to 10 points. Limit is gained in the following fashion:

• Whenever the Lunar botches a roll, she gains a 
point of Limit.

• Whenever the Lunar acts in a way that under-
mines or betrays either her Nature or one of her Inti-
macies, she gains a point of Limit.

• Whenever the Lunar is captured, confined against 
her will, or otherwise imprisoned, she gains a point of 
Limit. Another point of Limit accumulates at sunset 
each day that this condition persists.

• Whenever the Lunar is subjected to some form of 
supernatural mental or emotional control, even if the 
attempt fails, she gains a point of Limit.

Whenever the Lunar is provoked by something 
that rouses her anger (at the Storyteller’s discretion), 
roll her current Limit rating as a dice pool against diffi-
culty 6. Each success bleeds off one point of Limit, but 
also raises the difficulty of all social interactions for the 
rest of the scene; other characters can sense the bestial 
fury radiating off of the Lunar, and it puts them ill at 
ease. If the Lunar rolls five or more successes, then the 
Lunar also flies into a frenzy, attacking whatever pro-
voked her ire until it is fled or incapacitated.

In games which omit the Great Curse, a Lunar’s 
player may take the 3-point Flaw “Bestial Fury” to afflict 
her character with a Limit Track and the above rules.

the sidereal exalted
The Sidereal Exalted were once arrogant and abu-

sive stewards of fate and fortune, bending and even 
breaking the world to suit their plans and projections. 
A few of those ancient fracture lines still scar the fabric 
of destiny, waiting to rebound on incautious manipu-
lation of reality.

Each Sidereal gains a Limit track, which runs from 
0 to 10 points. Limit is gained in the following fashion:
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• Whenever the Sidereal botches a roll, she gains a 
point of Limit.

• Whenever the Sidereal receives some clear indica-
tion of the course destiny wishes to take, and acts in 
contradiction of it, she gains a point of Limit.

• Whenever the Sidereal spends her Essence pool 
all the way down to 0, she gains a point of Limit. She 
can’t gain Limit in this fashion again until she com-
pletely refills her Essence pool.

Once a Sidereal’s Limit track reaches 10 points, 
she rolls her Limit as a dice pool against difficulty 6. 
The results are precisely as though a mage had just 
rolled their Paradox pool, save that no matter how few 
or how many successes the Sidereal accumulates, the 
Limit track resets to 0 after the roll. See M20, pages 
547 to 552 for more details, but generally speaking, the 
Sidereal will either suffer one level of automatic, un-
soakable, unavoidable (yes, even with Duck Fate – the 
disruption is coming from inside the Sidereal’s own Es-
sence) bashing damage per success; or will be plagued 
for a short period by mild to serious reality “glitches” 
similar to the Shadows and Curses that afflict Abys-
sals, but less spooky and more flavored toward the Si-
dereal’s brand of destiny manipulation.

In games which omit the Great Curse, a Sidereal’s 
player may take the 2-point Flaw “Brittle Reality” to afflict 
her character with a Limit Track and the above rules.

the aByssal exalted
The Abyssal Exalted already have a curse to deal 

with. Even if you’re re-introducing the Great Curse, 
they don’t get anything new to worry about.

the inFernal exalted
The Infernal Exalted were once the pawns and dogs-

bodies of elder calamities that defied human imagination. 
Now they have risen from the depths of the Thousand 
Hells, and they carry its defilement and torment with them.

Every Infernal has a wicked spirit merged into 
their very Essence, acting as the bonding agent uniting 
human will to defiled Exaltation. Sometimes, that spir-
itual taint spills out into the Infernal’s mind and spirit, 
drowning her sense of self.

Each Infernal gains a Limit track, which runs from 
0 to 10 points. Limit is gained in the following fashion:

• Whenever the Infernal botches a roll, she gains a 
point of Limit.
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• Whenever the Infernal acts in a way that under-
mines or betrays either her Nature or one of her Inti-
macies, she gains a point of Limit.

• The Infernal has a Limit Trigger defined by the play-
er. This is a situation the Infernal finds abhorrent or 
intolerable, such as “Being humiliated,” “Witnessing 
the mighty abusing the weak,” or “When directly faced 
with the sort of temptations that once led me to ruin.” 
Whenever the Infernal encounters her Limit Trigger, 
she gains a point of Limit. The Limit Trigger shouldn’t 
happen every time the Infernal turns around, but it 
also shouldn’t be something that never comes up.

Once an Infernal’s Limit track reaches 10 points, 
she enters a state of Torment and the track empties. 
While in Torment, her Nature changes to one of the 
five archetypes below (the player chooses which) for 
anywhere from a few hours to two or three days, at the 
Storyteller’s discretion. Generally, performing some 
horrendous act the Infernal will regret upon coming to 
her senses snaps her out of Torment more quickly than 
meandering about without defiling the world.

In games which omit the Great Curse, an Infer-
nal’s player may take the 3-point Flaw “Thrall of the 
Wyrm” to afflict her character with a Limit Track and 
the above rules.

tormented natures

• Destroyer: The mere existence of the world is an 
affront, a mocking gesture from a distant and disdain-
ful Heaven. So be it: let the gods see how well they like 
their precious Creation when it’s upside-down and on 
fire. (Regain Willpower when you destroy something precious 
or useful, such as a priceless artifact or a loving relationship.)

• Enslaver: Other beings are no more than props 
and puppets, waiting to dance to your whim. Seeing 
resolve, independence, and the spark of individual 
identity fade from someone’s eyes brings the closest 
thing to happiness your heart can feel. (Regain Willpow-
er when you subvert another’s will to your own.)

• Sadist: Pain is the only guarantee in life. Pain is 
sweet, and never sweeter than when visited upon oth-
ers by the works of your own hand. (Regain Willpow-
er when you deliberately cause great pain to someone else, 
whether it is physical, emotional, or spiritual.)

• Tyrant: All that matters is the triumph of your 
own will. Everyone else in the world is either a tool 
with which to implement your plans, or an obstacle 

that must be crushed without hesitation or mercy. (Re-
gain Willpower whenever you utterly destroy or ruin someone 
who opposes you.)

• Vivisectionist: Nothing can be more important 
than knowledge; certainly not such trifles as ethics or 
consideration of others. What secrets are there to be 
learned in the juices of the forbidden fruit? You don’t 
know, indeed no one knows, due to the cowardice of 
those who’ve come before you. Well, you’re no cow-
ard. You’ll find the secrets of the defiled spirit and the 
screaming nerve ending, never fear. (Regain Willpower 
when your sick and twisted experiments yield up useful infor-
mation or knowledge.)

the alChemiCal exalted
The Alchemical Exalted were never touched by the 

Great Curse, but their patron is a cold and inhuman 
being, and the power he has placed within them is a 
cold and inhuman power.

Each Alchemical gains a Limit track, which runs from 
0 to 10 points. Limit is gained in the following fashion:

• Whenever the Alchemical botches a roll, she gains 
a point of Limit.

• Whenever the Alchemical acts in a way that un-
dermines or betrays either her Nature or one of her 
Intimacies, she gains a point of Limit.

• Whenever the Alchemical spends a week without 
meaningful, nonviolent human contact of any kind, 
she gains a point of Limit. Other Alchemicals don’t 
count as human for this purpose.

Once an Alchemical’s Limit track reaches 10 
points, she enters Clarity and the Limit track empties. 
An Alchemical suffering Clarity loses touch with her 
emotions. The difficulty of all Empathy rolls rises to 9, 
and she can no longer make any use of her Intimacies, 
nor enter Dormancy. Clarity lasts for anywhere from 6 
to 36 hours before finally abating.

In games which omit the Great Curse, an Alchem-
ical’s player may take the 2-point Flaw “Heart of Glass” 
to afflict her character with a Limit Track and the 
above rules.

the liminal exalted
Like Abyssals, Liminals have a bunch of built-in is-

sues to deal with in the form of Alienation. They don’t 
have the Great Curse, as a result, but they also don’t 
need it, either.
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animal traits For lunars
I recently had occasion to make a Lunar for a game, 

and my first thought was to do a crocodile totem. I quick-
ly discovered that not only were all of the animal traits 
in V20 pretty damned unimpressive, but that V20 and 
M20 both had stats for crocodiles, and they were com-
pletely different. Like, “the V20 version of the critter has 
Strength 4, the M20 version has Strength 6” different.

So, rather than have you sort through V20, M20, 
and The Bygone Bestiary looking for a decent stat 
block, I’ve collated a list of animal traits calibrated to 

work well with Exalted vs World of Darkness. These 
rules are intended to supersede any traits found in V20 
or M20 for Lunar Exalted. Aspects are available while 
wearing the skin they’re associated with.

If using these stat blocks for actual animals rather 
than Lunar transformations, assume that all predators 
(and fighty herbivores like bulls and rams) have Brawl 
4, all other animals have Brawl 2, all critters possess 
Athletics between 1-4, Alertness between 2-4, and that 
all animals have Perception 3, Intelligence 1, and Wits 
2. Lunars retain their own Willpower and health track 
when becoming an animal.

alligator/crocodile

Attributes: Strength 4, Dexterity 2, Stamina 5
Aspects: Natural Weapons, Rugged Hide
Willpower: 3
Health: OK, OK, –1, –1, –2, –2, –5, Incapacitated

badger

Attributes: Strength 3, Dexterity 3, Stamina 3
Aspects: Natural Weapons, Rugged Hide
Willpower: 3
Health: OK, –1, –2, –5, Incapacitated

bat

Attributes: Strength 1, Dexterity 3, Stamina 1
Aspects: Keen Hearing, Nightvision, Wings
Willpower: 3
Health: –1, –5, Incapacitated

bear

Attributes: Strength 7, Dexterity 2, Stamina 5
Aspects: Keen Smell, Natural Weapons, Terrible Grasp
Willpower: 3
Health: OK, OK, –1, –1, –1, –2, –2, –5, Incapacitated

bird, small (finch, sParroW, Pigeon…)
Attributes: Strength 1, Dexterity 4, Stamina 1
Aspects: Wings
Willpower: 3
Health: –1, –5, Incapacitated

bird, sUbstantial (haWk, oWl, raven…)
Attributes: Strength 2, Dexterity 3, Stamina 1
Aspects: Keen Sight, Wings
Willpower: 3
Health: OK, –1, –5, Incapacitated

bird, large (eagle, sWan, vUltUre…)
Attributes: Strength 3, Dexterity 3, Stamina 2
Aspects: Keen Sight, Natural Weapons, Wings
Willpower: 3
Health: OK, –1, –2, –5, Incapacitated

boar

Attributes: Strength 4, Dexterity 3, Stamina 4
Aspects: Natural Weapons, Rugged Hide
Willpower: 3
Health: OK, OK, –1, –1, –2, –5, Incapacitated

bUll

Attributes: Strength 5, Dexterity 2, Stamina 5
Aspects: Bonesmasher, Natural Weapons, Swift Stride
Willpower: 3
Health: OK, –1, –1, –2, –2, –5, Incapacitated

camel

Attributes: Strength 3, Dexterity 3, Stamina 5
Aspects: Hardiness (Deserts)
Willpower: 3
Health: OK, OK, OK, –1, –1, –2, –5, Incapacitated

cat

Attributes: Strength 1, Dexterity 4, Stamina 2
Aspects: Natural Weapons, Nightvision, Stealthy
Willpower: 3
Health: OK, –1, –5, Incapacitated

coyote

Attributes: Strength 3, Dexterity 3, Stamina 3
Aspects: Keen Smell, Natural Weapons, Swift Stride
Willpower: 3
Health: OK, –1, –2, –2, –5, Incapacitated



303

deer/stag

Attributes: Strength 3, Dexterity 4, Stamina 3
Aspects: Natural Weapons, Swift Stride
Willpower: 3
Health: OK, –1, –1, –2, –2, –5, Incapacitated

dog, small (chihUahUa, PUg…)
Attributes: Strength 1, Dexterity 3, Stamina 2
Aspects: Keen Smell
Willpower: 3
Health: OK, –1, –5, Incapacitated

dog, mediUm (beagle, border collie…)
Attributes: Strength 2, Dexterity 3, Stamina 3
Aspects: Keen Smell, Natural Weapons
Willpower: 3
Health: OK, –1, –2, –2, –5, Incapacitated

dog, large (german shePard, great dane…)
Attributes: Strength 3, Dexterity 3, Stamina 4
Aspects: Keen Smell, Natural Weapons
Willpower: 3
Health: OK, –1, –1, –2, –5, Incapacitated

dolPhin

Attributes: Strength 3, Dexterity 5, Stamina 4
Aspects: Fins
Willpower: 3
Health: OK, –1, –1, –2, –2, –5, Incapacitated

elePhant

Attributes: Strength 8, Dexterity 3, Stamina 8
Aspects: Bonesmasher, Rugged Hide
Willpower: 3
Health: OK, OK, OK, –1, –1, –1, –2, –2, –2, –5, Incapaci-
tated

fox

Attributes: Strength 2, Dexterity 5, Stamina 2
Aspects: Swift Stride
Willpower: 3
Health: –1, –2, –2, –5, Incapacitated

frog/toad

Attributes: Strength 1, Dexterity 4, Stamina 1
Aspects: Poisonous Flesh, Swift Stride
Willpower: 3
Health: –2, –5, Incapacitated

goat/ram

Attributes: Strength 3, Dexterity 4, Stamina 4
Aspects: Bonesmasher, Rugged Hide
Willpower: 3
Health: –1, –1, –2, –2, –5, Incapacitated

gorilla

Attributes: Strength 6, Dexterity 4, Stamina 6
Aspects: Terrible Grasp
Willpower: 3
Health: OK, OK, –1, –1, –2, –2, –5, Incapacitated

great cat, sUbstantial (jagUar, Panther…)
Attributes: Strength 4, Dexterity 5, Stamina 4
Aspects: Camouflage, Natural Weapons, Stealthy, Swift 
Stride (Select three)
Willpower: 3
Health: OK, –1, –2, –2, –2, –5, Incapacitated

great cat, large (lion, tiger…)
Attributes: Strength 5, Dexterity 4, Stamina 5
Aspects: Natural Weapons, Stealthy, Swift Stride
Willpower: 3
Health: OK, –1, –1, –1, –2, –2, –5, Incapacitated

horse

Attributes: Strength 4, Dexterity 4, Stamina 3
Aspects: Bonesmasher, Swift Stride
Willpower: 3
Health: OK, –1, –2, –2, –2, –5, Incapacitated

hyena

Attributes: Strength 4, Dexterity 3, Stamina 4
Aspects: Keen Smell, Natural Weapons
Willpower: 3
Health: OK, –1, –2, –2, –5, Incapacitated

liZard

Attributes: Strength 1, Dexterity 4, Stamina 1
Aspects: Camouflage, Wall Crawler
Willpower: 3
Health: –1, –5, Incapacitated

monkey

Attributes: Strength 4, Dexterity 6, Stamina 4
Aspects: Hardiness (Jungle)
Willpower: 3
Health: OK, –1, –2, –2, –5, Incapacitated
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octoPUs

Attributes: Strength 2, Dexterity 6, Stamina 2
Aspects: Camouflage, Flexible, Gills, Extra Limbs
Willpower: 3
Health: OK, OK, –2, –5, Incapacitated

rat

Attributes: Strength 1, Dexterity 4, Stamina 2
Aspects: Hardiness (Urban), Swift Stride
Willpower: 3
Health: OK, –2, –5, Incapacitated

rhino

Attributes: Strength 7, Dexterity 3, Stamina 6
Aspects: Natural Weapons, Rugged Hide
Willpower: 3
Health: OK, OK, –1, –2, –2, –2, –5, –5, Incapacitated

shark

Attributes: Strength 5, Dexterity 3, Stamina 4
Aspects: Fins, Gills, Keen Smell, Natural Weapons
Willpower: 3
Health: OK, OK, OK, OK, –2, –2, –5, Incapacitated

skUnk

Attributes: Strength 2, Dexterity 3, Stamina 2
Aspects: Horrible Odor
Willpower: 3
Health: OK, –1, –5, Incapacitated

snake, venomoUs (cobra, viPer, rattlesnake …)
Attributes: Strength 1, Dexterity 4, Stamina 1
Aspects: Flexible, Natural Weapons, Venomous
Willpower: 3
Health: –2, –5, Incapacitated

snake, constrictor (anaconda, boa, Python…)
Attributes: Strength 6, Dexterity 4, Stamina 4
Aspects: Flexible, Terrible Grasp
Willpower: 3
Health: OK, –1, –1, –2, –2, –5, Incapacitated

sPider

Attributes: Strength 0, Dexterity 4, Stamina 0
Aspects: Venomous, Wall Crawler, Webbing
Willpower: 3
Health: –5, Incapacitated

tUrtle

Attributes: Strength 2, Dexterity 1, Stamina 3
Aspects: Rugged Hide, Webbed Feet
Willpower: 3
Health: OK, OK, –5, Incapacitated

Wolf

Attributes: Strength 3, Dexterity 4, Stamina 3
Aspects: Keen Smell, Natural Weapons, Swift Stride
Willpower: 3
Health: OK, –1, –1, –2, –2, –5, Incapacitated 
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let’s Kill Caine
Super-powerful high-end adversaries in Ye Olden 

Days tended to get “stat blocks” that consisted of a little 
sidebar reading “Suck the snake-dick of Set, nerd. Any 
character that doesn’t run away screaming dies.” That isn’t 
how Exalted vs World of Darkness does things. For the 
most part, statting up an ancient – like, Babylon-ancient 
– vampire is pretty easy. Give them outrageous dice pools 
including some Attributes and Abilities in the 7-9 range, 
a bunch of elder Disciplines, Willpower 8-10, and crank 
the Generation dial down to 4-5. But even that doesn’t 
tell the whole story when dealing with something like 
Ur-Shulgi, as described in the books, so let’s assume they 
also have some unique powers – call them combination 
Disciplines – that make them a worthwhile challenge for 
the Chosen. Here are some examples to get you started:

total Bullshit anCient poWers
Give powerful Methuselahs one or more (but defi-

nitely not all) of these powers.

• Ancient Blood Sorcery: The vampire can cast grue-
some variations of ancient sorcery spells, substituting 
blood points for Essence. Invulnerable Skin of Bronze 
might seal the vampire up in armor resembling an an-
cient sarcophagus, for example.

• Bloated with the Blood of Nations: The vampire 
has twice as many Health Levels as a normal person. 
Treat this as the vampire having two of every rating of 
health box (two Hurt, two Mauled, etc), except for In-
capacitated (he still only has one of those) and Bruised 
(he’s got three of those). If you want them to be really 
tough, give them this power twice.

• Blood for the Blood God: At the end of each turn, 
everyone present who has suffered at least one level of le-
thal damage immediately suffers another level of unsoak-
able lethal damage as their blood streams out of their 
wounds and into the ancient vampire’s gaping maw. 
The ancient vampire gets 1 blood point for every level 
of damage inflicted this way. (He’s smart enough not to 
drink from any Solars after making that mistake once.)

• Brother to Jackals, Companion to Owls: At the 
beginning of each turn, another swarm or pack of an-
imals appears. Wolves might coalesce from the shad-
ows, or snakes constantly drip from the ceiling. See 
page 391 of V20 for swarm/pack rules. They’re under 
the vampire’s control, of course.

• Crimson King Hypnosis: Everyone who can see 
or hear the vampire has to make a Willpower roll 
against difficulty 7 every turn or start obeying the vam-
pire’s commands for the rest of the scene. If you know 
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the vampire is present but can’t see or hear him during 
that turn, the difficulty drops to 4.

• Gift of Suffering: The vampire reflexively spends 
2 Willpower to transfer all of his current damage to 
a weaker vampire of the same bloodline that is pres-
ent in the scene. Damage from sunlight can’t be trans-
ferred with this power, but everything else is fair game.

• We Are of One Blood: Whenever the vampire 
spends blood to activate a physical Discipline (Celerity, 
Fortitude, Potence) or to “blood buff” its Attributes, if 
it spends a point of Willpower then every other vampire 
present that is descended from it also gains the benefits 
of that blood buff or Discipline activation for a turn.

But Wait, there’s more!
Fuck it, as long as I’m here, here are some ideas 

for powers you might toss on an Antediluvian. Keep in 
mind that in addition to the lunacy here, they still have 
all kinds of high level Disciplines. These aren’t Quick 
Character style abstracted stats, these sit on top of all the 
other things elder vampires can already do by the rules.

general paCKage: 
Relevant traits at 10, all physical Disciplines at 8+ or 10 

if they’re a clan Discipline, blood pool of 100, can spend 
25 blood points per turn if so inclined, and two doses of 
Bloated with the Blood of Nations. That’s baseline.

assamite (haqim)
Haqim has Ancient Blood Sorcery and Blood for 

the Blood God. Additionally, thanks to his Celerity 
and Obfuscate, he seems to be everywhere and no-
where at all times; all attacks against him are made at 
difficulty 9. Once per turn, he may reflexively pay 5 
blood points after being hit and damaged to transform 
a successful hit against him into a missed attack which 
actually struck a mere afterimage, and which leaves the 
attacker horribly vulnerable; all attacks against them 
for the rest of the turn are made at -2 difficulty.

BruJah [troile?]
Troile is supposed to be forever buried under the 

salted fields of Carthage but in the event that somehow 
s/he gets dug up to fight the Exalted, they have We Are 
of One Blood. Everyone within several miles is stirred 
into a frothing riot by the vampire’s very presence and 
flocks to defend it, and all such defenders, even ordinary 
mortals, are empowered by We Are of One Blood as 
though they were an 8th generation vampire with Celeri-
ty 5 and Potence 5 during each turn where Troile reflex-

ively spends 3 blood points. Resisting the call to riot re-
quires a Willpower roll against difficulty 7; supernatural 
beings can spend a Willpower point to ignore the roll.

gangrel [ennoia?]
Ennoia spends most of her time Earthmelded with 

the landscape itself. She has Brother to Jackals, Com-
panion to Owls and We Are of One Blood. Each turn, 
she can reflexively spend 3 blood points to empower 
any animals she commands with We Are of One Blood 
as though they were an 8th generation vampire with 
Potence 3, Celerity 3, and Fortitude 5. She can also re-
flexively spend 3 blood points to coalesce a pack of an-
imals out of the earth itself each turn. She can reflex-
ively pay 3 blood points once per turn to permanently 
transform any animal she has summoned into a great 
monstrosity with Strength 7, Dexterity 7, Stamina 7, 
Brawl 5, 10 Health Levels (all Bruised until the thing 
is finally Incapacitated), and whose attacks inflict +2 
lethal damage. Finally, she can reflexively pay 3 blood 
points once per turn to create an environmental haz-
ard such as a localized earthquake or pit of quicksand.

The central essence of the vampire must coalesce 
at the point where it directs its aggressions, but detect-
ing and targeting this horrible presence raises the diffi-
culty of attacks against Ennoia to 7, and since her body 
is the land itself, she soaks at difficulty 4. She has five 
doses of Bloated With the Blood of Nations.

giovanni [augustus giovanni]
This fucker has Ancient Blood Sorcery with a slant 

toward the necromancy spells, and Crimson King Hyp-
nosis. He also has We Are of One Blood, and can re-
flexively pay 3 blood points to use it to enhance all 
ghosts and zombies he commands as though they were 

Ur-shUlgi

Ur-Shulgi is the oldest and most powerful Chil-
de of Haqim known to be awake in the modern 
nights. He’s a good example of using the above 
rules to stat something that was formerly artic-
ulated as “You lose.” For him, I suggest primary 
Mental Attributes, secondary Physical Attributes, 
and tertiary Social Attributes, along with truck-
loads of Quietus, physical Disciplines, and Thau-
maturgy/Assamite Sorcery. As for custom powers, 
try Ancient Blood Sorcery, Bloated with the Blood 
of Nations, and Blood for the Blood God.
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8th generation vampires with Potence 5, Fortitude 3. 
For 3 blood points, he can make a contested Intelli-
gence + Occult roll (difficulty 8) against one opponent 
within his line of sight; if he succeeds, they are forcibly 
hurled through the Shroud into the Underworld.

If you’re playing in the Dark Ages, use this pack-
age for Cappadocius, but instead of the Shroud-yeet-
ing power, he can summon 2 zombies per blood point 
spent when casting Raise the Skeletal Horde, even if 
there aren’t enough (or any) bodies present: the earth 
itself gives up its dead in response to his command.

lasomBra [lasomBra?/gratiano de veronese?]:
Shadow guy was allegedly slain and diablerized by 

Gratiano de Veronese. Whoever it is you throw down 
with, they get Ancient Blood Sorcery, Crimson King Hyp-
nosis, Gift of Suffering, and can spend 10 blood points 
to drag the entire battle into the depths of the Abyss. The 
Abyss is a lightless cold sucking void where everyone ex-
cept [Lasombra] is blind and sounds are terribly distorted, 
so all attacks made by those fighting him are at difficul-
ty 9. Everyone in the Abyss other than [Lasombra] must 
soak five bashing damage per turn as its enervating power 
seeks to drain their life away. Defeating [Lasombra] is the 
only sure way to escape the Abyss.

malKavian [malKav?]
Malkav has Gift of Suffering, which it can activate 

for 5 blood points rather than Willpower, along with 
We Are of One Blood. Everyone fighting Malkav must 
make a Willpower roll against difficulty 8 at the begin-
ning of each turn, or else reduce all Attribute + Ability 
dice pools to a single die after all other modifiers during 
that turn, as sheer chaos rips through their psyche and 
senses. Everyone fighting Malkav also automatically los-
es 1 Willpower point at the end of each turn.

There’s a non-zero chance that Malkav is going to 
show up in the form of a distributed consciousness 
across several powerful vampires, which can all use We 
Are of One Blood and Gift of Suffering to distribute 
buffs and damage between themselves.

nosFeratu [aBsimiliard?]
Absimiliard has Brother to Jackals, Companion to 

Owls, three doses of Bloated with the Blood of Nations, 
and Blood for the Blood God. Thanks to its mastery of 
Obfuscate, all attacks against it are made at difficulty 9. 
Once per turn, after being struck and damaged, Absimil-
iard may reflexively pay 5 blood points to negate the attack 
altogether; he was not where he was believed to be. “1s” 

do not subtract successes on Absimiliard’s damage rolls, 
and 10s count as two successes. Those who view Absi-
miliard’s undisguised face are wracked with such horrific 
nightmares that they cannot regain Willpower from sleep 
for (10 – Willpower rating) weeks; characters with Will-
power ratings of less than 5 may develop derangements.

ravnos [Zapathasura?/ravana?]
In most versions of the Exalted vs World of Dark-

ness metaplot, this guy’s already dead, but if he’s not, 
Zapathasura has Brother to Jackals, Companion to 
Owls, Gift of Suffering, and the ability to complete-
ly scramble everyone’s ability to interface with reality 
while fighting it. Thanks to its mastery of Chimerstry, 
all attacks against it are made at difficulty 9, and once 
per turn after being struck and damaged Zapathasura 
may reflexively pay 7 blood points. Doing so not only 
negates the attack – the vampire was not where it was 
believed to be – but the attack is instead retroactively 
applied against someone else of the vampire’s choice, 
who must then defend and/or soak against it.

setite [set?/suteKh?]
Oh boy. Cobra Commander has Ancient Blood Sor-

cery, Brother to Jackals, Companion to Owls (snakes ap-
pear every turn, natch), Gift of Suffering, and We Are of 
One Blood. The snakes he summons can be empowered 
with We Are of One Blood for 2 blood point per turn as 
though they were 8th generation vampires with Potence 
3 and Celerity 3. By spending 3 blood points, Set can 
breathe out a sandstorm swarming with flesh-devouring 
scarabs that encompasses the entire battlefield for the 
rest of the scene. Everyone caught in the storm that does 
not absolutely reverence Set in the true depths of their 
heart must soak three levels of lethal damage per turn.

When Set runs out of Health Levels, he reflexively 
heals all damage and transforms into a serpent the size 
of a bullet train whose fangs inflict +5 aggravated dam-
age. If slain again in this form, he dies for real.

toreador [ariKel?/ishtar?]
Arikel possesses Crimson King Hypnosis and Blood 

for the Blood God. Thanks to the vampire’s mastery of 
Celerity, all attacks made against it are at difficulty 8 
and must be rolled twice, keeping the worse of the two 
rolls. Such is the weight of the vampire’s Presence that 
any attack which successfully injures Arikel causes the 
attacker to lose 2 points of Willpower; should they run 
out of Willpower while facing her, they automatically 
fall under the sway of Crimson King Hypnosis.
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tremere [tremere]
Tremere has Ancient Blood Sorcery, of course, as 

well as Crimson King Hypnosis and Gift of Suffering. 
He can cast two Ancient Blood Sorcery spells simulta-
neously if he wishes to, and may fully pay the cost of 
any Ancient Blood Sorcery spell by slaying a living per-
son or vampire rather than using his own blood points 
(if variable costs matter, a sacrifice is considered to be 
worth 10 blood points).

Should Saulot somehow emerge during the course 
of the fight, he loses Tremere’s dual-cast ability but 
once per turn can pay 5 blood points to try to wrench 
someone’s soul out; to do so, he must win a contested 
Willpower roll (difficulty 9 for Saulot, 8 for the target; 
mortals don’t even get a roll to resist). Success renders 
the target comatose. Saulot must then reflexively begin 
making an extended Willpower roll each turn against 
difficulty (5 + Essence rating); when he accumulates 10 
successes, he devours the stolen soul, gains 10 blood 
points, and the victim dies. A soul-captured Exalt may 
make a reflexive Essence roll each turn against diffi-
culty 6; if she gains 5 successes before her soul is de-
voured, it escapes back to her body.

tZimisCe [tZimisCe]
[Tzimisce] is an entire fleshly garden: a terrifying 

Eden of blood and flesh and vegetation. It can bring 
forth beasts from its substance with Brother to Jackals, 
Companion to Owls. It has Ancient Blood Magic, Gift 
of Suffering, and Blood for the Blood God. It has We 
Are of One Blood, and each turn may reflexively spend 
3 blood points to empower any animals it commands 
as though they were an 8th generation vampire with 
Potence 3, Celerity 3, and Fortitude 3. It can reflexive-
ly activate Vicissitude on behalf of any character pres-
ent who knows it, paying all costs out of their blood 
pool rather than its own. It can reflexively pay 3 blood 
points once per turn to create any environmental haz-
ard it desires: carnivorous trees, a landscape of rasping 
lamprey-mouths, whatever.

Because [Tzimisce] is the entire landscape, attacks 
against it are made at the standard difficulty, but it 
soaks at difficulty 5 and has six doses of Bloated With 
the Blood of Nations.

ventrue [ventru/possiBly veddartha?]
The vampire has Crimson King Hypnosis, but each 

turn the difficulty to resist its mind control rises by +1, 
until it caps out at difficulty 9. Each turn after the first, 
you have to pay a point of Willpower before you can 

even roll, and the Willpower cost increases by +1 every 
turn. It can reflexively spend 3 blood points once each 
turn to make a contested Willpower roll at difficulty 6 
against one character whose presence it is aware of to 
attempt to take over their mind outright, and the thing 
of course has Willpower 10. Upon death, it can use 
this power for free to attempt to send its consciousness 
into the body of any other vampire present if it wins 
the contested Willpower roll. Its horrifying Dominate 
powers make the jump with it, but otherwise it’s prob-
ably stuck in a much weaker body.

According to the lore this guy was murdered back 
in prehistory but screw it, vampire historians lie.

arms oF the Chosen
So here’s a fun scenario. One of your players de-

cides his character is the ancestral lord of an old Scot-
tish manor. He fights with a claymore passed down 
through his family over generations.

So: What are the stats for a great sword?
Well, if you look in V20, you’ll find a very bare-

bones weapon chart. There’s no great sword, but there 
is a sword. It does Strength +2 lethal damage. Okay, 
let’s look elsewhere. Ah! In W20 we have a proper 
great sword. It attacks at difficulty 7 and does Strength 
+5L damage. Except while I was looking that up, my 
player checked M20, where he found rules for a great 
sword. Well, that’s fine, waste of my time but at least 
we have… wait a minute. The M20 great sword attacks 
at difficulty 5 and does Strength + 6L damage. That’s… 
better in all respects? (If you look in V20 Dark Ages, 
you’ll find another great sword. It attacks at difficulty 
6 and does Strength + 4L.)

I very strongly recommend you pick one corebook or 
at least game line and have everyone stick to it wherever 
possible for your equipment needs. Generally I suggest 
either V20 for groups that want nice simple equipment 
rules without a lot of shit to keep track of, and W20 for 
groups that want a bit more granularity to their weapon 
options. M20 has the biggest equipment toolbox, but 
also the most dubious balance on that gear. If you’re 
doing Exalted vs Dark Ages, then for God’s sake use the 
V20 Dark Ages weapons and armor.

Or… you could just use the following handy-dandy 
all-in-one solution. (I do still recommend you use V20 
Dark Ages stats if you’re playing Exalted vs Dark Ages, 
though.) Here is an optional set of weapons and armor 
charts, balanced for Exalted vs World of Darkness.
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melee WeaPons

WeaPon difficUlty damage conceal

Axe 7 Strength + 3L T

Baseball bat 6 Strength + 2B T

Brass Knuckles 6 Strength + 0L P

Chainsaw* 8 Strength + 5L N

Chair 7 Strength + 2B N

Crowbar 6 Strength + 1L J

Great sword* 7 Strength + 4L N

Knife 6 Strength + 1L P

Spear 5 Strength + 1L N

Stake 7 Strength + 1L J

Staff 5 Strength + 1B N

Sword 6 Strength + 2L T

Table* 8 Strength + 3B N

Whip 7 Strength + 0L J

Wrench 6 Strength + 1L J

* Heavy weapon, requires two hands and Strength 3+ to wield.

Conceal: P = Pocket, J = Jacket, T=Trenchcoat, N=Not happening

Stake Note: Can be used to paralyze a vampire by staking the 
heart. Doing so is a difficulty 9 attack that must inflict three 
damage after soak.

Whip Note: Lowers difficulty to disarm by one.

ranged WeaPons

WeaPon damage range ammo conceal

Assault rifle 7L 150 30+1 N

Bow 5L 120 1 N

Crossbow 6L 90 1 T

Pistol, heavy 5L 25 13+1 J

Pistol, light 4L 20 17+1 P

Revolver, heavy 6L 35 6 J

Revolver, light 4L 12 6 P

Rifle 8L 200 5+1 N

Shotgun 8L 20 5+1 T

Shotgun, assault 8L 50 32+1 N

Shotgun, sawed-off 8L 10 2 J

Shotgun, semi-auto 8L 25 6+1 T

SMG, large* 4L 50 30+1 T

SMG, small* 4L 25 30+1 J

* The gun may fire full auto, three-round bursts, and sprays.

Range: Within listed range in yards, difficulty is 6. At up to 
twice that range, difficulty is 8.

Conceal: P = Pocket, J = Jacket, T=Trenchcoat, N=Not happening

Bow Note: It takes an action to reload a bow, and two actions 
to reload a crossbow. Staking a vampire requires a shot made 

at difficulty 9, which must inflict three damage after soak.

armor

armor tyPe rating dexterity Penalty

Biker jacket 1 0

Reinforced clothing 1 –1

Leather duster 2 –2

Steel breastplate 3 –2

Kevlar vest 3 –1

Flak vest 4 –2

Riot suit 5 –3

Armor adds its rating to soak dice, and allows mortals to 
soak lethal and aggravated damage. It subtracts its dexterity 

penalty from all Dexterity-related dice pools.
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exalted vs unCle sam
Generally speaking, World of Darkness games either 

laugh at you when you ask them for stats for military hard-
ware – wrong genre, buddy – or else someone just pulls some 
oppressively large numbers out of their ass. Alas, given the 
power of the Exalted, and how new they are to the World 
of Darkness, and the way they don’t have anybody except 
maybe a horrified Sidereal trying to keep them from making 
a big public spectacle of themselves, throwing down with the 
National Guard isn’t really beyond the realm of plausibility.

This led some friends of mine to go look up the 
traits for a tank in M20 and holy shit they’re unusable. 
It’s nearly impossible for one heavy tank to so much as 
scratch another one. Hell, we went and dug up the traits 
for Huitzilopochtli, a 4th generation Baali Methuselah 
from a janky old book from 1994 or thereabouts. Dude 
has Strength 9 and Potence 9. While he was able to pick 
up the heavy tank, he couldn’t put a dent in it otherwise. 
We then cloned him and threw four of him at the tank. 
It soloed four Methuselahs at once without suffering 
even a single level of damage. If you ever want to sort 
out the Apocalypse, just hijack a heavy tank from M20 
and drive it into Malfeas. It should be able to take out 
the Wyrm with very little trouble. If Lucifer had one of 
these back at the dawn of time he could have defeated 
Michael and all the other angels, no sweat.

For the sake of whatever ridiculous game ends up 
featuring a Solar trying to blast a tank to death, here, 
on the opposite page, are the revised Exalted vs World 
of Darkness traits for military vehicles:

All of these vehicles use the weaponry rules giv-
en for them in M20 on page 461. Those work fine, 
with the following addendum: unlike anybody else, 
the Chosen can parry a tank’s main cannon. Doing so 
successfully still knocks the Exalt prone from the sheer 
force of the impact, however, and probably destroys 
whatever she used to block the shot.

hand-to-hand maneUvers

maneUver traits difficUlty damage

Disarm Dexterity + 
Brawl/Melee 8/7 Target  

disarmed

Grapple Strength +  
Brawl 6 Strength 

+0B or None

Kick Dexterity + 
Brawl 7 Strength  

+ 1B

Punch Dexterity + 
Brawl 6 Strength  

+ 0B

Sweep/
Tackle

Dexterity + 
Brawl 7 Knockdown

Throw Strength +  
Brawl 7 Strength 

+ 2B

Disarm Note: If a target is disarmed with Brawl, the attacker 
can seize control of the weapon with three or more successes.

Grapple Note: The target must use their action to make a 
contested Strength + Brawl roll to seize control of the clinch 
if they wish to escape or inflict damage. Otherwise, they are 
automatically damaged on each of the attacker’s turns until 
they seize control or the attacker releases them.

miltary vehicles

vehicle safe sPeed max. sPeed maneUver dUrability strUctUre

APC 30 60 4 10 13

Riot Tank 30 50 3 10 15

Light Tank 20 30 2 13/10* 17

Heavy Tank 30 50 2 15/10* 20

* Numbers after the slash represent armor values from the flanks and rear.
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aWarding experienCe points
If you’ve run a World of Darkness game before, 

you probably have your own ideas about what rate 
to hand out experience points at. Go ahead and use 
them, they’ll probably work fine since you and your 
group are already happy with what you’re doing.

If you’re new, or not sure what works best, since 
every 20th Anniversary game has slightly different expe-
rience point earning and spending guidelines, here’s 
my suggestion for how to best run this game.

First, I don’t suggest using the “best roleplayer of 
the night” reward the books all seem so keen on. I’ve 
tried it in the past and rather than making people want 
to rise to the challenge, it just left the weaker players 
feeling discouraged, demoralized, and picked on as XP 
disparities got bigger and bigger. Most people I’ve spo-
ken to had the same experience at their tables.

That said, here are the two methods I’d recommend.

the simple approaCh
Award three experience points at the end of every 

session, and six at the end of a session that is also the 
conclusion of a story arc.

Yeah, that’s it. Like I said, simple.

the less simple approaCh
Under this model, there’s a list you check at the 

end of every session to see what kind of reward players 
get, and then another list at the end of a story – a con-
nected series of sessions that tell a discrete tale in the 
larger scope of your chronicle.

end oF session reWards

• One point – Automatic: At the end of the session, 
everyone who showed up and played gets one experience 
point. If someone spent the whole session playing on 
their phone, or distracting everyone and deflating every 
scene with stupid jokes while you were trying to actually 
build a goddamn mood, or otherwise was disruptive, 
don’t withhold this reward. That’s a bitch move, you’re not 
a cop or their mom, don’t do that to your friends. They 
showed up and played; if their behavior was a problem, 
talk to them about it after the game like goddamned 
adults. Experience points are for buying cool new pow-
ers, not passive-aggressive behavior correction.

• One point – Learning Curve: Ask each player if 
their character learned something during the course 
of the story, or pushed their boundaries by trying to 

do something they’re not great at. If they did, hey, they 
had a new experience. Give ‘em an experience point.

• One point – Concept: If a player stayed on-mes-
sage and acted out her character’s concept, Nature, or 
Intimacies during the session, or if they expressed their 
Caste or Aspect well, that’s worth an experience point.

• One point – Support: Sometimes the session is a 
frantic search through an ancient library and there’s 
nothing for the Dawn Caste to punch. Sometimes it’s 
an all-out fight scene and there’s no chance for the 
Eclipse to do anything more social than yelling “Oh 
shit, everyone duck.” If a player didn’t qualify for the 
“Concept” reward, but helped at least one other play-
er’s character to shine and look cool doing their thing, 
then that is definitely worth an experience point.

• One point – Big Damn Hero Moment: It’s pretty 
difficult to throw real adversity at the Chosen, so there 
isn’t the usual “heroism” point available. Heroism is 
an everyday thing for the Exalted. That said, if during 
the session there was ever any point where everyone 
at the table sat back and was impressed at how cool 
someone was, or the thing they’d done, or the badass 
entrance they made, or just how well they described 
their coolest Charm or whatever, then everyone gets 
an experience point to celebrate.

end oF story reWards

• One point – Survival: If a character made it to the 
end of the story still alive (or at least not permanently 
dead), well, hey, it’s the end of days. Just making it is 
worth an experience point.

• One point – Success: So, during the story, the 
characters were trying to do something. Did they get it 
done, at least to some reasonable degree? If so, every-
one gets an experience point.

• One point – Danger: Did the characters face actu-
al genuine no-shit danger and triumph in the face of 
it? If so, then triumphing over something that nasty is 
surely worth an experience point.

rules haCKs
If you’ve found that characters are stomping their 

way through the World of Darkness too hard, or not 
hard enough, the following rules modifications may 
help you dial in on an experience more to your tastes.
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dangerous agg
If you’d like werewolves, soul-rending death curses, 

and flamethrowers to be a bit more frightening than they 
are at present, one option is to make the Chosen soak 
aggravated damage at difficulty 8 rather than the usual 
difficulty 6. A nice advantage of this hack is that powerful 
soak boosting Charms which reduce the difficulty of soak 
rolls still feel like they provide a major advantage.

BountiFul essenCe
If you find that Essence exhaustion is too much of a 

concern, try making the daily dawn/dusk regain (5 + Es-
sence rating) points, and the Caste regain for Solars, Abys-
sals, Infernals, Lunars, and Sidereals 3 Essence rather than 
2 Essence. This doesn’t represent the thin reality of the 
modern World of Darkness as well, but it does feel more 
like the old Chosen in their native game, where a good 
night’s sleep almost always acted as a full Essence reset.

poWer Beyond measure
Exalts are calibrated to fly at the upper echelons 

of power in the World of Darkness. They’re playing 
the same game as everyone else, but they’ve skipped 
past the junior leagues to begin by throwing around 
the kind of power normally reserved for the mightiest 
terrors of the supernatural world – they just need to 
master those powers before they draw too much heat. 
If you want them to instead operate on a whole differ-
ent power tier, change the duration of all Excellence 
Charms from (Essence + 1) turns to one scene. Warn-
ing: This tends to make Solars with Fivefold Bulwark 
Stance trivially indestructible.

the last daiKlave
Officially speaking (as official as anything is with 

an unofficial book, anyway), no artifacts from the Age 
of Legends remain; even the imperishable arms and 
armor of the Chosen did, in the end, perish. Nor are 
there any significant reserves of the miraculous mate-
rials that were once used to forge them, and the very 
nature of magic itself has changed radically during the 
epochs that have come and gone. There are no more 
daiklaves, and it is not within the ability of the Chosen 
to forge them any longer.

Unless of course you ignore that entire paragraph 
and decide that one lone blade survived the passing of 
multiple ages of the world. In that case, here’s what a 
daiklave looks like in the World of Darkness:
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The last daiklave is an incredibly impressive and 
grossly impossible sword that looks like whatever you 
want it to look like. It weighs over forty pounds and 
can’t be wielded by anyone without superhuman 
Strength (6+), and even then, it’s no more wieldy than 
swinging a sharpened bulldozer blade around: attacks 
are made at difficulty 8, and it inflicts a mere Strength 
+ 3 lethal damage, since it’s nearly impossible to get 
the weapon up to full speed or to deliver strikes with 
any precision. Unless, of course, it falls into the hands 
of one of the Exalted, who can attune it.

Attuning to the last daiklave requires the Exalt to re-
duce the capacity of her Essence pool by one point. While 
attuned, the last daiklave feels no heavier in her hand 
than any other sword. Attacks made with it are rolled at 
difficulty 4, it inflicts Strength + 5 aggravated damage, 
and it is flatly immune to any effort or magic intended 
to damage or break the weapon. Any attempt to block the 
last daiklave is rolled at difficulty 7 thanks to the incredi-
ble weight and impossible sharpness of the blade.

playing dragon-touChed
For the most part, Dragon-Touched are mortal. 

Human. Usually, their only extraordinary ability is 
their potential to have children who might, perhaps, 
become Terrestrial Exalted. And most of them live in 
ignorance of what’s really going on with their weird, 
rich, eccentric family.

A few, though, are brought into the confidence of 
their Dragon-Blooded relatives. These Dragon-Touched 
are trained to understand and deal with the fearsome 
realities of the World of Darkness. Sometimes they’re 
simply curators of occult libraries, sure. But sometimes 
they’re sent to conduct business deals with the Giovan-
ni, to spy on werewolves who are in turn spying on the 
family Dragon Nest, or to figure out where the vam-
pires in Baltimore like to congregate. Sometimes their 
lives are very interesting indeed.

Also, while there are no particular powers associat-
ed with being Dragon-Touched, they do have a greater 
tendency than normal to be touched by the strange 
and the uncanny. To be just a little bit second-sight-
ed. To be… not impossible, but unusual. A few unique 
Dragon-Touched merits, detailed at the end of this 
chapter, help flesh out such individuals.

If you want to play one of the Dragon-Touched, 
here’s how you do it:

step 1: CharaCter ConCept
Start by picking a concept that appeals to you. 

This concept is most likely going to hinge on your 
character’s relationship to her family, or to any PCs 
that might be direct family members. Dragon-Touched 
are typically treated as “support staff,” after all. Next, 
select a Nature and Demeanor that fit your character.

step 2: attriButes
Mark down one dot in each Attribute, then rank 

your three Attribute categories (Physical, Social, Men-
tal) by order of importance to your character. Divide 
6 dots among your primary Attributes, 4 dots among 
your secondary Attributes, and 3 dots among your ter-
tiary Attributes.

step 3: aBilities
Your Dragon-Touched doesn’t get any Aspect Abili-

ties, alas, since she lacks an Aspect. Prioritize your three 
Ability categories (Talents, Skills, Knowledges) in order 
of importance. Then spend 11 dots among your primary 
Abilities, 7 dots among your secondary Abilities, and 4 
dots among tertiary Abilities. No Ability can be rated 
higher than 3 without spending Freebie Points.

step 4: advantages
Spend 5 dots among Backgrounds (see below).

step 5: Finishing touChes
Your Willpower rating is 3. Since the power in 

your blood is entirely dormant, your Essence rating is 
0, and you have no Essence pool.

Finally, spend 21 Freebie Points and, optionally, 
select up to 7 points of Merits and Flaws.

appropriate BaCKgrounds
When creating your Dragon-Touched character, all 

of the following Backgrounds are appropriate choices:

• Allies (V20, p. 111)

• Alternate Identity (V20, p. 111)

freebie Point costs

Attribute 5

Ability 2

Backgrounds 1

Willpower 1
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• Arsenal (Hunter: the Reckoning, p. 120-121)

• Backup (M20, p. 306-307)

• Contacts (V20, p. 112)

• Destiny (M20, p. 311-312)

• Fame (M20, p. 313-314)

• Influence (V20, p. 114-115)

• Mentor (V20, p. 115)

• Resources (V20, p. 115-116)

• Retainers (V20, p. 116)

• Secrets (W20 Changing Breeds, p. 212)

dragon-touChed merits and FlaWs

aWaKened eyes (2 pt. merit)
Thanks to the quiet power of your bloodline and 

lifelong exposure to the supernatural, you lack the re-
flexive response to bury and forget exposure to the great 
wonders and horrors of the world. You are not subject 
to the Delirium or Fog, or any other such supernatural 
forgetfulness. You also don’t count as a Sleeper for the 
purpose of witnessing Awakened magick.

dragons never die (1 pt. merit)
You enjoy the same stunting benefits as the Exalted.

god-Body (3 pt. merit)
You’re tougher than other people, thanks to your 

powerful bloodlines. You can soak lethal damage at 
difficulty 7.

longevity (1 pt. merit)
You’re not going to be around as long as your Ex-

alted relatives, but the blood of the Dragons has bless-
ed you with unusual longevity. Barring misfortune or 
murder, you can confidently expect to celebrate at least 
your 120th birthday, maybe even your 150th, before old 
age carries you off.

supernatural healing (4 or 6 pt. merit)
Your body shrugs off injury very much like one of 

the Exalted. For four points, you use the Exalted rath-
er than mortal rules for healing times. For six points, 
your recuperation is perfect in the same manner as 
your Exalted relatives, ensuring you don’t suffer scars 
or crippling injuries.

gloW oF divinity (1 pt. FlaW)
If examined by powers which analyze your anima 

or your soul, your aura hums and crackles with sub-
tle but distinct traceries of elemental manifestations, 

marking you as a being of magical power. Unfortunate-
ly, you wholly lack the power to back up this false-pos-
itive, leaving you ill-equipped to deal with attention 
from the night people.

horror Beyond  
imagining: the anathema

In an underground temple in Xi’an, two blinded 
holy men weep tears of blood. They are chained upon 
a stone island in the midst of a red pool, flanking a sin-
gle torch. Its dancing flames reflect red and gold on the 
waters, and each time a bloody teardrop falls, characters 
writ in fire are revealed in the ripples upon the water.

Investigators of the police judiciare routinely visit a se-
cret room on the thirteenth floor of a Paris hotel, where 
they feed evidence, witness reports, and anything else 
that might serve to bring justice upon the mighty into 
a fire that burns forever in a brass bowl set upon a tile 
of flawless Italian marble. An iron-bound tome floats 
above the flame; when fresh smoke rises up to it, it shiv-
ers, sighs, and refines its prophecies and instructions.

In the sweltering heat of a Chicago tenement thirty 
starving children scrape and scratch under the watchful 
eyes of a hideous clay idol. They work with crayons, with 
pencil-stubs, with metal picks, with their own bloody fin-
gers when nothing else will suffice, scribing prayers and 
blasphemies upon every inch of the floor, the walls, the 
ceiling. When no space remains, they carry the idol into 
the next room, whispering adorations through cracked 
lips: there they break down the furniture, peel free the 
wallpaper, rip up any carpeting and perhaps devour the 
glue and fibers; and they set to work again. They moved 
up to the second floor yesterday.

The world hurtles toward the Sixth Age, the end 
of light, the shattering conclusion of hope and health. 

a toUch of strange

A few exceptional Dragon-Touched go beyond 
“a little bit second-sighted” and dedicate them-
selves to fervent study of the occult, only to find 
that the ancient magic slumbering in their blood 
makes them well-suited to it. In game terms, 
they become hedge magicians, and are created 
according to the rules in Sorcerer (Revised), with 
additional access to Dragon-Touched Merits.
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Those who would rule over the era of ruin to come refine 
the prayers and atrocities by which their attention may be 
called, that they might attract mighty slaves and servants 
to commit war and temptation in their terrible names.

The souls of the Chosen are potent beyond rea-
son, but as the world will learn to its infinite horror, 
their wisdom is merely… human.

tales oF the Fallen
The World of Darkness is full to the brim with cor-

rupters and tempters, and there are many means by which 
a hero might fall into darkness. Most are of her own de-
vising – succumbing to the simple lures of greed, apathy, 
or short-sightedness – but some are much, much darker.

The material in this section deals with the means 
by which an Exalted hero may degrade or debase herself 
for power even beyond that of Exaltation itself. It builds 
primarily upon the material found in the appendix of 
The 1,000 Hells beginning on page 102 (a highly-recom-
mended book for fleshing out such stories with appro-
priately rich detail and background information), but 
also draws from other sources, including the excellent 
Earthbound supplement for Demon: the Fallen.

I’m going to give you all the rules necessary to play this 
stuff out at your table, because that’s how both World of 
Darkness and Exalted do, but I should be up front: this 
is primarily intended for antagonists, not as a further tool 

for the customization of player characters. At best, any Ex-
alt dealing with the darkest powers of the World of Dark-
ness is playing with fire that may burn even a divine hero; 
at worst, she is a deluded fool trading away the power to 
change the world for gilded chains. Then again, sometimes 
such a tragic fall can make for good story fodder.

inFernalist dealings
Men and women bearing fragments of original 

divinity forged at the dawn of time, the Chosen are 
among the mightiest and most spiritually potent enti-
ties to ever bestride the World of Darkness… but they 
do not stand at its very spiritual apex, or, more to the 
point, its nadir. Where the Exalted are newly-reborn 
demigods, there are forces in the dark that could make 
creditable claims to godhood itself. Chief among them 
stand the Yama Kings, the Maeljin Incarnae, the might-
iest among the Earthbound, and some of the dread in-
comprehensibilities worshiped by the Nephandi.

An unwise and unwary Exalt might petition any 
of these entities, offering herself up in exchange for 
patronage and power. The enemies of the Chosen are 
multitude, after all, and will eventually include the 
most potent horrors of the World of Darkness. Even 
one of the mighty Celestial Exalted may falter in the 
face of a vampire older than the Flood, the concerted 
aggression of one of the Malfean Neverborn, or Voor-
mas, the Grand Harvester of Souls. Having finally 
tasted defeat, she might fall to desperation, and seek 
power beyond her present limits – by shattering the 
very boundaries of her own soul, if need be.

Another Chosen, grown confident and arrogant 
off of a string of decisive, indeed even humiliating vic-
tories over all those who have set themselves in her 
path, might decide that the dukes and kings of the 
many Hells are no match for her silver tongue and 
lightning acumen, and set about to gull the poor stu-
pid demons out of their powers and favors. In doing 
so, she sets herself to play a game with its preeminent 
masters in all the cosmos, who frequently invented the 
rules she will seek to turn against them.

Broadly, infernal pacts break down into two cate-
gories where the Chosen are concerned: soul commerce, 
in which the Exalt barters away fragments of her soul 
bit by bit, playing a game of profit and percentages 
with the stuff of her eternal being; and infernal rebirth, 
in which the Exalt willingly sells off her entire soul in 
exchange for incredible power and being raised high 
among the ranks of her new master’s servants.

hey, aren’t these akUma rUles?

If you’re familiar with either Kindred of the 
East or the first two editions of Exalted, the 
answer is basically yes. In First and Second Edi-
tion Exalted, akuma were those deluded fools 
among the Chosen who traded their souls and 
wills to the Yozis; in Kindred of the East, it was 
a blanket term for anyone who conspires with 
the Yama Kings, very frequently (and cynically) 
misapplied toward any adherent of proscribed 
spiritual beliefs or political sects. We’re not 
using that word here because, frankly, it’s just 
Japanese for “demon,” and what we’re discuss-
ing far transcends the Japanese islands and 
has the potential to produce something much, 
much worse than a demon.

The proper term for the subjects under dis-
cussion in this section is Anathema.
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inFernalism: a demigod’s primer
The prospective infernalist’s first challenge is to 

discern that such bartering for power is even possible. 
In general, any character with Occult 3+ should have 
enough of a working knowledge of magic and the spir-
it world to be familiar with the concept of Faustian 
bargains, and even some very few scraps of genuine 
knowledge about its specifics and contours; in particu-
lar, that Hell loves a contract.

Next, the infernalist requires a go-between. She 
must actually make contact with the appropriate dread 
powers. There’s no dice roll associated with this step: 
it requires raiding blasphemous grimoires, wheedling 
information out of more knowledgeable practitioners 
of the dark arts, interrogating wicked spirits, and so 
forth. At some point during this process, the infernal-
ist stumbles upon a very ancient ritual, one calibrated 
for her particular sort of power. Few modern occult 
tomes can teach her this rite, although many contain 
degraded rituals that have descended from its princi-
ples at several generations’ remove. While it is pos-
sible, with time, effort, and diligence, to reconstruct 
the original rite through examination of enough of its 
historical offshoots (an extended Intelligence + Occult 
roll against difficulty 9, requiring 12 successes within 
five rolls, made at one-month intervals), the fortunate 
(or unfortunate) infernalist may luck into a true copy 
of the original. It may still be found in rare works such 
as the Night of the Revel, Luther’s Reflections Upon the 
Worm, the violently purged and proscribed I Diathíki 
ton Arachnón, and The Broken-winged Crane.

neW anCient sorCery spell:  
invitation oF poisoned dreams

The sorcerer draws a broken geomantic diagram 
upon the floor, and spends several hours meditating 
in its center while burning unwholesome incense. She 
focuses her will upon the dark entity she wishes to pe-
tition for power, chanting a mantra consisting of its 
name, its titles, its offices, and its glories. Finally, at the 
culmination of the rite, the infernalist-to-be rises from 
the diagram’s meager protections, retires to bed, and 
falls asleep. There, if the entity she has propositioned 
is interested in dealing with her, she will conduct for-
mal bargaining within her dreams.

System: Make an extended Intelligence + Occult 
roll (difficulty 8), with each interval encompassing one 
hour of meditation. During the course of the ritual, 
the Exalt must pay 10 Essence; as a result, it is most 

easily performed in a Dragon Nest. Once the player 
accumulates ten successes, she sends a summons out 
into the cosmos. The Exalt must know who and what, 
precisely, she is petitioning; she cannot simply lay out 
an open invitation for any wicked god looking to make 
a deal. This ritual has no power to compel a being 
who does not wish to deal with the character. It only 
makes them aware of her desire to bargain, and creates 
a bridge for them to enter her dreams to do so (or to 
send in lesser wicked spirits to perform the negotia-
tions on its behalf).

Do not, for God’s sake, roll a botch while casting this spell.

soul CommerCe
Common soul commerce is the process by which an 

infernalist bargains away chips and fragments of her im-
mortal soul in exchange for blessings of profane might. 
Negotiation, substitution, strategy, and clever gambits 
are the nature of the game: the would-be diabolist sits 
down to the table in the hopes of acquiring the power 
she seeks at less than its true market value, while the 
dread powers she deals with attempt to entangle her in 
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the finer points of infernal law, unwise agreements to 
uphold the standards of unholy commerce, and unin-
tended promises that end with her giving away far more 
of herself than she had at first intended.

Ultimately, if the first-time infernalist steps away 
from the bargaining table the overall winner, the dark 
powers are not too upset, no matter what show of dis-
appointment they may put on for her benefit. It just 
makes her more likely to return for another round of 
gambling in the future, providing another opportunity 
to claim her remainder of her soul.

It is common for clever diabolists to open negoti-
ations with multiple dark patrons, perhaps even nego-
tiating with arch-devils at open war with one another. 
The theory is that even if the infernalist loses her entire 
soul by snippets and percentages, she needs not fear 
being claimed as some monster’s slave, because no sin-
gle demon owns her soul in its entirety. This precau-
tion almost never pays off. Fragments of an infernalist’s 
soul are a tradeable commodity, and even if two bitterly 
feuding devils refuse to conduct business with one an-
other directly, it a fairly simple matter for an attentive 
speculator in the economics of damnation to gather up 
the scattered fragments of a troublesome soul as they 
come onto the market. If the diabolist should ever lose 
her entire soul, she may rest assured that sooner or later 
someone else will reconsolidate and claim it.

soul potential
Even the mighty souls of the Chosen may be cor-

roded by ill-use, or anchored less strongly than might 
otherwise be the case for want of sufficient will. In 
game terms, a value called Soul Potential determines 
how much of her soul an Exalted diabolist may barter 
away and still maintain sovereignty over herself. This 
value is set at the time of her first infernal negotiation, 
and cannot be increased afterwards.

To determine a character’s Soul Potential, begin with 
her permanent Willpower rating, and then subtract one 
from that value for each of the following facts which is true:

• The Exalt routinely engages in acts of extreme or 
conspicuous cruelty, regardless of any justification she 
may feel for those actions.

• The Exalt routinely kills her enemies when other 
practical solutions are available.

• The Exalt’s will is not entirely her own: she is 
subject to some manner of mundane or supernatural 
suborning of her will, such as the Addicted Flaw or a 

vampiric Blood Bond. In games that use the optional 
Great Curse rules found elsewhere in this appendix by 
applying them automatically to the Chosen, the Great 
Curse does not count as a suborning of the will, as it is a 
fundamental feature of Exaltation. If, however, the char-
acter has the Great Curse by way of a Flaw in a chronicle 
that doesn’t automatically grant their sort of Exalt the 
Curse, then their will is considered to be suborned.

• The Exalt routinely victimizes mortals for no rea-
son other than her own advancement or gratification.

Take the value remaining after any subtractions 
and multiply it by 10. That is the Exalt’s Soul Potential. 
It is not unusual for the Chosen to have 50 to 70 Soul 
Potential – sometimes even higher.

Begging the darK
When the diabolist sits down to bargain with her 

chosen dark patron in her dreams, she must bring with 
her a specific list of the Investments she wishes to be 
granted. Once her “shopping list” matches or exceeds 
her Soul Potential, any further demands in excess of 
the value of her soul are discarded out of hand by the 
wicked beings on the other side of the bargaining table.

The standards of infernal commerce are structured 
to reward over-commitment, for so long as any bargain 
at all is struck, the diabolist will receive everything she 
wants, up to the point where her initial list of Invest-
ments exceeds the market value of her soul. Thus, if a 
first-time petitioner can outwit her patron-to-be on the 
matter of even a single investment, she can walk away 
from the table assured to retain her free will, and fes-
tooned with an enormous number of potent blessings; 
and even if things go as badly as they possibly could, 
she will at least know she extracted the maximum pos-
sible value for her soul. This tempts many would-be di-
abolists who might have otherwise asked for only one 
or two paltry boons to dive into soul commerce up to 
the neck from the outset.

maKing the Bargain
Once the infernalist has drawn up her list of de-

sired blessings and called forth the agents of some Hell 
or other into her dreams, it is time to conduct formal 
negotiations. This is accomplished by haggling, point-
by-point, over each investment to be granted. Her pa-
tron (or its representatives) attempt to over-represent 
the market value of each desired blessing, while the di-
abolist in turn makes counter-offers of substitute value 
(murders to be performed in ritual fashion, sacrifices 
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of potent mystical talismans, valuable information to 
be brokered) or simply dives into the Byzantine com-
plexities of infernal contract law to come out ahead in 
the deal.

In game terms, for each Investment to be bestowed, 
the infernalist’s player rolls Intelligence + Law against 
difficulty 9, and the Storyteller consults the table below.

Successes Result
Botch The character walks right into a classic 

trap, and must make hasty concessions to 
avoid losing everything then and there. 
Roll two dice, add the results to the listed 
cost of the Investment. That is the Soul 
Potential price the character pays.

Failure How could she have overlooked that 
clause…? Roll one die and add it to the 
listed cost of the Investment. That is the 
Soul Potential price the character pays.

1 Stalemate. The character pays the Invest-
ment’s listed price, satisfying no-one.

2 A good deal. The character pays the list-
ed Soul Potential cost –2.

3 An excellent deal! The character pays half 
the listed Soul Potential cost (round up).

4 Fantastic bargaining. The Investment costs 
only a third of its listed price (round up).

5+ In a masterful bit of maneuvering, the 
Exalt receives the Investment for free.

The Chosen are free to use their various Charms 
to enhance the negotiation roll, but soon find that 
their bargain takes place in a semi-timeless dream-
realm provided by their patron. No matter when or 
where they went to sleep, the sun will not cross the 
horizon while they conduct their dream negotiations, 
nor do they benefit from the rapid replenishment of 
Essence provided by slumbering within a Dragon Nest, 
even if the dickering seems to span hours and hours. 
The dark powers are also generally not foolish enough 
to send minions to the negotiating-table who are vul-
nerable to any form of direct mind-control.

At the end of negotiations, the infernalist awakens 
with her new dread powers and blessings, her dark pa-
tron departs, and eventually morning arrives. It brings 
with it the final truth of soul commerce: uncertainty. It 
is nigh-impossible for the Exalt to determine just how 
well she truly performed at the bargaining-table. She only 

knows if she lost all of her soul, some of her soul (by far 
the most likely outcome), or none of her soul in her latest 
bargain. If she lost some of her soul, she has no certain 
way to quantify how much… and thus, no certainty of 
what value she can bring to the table in a future bargain.

To represent this at the table, the infernalist’s play-
er should either let the Storyteller make her rolls for 
her, or else make the rolls herself but cast the dice be-
hind a screen so she cannot see their outcome (this 
feels a lot better – if you’re selling off your soul, you 
should roll the dice – but isn’t really possible if you’re 
playing online using a virtual roller, alas). The Story-
teller keeps careful track of the character’s remaining 
Soul Potential, but the player? The player has to won-
der. All she gets to know is if she lost nothing, something, 
or everything when negotiations over the final Invest-
ment conclude.

backing oUt

Sometimes sanity reasserts itself at the last pos-
sible moment. Sometimes an Exalt sits down to 
the bargaining table and, in the midst of ne-
gotiations, gets a very clear sense that things 
are not developing in her favor. And on many 
occasions, a foolish Dragon-Blooded sorcerer 
has initiated dream commerce only to realize 
she has not mastered the half-dozen languag-
es in which infernal contracts are traditionally 
written, has not adequately studied the laws of 
Hell, has no idea of the true market value of “be-
coming undefeatable in battle.” Such a reluc-
tant diabolist quickly discovers that the wicked 
beings on the other side of the table are most 
insistent, infernally persuasive, and extremely 
reluctant to take no for an answer. Successfully 
retreating from negotiations requires a (Cha-
risma or Manipulation) + Etiquette roll against 
difficulty 9, with failure indicating that in the 
course of trying to disentangle herself the Exalt 
accidentally signs away some percentage of her 
soul for no benefit whatsoever. On a botch, she 
loses her entire soul in exchange for whatever 
paltry scraps of power her new master sees fit 
to bestow upon its disappointing new slave.
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the devil-eaten
An Exalt who has lost only a minority share of her 

soul may go about her day to day business just as she did 
before making her devil’s bargain. So long as she retains 
even a single point of Soul Potential, she suffers no cur-
tailing of her free will, no monstrous urges or appetites, 
no hardening of the heart – from her own lived expe-
rience, she has gotten away with her trespass scot free.

Of course, she is now a matter of great interest 
to the dread power she bartered with. This entity has 
every reason to wish her back at the bargaining table 
again in the future, and may apply means gross or sub-
tle to bring this eventuality into being. Blackmail is not 
unheard of, but more frequently the infernal powers 
conspire to present an infernalist with fresh challeng-
es in her life once she’s grown acclimated to her dark 
gifts, nudging her back for another upgrade.

Eventually, the infernalist over-extends herself, has a 
run of bad luck, or goes to the well one time too many. 
What sorry tatters of her soul might remain to her are no 
longer enough to assert ownership over her own being.

Once a single dark entity amasses the fragments of 
the Exalt’s bartered soul, it gains the ability to exercise 
near-absolute control over her. It may spy on her with 
complete freedom, and speak in her mind now across 
any distance, conveying orders to its new minion. The 
Exalt may still resist these demands, however feebly, 
but is condemned to do so through merely mortal ef-
fort, and half-heartedly at that. The devil-eaten can no 
longer spend Willpower or Essence without her mas-
ter’s reflexive review and approval; indeed, she may be 
forced to expend both quite against her will. If she suf-
fers from the Great Curse, her patron may also subject 
her to or protect her from its ravages as it pleases. Her 
patron may rewrite one of her Intimacies at the begin-
ning of each story, and if it decides to target her with 
any coercive supernatural powers, any passive or per-
manent protections she may enjoy from her Charms 
or anima power against mind control fail to have any 
effect upon the entity that owns her soul.

The only hope one of the devil-eaten will have for 
self-determination ever again is to somehow gain direct 
control over her own bartered soul. Even then, she mere-
ly becomes her own “master,” owner of an incalculable 
treasure within a lacquered box. She cannot return her 
broken spirit to its place within her body and make her-
self truly whole again; she will always have to guard her 
soul against theft and exploitation for the rest of her life.
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investments
These are the investments that the Yama Kings, 

Maeljin Incarnae, and certain of the most powerful 
Earthbound may grant to their Exalted servants. Most 
are simply fast-tracks to gifts the Chosen could have 
developed themselves given time and diligent training, 
but others are true brands of infernal favor.

Most Investments inflict some side effects either 
when they are used or upon their initial manifestation. 
As a result, it is often wise for a diabolist to retreat into 
hermitage for a while immediately following a new 
soul-pact, lest all and sundry realize exactly what she’s 
done to herself. Many Investments also carry some tell-
tale sign that those initiated in the ways of demonology 
can recognize to figure out exactly what favors the char-
acter has bargained for. The Mask of Hell Investment 
hides such signs, meaning it is often the very first item 
on an infernalist’s shopping list.

BlaCK Whispers (10 points)
This is not a true Investment per se, but rather 

represents the Exalt bartering with the forces of Hell 
for information. The lords of the dread realms have 
a multitude of wicked spirits, spies, and intelligence 
agents at their disposal, and are quite knowledgeable 
about many things. Each purchase of this Investment 
provides knowledge of one subject, such as the dread-
ful sins of a hated rival, the location of a forgotten ar-
tifact (along with advice on how to reach it and what 
sort of traps guard it), or a particular truth about the 
Age of Legends. Not all dark powers are guaranteed to 
know everything, but do keep in mind the character is 
bartering her soul for this knowledge. 

Sign: None.
Side Effect: None.

the Breath oF KnoWledge (6 points)
Demonic tutors scribe knowledge upon the Exalt’s 

psyche, granting a four-dot increase to an Ability or 
combination of Abilities. This can raise an Ability as 
high as six dots.

Sign: Anyone reading the character’s thoughts 
while using her boosted Abilities will realize she is 
drawing on knowledge that is not her own.

Side Effect: For a number of weeks equal to the 
greatest increase to any single Ability, the Exalt’s 
thoughts are clouded and fuddled, and she suffers a 
–1 penalty to all Social and Mental dice pools.

the eBon Fountain (10 points)
The Exalt may draw the powers of Hell into her-

self, refreshing her powers. Once per day, she may re-
flexively regain 5 points of Essence.

Sign: During the scene in which the Exalt restores 
her Essence, if her anima banner is visible, it dances 
and distorts into grotesque leering demonic faces.

Side Effect: Select a derangement. When the Exalt 
draws upon this Investment, this derangement manifests 
until the sun next rises, at which point it falls into remission.

the iron hands (6 points)
The character’s mind and body are fortified with 

infernal power. She adds two dots to an Attribute or 
combination of Attributes. This may increase an Attri-
bute to up to a maximum of eight dots.

Sign: When the Exalt exceeds her previous limits, 
her effort is accompanied by some supernatural man-
ifestation (crackling lightning, black flames, etc). She 
may voluntarily limit herself to her previous dice pools 
if she desires to avoid this manifestation.

Side Effect: It takes a bit to adjust to her new Hell-
ish might. For a number of weeks equal to the greatest 
increase to a single Attribute, she suffers a +1 difficulty 
penalty to all Attributes increased with this Investment.

the Jade mind (6 points)
The Exalt becomes universally immune to any form 

of mind-control or mystical emotional manipulation from 
any source – save, of course, for her demonic patron.

Sign: The Exalt’s aura, and indeed her anima ban-
ner, is woven with fine black veins.

Side Effect: The Exalt suffers from the Nightmares 
Flaw for a number of weeks equal to her Willpower rat-
ing after first acquiring this Investment.

the lore oF ages (5 points)
The dark forces tutor the infernalist in the knowl-

edge of one ancient sorcery spell.
Sign: When casting the spell, its manifestation is twist-

ed and grotesque (brass wasps in place of obsidian butter-
flies, or skin of verdigrised brass rather than bronze).

Side Effect: For a month after receiving this In-
vestment, all tools of scholasticism recoil from the 
character: paper burns at her touch, computers crash 
when she tries to use them, and classrooms grow rest-
less and undirected when she enters.
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luCK oF hell (6 points)
The dark forces favor the character, bending the 

laws of the world to rain good fortune down upon her. 
In the near future, she will gain four dots of any Back-
ground or combination of Backgrounds.

Sign: The luck that brings her these Backgrounds 
is often both quite improbable, and driven by the mis-
fortune of others.

Side Effect: The Exalt’s luck is turbulent at best 
to compensate for the churning of destiny around her. 
Once per scene, the Storyteller may negate one rolled 
success. This run of bad luck ends when the destined 
Backgrounds finally appear.

the masK oF hell (10 points)
The character’s Investments no longer manifest 

tell-tale signs. No amount of mind-reading, aura-gaz-
ing, or truth-sensing can ascertain that the character 
has made dealings with the forces of Hell.

Sign: None.
Side Effect: The character no longer feels quite at ease 

with herself. Her permanent and temporary Willpower val-
ues are always considered to be one lower than they truly are.

poWer unBound (3, 5, or 9 points)
The Exalt’s dread patron unlocks the miracles in-

herent in her Essence. For three points, she gains a sin-
gle one-dot Charm. For 5 points, she gains three dots 
of Charms. For 9 points, she gains 5 dots of Charms.

Sign: Charms obtained with this Investment always 
display some unnerving, hellish manifestation when used.

Side Effect: For the first month after gaining this 
Investment, the Exalt’s anima roars into life whenever 
she spends even a single point of Essence.

the soul oF darKness (10 points)
The Exalt’s patron infuses the power of some foreign 

darkness into her heart. She gains one of the following: 
Werewolf or other Changing Breed Gifts worth five levels 
in total; five total dots of Kindred or Hungry Dead Disci-
plines; or five total dots of demonic Lores. The Exalt sub-
stitutes Essence for any Rage, Gnosis, blood point, Chi, 
or Faith costs they may demand. (Celerity, Fortitude, Po-
tence, and similar powers that simply add more dice aren’t 
recommended when designing NPCs with this system, as 
it’s not much fun to fight an archenemy who simply has 
such a titanic dice pool that you can never hit or hurt 
them no matter what, which is what will happen if you 
stack those on top of the “Excellence”-series Charms.)

Sign: The Exalt’s shadow contorts into a mon-

strous outline suggestive of her patron while using the 
powers granted by this Investment.

Side Effect: For (Essence rating) weeks after gain-
ing this Investment, the character takes one level of 
automatic bashing damage after every minute of expo-
sure to direct sunlight.

touCh oF the dread Kings (5 or 6 points)
The character gains a Shintai Aspect (see Chapter 

Eight) as a permanent feature. If this demonic Aspect 
is concealable, it is worth 6 points; if it is always ob-
viously a supernatural trait, then it is worth 5 points. 
Some bakemono powers may also be suitable for pur-
chase, at the Storyteller’s discretion (specifically not the 
ones that give you a Rage or Gnosis pool).

Sign: Even if the traits are concealable, the charac-
ter’s body seems very strange if subjected to close med-
ical examination.

Side Effect: The character suffers a –1 penalty to 
all Stamina pools and soak rolls for one month after 
gaining this Investment.

unFolding soul FloWer (10 points)
The Exalt’s dread patron cracks open the poten-

tial of her Exaltation. She may choose an additional 
Aspect or Caste Charm list to favor. Infernals select 
a third Key Hell, while Liminals gain another Aspect 
Attribute from their original list of five choices. Al-
chemicals instead gain 10 experience points to spend 
on submodules for their Charms. 

Sign: While using Charms from the profane Charm 
list, which resonate with the tainted Attribute, or which 
were upgraded with infernal submodules, the Infernal’s 
body crawls with subtle, otherworldly flames.

Side Effect: The character’s Essence is wounded for a 
month after gaining this Investment. Whenever she should 
regain Essence, she gains one point less than normal.

the Wages oF enlightenment (10 points)
The Exalt’s dread patron pours their power into 

her, making her Essence swell with unholy might. Her 
Essence rating increases by +1, to a maximum of 5.

Sign: The Exalt’s anima is incredibly bright and 
large, towering fifteen or twenty feet into the air, po-
tentially visible from miles away on a clear night.

Side Effect: The Exalt’s Essence burns too hot and 
too strong. For (her new Essence rating) weeks after 
gaining this Investment, spending the maximum num-
ber of Essence points per turn causes her to suffer one 
level of unsoakable bashing damage.
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true anathema
Beyond the pathetic scraping of those who barter off 

fragments of their soul for profit stand the true Anathe-
ma: those who have traded away their soul entire in one 
fell swoop, accepting their gilded chains with open eyes. 
These dread beings stand among the most powerful lieu-
tenants and generals of the forces of wickedness in all the 
cosmos, for the complete and absolute surrender of all 
they are gives their masters far greater latitude to remake 
them into avatars of apocalyptic glory than anything that 
could ever be accomplished with the mere devil-eaten.

Why would a Prince of the Earth denigrate herself 
so? Given the power of a god, why accept slavery to a 
demon? There are always reasons: the certainty of a 
purposeful existence under a genuine (if wholly evil) or-
dained officer of the cosmos, for example. The lifting of 
despair or other unbearable conditions of the spirit. The 
promise of some good deed done in spite of the natural 
inclinations of Hell is also a possibility: the release of a 
loved one’s soul from torment, the sparing of an ally, a 
friend’s release from unsupportable debt to dark forces. 
Then, of course, there is power. In the face of a truly 
hopeless struggle, the forces of darkness may promise 
power beyond power, power beyond reason, the power to 
shatter the very world; they may even be so magnanimous 
as to allow the newly-remade Anathema one last parole 
of free will with which to apply her new power to her 
own ends, before her eternity of servitude begins.

Forging the anathema
The creation of one of the Anathema is an inaus-

picious occasion of incredible magnitude. It is not con-
ducted in tawdry dreams – although the Invocation of 
Poisoned Dreams may be used to gain the initial atten-
tion of the Exalt’s master-to-be – but is instead enacted 
face-to-face. The Exalt’s newfound patron sends forth its 
most trusted minions to convey her to its presence: to 

the palace of one of the Maeljin Incarnae in Malfeas; to 
the Yomi Realm of one of the Yama Kings; or to the rel-
iquary of one of the mighty Earthbound, where she may 
kneel in supplication and surrender her soul directly.

As with soul commerce, there may be contracts 
and bargains, but they are not mere dickering over the 
scraps of a wastrel soul. These, instead, are the sure-
ties and guarantees the Exalt extracts in exchange for 
her absolute and eternal submission to the will of the 
Dread King she has chosen to be her new master: usu-
ally assurances of some uses her power will or will not 
be put to, or limitations upon the transformations to 
be wrought upon her.

In order to become Anathema, an Exalt must own 
her entire soul. If she has given away even one tiny 
sliver of it through soul commerce, then she cannot be 
granted the greater power of infernal rebirth.

inFernal reBirth
With the bargains struck and the rites observed, 

the Infernal’s new master takes her up and, over the 
course of days of excruciating sorcerous violations of 
the spirit and flesh, rebuilds her into a gilded slave, a 
prince in chains: one of the Anathema.

Infernal rebirth confers the following mechanical 
conditions and consequences:

• Tamed Anima: The Anathema gains the Anima 
Control Merit at the 5-point level.

• Undivided Loyalty: The Anathema loses all of her 
Intimacies. They are instead replaced by a single new 
Intimacy, “I must serve [master’s name here].” If they 
did not already know Righteous Lion Defense, they 
gain that Charm (even if, as in the case of Infernal 
and Alchemical Exalted, they do not possess a native 
version of Righteous Lion Defense).

• Unholy Power: The Anathema gains Investments 
chosen by her master (or selected during her slavery-con-
tract bargaining) with a budget of 100 Soul Potential.

• Expanded Might: The maximum size of the In-
fernal’s Essence pool increases by 5 points, and she 
may spend 1 Essence per round more than the usual 
limitation of her Essence rating.

• Inhuman Potential: Even without Investments, 
the Exalt’s Attribute maximum increases to 8 and her 
Ability maximum to 6.

• Unwholesome Feasting: The Exalt may gain Essence 
by devouring living flesh or drinking living blood, gaining 

liminal anathema?

The Liminal Exalted possess a fractured Exalta-
tion where other beings would have a soul. As 
a result, they cannot participate in soul com-
merce – you can’t barter away shares in some-
thing you don’t have – but they are very much 
capable of becoming full-blown Anathema, 
giving away all that they are in exchange for a 
sense of mock-wholeness.
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1 point of Essence for each three points of lethal damage 
inflicted to a still-living human being in this fashion.

• Obedient to Only One: The Exalt is unconditionally 
immune to mind control from anyone save her new master.

• Immortal: If slain, the Infernal’s body erupts in un-
holy flames and her spirit flees: to her master’s palace in 
Malfeas or Yomi Wan; or, if she is a slave of one of the 
Earthbound, to her master’s reliquary. There, if her mas-
ter chooses not to destroy her out of hand, she reforms 
and must explain her failure. She may only be permanently 
destroyed either within the confines of her master’s realm 
(or in the presence of his reliquary), or if struck down by a 
soul-annihilating Charm such as Ghost-Eating Technique.

• No Free Will: The Anathema is a soulless vessel 
for her master’s will. While he may allow her some 
degree of freedom – indeed, may indulge the majority 
of her whims and appetites, since she is a living symbol 
of his status and power – she is still ultimately a slave 
wearing gilded chains. When her master issues an or-
der, she must and will obey both the letter and spirit 
of the command to the best of her understanding and 
with all of her considerable power.

soul treatments
At her master’s discretion, the Anathema may be 

rewoven to an even greater degree. These horrendous 
upgrades, known as Soul Treatments, rewrite the Ex-
alt’s mind, body, and spirit to better please her new 
owner. The Dread Kings are often hesitant to subject 
their most potent slaves to Soul Treatment, for even an 
Exalt’s capacity to survive such enhancements is finite; 
perhaps, they reason, it is best to save one last upgrade 
against future necessity.

In game terms, an Exalt can only endure Treat-
ments with a total value equal to her Willpower rating 
at the time of her infernal rebirth. Any Treatments in 
excess of this value will cause her being to unravel, de-
stroying her utterly.

Unless otherwise specified, each Treatment can 
only be applied to a given Anathema a single time.

artFul CloCKWorK prinCe treatment (4 points)
The Yama King Mikaboshi boasts that he invented 

this treatment. While he is certainly its most frequent 
user, it also sees some use among more forward-look-
ing Earthbound, and certain of the more industrial-
ly-inclined Maeljin Incarnae. It “improves” the Anath-
ema with the heavy inclusion of advanced cybernetics, 
from electronic ganglia to weaponized bionic limbs.

Grants:

• Five points to distribute between Strength, Dex-
terity, and Wits.

• Eight points to distribute between Computer, Fi-
nance, Leadership, and Technology.

• The ability to reflexively see through any cameras 
within 300 yards.

• One additional Shintai Aspect as per the Invest-
ment Touch of the Dread Kings (concealable) or two 
non-concealable Aspects. In either case, these take the 
form of cybernetic implants.

BeatiFiCally enlightened tutor treatment (3 points)
Through this grueling scholarly regimen, the 

Anathema is granted what enlightenment and wisdom 
Hell has to offer.

Grants:

• Four points to distribute between Charisma and 
Appearance.

• Six points to distribute between Academics, Oc-
cult, and Performance.

• Five dots of analytic, observational, and scholarly 
Charms.

Crimson tiger-general treatment (3 points)
A torturous regimen of inhuman endurance and 

strength training, this is the Treatment given to the 
front-line warriors and generals of Hell. Its recipients 
can rarely pass for human.

Grants:

• Four points to distribute between Strength and 
Stamina.

• Four points to distribute between Melee and Brawl.

• Four additional Shintai Aspects as per the Invest-
ment Touch of the Dread Kings (non-concealable).

• Four dots of combat Charms.
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graCeFul reed angel treatment (3 points)
A Hellish training regimen in which the Anathema 

must pass through mazes of white-hot iron without sing-
ing a single hair, or pass through a gauntlet of one hun-
dred demon opponents without taking a single wound 
and while striking down at least a third of their number.

Grants:

• Four points to distribute between Dexterity and Wits.

• Four points to distribute between Athletics and Firearms.

• Two additional Shintai Aspects as per the Invest-
ment Touch of the Dread Kings (concealable).

• Five dots of combat Charms.

heaven and earth shattering treatment (3 points)
The most grueling of all regimens, in which all the 

power of Hell is cycled through the Anathema’s Es-
sence again and again and again until she exceeds the 
limitations of her own power or dies.

Grants:

• Ten dots of Charms.

pearl teeth and amBer eyes treatment (2 points)
The Exalt is given tutelage by the greatest demon-

ic courtiers and courtesans in the cosmos, and then 
personally rewoven and reshaped by the hand of her 
master. She may be allowed to retain a refined version 
of her original appearance, or may be completely recast 
with an entirely new body, up to and including such 
radical alterations as having her sex reimagined. This 
Treatment may be applied more than once.

Grants:

• Four points to distribute between Charisma and 
Appearance.

• Eight points to distribute between Empathy, Ex-
pression, and Etiquette.

seven Wisdoms minister treatment (2 points)
This treatment fills the Anathema’s brain with the 

gossip and observations of a thousand lesser wicked spir-
its, bringing her up-to-date on the doings of the mortal 
world. This Treatment may be applied more than once.

Grants:

• Four points to distribute between Intelligence and 
Manipulation.

• Eight points to distribute between Investigation, 
Law, Politics, and Subterfuge.
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The Machine-Realm of Autochthonia was first dis-
covered by Chinese Artificers during the reign of Em-
peror Shenzong of the Song dynasty. They soon invent-
ed a device to chart its position as it drifted through 
the Deep Universe, and then colonized the strange 
world of brass and steel. Today, it is the spiritual heart 
and innermost sanctum of the fearsome group of will-
workers known as Iteration X, modern successors of 
the Artificers of old.

Autochthonia orbits the sun precisely opposite 
the Earth. Those approaching from within the Deep 
Universe may mistake it for a massive chrome sphere, 
but it is in fact a polyhedron with 4,294,967,200 sides. 
Its surface bristles with broadcast antennae and shuttle 
launch bays, and swarms with attack Geomids tasked 
with defending the Realm.

The mages of Iteration X achieved their greatest 
accomplishment here in 1931: the development of a 
computer algorithm which achieved sentience during 
its 10th iteration. This machine-algorithm – The Com-
puter – is now housed in the unimaginably powerful 
data core of the Realm, and it runs all major functions 
of Autochthonia. Those few Technocrats with the hon-
or to have spoken to The Computer report that when 
it manifests on one of the Realm’s many screens or 
monitors, it appears as a pillar of static, with a voice 
like bass thunder and a gaze of magnesium fire.

lies, damned lies, and roBotiCs
According to the historical databases of Iteration 

X, Autochthonia first formed 65,845 years ago as an 
extremely simple Pattern Realm. At that time, it was 

APPENDIX TWO:APPENDIX TWO:

THE ALCHEMICAL EXALTEDTHE ALCHEMICAL EXALTED

I know you’re out there. I can feel you now. I know that you’re afraid. You’re 
afraid of us. You’re afraid of change. I don’t know the future. I didn’t come 

here to tell you how this is going to end. I came here to tell you how it’s going to 
begin. I’m going to hang up this phone, and then I’m going to show these peo-
ple what you don’t want them to see. I’m going to show them a world without 
you. A world without rules or controls, borders or boundaries. A world where 

anything is possible. Where we go from there is a choice I leave to you.

—Neo, The Matrix
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nothing more than a one-sided geometric shape. After 
a year, it split into a two-dimensional surface; after two 
years, into a tetrahedron; after four years, into a 16-sid-
ed shape; and so on. The Convention believes that 
the Realm is striving ever towards that most perfect of 
shapes, the sphere. Of course, there is some concern 
and consternation about niggling inconsistencies in 
this record. One times one is one, after all, not two, so 
how did the Realm first begin to elaborate upon itself?

It’s a neat mathematical conundrum, and it serves 
to help those who live within the Realm – who are, by 
and large, most comfortable approaching reality as a 
math problem in need of solving – avoid questioning 
Autochthonia’s deeper inconsistencies.

For example, there’s the fact that Autochthonia 
isn’t a Pattern Realm at all, and that Iteration X nev-
er designed a sentient algorithm. Autochthonia is an 
ancient, slumbering god of the Age of Legends, and 
the elaborate prayers that were the sentience algorithm 
awakened it from its millennia of sleep. Autochthon 
has spent the last century masquerading as The Com-
puter while it regains its strength and analyzes the cur-
rent, bewilderingly different state of the Earth.

In the earliest epochs of the Age of Legends, Autoch-
thon was a sort of forge-god. Growing fearful of the ex-
cesses of the Exalted, it fled into the absolute darkness 
beyond Creation, making of itself a Realm of Brass and 
Shadow peopled by brave scientists, engineers, workers, 
and priests, and protected by industrial heroes of clay and 
brass and crystal. But thousands of years ago something 
went wrong. Autochthonia was grievously wounded, its 
population died, and the Machine God went into a long 
cycle of hibernation and reconstruction.

The Machine God had planned to use its influence 
over Iteration X to slowly establish connections with 
the Earth once it was certain its old enemies were no 
longer waiting for it to reappear. It had intended to 
guide the world into a vision more fitting to its own de-
sign, a technopoly where everyone finds fulfillment as 
a cog in a great world-spanning machine. It had a time-
table, and contingency plans, and a powerful group of 
fanatical willworkers with which to exercise its will.

But then something happened in the Himalayas. 
The Machine God’s sensors picked up an ancient and 
unmistakable eruption of power, and it panicked. De-
fensive contingencies older than any living human civ-
ilization activated. The normally cool, orderly, well-lit 
Realm descended into a chaos of hissing steam, blar-
ing klaxons, and flickering shadows. Somewhere in the 
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uttermost core of Autochthonia, the Realm diverted 
most of its power into ancient mechanisms even the 
Machine God itself had forgotten still existed. Cyborgs 
resting dormant in sleep pods were instantly drained 
of their life-force, attack Geomids were re-absorbed 
into the substance of the Realm by the hundreds, and 
there was general pandemonium and calamity. The 
Computer fell silent and refused to respond to even 
the most senior Comptrollers.

Finally, the survivors of the Realm-wide calamity 
followed the power diversions into an ancient and un-
charted section of Autochthonia. Most of the Machine 
Realm is clean, bright, ergonomic and human-scaled. 
The far reaches were different: labyrinthine corridors 
of lightless brass and steel festooned with conduits and 
cables carrying oil, electricity, and steam every which 
way. Finally, deep within the heart of the Realm, the 
explorers found a small collection of strange objects: at 
first glance they appeared to be chrome spheres about 
the size of a human head, adorned with a shining jewel 
of some fantastic, long-lost magical substance. Upon 
closer examination, each turned out to be a polyhe-
dron with 4,294,967,200 sides.

With the Realm in disarray, it was decided to take 
the mysterious artifacts back to a Construct on Earth for 
further examination. But as soon as the transport shuttle 
carrying the objects left the Realm, Autochthonia’s attack 
Geomids went berserk and swarmed. Badly damaged, the 
transit ship was briefly believed lost in the Deep Universe.

The truth turned out to be a lot worse.

dogFights Beyond the moon
The damaged Iteration X transport, careening 

off-course, ran into the Society of Ether cruiser Argo, 
itself in the middle of a supply run between Earth and 
Victoria Station. Determined not to let the Machine 
Realm’s mysterious cargo fall into the hands of the 
enemy, the transport’s pilot accelerated into an attack 
run, determined to force the Argo to destroy his ship.

The SES Argo didn’t oblige, instead using its ma-
chine guns to disable the transport’s steering systems, 
and maneuvering to capture the vessel with a docking 
claw. During the struggle, the transport’s pilot was 
killed, and one of the unEnlightened crew somehow 
triggered one of the Autochthonian devices. She was… 
transformed… and according to the Argo’s logs, leaped 
unprotected from the Iteration X transport vessel onto 
the Argo, where she killed three crew members and set 
ablaze all of the good brandy. In desperation, the Argo 

reversed the polarity of its Ephemeral-Material Con-
verter, blasting the Technocracy vessel out of Ether-
space and back into the material world. There, it broke 
apart in the atmosphere, appearing to the Masses as 
nothing more than an unexpected meteor shower.

Except that the Exaltations survived re-entry un-
scathed. They fell, burning, to be scattered across the 
Earth, waiting to be discovered and activated.

the alChemiCal exalted
Once upon a time millions of men and women 

lived and labored and worshiped within a giant engine 
who was also a god. They constructed heroes to protect 
them: beings with skin of clay and souls of lightning, 
armed with divine machinery. But things went badly. 
Everyone died. The last lights went out, and the people 
and their heroes were forgotten. And yet, the Essence 
of those heroes lingered.

Reacting to the breach of the Black Vault, Autoch-
thonia’s defensive protocols have crafted that ancient 
remnant Essence into a tiny handful of Exaltations: 
strange metallic devices adorned with a “jewel” of 
some mystically resonant substance from a long-ago 

a tale of several aUtochthonias

Autochthonia has been presented in Mage: the 
Ascension in several mutually incompatible 
forms across various editions, ranging from its 
first appearance in The Book of Worlds to its more 
Exalted-inflected incarnation in Iteration X Re-
vised. In Void Engineers Revised, Autochthonia is re-
written again to become the base of operations 
for a Threat Null invasion fleet of biomechanical 
horrors preparing to assimilate the Earth!

The default presentation and story chosen 
for Autochthonia in Exalted vs World of Dark-
ness is primarily informed by The Book of Worlds, 
but borrows a few details from Iteration X Revised 
to emphasize the totally-completely-100%-can-
on fact that Exalted’s Autochthonia and Mage’s 
Autochthonia are the same place. If you want to 
roll with the Threat Null version of Autochthonia 
instead, then the Alchemical Exalted are prob-
ably Threat Null’s elite champions, dispatched 
to Earth to secure compliance from earthly Con-
structs who have escaped the stultifying control 
of a hostile Machine God.
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age. These are not the industrial heroes of old. These 
new Exaltations are intended to transform human be-
ings into living weapons.

the industrial exaltation
Alchemical Exaltation is physically rather than 

spiritually guided. The Exaltation attempts to trigger 
when someone presses down on the jewel adorning 
its surface. The polyhedron begins to unfold, shining 
with radiant Essence, as it scans the one who activat-
ed it. If the host is unsuitable, the Exaltation re-seals 
itself and becomes dormant. If they’re adequate – and 
Alchemical Exaltation has exactly the same criteria for 
selecting or rejecting a host as Solar Exaltation – then 
the Exaltation matrix unfolds into a bewildering storm 
of whirling lightning, brass, crystal, and grinding ma-
chinery that enfolds its new host.

Exaltation is alarming and confusing, but not 
painful. Strange machinery unweaves portions of the 
host’s body and remakes them, often with new cyber-
netic grafts and bionic improvements. A nodule of 
pure magical material – the Exaltation Core – affixes 
itself to the host’s forehead. Her mind floods with a 
new but inchoate awareness of the basic parameters of 
her Exaltation’s functionality, although she receives no 
clue what the hell she is or why this is happening or what 
she’s expected to do. Soon enough, the Exaltation is com-
plete, the newly-minted Alchemical’s anima fades, and 
she probably triggers Dormancy and tries to dismiss 
the entire episode as an industrial nightmare.

But she can’t. The Technocracy, along with every 
other supernatural organization who recognized the 
significance of the freak and incredibly powerful “mete-
or shower” that sent the Alchemical Exaltations crash-
ing down to Earth, is already looking for her.

Castes
Each of the Alchemical Exalted is marked and 

influenced by the wondrous substance that makes 
up the majority of her Charms, and which forms her 
Exaltation Core. Alchemical Castes are less intended 
role-functions, and more a determinant of what sort 
of person the Exaltation deems suitable as a host. Had 
Autochthonia retained control of the Exaltations, per-
haps the Castes would have been used as an assign-
ment-sorting system.

oriChalCum Caste
Orichalcum Castes are Exalted from among natural 

leaders and visionaries. Their Charms are formed from 
a supernaturally pure and beautiful golden substance, 
and their anima is golden and crackles with lightning.

moonsilver Caste
Moonsilver Castes are Exalted from among those 

comfortable with deceit and doing whatever it takes to 
get the job done. Their Charms are silvery and display 
almost organic lines and curves; their anima shimmers 
like liquid mercury.

Jade Caste
Jade Castes are Exalted from among rugged, hardy, 

salt-of-the-earth types. Their Charms are adorned with 
incredibly pure jade in a variety of colors. Their animas 
slowly shift through the many colors of jade.

starmetal Caste
Starmetal Castes are Exalted from among plotters, 

planners, and those who deal in information and intel-
ligence. Their Charms are formed from thin, minimal-
ist lattices of mirror-polished steel, and their anima is 
prismatic and sparkles with subdued starlight.

soulsteel Caste
Soulsteel Castes are Exalted from those who seek 

justice above all else. Their Charms are formed from a 
terrible black steel which occasionally moans and dis-
plays ghostly faces pressing against its inner surfaces; 
their anima is a dark, smoky cloud ringed with arcs of 
electric blue energy.

Chosen oF the maChine god
Though they have ways to hide their natural ap-

pearance, by default the Alchemical Exalted are no 
longer able to pass for normal. They’re still beings of 
flesh and blood, but they’re no longer purely beings of 
flesh and blood. Every Alchemical’s body is adorned 
with mechanical implants and devices which grant 
her incredible powers, but also make her a beacon for 
supernatural attention – particularly that of the Tech-
nocracy, who would dearly like to recover their lost Au-
tochthonian artifacts, even if they have to vivisect the 
Alchemical to do it.

passing on the maChine
When an Alchemical dies, she leaves behind a hu-

man body. Her Charms and Exaltation Core extract 
themselves from her flesh, then reweave themselves 
back into a dormant metallic polyhedron around the 
Core, awaiting a new host.
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playing the  
alChemiCal exalted

The following rules allow players to create and play 
Alchemical Exalted characters:

essenCe reneWal
Long ago, in a previous age, the predecessors of 

the Alchemical Exalted were designed to fulfill partic-
ular functions and roles within the great biomechani-
cal ecosystem of Autochthonia. Now, though they are 
little more than errant prototypes, each Alchemical 
still finds a core of purpose coded deep within their 
Essence. Once per scene, an Alchemical can recover 2 
Essence by meeting the criteria of her caste.

• Alchemicals of the Orichalcum Caste may replen-
ish their Essence whenever they defend or advance an 
Intimacy through forthright action or inspiring others.

• Alchemicals of the Moonsilver Caste may replen-
ish their Essence whenever they defend or advance an 
Intimacy through deception and trickery.

• Alchemicals of the Jade Caste may replenish their 
Essence whenever they defend or advance an Intimacy 
through dogged persistence or steadfast endurance.

• Alchemicals of the Starmetal Caste may replenish 
their Essence whenever they defend or advance an In-
timacy through manipulation or far-seeing stratagems.

• Alchemicals of the Soulsteel Caste may replenish 
their Essence whenever they defend or advance an In-
timacy through intimidation or unchecked violence.

freebie Point costs

Attribute 5

Caste Attribute 4

Ability 2

Charm (rating × 2)

Ancient Sorcery spell 5

Essence 10

Backgrounds 1

Willpower 1

character creation

Creating one of the Alchemical Exalted works 
a lot like creating any other World of Darkness 
character. The steps are outlined below:

steP 1: character concePt

 • Consult with other players and come up 
with an appealing concept.

 • Pick out the Caste that fits best, and note 
its anima effects (see below).

 • Select Nature and Demeanor.

steP 2: attribUtes

 • Mark down one dot in each Attribute. Note 
your Caste Attributes.

 • Rank categories of Attributes (Physical, Social, 
Mental) in order of importance to your character.

 • Divide 7 dots among primary Attributes, 5 
dots among secondary Attributes, and 3 dots 
among tertiary Attributes.

 • Add an additional dot to a Caste Attribute.

steP 3: abilities

 • Rank categories of Abilities (Talents, Skills, 
Knowledges) in order of importance to your character.

 • Divide 13 dots among primary Abilities, 
9 dots among secondary Abilities, and 5 dots 
among tertiary Abilities.

 • No Ability can have more than 3 points 
without spending Freebie Points.

steP 4: advantages

 • Choose Charms (10 dots in total).
 • Select 5 dots of Backgrounds.
 • Write down three Intimacies.

steP 5: finishing toUches

 • Record Willpower (5), Essence rating (1), and 
Essence pool (8). Essence pool begins at maximum.

 • Spend Freebie Points (15), and, optionally, 
purchase Merits and Flaws (max. 7 points).
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Caste Features
When you select your Caste, note its Anima power 

and its Caste Attributes.

oriChalCum
Inspirational leaders and brilliant visionaries. 

• Caste Attributes: Strength, Charisma, Intelligence
• Anima Power: While the Alchemical’s anima is 

flaring, add her Essence rating to all damage rolls.

moonsilver
Spies, infiltrators, scouts, and assassins. 

• Caste Attributes: Dexterity, Appearance, Wits
• Anima Power: While the Alchemical’s anima is flar-

ing, add twice her Essence rating to her Initiative total.

Jade
Populist heroes of industry.

• Caste Attributes: Stamina, Charisma, Wits
• Anima Power: While the Alchemical’s anima is 

flaring, add her Essence rating to her soak rolls.

starmetal
Manipulators and intelligence specialists.

• Caste Attributes: Dexterity, Manipulation, Intelligence
• Anima Power: While the Alchemical’s anima is 

flaring, add her Essence rating to all attack rolls.

soulsteel
Vigilantes, troubleshooters, and inquisitors.

• Caste Attributes: Stamina, Manipulation, Perception
• Anima Power: While the Alchemical’s anima is flaring, 

add her Essence rating to all block, dodge, and parry rolls.

appropriate BaCKgrounds
When creating your Alchemical, all of the follow-

ing Backgrounds are appropriate choices:

• Allies (V20, p. 111)

• Alternate Identity (V20, p. 111)

• Arsenal (Hunter: The Reckoning, p. 120-121)

• Backup (M20, p. 306-307)

• Contacts (V20, p. 112)

• Destiny (M20, p. 311-312)

• Fame (M20, p. 313-314)

• Familiar (see p. page 293)

• Fetish (W20, p. 137-138)

• Influence (V20, p. 114-115)

• Jade Talisman (Kindred of the East, p. 86-87)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (V20, p. 115)

• Resources (V20, p. 115-116)

• Retainers (V20, p. 116)

• Secrets (W20 Changing Breeds, p. 212)

• Spies (M20, p. 325)

• Totem (W20, p. 140)

• Wonder (M20, p. 328)

Alchemicals may also benefit from the following 
new Backgrounds:

neW BaCKground: dragon nest
Your character has seized or discovered a Dragon 

Nest – whichever the case may be, it’s hers now. Rather 
than rating its size or power, dots in this Background 
measure how secure the Dragon Nest is from hostile 
intrusion. Each dot of Dragon Nest increases the dif-
ficulty of all efforts to infiltrate or attack the Nest by 
anyone you haven’t granted access to, and a –1 difficul-
ty bonus to your attempts to spot, track, and identify 
intruders, or to defend the Nest from assault.

Note that this Background represents a Dragon 
Nest under the personal control of the character (or at 
least a group of characters, if the players have pooled 
their Background dots to buy it). It does not represent 
access to a Nest controlled by the Exalt’s family, which 
she is permitted to access at their sufferance.

neW BaCKground: primium Countermeasures
The Alchemical’s bones and muscles are alloyed 

with a flexible microweave mesh of the Technocracy’s 
miraculous Primium, a magick-nullifying substance 
which has never been successfully duplicated outside 
of the laboratories of the Union. Alas that many of 
those laboratories were located on Autochthonia, and 
that The Computer possesses comprehensive under-
standing of Primium and was able to incorporate it 
into the Essence matrices of some of its Chosen.

Each dot of this background, up to five dots, grants 
the Exalt one innate die of countermagick.

neW BaCKground: supernatural status
No mere outsider, this Background reflects an Ex-

alt who has put in the work to embed herself in the 
power structure of one of the great supernatural societ-
ies of the World of Darkness. This Background reflects 
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Abyssals who have made a home within the Camarilla 
or Sabbat, or Solars throwing in their lot with one fac-
tor or another in the war for reality. Having more than 
a few dots of this Background is unprecedented and 
probably unthinkable, but that’s par for the Exalted 
course… provided that the other players are cool with 
making your status a major plot element.

• Acknowledged; your peers recognize your 
name when it comes up. You’re a member 
in good standing, if an unusual one.

•• Credible; you’re considered noteworthy 
within your society.

••• Respected; your word carries weight, 
and you may have some manner of for-
mal position such as Harpy or Sheriff.

•••• Admired; you’re looked up to, or per-
haps feared. You certainly hold some of-
fice of formal authority, such as Keeper 
of Elysium or Seneschal.

••••• Revered; if you’re not officially calling 
the shots in your area now, it’s only be-
cause you don’t want to put that kind of 
target on your back.

alchemical stories?

There are very few Alchemical Exalted, and they’re 
essentially aberrant powers running loose in the 
World of Darkness, possibly without any real idea 
why they’ve become what they’ve become. You 
could decide that your group of Alchemicals were 
the unEnlightened crew of the crashing transport 
shuttle, who Exalted just as the thing was com-
ing apart in the atmosphere, and so have some 
real knowledge of the supernatural world and its 
stakes, but by default you’re probably some rando 
who found a weird metal thing that fell out of the 
sky in their back yard, and now there are men in 
black and discount Merlins and probably were-
wolves chasing you around.

Essentially, that’s the intended play mode 
for Alchemicals: you’re the man on the run, try-
ing to figure out what kind of hellish mare’s nest 
of conspiracies you’ve stumbled into before they 
kill you and yank your Exaltation Core out of you 
to use for their own terrible purposes.
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speCial rules For 
alChemiCals

In addition to the rules that normally govern the Ex-
alted, Alchemicals have a few special rules and features.

Charm arrays
Countless miracles sleep within an Alchemical’s 

Exaltation Core in a dormant state, waiting for her to 
dream them forth in a moment of need or ingenuity. 
These are her Charms, but they are unlike the Charms 
of the other Chosen. Alchemical Charms manifest as 
physical devices: Essence-powered cybernetic implants 
and machinery interwoven into the flesh and spirit of 
the Chosen of Autochthonia. 

While an Alchemical’s potential to express indus-
trial miracles is nearly infinite, the amount of power 
her flesh can sustain at any one time is much more 
limited. As a result, an Alchemical can only “equip” a 
certain number of combined dots of Charms at once, 
as determined by the chart below:

Essence Rating Total Installed Charms

1 Seven dots

2 Nine dots

3 Eleven dots

4 Thirteen dots

5 Fifteen dots

Luckily, Alchemicals aren’t bound to forever wield 
the first Charms they dream forth into their flesh. 
While in Dormancy, an Alchemical may reconfigure 
her installed suite of Charms, consigning certain 
Charms back to her Essence matrix and manifesting 
new ones into her body. 

Alchemicals “favor” all of their Charms, and pay (rat-
ing × 3) experience points to buy them across the board.

suBmodules
Alchemicals may develop refinements of their 

Charms known as submodules. Submodules are listed 
after the main rules of a Charm, along with an expe-
rience cost to manifest the submodule. Submodules 
permanently modify the function of a Charm, without 
increasing its installation cost when placed in an array.

dormanCy
Unless she has installed certain Charms to dis-

guise herself, an Alchemical is immediately recogniz-
able as something unusual thanks to the bionic aug-
mentations of her Charms. Still, an Alchemical who 
needs to pass unnoticed among the masses for a while 
has an option, albeit a risky one: she can go Dormant.

When an Alchemical engages Dormancy, all of her 
Charms shatter into a spray of raw Essence which swirls 
and vanishes into her Exaltation Core. A moment af-
ter that, the Core itself disappears, leaving behind only 
a strange, metallic circuit-pattern tattoo somewhere on 
the Alchemical’s body.

Entering Dormancy requires a turn spent in con-
centration and a successful Willpower roll against dif-
ficulty 8. During Dormancy, an Alchemical loses all 
access to her Charms and Essence, though she retains 
her Exalted resistance to poison and disease, ability to 
soak lethal and aggravated damage, swift healing, In-
timacies, and ability to stunt and to ignore 1s when 
rolling her Caste Attributes.

Dormancy automatically ends after six hours, al-
though an Alchemical can choose to make a reflexive 
Willpower roll at difficulty 5 to extend it for another six 
hours. Ending a Dormancy cycle prematurely requires the 
Alchemical to reflexively spend a point of Willpower.

reConFiguring Charm arrays
An Alchemical can change her equipped Charms 

during Dormancy, returning some to raw potentiality 
within her Essence and assigning others to manifest 
when Dormancy ends. For an Alchemical to success-
fully reconfigure her Charms, she must complete an 
entire six hour Dormancy cycle; if forced to abandon 
Dormancy prematurely by spending Willpower, the Al-
chemical fails to manifest any Charms in the planned 
array rated higher than one dot.

Charms
Each Charm represents a distinct bionic implant 

which manifests into the Alchemical’s flesh. Any body 
parts replaced, modified, or excised by a Charm reap-
pear or revert to normal during Dormancy.
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general Charms

transitory augmentation oF (attriBute) (•)
Miniature Essence reservoirs are embedded 

throughout the Alchemical’s body, allowing her to su-
percharge her actions, thoughts, or words.

System: Select one Attribute when purchasing this 
Charm. At any time, the player may reflexively spend 1 
Essence to add the Attribute rating in dice to all rolls 
using this Attribute (including damage and soak rolls) 
for (Essence rating + 1) turns in combat, or minutes 
outside of combat. The added dice are based off of the 
Attribute’s rating on the Alchemical’s character sheet, 
plus any dots added by Sustained Augmentation of 
(Attribute or Caste).

This Charm can be repurchased to unlock addi-
tional Attributes, but Essence must be spent to add 
dice to each Attribute separately.

transitory augmentation oF (Caste) (•)
This Charm functions precisely as Transitory 

Augmentation of (Attribute), save grants the ability 
to enhance all three of the Alchemical’s Caste Attri-
butes. The character must still spend Essence to en-
hance each of the three Attributes individually. An 
Alchemical may only learn the version of this Charm 
corresponding to her Caste; thus, a Moonsilver Caste 
cannot ever learn or install Transitory Augmentation 
of Orichalcum, for example.

sustained augmentation oF (attriBute) (•)
The Alchemical fortifies her capabilities with 

mechanical implants such as synthetic musculature, 
neuron-enhancing webs within her brain, or a literally 
sculpted body.

System: Select one Attribute when purchasing this 
Charm. That Attribute is permanently raised by one 
dot so long as this Charm is installed, and this may 
raise the Attribute above 5.

This Charm can be repurchased to unlock additional 
Attributes. The Alchemical can’t install multiple Sustained 
Augmentations which enhance the same Attribute.

sustained augmentation oF (Caste) (•)
This Charm functions precisely as Sustained Augmen-

tation of (Attribute), save that it boosts all three of the Al-
chemical’s Caste Attributes. An Alchemical may only learn 
the version of this Charm corresponding to her Caste.

transpuissant industrial miraCle upgrade (•••••)
Hair-thin wires threaded through the Alchemi-

cal’s body connect her Exaltation Core to one of her 
Charms, perfectly integrating it into her Essence ma-
trix and fundamental identity.

System: This Charm is unique, in that it needs not 
be installed in an array and is always active after be-
ing purchased. The Alchemical’s player selects a single 
one-dot Alchemical Charm, which is now permanent-
ly installed in all of the character’s arrays at no cost; 
it does not count against her Charm dot array limits. 
Transitory and Sustained Augmentation Charms are 
not valid selections.

Transpuissant Industrial Miracle Upgrade can be 
purchased a second time once the Alchemical reaches 
Essence 3+, and a third time once she reaches Essence 5.

ComBat Charms

ChemiCal Fog generator (•)
This bulky Charm fits snugly into the Alchemical’s tor-

so, with an assortment of vent tubes of varying sizes branch-
ing out to exhaust ports in the Exalt’s skin and throat. 
When activated, the device churns out thick streamers of 
black smoke from as many of the vents as desired.

System: Spend 1 Essence and a turn’s concentra-
tion to activate this Charm. The smoke quickly expands 
into a cloud encompassing everything within (Essence 
rating × 10) yards of the Exalt. Those caught within the 
fog increase the difficulty of all actions by +1 due to 
poor visibility and the fog’s choking, eye-burning prop-
erties. Everyone who breathes the fog must also soak 
two levels of automatic bashing damage per turn. The 
Alchemical is immunized against her own fog.

• Tear Gas (1xp): The Alchemical may emit a pale, 
searing cloud that causes swelling and irritation of the 
eyes without inflicting actual damage. Those caught in 
the cloud increase the difficulty of all actions by +2, 
but do not take damage.

• Undetectable (1xp): The Alchemical may emit a 
clear, odorless gas if desired. The fog retains any of 
its normal properties such as irritating the eyes and 
throat, but the source of the problem isn’t obvious, 
nor is how to get away from it.

• Nerve Gas (2xp): The Alchemical may emit a yellow, 
menacing fog rather than the usual chemical concoc-
tion. This inflicts one level of automatic lethal damage 
per turn, rather than two levels of bashing.
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• Soul Gas (2xp): The Alchemical may emit a writh-
ing violet cloud rather than the usual chemical con-
coction. Those who breathe the gas suffer horrifying 
hallucinations based on their deepest and most primal 
fears, and must make a Willpower roll against difficul-
ty 6 or else flee in terror until they’ve been out of the 
cloud for (Essence rating) turns, or are restrained or 
attacked, bringing them back to their senses.

• Knockout Gas (3xp): The Alchemical may emit a thick 
crimson fog rather than the usual smoke cloud. Those 
who breathe this gas must make a Stamina roll against 
difficulty 6 or fall unconscious for the next (Essence × 
20) minutes. Suffering any damage or violent jarring will 
wake up someone rendered unconscious by this Charm. 
Supernatural beings may roll the higher of Stamina or 
Willpower to resist, and do so against difficulty 5.

dediCated harmoniC targeting (•)
Tinted lenses snap into place over the Exalt’s eyes 

and burn with targeting glyphs, guiding her attacks to 
devastating effect.

System: If the character takes no other actions 
during a turn save to attack a single opponent once, 
then reduce the difficulty of the attack roll by one. 
Spend 1 Willpower to gain this benefit on an attack 
even if the Alchemical takes additional actions. Re-
flexively spend 1 Essence and 1 Willpower to gain this 
benefit on all attacks made during a turn.

• Target-Tracking Algorithm (2xp): The Exalt may reflexive-
ly spend 1 Essence or 1 Willpower to apply the Charm’s 
benefit to all attacks made over the next (Essence rating + 
1) turns regardless of any additional actions taken.

piston-driven megaton hammer (•)
This Charm takes the form of a piston ringed with 

Essence injection vents in one of the Alchemical’s 
limbs. Upon making a close combat attack with the se-
lected limb, the piston may be triggered with a terrible 
whistling shriek of steam and an explosive bang.

System: If the character takes no other actions 
during a turn save to attack a single opponent once 
with her augmented limb, then count her extra suc-
cesses twice for the purpose of determining damage. 
Spend 1 Willpower to gain this benefit on an attack 
even if the Alchemical takes additional actions. Re-
flexively spend 1 Essence and 1 Willpower to gain this 
benefit on all attacks made during a turn.
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• Optimized Demolition Vibration (2xp): The Exalt may 
reflexively spend 1 Essence or 1 Willpower to apply the 
Charm’s benefit to all attacks made over the next (Essence 
rating) turns regardless of any additional actions taken.

• Unstoppable Impulse Engine (2xp): Reflexively spend 1 
Essence when this Charm activates to count extra suc-
cesses three times for the purpose of determining damage.

protosynthetiC ammunition repliCator (•)
The Exalt possesses a ribbed plate on her inner fore-

arm. When the need arises, this plate splits open and 
a tiny armature unfolds from within, bearing ammuni-
tion appropriate for whatever ranged weapon the Exalt 
is wielding. This could be anything from a brace of shot-
gun shells to a fresh magazine for an assault rifle, to an 
arrow, to an ammunition belt leading back into her arm 
for a machine gun. Rockets are even possible.

System: The Exalt effectively has an unlimited 
supply of ammunition on her person, and she can re-
load her weapons reflexively.

pulseWeB entanglement grenade (•)
A bulky brass turret encloses one of the Alchemi-

cal’s shoulders. When the Alchemical fingers its acti-
vation stud, it fires an explosive grenade of glowing, 
sticky alchemical glue.

System: Roll Dexterity + Athletics to aim this pro-
jectile, which has an effective range of 30 yards. Anyone 
struck by it suffers a –4 die penalty to all actions per 
coating until they spend an action and roll Strength 
+ Athletics (difficulty 8) to disentangle themselves. 
Webbed or otherwise “stuck” victims also slow their 
movement speed by half, or become entirely immo-
bilized with two coatings. Alternately, the Alchemical 
can use the grenades for utility purposes such as gluing 
a door shut, or creating a sticky trap on the floor that 
characters move through at half speed.

• Electroconductive Gel (3xp): The Alchemical may re-
flexively pay 1 Essence to charge her Pulseweb Entan-
glement Grenade with a powerful Essence-conductive 
chemical for the rest of the scene. Those coated in, 
touching, or moving through the charged glue are elec-
trocuted while in contact with it, and must soak two 
levels of bashing damage per turn of exposure.

essenCe pulse Cannon (••)
The Exalt has a bank of Essence capacitors and 

crystalline lenses installed in a bulge beneath her skin, 
terminating in a cannon assembly of reinforced brass 

and steel. Depending on the Alchemical’s preference, 
the Charm’s barrel may emerge from a forearm or piv-
ot on a shoulder mount.

System: Readying the cannon to fire is reflexive. 
Roll Dexterity + Firearms (difficulty 5) to aim attacks 
made with this Charm. It fires a blast of explosive Es-
sence with a damage rating of 7 (lethal) and a range of 
40; reflexively spending 1 Essence makes its damage 
explosive, forcing everything within (Essence rating 
× 3) yards of its primary target soak half the attack’s 
rolled damage (round up) against its primary target.

• Discreet (1xp): The Essence Pulse Cannon is min-
iaturized and mounted within the eyes or the palm 
of a hand, and is perfectly concealed from detection 
until fired. Using the Essence Pulse Cannon in this 
mode while Integrated Artifact Transmogrifier is active 
doesn’t end that Charm’s effects or require the expen-
diture of 1 Willpower for a subtle deployment.

• Stunning Bolt (1xp): The Essence Pulse cannon may 
fire pale blasts of concussive force which inflict bash-
ing rather than lethal damage.

• Guidance Ray (2xp): A crystalline lens affixed to the 
cannon paints targets with a laser reticle, adding three 
dice to attack rolls made with this Charm.

• Intensified Beam (4xp): The Alchemical may over-
charge her shots so that the core of the weapon’s 
non-explosive blasts burns through targets with incred-
ible power, rewarding precision marksmanship. Reflex-
ively pay 1 Essence, and count all extra successes twice 
for the purpose of determining damage with Essence 
Pulse Cannon shots for the next (Essence rating) turns.

integrated arsenal system (••)
A space-folding storage system adorns the Alchemical’s 

arms, back, and thighs, from which she can unfold and 
assemble nearly any personal-scale weapon imaginable.

System: By taking an action and spending 1 Es-
sence, the Exalt can assemble any personal-scale weap-
on she desires out of her body; this weapon persists 
for the rest of the scene, and cannot be discarded, nor 
can the Alchemical be disarmed, because the weapon 
is physically attached to her. Created weapons may be 
anything from carbon-steel blades to a minigun. This 
Charm doesn’t generate ammunition for ranged weap-
ons; that requires the Protosynthetic Ammunition 
Replicator Charm.
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• Default Deployment Programming (1xp): The Alchem-
ical may define one specific weapon per purchase of 
this submodule. Deploying this specific weapon with 
her Integrated Arsenal system doesn’t cost Essence.

• Integrated Deployment Armatures (2xp): This Charm’s 
activation is reflexive, and doesn’t require an action.

toroidal shoCKWave Catalyst (••)
A pair of spherical crystal capacitors adorn the 

Alchemical’s shoulders. When charged with Essence, 
they glow brightly and emit a massive shockwave, hurl-
ing everything near her away with great force.

System: Spend a turn concentrating and spend 
1 Essence to unleash the shockwave. Everyone and 
everything within 10 feet of the Alchemical is hurled 
(Essence rating × 5) yards away unless it weighs several 
tons, and must soak four levels of bashing damage.

• Inferno Device (3xp): The Alchemical may arm her 
Toroidal Shockwave Catalyst such that it produces a 
massive wave of superheated air in addition to its usual 
shockwave. Rather than four levels of bashing damage, 
targets must instead soak two levels of lethal damage, 
and flammable objects may be set on fire.

eleCtriFiCation onslaught dynamo (•••)
A gold-and-copper dynamo protrudes from the Al-

chemical’s back. When she charges it with Essence, her 
entire body crawls with a nimbus of crackling electricity.

System: Reflexively spend 1 Essence to charge the 
dynamo. For the rest of the scene, add three dice to the 
damage of all hand-to-hand attacks the Exalt makes. 
Additionally, anyone who strikes her with his bare 
hands or with a conductive weapon must soak two lev-
els of bashing damage.

• Electroconductive Field (2xp): The Alchemical may 
also add this Charm’s damage bonus to all ranged at-
tacks she makes which involve any sort of physical pro-
jectile, from bullets to arrows.

impenetraBle repulsor Field (•••)
Bulky brass power couplings in the Exalt’s shoul-

ders feed out wires linked to crystalline repulsor arrays 
in her hands. When she activates this Charm, the 
Alchemical throws up a crackling, invulnerable force-
burst capable of turning aside any attack.

System: Reflexively spend 1 Essence in response 
to an attack. The attack fails to strike the Alchemical 
without any further dice rolls. Area-of-effect attacks 

and the like harmlessly splash around her Essence-fu-
eled defense. If the Alchemical spends 2 Essence, then 
she perfectly defends against all attacks from a single 
source or opponent for the rest of the turn.

iron maiden implants (•••)
Tiny metal rings stud the Alchemical’s entire body, 

housing retractable iron spikes.
System: Reflexively spend 1 Essence to prime the 

spikes for instant deployment and retraction. For the 
rest of the scene, the Exalt’s unarmed attacks inflict 
Strength + 2 lethal damage, while her clinches inflict 
Strength + 3 lethal damage. Additionally, anyone who 
strikes her with his bare hands must soak one level of 
lethal damage, and anyone who locks her into a clinch 
must soak two levels of lethal damage per round.

• Integrated Agony Engine (4xp): The Alchemical may 
install Iron Maiden Implants and Electrification On-
slaught Dynamo in her array at the same time for a 
total cost of four Charm dots rather than six, and may 
activate both Charms in tandem for only 1 Essence.

suBluminous onslaught missile (•••)
The Alchemical either replaces one entire forearm 

with a retractable cannon housing, or else her lower 
torso is a band of metal with an intimidating iris where 
her navel should be. When this Charm is active, either 
the arm transforms and repurposes into a cannon, or 
the iris opens to display a churning vortex of Essence, 
with thin armatures unfolding to brace the character in 
place against the violence of the weapon she is about to 
unleash. A moment later, the Alchemical fires a deadly 
lance of crystallized Essence at a significant fraction of 
the speed of light.

System: Spend 1 Essence and roll Dexterity + Fire-
arms to aim this Charm. It can strike at any target whose 
position the Exalt is aware of at distances of up to a 
mile, and can smash through walls up to a foot thick 
in order to reach them. If the lance strikes its target, it 
explodes within their flesh, inflicting a base of 10 dice 
of aggravated damage, plus any additional successes on 
the attack roll. 1s do not subtract successes from this 
Charm’s damage roll. Subluminous Onslaught Missile 
can’t be fired again for two turns afterwards.

• Siege Devastator (2xp): The Alchemical may fire this 
Charm up to three turns in a row before it has to cool 
down, but the cost of the second shot is 2 Essence and 
the cost of the third is 3 Essence.
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Body-reWeaving matrix (••••)
Hidden compartments scattered across the Al-

chemical’s body hide colonies of thumbnail-sized au-
tomatons shaped roughly like metallic spiders. When 
activated, these compartments open and the colonies 
awaken. Hundreds of the tiny machines swarm out 
across the Exalt’s body, clustering around any wounds 
they find. The automatons work quickly and tireless-
ly, spinning strands of unformed Essence that congeal 
into new matter. Where the spiders pass, they leave 
flesh and Charms restored to pristine condition.

System: Spend 2 Essence reflexively to activate 
this Charm. For the rest of the scene, the Alchemical 
reflexively heals 2 bashing or 1 lethal damage at the 
beginning of each turn. If she spends a turn taking no 
action save to concentrate on pulling her body back 
together, she can heal a level of aggravated damage.

Celerity enaBling module (••••)
A line of chrome wires and nodes climbs the Al-

chemical’s spine and connects to an adamant calculat-
ing array inside her skull. Faced with an attack, this 
array calculates a perfect evasive position and automat-
ically shifts the Alchemical’s body with clockwork pre-
cision to avoid harm.

System: Spend 1 Essence and 1 Willpower reflex-
ively to activate this Charm. For the rest of the scene, 
at the beginning of each turn select a specific opponent 
and roll Dexterity + (player’s choice of Brawl, Melee, or 
Athletics) against difficulty 7. The Alchemical applies 
the successes on this roll as a reflexive dodge, parry, 
or block against all attacks made against her of which 
she is aware during that turn by the selected opponent. 
Her choice of dodge, parry, or block doesn’t have to 
match the Ability she chose to roll that turn.

While Celerity Enabling Module is active, the Ex-
alt can reflexively spend 1 Essence to reflexively defend 
against all opponents for the rest of the turn.

hyperdextrous tentaCle apparatus (••••)
Flexible metal tentacles emerge from an assembly 

housing in the Exalt’s torso, each ending in articulated 
grasping claws. She can use these tentacles to manipu-
late the world around her in the same manner as her 
other limbs, and when in battle, can feed a charge of 
Essence into a dedicated battle subroutine within the 
Charm, allowing them to attack on her behalf without 
conscious effort.

System: After a turn’s concentration, spend 1 Es-
sence to bring this Charm’s combat suite online. At 

the end of every turn for the rest of the scene, the Al-
chemical may make an extra attack action with her full 
Dexterity + (Brawl or Melee) pool. The tentacles inflict 
Strength + 3 bashing damage.

• Weaponized Armatures (2xp): The tentacles end in 
deployable blades, cutting torches, or some similar 
form of weaponry, and inflict lethal rather than bash-
ing damage.

dynamiC reaCtion enhanCe-
ment system (•••••)

A secondary nervous system is woven across and 
throughout the Exalt’s skin, radiating outward from 
her Exaltation Core. This network appears to be an ar-
ray of circuit-board patterns tattooed onto the Alchem-
ical, which glow while in use.

System: Reflexively spend at least 1 Essence. At 
the end of the turn, after all characters have taken their 
actions, the character may make two additional attacks 
at her full dice pool per point of Essence spent. She 
can make no more extra attacks than the lowest of her 
Dexterity or Wits (after adjustments from Sustained 
Augmentation Charms).

physiCal enhanCement Charms

alloyed reinForCement oF Flesh (•)
The Alchemical’s bones are plated in metal, with 

reinforcing wires and struts added to connect all of her 
major organs and muscle systems.

System: While this Charm is installed, the Al-
chemical halves any bashing damage she suffers (round 
down) after soak. Further, bullets now inflict bashing 
damage to her unless aimed at her head (difficulty 8).

essenCe shield proJeCtor (•)
When charged with Essence, crystal lattices em-

bedded in the Alchemical’s skin sculpt her anima into 
an impenetrable barrier.

System: Reflexively spend 1 Essence to activate 
this Charm. The Alchemical adds the higher of her 
Strength or Stamina (after modification by Sustained 
Augmentation Charms) to all soak rolls for the rest of 
the scene. However, one of these bonus dice vanishes 
each time she soaks damage, until the Charm exhausts 
itself completely.

limB extension armatures (•)
Depending on configuration, the Alchemical fea-

tures complex telescoping articulation in all limbs or 
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stretching nanofluid implants.
System: The Alchemical may reflexively cause any 

of her limbs, including her neck, to extend up to (Es-
sence × 2) yards, and they gain an articulated flexibility.

modular anatomy modiFiCation (•)
Metallic rings mark the Exalt’s neck and limbs, 

allowing her to detach parts of her body and control 
them autonomously.

System: The Exalt can voluntarily detach her 
head, hands, arms, legs, or any other limbs she may 
have gained by installing other Charms such as Multi-
Limb Frame, and control them as though they were 
still attached to her body. If an Exalt is forced to aban-
don a separated limb, it slowly sublimates back into Es-
sence over the course of 24 hours, during which time 
her body grows a replacement. The Alchemical can 
also abandon her entire body in an extreme emergency 
so long as her head escapes. It takes a week to grow a 
replacement body.

• Anatomical Detonation Protocols (4xp): The Alchem-
ical may spend 1 Essence to remotely detonate a de-
tached limb in a blast of Essence. Everyone within 
(Essence × 2) yards of the limb at the time of remote 

detonation must soak three levels of lethal damage. 
The Alchemical automatically suffers one level of ag-
gravated damage from the violence of the feedback. Al-
ternately, she may overcharge a remote limb by paying 
1 Essence per turn (she can’t spend faster than that, 
regardless of her Essence rating) before finally paying 
the cost to detonate. Each Essence spent overcharging 
the limb increases the damage it inflicts by two, but 
also causes the limb to display a steadily intensifying 
anima banner and to crackle and hum alarmingly with 
power as it spasms and shakes.

personal gravity manipulation apparatus (•)
This Charm is housed as a set of reinforcing com-

ponents and Essence capacitors in the lower legs. 
When activated, the device allows the Alchemical to 
twist gravity’s pull in one of two ways.

System: The character can change the orientation of 
“down” relative to herself at will, allowing her to run and 
walk along walls and ceilings. Alternately, she can reduce 
her own weight to as little as 10% of normal, such that 
her jumping distance and height is quadrupled.

polymodal Joint Bearings (•)
All of the Exalt’s joints have been enhanced with 
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ball-bearing races and mechanical assemblies that grant 
superhuman flexibility.

System: While this Charm is installed, the diffi-
culty of all rolls to squeeze through tight spaces, escape 
from bonds, or gain control of a grapple with the intent 
to immediately escape from it are reduced by two. The 
Exalt can also slide through any opening big enough 
to admit her head.

suBCutaneous/exosKeletal armor plating (•)
Depending on the desired configuration, the Ex-

alt either has a fully articulated mesh of dense plates 
inserted under her skin, or else a carapace of heavy 
armor riveted onto her flesh.

System: If the Alchemical opts for the subcutane-
ous version of this Charm, she adds three dice to all 
soak rolls, and rolls soak at –1 difficulty. If she opts for 
the exoskeletal version, she adds five dice to all soak 
rolls, and rolls soak at –2 difficulty, but subtracts two 
dice from all Dexterity rolls.

hydrauliC musCulature reinForCement (••)
Reinforcing pneumatic musculature is threaded 

throughout the Exalt’s body.
System: Reflexively spend 1 Essence or 1 Willpower 

to add the Alchemical’s Strength as automatic successes 
to any Strength roll or Strength-based damage roll.

inseCtile loComotion upgrade (••)
The Exalt’s legs are replaced by a mechanical as-

sembly resembling a spider’s thorax, from which a 
number of powerful mechanical legs extend.

System: The character moves at twice her normal 
speed. She can climb walls as easily as she can walk 
across floors. Her kicks do one die of additional dam-
age. Finally, she can rotate her torso 360 degrees on 
the mounting ring connecting her upper body to the 
mechanical thorax.

multi-limB Frame/ 
transhuman eFFiCienCy upgrade (••)

The Exalt has additional limbs surgically fitted 
into skeletal hardpoints. In most cases, these append-
ages have a blatantly mechanical, insectoid design, 
with spindly metal bones, pneumatic joints and deli-
cately articulated pincer digits. Other limbs replicate 
humanoid design more closely, including a “natural” 
covering of artificial muscle and skin. 

Alternately, the Alchemical may completely replace 
both of her arms with mechanical prosthetics capable 
of inhumanly swift and precise movement.

System: All of this Charm’s different versions 
work the same. When the Alchemical takes multiple 
actions, each subsequent action raises its difficulty as 
normal but doesn’t suffer a penalty to its dice pool. By 
spending 1 Willpower, she may use multiple actions to 
deploy a second attack action during a turn.

plasma thruster assemBly (••)
The Exalt has a pair of heavily shielded nozzles 

mounted in the soles of her feet or in a retractable 
mechanism on her back, along with smaller, semi-con-
cealed maneuvering thrusters. Regardless of their 
placement, the Charm has the same effect, propelling 
the Alchemical through the air at great speed on jets 
of glowing force.

System: The Alchemical’s movement speed is per-
manently doubled. By reflexively spending 1 Essence 
on her turn, she can near-instantly rocket up to 100 
yards in a straight line in any direction she chooses. 
If she strikes an opponent in the course of doing so 
and inflicts at least two levels of damage after soak, 
the Alchemical may send the target flying 10 yards per 
20 yards of unused forward thrust. Upon landing, the 
target must soak three levels of bashing damage.

If the character also has Personal Gravity Manip-
ulation Apparatus installed, she may spend 2 Essence 
to fly at twice her normal movement rate for the rest 
of the scene.

• Integrated Flight Verniers (1xp): The Exalt may deploy 
Plasma Thruster Assembly’s flight mode even without 
Personal Gravity Manipulation Apparatus installed in 
her current array.

strain resistant Chassis modiFiCation (••)
The Exalt fortifies her body through the installa-

tion of armored plates, redundant organs, metal bones 
and reinforcing struts.

System: The character permanently gains an addi-
tional set of Injured (–1), Wounded (–2), and Maimed 
(–2) health levels.

This Charm can be purchased a number of times 
equal to the character’s Essence rating. Each purchase 
upgrades the number of health levels granted by a sin-
gle installation of this Charm. The Alchemical doesn’t 
have to install multiple copies of Strain Resistant 
Chassis Modification.

phoenix reneWal engine (•••)
A crystalline ring surrounds the Exalt’s Exaltation Core, 

storing a backup copy of her memories, DNA, and soul.



341

System: Upon the Exalt’s death, her Exaltation 
Core detaches from her corpse but does not revert to 
its dormant state; instead, it waits until it is left unob-
served and unattended, and then over the course of 
one hour grows a new clone body, uploads a copy of 
the character’s soul and memories into it, and brings 
the Alchemical back to life with a clear Health track 
and full Essence pool. This Charm expends all of its 
stored power upon performing such a resurrection, 
and cannot trigger again until the Alchemical spends 
three full days in Dormancy.

soCial Charms

ConCeptual entropy module (•)
In the middle of the Alchemical’s brain there is a 

steel gland radiating metallic wires, which connect to 
pin-like antennae emerging from her skull. By feeding 
Essence into it and channeling its power through a few 
spoken words, the Alchemical can corrode a target’s 
confidence in the veracity of his own beliefs.

System: Spend 1 Essence or 1 Willpower and roll 
Manipulation + Subterfuge against difficulty 8. Suc-
cess allows the Alchemical to convince the target that 
one of his beliefs is false. This confusion lasts for an 
hour per success.

• Entropic Reinforcement Protocols (1xp): If the targeted 
belief clashes with one of the Alchemical’s Intimacies 
(for example, if the Alchemical degraded a target’s 
belief in their own ethnic supremacy, and one of her 
Intimacies revolved around striking down systemic 
inequality), then Conceptual Entropy Module’s ef-
fects last until the target has spent (successes rolled) 
days outside of the Alchemical’s presence. Meeting 
her again before the Charm’s effects lapse resets this 
countdown, even if she’s removed Conceptual Entro-
py Module from her array in the meantime.

emotive aesthetiCs oF the Body eleCtriC (•)
Artificial nerves and neurons make the Alchemi-

cal’s body capable of hyper-precise movements calculat-
ed to provoke calculated psychological responses. This 
allows her to communicate even complex concepts 
with nothing but a toss of her hair, subtly adjusted eye-
brow, shrug, or other bit of body language.

System: The Alchemical’s player may roll Appear-
ance + Subterfuge (difficulty 7) to communicate a mes-
sage of any degree of complexity silently, through body 
language alone, and this communication is only per-

ceptible to those she intends to understand her.

personality patterning engrams (•)
Circuitry imprinted onto the surface of the charac-

ter’s brain makes certain betrayals literally unthinkable.
System: Any attempt to cause or force the Alchem-

ical to betray, undermine, or abandon her Intimacies 
automatically fails.

motivational voCoder (••)
A delicate silver torc riveted into the Alchemical’s 

throat modulates her voice, allowing her to perfectly 
pitch and tune her words to maximize their appeal.

System: By spending 1 Essence, the Alchemical re-
duces the difficulty of all social rolls by two (minimum 
of 4) for the rest of the scene.

Optimal Harmonization Tuning (3xp): While the Mo-
tivational Vocoder is installed, if the Alchemical uses a 
Transitory Augmentation Charm to empower her Cha-
risma, Manipulation, or Appearance Attributes, then the 
Transitory Augmentation’s duration becomes one scene.

positroniC aegis (••)
Complex baffles of lead and gold line the inside of 

the Alchemical’s skull, protecting her thoughts from 
external meddling. When in use, an armored ring de-
ploys around her Exaltation Core.

System: Reflexively spend 1 Essence or 1 Willpow-
er to become immune to all thought and emotion-al-
tering magic for the rest of the scene.

memory implantation proBe (•••)
The Alchemical can extend a narrow spike of black 

iron from a housing mechanism in her hand. Upon in-
serting it into a target’s body, the Alchemical may take 
control of the subject’s mind, editing his memories to 
suit her needs.

System: The Alchemical must first insert the spike 
into her target. If they are restrained or cooperative, she 
may do so carefully, inflicting only superficial damage 
in the same fashion as a hypodermic needle. If they’re 
uncooperative, then she must attack at difficulty 8 to 
plant the spike properly, and inflict at least one level of 
damage. (The spike is a Brawl or Melee weapon that in-
flicts Strength + 0 lethal damage.) Upon inserting the 
spike, the Alchemical reflexively spends 2 Essence and 
makes a contested roll of Manipulation + Subterfuge 
against the subject’s Willpower (both at difficulty 6). 
The subject’s memories can be rewritten based on the 
number of successes left after subtracting the result of 
the opposed Willpower roll:
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• 1 success: The events of a recent scene can be rewritten.

• 2 successes: The events of a recent day can be rewritten.

• 3 successes: A single pivotal memory in the sub-
ject’s life can be rewritten. Alternately, entire weeks of 
the subject’s past can be written so long as they’re not 
crucial to the substance of her life or identity.

• 4 successes: A major feature of the subject’s life 
can be rewritten (such as who they’re married to, 
where they went to school, or whether the Alchemical 
is a hated enemy or their childhood friend).

• 5+ successes: The subject can be given an entirely 
new history.

If the Alchemical installs this Charm and Person-
ality Override Spike in the same array, their total com-
bined cost becomes 5 dots rather than 7.

pheromone regulation system (•••)
A set of micro-pumps and artificial glands beneath 

the Alchemical’s skin allow her to synthesize and release 
psychoactive chemicals that provoke certain emotions.

System: Spend 1 Essence and roll Manipulation + 
Empathy against a difficulty of the target’s Willpower. 
Their heart is filled with sorrow, fear, anger, despair, 
joy, apathy, contentment, or whatever else the Alchem-
ical wishes them to feel for one hour per success.

• Instinctual Aversion Formula (1xp): In place of the 
Charm’s usual effects, the Alchemical may reflexively 
pay 1 Essence to release a pheromone cloud that causes 
all animals to instinctively shy away and retreat from her 
presence for the rest of the scene. Supernatural beings 
wearing animal forms are unaffected beyond a sense of 
vague unease, while magical animals may roll Willpower 
against difficulty 5 to resist the Charm’s effects.

• Thousandfold Courtesan Calculations (3xp): In place 
of the Charm’s usual effects, the Alchemical may re-
flexively pay 1 Essence to release a neuroreactive chem-
ical through her skin that induces bliss in whoever she 
comes into contact with for the rest of the scene. That 
individual raises the difficulty of any action other than 
losing himself to waves of euphoria by +2 as long as they 
remain in skin-to-skin contact with the Alchemical.

• Biochemical Lozenge Concentrator (4xp): In place of 
the Charm’s usual effects, the Alchemical may concen-
trate one of the Charm’s normal functions into the 
form of a pill, which emerges from a small iris some-
where on her body. Whoever takes the pill suffers (or 
enjoys) the full effects of the Charm as though the Al-
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chemical had rolled (Essence rating) successes (or for 
her Essence rating in hours of bliss if the Alchemical 
encodes Thousandfold Courtesan Calculations into 
the pill). Creating a single pill costs 1 Essence.

terminal Brain spiders (•••)
The Alchemical’s skull and lungs act as launching 

silos for a fleet of memetic nanomachines capable of 
subtly rewiring the behavior and beliefs of those she in-
teracts with, and then using those people as carriers to 
spread the Exalt’s messages. When she wants a vicious 
rumor or conspiracy theory to circulate, it infallibly 
does so in very short order.

System: Spend 2 Essence and roll Manipulation + 
Subterfuge against a difficulty of (3 + the target’s most 
relevant Background, such as Influence or Fame; if tar-
geting an institution or an idea, the difficulty defaults 
to 7). While this Charm can’t ensure that everyone be-
lieves whatever story the Alchemical wishes to spread, 
success does guarantee that within a day or two, every-
one who matters has at least heard it.

• Insincerity Tuning Swarm (6xp): When slighted, hu-
miliated, or accused of wrongdoing, the player can 
reflexively spend 1 Essence and roll Manipulation + 
Subterfuge against the accuser’s resisted Charisma + 
Expression (both difficulty 6). Should the Alchemical 
gain more successes, then everyone present becomes 
convinced the aggressor was in fact the one who belit-
tled, insulted, or implicated himself.

authority-radiating CirClet (••••)
Adamantine rivets affix a golden diadem to the Al-

chemical’s brow. When charged with Essence, it burns 
like the crown of a mighty king, making defiance of the 
Alchemical’s will nigh-unthinkable.

System: Spend 2 Essence. For the rest of the scene, 
any character who wishes to oppose, insult, demand 
something from, or attack the Alchemical must either 
do so at +2 difficulty, or else spend a Willpower point 
to negate the power of this Charm for a turn, or for 
long enough to issue her insult, demand, or rebuke.

personality override spiKe (••••)
The Alchemical can extend a narrow spike of black 

iron from a housing mechanism in her hand. Upon in-
serting it into a target’s body, the Alchemical may take 
control of the subject’s mind, rewriting his personality 
to suit her needs.

System: The Alchemical must first insert the spike 

into her target. If they are restrained or cooperative, she 
may do so carefully, inflicting only superficial damage 
in the same fashion as a hypodermic needle. If they’re 
uncooperative, then she must attack at difficulty 8 to 
plant the spike properly, and inflict at least one level of 
damage. (The spike is a Brawl or Melee weapon that in-
flicts Strength + 0 lethal damage.) Upon inserting the 
spike, the Alchemical reflexively spends 2 Essence and 
makes a contested roll of Manipulation + Leadership 
against the target’s Willpower (both at difficulty 6). 
Success transforms the target into the Alchemical’s loy-
al servant. The more successes by which the Alchemi-
cal exceeds the subject, the longer the target’s servitude 
lasts, as per the chart below:

Result Duration
Loss Subject cannot be targeted by this Charm 

for the rest of the story.

Tie Subject cannot be targeted by this Charm 
again in the current scene.

1 One hour

2 One day

3 One week

4 One month

5 One year

Each point of Willpower the target spends to resist 
this Charm negates one success on the Alchemical’s 
roll, and can potentially drive the effect down to a 
“Loss” result.

If the Alchemical installs this Charm and Memory 
Implantation Probe in the same array, their total com-
bined cost becomes 5 dots rather than 7.

unConditional imperative programming (•••••)
Iron regulating coils within the Alchemical’s throat 

may charge her words with Essence, making them im-
possible to resist. Those subjected to this Charm are 
very aware that their will was not their own after its 
effects end.

System: Spend 2 Essence and roll Manipulation + 
Leadership against a difficulty of the target’s Willpower 
rating. One or two successes will allow the Alchemical 
to command her target to do anything that doesn’t seem 
tremendously unusual or out of character. With three 
or four successes, she can command the target to do any-
thing that doesn’t endanger themselves or a loved one. 
With five or more successes, the target will risk his life 
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and the lives of others at the Exalt’s command.
Unconditional Imperative Programming cannot 

hypnotize a target into harming or killing himself, 
compel him into certain death, or force him to betray 
his Nature.

stealth and disguise Charms

aura-dampening Component (•)
A series of crystalline ports cross the Exalt’s chest 

and back, diffusing and containing the roiling power 
of her Essence.

System: While this Charm is installed, the first 2 
Essence the Exalt spends in each scene don’t count to-
ward flaring her anima banner unless she wishes them 
to. Once she has spent three points of Essence in the 
scene total, she may reflexively unleash her restrained 
anima banner at any time.

integrated artiFaCt transmogriFier (•)
The Exalt’s body contains a complex series of ar-

tificial flesh patches and similar mechanisms which 
allow her to withdraw all outward signs of her Charms 
and Exaltation Core into her body, letting her pass for 
human without entering Dormancy.

System: It takes a turn’s concentration and a Will-
power roll against difficulty 8 to activate this Charm. 
It remains active until the Exalt decides to activate one 
of her Charms, at which point all of her Charms re-
appear, unless she spends 1 Willpower, in which case 
for the rest of the scene only the deployed Charms be-
comes visible, and then only until their activation is 
finished. Permanently-active Charms remain in effect 
while hidden.

voiCe distortion Field (•)
A chrome rivet in the Exalt’s throat and a series of 

taut, adjustable wires threaded through her voicebox 
enable her to perfectly recreate any voice or sound she 
has ever heard.

System: This Charm’s effects are permanently ac-
tive at no cost so long as it is installed.

husK-sCulpting apparatus (••)
This Charm takes the form of hundreds of tiny 

hooks linked to pistons under key points of the Exalt’s 
body, along with a bank of Essence-fueled pigment in-
jectors. When activated, it allows the Exalt to recali-
brate her physical appearance.

System: Spend 1 Essence and roll Appearance + 
Subterfuge (difficulty 6). For each success, the Alchem-

ical may change one feature about her appearance 
from the following list:

• Hair length and/or texture (including body hair).

• Hair color.

• Eye color.

• Skin color.

• Apparent age.

• Height.

• Build and weight.

• Facial or bodily features (cheekbone structures, 
shape of chin, presence or absence of scars, etc).

• Physical sex. Male, female, and intersexed or sex-
less forms are all possible, and the Alchemical is entire-
ly capable of normal reproduction according to what-
ever organs are selected.

This Charm may be used repeatedly to stack up a 
dramatic number of alterations. Any changes wrought are 
permanent unless reverted with further use of the Charm.

optiCal shroud (•••)
A lattice of sand-sized crystals dusted across the Al-

chemical’s flesh causes her to glow and gleam under di-
rect lighting. By charging this lattice with Essence, she 
can bend light around herself and vanish from sight.

System: Spending 1 Essence renders the Exalt in-
visible for the rest of the scene. The difficulty of all 
Stealth rolls is lowered by four (to a minimum of 3), 
and anyone trying to target the Exalt without being 
able to see her does so at +2 difficulty.

analytiC and Cognitive Charms

antiCipatory simulation proCessor (•)
A small node buried deep within the Alchemical’s 

brain runs constant precognitive modeling algorithms 
to anticipate future danger, allowing the Chosen to 
smoothly avoid ambushes.

System: The Alchemical may reflexively spend 1 
Essence automatically notice an unexpected attack, al-
lowing her to defend against it as normal.

• Predictive Homicide Algorithm (1xp): After using this 
Charm to anticipate an unexpected attack from a spe-
cific source, the Alchemical cannot suffer any further 
surprise attacks from that same source for the rest of 
the current story.
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imprinted data Cluster (•)
The Alchemical has a set of ornate polyhedral 

memory crystals implanted in the frontal lobe of her 
brain, storing specialized practical skill software.

System: Each time the Alchemical reloads this 
Charm into her array, she may define a specialty which 
applies to all Attributes and Abilities so long as it re-
mains installed.

interpolative syntax emulator (•)
Artificial synapse webs installed in the Alchemi-

cal’s brain act as a universal translator when charged 
with Essence.

System: Spending 1 Essence enables the Exalt 
to understand any language she hears spoken for the 
rest of the scene. After a minute or so of hearing a 
language, the Charm’s adaptive memory builds a suf-
ficient vocabulary database to allow her to speak the 
language as well.

moBile sensory drone (•)
The Alchemical may remove one of her eyes, which 

goes skittering off on a tiny nest of hair-thin metallic 
legs which normally replace the optical nerve.

If the Exalt has Optical Enhancement installed, all 

of its benefits can be granted to the eye drone.
System: Spend a turn extracting the eye and set-

ting it loose to roam. The Exalt can see whatever her 
roaming eye sees. She can remain active while sharing 
the eye’s senses, but raises the difficulty of all actions 
by +1 due to distraction. A single level of damage de-
stroys the eye, and it takes a day to grow a new one.

• Communication (1xp): The drone can broadcast the 
Alchemical’s words out loud, or else physically inter-
face with a machine possessing a speaker and broad-
cast them from there.

• Extra Drones (1xp): Each purchase of his submod-
ule allows the Alchemical to remove another of her 
eyes and send it off remotely. Installations in excess of 
the Exalt’s normal complement of eyes can be mount-
ed anywhere on the body, and appear as small metallic 
rivets rather than organic eyes. Unless she purchases 
the Autonomous submodule, the Exalt can only focus 
on or actively operate one eye at a time.

• Hover Mode (1xp): The drone’s legs can flatten out and 
rotate at high speed, enabling it to fly like a tiny helicopter.

• Autonomous (2xp): The drone has Intelligence 2 and 
can be encoded with instructions on what to seek out 
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and how to generally pursue its given objectives. In oth-
er words, it doesn’t need the Alchemical to micro-man-
age it, and will ping her when it has found something 
worth watching according to its given instructions.

• Playback (2xp): The eye records everything it sees 
in a crystalline memory chip and uploads these mem-
ories to the Alchemical’s mind upon re-integration, 
allowing her to safely ignore its input stream without 
fear of missing anything important. The eye can also 
physically interface with devices capable of playing re-
corded video, and display its stored memories there.

aBstraCt aBaCus implant (••)
A series of silvery nodules adorn the Alchemical’s 

brow: secondary cognitive engines, which greatly boost 
her analytical acumen.

System: Spend 1 Essence to lower the difficulty 
of all Intelligence rolls by two for the rest of the scene.

optiCal enhanCement (••)
The Alchemical has artificial vision enhancement, 

which might appear as a visor affixed across her face, 
two chrome balls replacing her eyes, or in various other 
configurations.

System: Reflexively spend 1 Essence or 1 Willpow-
er to evoke one of the following effects: 

• For the rest of the scene, the difficulty of all sight-
based Perception rolls drops by two, to a minimum of 
difficulty 4.

• For the rest of the scene, the Alchemical can see 
perfectly in the dark.

• For the rest of the scene, the Alchemical’s eyes are 
capable of acting as high-powered binoculars.

• For the rest of the scene, the Alchemical can zoom-
in on details to the microscopic level.

• For the rest of the scene, the Alchemical can see 
through walls and other surfaces by concentrating and roll-
ing Perception + Alertness (difficulty 6) to focus in properly.

• Optical Optimization (2xp): The Alchemical may 
bring any of her ocular modes online save for the diffi-
culty reduction to Perception rolls by simply spending 
a turn in concentration.

deCeption-reCognition module (•••)
The Exalt possesses a pair of metal nodules in 

front of each ear, just above the jawbone, attuned to 
respond to the stress-patterns of deceit.

System: Reflexively spend 1 Essence to interrogate 
a statement made to the Exalt. If the speaker is inten-
tionally attempting to speak falsehood, the Alchemical 
hears a terrible shriek of discordant feedback.

utility Charms

environmental regulatory implants (•)
Transparent crystalline membranes can flick into 

place to seal the Alchemical’s eyes, ears, mucous mem-
branes, and airways off from the outside environment. 
A boxy unit mounted on her chest connects to all of 
her major organs and regulates her body temperature, 
and can even convert her Essence to fresh oxygen and 
neutralize hostile radiation. In short, she’s capable of 
surviving nearly any sort of hostile environment.

System: Reflexively spend 1 Essence. For the next 
24 hours, the Alchemical doesn’t need to breathe, and 
is immune to environmental damage from extreme 
temperatures, pressure, radiation, and deadly hostile 
atmospheres. She can even survive comfortably in 
space, if she needs to.

FluidiC impeller drive (•)
Retractable jet modules, fins, and propeller hous-

ings slide out of compartments on various parts of 
the Alchemical’s body when this Charm is activated. 
While powered, the device sucks liquids through in-
take valves and pumps it out of thrust nozzles at high 
velocity to aid in swimming.

System: The Alchemical can swim at three times her 
land-locked movement speed, and can breathe underwa-
ter. Further, she can survive the crushing depths and 
biting cold of the deepest trenches with no difficulty.

metaneural uplinK node (•)
Microcircuitry imprinted on the Alchemical’s vi-

sual cortex links up with a metallic disk at the base of 
her skull. While this Charm is installed, the Alchemi-
cal becomes capable of accessing the Internet mental-
ly, viewing it as though it were superimposed over her 
field of vision. She can provide any needed user input 
simply by willing it so, “clicking” links or typing out 
text with thought alone. 

System: Viewing the Internet with this Charm 
doesn’t impede the Alchemical’s normal vision or her 
ability to take actions. This Charm can’t be hacked.

omnitool implant (•)
The Alchemical’s hands are replaced by incredibly 

complex transforming machinery which can unfold 
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and reconfigure into any manner of tool imaginable, 
from scalpels to hammers to lockpicks.

System: The Alchemical is always assumed to have 
any manner of work tool necessary while this Charm 
is installed.

• Data Access Implant (1xp): By spending 1 Essence, 
the Exalt may produce an electronic key capable of un-
locking any maglock or bypassing the security lockouts 
of any computer or electronic device she has physical 
access to. If the Alchemical already has this submodule 
for her Universal Pilot Key, she gets it for this Charm 
as well at no additional cost.

sustenanCe optimiZation engine (•)
A metallic jaw and cast-iron furnace in place of a 

stomach permit the Alchemical to sustain herself on 
anything she can fit into her mouth: rocks, dirt, old 
aluminum cans, all are equally digestible.

System: This Charm is always active.

• Void Survival Engine (1xp): The Exalt may spend 
1 Essence to meet all of her nutritional needs for 24 
hours, powering her body through divine energy alone.

• Sustenance Replication Shunt (1xp): By spending 1 
Essence, the Exalt may extrude a bland but filling nu-
trient paste, capable of completely nourishing up to 
twice her Essence rating in individuals for a day.

synaptiC aCCeleration node (•)
Relay crystals implanted throughout the Exalt’s body 

vastly optimize her ability to perform predictable or re-
petitive actions, such as most any form of standard labor.

System: The Exalt can work five times faster than 
normal when creating, modifying, or repairing some-
thing, when providing medical care, or when organiz-
ing, cleaning, moving furniture – most any sort of work, 
generally. This doesn’t apply to combat, nor to travel; 
the Exalt’s movements are optimized, not sped-up.

universal pilot Key (•)
A circular node near the crook of the Alchemical’s 

arm can, upon command, emit a polymorphic omni-
tool on the end of a slender tentacle. This is a universal 
key, capable of activating any sort of motorized vehicle, 
from a parked car to an experimental jet plane.

System: Spend a turn in concentration to deploy 
this Charm and take control of a vehicle.

• Data Access Implant (1xp): By spending 1 Essence, 
the Exalt may produce an electronic key capable of un-

locking any maglock or bypassing the security lockouts 
of any computer or electronic device she has physical 
access to. If the Alchemical already has this submodule 
for her Omnitool Implant, she gets it for this Charm 
as well at no additional cost.

ChemiCal assassination index (••)
Two slim crystalline reservoirs are located at the 

small of the character’s back, flanking her spine. Each 
is connected to a complex miniature refinery locat-
ed where her liver ought to be. The refinery distills 
the toxins stored in the two reservoirs and distributes 
them throughout the Alchemical’s body, making her 
incredibly poisonous. She can also secrete poison from 
hidden taps throughout her body.

System: Anyone who bites into the Alchemical or 
drinks her blood must soak three levels of lethal dam-
age thanks to the poisonous chemicals suffusing her 
entire body. She may also reflexively spend 1 Essence 
to emit one dose of poison through one of a variety 
of means: dripping it from her fingertip into a drink; 
delivering it with a kiss; or through yet more intimate 
contact. Each dose of poison inflicts three levels of le-
thal damage.

• Acid (1xp): Rather than extruding poison, the Al-
chemical may deploy a potent acid that quickly burns 
through any substance it is dripped or smeared upon, 
inflicting three automatic levels of lethal damage per 
turn to objects.

• Paralytic Toxin (2xp): Rather than extruding a dead-
ly poison, the Alchemical may deploy a paralytic neu-
rotoxin that temporarily incapacitates the enemy. A 
target dosed with this poison suffers a –3 penalty to 
all actions. Mortals subjected to the poison must make 
a Stamina roll against difficulty 9 or else be paralyzed 
entirely for the next (Essence rating) hours.

• Deadly Injector Unit (3xp): The Alchemical may 
deploy needles from her palms to inject her poisons 
(doing so in combat requires a successful grapple), or 
deliver them through any of her weapon Charms that 
pierce or cut her opponents such as her Integrated 
Arsenal System, Iron Maiden Implants, or Hyperdex-
trous Tentacle Apparatus with proper upgrades.

• Hallucinogen (3xp): Rather than extruding a deadly 
poison, the Alchemical may deploy a potent halluci-
nogen that distracts and disorients the target, subject-
ing them to waves of phantasmagorical euphoria. The 
difficulty of all actions undertaken for the rest of the 
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scene increase by +2; the target may spend a point of 
Willpower to focus through the distractions and ne-
gate this penalty for a turn.

paramagnetiC tether Beam (••)
Coils of Essence-conducting wire entwine the 

Exalt’s fingers on both hands, just beneath the skin. 
When fueled with Essence, the Charm generates a 
shaped field of semi-palpable force visible as a faint dis-
tortion in the air.

System: After a moment spent in concentration, 
the Exalt spends 1 Essence and rolls her Wits + Athlet-
ics against difficulty 6. This Charm remains active for 
the rest of the scene, and allows her to telekinetically 
lift and move objects within her line of sight. If she 
tries to wrest an object away from another character, 
or perform fine manipulations, her successes form her 
dice pool to do so. Otherwise, her successes on the 
activation roll determine her strength in lifting and 
moving objects:

Successes Maximum Weight

1 One pound

2 20 pounds

3 200 pounds

4 500 pounds

5 1,000 pounds

6+ +1000 pounds/success

With 3+ successes, she can swing herself about by 
anchoring the Paramagnetic Tether Beam and pulling 
herself from place to place, Spider-Man style.

• Recursive Force Suspension (1xp): The Alchemical 
may spend 1 Willpower to “lock” an object she has 
lifted with Paramagnetic Tether Beam in place, leaving 
it suspended in a shimmering field of Essence without 
the need of any further attention. The object remains 
there for (Essence rating) days, until the Alchemical 
wills them to fall, or until they are physically dragged 
out of place by someone or something.

regenerative essenCe transFusion (••)
The Alchemical possesses a series of slender tentacles 

concealed within compartments on various parts of her 
bodies. Each is tipped with a long, hollow hypodermic 
needle, and capable of injecting a different sort of revivi-
fying Essence, the better to treat a patient’s injuries.

System: After a mere scene of regulating her pa-

tient’s Essence with injections, the Alchemical may 
spend 1 Essence and roll Intelligence + Medicine 
against difficulty 6. Her patient heals one lethal or two 
bashing damage per success, or one aggravated damage 
per two successes.

• Stimulant (1xp): Rather than performing a medical 
treatment, the Exalt may trigger this Charm to inject 
her patient with a powerful stimulant, negating all 
fatigue penalties and removing the need to sleep for 
24 hours. The Alchemical may also dose herself is she 
wishes. If a patient (or the Exalt) is kept going via this 
submodule for more days than their Stamina rating, 
then when the Charm finally lapses they suffer one lev-
el of unsoakable aggravated damage for each day they 
are in arrears on rest and sleep.

• Antivenin (2xp): Rather than performing a medical 
treatment, the Exalt may trigger this Charm to inject 
her patient with a universal antivenin, immediately 
neutralizing the effect of any poison in their system. 
If the patient suffered damage from poison during the 
current or prior turn, they may roll a number of dice 
equal to the damage taken against difficulty 6; each 
success erases one point of poison damage. The Al-
chemical may also dose herself if she wishes.

• Anesthetic (2xp): Rather than performing a medical 
treatment, the Exalt may trigger this Charm to inject 
her patient with an anesthetic serum, allowing him to 
ignore up to three points of wound penalties for the 
rest of the scene. The Alchemical may also dose herself 
if she wishes.

spiritual Charms

Cross-phase sCanner (•)
Receptor nodules in the Exalt’s face attune her to 

otherworldly emanations, allowing her to detect places 
of power or even to behold other worlds.

System: Roll Perception + Occult against difficulty 
7. Success allows the character to see the aura of power 
emanating from places of otherworldly or supernatural 
energy such as Nodes, Caerns, Freeholds, or Haunts. 
These appear as rising auras of Essence, visible from 
up to (Essence rating) miles away. Spending 1 Willpow-
er permits the Alchemical to attune her senses to the 
vibrations of another realm of existence for a scene, 
seeing through the Gauntlet or Shroud and into the 
Penumbra or Shadowlands.
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thermioniC orthodoxy array (•)
An array of glowing vacuum tubes slide out of 

ports in the Alchemical’s back and shoulders when 
she activates this Charm, radiating a field of absolute 
reality to protect her.

System: Whenever the character is the subject of 
any supernatural power that seeks to transform, infect, 
taint, transport, or control her body or spirit, she may 
reflexively spend 1 Essence or 1 Willpower and roll 
Wits + Science against difficulty 7. Success shatters the 
hostile magic, protecting the Alchemical completely, 
and immunizes her against repeated attempts to exert 
the same sort of influence for the rest of the scene.

Kirlian deteCtion array (••)
A metallic fin lies flush with the Alchemical’s fore-

head. When charged with Essence it stands up and ex-
tends nearly half a foot above the top of her head like 
an antenna, picking up the otherworldly emanations 
of the night folk.

System: Reflexively spend 1 Essence. For the rest 
of the scene, the Alchemical becomes aware when 
she stands in the presence of any supernatural being, 
though she doesn’t inherently know what sort of su-
pernatural being any given individual may be. Imbued 
hunters don’t register as supernatural beings.

multiphase divinity regulator (••)
This Charm takes the form of a magnetically-bond-

ed coat of mixed jade and meteoric iron filings embed-
ded in technomystical patterns throughout the Exalt’s 
skin. When charged with Essence, they burn with rain-
bow light and enable her to strike the intangible.

System: Reflexively spend 1 Essence. For the next 
(Essence rating) turns, all of the Alchemical’s attacks 
inflict aggravated damage to spirits, ghosts, and other 
beings not clothed in flesh, and may strike such beings 
so long as the Exalt is able to perceive them.

transphase engine (•••)
The Alchemical possesses a silver-and-iron sphere 

embedded within her spine. When charged with Es-
sence it spins and crackles with power, recalibrating 
the Exalt’s harmonic resonance and translating her 
into the dimensional frequency of the otherworlds.

System: Spend 1 Essence and roll Wits + Science 
against a difficulty of the local Shroud or Gauntlet. 
Success transports the character into the Penumbra or 
the Shadowlands. By raising the difficulty by 1 (to a 
maximum of 9) and spending 1 additional Essence per 
ally, the Alchemical can also draw other willing char-
acters into the otherworlds with her. This Charm may 
also be used in reverse to return to the material world.

The character also gains the ability to comprehend 
the language of spirits and to make herself clearly un-
derstood by them while this Charm is installed.

divinity-Forging drive (•••••)
An adamant ring scribed with ancient pacts and 

promises surrounds the Alchemical’s Exaltation Core, 
empowering her to join technological spirits to appro-
priate vessels. The ring spins and crackles with electric-
ity during the creation of such a techno-fetish.

System: This Charm allows the character to create 
fetishes (see W20, page 221). The character must first 
craft the item that is to serve as the physical substance 
of the fetish, must do so entirely by herself, and the 
item must have machined, moving parts or operate on 
electricity or a similarly advanced power source. Then, 
the Exalt needs to secure the consent of an appropriate 
spirit to bind it into the fetish. How she goes about 
this is up to her, but she can’t simply beat the spirit to 
a pulp and then forcibly bind it. Having accomplished 
both of these goals, the Exalt retires to a workshop or 
laboratory and spends (Fetish’s rating) hours and (Fe-
tish’s rating × 3) Essence binding the spirit and ob-
ject together. Because of the high Essence cost of this 
Charm, it is best performed within Dragon Nests.
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Along the skin of the Shroud, reason is sleeping. 
In the space between life and death, between passion 
and madness, between creation and destruction, some-
thing turns a red and ancient eye upon the world and 
finds it wanting. In the workshops of mages, in the 
laboratories of vampires, in secret sheds of madmen 
lined with plastic sheeting: reason is sleeping. From 
that sleep sometimes monsters are born.

snip and seW From head to toe
Sometimes they come back. In the World of Darkness, 

oh, in the World of Darkness there is no despair so pro-
found as to be immune to the poisonous touch of hope.

Death is a barrier, death is a curtain, death is a 

river that runs only one way: but barriers may be bro-
ken, curtains thrown back, rivers traversed against 
their course, if only one knows the way. If only one 
fights hard enough against the current. There are those 
among the night people who probe forever at the limit 
between life and what waits beyond it, searching for 
ways to snatch the departed back; and then there are 
those who know the blasphemous or hallowed arts of 
resurrection. There are forces which may make a corpse 
stand, and act, and even breathe.

And then there are those who dream of an even great-
er transgression: not merely to snatch back the dead from 
the ferryman’s boat, but to create life from whole cloth. 
Most are mages, accustomed to bending the fabric of re-

APPENDIX THREE:APPENDIX THREE:

THE LIMINAL EXALTEDTHE LIMINAL EXALTED

The lever’s yanked,
The dials cranked,

The power’s banked
By Frankenstein.

Now watch him rise
And blink his eyes—
The Monster’s size

Dwarfs Frankenstein. 

—Jo Fletcher, “Frankenstein”
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ality to their whims, but some hail from other traditions. 
There are vampires who have seen fit to regurgitate the 
life they drink nightly into homunculi and more complex 
servants. Some few among the fae seek to make dreams 
of life into unassailable truth. And, of course, there are 
madmen. There have always been madmen.

Most times such efforts come to naught; or else pro-
ceed along expected paths, ending in the usual tragedies. 
The clone-tanks of the Technocracy manufacture agents 
to carry out their agendas. The laboratories of the Sons of 
Ether heave up misbegotten paradoxes that wither in the 
light of reality. The blood of Caine begets further vampir-
ic horrors. The dreams of madmen are only dreams.

But sometimes, once upon a dark star, when the 
Shroud stands thin and a cry of desperation echoes 
down into the blackest depths of the Tempest, some-
thing deep in the Underworld – something already old 
and forgotten when the Deathlords first took up their 
masks – notices and exerts itself. Sometimes what comes 
up from the slab is not what it should be. Sometimes it 
bears the most twisted and broken of Exaltations.

the lost Chosen
The Dragon-Blooded do not know they are not 

the only uninterrupted survivors of the Age of Leg-
ends. On those rare occasions they have encountered 
the Liminal Exalted, they have been dismissed as sim-
ply another monster roving the night.

The Liminals, for their part, have no organization, 
no group identity, and no signposts to lead them to 
one another or to their lost history. But they still exist, 
heaved up into the thin and exhausted Final Nights now 
and again by some ancient, dusty thing. Their patron has 
no name, no face, no presence in the world of the liv-
ing or the dead save for her gruesome children. She has 
crafted them from agony and desperation for a hundred 
thousand years, and will continue to make them until 
the last of the Unquiet lays down in stillness at last.

hands oF the darK mother
The mysterious patron of the Black Earth Children 

granted them Exaltation for a reason. The purpose of 
the Liminals is to act as wardens at the boundary of life 
and death, generally by hunting the restless dead when 
they intrude upon the lands of the living: ghosts, vam-
pires, Risen: all stand among the ranks of the Unquiet.

Yet the Liminals aren’t shackled to this purpose, 
merely inclined to it. Each Liminal has an Exaltation 
burning where ordinary people have a soul, and this 

primordial heat sets them apart from the world. Some 
search for an answer to their manifestly incomplete, not-
quite-human state, either seeking a comfortable place in 
the world or a means to transcend what they are and 
become something more. Others retreat from the affairs 
of the living entirely, becoming strange and dreadful 
hermits lurking in forgotten corners of the Earth, trying 
to ignore the howling of ghosts in the night.

the liminal exalted
The Children of the Soil are created, not uplifted. 

They begin their lives as corpses – usually specifically 
that, corpses, plural, recombined with the intention of 
being imbued with life, though there are a few edge 
cases and exceptions.

In one sense, almost anyone can create one of the 
Liminal Exalted; in another, no one can create one of 
the Liminal Exalted. Their patron is a monstrous cuck-
oo, letting the hands and passions of others do the 
work of combining dead meat into something ready 
for the spark of life, then stepping in at the last mo-
ment to bestow Exaltation.

a BroKen exaltation
Liminal Exaltation occurs during attempts either 

to return the dead to life, or to create life outright. 
Whether the attempt had any remote chance of success 
is completely irrelevant: only the will to dredge forth 
life from death matters. As such, Exaltation can strike 
the most painstaking magician’s ritual as easily as the 
haphazard work of a mortal lunatic.

the dark mother

The identity of the Liminals’ creator is left de-
liberately vague in this game. It is some ancient, 
chthonic force of the Underworld, but beyond 
that, the particulars are left up to your imagi-
nation. This is not done for the sake of a tanta-
lizing mystery, but because as with the patrons 
of the rest of the Chosen, her identity is neither 
important nor especially relevant. Whether 
the so-called “dark mother” is Grandmother, 
Oblivion itself, some stygian god preceding the 
advent of life, or a relic construct of the Age of 
Legends hidden deep in the Tempest, she will 
not ultimately dictate the course of the Final 
Nights. That honor falls to the Chosen.
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In any case, the corpse surges to life, displaying 
awful Aspect markings and roaring with the grotesque 
display of its anima banner, generally alarmed and 
confused. Liminals are often Exalted into a scene of 
pandemonium as their creator or creators recoil from 
the unexpected result of their labors. Events escalating 
into violence is not uncommon.

Liminal Exaltation is not resurrection. It is life 
dredged forth from death: new life. The Black Earth 
Children possess the memories and talents of their 
constituent body or bodies, but do not inherit a sense 
of identity from those things. Each Liminal must learn 
who they are on their own: the inherited rags and tatters 
of memory and ability are only a starting point.

born of darkness

Imagine awakening in unfamiliar surround-
ings. There’s pain, though that recedes quickly; 
and disorientation, which lingers much longer. 
Your body feels strange and unfamiliar, tingling 
and flushing with sensation as it also awakens, 
bit by bit.

You don’t know who you are. As you realize 
this, memories rise up to present themselves. 
But they’re not your memories. You know that 
immediately. There’s no sense of ownership 
or identification. It’s like remembering things 
you saw in a movie. Perhaps it’s only one set 
of memories. Perhaps it’s several, jumbles of 
lives and events haphazardly stitched togeth-
er. Maybe these secondhand memories are 
enough to tell you where you are.

Maybe they’re enough to tell you who’s 
standing over you, half-mad with emotion. 
You know this figure isn’t really your creator – 
there’s a lingering touch on your mind, reced-
ing now, dark and immense: the receding hand 
of your real maker.

You’re not the sum of the memories in your 
head. You’re not the sum of the parts of your 
body. Who are you?

No immediate answer presents itself. This 
is the dilemma that greets each of the Liminal 
Exalted in the first moments of their life.
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aspeCts
The Liminal Exalted lack the purpose-based Castes 

of the Celestial Exalted. Instead they are divided into 
Aspects, somewhat like the Dragon-Blooded. But where 
Dragon-Blooded are marked by the primacy of elemen-
tal Essence running through their veins, Liminal As-
pects emphasize elements of life, death, and the cycle 
that joins the two. A Liminal’s Aspect is defined by the 
drives of his creator: different brands of vibrant emotion 
or obsession produce markedly different Exalts.

aspeCts oF Blood
Blood Aspects are bequeathed upon creators who act 

from motives of lust, greed, or ambition: “possessive” passions, 
a drive to gain or have something. They tend to be of sanguine 
temperament, boldly approaching their twilight existence as a 
challenge to be overcome. Such Exalted attempt to fight, wres-
tle, and fuck their new lives into submission. They look for 
the joys in a second lease on life, perhaps hoping that in the 
experience of being alive, they can find the doorway to a new 
kind of existence which gives them a place in the world.

Aspects of Blood who seeks to transcend their in-
complete state choose passion as their vessel of trans-
formation, attempting to connect to people and to un-
derstand life through deep emotional experience.

Many sanguine Liminals are quick-witted and 

adaptable, but also impulsive and incautious. Among 
all the Children of the Black Earth, they are the masters 
of navigating the dark waterways of the Underworld.

Aspect Markings: The Exalt’s flesh becomes pale 
and cold, her eyes red; brackish water drips steadily 
from her now-blackened lips and fingertips.

Anima Banner: Sanguine animas are dark-red, 
running in liquid streamers down the Exalt’s flesh, 
only to float into the air in hazy clouds upon drip-
ping from her body or pooling on the ground. Objects 
brought in contact with the anima may be stained red 
and carry a coppery scent for minutes afterward.

aspeCts oF Breath
Breath Aspects are wrought from motives of nihil-

ism, despair, and obsessive repentance: their creators 
can rarely conceive of anything beyond the project 
that draws the Liminal into the world. They tend to 
be of supine temperament, passive but reflective, less 
interested in the enormous fury of a storm than in the 
stillness that follows. Their passions are great but diffi-
cult to rouse, their thoughts deep: they find themselves 
with a greater affinity for the dead than other Liminals.

Aspects of Breath who wish to become some-
thing more generally choose the path of assimilation: 
blending into communities and groups, adopting their 
ways, disappearing into the crowd, and ultimately, it is 
hoped, finding acceptance.

Supine Liminals are quiet and often unnerving indi-
viduals, slow to form attachments, but impossible to drive 
away from that which they have dedicated themselves to. 
Among all Liminal Exalted, they are most adept at mov-
ing without a trace, leaving behind only death.

Aspect Markings: The Exalt’s body is lit from with-
in by a faint, eerie radiance. Her eyes glow in unnatural 
hues: blue, green, white. When she breathes deeply, 
electricity crackles or pops across her skin, particularly 
around any injuries or scars.

Anima Banner: Breath animas take the form of 
blue-green constellations of burning wisps, pulsing and 
flickering in time with the Liminal’s breath as they orbit 
the character. The air within the anima hums with static 
discharge, and any metal object brought in contact with 
the anima is likely to provide a small shock to the first 
person who touches it within the next several minutes.

aspeCts oF Flesh
Aspects of Flesh are born to creators driven by sav-

age passions: vengeance, rage, madness – the need to 
do something. They tend to be of choleric temperament, 

liminal stories?

The Liminal Exalted are not disruptive outsid-
ers, recently returned to the World of Darkness. 
They are, instead, one more sort of monster 
roaming around a nightscape already full of 
strange things. They can easily be incorporat-
ed into mixed games featuring other sorts of 
Chosen, but are also designed, much like the 
Dragon-Blooded, to coexist with natives of the 
World of Darkness such as mages, shapeshift-
ers, and monster-hunters. By default, they at-
tempt to destroy or drive away dead things that 
trouble the living world, but that’s just a start-
ing template. Liminals are free-willed, and can 
fit into many kinds of stories.

No mechanics are provided for reconcilia-
tion with humanity or for evolution into some-
thing greater. Like Golconda and Transcendence, 
these are intended to be aspirational goals rath-
er than game-states for players’ characters.
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with short tempers and an inclination toward violence. 
Some find their twilight existence as much an affront 
as the worlds of the living and the dead do; others end-
lessly seek revenge on those that reject them.

Flesh Aspects who try to find a path beyond their 
broken state cleave fast to ambition: To move forward 
and upward is the great impulse of great individuals, 
and is the vector through which these Chosen try to 
find themselves and their place in the world.

Choleric Liminals are hot-tempered, but also quite 
deliberate; like the devouring flame, they do not relent 
until that which fuels their wrath has been obliterated 
as completely as possible. Among all Black Earth Chil-
dren, they are the most changeable, able to shift their 
faces with the ease of a flickering flame.

Aspect Markings: The Exalt’s flesh takes on a 
deathly cast, with gaunt features, hollow eyes, and livid 
musculature. Veins and muscles strain taut against the 
skin, even when the Liminal is at rest.

Anima Banner: Choleric animas manifest as 
ropy pink webs, pulsing slowly and unevenly in a halo 
around the Exalt. Objects touched by the anima smell 
of citron and dried roses for minutes afterward.

aspeCts oF marroW
Marrow Aspects arise from drives of curiosity, 

hunger for knowledge, and analytic obsession. They 
tend to be of phlegmatic temperament, cold and dis-
tant. They often look on their new life as a riddle to 
be solved, a series of keys and clues which such Lim-
inals are certain ultimately fit together into some sort 
of purposeful pattern, much as a lumpy and insensate 
pile of bones may be assembled to hold a life upright.

Aspects of Marrow choose insight as the tool 
through which to attain true humanity or perhaps 
to transcend it. They crack open the surface of ideas, 
places, people, and attempt to understand what lies be-
neath, what truly drives them, hoping that truth and 
growth will be found in analysis and understanding.

Phlegmatic Liminals are generally considered, cal-
culating, and emotionally unavailable. In contrast to 
living wood, which may take an age to grow, bone will 
be the last sign of life to remain after it has ended. 
Among all the Liminals, Marrow Aspects are most ad-
ept at manipulating the living body.

Aspect Markings: The Exalt’s skin takes on a rud-
dy or jaundiced hue, even as it becomes cool and un-
naturally smooth to the touch. Light reflects off the 
Exalt as though she were made of ivory or porcelain 

rather than flesh. Her eyes become pure-white marbles.
Anima Banner: Marrow animas are gray, fibrous 

clouds which drift lazily around the Liminal while she 
is at rest, and light up with yellow or crimson tracer-
ies while she is in motion. Objects brought in contact 
with the anima become very dry and smooth to the 
touch for minutes afterward.

aspeCts oF soil
Aspects of Soil are the products of heart-rending sorrow, 

regret, and yearning: desperate attempts to turn back the 
clock. They tend to be of melancholic temperament, acutely 
aware that they truly belong to neither the world of the liv-
ing nor the dead; and that whatever their creator wished for 
them to be, they are not. Sensitive as they are to the cycle of 
life, death, and decay, Soil Aspects are generally driven less by 
a yearning for the joys of life or death than by disgust with the 
unnatural state of their existence outside of all cycles.

When these Liminals work to reconcile their un-
natural state, they generally do so through the path of 
revelation. Soil Aspects feel that a road waits for them 
in the world, if only they can find and walk it. They 
interpret omens and attempt to intuit deeper meaning 
from the pattern of their journeys, the places they go, 
the people they meet, and the things that happen to 
them, and to respond appropriately to become some-
thing more than what they are.

Melancholic Liminals are listless and introspective 
much of the time. Like the black earth from which they 
arise, they incline to stillness and certainty; also like 
that soil, they hide unguessed secrets and unspeakable 
power. When they finally find reason to move, they 
do so with catastrophic impact, casting down anything 
that stands in their way. Among all Liminal Exalted, 
they are masters of the wielding the great powers: of 
construction, of war, of sorcery and necromancy.

Aspect Markings: The Exalt’s eyes, nails, teeth 
and veins are an unrelieved black against suddenly grit-
ty, dirt-crusted skin. Any wounds seem as fissures in 
her skin, leaking black and viscous blood. Her steps 
leave behind prints in dark, fresh-turned soil.

Anima Banner: Melancholic animas are a churn-
ing haze of primordial darkness wrapped tight around 
the Liminal’s limbs, swirling into storms that trail af-
ter her when she moves. Luminous bones and worms 
writhe into view within the shuddering murk, only to 
vanish moments later. Objects brought in contact with 
the anima are marked with streaks of dark, wet soil and 
smell of black earth for minutes afterward.
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stranger things
The Liminal Exalted are incomplete, unfinished, 

broken things. They exist in a no-man’s-land between 
life and death, between heroism and monstrosity.

Those who abandon all ties to the living world, 
who retreat from human company, who wage war in 
the Underworld without ever looking back to the light, 
who let themselves rot in solitary hermitage: they lose 
themselves, piece by piece. Their vitality wanes, the 
light in their eyes fades, and in time their heart ceases 
to beat, though their passions still move their mighty, 
undying husk. They become Unquiet fiends of a par-
ticularly terrible sort, and must someday be destroyed 
by their Chosen brethren.

Those Liminals who seek the path of reconcilia-
tion or transcendence are another matter. The Black 
Earth Children have no community, no body of lore 
shared among themselves. They come to this path 
again and again by instinct and by longing, walking 
the same lonely road without knowing the feet that 
have tread it before them, or will follow after. As a re-
sult, it is not known whether or not the dream they 
seek is possible to obtain. It may be that an Exalta-

tion can never be fused into a proper soul, at harmony 
with the world. It may be that the Liminals are too 
profoundly broken to rise above their state and make 
of themselves something greater. And yet… it may also 
be that some of the oddest, most unique denizens of 
the World of Darkness already represent such success-
es. Perhaps, somewhere, there exists a woman who has 
truly mastered the cycle of life and death, gaining abso-
lute corporeal immortality while retaining her Exalta-
tion. Perhaps there is a man who has relinquished an 
eternity of stolen flesh to become the collective breath 
and memory of the living, gently stirring the threads of 
fate to guide his less-fortunate brethren in their eternal 
war against the Unquiet.

Who can truly say?

aBerrations and edge Cases
The majority of Liminal Exalted are created by ei-

ther an impassioned mortal or a mage. Broadly speak-
ing, most Liminal Exalted consist of pieces of more 
than one human corpse combined together into a sin-
gular body. These seem to be the circumstances that 
their patron finds most amenable to Exaltation.

They are not absolute requirements. Some Liminals 
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come from unusual circumstances: drawn forth by a sa-
cred werebear rite of resurrection gone awry; surging up 
from a Tremere cauldron where intermingled vampire 
bodies were intended to create a gargoyle; or even in the 
rarest of situations raised up by a cult acting in unified 
devotion rather than through the advent of a singular 
creator... even a Dragon-Blooded botching an attempt at 
utilizing an ancient sorcery ritual might potentially bring 
forth one of the Black Earth Children. They’re all rarities, 
but they’re also all things that have happened in the past. 
A Liminal’s creator does not have to be human. They do 
not even have to be alive: one of the Unquiet can be both 
a Liminal’s prey and her maker.

As for Liminals themselves, they possess outliers 
in construction as well. For example, it is possible for a 
single body that has been broken apart and put back to-
gether again to serve as the genesis for a Liminal. More 
frequently, a single-corpse Liminal has a body that is 
entirely missing some of its original parts, which have 
been replaced by artificial prostheses rather than bits of 
other bodies: a wooden hand, a plastic leg, a clockwork 
heart. Such Exalts can generally treat whatever non-hu-
man substance makes up a part of their body as though 
it were flesh for the purpose of future reconstruction.

The only absolute restriction is this: there has never 
been a Liminal who was Exalted from a perfectly pristine 
and undisturbed corpse, one that died without any ex-
ternal sign of disruption and deliberate reconstruction. 
The patron of the Liminal Exalted deals exclusively in 
things that have been broken and badly mended.

character creation

Creating one of the Liminal Exalted works a 
lot like creating any other World of Darkness 
character. The steps are outlined below:

steP 1: character concePt

 • Consult with other players and come up 
with an appealing concept.

 • Pick out the Aspect that fits best, and note 
its anima effects (see below).

 • Select Nature and Demeanor.
steP 2: attribUtes

 • Mark down one dot in each Attribute. Note 
your Aspect Attributes.

 • Rank categories of Attributes (Physical, Social, 
Mental) in order of importance to your character.

 • Divide 7 dots among primary Attributes, 5 
dots among secondary Attributes, and 3 dots 
among tertiary Attributes.

 • Add an additional dot to an Aspect Attribute.
steP 3: abilities

 • Rank categories of Abilities (Talents, Skills, 
Knowledges) in order of importance to your character.

 • Divide 13 dots among primary Abilities, 
9 dots among secondary Abilities, and 5 dots 
among tertiary Abilities.

 • No Ability can have more than 3 points 
without spending Freebie Points.

steP 4: advantages

 • Choose Charms (6 dots in total). At least 3 
dots of Charms must be from your Aspect Charms.

 • Select 5 dots of Backgrounds.
 • Write down two Intimacies, as well as a 

third Intimacy toward either your maker or 
your lifeline (this Intimacy may occupy any 
emotional context). Add a fourth Intimacy 
which may never be discarded or invalidated: 
“I will drive the Unquiet away from the living.”

steP 5: finishing toUches

 • Record Willpower (5), Essence rating (1), and 
Essence pool (6). Essence pool begins at maxi-
mum.

 • Spend Freebie Points (15), and, optionally, 
purchase Merits and Flaws (max. 7 points).

freebie Point costs

Attribute 5

Caste Attribute 4

Ability 2

Charm (rating × 3)

Ancient Sorcery spell 5

Essence 10

Backgrounds 1

Willpower 1
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playing the liminal exalted
The following rules allow players to create and play 

Liminal Exalted characters:

essenCe reneWal
The Liminal Exalted are broken things, drawing 

power from their mission and their own convictions. 
Once per scene, a Black Earth Child can recover 1 Es-
sence by meeting the criteria of her Aspect.

• Blood Aspects may replenish their Essence by 
wearing their feelings on their sleeve, taking action 
that plainly expresses a powerful passion. Alternately, 
they may do so by achieving some sort of triumph over 
one of the Unquiet.

• Breath Aspects may replenish their Essence by re-
maining unflappable in the face of disaster, adversity, 
or provocation. Alternately, they may do so by achiev-
ing some sort of triumph over one of the Unquiet.

• Flesh Aspects may replenish their Essence by lash-
ing out violently in support or defense of an Intimacy. 
Alternately, they may do so by achieving some sort of 
triumph over one of the Unquiet.

• Marrow Aspects may replenish their Essence by 
learning or understanding something they previously 
did not. Trivia won’t stir the character’s Essence, but 
arcane secrets or emotional revelations will. Alternate-
ly, they may do so by achieving some sort of triumph 
over one of the Unquiet.

• Soil Aspects may replenish their Essence by articulat-
ing some way in which the events going on around them 
reflect or express something about themselves or their 
place in the world. Alternately, they may do so by achiev-
ing some sort of triumph over one of the Unquiet.

aspeCt Features
When you select your Aspect, note its Anima power 

and its Aspect Attributes.

Blood
Blood Aspects are wellsprings of passion and ves-

sels for forces that bind.

• Aspect Attributes: Mark three of the following: 
Dexterity, Charisma or Appearance, Perception or Wits

• Anima: A Blood Aspect and anyone traveling with 
them may multiply the speed of their travel by (Essence 
rating + 1), so long as that travel is along the course of 

a waterway: a river, stream, ocean current, Byway, and 
so on. It isn’t necessary to travel on the water, just along 
its course, and this applies equally to the waters of the 
living world and the Underworld alike.

Breath
Reflective and reactive, Breath Aspects are alive 

with the power to motivate, possess, and animate.

• Aspect Attributes: Mark three of the following: Strength 
or Dexterity, Manipulation, Perception or Intelligence

• Anima: A Breath Aspect may reflexively pay 1 Es-
sence to fill her chest and face with eerie blue-white 
ghost flames for the rest of the scene. The difficulty 
of all Intimidation rolls is reduced by three (to a mini-
mum of difficulty 3), and any of the Unquiet who draw 
within (Essence × 10) yards of the character flicker with 
an aura of pale ghost-flame, betraying their nature.

Flesh
Aggression and appetite move Aspects of Flesh, 

and metamorphosis is their hallmark.

• Aspect Attributes: Mark three of the following: 
Strength, Charisma or Appearance, Intelligence or Wits

• Anima: Breath Aspects have an additional number 
of Bruised Health Levels equal to their Essence rating.

marroW
Calculating and analytical, Marrow Aspects see 

easily to the secret nature of things. 

• Aspect Attributes: Mark three of the following: Dex-
terity or Stamina, Manipulation or Appearance, Perception

• Anima: Marrow Aspects cannot be seen at all by 
observers on the other side of the Gauntlet or Shroud 
from where they stand, even if using special powers to 
perceive clearly across the barriers between realms.

soil
Introspective creatures of revelation and omens, Soil 

Aspects are masters of the cycle of decay and rebirth.

• Aspect Attributes: Mark three of the following: 
Strength or Stamina, Charisma or Manipulation, Intelligence

• Anima: Once per story, a Soil Aspect may com-
pletely bury herself in the ground. She may then ask 
her mysterious patron – which is to say, her player may 
ask the Storyteller – one question about some matter 
that concerns her. The answer must be helpful and 
truthful, but needs not be direct. Most commonly, 
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rather than simply telling the Liminal the precise thing 
she wishes to know, she receives instead directions to 
a person or place where she may find the answers she 
seeks for herself.

appropriate BaCKgrounds
When creating your Liminal, all of the following 

Backgrounds are appropriate choices:

• Allies (V20, p. 111)

• Alternate Identity (V20, p. 111)

• Arsenal (Hunter: The Reckoning, p. 120-121)

• Backup (M20, p. 306-307)

• Contacts (V20, p. 112)

• Cult (see p. 290)

• Destiny (M20, p. 311-312)

• Fame (M20, p. 313-314)

• Familiar (see p. 293)

• Fetish (W20, p. 137-138)

• Influence (V20, p. 114-115)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (V20, p. 115)

• Resources (V20, p. 115-116)

• Retainers (V20, p. 116)

• Wonder (M20, p. 328)

Liminals also have a few new Backgrounds they 
may purchase, and there are a few things to note about 
their use of one of the common Backgrounds.

totem
Liminals may not purchase the Totem Background. 

Spirits sense their unnatural origins and refuse to es-
tablish direct bonds with such ill-omened creatures.

dragon nest
Your character has seized or discovered a Dragon 

Nest – whichever the case may be, it’s hers now. Rather 
than rating its size or power, dots in this Background 
measure how secure the Dragon Nest is from hostile 
intrusion. Each dot of Dragon Nest increases the dif-
ficulty of all efforts to infiltrate or attack the Nest by 
anyone you haven’t granted access to, and a –1 difficul-
ty bonus to your attempts to spot, track, and identify 
intruders, or to defend the Nest from assault.

supernatural status
No mere outsider, this Background reflects an Ex-

alt who has put in the work to embed herself in the 

power structure of one of the great supernatural societ-
ies of the World of Darkness. This Background reflects 
Abyssals who have made a home within the Camarilla 
or Sabbat, or Solars throwing in their lot with one fac-
tor or another in the war for reality. Having more than 
a few dots of this Background is unprecedented and 
probably unthinkable, but that’s par for the Exalted 
course… provided that the other players are cool with 
making your status a major plot element.

• Acknowledged; your peers recognize your 
name when it comes up. You’re a member 
in good standing, if an unusual one.

•• Credible; you’re considered noteworthy 
within your society.

••• Respected; your word carries weight, 
and you may have some manner of for-
mal position such as Harpy or Sheriff.

•••• Admired; you’re looked up to, or per-
haps feared. You certainly hold some of-
fice of formal authority, such as Keeper 
of Elysium or Seneschal.

••••• Revered; if you’re not officially calling 
the shots in your area now, it’s only be-
cause you don’t want to put that kind of 
target on your back.

speCial rules For liminals
In addition to the rules that normally govern the 

Exalted, Liminals have a few special rules and features.

aspeCt marKings
Unlike Dragon-Blooded, Liminals do not show their 

Aspect markings at all times. Most of the time, a Liminal 
is able to pass for human upon casual inspection, though 
she may display some very odd scars and coloration where 
her body is joined together of disparate pieces.

When a Liminal’s Aspect markings do emerge, ei-
ther by voluntarily manifesting them or during anima 
flare, the Liminal is considered to possess Appearance 
0 for all purposes other than Charm activation rolls.

Anyone witnessing a Liminal’s Aspect markings 
for the first time must make a Willpower roll against 
difficulty 8. Success allows them to react however 
they might normally react to the sight of a patchwork 
corpse-monster. Failure means the unnatural chill of 
the Liminal’s broken Essence has flooded their senses. 
They will respond to the Black Earth Child with either 
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absolute horror and revulsion, unreasoning fear, or 
panicked violence (chosen by witness’s player, or by the 
Storyteller for witnesses under her control) until the 
Liminal leaves their presence. This roll must be made 
again on each subsequent occasion when a character 
who originally failed it beholds the Liminal’s Aspect 
markings, until they finally clear the roll and become 
inured to her outpouring of hideous Essence.

A Liminal whose anima banner is not yet flaring 
and whose Aspect markings are not showing may opt to 
replace any 1 Essence cost by instead voluntarily man-
ifesting her Aspect markings for the rest of the scene.

anima Flare
When a Liminal’s anima banner erupts into full 

manifestation, it empowers her “Excellence” Charms, in-
creasing the number of dice added by her Essence rating.

While a Liminal’s anima is flaring, all characters 
trying to empathize with her or understand her (such 
as with a Perception + Empathy roll), to treat her with 
kindness (such as a Charisma + Performance roll to 
cheer her up), or to directly aid her (as by helping her 
in a feat of strength or working together to translate 
a document, not as in “fighting alongside”) subtract 
successes from their rolls on both 1s and 2s. Where 
this penalty conflicts with a Caste Attribute or Caste 
Ability’s immunity to 1s removing successes, it reverts 
the roll to losing successes on 1s but not on 2s.

Since Empathy rolls, attempts to be nice backed up 
by dice rolls, and cooperative actions aren’t the most 
common things in the world, most of the time this 
penalty becomes a matter for roleplaying: the mind, 
body, spirit, and even Essence itself instinctively recoil 
at the friction of the Liminal’s broken, dissonant na-
ture. It’s hard to try to be her friend or to think of her 
as a person at this point, and it tends to come out in 
things like averted eyelines, involuntary grimaces, in-
stinctively recoiling from her touch, and the like.

the maKer and the liFeline
Every Liminal is Exalted with an Intimacy toward 

her creator. There’s no need for this to be a positive 
Intimacy, or even a particularly straightforward one. 
More than one Liminal barely knows the panicked face 
that ran out of the door at the moment of her birth, 
and regards him with curiosity, bitterness, or a long-
ing to know more. Regardless, this fundamental link, 
forged in the moment when the maker’s transcenden-
tal passion (or obsession) became the catalyst of Exal-

tation, is always present, and it is not easily broken. 
So long as the maker endures, so too does this first 
Intimacy, known as the Liminal’s lifeline.

A Liminal’s lifeline with her creator is more than a 
simple bond demanding emotional investment. It meta-
physically ties the two characters together, ensuring that 
over time, despite the best efforts of one or both, ser-
endipity will eventually draw them back together. For a 
maker of patchwork people, there is always another con-
frontation with a wayward Exalt waiting in the future. 
For a Liminal, her creator will forever remain an article 
of unfinished, unreconciled business.

It is possible to sever the lifeline, and relatively sim-
ple: the creator’s death will neatly do the trick. This 
destroys the Intimacy… but not the fundamental Lim-
inal need for a lifeline. At the beginning of the next 

broken essence, broken minds

The car flipped over, and you’re trapped. 
Your friend Luis was maybe thrown free – he’s 
not in the seat next to you, anyway. You can 
smell gasoline. The door’s jammed. You’re con-
cussed. You can smell gasoline. Then: a flaring 
surge of disjointed Essence, a dark radiance op-
presses the glow of the rising flames, and the 
door comes right off its hinges. There’s Luis, ex-
cept Luis looks like an ancient bog mummy, his 
flesh caked with old black dirt, his skin like wet 
leather, his flesh riven with cracks like split clay 
that spill out that terrible anti-light, swimming 
with white worms and churning bones.

So: You botch your Willpower roll. What 
happens?

Characters who botch an Aspect witness 
roll gain a derangement, chosen via consulta-
tion with the Storyteller. Some examples can be 
found on pages 291-293 of V20, pages 485-486 of 
W20, and pages 649-650 of M20. The derange-
ment is always centered on the Liminal: fugue 
states when reminded of her, hysteria when 
made to think of her, paranoia that she is com-
ing for you, or full-on obsession with destroying 
the creature (possibly even pushing into schizo-
phrenic breaks with reality in which others beg 
you to save them) are all good options. On the 
bright side (?) you don’t have to make any more 
Willpower rolls for that particular Liminal until 
you’ve somehow overcome the derangement.
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story, the Exalt may elect to name another character 
who means something to her, writing in a replacement 
Intimacy and making them into her new lifeline.

Liminals may change the context of their lifeline 
Intimacy at the beginning of any new story (perhaps 
she has moved from hating her creator to taking pity 
on him; perhaps the paramour she clung to in the 
wake of her creator’s death has betrayed her, and her 
love has curdled into loathing).

A lifeline to an individual other than the Liminal’s 
creator is less potent than the original connection to 
her maker. Destiny doesn’t pull the Liminal toward a 
replacement lifeline, and the link is not unyielding: a 
character can choose to completely abandon or replace 
such a lifeline at the beginning of a new story, at the 
cost of forfeiting any replenishment of Willpower. It 
will also break on its own after the Liminal has gone 
several stories or months without any contact at all 
with her lifeline.

A Liminal with no lifeline cannot regain Willpow-
er from sleep.

alienation oF the Created
A Liminal’s Essence is improperly aligned with 

both herself and the world around her, leaving her vul-
nerable to periods of dissonance, dissociation, dyspho-
ria, and potentially much worse. In total, this effect is 
known as Alienation.

Each Liminal has a Limit track, which runs from 0 
to 10 points, beginning at 0 points when play begins. 
Limit is gained in the following fashion:

• Whenever the Liminal botches a roll, she gains a 
point of Limit.

• Whenever the Liminal acts in a way that under-
mines or betrays either her Nature or one of her Inti-
macies, she gains a point of Limit.

• Whenever someone recoils in horror from the 
Liminal’s Aspect markings, she gains a point of Lim-
it. Fear and aggression responses don’t produce Limit 
gain: only the sight of a soul wilting with disgust at the 
sight of her strikes deep enough to twist the Exalt’s 
Essence out of kilter.

• Should the Liminal kill her own lifeline, either in-
tentionally or accidentally, she gains five points of Limit.

• At the end of any story in which the Liminal did not 
interact with her lifeline, add two points of Limit. If at the 
end of the story the Liminal has no lifeline, add three Limit.

Once a Liminal’s Limit track reaches 10 points, 
she enters Alienation and the track empties. While 
suffering Alienation, the Liminal’s Aspect markings 
immediately manifest and remain manifest for the 
duration of the condition. So long as her anima isn’t 
flaring, she may pay a Willpower point to temporarily 
suppress her markings, but this lasts only for a number 
of minutes equal to her Essence rating, and people still 
see flickers of the markings in the corner of their eye or 
when she is in the grip of any powerful emotion.

During Alienation, the Liminal automatically fails all 
Animal Ken, Empathy, and Leadership rolls, and cannot 
resist the urge to follow the dictates of her Intimacies.

Alienation normally lasts a number of days equal 
to the character’s Essence rating, during which time the 
Liminal continues to build Limit as usual, making it very 
possible to trigger off a new bout of Alienation before 
the last incident has resolved. Being seen and treated as 
a person rather than a monster by someone she doesn’t 
already know will prematurely end Alienation, however.

If the Liminal has no lifeline, Alienation cannot 
end until she gains one.

Fading
At the end of every story in which a Liminal is 

trapped in Alienation without a lifeline, she reduces 
the size of her Limit track by one. At the end of any 
story in which the Liminal possesses a lifeline and did 
not suffer Alienation, she replenishes one point to a 
Limit track damaged in this fashion (to a maximum 
track size of 10).

If the Liminal’s Limit track is reduced to 0, the 
vestigial spark of her humanity blows out like a candle 
in the wind, her Essence collapses, and she becomes 
a bestial, undead thing of great strength and great bit-
terness, brutalizing anyone and anything that intrudes 
upon her solitude. She is no longer an Exalted hero, 
or suitable for play.

patChWorK people
Liminals are not, in and of themselves, immortal. 

Their bodies age at about half the rate of a normal per-
son, and will eventually wear out and die. They can, 
however, forestall this fate indefinitely by replacing old 
or worn-out body parts with fresh replacements by the 
simple expedient of stitching, screwing, or pinning them 
into place. The brain, which cannot be replaced, thank-
fully seems to remain fresh forever, though it’s probably 
a good idea to stitch a new face on every few decades.
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A Liminal who replaces, let’s say her arm, doesn’t 
have to be excessively careful about the replacement 
limb. A petite woman who gives herself a linebacker’s 
massive Popeye arm soon finds the limb adjusting it-
self to match her frame. Excessive hair disappears, the 
limb shrinks and smooths out, and after a day or so 
it seems like a woman’s arm, properly matched to the 
body now bearing it. Skin tones, however, don’t auto-
matically shift to match the rest of the Exalt’s body, 
and so many Liminals have an oddly mottled appear-
ance. Distinguishing marks such as scars and tattoos 
also don’t vanish.

Once per scene, when a Liminal suffers an inju-
ry that would inflict three or more levels of lethal or 
aggravated damage, she may instead opt to suffer only 
two points of the appropriate sort of damage, and de-
scribe the manner in which she is dealt a crippling in-
jury: a hand crushed to useless pulp, an arm torn off, 
an eye gouged out. She suffers from the rules of the 
appropriate Flaw until she can harvest a replacement.

Attaching a replacement limb or organ requires at 
least fifteen minutes of work and a successful Dexter-
ity + (Craft or Medicine) roll at difficulty 7. Doing so 
immediately clears the penalty for a crippling injury, 
but the Exalt must heal the damage associated with the 
injury normally over time.

An array of common crippling penalties may be 
found below:

• Disfigured: The Liminal’s face has been torn most 
of the way off, leaving her truly hideous to behold. In-
crease the difficulty of all dice rolls for social interac-
tions (save for intimidation) by two.

• One Eye: One of the Liminal’s eyes has been 
gouged out. The difficulty of all Perception rolls involv-
ing eyesight are increased by two, and the difficulty of 
all rolls requiring depth perception (including ranged 
combat) increase by one.

• Mute: The Liminal’s tongue or perhaps even her 
entire jaw has been destroyed. She cannot speak.

• Blind: The Liminal’s eyes are both ruined or re-
moved. The difficulty of all Dexterity-based rolls is in-
creased by two.

• Missing Leg: One of your legs has been torn away, 
forcing you to either limp or to rely on assistance. Your 
walking speed is one-quarter of normal (one-half of 
normal with a mobility aid such as a crutch or cane), 
and you cannot run.

• One Arm/Missing Hand: One of your arms or 
hands has been torn off. Any action which really wants 
two hands to execute (automotive repair, combat, etc) 
suffers a –2 die penalty.

• Missing Legs: Both of the Liminal’s legs are gone. 
Without a mobility device such as a wheelchair, she 
must drag herself along at a rate of one yard per turn.

• Disarmed: Both of the Liminal’s arms have been 
torn off. Most Dexterity actions under pressure are dif-
ficulty 8 or 9, and some may be outright impossible.

undying
So long as her brain remains intact, the Liminal 

may surge back up from dark fathoms of death again 
and again.

When a Liminal dies, her player makes an Essence 
roll against difficulty 6, or 8 if she has no lifeline. 
Failure means she will come back to life with a single 
Health level some hours hours or days later. Success 
brings her back at the end of the current scene. If she 
dies a second (or third, or fourth…) time during the 
course of the same story, then all subsequent resurrec-
tion rolls bring her back hours or days later on a suc-
cess, while a failure means she’s not coming back at all.

Natural death by allowing old age to render the 
entire body nonfunctional obviates resurrection. Lim-
inals also can’t come back from death by drowning, 
and will not resurrect while fully submerged in water 
(although if they died from some other cause than 
drowning, they may surge back to life once their car-
cass is removed from the water).

Destruction of the brain brings with it permanent 
death, but destruction of the brain means full destruc-
tion, not just significant damage. A Liminal can usu-
ally come back after taking a 9mm bullet through the 
eye, but not a close-range shotgun blast to the skull 
or having her head pulped by a train. In game terms, 
this means it should be assumed that in the course of 
any given violent death, a Liminal character’s brain 
survives and resurrection is possible unless her foes de-
liberately seek to destroy her head, or she suffers some 
sort of death guaranteed to obliterate her body like be-
ing dropped into a volcano.

Liminals are generally unaware of their capacity 
for resurrection until it happens to them for the first 
time, and are also equally as ignorant on the boundar-
ies and limitations of this ability.
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attriBute aFFinity
Unlike other Chosen, Liminals don’t select a Fa-

vored Aspect and gain the ability to purchase its Charms 
at a discount. Instead, all Liminal Charms have one or 
more resonant Attributes. Liminals pay Aspect/Favored 
cost for all Charms matching their Aspect, but also for 
all Charms with a resonant Attribute matching at least 
one of their Aspect Attributes, regardless of what As-
pect list they might belong to.

Charms
The Charms of the Liminal Exalted are gruesome 

miracles dredged from the boundary between states, of-
ten incarnated through the stolen flesh of the Chosen.

Blood Charms

exCellenCe oF the sanguine tide: (attriBute) (•)
Resonance: Dexterity, Charisma, Appearance, Percep-

tion, Wits
By manipulating the tidal flow of Essence through 

her body, the Blood Aspect may perform feats exceed-
ing human potential.

System: Select one of the following Attributes when 
purchasing this Charm: Dexterity, Charisma, Appear-
ance, Perception, or Wits. At any time, the player may 
reflexively spend 1 Essence to add the character’s Attri-
bute rating in dice to all rolls using this Attribute for 
(Essence rating + 1) turns in combat, or minutes outside 
of combat. If the Liminal’s anima is flaring, add her Es-
sence rating to the number of dice added.

This Charm can be repurchased to unlock addi-

are liminals Undead?

In short: no. They’re unholy, unnatural things, 
sure, with an unfinished Exaltation animating 
them instead of a soul. They are life conjured 
forth from death, a condition which all of na-
ture finds abhorrent, but however grotesque 
that life may be, they are alive. So long as any 
hint of humanity remains within a Liminal, any 
magic that targets undead beings or has specif-
ic interactions with them doesn’t clock the Lim-
inal Exalted as being undead.
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tional Attributes, but Essence must be spent to add 
dice to each Attribute separately. Blood Aspects get all 
versions of this Charm that correspond to their chosen 
Caste Attributes with a single purchase.

the Binding oF disparities (•)
Resonance: Charisma, Perception
The Liminal instinctively aligns her Essence with 

whosoever she is attempting to understand, helping 
her to fit in with the world around her. However, this 
ease makes the rare occasions on which she utterly mis-
judges others all the more painful to her.

System: The character permanently reduces the 
difficulty of all Empathy rolls by two. Unfortunate-
ly, botches on Empathy rolls now always inflict three 
points of Limit. This Charm cannot provide any bene-
fit while the Liminal has no lifeline.

Child oF dead Water (•)
Resonance: Appearance
The Liminal suffuses her entire being with blood, 

granting her affinity with and protection from other 
liquids. When moving through the water, a faint cloud 
of blood billows out to surround her, pushed out of 
her very pores by her exertions.

System: Spend 1 Essence. For the rest of the scene, 
the character can breathe underwater and swim at 
three times her normal movement speed. Alternately, 
rather than paying Essence, the Liminal may activate 
this Charm by casting away something she owns: a pos-
session, a body part, or a memory. She may also extend 
this Charm’s benefits to her lifeline while it is active, 
so long as they are in physical contact.

droWned essenCe ConJunCtion (•)
Resonance: Stamina, Wits
The Liminal attunes her blood to the roiling emo-

tional maelstrom that churns and boils forever in the 
depths of the Underworld. Should she plunge into 
those dread waters, she becomes one with them, mov-
ing along as surely as any other bit of flotsam.

System: The Liminal may use her Survival Abili-
ty to navigate paths through the Tempest as though it 
were the Wraith Arcanos of Argos, and always reduces 
the difficulty to do so by two. By spending 1 Essence, 
she becomes completely immune to damage from haz-
ardous regions of the Tempest and from Maelstroms 
for the rest of the scene.

sliCK Crimson aCquisition (•)
Resonance: Dexterity, Manipulation
A sticky webwork of blood erupts from the Lim-

inal’s hand, drawing a far-away object into her grasp.
System: Once per turn, the Exalt may reflexively 

pull an object into her hand, which can weigh no more 
than 20 pounds, must be within (Essence × 10) yards, 
and cannot be held or carried by another character. Al-
ternately, the Liminal can reflexively suffer one level of 
unsoakable bashing damage either to use this Charm 
more than once per turn, or to steal from or disarm 
another character with it, requiring a contested roll of 
Dexterity + (Athletics or Larceny) against the target’s 
Strength + (Melee, Firearms, or Athletics, as appropri-
ate), both at difficulty 6.

vein and vessel purgation (•)
Resonance: Appearance, Wits
The Liminal exerts her Essence to the purpose of 

absolute control over her own blood.
System: By spending 1 Essence and spending a 

moment in concentration, the Exalt can transform her 
blood into a transcendentally deadly poison for the rest 
of the scene. Any being which drinks her blood must 
immediately attempt to soak three levels of lethal dam-
age. Alternately, she may reflexively spend 1 Essence 
or burn away one memory to purge any curse that has 
been laid upon her blood (such as being put under a 
vampire’s blood bond, or having her blood boiled by 
the Thaumaturgic Path of Blood) and render her blood 
sacrosanct against such attacks for the rest of the scene.

needFul lips parted (••)
Resonance: Appearance, Perception
Attuning her Essence the tenor of another’s de-

sire, the Liminal learns the innermost yearning of an-
other by experiencing it for herself.

System: After at least a minute of social interaction 
with someone, spend 2 Essence and roll Perception + 
Empathy against a difficulty of the target’s Willpower. 
Success grants the Liminal a temporary Intimacy, lasting 
for 24 hours, which mimics the target’s most heartfelt 
desire. The character retains the knowledge of what the 
target desires even after she stops feeling it herself.

oath-mingling signatory (••)
Resonance: Charisma
The Liminal may act as the binding medium of 

a blood-pact. By witnessing an oath made by two or 
more individuals, and drinking at least a drop of the 
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blood of each individual involved, the Exalt forges a 
living trust in her Essence. Woe to any who should 
break such an oath.

System: Spend 1 Essence to bind the witnessed 
oath. Afterwards, whenever any signatory violates the 
sanctified oath, the Liminal immediately becomes 
aware of their betrayal, and learns a secret about them 
of the Storyteller’s choosing. Henceforth, each time 
the Liminal encounters the oathbreaker, she gains 1 
Essence (which may take her above her normal Essence 
maximum). This Essence will dissipate if not used by 
the end of the scene, and if spent, must be used to 
punish the oathbreaker in some way.

red-Clouded needle suFFusion (••)
Resonance: Dexterity, Charisma
With a mere touch, the Liminal may adjust the 

balance of another’s chemistry and Essence, producing 
a powerful addiction.

System: The Liminal touches the target, spends 2 
Essence, and rolls Dexterity + (Medicine or Subterfuge) 
against a difficulty of the target’s Willpower. Success 
lets her create an addiction to whatever she pleases: 
potentially a chemical narcotic, but just as easily to her 
own presence, a location, or an act. Whenever present-
ed with a clear opportunity to indulge this addiction, 
the target must succeed at a Willpower roll (difficulty 
7) to resist. This addiction lasts for a number of weeks 
equal to the Exalt’s Essence rating.

a red door (••)
Resonance: Perception, Wits
The Liminal forces beads of blood up to the sur-

face of her hand as she runs it along the frame of a 
doorway or window, creating a ward of warning against 
intrusion. She knows when someone next passes 
through the marked portal, and may even glean some 
insights about them.

System: Spend a turn marking a portal and either 
spend 1 Essence or suffer one level of unsoakable bash-
ing damage to establish the ward. It lasts for the Limin-
al’s (Essence rating) days. When someone next passes 
through, the Liminal becomes immediately aware of 
the intrusion and may reflexively roll Perception + Sur-
vival against difficulty 7 to try to learn about the in-
truder. A single success will grant her a brief glimpse of 
their appearance, while three or more will tell her their 
current intention, and five or more allows her perfect 
ongoing awareness of their position for the next (Es-
sence rating) minutes.

surrender in sCarlet (••)
Resonance: Dexterity, Appearance, Wits
The Liminal may liquefy her bones, temporarily 

dispersing them into her bloodstream so that her body 
becomes a flexible, slithering mass capable of squeezing 
through any opening no larger than one of her eyes.

System: Spend 1 Essence to activate this Charm. 
For the rest of the scene, the Liminal may automatical-
ly escape from grapples, ropes, handcuffs, and similar 
restraints if she gives up her action for the turn to con-
centrate on escaping. She can also slowly squeeze herself 
through spaces that should be far too small to admit her.

Writhing Blood lash (••)
Resonance: Dexterity, Appearance
The Liminal animates her own blood with Es-

sence, transforming it into a deadly razor-edged whip.
System: Reflexively spend 1 Essence to extend the 

lash from the character’s palm, which splits open to dis-
gorge a hissing streamer of scarlet blood held together 
by crackling Essence. Alternately, the cost of this Charm 
drops to 0 Essence if the Liminal has already suffered 
a lethal or aggravated wound during the scene, or by 
voluntarily suffering a level of lethal damage to activate 
it. The blood lash has a reach of (Essence rating) yards, 
and inflicts Strength + 2 lethal damage. This damage is 
aggravated against the Unquiet.

Blood Calls to Blood Congelation (•••)
Resonance: Manipulation, Perception
The Liminal can immediately intuit the fluid so-

cial dynamics of any situation she finds herself in, map-
ping a web of links between the individuals present.

System: The Liminal can analyze the relationship 
between any two characters by spending a moment 
observing them, then spending 1 Essence and rolling 
Perception + Subterfuge against difficulty 8. Even so 
much as one success not only reveals whether the two 
characters know one another, but also the depth and 
nature of that relationship (“They’re illicit lovers, des-
perate to appear as merely coworkers”). If one of the in-
dividuals being analyzed is the Liminal’s lifeline, then 
this Charm costs no Essence, but she cannot use it to 
evaluate her lifeline’s relationship with herself.

Blood lash CounterstroKe (•••)
Resonance: Stamina
Upon suffering harm, the Liminal expels her 

blood in a high-pressure cutting arc as a counterattack.
System: Reflexively spend 1 Essence when harmed 



365

by an attack that inflicts lethal or aggravated damage. 
After the attack finishes resolving, the Exalt may make 
a Dexterity + Athletics counterattack against her at-
tacker, so long as they’re within (Essence × 3) yards, 
with a base lethal damage of (Stamina + Essence). This 
attack adds a number of automatic successes equal to 
the levels of damage the Exalt suffered from the attack 
made against her.

prey-predator suBlimation (•••)
Resonance: Perception
The vengeance of the Liminal is slow but certain, 

drawing her inexorably across road and river and even 
the skin of worlds to find her quarry.

System: This Charm may be activated when the 
Liminal is touching or tasting another character’s 
blood, allowing her to absorb the spilled vital fluid 
into her body. She may track her sublimated quarry 
perfectly afterwards for up to a year and a day: Blood 
calls to blood, leading her by serendipity and instinct 
to a trail that will bring her to the one she seeks.

By paying 1 Essence, the Liminal may sublimate oth-
er bodily fluids in place of blood, with the same results.

shroud-Crossing liqueFaCtion (•••)
Resonance: Strength, Charisma, Intelligence
Focusing the heat of her Essence into a cutting 

edge, the Liminal burns a hole through the Shroud 
and steps through.

System: Spend 1 Essence and roll Strength + Occult 
against a difficulty of the local Shroud. Success tears open 
a rift into the Shadowlands, which remains open for (Es-
sence rating) turns, potentially giving other characters the 
chance to follow the Liminal through. This Charm may 
also be used in reverse to return to the material world.

someone else’s Blood (•••)
Resonance: Charisma, Manipulation, Wits
There is power to be found in the flesh and bones 

of monsters. By adding the stolen limbs or organs of 
the night folk to her body, the Liminal may take their 
gifts for her own, exuding their stolen power.

System: Upon adding a body part taken from a su-
pernatural being to her body, the Liminal may spend 1 
Essence and 1 Willpower to attune herself to its deeper 
currents of power. She may only use this Charm to attune 
one such body part at a time, and only at the moment 
when she first attaches it to herself. The sort of power 
harnessed depends on the kind of monster it came from:
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• Vampire: The Liminal may establish blood bonds 
by feeding her blood to others. If she breaks her at-
tunement to the body part (either by losing the body 
part or by establishing a new attunement with this 
Charm), any ongoing blood bonds she has created lose 
their power. See V20, pages 286-288.

• Shapeshifter: The Liminal may fascinate people 
with a feral allure (see W20, pp. 276-277), rolling Cha-
risma + Survival in place of Charisma + Primal-Urge.

• Mage: The Liminal treats one of her Abilities as 
an Aspect Ability, with all the benefits that normally 
accompany such status except for experience point dis-
counts to raise it (see p. 362). This is generally what-
ever Ability the individual she harvested the attuned 
body part from was best at, or most well-known for.

• Changeling: The Liminal gains one of the Birth-
rights of the individual the limb came from, such as a 
redcap’s ability to eat anything, or the unimpeachable 
dignity of a sidhe.

• Hungry Dead: The Liminal may feed her blood 
to someone else as a healing elixir. Feeding someone 
else enough blood to allow them to heal one level of 
lethal or bashing damage causes the Liminal to suffer 
one level of unsoakable lethal damage from blood loss.

The powers of other monsters than those listed above 
are too fleeting or complex for the Liminal to capture.

tWo Bodies Breathe as one (•••)
Resonance: Manipulation, Appearance
The Liminal brings her body into perfect align-

ment with the blood and flesh of another: this may 
be accomplished with an entire scene of intimate con-
versation, by sleeping beside them for six hours, or 
through sexual congress. Afterwards, she may mend 
their ills or make them bow to her will.

System: Spend 2 Essence and roll Appearance + 
Empathy against a difficulty of the target’s Willpower 
rating. Henceforth they are enthralled to the point of 
servitude by the Liminal, desperately addicted to her 
presence. This Charm can be resisted for a scene by 
spending 1 point of Willpower, and once a number 
of Willpower points have been spent equal to the suc-
cesses the Liminal rolled when activating Two Bodies 
Breathe as One, its power comes to an end.

Alternately, the Liminal may use her successes to in-
flict levels of unsoakable bashing damage upon herself. 
She may “spend” this damage to the target’s benefit: one 
bashing damage healed per damage taken, one lethal 

damage healed per two damage taken, or one Willpow-
er point restored per damage taken (up to a maximum 
of the Liminal’s current Willpower points or the target’s 
permanent Willpower rating, whichever is lower). The 
Liminal may also heal one level of aggravated damage 
per three damage taken, but may only heal such drastic 
wounds if the one she is treating is her lifeline.

Flame and shadoW solution (••••)
Resonance: Dexterity
Though it may appear her foes have struck the 

Liminal down, she fades away from certain destruction 
at the last moment in a crimson blur, leaving behind 
only faint streaks of blood.

System: So long as she’s aware of an attack, the 
Liminal may soak with her Dexterity rating rather than 
Stamina, if she desires. If her Stamina rating is equal 
to or higher than her Dexterity, then she adds one die 
to all soak rolls against attacks she’s aware of. Upon 
learning this Charm, any “Excellence” Charm activa-
tion that adds dice to Dexterity rolls will also enhance 
soak rolls while active.

hot-Blooded CalCination (••••)
Resonance: Manipulation
With but a moment’s touch, the Liminal rebalanc-

es someone else’s Essence and tempers. Fear, hate, and 
envy are the passions at her command, and if the target 
is feeling any of the three, she may transform it into 
one of the other two as she desires.

System: Spend 1 Essence and roll Manipulation + 
Subterfuge against a difficulty of the target’s Willpow-
er. If the roll succeeds, she may transform the targeted 
passion into one of the other two at an equal degree 
of intensity. This can sometimes force vampires and 
werewolves to roll to resist frenzy.

houses Beneath the sea (••••)
Resonance: Stamina, Appearance, Intelligence
The Liminal’s breath and blood moves in tidal re-

sponse to that of the most important person in her 
world: her maker, or her lifeline. Should the worst be-
fall them – should they be sent to the dark river that 
runs in only one direction for all save the Black Earth 
Children – she may still her breath, still her blood, and 
make the trip on their behalf.

System: The Liminal instinctively knows when her 
maker or lifeline are in immediate mortal danger, this 
awareness manifesting itself as a sense of rising but indis-
tinct panic. Likewise, she knows with inarguable certainty 
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if they are slain, and may reflexively make the decision to 
sacrifice herself on their behalf. If she does so, then wher-
ever her maker or lifeline may be, they do not die: instead, 
they stabilize at Incapacitated (or its equivalent, such as 
falling into torpor rather than suffering Final Death in 
the case of vampires), appearing dead to all outward ex-
amination until the end of the current scene, at which 
point the signs of life may be detected again. If their body 
is in immediate danger, serendipity will attempt to inter-
vene to remove them from harm’s way if possible, but in 
the face of determined attempts at absolute destruction 
or in wholly inescapable circumstances (such as a vampire 
being staked out in the middle of a broad grassy meadow 
at sunrise), if their body continues to suffer damage after 
the Liminal triggers this Charm, it offers no further direct 
protection, and they will perish as normal.

The Liminal, by contrast, falls to the ground as all of 
the blood runs out of her body, immediately suffering suf-
ficient lethal damage to strike her dead as she passes into 
death in place of her maker or lifeline. She may attempt 
to return from this death later, in the usual fashion.

red Fever dreaming (••••)
Resonance: Manipulation, Perception
The Liminal spends a moment attuning her Es-

sence to nearby emanations of an intense passion of 
her choosing: fear, hatred, or envy. Those in the grip 
of the attuned passion begin to drip small but visible 
amounts of blood, generally from the nose, tear ducts, 
or ears, so long as the Exalt remains nearby.

System: Spend 1 Essence. For the rest of the scene, 
those experiencing the attuned passion present appro-
priate stigmata while within (Essence × 10) yards of the 
Exalt. Alternately, the Exalt may pay 0 Essence and 
simply scent the passion flowing out of individuals 
within range, creating no outward manifestation upon 
their bodies, but doing so causes her to suffer one lev-
el of unsoakable lethal damage as her inward-turned 
Essence causes internal bleeding within her own body.

red river danCing (•••••)
Resonance: Dexterity
The Liminal matches her surging Essence to the ag-

gression of her enemies, moving in perfect synchronicity 
with their violence. Their blows skim her skin and out-
line her graceful movements, but do not find purchase.

System: Spend 1 Essence and 1 Willpower reflex-
ively to activate this Charm. For the rest of the scene, 
at the beginning of each turn roll Dexterity against dif-
ficulty 7. The Liminal applies the successes on this roll 

as a reflexive dodge against all attacks made against her 
of which she is aware during that turn.

sCarlet iChor stagnation (•••••)
Resonance: Strength, Charisma
The Liminal’s Essence suffuses and permeates her 

surroundings, attuning and altering the landscape around 
her. Once this attunement is complete, she creates a re-
gion where all blood is purified and sacrosanct, and be-
comes useless for unhallowed and unclean purposes.

System: After spending at least half of her time 
within a one-mile area for a week or more, the Limin-
al may spend 3 Essence and 1 Willpower to activate 
this Charm. Henceforth, the Liminal’s home and sur-
rounding environs (encompassing everything within 
half a mile per dot of permanent Essence around what-
ever place she has claimed as her home) are enchanted, 
and remain enchanted until a week goes by without 
her entering the area. Within this region, the Unquiet 
cannot draw sustenance by consuming blood: it is as 
inert as water in their systems.

unlimited murder WorKs (•••••)
Resonance: Dexterity, Wits
The Liminal’s anima momentarily erupts into a great 

obscuring fog, through which she flickers as a series of dis-
jointed afterimages, each caught in a freeze-frame of inde-
scribable violence. A moment later the phantasmal display 
collapses and the Exalt stands still and singular once more, 
but the corpses she has left behind are very real.

System: Reflexively spend at least 1 Essence. At the 
end of the turn, after all characters have taken their actions, 
the Liminal may make two additional attacks at her full 
dice pool per point of Essence spent. She can make no 
more extra attacks than the lowest of her Dexterity or Wits.

Breath Charms

exCellenCe oF the uniFying Breath: (attriBute) (•)
Resonance: Strength, Dexterity, Manipulation, Percep-

tion, Intelligence
By harnessing the Essence that rests dormant with-

in her breath, the Liminal may perform impossible feats.
System: Select one of the following Attributes 

when purchasing this Charm: Strength, Dexterity, Ma-
nipulation, Perception, or Intelligence. At any time, 
the player may reflexively spend 1 Essence to add the 
character’s Attribute rating in dice to all rolls using this 
Attribute (including damage rolls) for (Essence rating 
+ 1) turns in combat, or minutes outside of combat. If 
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the Liminal’s anima is flaring, add her Essence rating 
to the number of dice added.

This Charm can be repurchased to unlock addi-
tional Attributes, but Essence must be spent to add 
dice to each Attribute separately. Breath Aspects get all 
versions of this Charm that correspond to their chosen 
Caste Attributes with a single purchase.

FaCe in the CroWd dissolution (•)
Resonance: Manipulation, Appearance, Perception
Relaxing her grip on her sense of self, the Limin-

al becomes an empty body, moving with the mass of 
people around her. She becomes literally impossible to 
recognize, so long as she moves with the crowd.

System: Upon reflexively activating this Charm, the 
Liminal disappears into any group of people number-
ing half a dozen or more. Nothing distinguishing can be 
noted about her, regardless of her appearance: even if 
she’s stark naked and covered in blood, she seems com-
pletely unremarkable. People seeking her, photograph 
in hand, will pass on by without the slightest glimmer 
of recognition, even if she’s placed in a lineup and care-
fully examined. Only by separating the Liminal from 
the crowd can she be identified once again. Using this 
Charm afflicts the Exalt with 1 Limit at the end of the 
scene. It cannot hide her from her lifeline.

Fetter-splitting striKe (•)
Resonance: Intelligence
When the Liminal destroys a ghost through vio-

lence, sending it spiraling back into the depths of the 
Underworld, she may enact this Charm to destroy the 
links it has forged to the living world which allow it 
to come up from the depths of the Underworld and 
trouble the lighted lands.

System: When the Liminal slays a ghost, her player 
can opt to roll Intelligence + Occult (difficulty 6). Suc-
cess destroys the ghost’s connection to her Fetters, re-
ducing all of their ratings to 0. The Liminal also gains 
the permanent ability to strike and damage intangible 
beings so long as she can perceive them.

memory-emBedding ConJunCtion (•)
Resonance: Appearance, Wits
Carried on her breath, the Liminal may bequeath 

one of her memories with a kiss.
System: The Liminal breathes into another char-

acter’s mouth and spends 1 Essence. That character 
gains a memory of the Exalt’s choosing. The Liminal 
loses the memory in the process.

WalKing dead shell (•)
Resonance: Stamina
The Liminal casts away unnecessary bits of herself, 

and with them loses her mortal frailties.
System: Upon activating this Charm, spend as 

many points of Essence as the player desires. The 
Liminal may also discard her possessions, parts of her 
body, and specific memories to pay this Charm’s ac-
tivation cost, with each such loss counting as a point 
of Essence. For each point of Essence or equivalent 
thereof spent, the character gains one of the following 
benefits for the next 24 hours:

• She no longer experiences penalties for fatigue and 
exhaustion, and indeed needs neither rest nor sleep.

• She no longer experiences penalties for starvation 
or dehydration, and indeed has no need to eat or drink.

• She no longer needs to breathe.

World-Feeding CiBation (•)
Resonance: Strength, Charisma
By breathing into the face of another Exalt or su-

pernatural being, the Liminal may imbue them with a 
fragment of her Essence.

System: Spend an action touching another charac-
ter and spend as much Essence as desired. If the recipi-
ent is an Exalt (or spirit), they gain that Essence. If the 
target is another sort of supernatural being, they gain 
whatever form of spiritual energy they are capable of 
storing and using, according to the chart below:

Afterwards, the recipient is struck by a deep sense 
of unease, and must choose a reaction as though they 

Supernatural  
Energy

Points Gained Per 
Essence Given

Blood Points 1 per 2 given
Rage Not valid
Gnosis 1
Quintessence 2
Pathos 2
Spite 1
Glamour 1
Conviction Not valid
Sekhem 2
Faith 1
Chi 2
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had failed a Willpower roll after witnessing the Limin-
al’s Aspect markings for the first time.

This Charm’s cost does not contribute to anima 
banner manifestation.

Body-interrogating epiphany (••)
Resonance: Dexterity, Appearance, Intelligence
When the Liminal adds new flesh to her body, she 

gains with it some of the memories of its previous owner.
System: Whenever the character adds new parts to 

her body, her player must roll Intelligence + Occult at 
difficulty 6. The number and clarity of the memories 
gained depend on the number of successes:

• 1 success: The Liminal gains a single memory of 
the Storyteller’s choosing.

• 2 successes: The Liminal gains a handful of scat-
tered, disconnected memories.

• 3 successes: The Liminal gains a vague sense of 
the donor’s identity, including their name: who they 
were, what their life was like. Details remain few and 
far between, though.

• 4 successes: The Liminal knows a great deal about 
the person her new body part came from, including 
many of their secrets and a fair amount of detail about 
major incidents in their life.

• 5+ successes: The Liminal can recall the memories 
of whoever she took her new flesh from as well as the 
original owner did.

ghost lantern Ceration (••)
Resonance: Appearance, Perception
Focusing momentarily upon a particular passion, 

the Exalt flares her Essence, revealing and rendering 
vulnerable all creatures bound to that emotion.

System: Select a particular emotion (hate, love, jeal-
ousy, rage, and so on) and spend 1 Essence. For the rest 
of the scene, the Liminal radiates an aura that stretches 
out (Essence × 10) yards around her. Any ghost with a 
Passion matching the selected emotion becomes visible 
and tangible, limned in blue-white flames, so long as 
they remain within the aura. Spirits representing the 
emotion are similarly drawn into the physical world.

giFt oF False liFe (••)
Resonance: Dexterity, Charisma, Wits
The Liminal invests her breath into an inanimate 

object, granting it something akin to life and impelling 
it to obey her will.

System: Spend 1 Essence to animate an object for 
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the rest of the scene. Animate objects can move and 
twist within reason: a chair could gallop, a door slam, a 
suit of armor jump up and fight. Animated objects act 
with dice pools equal to three times the Exalt’s Essence 
(maximum of 10), Strength commensurate with their 
size (small objects have Strength 1 or 2, human-sized 
objects have Strength 3, larger objects Strength 4 or 5), 
between one to five dice to soak damage depending on 
their sturdiness, and can suffer damage equal to the 
Exalt’s Essence rating before falling inert.

At any point before the end of the scene, the Lim-
inal may touch an animated object and cause it to be-
come inanimate once again, reclaiming her invested 
Essence in the process.

phantom limB proJeCtion (••)
Resonance: Charisma, Appearance
Though her arm may be cut away or her eyes put 

out, the Liminal continues unerringly on her mission, 
forming replacements from the breath of the world 
and the power of her Essence.

System: By spending 1 Essence the Liminal forms 
replacements for any limbs or organs she may be miss-
ing until the end of the scene. These phantom body 
parts are wrought of clouds of anima constrained by 
crackling electricity, and are clearly supernatural.

pyre-Flame alemBiC (••)
Resonance: Stamina, Appearance, Wits
The Liminal condenses her spirit into her mouth 

or palms, filling them with pale spectral flames. She 
may hurl or spew these flames, using them as a weapon 
which freezes the living and burns the dead.

System: In order to ready this weapon for the rest 
of the scene, the Liminal either reflexively spends 1 
Essence or else immolates one of her memories in 
the furnace of her Essence. Roll Dexterity + Athletics 
(difficulty 5) to aim attacks made with the pyre-flames. 
The flames have a range of 30 and a damage rating of 
6. This damage is lethal against the living and aggravat-
ed against the Unquiet.

unCanny outsider insight (••)
Resonance: Perception
The Exalt takes in the air of the unfamiliar, glean-

ing insight from estrangement, and plucks a stranger’s 
secrets from the air.

System: After spending a turn concentrating on a 
stranger – someone the Liminal does not know at all, 
even by reputation – her player may spend 1 Essence 

and roll Perception + Awareness. She may spend her 
successes on a one-for-one basis to ask the following 
questions:

• What is that person’s name?

• What is that person’s profession?

• What is that person’s greatest secret?

• Why is that person here?

• Where is that person going?

air and essenCe suBlimation (•••)
Resonance: Intelligence, Wits
Flushing her body with the zephyrs of the mind and 

spirit, the Liminal gains eloquence equal to her erudition.
System: The Liminal may activate this Charm by 

either spending 1 Essence or raising the difficulty of 
all physical rolls by one while it is active. For the rest of 
the scene, she can substitute her Intelligence or Wits 
in place of any Social Attribute called for in any roll, or 
in place of her Physical Attributes when supporting or 
defending an Intimacy.

Corpse-rider method (•••)
Resonance: Dexterity, Manipulation
The Liminal imbues her breath into a corpse, mak-

ing of it a marionette under her direct control.
System: Spend 1 Essence to animate a corpse for 

the rest of the scene. The Liminal remains awake and 
aware while piloting the corpse, controlling both bodies 
simultaneously, and may even use this Charm to control 
multiple corpses at once, but she suffers a penalty equal 
to (corpses controlled × 2) to all of her actions and all of 
the actions taken by her corpse-puppets.

Flesh to Breath transmutation (•••)
Resonance: Appearance
The Liminal disperses her flesh into the verge of 

the Shroud, moving through the world as invisible as a 
ghost. She may be detected only as the faintest distor-
tion, as a slight drop in the temperature of a room, or 
by the fogging of nearby mirrors.

System: Spending 1 Essence renders the Exalt in-
visible for the rest of the scene. The difficulty of all 
Stealth rolls is lowered by four (to a minimum of 3), 
and anyone trying to target the Exalt without being 
able to see her does so at +2 difficulty.
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ghost-revealing aura (•••)
Resonance: Strength, Charisma, Intelligence
The Liminal’s anima scrapes against the substance 

of the Shroud, fragments of power breaking off to cling 
to the spirits of the dead and bringing them briefly 
into the domain of the living.

System: While the Liminal’s anima flares, all 
ghosts within (Essence × 10) yards of her become vis-
ible and tangible to all characters. She may suppress 
this effect for a scene by spending 1 Willpower; it is 
otherwise involuntary.

someone else’s eyes (•••)
Resonance: Perception
There is power to be found in the eyes of mon-

sters. By adding the stolen eyes of the night folk to her 
body, the Liminal may see as they see, even picking the 
monsters around her out from a crowd.

System: Upon adding one or both eyes taken from a 
supernatural being to her body, the Liminal may spend 
1 Essence and 1 Willpower to attune herself to them. 
She may only use this Charm to attune one eye or set of 
eyes at a time, and only at the moment when she first 
attaches them to herself. The sort of power harnessed 
depends on the kind of monster it came from:

• Vampire: The Liminal instinctively knows when-
ever she is interacting with a vampire, and can even 
roll Perception + Awareness to pick individual vam-
pires out of a crowd (difficulty varies based on the size 
and chaos of the crowd).

• Shapeshifter: The Liminal instinctively knows 
whenever she is interacting with a shapeshifter of the 
same sort her eyes came from, and can even roll Per-
ception + Awareness to pick individual shapeshifters 
out of a crowd (difficulty varies based on the size and 
chaos of the crowd).

• Mage: The Liminal instinctively knows whenever 
she is interacting with one of the Awakened, and can 
even roll Perception + Awareness to pick individual 
mages out of a crowd (difficulty varies based on the 
size and chaos of the crowd). She can also similarly 
identify individuals bearing a mystick curse, blessing, 
or enchantment, or creatures created through magick 
such as clones or golems.

• Changeling: The Liminal can see the fae mien of 
changelings, and may roll Perception + Awareness against 
difficulty 7 to see the chimerical aspect of reality for a scene. 
She is immune to the Mists while her attunement endures.

• Hungry Dead: The Liminal instinctively knows 
whenever she is interacting with one of the Hungry 
Dead, and can even roll Perception + Awareness to 
pick individual demon people out of a crowd (difficul-
ty varies based on the size and chaos of the crowd).

The eyes of other monsters lack sufficient discern-
ment to provide any benefit to the Liminal.

somnamBulist impreCation (•••)
Resonance: Manipulation
Fixing her gaze upon another, the Liminal sends 

a fragment of her soul and will to lurk within their 
spirit. Later, when next they sleep, her target will rise 
unknowing to do as she bids.

System: Spend 2 Essence and roll Manipulation + 
Expression against a difficulty of the target’s Willpower 
rating. One or two successes will allow the Liminal to 
force the sleepwalker to do anything that doesn’t seem 
tremendously unusual or out of character. With three or 
four successes, she can command the target to do any-
thing that doesn’t endanger themselves or a loved one. 
With five or more successes, the target will risk his life and 
the lives of others at the Liminal’s command. The target 
returns to his resting place after completing the Liminal’s 
assigned task, unaware of their midnight sojourn. If they 
suffer any damage, they wake up and the remainder of 
their command is lost. This Charm cannot hypnotize a 
target into harming or killing himself, compel him into 
certain death, or force him to betray his Nature.

Unfortunately, because the Liminal loses a tiny frag-
ment of herself in the course of embedding the com-
mand, she can remember using this Charm, but cannot 
remember what she ordered the target to do, losing that 
knowledge as soon as the command is imparted.

storm-shell inversion (•••)
Resonance: Strength, Manipulation
The Liminal inverts her anima, draining the living 

energy of the world into the empty well of her flesh 
and spirit. Electricity falters and fails in her presence: 
lights stutter and fall dark; electronics blink, hitch, and 
shut down; heavy machinery coughs its way to a stop.

System: Roll the Liminal’s (Essence rating) against 
difficulty 6. The Exalt suffers one level of unsoakable 
aggravated damage per success as ambient electricity 
accumulates in her body and slowly cooks it. Every-
thing running on electricity within (successes × 25) 
yards of the Liminal ceases to function for the rest of 
the scene, and if at least three successes were rolled, the 
character regains 1 Essence.



372

dispersal oF Bitter seasons (••••)
Resonance: Manipulation, Appearance
Filling her lungs with the Essence of the nullity that 

waits between death and life, the Liminal blows into her 
target’s face, carrying away and scattering their memories.

System: Spend 2 Essence roll and Manipulation + 
Subterfuge, resisted by the target’s Willpower (both at 
difficulty 6). The subject’s memories are destroyed, the 
severity of the loss based on the number of successes left 
after subtracting the result of the opposed Willpower roll:

• 1 success: The events of a recent scene can be sur-
gically removed.

• 2 successes: The events of a recent day can be erased.

• 3 successes: A single pivotal memory in the subject’s 
life can be destroyed. Alternately, several weeks of the 
subject’s recent past can be cast into a fog, from which 
only the vaguest and broadest details can be retrieved.

• 4 successes: All memories relating to a broad topic 
can be erased (such as everything to do with the tar-
get’s wife, or everything he has ever done in service of 
the Endron Oil company).

• 5+ successes: The subject can be given broad, 
sweeping amnesia, leaving him with little idea of who 
he is or where he fits into the world.

Using this Charm upon her lifeline causes the 
Liminal to gain Limit equal to the successes rolled.

impelling Breath CiBation (••••)
Resonance: Strength, Manipulation, Wits
The Black Earth Child breathes her Essence into 

an item or object, bringing it into temporary perfect 
alignment with herself.

System: Reflexively spend 1 Essence to attune an 
item. Alternately, this Charm may be activated by giv-
ing up a memory and casting it into the object, where 
it is lost forever. The difficulty of all actions using that 
object are reduced by one for the rest of the scene, such 
as attacks made with an attuned weapon, Drive rolls 
made while steering an attuned car, or Leadership rolls 
while wearing an attuned suit.

The Limnial may also attune an item to her life-
line, granting that individual the benefits of this 
Charm while using the object, by feeding a memory 
she shares with her lifeline into the object.

spirit displaCement style (••••)
Resonance: Strength, Manipulation
With but a touch and an exhalation, the Liminal 

pours her mind and spirit into the body of another, 
possessing their flesh and taking it as her own.

System: Spend 2 Essence and roll Intelligence + 
Leadership against a difficulty of target’s Willpower 
rating. The Liminal may take possession of the target’s 
body for one hour per success. While piloting some-
one else’s flesh, her own body is left unconscious and 
inert. She knows if it suffers any damage, and may re-
linquish this Charm to return to her body at any time.

When the period of possession ends, both char-
acters make a contested Willpower roll (difficulty 6). 
If the Liminal wins, she returns to her body and the 
victim has only clouded, foggy memories of what she 
made him do. If the victim wins, the Liminal still re-
turns to her body, but the victim tears out one of her 
memories (which one is chosen by the Storyteller); it 
belongs to him now. He also has clear recall of the pos-
session period.

If used to possess the Exalt’s lifeline, Spirit Dis-
placement Style’s Essence cost drops to nothing, but 
the Liminal gains 2 Limit when the Charm ends.

Clay-shaping-Clay praCtiCe (•••••)
Resonance: Strength, Charisma
Pouring her Essence into any object which bears 

human shape and likeness, be it a crash test dummy 
or department store mannequin, the Liminal awakens 
the empty vessel and animates it to do her bidding – 
and project her power.

System: The Liminal spends a moment focusing on 
a human likeness within her line of sight, then spends 
1 Essence and rolls Charisma + (higher of Craft or Oc-
cult) against difficulty 7. Success animates the targeted 
object, grants it the Liminal’s Attributes and Abilities, 
five Bruised health levels (which cannot be healed, but 
can be repaired with Craft actions), and makes it into 
the Exalt’s servant. While this Charm remains in ef-
fect, the targeted object is essentially “alive,” capable 
of motion, and obedient to the Liminal’s commands. 
Moreover, by closing her eyes and concentrating, the 
Liminal may perceive the world through her servant’s 
“eyes” and “ears,” take direct control of it, and even 
project her Charms into its actions.

The Liminal may have a number of simultaneous ser-
vants equal to her Essence rating. Clay-Shaping-Clay Prac-
tice’s duration lasts as outlined on the following chart:
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Successes Duration

1 One scene

2 One day

3 One week

4 One month

5+ Indefinite

If the Liminal dies while any indefinitely-animated 
servants created by this Charm endure, then each of 
those simulacra loses their sense of obedience to her 
and draws off a random assortment of her memories 
as the seed to develop a sense of identity and personal-
ity of their own. They also gain a copy of her Intimacy 
for her lifeline.

danCing Blades proJeCtion (•••••)
Resonance: Dexterity, Manipulation
The Liminal’s Essence infests every manner of 

loose object in her vicinity: stray bricks, office staplers, 
rocks, bookends, decorative wall-mounted weaponry, 
painting frames, potted plants. They rise into the air in 
time with her breath, and then whirl into a devastat-
ingly lethal cyclone around her.

System: Reflexively spend 1 Essence. For the next 
(Essence rating) minutes, the Liminal adds two dice to 
all soak rolls, increases the difficulty of all ranged at-

tacks against her by +1, and anyone within three yards 
of her must soak two levels of lethal damage per turn. 
She may also spend a turn concentrating and taking 
no other action to expand the range of her deadly cy-
clone out to fifteen yards, and the severity of the dam-
age it inflicts to four levels of lethal damage. As soon 
as she takes any other action, the vortex shrinks back 
to its normal size and violence.

Flesh-denying hermitage (•••••)
Resonance: Stamina, Intelligence
The Liminal’s Essence fills the area where she 

dwells, swirling and circulating with the passage of the 
wind. Once this attunement is complete, she creates a 
region where the Shroud becomes nearly impassable.

System: After spending at least half of her time 
within a one-mile area for a week or more, the Limin-
al may spend 3 Essence and 1 Willpower to activate 
this Charm. Henceforth, the Liminal’s home and sur-
rounding environs (encompassing everything within 
half a mile per dot of permanent Essence around what-
ever place she has claimed as her home) are enchanted, 
and remain enchanted until a week goes by without 
her entering the area. Within this region, the Shroud 
rises to a strength of 9, and all attempts to cross it suffer 
a penalty equal to the Liminal’s Essence rating. Those 
ghosts who do cross the Shroud within the region of 
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enchantment undertake all actions affecting the living 
world at +2 difficulty while within the area.

Flesh Charms

exCellenCe oF the Fevered Flesh: (attriBute) (•)
Resonance: Strength, Charisma, Appearance, Intelligence, Wits
By funneling Essence into her stolen muscles, her 

purloined talents, or the electricity that leaps between 
the lobes of her brain, the Liminal may perform un-
canny and astounding feats.

System: Select one of the following Attributes 
when purchasing this Charm: Strength, Charisma, Ap-
pearance, Intelligence, or Wits. At any time, the player 
may reflexively spend 1 Essence to add the character’s 
Attribute rating in dice to all rolls using this Attribute 
(including damage rolls) for (Essence rating + 1) turns 
in combat, or minutes outside of combat. If the Lim-
inal’s anima is flaring, add her Essence rating to the 
number of dice added.

This Charm can be repurchased to unlock addi-
tional Attributes, but Essence must be spent to add 
dice to each Attribute separately. Flesh Aspects get all 
versions of this Charm that correspond to their chosen 
Caste Attributes with a single purchase.

anatomy as artillery ruse (•)
The Liminal may concentrate a deadly surge of her 

Essence into a severed or discarded body part, causing 
it to detonate in a destructive burst of Essence, boiling 
meat, and deadly bone-shards.

System: The Liminal must lose some part of her 
anatomy, either through violence or her own deliber-
ate action, and then reflexively spend 1 Essence within 
an hour of it being separated from her. The lost body 
part immediately explodes, inflicting three levels of le-
thal damage to all characters within five yards.

disJointed anatomy dissolution (•)
Resonance: Perception, Wits
The Liminal may voluntarily detach parts of her 

body, which remain under her full and direct control.
System: The Exalt can voluntarily detach her head, 

hands, arms, legs, or any other limbs she may have 
gained, and control them as though they were still at-
tached to her body (she may just as easily control involun-
tarily severed body parts). She can also pluck out one or 
both of her eyes for remote-viewing, which slither about 
on a nest of optic nerves, including up walls; or pull off 
an ear and leave it somewhere to listen on her behalf. 

Reattaching a limb or organ removed by this Charm is 
as simple as touching it back to the main mass of the 
Liminal’s body. If the Exalt is forced to abandon a sepa-
rated body part, it must be manually replaced. The Lim-
inal can also abandon her entire body in an extreme 
emergency so long as her head escapes, but is at the mer-
cy of others to affix her head to a new torso.

ox-Body teChnique (•)
Resonance: Stamina
The Liminal’s body continues to hang together 

long after the point when death should have claimed 
her, keeping her up and fighting.

System: The character permanently gains an ad-
ditional set of Hurt (–1), Injured (–1), Wounded (–2), 
and Maimed (–2) health levels.

This Charm can be purchased a number of times 
equal to the character’s Essence rating.

rage and rending attitude (•)
Resonance: Strength
The Liminal’s grip may split flesh and muscle from 

the bones beneath.
System: Reflexively spend 1 Essence. For the next 

(Stamina) turns, the Liminal adds her Strength rating 
in automatic successes to all attempts to gain or main-
tain control of a grapple, and to damage rolls made to 
damage a foe by grappling them. She can also inflict 
lethal rather than bashing damage with a clinch.

sKin-outrunning reaCh (•)
Resonance: Dexterity
The Liminal may extend any of her limbs, includ-

ing her neck, to grotesque lengths: launching them out 
like striking serpents, or sending them slithering over 
ledges or around corners. Her skin does not extend 
with the limb, producing the nauseating spectacle of 
the Exalt’s head or hand extending along a dripping 
thread of stringy viscera and untwisted muscle.

System: The Liminal may reflexively cause any of 
her limbs, including her neck, to extend up to (Dexter-
ity) yards, and they gain a boneless flexibility.

ClamBering horror pursuit (••)
Resonance: Dexterity
The Liminal’s joints and ligaments crackle and groan 

under the burden of her sudden hyper-flexibility, allow-
ing her to scuttle across the ground, up walls, and even 
over ceilings with nightmarish, inhuman speed, her limbs 
bending and flexing in ways anatomy never intended.

System: Reflexively spend 1 Essence to activate 
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this Charm for the rest of the scene. The character 
doubles her movement speed, can sprint reflexively on 
her turn without being forced to use an action, and 
can run across walls or even to ceilings. When this 
Charm ends, its exertions destroy one limb chosen by 
the Storyteller, necessitating its replacement.

Corpse-Body rigor (••)
Resonance: Stamina
The Liminal loads redundant flesh and organs 

into her body, making her much more difficult to kill, 
but also straining her outer seeming of humanity.

System: The Liminal affixes additional flesh and or-
gans gathered from corpses (or, possibly, from still-living 
victims: it requires inflicting at least three lethal damage for 
this Charm to be effective) to herself, requiring fifteen min-
utes of work and a successful Dexterity + (Craft or Medi-
cine) roll at difficulty 7. She gains three additional Bruised 
(–0) Health levels, but her Aspect markings now emerge 
whenever she is in contact with any of her Intimacies, ei-
ther directly (being in the presence of a hated enemy or 
a loved one) or emotionally (watching a news report that 
mentions some cause near and dear to her heart). These 
Charm-granted Health levels are the first lost when she 
takes damage, and they cannot heal: once they’re all gone, 
the Charm ends until she adds on more extra flesh.

Fist-shattering striKe (••)
Resonance: Strength, Stamina
There are certain natural limitations to the vio-

lence of motion the human body is willing to inflict 
on itself. Lightning-struck, a man’s muscles may con-
tract hard enough to shatter most of his bones, but 
he cannot voluntarily summon such a convulsion. The 
Liminal, defying nature, may destroy herself with her 
violent exertions in order to wreak even greater harm 
on her foes, shattering her fists or even tearing her 
striking limbs clean off with the force of their impacts.

System: After successfully striking a target with a 
Brawl or Melee attack, the player may reflexively mark 
off as much damage to the Liminal as she wishes. For 
each point of bashing damage marked off, add two 
dice to the attack’s damage roll. For each point of le-
thal damage marked off, add three dice.

Marking lethal damage converts a Brawl attack’s 
damage from bashing to lethal. If two or more lethal 
damage are taken in the course of making this attack, 
then the Liminal suffers a crippling injury as described 
under Patchwork People on page360.

limB-rending trauma (••)
Resonance: Strength, Dexterity
Striking at her opponent, the Liminal locks in a 

grip like iron – and pulls. Skin, muscle, and bone part 
as easily as the stitches and stuffing of a child’s doll.

System: If one of the Liminal’s unarmed attacks 
inflicts at least three levels of damage to her target after 
soak, the player may reflexively pay 1 Essence to tear 
off a body part of her choice. If the damage was bash-
ing, activating this Charm makes it lethal.

memories liKe rotten teeth (••)
Resonance: Manipulation
With a sustained touch—an embrace, a lingering 

hand on the shoulder, a kiss, a strangling grip—the 
Liminal bequeaths a gift: one of her very worst mem-
ories. It might be the moment of her Exaltation; it 
might be the violent murder of one of her donor-bod-
ies; it might be the experience of being dismembered 
while awake and alive, and of putting oneself back to-
gether afterwards. Whatever the choice, the recipient 
not only now owns the memory, they relive it in every 
sharp particular of physical and mental agony.

System: Spend one full round touching the target, 
spend 2 Essence, and roll (Charisma or Manipulation) 
+ Empathy against a difficulty of the target’s Willpow-
er. Success causes the Exalt to lose the selected memo-
ry, the target to gain it, and also inflicts a derangement 
on the target as well. Memories Like Rotten Teeth has 
no Essence cost if used upon the Liminal’s lifeline, but 
does cause the Exalt to gain 2 Limit.

smiles liKe Wax (••)
Resonance: Appearance
Through fundamental exercise of Essence, the 

Liminal may alter her fundamental body-identity, the 
shape that all additions to her flesh attempt to match 
and mimic. She can also temporarily shift particular 
details of her body’s appearance.

System: Spend 1 Essence and roll Appearance + 
Athletics (difficulty 7). For each success, the Liminal 
may change one feature about her appearance from the 
following list for (Essence) days:

• Hair length and/or texture (including body hair).

• Hair color.

• Eye color.

• Skin color, including smoothing out any discrep-
ancies between body parts from disparate sources.

• Apparent age.
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• Height.

• Build and weight.

• Facial or bodily features (cheekbone structures, 
shape of chin, presence or absence of scars, etc).

• Primary sexual characteristics, assuming a fully 
male, female, intersex, or androgynous or sexless body. 
Liminals are naturally infertile, and remain so regard-
less of the body configuration enacted by this Charm.

• For only one success, the Liminal may take on the 
perfect likeness of her lifeline.

The Liminal may spend 1 Willpower to “lock in” 
any changes and render them permanent, save for im-
personating her lifeline; that particular transformation 
is always temporary.

FeBrile intensity spirit (•••)
Resonance: Charisma
The Exalt’s passion is an infectious thing, taking 

root in those she addresses.
System: Reflexively spend 1 Essence. For the rest 

of the scene, reduce the difficulty of all social rolls 
wherein the Liminal is expressing or speaking in sup-
port of one of her Intimacies by three.

galvaniC nightmare approaCh (•••)
Resonance: Dexterity, Appearance, Wits
The Liminal’s Essence tunes her nervous system to 

a screaming pitch, accelerating her reactions until her 
very neurons burn out under the overload. To her foes, 
she seems to move like a jerking nightmare marionette, 
somehow twisting into position to anticipate their ev-
ery action before they’ve more than begun to move.

System: By reflexively activating this Charm, the Lim-
inal’s base Initiative rating becomes (Dexterity + Wits) × 
2. The character suffers one point of unsoakable bashing 
damage at the end of every turn this Charm is active.

meat marionette ConJunCtion (•••)
Resonance: Stamina, Appearance, Intelligence
Where other Liminals must painstakingly stitch, 

staple, or suture on new body parts, such is the Exalt’s 
mastery of stolen flesh that she may affix replacement 
body parts simply by touching them to a waiting stump 
or other connection point and watching bone, muscle, 
and skin fuse together.

System: The difficulty to attach limbs or flesh to 
the Liminal’s body is permanently reduced by –2, and 
the time needed is reduced to one turn (including for 
Charms such as Many-Armed Manikin Concentration).

musCle-Burning exertions (•••)
Resonance: Strength
The Liminal may sew or bolt additional muscle mass 

onto her body, giving her a hideous lumpen appearance, 
but enabling truly impossible feats of strength.

System: The Liminal affixes significant amounts 
of muscle mass harvested from dead bodies (or, grue-
somely, from a living victim: it requires inflicting at 
least two lethal damage for this Charm to be effective) 
to herself, requiring fifteen minutes of work and a suc-
cessful Dexterity + (Craft or Medicine) roll at difficulty 
7. While she sports this excess muscle mass, she suffers 
a –2 penalty to all Appearance rolls.

The Liminal may trigger this excess musculature 
to add her Strength as automatic successes to any one 
Strength roll or Strength-based damage roll. Doing so 
shreds and destroys the boosted muscle mass.

rage to ashes CalCination (•••)
Resonance: Charisma, Appearance
The Liminal drinks in the fury around her, taking 

it into herself and leaving behind only numbed bewil-
derment in those around her.

System: Spend 1 Essence and roll Appearance + 
Empathy against difficulty 5. Everyone present whose 
Willpower rating is equal to or less than the number of 
successes rolled becomes incapable of feeling anger for 
the rest of the scene. Supernatural beings are affected 
by this Charm are temporarily incapable of frenzy, and 
if already in that state are snapped out of it. The Exalt’s 
lifeline is immune to this Charm.

someone else’s sKin (•••)
Resonance: Appearance, Wits
There is utility to be found in the flesh and bones 

of monsters. By adding the stolen limbs or organs of 
the night folk to her body, the Liminal may pass among 
them unnoticed.

System: Upon adding a body part taken from a 
supernatural being to her body, the Liminal may spend 
1 Essence and 1 Willpower to attune herself to its aura 
of identity. She may only use this Charm to attune one 
such body part at a time, and only at the moment when 
she first attaches it to herself. The sort of power har-
nessed depends on the kind of monster it came from:

• Vampire: Vampires who see the Liminal will as-
sume she is one of them unless given some compelling 
reason to doubt their judgment. She even displays an 
appropriately pale aura when viewed with Auspex.
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• Shapeshifter: Shapeshifters of the same sort that 
the Liminal is attuned to will identify the Exalt as one 
of their kind, even believing her scent to confirm such 
an identity. They will not doubt their assessment un-
less given some direct and compelling reason to do so.

• Mage: Mages instinctively identify the Liminal as 
one of the Awakened, and any cursory mystick exam-
ination confirms this assessment.

• Changeling: Changelings mistake the Liminal for 
one of the Dreaming’s children, seeing a heavily muted 
and sanitized version of her Aspect markings that does 
not trigger the usual severe responses. Changelings 
often have an easier time realizing there’s something 
amiss with the Liminal if she doesn’t have some way to 
see and interact with the world’s chimerical aspect to 
keep up her cover.

• Hungry Dead: Demon people who see the Lim-
inal will assume she is one of them unless given some 
compelling reason to doubt their judgment. She even 
appears to be one of their kind of subjected to exam-
ination of her soul or aura.

The identity of other monsters is too ephemeral to 
provide the power for a convincing masquerade.

WretChed unFeeling existenCe (•••)
Resonance: Stamina
The Liminal deadens herself to pain, deadens her-

self to feeling, deadens herself to life.
System: The Liminal may reflexively gain 1 Limit 

to render herself immune to wound penalties (includ-
ing movement penalties for anything less than crip-
pling injuries – see p. 360) for the rest of the scene. 
Doing so also makes her unable to benefit from her 
Intimacies in any way for the rest of the scene (though 
the Intimacies are still present, and may compel her 
during Alienation).

patChWorK Body reConstruCtion (••••)
Resonance: Stamina, Charisma
The Liminal may short-cut the tedium of healing 

her wounds by crudely suturing fresh flesh to her own 
body. The result is initially lumpy and hideous, but 
over the span of an hour or so her body metabolizes 
the additional corpse-mass until her appearance re-
turns to its normal state.

System: The Liminal may affix significant amounts 
of flesh harvested from dead bodies (or, potentially but 
rather hideously, living donors: it requires inflicting at 
least three lethal damage for this Charm to be effective) 

to herself, requiring fifteen minutes of work and a suc-
cessful Dexterity + (Craft or Medicine) roll at difficulty 
7. At the end of the scene, she may roll her Willpower 
against difficulty 6, healing one point of lethal or two 
points of bashing damage for each success.

Alternately, the Exalt may touch a corpse, spend 
2 Essence, and rip great whirling swathes of meat and 
muscle free from it, which gruesomely affix themselves 
to her and allow her to skip directly and immediately 
to the Willpower roll to heal.

sKin-shedding evasion (••••)
Resonance: Stamina
The Liminal accepts a wound, her anatomy twist-

ing and reshaping around it until she has moved the 
injury to some part of her she can afford to cast aside. 
Onlookers may be treated to a gruesome sight such as a 
werewolf impaling a Liminal on her claws, only for the 
Exalt to churn her muscles, ribs, and organs around 
its intruding fist with a greasy slurping noise, pushing 
the claws out into one of her arms below the elbow, 
whence she allows the ravaged limb to fall off without 
losing so much as a drop of her blood.

System: The player may reflexively spend 1 Essence 
after the character is struck by an attack, but before dam-
age is rolled. The Liminal negates the damage roll and 
suffers no damage, but must suffer a crippling wound.

WretChed tangled strings (••••)
Resonance: Manipulation, Wits 
The Liminal may throw an entire project or team 

into disarray by subjecting them to the horror of what 
she truly is, leaving turmoil and disquiet in her wake.

System: The Liminal can target a specific team, of-
fice, or project with terrible inefficiency. In order to do 
so, she must spend 3 Essence while in the presence of 
a key member of the team, exposing her Aspect mark-
ings to that individual in the process. He is so shaken 
by the sight that his haunted eyes distract and disrupt 
everyone else he works with, until everyone is glancing 
at windows and checking the shadows for a slumped, 
broken, gruesome figure that haunts their dreams, 
even if they know not why.

Everyone involved in pushing the project forward 
increases the difficulty of all rolls to do so by +2 for 
the rest of the current story. If the Liminal’s lifeline is 
part of the project, she instinctively knows the Exalt is 
responsible for the disruptions plaguing it.
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ForsaKen Corpse Compass (•••••)
Resonance: Perception, Charisma, Intelligence
The Liminal’s Essence clots and thickens through-

out her home stomping grounds, attuning her to the 
casual presence of death and impregnating the barriers 
between worlds with her wrath.

System: After spending at least half of her time 
within a one-mile area for a week or more, the Limin-
al may spend 3 Essence and 1 Willpower to activate 
this Charm. Henceforth, the Liminal’s home and sur-
rounding environs (encompassing everything within 
half a mile per dot of permanent Essence around what-
ever place she has claimed as her home) are enchanted, 
and remain enchanted until a week goes by without 
her entering the area. Within this region, the Liminal 
always instinctively knows whenever she draws with-
in (Essence × 100) yards of a corpse, and may and 1 
Willpower to unerringly find it, whether it is properly 
inanimate or not. Additionally, any being crossing the 
Shroud or Gauntlet within the area must soak (Limin-
al’s Essence × 2) points of lethal damage.

many-armed maniKin ConCentration (•••••)
Resonance: Dexterity, Wits
The Liminal may add additional limbs to her body 

in excess of the two she normally possesses, extruding 
new nervous and muscular system extensions to con-
nect and control them.

System: Adding additional limbs requires at least 
fifteen minutes of work and a successful Dexterity + 
(Craft or Medicine) roll at difficulty 7. While sport-
ing additional limbs, when the Liminal takes multiple 
actions, each subsequent action raises its difficulty as 
normal but doesn’t suffer a penalty to its dice pool. By 
spending 1 Willpower, she may use multiple actions to 
deploy a second attack action during a turn.

Alternately, spend 1 Essence to flood the addi-
tional limbs with Essence, heightening their reaction 
speed and imbuing them with an independent spirit 
of aggression. At the end of every turn for (Wits rating) 
turns, the Liminal may make an extra attack action 
with her full Dexterity + (Brawl or Melee) pool.

The character suffers a –2 penalty to all Appear-
ance rolls while her additional limbs are visible.

sCreaming meat sarCophagus (•••••)
Resonance: Strength
Surging toward her enemy, the Liminal’s entire 

body explodes into a writhing webwork of gleaming 
viscera and squirming muscle fibers. In a matter of 
heartbeats she reweaves herself together, engulfing her 
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target’s body within the cage of her bones and muscu-
lature: observers witness the hideous sight of the target 
half-subsumed into the Liminal’s body, straining and 
screaming against the inside of her skin, struggling to es-
cape from a malformed and suffocating prison of flesh.

System: Spend 2 Essence and make a Strength + 
Brawl attack to establish a grapple. If it succeeds, then 
the target is engulfed. Each turn, if he wishes to escape 
then the target must use his action to make a contested 
Strength + Athletics roll against the Liminal’s (higher 
of Strength or Stamina) + Athletics, both at difficulty 
6. If the target manages to build up three more cumu-
lative successes, then the Liminal suffers three levels of 
unsoakable lethal damage as her victim tears his way 
free. If the victim cannot break free within (his Stami-
na × 2) turns, he suffocates to death, assuming he is 
capable of suffocation. The Liminal may also volun-
tarily release her prisoner at any time. If she wishes 
to converse with her target, he can hear her with no 
difficulty, although his ability to reply is likely to be 
limited to nodding, shaking, and muffled screaming.

marroW Charms

exCellenCe oF the seCret marroW: (attriBute) (•)
Resonance: Dexterity, Stamina, Manipulation, Appearance, Perception
By drawing forth Essence from the deep and pri-

mordial reservoir she has in place of a soul, the Liminal 
may enhance her actions until they approach divinity.

System: Select one of the following Attributes 
when purchasing this Charm: Dexterity, Stamina, Ma-
nipulation, Appearance, or Perception. At any time, 
the player may reflexively spend 1 Essence to add the 
character’s Attribute rating in dice to all rolls using this 
Attribute (including soak rolls) for (Essence rating + 1) 
turns in combat, or minutes outside of combat. If the 
Liminal’s anima is flaring, add her Essence rating to 
the number of dice added.

This Charm can be repurchased to unlock addi-
tional Attributes, but Essence must be spent to add 
dice to each Attribute separately. Marrow Aspects get 
all versions of this Charm that correspond to their cho-
sen Caste Attributes with a single purchase.

Body-smuggling Ways (•)
Resonance: Wits
The Liminal carves out hollows within her anatomy 

and Essence, allowing her to store objects undetectably with-
in pouches and pockets hidden all throughout her body.

System: The Liminal may store a number of ob-

jects inside of herself equal to her Stamina rating. Any-
thing she can hold in one hand can easily fit; at the 
outside, she can’t conceal anything much bigger than 
a habitually overfed cat, or, in the case of long thin 
objects, any object much longer than her forearm.

If she also knows the Charm Cabinet of Curiosities, 
she may dedicate two of her storage “slots” to stacking a 
second use of that Charm while it is already active.

dead man’s tongue (•)
Resonance: Manipulation, Intelligence
Sewing a new tongue into her mouth, the Liminal 

gains fluency in all languages its former owner spoke.
System: Whenever the Liminal swaps out her 

tongue, she loses access to any languages she has not 
properly mastered through either speaking them na-
tively or through purchasing the appropriate Merits. 
This Charm also conveys literacy in any absorbed lan-
guages, if the former owner was able to read them.

painFul Beauty appreCiated (•)
Resonance: Perception
The Liminal may sharpen her senses to an almost 

unbearable intensity. She can hear a person’s heart-
beat from rooms away, read a sheet of paper by letting 
her fingers trail across the ink on it, and tell the species 
of a bird that to everyone around her seems nothing 
more than a speck against the sun.

System: The Liminal must spend a turn in con-
centration to activate or banish this Charm. While 
it is active, the difficulty of all Perception rolls drops 
by three, to a minimum of difficulty 3. At the end of 
any scene where the character kept this Charm active 
for more than a few minutes, she gains 1 Limit due 
to being overwhelmed by the glorious intensity of the 
world around her, and the pain of her separation from 
it. She may avoid gaining Limit if she remains in her 
lifeline’s presence the whole time this Painful Beauty 
Appreciated is active.

stars and quiCKsilver Fixation (•)
Resonance: Perception, Intelligence
The Liminal brings her Essence into alignment 

with emanations of otherworldly energy, glimpsing 
places of power or even other worlds.

System: Roll Perception + Occult against difficulty 
7. Success allows the character to see the aura of power 
emanating from places of otherworldly or supernatural 
energy such as Nodes, Caerns, Freeholds, or Haunts. 
These appear as rising auras of Essence, visible from up 
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to (Essence rating) miles away. Spending 1 Willpower per-
mits the Liminal to attune her senses to the vibrations of 
another realm of existence for a scene, seeing through the 
Gauntlet or Shroud and into the Penumbra or Shadow-
lands, or to behold reality’s chimerical aspect.

unCanny FoCal oBsession (•)
Resonance: Stamina, Intelligence
The Liminal is an empty vessel, and she may pour 

herself full of the waters of knowledge as quickly as filling 
a ewer at a river, though she may crack from the effort.

System: The Liminal may read and absorb infor-
mation as fast as she can track her eyes across the page 
or screen. Books can be consumed in moments, on-
line databases memorized as quickly as the data can 
be loaded and scrolled across the screen. For every six 
hours’ worth of reading she compresses into a matter 
of seconds or minutes, the Exalt suffers one level of 
unsoakable bashing damage.

CaBinet oF Curiosities (••)
Resonance: Stamina, Intelligence
The Liminal loads spare flesh and organs into her 

body for use later, connecting them to her own vital 
Essence both to keep them fresh and to render them 
universally compatible with any anatomy.

System: The Liminal affixes additional flesh and 
organs gathered from corpses (or, possibly, from a 
still-living victim: it requires inflicting at least three le-
thal damage for this Charm to be effective) to herself, 
requiring fifteen minutes of work and a successful Dex-
terity + (Craft or Medicine) roll at difficulty 7.

Henceforth, she may expend her stockpile of spare 
medical supplies when making a Medicine roll to treat 
someone, lowering the difficulty by three (to a mini-
mum of difficulty 3). Alternately, she may reflexively 
repurpose her spare flesh and organs to activate any 
Charm that requires the addition of excess body mass, 
such as Patchwork Body Reconstruction, Corpse-Body 
Rigor, or Muscle-Burning Exertions.

FloWering osseous arsenal (••)
Resonance: Strength, Dexterity, Wits
The Liminal may extrude weapons directly from 

her skeletal system, creating bone clubs, blades, axes, 
slim bone darts, or even a bow strung with one of her 
own tendons, which fire bone arrows.

System: By taking an action and spending 1 Es-
sence, the Liminal may produce any simple melee weap-
on she desires, or an unlimited supply of bone shards 

to throw as darts, or a bow with unlimited ammunition 
she draws out of her own forearm. This weapon persists 
for the rest of the scene before crumbling to nothing. 
If the Liminal wields the weapon herself, it is directly 
anchored to her skeleton and cannot be disarmed. She 
can only pass out melee weapons or (Essence × 3) darts 
to others; if she wishes to create a continuous supply of 
darts or a bow, only she can use them.

hidden hearts unveiled (••)
Resonance: Manipulation, Perception
Piercing someone else with an unsettling stare, the 

Liminal momentarily lays bare the innermost heart of 
the one she examines.

System: The Liminal may concentrate on a specif-
ic individual for a few moments and make a Perception 
+ Empathy roll against difficulty 6. Success allows her 
to behold the subtleties of their anima and learn their 
current emotional state, as well as some clues about 
their nature. If you wish to embellish this with aura 
colors and the like, a chart can be found on page 136 
of V20.

If the target is paying direct attention to the Lim-
inal when she uses this Charm (such as if they are hav-
ing a conversation, as opposed to the Liminal quietly 
observing her target from across the room), then he 
briefly beholds her Aspect markings as though they’d 
been revealed by a flash of lightning.

musCle-Weaving Chirurgeon’s art (••)
Resonance: Dexterity, Intelligence
The Liminal’s unsurpassed instinct for anatomy 

allows her to deftly mend the injuries of others.
System: After a mere scene of treating and minis-

tering another character, the Liminal may spend 1 Es-
sence and roll Intelligence + Medicine against difficulty 
7. Her patient heals one lethal or two bashing damage 
per success. If treating her lifeline, this Charm’s cost 
drops to 0 Essence.

seCrets sleeping in Bones (••)
Resonance: Intelligence
The Liminal may send her Essence winding into a 

newly-added body part, dredging forth its forgotten talents.
System: Upon adding a new limb or organ to her 

body, the Liminal may reflexively pay 1 Essence and 
roll Intelligence + Occult against difficulty 7. For each 
success, she may temporarily gain 1 Ability dot the 
body part’s former owner possessed. This can’t raise 
her ratings above those of the donor. 
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Using this Charm again causes the Liminal to im-
mediately lose all dots gained by her last activation of 
the Charm. She can only use Secrets Sleeping in Bones 
immediately upon adding a fresh body part; it’s not 
possible to activate it repeatedly on the same body part 
or older body parts to “fish” for a good roll result. She 
can, however, use her temporary Ability dots as a basis 
to train herself to permanently raise her Abilities with 
experience points, and when doing so pays (current 
rating × 1) as though she were raising a Caste Ability.

aspeCt oF the sKull (•••)
Resonance: Stamina, Appearance
The Liminal’s skin grows pale, hard, and cold to 

the touch, and her Essence temporarily sustains her 
in place of the laws of biology. In direct light the Exalt 
takes on a pale, corpselike aspect, while in the dark she 
seems to be sheathed in cold, gleaming ivory.

System: Reflexively spend 1 Essence to activate 
this Charm for the rest of the scene. The Liminal 
halves any bashing damage she suffers (round down) 
after soak while it is active, and suffers bashing dam-
age from bullets unless they’re aimed at her head (a 
difficulty 8 called shot). Alternately, this Charm may 
be activated without paying an Essence cost, but the 
Liminal forgets all that she did while under its effects 
when it ends.

Bone-armor shell (•••)
Resonance: Stamina
The Liminal forges bony armor plating over much 

of her body.
System: Reflexively spend 1 Essence and roll 

Willpower against difficulty 6. Each success grants the 
character 1 additional soak for the rest of the scene 
(minimum 1). This Charm doesn’t stack with itself; ad-
ditional activations replace older ones. The Liminal’s 
armored shell cuts her off from the world while it is 
active, rendering her incapable of deriving any benefit 
from her Intimacies.

grave-tender’s insights (•••)
Resonance: Perception
Whenever the Liminal touches an object that 

serves as a ghost’s Fetter, she becomes aware of its con-
nection to the everafter.

System: This Charm is always active, but while it 
always tells the character when she is handling a Fetter, 
does nothing to directly lead the Exalt to the ghost (or 
ghosts) connected to the Fetter. If the Liminal should be-
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hold a ghost connected to the Fetter while touching the 
object, however, she senses the bond between the two.

rattling the anCestor Bones (•••)
Resonance: Perception
The Liminal extrudes her Essence into the area 

immediately surrounding her, agitating the memories 
that slumber in the air, in the earth, in the mundane 
objects. She sees what they have seen, witnesses what 
they have witnessed, in the form of a phantasmal play 
articulated by her anima.

System: Spend 3 Essence and roll Perception + In-
vestigation against difficulty 7. The Storyteller decides 
what scene that happened in the Liminal’s current lo-
cation her anima recreates for her; the more successes 
rolled, the more directly useful and relevant it will be 
to her needs.

sKeletal spiKe emBraCe (•••)
Resonance: Strength, Stamina
The Liminal may extrude her skeleton through her 

skin in the form of a multitude of jagged bone spikes.
System: Reflexively spend 1 Essence. For the 

rest of the scene, the Exalt’s unarmed attacks inflict 
Strength + 2 lethal damage, while her clinches inflict 
Strength + 3 lethal damage. Additionally, anyone who 
strikes her with his bare hands must soak one level of 
lethal damage, and anyone who locks her into a clinch 
must soak two levels of lethal damage per round.

someone else’s Bones (•••)
Resonance: Stamina, Intelligence
There is safety to be found in the flesh and bones 

of monsters. By adding the stolen limbs or organs of 
the night folk to her body, the Liminal may gain pro-
tection from their dread powers.

System: Upon adding a body part taken from a 
supernatural being to her body, the Liminal may spend 
1 Essence and 1 Willpower to attune herself to its su-
pernatural profile. She may only use this Charm to 
attune one such body part at a time, and only at the 
moment when she first attaches it to herself. The sort 
of defense she gains depends on the kind of monster 
it came from:

• Vampire: The difficulty of all hostile Discipline activa-
tion rolls directed against the Liminal is increased by two.

• Shapeshifter: The difficulty of all hostile Gift activa-
tion rolls directed against the Liminal is increased by two.

• Mage: The difficulty of all hostile magick cast 
against the Liminal is increased by two.

• Changeling: The difficulty of all hostile Arts acti-
vation directed against the Liminal is increased by two. 
This even includes the use of other Realms than Actor 
to cause her incidental harm or mischief (such as using 
Prop to sabotage a car she’s driving).

• Hungry Dead: The difficulty of all hostile Disci-
pline activation rolls directed against the Liminal is 
increased by two.

The power of other monsters than those listed 
above is too indistinct for the Liminal to harness it to 
protect herself.

spine Chain summons (•••)
Resonance: Strength, Dexterity
The Liminal extrudes a long, lashing limb of joint-

ed bones from the base of her spine, tipped with an 
osseous grasping claw. This spine chain is extremely 
powerful and resilient.

System: After a moment spent in concentration, 
the Liminal spends 1 Essence and rolls her Stamina + 
Athletics against difficulty 6. This Charm remains ac-
tive for the rest of the scene, and allows her to lift and 
move objects within 15 yards using her spine chain. If 
she tries to wrest an object away from another charac-
ter, or perform fine manipulations, her successes form 
her dice pool to do so. Otherwise, her successes on 
the activation roll determine her strength in lifting and 
moving objects:

Successes Maximum Weight
1 One pound

2 20 pounds

3 200 pounds

4 500 pounds

5 1,000 pounds

6+ +1000 pounds/success

Used as a weapon, the spine chain uses a dice pool 
of Dexterity + Melee, inflicts lethal damage, and has an 
effective Strength equal to the Charm’s activation suc-
cesses. With 3+ successes, the Liminal can swing herself 
about by anchoring the spine chain and pulling herself 
from place to place, even suspending herself in midair.

unhappy sCareCroW deCeit (•••)
Resonance: Stamina, Appearance
The Liminal briefly abandons her precious grasp 

on life, disguising herself as a crude imitation of hu-
manity. Though she remains aware of her surround-
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ings, no degree of scrutiny can make her out to be any-
thing but what she appears to be.

System: After a moment’s concentration, the Liminal 
spends 1 Essence and gains 1 Limit. Until she voluntarily 
ends Unhappy Scarecrow Deceit, she becomes inanimate. 
What form her disguise takes depends on her Aspect:

• Blood Aspects appear to be large (but not ful-
ly-sized) examples of the doll-maker’s craft, with glass 
eyes and skin of porcelain.

• Breath Aspects assume the aspect of a puppeteer’s 
dummy, often with wooden limbs and strings.

• Flesh Aspects become miscellaneous crude and 
utilitarian human simulacra: in the past they often ap-
peared to be false-sentries or graven idols, though in 
the modern nights they are more often mannequins, 
CPR dummies, or anatomical models.

• Marrow Aspects take on the form of classical stat-
uary, their clothes and appearance perfectly wrought 
in stone.

• Soil Aspects look like scarecrows, set out to guard a field.

If her lifeline looks upon the Liminal without rec-
ognizing her while this Charm is active, she gains 1 
additional Limit.

sCreams liKe Wax (••••)
Resonance: Dexterity, Manipulation, Intelligence
Working her Essence into living flesh with her bare 

hands, the Liminal may alter the details of someone 
else’s body, adjusting eye, hair, or skin color, height 
or weight, particular physical features, or even sexual 
characteristics.

System: The Liminal spends several hours pains-
takingly coaxing the desired changes into being, 
during which time her patient must be either uncon-
scious or restrained (even if he submits voluntarily to 
the procedure, it is anything but painless). Then her 
player spends 2 Essence and rolls Intelligence + (Craft 
or Medicine) against difficulty 7. Success produces the 
desired changes, and inflicts one level of unsoakable 
lethal damage. Failure produces… most of the desired 
changes, and inflicts three levels of unsoakable lethal 
damage. A botch reduces the patient’s Appearance to 
0 and inflicts five levels of unsoakable lethal damage.

Patients with access to supernatural healing may 
restore lost dots of Appearance and physical alterations 
inflicted by this Charm as though each were a level of 
aggravated damage. If the target was capable of sexual 
reproduction before this Charm, they remain so after 

any alterations to their reproductive organs; if not, this 
Charm cannot repair their infertility.

Inflicting alterations to her lifeline with this 
Charm causes the Liminal to gain 2 Limit.

unFeeling Corpse doll (••••)
Resonance: Stamina
The Exalt’s body accepts all agents of dissolution 

and decay, subsuming them into her Essence without 
so much as a murmur.

System: Poison and disease can no longer harm 
the character in any way whatsoever, unless it is poison 
administered by the Exalt’s lifeline.

World-sKinning passage (••••)
Resonance: Intelligence
Probing the edge of the real, the Liminal finds a 

weak spot in the barrier between flesh and spirit and 
slips through into the Spirit World.

System: Spend 1 Essence and roll Wits + Occult 
against a difficulty of the local Gauntlet rating. Success 
transports the character into the Penumbra. By raising 
the difficulty by 1 (to a maximum of 9) and spending 1 
additional Essence per ally, the Liminal can also draw 
other willing characters into the Umbra with her. This 
Charm may also be used in reverse to return to the 
material world. The Exalt needs pay no additional Es-
sence nor raise the difficulty of this Charm to draw her 
lifeline across the Gauntlet.

The character also permanently gains the ability to 
understand the language of spirits and to make herself 
clearly understood by them.

Bone-CraCKing revelations (•••••)
Resonance: Perception
The Liminal attunes her ear to the tenor of truth 

and falsehood, hoping the world will play her true but 
terrible in her certainty that it means her ill. Pity those 
who live down to her low expectations.

System: Spend 1 Essence. The next time someone 
lies to the Exalt, she recognizes the lie immediately for 
what it is, gains 1 Limit, and gains a temporary Intimacy 
of utter loathing toward the liar that persists for 24 hours.

ranCid unhalloWed Wellspring (•••••)
Resonance: Strength, Charisma, Intelligence
The Liminal gathers her Essence into a secret nest 

within whatever site she has claimed as her lair, until it 
reaches critical mass and creates a powerful compaction 
of sharp, disjointed Essence: a tainted Dragon Nest.

System: After spending at least half of her time 
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within a one-mile area for a week or more, the Liminal 
may spend 5 Essence and 1 Willpower to activate this 
Charm. Henceforth, the Liminal’s home and surround-
ing environs (encompassing everything within 50 yards 
per dot of permanent Essence around whatever place 
she has claimed as her home) are enchanted, and remain 
enchanted until a week goes by without her entering the 
area. This area radiates power, becoming a temporary 
Dragon Nest. However, the power it radiates is tainted, 
and nigh-useless to all but the Liminal Exalted.

When a being not designed for the rigors of han-
dling tainted Essence draws power from this nest (such 
as a mage drawing up Quintessence, a werewolf ab-
sorbing Gnosis, or one of the hungry dead devouring 
tainted Chi) they violently purge all consumed power 
from their system soon afterwards and grow violently 
ill. They must make a Stamina roll (difficulty 5 + the 
number of tainted energy points consumed, maximum 
9) to determine the violence of their reaction:

Botch: Uncontrolled vomiting, sweating, bowel 
movements; the body purges itself of all power of the 
type consumed.

• 0 success: The character loses all but one point of power.

• 1 success: The character loses two points of power 
for every point taken from the Nest.

• 2 successes: The character loses one point of his 
own power for every point of tainted power harvested.

• 3 successes: The character purges the tainted pow-
er, losing one additional point of his own in the process.

• 4+ successes: The character purges the tainted 
power she stole, but loses nothing more.

Until the character replenishes all power lost in 
the purge, he suffers a penalty to all Mental rolls equal 
to half the number of points ingested (rounded down).

Infernals, undead devotees of the Scorpion-Eater 
dharma, and a very few other profoundly defiled be-
ings are capable of safely handling the Dragon Nest’s 
tainted Essence. Otherwise, assume all other beings 
find it poisonous.

seCrets under Bones separation (•••••)
Resonance: Perception
The Liminal attunes herself to every least sign 

or hint of the uncanny and unnatural in the world 
around her.

System: Reflexively spend 1 Essence. Until the sun 
next rises, the Liminal becomes aware when she stands 

in the presence of any supernatural being, though she 
doesn’t inherently know what sort of supernatural be-
ing any given individual may be. Imbued hunters don’t 
register as supernatural beings.

soil Charms

exCellenCe oF the BlaCK soil: (attriBute) (•)
Resonance: Strength, Stamina, Charisma, Manipulation, Intelligence
The Liminal’s strength is the churning cycle of life 

and death itself, and it may drive her to feats no mere 
mortal could hope to accomplish.

System: Select one of the following Attributes 
when purchasing this Charm: Strength, Stamina, Cha-
risma, Manipulation, or Intelligence. At any time, the 
player may reflexively spend 1 Essence to add the char-
acter’s Attribute rating in dice to all rolls using this 
Attribute (including damage or soak rolls) for (Essence 
rating + 1) turns in combat, or minutes outside of com-
bat. If the Liminal’s anima is flaring, add her Essence 
rating to the number of dice added.

This Charm can be repurchased to unlock addi-
tional Attributes, but Essence must be spent to add 
dice to each Attribute separately. Soil Aspects get all 
versions of this Charm that correspond to their chosen 
Caste Attributes with a single purchase.

CyCle-aCCelerating saCrament (•)
Resonance: Strength, Charisma
With but a touch and an infusion of Essence, the 

Liminal speeds the wheels of life and death as they 
work upon the simple bounty of the earth.

System: Touch of plant or seed and spend 1 Es-
sence. The enchanted plant grows to full maturity in 
a matter of seconds. This may provide edible fruit or 
vegetables, or in the case of larger plants such as trees, 
create sturdy obstacles, ready sources of wood, or even 
cause structural damage as roots dig into concrete and 
a growing trunk strains against walls and ceilings. The 
plant dies at the end of the scene.

destruCtion BeComes reneWal (•)
Resonance: Dexterity
The world itself warps and twists at the Liminal’s 

touch, allowing her to make something new or mend 
what is broken with only a touch. However, the results 
of such labors are never beautiful.

System: The Liminal may make Craft and Medi-
cine rolls without any of the tools that would normally 
be necessary. Although it may function properly, any 
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object made or repaired in such a fashion is always 
warped or ugly; any injury treated through the appli-
cation of the Exalt’s bare hands and breath always 
leaves a brutal scar (inflicting such a scar on her lifeline 
causes the Exalt to gain 1 Limit). The Exalt may also 
touch a corpse, pay 1 Essence, and reverse the effects 
of decay, leaving it as fresh as it was at the moment of 
death. This does not repair any damage sustained in 
the course of dying.

eternity-Fueling alemBiC (•)
Resonance: Stamina
The Liminal may sustain herself on anything most-

ly organic, regardless of palatability or even edibility. 
Roadkill, tree bark, cardboard, clumps of grass, old 
cotton shirts: if she can choke it down, she can draw 
enough nourishment from it to stay healthy, with no 
risk of being made ill or even nauseous. She can even 
make meals of dirt, in a pinch.

System: This Charm is always active. By touching 
another character, spending 1 Essence, and feeding 
them by hand, she can also extend its benefits to that 
character for the duration of the meal.

harBinger oF rot (•)
Resonance: Manipulation
The Liminal draws the vitality out of the world 

around her with a touch, ushering it on toward the 
point of decay.

System: The character touches an object no larger 
than a truck, spends 1 Essence, and rolls Stamina + 
Occult against difficulty 7. The object ages by twen-
ty years per success. This Charm may also be used to 
cause an inanimate corpse to immediately decay to 
dust, at no cost and with no need of a roll.

righteous lion deFense (•)
Resonance: Charisma, Wits
The Liminal, who has so very little to define her-

self, clings with unassailable ferocity to those few core 
convictions she can call her own.

System: Any attempt to cause or force the Exalt 
to betray, undermine, or abandon her Intimacies au-
tomatically fails.

at one With the CyCle (••)
Resonance: Perception
While she stands within the fulcrum of life and 

death, the world freely offers up its secrets to the Exalt.
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System: Whenever the Liminal stands on land 
that is being used to nurture life (such as farmland) 
or to contain death (such as a graveyard), she lowers 
the difficulty of all Perception, Alertness, Awareness, 
Occult, Empathy, and Subterfuge rolls by two.

Clay Flesh Constitution (••)
Resonance: Stamina
The Liminal’s body is simply immune to the lesser 

rigors of the world. Inclement weather, snowstorms, 
even brushing up against a burning curtain: all these 
things can do her no injury.

System: The Liminal is immune to minor sources 
of environmental damage – anything that isn’t intense 
enough to kill her in a matter of seconds simply doesn’t 
bother her at all. By spending 1 Essence, she becomes 
completely immune to all environmental damage for 
the next (Essence rating) minutes, even catastrophes like 
wading through molten lava or walking into the heart of 
a nuclear reactor. This Charm’s benefits automatically 
extend to the Liminal’s lifeline so long as she physically 
carries that individual or covers them with her body.

dead reCKoning alignment (••)
Resonance: Perception, Wits
The Liminal opens herself to the world around 

her, searching for a sign, a message, any hint of guid-
ance. Soon enough, she finds it, guiding her to her 
next target.

System: At a loss for anything better to do, the 
Liminal may stand and examine the world around her 
for at least three minutes, trying to discern a pattern 
from the order of things, and then spend 1 Willpower 
and roll Perception + Occult against difficulty 6. Suc-
cess allows her to pick up an auspicious sign (a car that 
drives by in her favorite color, which in turn draws her 
eye to a band poster pasted to a mailbox: something 
like that). By following the trail of omens for long 
enough, she’ll eventually come to a place troubled by 
the Unquiet. Alternately, she may spend 1 Essence 
rather than 1 Willpower to pick up a sign pointing her 
toward her lifeline, though it’s not guaranteed to take 
her all the way to that individual’s location.

omen-shedding alemBiC (••)
Resonance: Intelligence
The Liminal filters through the infinite myriad de-

tails of the world around her, finding some guiding mes-
sage among the chaos that helps her in her endeavors.

System: Spend 1 Essence to filter out an omen 

from the world to guide the Liminal’s efforts. Upon 
using this Charm, declare a specialty: it applies to all 
Abilities, even those that already have a specialty or are 
rated lower than 4. The specialty remains in place until 
this Charm is activated again to replace it.

thought-glimpsing eye (••)
Resonance: Perception
By staring with unnerving intensity at someone, 

the Liminal may glimpse fluttering shades of their true 
thoughts and meaning in the back of their throat.

System: By taking a few moments to concentrate 
on another character who is speaking, the Exalt may 
roll Wits + Subterfuge against a difficulty of (3 + the 
target’s Subterfuge). Success reveals what the subject 
wants to get out of the current interaction, or any 
agenda he may have that are not immediately appar-
ent in his words. Spending 1 Essence after a successful 
roll will also let the Liminal read the target’s surface 
thoughts for a few moments.

BlaCK earth Child (•••)
Resonance: Stamina
The Liminal may quickly renew her injuries by 

burying herself in the living earth.
System: While fully immersed in soil, the Liminal 

can hold her breath indefinitely, and heals all bashing 
damage or one level of lethal damage every 15 minutes. 
Spending 1 Essence after each hour of immersion re-
pairs one level of aggravated damage.

Certainty in CyCliCal existenCe (•••)
Resonance: Charisma, Appearance, Wits
The Liminal cycles her Essence between life and 

death and then back again, shedding any enchantment 
that seeks to bind her.

System: Whenever the character is the subject of 
any supernatural power that seeks to transform, infect, 
taint, transport, or control her body or spirit, she may 
reflexively spend 1 Essence or 1 Willpower and roll 
Wits + Occult against difficulty 7. Success shatters 
the hostile magic, protecting the Liminal completely. 
Alternately, the Liminal may force the invasive magic 
into a specific part of her body (an eye, a hand, her 
tongue, etc) and then tear the offending flesh loose, 
suffering one level of unsoakable lethal damage in the 
process. The curse takes hold of the discarded lump of 
flesh, leaving the Liminal otherwise unbothered.
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Corpse-rending grasp (•••)
Resonance: Strength
The fires of life and death blaze within the Exalt’s 

hands, empowering her to tear the Unquiet asunder.
System: Reflexively spend 1 Essence. For the rest 

of the scene, the Liminal’s bare-handed attacks and 
grapples inflict aggravated damage to the Unquiet: 
vampires, zombies, ghosts, the Hungry Dead, and an-
cient mummies.

detail-distinguishing eye (•••)
Resonance: Perception
The Liminal’s uncanny instincts brush aside all 

irrelevancies, leading her to immediately notice the 
most relevant detail present.

System: Reflexively spend 1 Essence to compress a 
scene’s worth of observation into the time it takes to 
draw in a deep breath, allowing for an immediate roll 
to investigate a room or diagnose a patient.

eyes Burning in time (•••)
Resonance: Perception
The Liminal’s senses tear asunder the veil of time, 

allowing her to sift through the years using her body as 
the medium of exchange.

System: The Liminal spends a few moments peer-
ing about at her surroundings, spends 2 Essence, and 
rolls Perception + Awareness against difficulty 7, or dif-
ficulty 6 if she stands in a place of either growth (such 
as farmland or a verdant forest) or death (such as a 
graveyard or famous battlefield). She commits a body 
part to the Charm, names something she wishes to wit-
ness that occurred at that spot, and sends her senses 
reeling into the past to relive it as though she stood as 
witness to the occurrence. If she commits a hand or 
foot, she may send her senses back up to a maximum 
of (successes rolled) years. If she commits her eyes, an 
entire limb, or her face, she may send her senses back 
up to (successes × 10) years. The committed body part 
ages a number of years equal to the span of time the 
Liminal bridges to witness the past event she seeks, po-
tentially leaving her with a withered or even dead body 
part, or faded or blind eyes upon her return.

loCKed tomB ruminations (•••)
Resonance: Wits
The character hides her innermost thoughts with-

in the depths of her Exaltation. Any who would in-
trude into her mind find themselves confronted by the 
sheer dissonance of the Liminal’s nature.

System: Whenever someone attempts to read the 
Liminal’s mind by any means, they must make a Will-
power roll as though witnessing her Aspect markings 
for the first time, and the Liminal becomes aware that 
someone is trying to pick through her thoughts. If the 
intruder fails on the roll, she also becomes aware of ex-
actly who is responsible for the intrusion. She may then 
pay 1 Essence to reflexively shield her thoughts, making 
them impossible to read for the rest of the scene.

someone else’s heart (•••)
Resonance: Strength, Charisma, Intelligence
There is residual energy to be drawn from the flesh 

and bones of monsters. By adding the stolen limbs or or-
gans of the night folk to her body, the Liminal may take 
their power for her own, emulating their dark blessings.

System: Upon adding a body part taken from a su-
pernatural being to her body, the Liminal may spend 1 
Essence and 1 Willpower to attune herself to its linger-
ing remnants of power. She may only use this Charm 
to attune one such body part at a time, and only at the 
moment when she first attaches it to herself. The sort 
of power harnessed depends on the kind of monster it 
came from:

• Vampire: The Liminal may expend the power of 
the “blood points” coursing through the stolen body 
part to heal herself, reflexively healing one level of 
bashing or lethal damage. An eye or set of eyes holds 
one “blood point” worth of power, a stolen hand, foot, 
face, or organ two points, an entire limb three points. 
Once all points in an attuned body part have been 
used up, it withers to dust.

• Shapeshifter: The Liminal may reflexively spend 
“rage points” harbored in the attuned body part to 
generate a number of extra actions at the end of the 
current turn equal to the points spent. These extra ac-
tions must use the body part in some way. The attuned 
body part holds three “rage points” in total, and once 
they are spent, the body part becomes dead, inert, and 
unresponsive.

• Mage: The Liminal may reflexively spend “quin-
tessence” humming within the attuned body part to 
lower the difficulty of an action utilizing that body part 
by -1 for each point spent. The body part holds three 
“quintessence points,” and once they are spent, there 
ceases to be anything special about the body part.

• Changeling: The Liminal may reflexively spend 
“glamour points” effervescing within the attuned body 
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part to reroll an action utilizing that body part, keep-
ing the roll she prefers. The body part contains three 
“glamour points,” and once they are spent, there ceas-
es to be anything special about the body part.

• Hungry Dead: The Liminal may reflexively spend 
the “demon chi” coursing through the stolen body part 
to convert every failed die on an action supporting or 
protecting one of her Intimacies into an automatic suc-
cess, at the cost of gaining a number of points of Limit 
equal to the dice converted. The body part holds only 
one point of “demon chi,” and once it is used up, the 
body part rots away to nothingness.

The power of other monsters than those listed above 
is too crude or ephemeral for the Liminal to utilize.

dead man’s hand (••••)
Resonance: Strength, Charisma
The Liminal is not her parts: and yet, still, they 

belong to her, and their dignity is her own, their power 
her power. What has affronted her hand has affronted 
the Exalt; what has offended her eye has offended her, 
and her outrage lends weight to her vengeance.

System: So long as the Liminal’s body includes any 
parts harvested from someone who died as a result of the 
malice of others, she is empowered to seek retribution. 
Once she glimpses someone directly responsible for the 
death of any of her parts, she becomes tireless so long 
as she keeps moving, and she cannot lose the trail; even 
if it means she must walk from one coast of the conti-
nent to another, she may do so without slowing, tiring, or 
sleeping. Upon catching one of her murderers, all attack, 
soak, and damage rolls she makes against them are at –1 
difficulty. Upon slaying one of her killers, the Liminal im-
mediately regains one point of Willpower.

misBegotten miraCle putreFaCtion (••••)
Resonance: Intelligence
The Liminal draws upon the living Essence of the 

earth itself to fortify her command of the ancient mysteries.
System: Upon purchasing this Charm, the Limin-

al permanently lowers the cost of all ancient sorcery 
spells by 1 Essence (to a minimum of 1).

the rending oF masKs (••••)
Resonance: Perception
A ripple passes across the Liminal’s features like 

a shadow crossing the sun, momentarily revealing the 
horror that lies beneath. In the same moment, her 
Essence washes out, stripping away all mystic conceal-
ment and dissembling from those around her.

System: Reflexively spend 1 Essence to immediate-
ly defeat all forms of supernatural concealment, invisi-
bility, and the like. Any character that is trying to hide 
from the Liminal is immediately revealed to her senses, 
and to those of anyone else present. At the same mo-
ment, however, the Liminal’s Aspect markings briefly 
stand revealed to all and sundry.

resilient Corpse vigil (••••)
Resonance: Stamina
The Exalt can be beaten, but never beaten down.
System: The Liminal does not lose consciousness 

when her Health track is filled with bashing damage, 
but instead remains upright and able to act. This 
Charm’s effects are permanent.

an empty plaCe (•••••)
Resonance: Strength, Charisma, Wits
Sometimes it is vital that battles against the Unqui-

et not draw in the innocent. Sometimes a Liminal has 
need of privacy. And sometimes it is simply imperative 
that she have all the time she needs to attend to a ven-
detta. Touching her hands together, the Exalt releases a 
shockwave of corrosive, disrupting Essence. The world 
blows away in sudden tatters like a hundred birds tak-
ing wing, leaving the Liminal and those he has business 
with standing upon a barren plain of bare black earth, 
beneath an empty blazing white sky filled with howling 
flecks of black ash carried on hurricane winds.

System: The player spends 2 Essence and rolls 
(Charisma + Occult) against difficulty 6. The Exalt 
transports herself and up to three additional charac-
ters within her line of sight per success into a limin-
al nowhere-space roughly 100 yards across. She may 
maintain this spatial distortion for as long as she wish-
es, so long as she doesn’t leave its boundaries, and may 
end it at any point she chooses, at which point every-
one still in the no-place returns to the world at roughly 
the point of their departure. Anyone who steps outside 
the boundaries of An Empty Place becomes lost in the 
most far-flung, violent depths of the Tempest that rag-
es in the Underworld.

halloWed rotting Field (•••••)
Resonance: Stamina, Charisma
The Liminal’s Essence permeates the landscape 

around her lair, bidding it to do the good work of the 
grave. The soil becomes exceptionally dark and fertile 
in the area, and any animate corpse that ventures onto 
such hallowed ground is soon made fodder for the cycle.
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System: After spending at least half of her time 
within a one-mile area for a week or more, the Limin-
al may spend 3 Essence and 1 Willpower to activate 
this Charm. Henceforth, the Liminal’s home and sur-
rounding environs (encompassing everything within 
half a mile per dot of permanent Essence around what-
ever place she has claimed as her home) are enchanted, 
and remain enchanted until a week goes by without 
her entering the area. Whenever an animate corpse 
(such as a zombie, vampire, or one of the Risen, but not 
a ghost possessing a living body) enters the area, they 
soon find their body bursting with maggots, botfly lar-
vae, and worms. Such creatures suffer one unsoakable 
level of lethal damage and lose one dot of Appearance 
for each hour spent in the Hallowed Rotting Field. 
Lost dots of Appearance may be healed as though they 
were a level of aggravated damage.

holy BroKen homes (•••••)
Resonance: Charisma, Intelligence
The Exalt can use her Essence to prepare a vessel to 

house one of the few spirits that will consent to deal with her.
System: This Charm allows the character to create 

fetishes (see W20, page 221). The character must first 
craft the item that is to serve as the physical substance of 
the fetish, and must do so either entirely by herself, or 
with only the aid of her lifeline. Then, the Exalt needs 
to secure the consent of a spirit to bind it into the fe-
tish. How she goes about this is up to her, but she can’t 
simply beat the spirit to a pulp and then forcibly bind it. 
Having accomplished both of these goals, the Exalt re-
tires to a ritual space and spends (Fetish’s rating) hours 
and (Fetish’s rating × 3) Essence binding the spirit and 
object together. Because of the high Essence cost of this 
Charm, it is normally performed within Dragon Nests.
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APPENDIX FOUR:APPENDIX FOUR:

DRAGON KINGSDRAGON KINGS

Everything is true. God’s an Astronaut. Oz is Over the Rain-
bow, and Midian is where the monsters live.

—Peloquin, Nightbreed

The Earth was not always as it is now. There was 
a time when it was flat, and floated on a sea of cha-
os. There was a time when the sun in the sky was not 
a ball of hot gas and hydrogen-driven explosions, but 
a god: not a mere symbol scribed in ignorance, but a 
divine being named the Unconquered Sun. The Un-
conquered Sun created the People from the outer el-
ements of the world: from wood and water, from air, 
and from flame. He shaped them in the most noble 
form known and recognized by Heaven, and named 
each a King, to rule over the primal Earth.

Many things have happened since then, and the 
world has been broken and reshaped time and time 
again. The Dragon Kings have fallen farther than ever 
they imagined possible, and many times seemed lost 
once and for all to ignorance, darkness, extinction.

But still they endure, and still they keep the tales 
that even the Dragon-Blooded have forgotten.

the holloW earth
The rise of man and the repeated shattering and 

mending of the world drove the People farther and 
farther to the margins, for their souls are not like the 
filmy ephemera of human souls, and could only prop-
erly reincarnate in a medium of powerful Essence: a 
state that has become more and more difficult to find 
upon the Earth. For uncounted centuries the scattered 
remnants of the People crouched in the most power-
ful and remote Dragon Nests they could find, growing 
stunted and sickly and mad with confinement, but af-
ter the final catastrophe that scoured the heavens into 
a stark void and bent the Earth into a confined sphere, 
even the Dragon Nests were no longer suitable habita-
tions for the original masters of the world. Following 
the words of their prophets and the tracks of mighty 
Bygones that had gone into exile before them, the final 
surviving Dragon Kings followed deep roads into the 
cracks of the world, and there made their home in a 
hidden place, a stranger-place, a remnant-place, a place 
of powerful and concentrated Essence.

When human magicians discovered it in the 19th 
century, they called it the Hollow Earth.
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There are many paths to the Hollow Earth. It can 
be reached from the Spirit World, and most who have 
found it consider it to be nothing more than another 
spirit realm, but that isn’t the only road. There are cer-
tain caverns, certain deep places that wind down and 
down and down, places where wet and natural caverns 
grow expansive and dry – a quality deep caves should 
never have, for they are always shaped by water. There 
used to be a passage directly into the Hollow Earth 
in Antarctica, at the bottom of the world, but it was 
sealed in the 1920s by the Void Engineers.

The Hollow Earth is a diverse array of intercon-
nected realms, most of them revolving around a bright, 
hot sun that burns deep within the planet’s core. This 
is physically impossible, but that fact is of no relevance 
whatsoever, as the Dragon Kings well know, for the sun 
of the Hollow Earth is not a mere ball of superheated 
hydrogen. It is the last pure remnant of a very ancient, 
very powerful god, slumbering away what portion of 
eternity remains to it.

The Dragon Kings have lived since time out of 
mind in scattered enclaves across the Hollow Earth, 
hunting through the steamy jungles and untamed 
veldts of Biotopia, keeping careful watch upon the lairs 
of the Derro, and, until the events of the last century, 
studying with the Goro monks of the Rainbow City.

Things are different now, and have been since the 
Nazis arrived in 1943.

the third reiCh & the smoKy god
The Hollow Earth used to be a place for rem-

nant-things that could no longer live upon the Earth, 
things whose time had passed. It is a land of enormous 
ferns and insects, of ferocious dinosaurs, of enlight-
ened Atlantean and Lemurian mysticks dreaming gen-
tle dreams of wisdom and paradise; and yes, it became 
the final home of the Dragon Kings. But in the mid-
20th century a contingent of Third Reich explorers and 
scientists, led by willworkers who had splintered off 
from the Technocracy, found their way into the Hol-
low Earth. They claimed Agharta for their own, and 
have since attempted to expand to dominate the rest 
of the Hollow Earth. They wish to claim its magical 
secrets and ancient technology for their own, and use 
it to establish a clone-based revival of the Nazi dream. 
Anything that stands in the way of that, including the 
enclaves of the People, will of course be exterminated. 
These running battles have engaged the Dragon Kings 
for most of the last century, but now a far more press-
ing omen asserts itself.

The Smoky God – for that is what most of the 
inhabitants of the Hollow Earth call their internal sun 
– has begun to roil and flicker in his sleep. The vol-
canoes are restless, and the clouds thick with omens. 
Something is happening on the surface of the Earth, 
something to do with the power of the sun-that-was, 
and a few of the bravest heroes of the Dragon Kings 
have volunteered to make the long climb up to the sur-
face of the world to find out what it might be.

the dragon Kings
The Dragon Kings are, in short, bipedal reptiles 

who once ruled the Earth in the dawn of the Age of 
Legends, even before the creation of humanity. They 
have fallen far, far indeed from their ancient station, 
but they still reverence the same sun-god who empow-
ered the Solar Exalted, and their legends still speak – 
with a bit of accuracy – of the Age of Legends as it 
truly was, making them perhaps the greatest still-extant 
authority on the history of the Chosen.

The Dragon Kings are intrinsically supernatural be-
ings, respiring and wielding Essence much as the Cho-
sen do. Unlike the Chosen, they possessed mystic gifts 
from the moment of their creation as a people, and did 
not have to wait for divine blessings to uplift them; but 

What the fUUUUUck

The Hollow Earth is a very minor, occasional-
ly-seen pulp-adventure milieu from Mage: The 
Ascension, which was first mentioned in the 
original Tradition Book: Sons of Ether, and then 
given a full treatment on pages 91-99 of Beyond 
the Barriers: The Book of Worlds. The Dragon Kings, 
by contrast, first appeared in the Exalted sup-
plement Ruins of Rathess as winking allusions to 
the “Dinosaur Kings” mentioned in Breed Book: 
Mokolé, and were later fleshed out in the Exalted 
Players Guide. Even within the contemporary set-
ting of Exalted, the Dragon Kings were a fading 
remnant who would never again be a dominant 
force in the world, but a small and dedicated 
part of the community really liked them, and 
so they’re presented here as an optional thing 
to play with, in probably the only milieu in the 
World of Darkness where intelligent magical di-
nosaur-men would not seem wildly out of place.
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by that same measure, the magic of the Dragon Kings is 
much, much weaker than the Charms of the Exalted.

the CyCle oF souls
The Dragon Kings do not fret or wonder what will 

happen to them when they die. They know: their souls 
will be reincarnated. In ages past, they possessed mystic 
technology to measure the lineage and path of their 
own spirits between lives, but in these days, reincarna-
tion is a matter of faith and culture. Accordingly, the 
Dragon Kings do not generally fear death. They know 
they will live again.

However, the souls of Dragon Kings are “heavier” 
than those of humans. They never become ghosts. They 
do not travel the Underworld. Their souls invisibly 
move from deceased Dragon King to waiting egg entire-
ly within the realm of Earth, and the spiritual substance 
of the surface of the Earth is too thin, too degraded, 
too diluted to buoy up a Dragon King’s spirit. Only in a 
quasi-spiritual realm such as the Hollow Earth is reincar-
nation possible. Were a Dragon King to die in the world 
above, his soul would become lost, impotently trapped 
within the Dragon King’s rotting corpse until conveyed 
to a more potent reality. This is the great risk undertak-
en by the heroes seeking the surface world: that their 
souls will be lost, never to return to their people.

the stages oF essenCe
Dragon Kings come into the world as feral pred-

ators. Infant and juvenile Dragon Kings must be cor-
ralled by the adult community, subjected to discipline 
and mystic rites until their intelligence reawakens. 
This corresponds with a thickening and strengthen-
ing of their Essence, and this pattern continues across 
the rest of a Dragon King’s life. As her mastery of her 
Essence increases, she not only gains greater sapience, 
but also begins to reclaim past-life memories of her pre-
vious incarnations, guiding her back to old relation-
ships and old stations within her community.

Breeds
The Dragon Kings were not divided into assign-

ments of capability as were the Exalted, but rather were 
created to thrive in environments strongly marked by 
the diverse elements of the world.

pteroK
The Pterok would be identified by a surface-dwell-

ing human as pterodactyl-folk. They possess wings 

and the power of flight, and are the most erudite and 
reflective of the Dragon Kings. They lived primarily 
alongside the Goro monks of Agharta until the Nazis 
invaded and took over their traditional ranges; now 
they have been pushed out into other parts of the Hol-
low Earth in refugee enclaves.

raptoK
The Raptok are slender, powerful theropods, and 

would be identified by humans as looking like veloci-
raptor-folk (at least, if the human in question learned 
everything they know about dinosaurs from Jurassic 
Park). They possess sharp talons and fangs, and are the 
most social and gregarious of the Dragon Kings; in the 
Age of Legends, they were generally the Dragon Kings’ 
envoys to humanity. Now, they are by far the most pop-
ulous of the People, outnumbering any other Breed 
two-to-one. They live primarily in the great jungles and 
plains of Biotopia and similar “lost worlds” where they 
raise up stone temples to the Smoking God, as they 
have since the dawn of time.

anKloK
The Anklok are hulking, heavily-armored crea-

tures that look like humanoid ankylosaurs. They are 
the most solitary and violent of the Dragon Kings, 
dwelling primarily on the broad hot plains and in the 
mountainous hills of the Hollow Earth; it is the Ank-
lok who traditionally keep watch over the tunnels of 
the sinister, mind-controlling Derro. The Anklok are 
an honest people who prize integrity, and they have 
taken particular offense to Nazi occupation of por-
tions of the Hollow Earth.

mosoK
The Mosok look somewhat like large, bipedal croc-

odiles, with flattened tails and wide, webbed digits that 
make them slow and lumbering on land, but graceful 
and deadly in the water. They are cunning, manipula-
tive, and adaptable; they have the fewest social ties to 
the other Breeds, but also the least need for them. The 
Mosok spend most of their time in the lakes and rivers 
of the Hollow Earth, building their settlements along 
the shorelines.
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playing the dragon Kings
The following rules allow players to create and play 

Dragon King characters:

essenCe and essenCe reneWal
Dragon Kings cannot speed their Essence renewal 

through ritual behavior in the fashion of the Chosen. 
They must respire the Essence of the world. They gain 
(2 + Essence rating) points of Essence at sunrise each 
day, and use this sensation to keep time within the Hol-
low Earth, for the Smoking God never leaves the sky in 
many of its realms.

Dragon Kings Essence pools and Essence use per 
turn rules are identical to those of Dragon-Blooded.

Additionally, a Dragon King’s Essence rating acts to lim-
it both her Intelligence and her advancement in the Paths of 
Prehuman Mastery, according to the following table:

Dragon King characters begin play at Essence 2.

Breed Features
When you select your Breed, note its Breed features, 

Breed Attributes, Breed Abilities, and Breed Paths.

intelligence & Path maximUms

essence rating maximUm intelligence & 
Path rating

1 1

2 3

3-5 5

character creation
Creating a Dragon King works a lot like creat-
ing any other World of Darkness character. The 
steps are outlined below:

steP 1: character concePt

 • Consult with other players and come up 
with an appealing concept.

 • Pick the Breed that seems the most appeal-
ing, and note its Breed features (see below).

 • Select Nature and Demeanor.
steP 2: attribUtes

 • Mark down one dot in each Attribute.
 • Note Breed Attributes (see below). Breed Attri-

bute bonuses may raise an Attribute above 5 dots.
 • Rank categories of Attributes (Physical, Social, 

Mental) in order of importance to your character.
 • Divide 7 dots among primary Attributes, 5 

dots among secondary Attributes, and 3 dots 
among tertiary Attributes.

steP 3: abilities

 • Note Breed Abilities (see below). Breed 
Abilities work the same as Caste Abilities.

 • Rank categories of Abilities (Talents, Skills, 
Knowledges) in order of importance to your character.

 • Divide 13 dots among primary Abilities, 
9 dots among secondary Abilities, and 5 dots 
among tertiary Abilities.

 • No Ability can have more than 3 points 
without spending Freebie Points.

steP 4: advantages

 • Choose one Path of Prehuman Mastery as 
a Favored Path. Your Favored Path receives the 
same experience point discount as Breed Paths.

 • Choose Path powers (5 in total). At least 3 
Path powers must be from your Breed Paths.

 • Select 5 dots of Backgrounds.
 • Write down three Intimacies.

steP 5: finishing toUches

 • Record Willpower (3), Essence rating (2), and 
Essence pool (6). Essence pool begins at maximum.

 • Spend Freebie Points (15), and, optionally, 
purchase Merits and Flaws (max. 7 points).

freebie Point costs

Attribute 5

Ability 2

Breed Ability 1

Path 8

Essence 10

Backgrounds 1

Willpower 1
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Pterok

Erudite flying Dragon Kings, driven from their 
ancestral homes. 

 • Breed Attributes: Dexterity +2, Perception +2

 • Breed Abilities: Academics, Athletics, Occult

 • Breed Features: 

 • Pterok are capable of flight at twice Pterok are capable of flight at twice 
their movement speed, but are awkward on the their movement speed, but are awkward on the 
ground, and cannot sprint. ground, and cannot sprint. 

 • The unusual structure of their arms rais-The unusual structure of their arms rais-
es the difficulty to use tools not designed for Pter-es the difficulty to use tools not designed for Pter-
ok use which require fine manipulation by +1. ok use which require fine manipulation by +1. 

 • Their wing buffets inflict +1 bashing Their wing buffets inflict +1 bashing 
damage, while their bite inflicts +1 lethal dam-damage, while their bite inflicts +1 lethal dam-
age and does not need a grapple.age and does not need a grapple.

 • Breed Paths: 

 • The Celestial Air PathThe Celestial Air Path

 • The Path of Clear AirThe Path of Clear Air

raPtok

Gregarious and ferocious Dragon Kings who 
hunt and socialize with equal fervor.

 • Breed Attributes: Strength +1, Dexterity 
+1, Stamina +1, Perception +1

 • Breed Abilities: Crafts, Etiquette, Expression

 • Breed Features: 

 • The tough scales of the Raptok add The tough scales of the Raptok add 
one die to all soak rolls. one die to all soak rolls. 

 • Their claw and bite attacks inflict +2 lethal Their claw and bite attacks inflict +2 lethal 
damage, and they do not need to grapple to use damage, and they do not need to grapple to use 
their bite attack.their bite attack.

 • Breed Paths: 

 • The Path of Growing WoodThe Path of Growing Wood

 • The Path of Shaping WoodThe Path of Shaping Wood

mosok

Clever, aquatic Dragon Kings who always find a 
way to come out on top.

 • Breed Attributes: Strength +2, Stamina +2, 
and one additional Bruised health level

 • Breed Abilities: Brawl, Larceny, Survival

 • Breed Features: 

 • Mosok may swim at their full sprinting Mosok may swim at their full sprinting 
speed, and hold their breath for (Stamina x 20) min-speed, and hold their breath for (Stamina x 20) min-
utes, but are cumbersome on land and cannot sprint. utes, but are cumbersome on land and cannot sprint. 

 • The thick scales of the Mosok add two The thick scales of the Mosok add two 
dice to all soak rolls.dice to all soak rolls.

 • Their claw attacks inflict +1 lethal dam-Their claw attacks inflict +1 lethal dam-
age, while their bites inflict +2 lethal damage, age, while their bites inflict +2 lethal damage, 
and they do not need a grapple to bite.and they do not need a grapple to bite.

 • Their tail strikes inflict +1 bashing damage.Their tail strikes inflict +1 bashing damage.

 • Breed Paths: 

 • The Path of Flowing WaterThe Path of Flowing Water

 • The Path of Shimmering WaterThe Path of Shimmering Water

anklok

Solitary and honorable Dragon Kings, heavily 
armored and always ready to fight.

 • Breed Attributes: Strength +2, Stamina +2, 
and one additional Bruised health level

 • Breed Abilities: Melee, Law, Survival

 • Breed Features: 

 • The armored hide of the Anklok adds The armored hide of the Anklok adds 
three dice to all Soak rolls. three dice to all Soak rolls. 

 • Their claws and bite inflict +1 lethal Their claws and bite inflict +1 lethal 
damage, but the armored club on the end of damage, but the armored club on the end of 
their tail allows them to inflict +2 bashing dam-their tail allows them to inflict +2 bashing dam-
age with a tail strike.age with a tail strike.

 • Breed Paths: 

 • The Path of Blazing FireThe Path of Blazing Fire

 • The Path of Flickering FireThe Path of Flickering Fire
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appropriate BaCKgrounds
When creating your Dragon King, all of the fol-

lowing Backgrounds are appropriate choices:

• Allies (V20, p. 111)

• Alternate Identity (V20, p. 111)

• Arsenal (Hunter: The Reckoning, p. 120-121)

• Backup (M20, p. 306-307)

• Contacts (V20, p. 112)

• Destiny (M20, p. 311-312)

• Fame (M20, p. 313-314)

• Fetish (W20, p. 137-138)

• Influence (V20, p. 114-115)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (V20, p. 115)

• Resources (V20, p. 115-116)

• Retainers (V20, p. 116)

Dragon Kings may also benefit from the following 
new Backgrounds:

dragon nest
Your character has seized or discovered a Dragon 

Nest – whichever the case may be, it’s hers now. Rather 
than rating its size or power, dots in this Background 
measure how secure the Dragon Nest is from hostile 
intrusion. Each dot of Dragon Nest increases the dif-
ficulty of all efforts to infiltrate or attack the Nest by 
anyone you haven’t granted access to, and a –1 difficul-
ty bonus to your attempts to spot, track, and identify 
intruders, or to defend the Nest from assault.

past lives
Dragon Kings cannot outright purchase this Back-

ground. Instead, they automatically gain dots in it as 
their Essence rating increases. At Essence 3, a Dragon 
King gains Past Lives 2. At Essence 4, her rating increas-
es to Past Lives 3. At Essence 5, she gains Past Lives 4.

Once per game session, a player may roll this Back-
ground’s rating and add it to the Ability rating of a 
roll she’s about to make. Unlike Exalts, Dragon Kings 
have no restrictions in which Abilities they can draw 
on through their Past Lives, as they have been continu-
ously reincarnating throughout the current Age.

supernatural status
No mere outsider, this Background reflects a Drag-

on King who has put in the work to embed herself in 
the power structure of one of the great supernatural 

societies of the World of Darkness. It’s difficult for a 
Dragon King to have more than a few dots of this Back-
ground, eternal outsiders that they are.

• Acknowledged; your peers recognize your 
name when it comes up. You’re a member 
in good standing, if an unusual one.

•• Credible; you’re considered noteworthy 
within your society.

••• Respected; your word carries weight, 
and you may have some manner of for-
mal position such as Harpy or Sheriff.

•••• Admired; you’re looked up to, or per-
haps feared. You certainly hold some of-
fice of formal authority, such as Keeper 
of Elysium or Seneschal.

••••• Revered; if you’re not officially calling 
the shots in your area now, it’s only be-
cause you don’t want to put that kind of 
target on your back.

speCial rules For 
dragon Kings

Dragon Kings differ from the Exalted in a number 
of respects.

Breed aBilities and attriButes
Breed Abilities enjoy the same immunity to 1s as 

Caste/Aspect Abilities. 
Breed Attribute bonuses do not; they’re simply bo-

nuses added to the Dragon King’s Attributes, which 
allow her to exceed a rating of 5 in certain Attributes 
by an amount equal to the bonus.

parrying
Unlike the Exalted, Dragon Kings cannot parry or 

block ranged attacks without special magic to permit 
them to do so.

soaK
Dragon Kings may soak lethal damage, but cannot soak 

aggravated damage without employing specialized magic.

poison and disease
Dragon Kings possess no special protections from 

poison or disease.
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health and healing
Pterok and Raptor possess the normal human com-

plement of seven health levels, while Anklok and Mosok 
possess an additional Bruised health level. Dragon Kings 
do not enjoy the accelerated healing rate of the Chosen, 
nor is their healing always flawless. They heal at the same 
rate and in the same fashion as human beings.

supernatural resilienCe
Dragon Kings are considered supernatural beings 

rather than human for the purpose of effects which 
discriminate against human targets. For example, a 
werewolf Gift which withers its target’s limb for sever-
al days, but whose effects are permanent when aimed 
against a normal human, would only wither a Dragon 
King’s limb for several days.

stunting
Dragon Kings are of course capable of performing 

stunts just like the Chosen. Naturally, Essence-wield-
ing dinosaur men have no difficulty riding a motor-
cycle through a stained glass window rather than just 
using the front door.

intimaCies
Dragon Kings are remnants of the Age of Legends, and as 

such, possess and use Intimacies just like those of the Chosen.

Charms
Dragon Kings can’t learn or use Charms. Instead, 

their Essence expresses itself through ten ancient paths 
of mystical power. These Paths of Prehuman Mastery 
work in the same fashion as a vampire’s Disciplines; 
that is to say, a Dragon King must buy the first dot of a 
Path before she can buy the second, and must buy the 
second before she can learn the third.

anima
Because they are completely reconciled to wielding Es-

sence from the moment of birth, Dragon Kings experience 
no dissonance with their power when spending Essence; 
none of it escapes into their spiritual aura, and as such, 
Dragon Kings do not ever manifest an anima banner.

Caste marKs
The Dragon Kings have no caste marks or equiva-

lent thereof.

anCient sorCery
Dragon Kings may learn ancient sorcery, but only 

upon reaching Essence 5. Its miracles are reserved for 
the greatest of their kind.

experienCe
Dragon Kings spend their experience points ac-

cording to the following chart:

paths oF prehuman mastery
These are the ancient Essence-wielding arts of the 

Dragon Kings, by which they have harnessed the power 
of the elements since time immemorial.

the Celestial air path

pierCing the Celestial veil (•)
The Dragon King may attune her senses to the 

Gauntlet and that which lies on the other side of the 
barrier between worlds.

System: Roll Perception + Occult against difficulty 
7. Success allows the character to see nearby spirits in 
the Penumbra, and also to speak to and understand 
them. Alternately, rolling against difficulty 9 allows the 
character to see ghosts in the Shadowlands.

touCh the Celestial Form (••)
The Dragon King infuses her body with rarefied 

Essence, allowing her to touch or even inflict violence 
upon spirits from across the Gauntlet.

System: The Dragon King reflexively spends 1 

exPerience Point costs

neW ability 3

ancient sorcery sPell 15

attribUte current rating × 4

ability current rating × 2

breed ability current rating × 1

neW breed/favored Path 6

neW other Path 7

breed/favored Path current rating × 4

other Path current rating × 5

WillPoWer current rating

essence current rating × 8
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Essence, allowing her to physically interact with (and 
attack) spirits and ghosts that she can perceive for the 
rest of the scene.

open the Celestial doorWay (•••)
The Dragon King performs a very brief ritual, bidding 

the Gauntlet to part and allow her passage, in accordance 
with ancient pacts between her people and Heaven.

System: Spend one minute in ritual prayer, then 
spend 1 Essence and roll Intelligence + Occult against 
a difficulty of the local Gauntlet rating. Success opens 
a portal into the Penumbra for the span of precisely 
ten breaths that the character and any very nimble 
companions can pass through. This Charm may also 
be used in reverse to return to the material world.

The character also permanently gains the ability to 
understand the language of spirits and to make herself 
clearly understood by them.

summon Celestial servant (••••)
In recognition of their ancient service as warriors 

of Heaven, the Dragon King may call upon the right to 
command the least denizens of the Spirit World.

System: Spend 1 Essence, then engage in a con-
tested Willpower roll (difficulty 6) against a gaffling. 
If the Dragon King accumulates more successes, the 
spirit will serve her faithfully for one day per success 
by which she won the contest. This power cannot com-
mand any spirit of jaggling or greater rank, nor any 
spirit of intrinsically wicked nature or which has been 
corrupted by the Wyrm or similar spiritual horrors.

Bar the doorWay oF heaven (•••••)
Placing a bit of her Essence into a handful of 

prepared crystals, the Dragon King may ward an area 
against spiritual intrusion or observation.

System: The Dragon King must place at least four 
crystals at the edges of the area to be warded (which 
can be no larger than a city block), charging them with 
her Essence as she does so. Each point of Essence in-
vested raises the local Gauntlet and Shroud by +1 so 
long as the crystals remain undisturbed; if this should 
raise the rating above 9, then the Gauntlet or Shroud 
becomes completely opaque, and spirits or ghosts can-
not see into the physical world at all. The warded rea-
son simply appears to be a dense mesh of webs, or a 
thick featureless fog.

the path oF Clear air

Clarity oF sense (•)
The Dragon King feeds her Essence into the air 

around her, transforming it into a far more efficient 
medium for her senses.

System: Reflexively spend 1 Essence. For the rest 
of the scene, add the Dragon King’s Path of Clear Air 
rating in bonus dice to all Perception rolls.

see the Winds oF essenCe (••)
The Dragon King may attune her senses to the 

winds of magic, perceiving the works of the supernatu-
ral in the world around her.

System: Reflexively spend 1 Essence. For the rest 
of the scene, the Dragon King may perceive the swirls 
of energy that denote active magical effects, Dragon 
Nests, dragon lines, magical objects, and supernatural 
beings (although this power won’t reveal what kind of 
supernatural being a person might be).

visions oF attaCK and deFense (•••)
The power of the wind heightens the Dragon King’s 

senses, whispering to her of impending attacks and of the 
best angle to send death rushing to meet her enemies.

System: Reflexively spend 1 Essence. For the next 
(Essence rating) turns, the Dragon King may add her Path 
of Clear Air rating in bonus dice to all Athletics and Fire-
arms-based attacks, and also to all dodge attempts.

anCient understanding (••••)
The Dragon King may touch an object or person 

and mingle her Essence with it and with the air around 
her. A moment later the wind whispers the subject’s 
secrets to her.

System: Touch the targeted object or person and 
spend 1 Essence, then roll Perception + Academics. 
Success grants the Dragon King the answer to one 
short and simple question about the object or person. 
The difficulty is 6 for objects, 7 for magical objects, 
and (subject’s Willpower rating) for people.

inhuman Clarity oF perCeption (•••••)
The Dragon King achieves ultimate clarity of vi-

sion, piercing all deceptions and obfuscations.
System: Reflexively spend 2 Essence to immediate-

ly defeat all forms of mundane and supernatural con-
cealment, invisibility, and disguise. Any character that 
is trying to hide from the Dragon King is immediately 
revealed to her senses. Anyone trying to masquerade as 
something they are not finds their deceptions laid bare.
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the path oF solid earth

lithiC understanding (•)
The Dragon King may commune with the nascent 

spirit of rock and crystal, letting it guide her efforts.
System: Reflexively spend 1 Essence. For the rest 

of the scene, add the Dragon King’s Path of Solid 
Earth rating in bonus dice to all Science rolls to under-
stand the composition and properties of earth, stone, 
and crystal, and to all Crafts rolls to work with such 
substances, whether compounding a mineral poison, 
carving a statue or faceting a jewel. Finally, the Dragon 
King may work stone and crystal using no tools other 
than her own claws.

shape the earth (••)
Concentrating her Essence into her hands and 

claws, the Dragon King may work stone with her bare 
hands as though it were soft clay.

System: This power’s effects may be deployed at 
will. While Shape the Earth has obvious utility in 
sculpture, it can also be used to dig through or easi-
ly climb up stone surfaces, or to repair cracked and 
weathered stone.

BeCome stone (•••)
The Dragon King temporarily transforms her body 

into living stone.
System: Reflexively spend 1 Essence to transform 

into living stone for 24 hours. The Dragon King does 
not need to eat, drink, or breathe while she is stone, 
and may easily be mistaken for a statue if she remains 
still. She gains 100 pounds of weight and cannot 
sprint, but also adds +4 dice to all soak rolls, +1 dam-
age to all attacks which inflict bashing damage, and 
may block attacks which inflict lethal damage with her 
bare hands. She can also soak aggravated damage while 
in this form, albeit at difficulty 8.

Command the earth (••••)
So long as she is in contact with the soil or stone she 

wishes to manipulate, the Dragon King may cause trench-
es to appear in the Earth, walls of stone to burst from the 
ground, or even force open gaps in stone surfaces.

System: Spend 2 Essence. For the rest of the scene, 
the Dragon King may roll Dexterity + Crafts (difficulty 
6 to 8, depending on how large or intricate a trench, 
pit, wall, or similar manifestation she’s trying to create) 
to manipulate gross quantities of earth that she is in 
physical contact with.
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unity With earth and stone (•••••)
The Dragon King may immerse herself in stone 

and soil, moving through it as though she were part of 
it. She doesn’t risk suffocating, and can even see and 
hear through the surrounding material for a few yards 
so that she knows where she’s going.

System: Reflexively spend 1 Essence to become 
one with the Earth for the rest of the scene. The Drag-
on King can move horizontally or vertically through 
solid rock, soil, crystal, and even through structures 
made of those substances at her full movement speed. 
She’s also immune to damage from stone and crystal 
weaponry, and may fight while partially embedded in a 
stone wall or similar surface, lowering the difficulty of 
her soak rolls by two.

the path oF yielding earth

speed healing (•)
The Dragon King’s infusion of Essence brings 

with it the benefit of miraculously fast and efficient 
healing, rivaling the natural gifts of the Chosen.

System: The Dragon King touches herself or someone 
else and spends 1 Essence. All of the injuries the subject 
suffers from at the time Speed Healing is used heal with 
the speed and efficiency of the Exalted (see Chapter Two).

Balm oF health (••)
The Dragon King’s touch conveys the enduring 

health of the Earth, greatly bolstering a subject’s im-
mune system.

System: The Dragon King touches herself or some-
one else and spends 1 Essence. For the next (Essence rat-
ing) days, that individual recovers from diseases as though 
they were one of the Exalted (see Chapter Two), cannot 
contract new diseases, and is entirely immune to poison.

restore (•••)
Simply by fitting broken pieces back together 

again, the Dragon King may restore any broken tool 
to functionality.

System: Upon correctly assembling the pieces of 
a nonfunctional tool or machine, the Dragon King 
spends 2 Essence to instantaneously erase the wear 
and tear of time and hard use, mend any overt damage, 
and restore any depleted fuel or power sources. At least 
90% of the item must be present for this power to do 
any good, and correctly assembling complex machin-
ery may require an Intelligence + Technology roll. Mag-
ical items are beyond the scope of this power to repair.

empoWer healing (••••)
The Dragon King lays her hands on herself or a 

patient and infuses them with pure healing Essence.
System: Spend 2 Essence and roll Wits + Medi-

cine against difficulty 6. For each success, the subject 
immediately heals either two levels of bashing damage 
or one level of lethal damage.

transCendent healing (•••••)
The Dragon King’s touch may burn away even fes-

tering wounds and malignant curses.
System: Spend 3 Essence, 1 Willpower and roll 

Wits + Medicine against difficulty 7. Each success cures 
one level of aggravated damage, on either the Dragon 
King herself or a patient she is touching.

the path oF BlaZing Fire

First light (•)
The Dragon King may conjure an aura of light, 

about as bright as a bonfire, and use it to enchant an 
object or person.

System: The Dragon King touches an object, her-
self, or someone else and spends 1 Essence. The en-
chanted object or individual glows as bright as a bon-
fire for the rest of the scene, providing illumination 
– and making stealth impossible.

lesser ConJuration oF Flame (••)
The Dragon King may light objects on fire with a 

mere touch.
System: The Dragon King may touch an object 

and, with a turn’s concentration, cause it to catch fire 
if it is flammable. Alternately, she may touch an object 
that is not flammable, spend 1 Essence, and cause it to 
become wreathed in flames for the rest of the scene. 
These flames specifically cannot harm her, although 
any secondary fires they ignite can, and so Lesser Con-
juration of Flame is useful for enchanting burning 
swords and clubs.

Bolt oF Fire (•••)
The Dragon King hurls a bolt of flame from her 

hand.
System: Roll Dexterity + Athletics (difficulty 5) to 

aim the attack. The flame bolt has a damage rating of 
5 (lethal) and a range of 40; reflexively spending 1 Es-
sence raises its damage to 8 and its range to 60 for the 
next (Essence rating) turns.
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Command Fire (••••)
The Dragon King becomes master of all flames, 

bending all extant fire to her will.
System: Spend 2 Essence. For the rest of the scene, 

the Dragon King may command existing flames to 
bend, spread, retreat, flare up, or extinguish according 
to her will. She can reflexively make flames bend away 
from herself and up to her Essence rating in allies, im-
munizing them against environmental harm from fire. 
With a turn’s concentration, she can cause an existing 
flame to intensify or decrease one degree in terms of 
heat, or command it to spread outwards along a flam-
mable surface up to (Essence × 5) yards, or to retreat 
off of a flammable surface up to the same distance.

immolation (•••••)
The Dragon King may hurl explosive fireballs from 

her hands.
System: Spend 3 Essence and roll Dexterity + Ath-

letics against difficulty 7 to conjure and direct the fire-
ball. If successful, the Dragon King hurls her projectile 
to some point within 50 yards, whereupon it detonates. 
Everything within 10 yards of the point of explosion is 
subjected to 8 dice of lethal damage. Everything flam-
mable within 5 yards of the point of impact is set ablaze.

the path oF FliCKering Fire

Flashing agility (•)
The Dragon King learns to move with the nimble 

flickering movement of a dancing flame.
System: Reflexively spend 1 Essence. For the rest 

of the scene, add the Dragon King’s Path of Flicker-
ing Fire rating to all Athletics rolls involving jumping, 
climbing, or balance, as well as her Initiative total.

Fiery proWess (••)
The Essence of roaring flame sharpens the Dragon 

King’s aggression and reflexes, lending her movements 
a crisp and brutal precision in battle.

System: Reflexively spend 1 Essence. For the next (Es-
sence + 1) turns, add the character’s Path of Flickering Fire 
rating to all Brawl and Melee-based attack and parry rolls.

speed oF Flame (•••)
The Dragon King may pump Essence into her 

stride, moving like a wildfire across the savanna.
System: Reflexively spend 1 Essence. For the rest 

of the scene, the Dragon King multiplies her move-
ment rate by her Path of Flickering Fire rating.

one Fire, many Flames (••••)
The Dragon King blurs into violent motion, like 

an image glimpsed through heat-haze; when an observ-
er’s vision clears, she is surrounded by defeated foes.

System: Reflexively spend 1 or more Essence, up to 
a maximum of the number of Essence the character can 
normally spend per turn. At the end of the current turn, 
the Dragon King may take a number of extra actions at 
her full dice pool equal to the points of Essence spent.

perFeCtion oF movement (•••••)
The Dragon King fights and moves with the per-

fect confidence of a controlled burn.
System: Reflexively spend 1 Essence. For the rest of 

the scene, the Dragon King lowers the difficulty of all 
combat actions, and all agility-based Athletics actions, by 
one. Soak and damage rolls do not lower their difficulty.

the path oF FloWing Water

Clinging puddle style (•)
The Dragon King may anchor herself to the earth, 

becoming immovable and gaining perfect balance. No 
force can separate her from whatever surface she clings 
to – not even gravity.

System: Reflexively spend 1 Essence. For the rest of 
the scene, the Dragon King is immune to knockdown and 
knockback effects; she cannot be moved against her will. 
Furthermore, she cannot lose her balance, no matter how 
slippery or precarious her footing. Finally, she can creep 
along walls and ceilings, so long as she makes sure some 
part of her always remains in contact with the surface.

mist WalKing style (••)
The Dragon King masters the art of striding upon 

airs and vapors as easily as she did solid surfaces.
System: This power permanently upgrades Cling-

ing Puddle Style. While it is active, the Dragon King 
may also walk upon surfaces far too insubstantial to 
carry her weight, such as paper, water, clouds, or even 
smoke. By reflexively paying 1 Essence, she may even 
run across thin air for (Essence rating + 1) turns.

vault-BreaChing method (•••)
Walls and doors become no obstacle for the Drag-

on King, who may bypass them at will.
System: By concentrating for a turn, the Dragon 

King can force her head and one arm through a door, 
wall, or similar barrier so long as it is no more than 
a foot thick. She moves slowly while phased in this 
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manner, and so can take no violent action, but she 
can do things like look around, grab a small object out 
of a safe, or turn a latch. At the end of the turn, she is 
forced back out of the wall. Alternately, by spending 1 
Essence and spending a turn forcing herself through, 
the Dragon King may entirely bypass a wall, door, or 
similar barrier up to (Essence rating) feet thick, step-
ping through it as though she were a ghost or a fog.

distanCe-ignoring teChnique (••••)
The Dragon King may focus her will upon a dis-

tant point within range of her natural senses, and, 
with a moment’s concentration, contract the distance 
to nothingness, instantly teleporting to that point.

System: Reflexively spend 2 Essence to teleport in-
stantly to any point the character can directly perceive 
with at least one of her senses.

Create gateWay (•••••)
The Dragon King may ritually prepare a space, 

marking it with potent occult symbols using her claws 
and decorating it with specially sculpted crystals laid 
out in a ring. At any point in the future, she may enact 
a quick rite to tear a rift in space, allowing her (and 
perhaps her companions) to return to this ritual point.

System: Spend 3 Essence to consecrate the return 
point of this power. Only one return point may be con-
secrated at a time; creating a new one voids the power 
resident in the old site. While anywhere in the worlds 
of flesh or spirit, the Dragon King may describe a cir-
cle in the air with her claws, hiss a word of command, 
spend 3 Essence, and create a burning rift in the air. The 
rift persists for one minute, and anyone who touches it 
is drawn through and sent to Create Gateway’s return 
point. The Dragon King has no control over who uses 
the rift once she creates it. It’s impossible to see through 
the rift to know in advance where it goes (or if the ritual 
site has remained safe to return to).

the path oF shimmering Water

visage oF another FaCe (•)
The Dragon King may veil herself in illusion, ap-

pearing to be something she is not. The resulting guise 
is convincing, but fragile.

System: Spend 1 Essence. The Dragon King may 
appear to be someone else for the next (Essence rat-
ing) hours. The resulting illusory individual must be of 
roughly similar size to the Dragon King, so she could 
not, for example, pretend to be a small child or an el-
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ephant. She could present herself as a Dragon King of 
another Breed or gender, a human, or even as a size-
able beast such as a pony or emu. The illusion encom-
passes the senses of sight and sound (her voice sounds 
like whatever she’s pretending to be), but not smell, 
taste, or touch, so the Dragon King must be careful to 
limit contact with others. She also can’t imitate specif-
ic existing individuals. She could dream up “a human” 
disguise, even re-using that same disguise multiple 
times, but couldn’t make herself specifically look like 
the CEO of Magadon Pharmaceuticals.

averting the eyes (••)
The Dragon King may smooth her way through 

the world with Essence, causing the eyes and attention 
of others to slide away from her presence.

System: Reflexively spend 1 Essence. For the rest 
of the scene, add the character’s Path of Shimmering 
Water rating to all Stealth rolls.

guise oF the neW Form (•••)
The Dragon King refines her techniques of il-

lusion such that they are no longer able to easily be 
pierced by casual contact.

System: Visage of Another Face is permanent-
ly enhanced, such that the Dragon King presents as 
whatever she masquerades as to all senses, including 
mystical ones, although she gains no powers or abilities 
she wouldn’t otherwise have. She may also present the 
illusion of becoming inanimate objects, but is still re-
stricted to masquerading as things that are roughly the 
same size that she is.

unseen Form teChnique (••••)
Rippling like light on water, the Dragon King be-

comes truly invisible.
System: Reflexively spend 2 Essence. The Dragon 

King becomes invisible for the rest of the scene – even 
if she engages in combat or other violent activity. The 
difficulty of all Stealth rolls is lowered by four (to a mini-
mum of 3), and anyone trying to target the Dragon King 
without being able to see her does so at +2 difficulty.

veil oF deCeption (•••••)
The Dragon King may veil herself in the illusory 

appearance of specific other individuals.
System: By paying 1 additional Essence when ac-

tivating Visage of Another Face, the Dragon King may 
pretend to be specific existing real people. All attempts 
to pass as the person she has disguised herself as are 
made at –3 difficulty.

the path oF groWing Wood

verdant understanding (•)
The Dragon King may establish a wordless spiritual 

communion with all manner of plants and plant matter.
System: Reflexively spend 1 Essence. For the rest 

of the scene, add the Dragon King’s Path of Growing 
Wood rating to all Science, Survival, and Craft rolls 
involving plants, wood, and plant matter.

empoWer plants (••)
The Dragon King may coax out the deepest secrets 

of vegetative matter, enabling her to craft wondrous 
prodigies out of root and vine.

System: Spend 1 Essence before attempting a 
Craft, Science, or Technology roll. The Dragon King 
may attempt to craft any sort of standard item or tech-
nology out of plants. She can’t create magical or fan-
tastic technology such as a flying carpet or jet pack, but 
could build a functioning computer, automobile, or 
firearm out of nothing but plant matter.

shape plants (•••)
The Dragon King gives a gift of her Essence, and near-

by plants grow and reshape themselves to suit her desires.
System: Spend 1 Essence. For the rest of the scene, 

the Dragon King may use demand that living plant matter 
reshape itself into simple tools (defined as tools with no 
moving parts, such as a comfortable chair, a vine bridge, 
or a spear) simply by spending a turn in concentration.

alter plants (••••)
The Dragon King may infuse a plant with her Es-

sence, causing it to grow rapidly, or to animate and 
attack her enemies.

System: Touch a plant and spend 2 Essence to 
cause it to grow up to (Essence rating) years in a matter 
of minutes, allowing the character to force a plant to 
bear fruit or to grow tall and mighty in a matter of sec-
onds. A plant can’t be force-grown more than once per 
month. Alternately, touch a plant and spend 1 Essence 
to animate it for the rest of the scene. It can’t uproot it-
self and move, but it can flail and strike with vines and 
limbs. An animated plant attacks with Attribute and 
Ability ratings equal to the Dragon King’s Essence rat-
ing. Man-sized plants inflict +1 bashing damage, while 
larger plants inflict +2 bashing damage.
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plant WalK (•••••)
The Dragon King becomes one with the Essence 

of wood, and may move into and through both living 
and dead wood as easily as air.

System: Reflexively spend 2 Essence. For the rest 
of the scene, the Dragon King may move at full speed 
into and through plant matter. She can move up and 
down inside of wooden structures and trees, as well 
as sprinting through them. She is immune to dam-
age from wooden weapons, which pass through her 
as though she isn’t there. Finally, she can walk into a 
plant, reflexively spend 1 Essence, and emerge from 
within another plant she can perceive with her imme-
diate senses. Attempts to strike her while she is partial-
ly within plant matter are made at +2 difficulty.

the path oF shaping Wood

shaping the BarK (•)
The Dragon King infuses claw and hide with Es-

sence, subtly reshaping her body to become a more 
effective predator. Her skin becomes harder and more 
leathery, her teeth and claws longer and sharper.

System: Reflexively spend 1 Essence. For the rest 
of the scene, the Dragon King’s natural attacks increase 
their damage by +1, and her natural soak increases by +2.

alter the trunK (••)
The Dragon King can stretch and shape her body 

to extend her reach, or slide through narrow gaps.
System: Reflexively spend 1 Essence. For the rest 

of the scene, the Dragon King may cause any of her 

limbs, or even her neck, to extend up to (Essence × 2) 
yards. She can also slowly squeeze herself through spac-
es that should be far too small to admit her.

adaptation (•••)
The Dragon King hardens her frame against the 

punishment of the elements, adapting features such as 
thick feathers, insulated fur, or heat-resistant hide.

System: Spend 1 Essence. For the next 24 hours, 
the Dragon King is completely unbothered by the rig-
ors of one variety of extreme environment or environ-
mental damage of her choice (such as scorching desert, 
freezing cold, sandstorms, or blizzards).

Form oF another Breed (••••)
The Dragon King reshapes her body into the form 

of another Dragon King Breed.
System: Spend 2 Essence. For the next 24 hours, 

the Dragon King loses her Breed bonuses and advan-
tages, and gains those of a different Breed.

Form oF the terriBle anCestors (•••••)
Suffusing herself with potent Essence, the Dragon 

King takes on a terrible atavistic form, swelling up into 
a war-shape reminiscent of a nightmarish dinosaur.

System: Spend 2 Essence and a turn transforming. 
The Dragon King may maintain the transformation 
for up to one scene at a time. While wearing the Form 
of the Terrible Ancestors, she gains one of the follow-
ing set of Attribute modifications, chosen when this 
power is purchased: Either +4 Strength, +1 Dexterity, 
+3 Stamina, or +4 Strength, –1 Dexterity, +4 Stamina.
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FAUSTUS: Where are you damn’d?

MEPHISTOPHELES: In hell.

FAUSTUS: How comes it, then, that thou art out of hell?

MEPHISTOPHELES: Why, this is hell, nor am I out of it.

—Christopher Marlowe, The Tragical History of Dr. Faustus

Vampire: the Dark Ages was released in 1996 as 
a stand-alone corebook allowing players to tell stories 
about the Kindred during “the Long Night,” arguably 
the greatest period of unchecked vampire power in his-
tory, whose excesses ultimately led to countless deaths 
during the fires of the Inquisition, the foundation of the 
modern sects, and the establishment of the Masquer-
ade. It was extremely popular, producing a wide array 
of supplements, and later, a revised edition (Dark Ages: 
Vampire) which acted as an anchor for an entire series 
of Dark Ages corebooks for Werewolf, Mage, and oth-
er games. Over the course of this publication history, 
the timeframe moved from 1196 to 1230, spanning the 
Fourth Crusade and an evolution of vampire politics in 
the form of the War of Princes.

So: What if the Black Vault opened during that pe-
riod, and the Chosen returned to a world illuminated 
by candlelight and faith: a world of castles, steel, and 
uncharted oceans?

The Dark MeDieval
The year is 1230 Anno Domini and the light has 

grown dim indeed. Constantinople, the eastern jewel 
of Christendom, still smolders in the wake of the di-
sastrous Fourth Crusade. Mother Church wrestles with 
kings and queens for sway over the souls of Europe, even 
as in Iberia, neighbors sharpen their blades against one 
another, and a truly unstoppable force rumbles toward 
the courts of Bohemia from the distant Asian steppe.
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And yet the cycles of steel and flame, coin and fealty, 
politics and piety are only the surface of the Dark Medi-
eval world. After honest men and women retire to their 
beds, corpses rise to conspire with one another and drink 
the blood of the living. Men who are truly wolves hunt 
and reave and slaughter in the moon-drenched woods. 
Inscrutable magicians hoard unwholesome secrets in re-
mote caves and crumbling towers built by long-depart-
ed Roman hands. Lights dance in the sky and in the 
forest when the fae set to their wars and amusements, 
transforming the lives of those who stray from their daily 
routines to witness them – rarely for the better. In se-
cret chambers beneath the Vatican, haggard bishops and 
cardinals debate the growing and irrefutable proof that 
Satan’s servants walk abroad in the night.

The average peasant is very poor indeed, but life it-
self is rich, for the average man or woman knows their 
place in the world and the will of the divine Creator of 
All. The world is small, for travel is difficult and news 
propagates slowly. It is, in short, a world where things 
seem to never change, until they very suddenly do, often 
in a torrent of fire and blood.

All of these things – the labors of peasants, the 
oaths of knights, the thirst of vampires – float atop the 
long-buried bones of a forgotten age of unimaginable 
splendors. As the sun grows dim and dead in the sky 
one late-Winter morning, the final remnants of that era 
will come to revisit the Dark Medieval world, transform-
ing it forever.

DarkeneD SkieS
On March 14th, 1230, a solar eclipse darkens much 

of Europe, slashing across the British Isles, the Holy Ro-
man Empire, Constantinople, and much of North Afri-
ca. The path of totality crosses Norway and Sweden, on 
down into Scotland and England. Peasants laboring in 
the fields put down their tools in confusion and trep-
idation as the sun grows dark and the night-birds and 
insects begin to sing. They return to their beds, only for 
daytime to resume in about an hour.

When some of them rise, they are no longer mere-
ly mortal. Across Dark Medieval Europe – across the 
world – men and women receive the blessing of the gods 
of old, endowed with legendary strength not seen nor 
imagined since the earliest days of the Earth.

Somewhere, something has gone terribly wrong. 
Though it should have remained sealed forever, the 

Black Vault is open, and the power of the Exalted un-
leashed once again. To the Dragon-Blooded, this is a ca-
lamity beyond measure, and one demanding immediate 
action – but what action could possibly stop the Chosen 
from once more visiting fire and chaos upon the world?

Telling STorieS: The Black vaulT

The Black Vault is located far to the east, in a land 
found on exceedingly few European maps, secreted away 
within the depths of a harrowing and frozen mountain 
known in this period as Chomolungma. Whatever ca-
tastrophe has resulted in its being cast open, the fami-
lies of Europe received no warning beforehand – or did 
they?

• Journey to the East: It is yet decades before the birth 
of Marco Polo, and Asia remains a mystery to most Euro-
peans. A pilgrimage East to investigate the breach of the 
Vault must by necessity carry characters into long-vili-
fied Outremer to pick up the Silk Road, and from there 
a long journey through the thoroughly unfamiliar land-
scapes of both mundane and supernatural India awaits.

• Mysteries of the Spirit World: The return of the 
Exalted rocks the Spirit World like an earthquake. Per-
haps the spirits may know why the Vault stands open, 
forestalling a long land journey into hostile courts and 
unfamiliar lands? But if some conspiracy winds through 
the Velvet Shadow, it reaches deep into the spirit wilds, 
and will necessitate venturing far from the familiar shal-
lows of the Penumbra, and treating with truly mighty 
and ancient beings.

The Dragon-BlooDeD
The houses of the Dragon-Blooded have Balkan-

ized, rent by the fires of history, geography, and society. 
Europe has turned inward on itself, grown insular, and 
fallen out of touch with the rest of the world, and so too 
have its Terrestrial bloodlines. No one has heard from 
the eldest families which guard mighty Chomolungma 
and the Black Vault in over 100 years, and the state of 
Terrestrial affairs in Asia is nearly a complete mystery. 
Closer to home, the Crusades have made contact be-
tween the houses of Europe and Outremer difficult, 
strained, and prickly.

How fares the blood of the dragons? Who can say? 
Some believe their kind to be flourishing in this time of 
slow post-Roman consolidation. Some believe the Drag-
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on-Blooded to be on the verge of extinction, taking the 
silence from the distant east to be evidence that there is 
no one left there to hear from.

What is certain is that the night folk are stronger 
now than they have been at any point in even the very, 
very long memory of Terrestrial demigods, straining the 
resources and health of burgeoning Dark Medieval cities 
with their depredations, and that they are on a collision 
course with the Holy Church of Rome – one that very 
few sensible Terrestrials want to be anywhere near when it 
boils over. Hunker down and wait out this storm, as we have so 
many others. That is the common consensus, the common 
wisdom, of the grandmothers and grandfathers.

Still, some say, perhaps this age of arrogant kings 
and venal priests is a fine enough one. It’s not an age 
of exploration, of curiosity, of all-consuming lust for 
ancient secrets, after all; if even the Dragon-Blooded of 
Europe are slowly losing track of the secrets of the Black 
Vault, how could any others uncover it?

They’re wrong, of course, terribly wrong, and will 
soon discover as much to their inestimable sorrow, and 
perhaps that of the entire world.

The Dragon-ToucheD
It’s not an age of global travel, or even of very much 

local travel, and so the Dragon-Touched are very much 
kept well in hand during the Dark Medieval. The proud-
est accomplishments of the European Dragon-Blooded 
are five small villages: one in Bohemia and another in 
Hungary, one in Iberia, and two in France: the popu-
lation of each consists entirely of the Dragon-Touched.  
The blood of the dragons runs thicker here than it has 
anywhere in the world in many generations, but protect-
ing the rural Dragon Nest at the heart of each of these 
tiny hamlets has proven to be an incredible challenge.

Still, these are aberrations. The majority of Drag-
on-Touched stand among the ranks of lesser nobility, 
pushed into carefully arranged marriages by controlling 
family elders who micro-manage their affairs for the 
greater good of the bloodline. In this, their experienc-
es are no different than the majority of the era’s minor 
aristocracy, and the vast majority have no idea of their 
ancient lineage or their family’s deeper secrets.

Dragon neSTS
Dragon Nests are much more abundant in the Dark 

Medieval period than the modern nights, but, perhaps 
paradoxically, also more ferociously contested. The ma-
gicians and especially the werewolves of the Dark Me-
dieval world are brazen, fearless, and have few scruples 
about insinuating themselves into the affairs of a castle 
built atop a place of power, or arranging to simply sack 
the place and claim it for their own. The Dragon-Blood-
ed must devote significant time and resources to keeping 
those who would steal their sacred sites at bay, or arrang-
ing to play the night folk off against one another to keep 
them too weak to challenge the Terrestrial families for 
ownership of their all-important Dragon Nests. Luckily, 
it is thoroughly ordinary and unremarkable for a noble 
house to go to great lengths to fortify and defend its cen-
tral holdings during this period.

Who openeD The Black Who openeD The Black 
vaulT?vaulT?

In Exalted vs Dark Ages, this question is left 
deliberately unanswered. Travel is much more 
difficult in this era, and high-speed global 
communication nearly nonexistent, even 
with the aid of magic. Perhaps House Neman 
grew corrupt in isolation from its fellow fam-
ilies and was inveigled to release the Chosen 
into the world. Perhaps some Dragon-Blood-
ed house grew lax with its secrets, and one of 
the powers of Europe successfully sent agents 
east to seek out the source of legendary power 
that the Terrestrial Exalted have guarded since 
time out of mind. Likely candidates might in-
clude the Tremere, Clan Tzimisce, the Order 
of Hermes, the Shadow Lords, or the Siberian 
Uktena. Or perhaps this is a foreign calamity: 
a scheme of the Yama Kings, or of the courts 
of the Hungry Dead. Perhaps it’s something 
else altogether? The answers – as well as wheth-
er or not the answers are ever revealed in play 
– are entirely up to you.
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TerreSTrial  
houSeS of europe

There are over a dozen Terrestrial families active in Eu-
rope during the 12th and 13th centuries, all of which remain 
sporadically in contact with one another, although years or 
even decades may pass in isolation. Most have a dozen or so 
Chosen in their ranks, surrounded by significantly higher 
numbers of Dragon-Touched children, cousins, and grand-
children. A few are severely on the decline, having dwin-
dled to only a handful of Exalted scions, while the largest, 
House Miculescu, boasts 19 Exalts at present.

The calDerMonT faMily

The primarily Water Aspected family now calling 
itself Caldermont arrived in the British Isles with the 
Romans, embedding themselves around the powerful 
Dragon Nest at what was then Aquae Sulis, and is now 
modern Bath. A modest house claiming only nine Ter-
restrial scions, the Caldermonts have chosen to protect 
their holdings not through force of arms, but rather 
with a complex web of favor-hoarding, blackmail, and 
secrets which tie together several surrounding supernat-
ural communities. In short, the Caldermonts operate 
extensive spy networks stretching from London west  
to Cornwall, and up north as far as Leeds, and use the 
secrets they learn to act as information brokers for any 
vampire, werewolf, or magician able to offer them some-
thing useful in return.

The Sokolov faMily

The Sokolovs are a very minor Air Aspected blood-
line currently claiming only three Exalted among their 
ranks, who have secreted themselves among the boyars 
of Kiev. Having established itself in the region during 
the 9th century, the House of Sokolov was once a signifi-
cantly more powerful and prominent family, but suffered 
disastrous losses of both Exalted and Dragon-Touched 
during a series of conflicts with Silver Fang werewolves 
in 1102 and again in 1191. It is generally supposed by 
other Terrestrial families that the Sokolovs will probably 
disappear sometime in the next few centuries, or possi-
bly much sooner if their historic werewolf enemies are 
able to locate their current holdings.

The BeauDonnier faMily

The Fire Aspected House of Beaudonnier is pur-
suing a curious and perhaps dangerous course: it has 
tied its fortunes to those of the Church, and seeds both 
Dragon-Blooded scions and a growing number of Drag-
on-Touched into the ranks of the clergy. Other families 
look askance at attempting to influence a power such as 
the Church, and question what good vows of celibacy 
and monastic living will do for a Terrestrial family, but 
the Beaudonniers are convinced they’ve seen a path to 
prominence and influence throughout the continent. 
They currently hold a single Dragon Nest situated at the 
center of a monastery in Champagne.

The MiculeScu faMily

The mainly Earth Aspected House of Miculescu has 
been embedded in its Hungarian holdings since the glo-
ry days of Rome. It stands presently as the largest of Eu-
ropean Dragon-Blooded families, with significant mer-
cantile holdings in the west in and around Esztergom, 
and three Dragon Nests in the land surrounding Bucha-
rest in the east. Unfortunately, the House of Miculescu 
is also situated in some of the most violently contested 
supernatural territory in Europe, caught in the midst of 
a three-way war between Transylvania’s werewolves, ma-
gicians, and vampires – and the family is beginning to 
realize that the line between the magicians and vampires 
has grown more blurry than they had previously realized.

The eSclarMonDe faMily

Of all the families of Europe, the House of Es-
clarmonde is perhaps the strangest. Primarily Wood 
Aspected, the family holds two small Dragon Nests in 
Languedoc, both within the bishopric of Gévaudan. The 
Esclarmondes have abandoned the conventional wisdom 
that only the blood of the Dragons may strengthen itself, 
and have spent the last 150 years building extensive ties 
to the region’s shapeshifters, including intermingling 
their Dragon-Touched with families known to harbor 
werewolf blood. The Esclarmonde ancestral manse con-
tains one of the greatest libraries of ancient sorcery in 
all of Europe, and the family grandmothers believe they 
have discovered a way to blend the strength of wolf and 
dragon into something new and vital, to replenish their 
failing numbers. Only time will tell whether their exper-
iments will save or doom the House of Esclarmonde.
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TerreSTrial  
houSeS aBroaD

That the Dragon-Blooded of Europe have lost track 
of their far-flung brethren doesn’t mean they’ve ceased 
to exist: quite the contrary. The Dragon-Blooded of Asia 
presently outnumber their European counterparts, and 
debate the wisdom of mounting an expedition to re-estab-
lish contact with their wayward brethren, who have fall-
en into troubling silence in the wake of their long string 
of odd religious wars and imperial collapses. Across un-
charted seas, the long-lost House of Kununurra boasts the 
greatest number of scions of the era, with an incredible 
40 Terrestrial Exalted; unfortunately, almost half of their 
number are exceedingly ancient and respected grand-
mothers and grandfathers who are not expected to live to 
see the midpoint of the century. Three forgotten Houses 
occupy North America, and five live among wealthy em-
pires of Central and South America. No less than seven 
bloodlines call Africa home, though the fortunes of the 
North African House of Anippe are at their lowest point 
in centuries; it is, in fact, in the midst of transferring its 
power to a minor, Turkish-influenced cadet branch of the 
House, the Zahirs, who have seen three Exaltations from 
among their ranks in the last decade.

Telling STorieS:  
The Dragon-BlooDeD

The families of Europe are scattered, fragmented, 
and wholly unprepared for the return of the Chosen. 
They will struggle, both to put forward a coherent re-
sponse at all, and to coordinate with one another to de-
termine what that response should be. It is entirely likely, 
even probable, that the families will splinter, with some 
(long-used to ruling absolutely within their domain) not 
waiting for consensus before they swing into action.

• Exploiting the Chosen: The Dragon-Blooded are 
deeply embroiled in the precarious conflicts of the super-
natural world, and if they can bend the newly-returned 
Chosen to support their agendas – perhaps with the 
promise of lore, secrets, and sorcery – then they could 
easily swing the course of events like the Omen War that 
currently rages in Transylvania, or the sudden rise of the 
ancient vampire calling himself Mithras in London.

• Reviving the Wyld Hunt: It’s simple: the Exalted 
shouldn’t be here. The last time they ran wild upon the 
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Earth, there almost wasn’t an Earth left by the time the 
dust settled, and now the world is much smaller, more 
fragile, and far less able to resist the power and passion 
of the Chosen. Surely those abroad are working on some 
great plan to restore the sanctity of the Black Vault? In 
the meantime, the Celestial Exalted must be contained, 
which is to say, kept from incarnating and gaining power 
by any means necessary.

DeuS vulT:  
The reTurn  
of The SolarS

Solar Exaltation slashes across the world, landing 
here, there, transformative, indiscriminate. Men and 
women alike are filled with holy power, irrespective of 
role or station. Peasants are made as holy and powerful 
as clergy, knights elevated to divinity alongside crimi-
nals, lords raised up during the same celestial event as 
farmwives. Nor is Europe alone transformed: the golden 
light of the sun falls also upon Norseman, Saracen, and 
Mongol rider. It uplifts the brave and the bold of cul-
tures unheard-of, in lands undiscovered.

Agents of peace bend all ears to their words. Seek-
ers of knowledge find the book of ages open to their 
wisdom. Men of war grow unstoppable. The return of 
the Solars is not subtle; it is a violent, transformative 
thing, bestowing upon singular individuals might to ri-
val Mother Church or the Holy Roman Empire. The 
order of the day will not survive this – nor will the reign 
of the night folk.

The choSen of The Sun
Solars of the Dark Medieval are drawn from individ-

uals who meet the same criteria as in Exalted vs World 
of Darkness: they must be purely human, and they must 
have survived a brush with the supernatural, but most of 
all, they must be individuals of drive and passion: excep-
tional men and women who would change the world, if 
given the opportunity to do so.

And now they will. Their light is bright, uplifting, and 
fearsome to the eyes of the wicked. Should they claim the 
blessing of God, this will seem plausible to many. But their 
strength upends the existing power structures of the day, 
and this makes them enemies of prince and prelate alike.

DaWn caSTe

In the Dark Medieval, Dawn Castes rise up from 
among those who live by the sword. Mercenaries, con-
scripts, knights, crusaders, and even village ruffians may 
display the sunburst brand.

ZeniTh caSTe

Zeniths of the Dark Medieval are men and women 
of faith and conviction, and it matters not where that 
faith or conviction is placed. They will rise from among 
the ranks of clergy in both Europe and Outremer, but 
also will appear as pilgrims and smallfolk of great heart 
and great will. None will remain small for long.

TWilighT caSTe

The Dark Medieval may be characterized as an age 
of ignorance, but it’s also a time when people know how 
much has been lost, and how much might yet be dis-
covered. Twilights are drawn from those who yearn to 
recover the lost knowledge of Greece and Rome, to push 
the boundaries of mathematics and science, to shine the 
light of logic into every corner of God’s creation and 
discover the manifold secrets of the world.

nighT caSTe

In an unjust age, mere survival may be a criminal act; 
and those who excel at survival may become heroes. Night 
Castes may be spies, poachers, bandits, or even disenfran-
chised nobility. They might also be urchins, pickpockets, 
lepers, or any other sort forced to live outside of proper 
society. Whatever the world promised them, it reneged, 
and now they have the power to take it all back.

eclipSe caSTe

The Eclipse Caste rises from among the more cosmo-
politan ranks of the Dark Medieval: explorers, traders, diplo-
mats, courtiers, those who have lived and experienced things 
outside the dim circle of their original circumstances.

Telling STorieS:  
The Solar exalTeD

The Solar Exalted have been granted enormous 
strength in an age where power is the ultimate arbiter. 
Moreover, that power is manifestly holy: by turns it com-
forts, scours the wicked, and shines bright with glory and 
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splendor. It is not a Christian power, but it will often be 
interpreted as such by those who come to bear it. The 
same assumptions will be made beyond the boundaries 
of Christendom: Solar Exaltation is an irrefutable expres-
sion of divine sanction to go forth and change the world.

• Scouring the Darkness: The Solar Exalted aren’t 
just inheritors of power, they’re folks who’ve seen the 
darkness up close and personal: felt its fangs, or sobbed 
in terror as a beast with human gait and inhuman fury 
tore through their village. Now they can easily spy out 
the hiding-places of the night folk, and make the world 
a human place, a clean place.

• The Great Crusade: Swords win crowns, and cru-
sades win the Lord’s favor. These are the fundamental 
assumptions of the era, and the Solar Exalted have little 
reason to question them. Why should a man wielding 
an undefeatable blade not be king? Why should a wom-
an who can burn away evil with a sermon not lead the 
masses to glory? What will happen when two opposing 
demigods finally meet at cross-purposes? And who will 
make any deal necessary with the darkness to stop the 
great wars and crusades of the Chosen?

fangS anD hereSieS:  
The lunar exalTeD

Lunar Exaltation in the Dark Medieval invests itself 
in exceptional outsiders, a term that encompasses very 
different people in very different parts of the world. In 
Europe, it may well mean those who make their lives 
on the margins of respectable society, such as bandits 
or lepers; it can also mean people whose very existence 
places them outside the acceptable community of feu-
dal Christendom, such as heretics, pagans, Jews, homo-
sexuals, or women (or men) who have transgressed the 
socially acceptable boundaries of their gender. If society 
at large would see an individual dragged at swordpoint 

or in chains back to their “proper place” or else simply 
done away with altogether, Luna’s blessing may pause as 
it passes over them in seeking a hero.

Outside of European Christendom, things are very dif-
ferent of course. Lunars could arise in any Asian populace 
being oppressed by Mongolian conquest, among Christian 
and Jewish minorities in Outremer, or indeed from among 
slaves anywhere in the world. Lunar Exaltation seems to 
take a particular delight in breaking the chains of slaves.

The free
Lunar Exaltation isn’t like Solar Exaltation. It’s 

not glorious and inspiring to those who witness it; in 
fact, considering the circumstances which might fit the 
description of “a person loathed by society suffering to 
survive in extremis,” it’s often fatal for everyone else 
present. Lunars don’t present the appearance of a di-
vine visitation. They’re viscerally terrifying. They learn 
new forms by drinking blood and devouring flesh. They 
are, in short, the power of nature and the old gods – the 
oldest gods – incarnate. Nothing about them reassures 
those who hated a Lunar before her Exaltation. If any-
thing, the trappings of their divinity only serve to con-
firm any suspicions a Lunar’s neighbors may have had 
about her ungodly nature.

But her goddess-toughened hide can turn aside 
swords and arrows more effectively than the finest suit 
of armor. She no longer has to take care not to offend 
those around her. Exaltation has given her claws and 
fangs, speed to shame the wind, and a hundred forms 
in which to escape and confound those who despise her. 
She’s wild, angry, and unstoppable. In short, she is free, 
and may do with her power as she and she alone wishes.

As a consequence of Exaltation, Lunars are also ini-
tiated into a realm of mysteries beyond the boundaries 
of Christian theology. Upon escape from the immediate 
crisis of their Exaltation, they’re ushered into an animis-
tic garden beneath the skin of the world: a landscape 
of spirits, of hidden meaning given literal expression: 
a realm of old gods and older symbols. Other sorts of 
Chosen may not initially even suspect the existence of 
the Umbra, but every Lunar at least glimpses it in the 
first day among the ranks of the Chosen, and many 
quickly find a way to return to the Spirit World, and 
learn to navigate its mysteries.

Quick QueSTionQuick QueSTion

Imagine this: instead of dying early from drinking 
too much fermented mare’s milk, Ögedei Khan 
Exalts as a Dawn Caste. How fucked is Europe?
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Telling STorieS:  
The lunar exalTeD

In the Dark Medieval, there is a place for every man, 
and every man is expected to hold to his place; this goes 
double for women, of course. But there’s no place for a 
peasant girl wracked by visions and seizures, or a man 
who stubbornly sets out offerings for the gods of his 
mother and his mother’s mother, and there is certainly 
no place for the divine beast they may become in the 
wake of Lunar Exaltation. No matter; they possess the 
strength now to carve out a place with fang and fury, and 
to slay and devour whatever offends them.

• Grendel Stands Triumphant: Lunars are disrup-
tive, and the forces of the Dark Medieval do not sit idly 
by while their power is flaunted. The actions of the Lu-
nar Exalted will draw down the forces of the Church 
in the form of the Inquisition, military intervention by 
nobility seeing their lands slip out of their control, and 
indeed strikes by the night folk watching their careful 
plans and precious territories being disrupted. How 
long can it be, indeed, before a Lunar who sets her claws 
and fangs against the entire world to protect that which 
she cherishes finds herself facing down the other Exalt-
ed, harboring visions and dreams of their own?

• Liberation of the Meager: If the order of the world 
offends her, a Lunar may cast it down in blood and in 
fire. Having broken her own chains, what if she decides 
to scour slavery as an institution from the Earth? Having 
been oppressed and suppressed, what if she decides to 
end the tyranny of the Church, or break the back of 
the empire which conquered her people? These things 
may be within her power, but forces both mundane and 
supernatural will swarm out to oppose her.

heralDS of  
ancienT WiSDoM: 
The SiDereal exalTeD

Once, each and every one of the Sidereal Exalted 
were destined for something significant. Perhaps he is 
the man who would have become Pope. Perhaps she 
would have whispered in a king’s ear, and forestalled a 
war. Perhaps they would have invented a new kind of sail-
ing rig, one durable enough to one day enable a journey 
west to find a new world. Whatever a Sidereal’s destiny 
may have been, it’s gone now: their Exaltation destroyed 
it, tormenting them with visions and revelations of the 
world as it truly exists over a span of days. 
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Alone among the Celestial Exalted, the Sidereals 
know precisely what they are: ministerial agents of fate, 
selected to guide the course of the world from what is 
to what must be. In short, they’re here to save the Earth, 
though it won’t be by the direct might of their arms or 
the weight of their magic. Oh, they’ll use both of those 
things, of that there can be no doubt, but the world is 
a much bigger thing than anyone without their scope of 
vision can imagine, and countless moving parts – which 
is to say, lives, events, human souls, and inhuman beings 
– need to be moved into place if the world is to keep on 
spinning toward whatever destiny has in store for it.

olD SoulS, olD knoWleDge
There’s something terribly Greek about all of it: 

fates and furies, heroes and monsters, a hidden world of 
the supernatural boiling away behind the screen of the 
mundane. It’s fitting, in a way; in the Dark Medieval, 
ancient Greece is often revered as the great source from 
which all modern knowledge springs. But there are, of 
course, other questions the Sidereals must ask. Such as: 
What is this all in aid of? And: Whose will do I serve?

The sense of touching the threads of fate is unmistak-
able and irreducible. No Sidereal can do it and not know 
both what she’s about, and how important it is. But the 
question why remains. If she’s been given the Book of 
Ages and told to enforce what is written within, who 
granted her that mission? And who scribed the book? Is 
the Sidereal an angel incarnated upon the Earth to carry 
out God’s will? Is she a new Prophet, somehow sent to 
the world after Muhammad in contravention of all she 
has ever held as true and sacrosanct? Or – nigh-unthink-
able – is the ship of destiny unmanned, with no hand at 
its wheel? If so, whose design does the Sidereal carry out?

Preserve the Earth. Whatever hand wrote it, that’s the mis-
sion. Steer the world away from calamity. But what calamity?

choSen of JourneyS

Travel in the Dark Medieval is difficult indeed, and 
most men and women die within a few miles of the spot 
where they were born. The Chosen of Journeys must not 
only impel travelers to those places the design of the world 
needs them to be, but often shepherd them there safely.

choSen of SereniTy

This is an age held together with weddings, treaties, feasts, 

ceremonies, and celebrations. Should that carefully orchestrat-
ed network of bonds falter, the world may come apart into 
chaos and calamity, and it falls to the Chosen of Serenity to see 
that proper unions are forged, relationships maintained, and 
that life does not become an ordeal of thorns.

choSen of BaTTleS

Wars and crusades have decided the fate of nations 
and all who live within them since time out of mind, 
and they will not cease any time soon. As the Chosen 
crash into the Dark Medieval, it falls to the Chosen 
of Battles to intervene and push the course of conflict 
and calamity toward the outcome the world demands. 
Her actions may reap a harvest of suffering today, but 
she alone can see the threads connecting those fields of 
blood and misery to a brighter and safer future.

choSen of SecreTS

The Dark Medieval will soon fall into turmoil and 
upheaval as the forgotten heroes of the Age of Legends 
re-emerge and ruin the plan of every prince, prelate, and 
monster in Christendom and beyond. The Chosen of Se-
crets must ensure that the hidden designs and unknown 
truths of all of these actors be revealed to the right parties at 
the right moments, and hidden from seekers after answers 
when those answers are not yet ready to stand revealed 
– even as they struggle with their own incomplete under-
standing of the tumult into what they have been cast.

choSen of enDingS

There are a host of great endings lurking in the future 
– whatever the Sidereal’s beliefs become she was visited by 
her Exaltation, she cannot now doubt that Armageddon 
is, in some form, a very real thing. But its time is not yet 
imminent, and the world must be preserved for the fore-
seeable future. That means that whatever threatens the 
course of destiny must be brought to a neat and conclu-
sive end, by whatever means the Sidereal can arrange.

Telling STorieS:  
The SiDereal exalTeD

The Sidereal Exalted are hidden by nature, emerging 
from their shadows bearing wisdom and answers (though 
rarely as complete a grasp of the situation as they let on), 
and then often disappear again. In a sudden time of 
shattering divine visitations and upheaval, those they ap-
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proach are often desperate for answers, and a little bit of 
false confidence goes a long way. Should a Sidereal choose 
to present herself as an agent of divine intercession, she is 
likely to find great success, particularly given how difficult 
she is to entrap, and how hard it is to find inconsistencies 
in her accounts or appearance when those things are a 
struggle to remember clearly in the first place.

• Come oh New Era: There’s no greater tool to set 
the course of the world than the Exalted themselves. If 
the Earth is to be preserved and defended, how better 
than to sponsor the rise to power and prominence of 
a group of the Chosen, divinely-blessed and undefeat-
able? The trouble arises, of course, when more than one 
group of Exalted has this idea, and Circles with nations 
at their backs come into conflict.

• The Great Quest: There are keystones around 
which destiny turns, greater even than the Chosen. 
Rather than attempting to win the game of thrones and 
faith, a Sidereal believes she has found one of these great 
pivots in destiny, and she rallies agents to seek it out 
and engage it in whatever way the salvation of the Earth 
demands. Does she believe the future of the world relies 
on the protection of a child? The discovery of a new land 
far across the ocean? The destruction of one particularly 
ancient and horrible monster sleeping deep beneath the 
sands of North Africa?

The four  
horSeMen riDe: The 
aBySSal exalTeD

Perhaps this is why the Black Vault was sealed and 
its guardians told never to allow it to be opened.

The Abyssal Exalted did not find a tunnel of light or 
roaring flames waiting for them as they died. No choir of 
angels. No foggy purgatory. Not even the timeless antici-
pation of bodily resurrection on judgment day. Instead, 
there was pain, and cold, and a voiceless voice making a 
terrible offer: reach out, embrace the grave, and live. In 
the Dark Medieval, it is not merely a test of courage, but 
of faith. Did the Abyssal dare trust in her reward beyond 
this final temptation? Or would she return to the world?

She returned. Whatever her reason, she returned. 
Perhaps she feared Hell awaited her. Perhaps she did not, 
in the ultimate extreme, trust in promises of Heaven. Or 
perhaps, like a ghost, she had unfinished business in the 

world, and felt it worth abandoning paradise to save her 
loved ones, or have her revenge. Whatever her reasons, 
she is here on Earth for as long as there is an Earth, a 
knight of the grave, burning with unwholesome power 
and trailed by twisted shades of the dead.

DeaThknighTS
Abyssals of the Dark Medieval are walking disasters. 

Their very appearance is terrifying: No one of good char-
acter would travel about wearing the trappings of death 
and slaughter. Moreover, the Shroud is generally lower 
in this period than during Exalted vs World of Dark-
ness. People believe in unquiet spirits, and Abyssals are 
magnets for the worst sort of ghosts. Hauntings spike 
wherever an Abyssal goes, and misfortune falls upon the 
land. The night folk, perhaps ironically, are more likely 
to rise up to drive away such disruptive creatures than 
any other sort of Chosen, only to find that an Abyssal 
can push back, and push back hard.

DuSk caSTe

In the Dark Medieval, Dusk Castes are drawn from 
among those who lived and often died by the sword. 
Reavers, bandits, mercenaries, crusaders – all might die 
and find reasons to live again, only for that second life 
to prove a blight upon whatever they cherished in life.

MiDnighT caSTe

Midnights of the Dark Medieval were men and wom-
en of faith and conviction. But what does death and re-
birth do to a person’s faith? What theology can survive 
a walk in the shadowed halls of the Underworld, and 
adoration by screaming souls twisted by agony and spite? 
What cause will a Midnight champion after returning 
from the Underworld to the land of the living, when her 
former flock and community recoils from the sight of her?

DayBreak caSTe

Having glimpsed the Underworld, every Daybreak 
becomes aware of how much wisdom might be torn 
from the lips of the dead and the unhallowed necropolis 
of fallen civilizations. The world is dark and blighted, 
but lost knowledge and forbidden lore lurks in the shad-
ows, for those bold enough to seek it out.
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Day caSTe

Abyssals of the Day Caste likely died at the end of the 
hangman’s noose, and now they will never need fear such 
a fate again. What appetites and ambitions drove them 
there? And what could possibly stop them from pursuing 
such desires now that they have the power of a deathly god?

MoonShaDoW caSTe

Moonshadows traveled far and wide in life, and now 
they have seen the vistas of the Underworld spread out 
before them as well, beckoning, begging for contact and 
communion with the world of skin and breath.

Telling STorieS:  
The aBySSal exalTeD

The Abyssal Exalted have been drawn into the Un-
derworld, exposed to its horrors and woes, its grandeur 
and glory. The souls there cry out for aid and succor, 
even as its horrors acclaim the Abyssals as their new-
found prophets.

• Bleak Riders: The living imagine the dead to have 
gone on to eternal rewards in a distant afterlife, or eter-
nal torment as befits their sins. The Abyssals know bet-
ter: the dead press upon them, begging for boons, for 
redress of grievances, and it is within the power of an 
Abyssal to grant these requests, become a champion for 
the folk of the sunless lands, their agent in the realm 
of the living. Those the Abyssal acts upon will not un-
derstand her reasons, but what matter is that? She has 
seen beyond the veil of life and God does not dispense 
justice. It falls on her to do so in His place.

• Knights of Ruin: The spectres acclaim her their cham-
pion, and the whispers of those who truly made the Earth 
and the heavens above squirm through her nightmares. All 
are in accord: they wish the world returned to them, and 
the Abyssal has the power to grant their prayers, casting all 
the living into the Underworld, and then the Underworld 
into Oblivion. Surely, in time kings and monsters alike 
will stand against her mission, but what matter is that? All 
crowns are mere decorations, all gods false; what can stand 
against the power of dissolution?
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SaTan laughing  
SpreaDS hiS 
WingS: The  
infernal exalTeD

Not even the eldest writings of the Dragon-Blooded an-
ticipated this. They come sweeping out of the east, carried by 
strange baroque devils and lesser spirits of corruption, thence 
to claim souls touched by the supernatural and mired in de-
spair. The Infernal Exalted are the discarded blood-thralls of 
vampires, failed apprentices of the Order of Hermes, abused 
kin of the wolf-changers. They’re the cast-offs and rejects of 
the supernatural world, those who didn’t make the cut, but 
who were left marked and unwholesome in the eyes of so-
ciety by their dalliance with the Satanic forces of the night.

But now their rejection by the vicegerents of the 
Devil is made irrelevant. The power of Hell itself has 
come to them, giving them a second chance to be ele-
vated, to be special, to become more than a penitent 
sinner hoping for redemption for the offense of their 
birth from a silent and judgmental God. 

They emerge from the Chrysalis Grotesque young, 
fit, and bearing all the gifts of the Earth: health, strength, 
and a host of strange magical aptitudes not natural to 
this place or this time. Woe to those who made them 
feel small, feel rejected, feel worthless, for the Infernals 
gain one other blessing along with their Exaltation: a 
sense of the wheel of time turning inexorably toward an 
Age of Darkness. It’s almost here, and it will be their 
time: their time to celebrate in triumph, their time to 
remake the Earth in whatever image they desire.

They have become Hell, and Hell is what you make of it.

DiSTanT coSMologieS

The Infernal Exalted know they’re a part of the vast tap-
estry of the supernatural world, but little of it has anything 
to do with classical Christian theology. The Hell they sense 
somewhere within them is a strange place of alien horrors, 
one they’ll have to learn about as they explore their powers. 
Infernals who Exalt in Asia will find answers to their ques-
tions quickly, but Europe is beyond the influence of the Yama 
Kings, leaving western Chosen to posit their own answers for 
why their powers send tormented souls to freeze forever in a 
winter landscape of wind and darkness, or from whence they 
are drawing the power of an infinite flaying wind.
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Telling STorieS:  
The infernal exalTeD

No Infernal is likely to mistake herself for the hero 
of the story, though she may feel entirely justified in em-
bracing the corrupt power offered to her by a demon. 
After all, the world hasn’t done her many favors along 
the way. What she does with that power… well, that’s an-
other question altogether.

• Soothing the Children: The terrible vampires 
known as the Baali believe they know exactly what pur-
pose the Infernals serve, and what force originally craft-
ed their Exaltations. They’re heralds of the Children, 
the original owners of the Earth, the most ruinous 
powers that have ever existed, and which must be kept 
sleeping forever through offerings of atrocity. The Baali 
will rally to any Infernal willing to have them, believing 
that their many strange Hells represent the dreams of 
the Children, and that each soul cast into those eter-
nal nightmares is another plaything with which to keep 
those elder calamities asleep and satiated.

• Revenge: Infernals were failures – rejects – wash-
outs. Now they’re the most powerful things that have 
ever walked the Earth, and the first order of business 
is settling accounts with whatever forces of the super-
natural world ruined their lives. But the supernatural 
organizes itself into secret societies, and in the Dark 
Medieval, those societies are very good at closing ranks. 
What happens when a Hell-powered Exalt goes to war 
with the entire Order of Hermes, or the Silver Fangs, or 
all the vampires of Prague?

MockerieS of 
goD’S iMage: The 
liMinal exalTeD

There is surely no more damned and miserable creature 
lurching through the Dark Medieval nights than one of the 
Liminal Exalted, for she knows that she lacks the only thing 
of true and immutable value in this era of faith: a soul.

Misbegotten outcasts one and all, the Liminal Ex-
alted cleave to one faint thread of hope: that of redemp-
tion through good works. Their very nature is unholy 
and ungodly, to be certain, but it is not without purpose. 
Vampires have not only transgressed the boundaries of 

the grave, but also of all propriety, styling themselves the 
princes of the night. Perhaps, when the Liminals have 
put the last of them back in the grave where they belong, 
perhaps then God will recognize their service and grant 
that which they so fervently desire: a true soul and some 
hope of eternity in paradise.

Or perhaps not. Damnation is easy, forgiveness and 
acceptance hard to come by. Many Liminals collapse into 
blackest despair and retreat from the world, allowing their 
Essence to curdle and their humanity to calcify. In the 
hinterlands of the black forests along the Danube, in the 
bleakest mountain passes of the Alps, upon the most 
blasted of Scottish heaths, an incautious traveler may find 
a figure squatting among old and broken tombs; and, hail-
ing the figure, may be granted their final sight upon this 
Earth: something rising up and crying out in its lonely 
madness, bristling with an entire village’s worth of limbs.

MakerS of MonSTerS
A few Liminal Exalted come from the experiments 

of Cappadocian vampires prodding at the boundaries 
between life and death, but the vast majority in this era 
come from the experiments of magicians who cannot 
leave well enough alone. The secretive necromancers 
known now as the Itarajana, guardians of a forbidden 
ghost-city deep within the Underworld, sometimes 
bring forth one of the Black Earth Children when their 
rituals go awry. A Liminal created from their botched 
death-magic is unlikely to escape into the night, having 
been Exalted in the uttermost heart of everything she 
exists to stand against. The majority, then, come from 
the labs of the alchemists who will soon unite to form 
the Solificati, or from the surgeries of the Cosians: those 
far-flung descendants of Hippocrates, seekers into the 
mysteries of the flesh and the medical arts.

Liminals wrought from alchemy are likely to be 
viewed as interesting and educational failures: attempts 
to refine a corpse back into its perfected (and thus liv-
ing) state that… almost got there. Pity the alchemist who 
decides to take her creation back apart to learn more 
about what went wrong.

The Cosians are the most likely to build some sort 
of relationship with their creations, although this will not 
place them in good standing with fellows of their order: 
as a whole, the Fellowship is primarily concerned with un-
locking the secrets of anatomy in order to heal the body 
and improve the health of the living, not to play God.
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Telling STorieS:  
The liMinal exalTeD

Liminals are eternal outsiders, unable to stay in one 
place for long because their very nature unites commu-
nities against them. Luckily, there’s no shortage of work 
for them in the Dark Medieval: the dead encroach upon 
the living everywhere, and with greater brazen arrogance 
than at any previous point in history.

• No One Stands Alone: Ultimately, a Liminal fight-
ing by herself will fall. She cannot stand forever outside 
of the circle of human comfort and contact. But who 
will accept a creature not even wrought by the hand 
of God? Can the Liminal make herself a hero of those 
even more downtrodden than herself? Or will she attach 
herself to one individual, pragmatic enough to see her 
strength if not her worth, and place her incredible pow-
er at that patron’s disposal in exchange for acceptance? 
What could a man do, given such an unkillable servant?

• Queen of Worms: Perhaps a Liminal grows tired 
at the last of the world’s contempt, and embraces her 
undeniable strength. Perhaps she stops looking for love, 
for approval, for brotherhood, and brokers in power 
and power alone. Perhaps she makes herself a prince of 
bandits, extorting tribute from all she meets, and col-
lects followers who show her respect if not affection in 
exchange for the crumbs that fall from her table. There 
could be few greater terrors conceivable than a Liminal 
pirate captain, or leader of a band of highwaymen. What 
force could bring such a rogue to justice?

Dark ageS ruleS 
aDJuSTMenTS

For the most part, an Exalted vs Dark Ages game uses 
the same rules as an Exalted vs World of Darkness game, 
but there are a few adjustments. For one, use the V20 
Dark Ages corebook as your basic yardstick for rules, rath-
er than whatever other 20th Anniversary book you might 
have. As for the others, here they are, point by point. If 
something isn’t addressed here, assume it works the way 
Chapter Two or the relevant Exalt chapter says it works.

naTure anD DeMeanor
Nature and Demeanor work as described in V20 

Dark Ages.

DifficulTy lock
As in Exalted vs World of Darkness, the difficulty 

of your rolls never goes over 9.

BoTcheS
Botches work as described in V20 Dark Ages.

MulTiple acTionS anD 
exTra acTionS

Multiple action and extra action rules work as de-
scribed in Chapter Two.

iniTiaTive
Exalted vs Dark Ages uses the V20 Dark Ages Ini-

tiative rules, as described in Chapter Two of this book.

full DefenSe
Full defense works as described in V20 Dark Ages.

MulTiple opponenTS
Exalted vs Dark Ages doesn’t level penalties for be-

ing surrounded by opponents.

grappling
Exalted vs Dark Ages uses the grappling rules found 

on page 298 of W20, where only the character in control 
of a clinch gets to hold the enemy or inflict damage, and 
a clinched character who wishes to damage the individual 
grappling her must first turn the tables and gain control 
in order to do so. It specifically doesn’t use the clinch rules 
on page 347 of DA20 where both characters in a clinch 
damage one another every turn. Dragon Coiling an elder 
for six levels of damage only to instantly get popped like a 
grape by Potence 7 is hilarious but not particularly heroic.

417

EXALTED VERSUS DARK AGES



Soak
It is assumed that mortals – that is, ordinary human 

beings – cannot soak lethal or aggravated damage with 
their Stamina, and must use armor to protect themselves 
from swords, arrows, and the claws of angry beast-gods.

aBiliTieS
In Exalted vs Dark Ages, the Exalted use the follow-

ing core Abilities, which differ from Exalted vs World 
of Darkness:

• Talents: Alertness, Athletics, Awareness, Brawl, 
Empathy, Expression, Intimidation, Leadership, Leger-
demain, and Subterfuge.

• Skills: Animal Ken, Archery, Commerce, Crafts, 
Etiquette, Melee, Performance, Ride, Stealth, and Sur-
vival.

• Knowledges: Academics, Enigmas, Hearth Wis-
dom, Investigation, Law, Medicine, Occult, Politics, 
Seneschal, and Theology.

All of these Abilities are described in V20 Dark Ages.

Special SySTeMS 
for The exalTeD

All special systems for the Exalted work as detailed 
in Chapter Two, with two exceptions. 

First: Exalted vs Dark Ages treats the Great Curse 
rules in Appendix One as a default feature of the game, 
rather than an optional inclusion. In Exalted vs Dark 
Ages, the Chosen haven’t been released as a deliberate 
countermeasure against the impending end of days; their 
liberation is an unexpected disruption of the course of 
history, and it is very much up in the air whether they 
will transform the world into a better place, or set it 
ablaze with their wars and passions.

The second exception has to do with wielding Won-
ders; in the Dark Ages, only Talismans may generally be 
created or used, as the Devices of M20 are yet within their 
mystic infancy. The Exalted wield these without fear of 
Backlash; a magic sword in the hands of an Exalt operates 
exactly as one would expect of a magic sword. See Dark 
Ages: Mage for more information on Talismans.
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aDJuSTeD ruleS for 
Dragon-BlooDeD

Dragon-Blooded use the following rules adjustments:

BackgrounDS
The Dragon-Blooded may use the following Backgrounds:

• Allies (DA20, p. 179)

• Alternate Identity (DA20, p. 179)

• Contacts (DA20, p. 179)

• Cult (see p. page 290)

• Dragon Nest (see p. page 59)

• Dragon-Touched (see p. page 59)

• Fame (DA20, p. 180)

• Familiar (see p. page 293)

• Fetish (W20, p. 137-138)

• Influence (DA20, p. 181)

• Jade Talisman (Kindred of the East, p. 86-87)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (DA20, p. 181)

• Resources (DA20, pp. 181-182)

• Retainers (DA20, p. 182)

• Secrets (W20 Changing Breeds, p. 212)

• Spies (M20, p. 325)

• Supernatural Status (see p. page 59)

• Talisman (Dark Ages: Mage, p. 88)

• Totem (W20, p. 140)

aSpecT aBiliTieS
Dragon-Blooded make the following adjustments to 

their Aspect Abilities, and adjust the scope of their “Ex-
cellence”-type Charms accordingly:

• Air: Academics, Archery, Athletics, Awareness, Eti-
quette, Occult, Seneschal, Stealth

• Earth: Alertness, Brawl, Commerce, Crafts, Enig-
mas, Intimidation, Leadership, Theology

• Fire: Athletics, Empathy, Etiquette, Expression, 
Hearth Wisdom, Intimidation, Melee, Ride

• Water: Brawl, Commerce, Enigmas, Investigation, 
Law, Legerdemain, Politics, Subterfuge

• Wood: Animal Ken, Archery, Empathy, Hearth 
Wisdom, Medicine, Performance, Ride, Survival

reMoveD charMS
The following Charms do not exist in Exalted vs 

Dark Ages:

• Air: Lightning Hand Prana

• Earth: Roaring Dragon-Motor Nimbus, Indestructi-
ble Hero’s Chariot, Data Permanence Record

• Fire: Road-Punishing Peel Out, Tire-Burning Technique

aDJuSTeD charMS
The following Charms work differently in Exalted 

vs Dark Ages:

• Fire: Ghost-Fire Arsenal, Ringing Anvil Onslaught

• Water: Window-in-the-Door Technique

• Wood: Swallows Defend the Nest

ghoST-fire arSenal (•••)
The Exalt may only create weapons contemporary 

to the time period and of which she is aware (so no ma-
chine guns, and nobody outside of Asia is likely to be 
creating repeating crossbows).

ringing anvil onSlaughT (••••)
The Dragon-Blooded can make no more extra at-

tacks than the lowest of her Archery, Brawl, or Melee 
Abilities (to a minimum of 1).

WinDoW-in-The-Door TechniQue (•)
Roll Perception + Legerdemain rather than Percep-

tion + Larceny.

SWalloWS DefenD The neST (••••)
Roll Dexterity + (Archery or Athletics) rather than 

(Athletics or Firearms).
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neW charMS
The following Charms are exclusive to Exalted vs 

Dark Ages:

air aSpecT charMS

arMor-calling gale (•)
A powerful wind carries the Exalt’s armor into 

place, and does up its straps and buckles in moments.
System: Reflexively spend 1 Essence to don a suit of 

armor the Exalt owns instantly, so long as the armor is 
within 50 yards. This Charm is precise enough to open 
packs, windows, or any other simple obstacles between 
the Dragon-Blooded and her armor.

earTh aSpecT charMS

perfecTeD  
ScaleS of The Dragon (••)

The Dragon-Blooded learns to extend the solidity of 
her Essence into her armor, making it as one with her.

System: The Dragon-Blooded ignores penalties for 
wearing any armor she has at least an hour’s familiarity 
with wearing and moving around in. Furthermore, such 
bonded armor cannot be destroyed or damaged by pow-
erful attacks (see DA20, p. 345). Finally, bonded armor 
feels as comfortable as any ordinary clothing, and does 
not fatigue the Exalt or cause her any discomfort; she 
can sleep in it without fear of aches or stiffness.

fire aSpecT charMS

SWeeTen The Tap MeThoD (•)
The Dragon-Blooded lets her passionate Essence in-

fuse the libations around her, helping them to loosen 
tongues and cloud wary minds.

System: The Dragon-Blooded spends a few minutes 
circulating through a social affair, then spends 1 Essence. 
All alcohol being served at the occasion increases its po-
tency fivefold, though it tastes no stronger than normal.
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aDJuSTeD  
ruleS for SolarS

The Solar Exalted use the following rules adjustments:

BackgrounDS
Solars may use the following Backgrounds:

• Allies (DA20, p. 179)

• Alternate Identity (DA20, p. 179)

• Contacts (DA20, p. 179)

• Cult (see p. page 290)

• Dragon Nest (see p. page 59)

• Fame (DA20, p. 180)

• Familiar (see p. page 293)

• Fetish (W20, p. 137-138)

• Influence (DA20, p. 181)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (DA20, p. 181)

• Past Lives (see p. page 81)

• Resources (DA20, pp. 181-182)

• Retainers (DA20, p. 182)

• Spies (M20, p. 325)

• Supernatural Status (see p. page 81)

• Talisman (Dark Ages: Mage, p. 88)

• Totem (W20, p. 140)

caSTe aBiliTieS
Solars make the following adjustments to their Caste 

Abilities, and adjust the scope of their “Excellence”-type 
Charms accordingly:

• Dawn: Alertness, Archery, Athletics, Brawl, Intimi-
dation, Melee, Leadership, Ride

• Zenith: Animal Ken, Expression, Intimidation, 
Law, Leadership, Performance, Survival, Theology

• Twilight: Academics, Craft, Enigmas, Hearth Wis-
dom, Investigation, Medicine, Occult, Theology

• Night: Alertness, Archery, Athletics, Enigmas, In-
vestigation, Legerdemain, Stealth, Subterfuge

• Eclipse: Awareness, Commerce, Empathy, Eti-
quette, Law, Politics, Seneschal, Subterfuge

reMoveD charMS
The following Charms do not exist in Exalted vs 

Dark Ages:

• Dawn: Glaive of Steel and Gasoline

• Night: Easy Rider Method

aDJuSTeD charMS
The following Charms work differently in Exalted 

vs Dark Ages:

• Dawn: Immortal Armory of the Sun, Peony Blos-
som Technique, Tiger-Warrior Training Technique

• Twilight: Legendary Scholar’s Curriculum

• Eclipse: Master Equestrian’s Techniques, Phantom Steed

MaSTer  
eQueSTrian’S TechniQueS (•)

The Solar gains no discount in buying Ride dots. 
In the Dark Ages setting, this is a 2-dot Charm, rather 
than a 1-dot Charm as in the modern setting, due to the 
ubiquity of mounts and mounted combat.

iMMorTal  
arMory of The Sun (••)

When creating weapons, the Solar may only create 
weapons contemporary to the time period and of which 
she is aware (so no bazookas, and nobody outside of 
Asia is likely to be creating repeating crossbows).

phanToM STeeD (•••)
In the Dark Ages, this Charm is primarily used to 

create a phantom horse, but may still be used to create 
a vehicle such as a phantom carriage drawn by phantom 
horses, if desired. Non-period-appropriate vehicles such 
as cars cannot be created.

peony  
BloSSoM TechniQue (••••)

The Solar can make no more extra attacks than the 
highest of her Archery, Brawl, or Melee Abilities.
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Tiger Warrior  
Training TechniQue (••••)

The Solar may train her students in Archery rather 
than Firearms, and also in Ride.

legenDary  
Scholar’S curriculuM (•••••)

The Solar may train her students in Commerce, 
Hearth Wisdom, Enigmas, Seneschal, and Theology 
rather than Computer, Science, or Technology.

neW charMS
The following Charms are exclusive to Exalted vs 

Dark Ages:

DaWn caSTe charMS

hauBerk-SuMMoning geSTure (••)
The Solar extends her limbs and closes her eyes, remem-

bering the weight of her armor, and a moment later memory 
becomes reality as she becomes enwrapped in steel.

System: The Solar either spends one turn in con-
centration to summon a suit of armor she owns onto 
herself, regardless of how far away it may be; or else she 
may reflexively spend 1 Essence to instantly don the ar-
mor in a flash of light.

aDJuSTeD  
ruleS for lunarS

The Lunar Exalted use the following rules adjustments:

BackgrounDS
Lunars may use the following Backgrounds:

• Allies (DA20, p. 179)

• Alternate Identity (DA20, p. 179)

• Contacts (DA20, p. 179)

• Cult (see p. page 290)

• Dragon Nest (see p. page 108)

• Fame (DA20, p. 180)

• Familiar (see p. page 293)

• Fetish (W20, p. 137-138)

• Heart’s Blood (see p. page 108)

• Influence (DA20, p. 181)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (DA20, p. 181)

• Past Lives (see p. page 108)

• Resources (DA20, pp. 181-182)

• Retainers (DA20, p. 182)

• Spies (M20, p. 325)

• Supernatural Status (see p. page 81)

• Talisman (Dark Ages: Mage, p. 88)

• Totem (W20, p. 140)

aDJuSTeD  
ruleS for SiDerealS

The Sidereal Exalted use the following rules adjustments:

BackgrounDS
Sidereals may use the following Backgrounds:

• Allies (DA20, p. 179)

• Alternate Identity (DA20, p. 179)

• Arcane (M20, p. 305)

• Contacts (DA20, p. 179)

• Cult (see p. page 290)

• Dragon Nest (see p. page 131)

• Fame (DA20, p. 180)

• Familiar (see p. page 293)

• Fetish (W20, p. 137-138)

• Influence (DA20, p. 181)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (DA20, p. 181)

• Resources (DA20, pp. 181-182)

• Retainers (DA20, p. 182)

• Spies (M20, p. 325)

• Supernatural Status (see p. page 131)

• Talisman (Dark Ages: Mage, p. 88)

• Totem (W20, p. 140)
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caSTe aBiliTieS
Sidereals make the following adjustments to their 

Caste Abilities, and adjust the scope of their “Excel-
lence”-type Charms accordingly:

• Chosen of Journeys: Animal Ken, Archery, Athlet-
ics, Commerce, Empathy, Politics, Ride, Survival

• Chosen of Serenity: Awareness, Crafts, Empathy, 
Etiquette, Expression, Law, Performance, Seneschal

• Chosen of Battles: Archery, Athletics, Brawl, Ex-
pression, Intimidation, Leadership, Melee, Ride

• Chosen of Secrets: Academics, Enigmas, Hearth Wis-
dom, Investigation, Legerdemain, Occult, Stealth, Subterfuge

• Chosen of Endings: Alertness, Athletics, Brawl, 
Melee, Law, Medicine, Seneschal, Theology

DynaMic larping
In the Dark Ages, this power is known as Dissem-

bling. The false destinies which each Caste can don are 
different in Exalted vs Dark Ages:

• Chosen of Journeys: Work-boss, ship’s officer, 
mercenary, vagabond, mendicant, laborer, seneschal, 
maidservant, messenger, idle second son, squire, dip-
lomat, farmer, equestrian.

• Chosen of Serenity: Lout, revolutionary, virtuous 
priest, sex worker, slave, debtor, beggar, sybarite, trouba-
dour, courtier, matriarch, mother, drunken celebrant.

• Chosen of Battles: Rumormonger, town crier, wit-
ness, martyr, tyrant, disgraced knight, barber, judge, 
hired thug, ruffian, idle noble, general, scout, assas-
sin, gambler, honorable chevalier, wastrel.

• Chosen of Secrets: Medium, charlatan, midwife, 
wise woman, historian, tinker, moneylender, spy, 
priest, librarian, supernatural being, magician, savant, 
prophet, inveterate liar.

• Chosen of Endings: Person on their deathbed, 
affianced youth, undertaker, young widow, old man, 
ghost, powerful retiree, journeyman, peddler, virgin, 
pregnant woman.

reMoveD charMS
The following Charms do not exist in Exalted vs 

Dark Ages:

• Chosen of Journeys: Celestial Drifter Panoply, Nev-
er an Empty Alley Technique 

• Chosen of Serenity: Harmonic Completion

• Chosen of Battles: Holistic Bullet Methodology

aDJuSTeD charMS
The following Charms work differently in Exalted 

vs Dark Ages:

• Chosen of Journeys: Mirror Shattering Method

• Chosen of Secrets: Of the Shape of the World, 
Dream Confiscation Approach

of The Shape of The WorlD (••)
Passing a hand over the weave of the world, the Side-

real imposes an overriding paradigm in which no harm 
may befall her.

System: Spend 1 Essence and roll Willpower against 
difficulty 8. This Charm’s effects last for one day per 
success (or one scene, if no successes are rolled). While 
this Charm is in effect, all magecraft that seeks to harm, 
impede, inconvenience, or otherwise oppose the Sidere-
al subtracts successes from its casting attempts on both 
1s and 2s. Additionally, the first time in each scene that 
someone attempts to harm the Sidereal without recourse 
to witchcraft, and fails, that failure becomes a botch. For 
more information, see Chapter Four of Dark Ages: Mage.

DreaM confiScaTion approach (•••)
If used against one of the Fair Folk, this Charm in-

flicts two levels of aggravated damage per success at the 
moment of theft.

Mirror ShaTTering MeThoD (•••)
The Sidereal seats herself within or upon a mount, 

conveyance, or, lacking that, stands upon a symbolic bit 
of wood representing a ship upon the sea, then strikes 
the surface of the Gauntlet. The barrier between worlds 
shatters into ash and foam for a moment, and when it 
reforms, the Sidereal stands within the Spirit World.

System: Spend 1 Essence and roll Intelligence + 
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Ride against a difficulty of the local Gauntlet. Success 
transports the Sidereal into the Spirit World, along with 
anyone also upon or within her mount, conveyance, or 
chosen bit of wood. The Sidereal’s mount or conveyance 
only makes the translation across if she wishes it to do 
so. This Charm may also be used in reverse to return to 
the material world; when doing so, the Sidereal needs 
only to spit upon the ground rather than bother with 
vehicles or wood.

The Sidereal also permanently gains the ability to 
understand the language of spirits and to make herself 
clearly understood by them.

neW charMS
The following Charms are exclusive to Exalted vs 

Dark Ages:

choSen of BaTTleS 
charMS

Many MiSSileS BoW TechniQue (••)
The Sidereal summons a crimson prayer strip, which 

she quickly twists into a mighty bow, capable of launch-
ing anything she draws and fires from it.

System: The Sidereal spends a turn in concentra-
tion to summon her crimson bow, or reflexively spends 
1 Essence to call it to hand instantly. When firing this 
bow, she can use nearly anything as an arrow: a scream, 
some flames, a sunbeam, a beehive, an angry squirrel; 
as long as it’s not too large and unwieldy to fit it to her 
bow, she can fire it. If she has no ammunition, she may 
instead pay 2 Essence to fire a dream from the bow, with 
results adjudicated by the Storyteller. A dream of fertile 
fields might cause a field of wheat to spring up where 
the arrow lands. A dream of fine glass might produce a 
nearly-invisible arrow whose target suffers +2 difficulty 
to avoid. A dream of darkness might allow the Sidereal 
to fire an arrow into the sky and briefly transform day 
to night. A dream of well-being might allow the Sidereal 
to fire an arrow that heals rather than hurts the one it 
strikes. These are dreams of only modest potency, and 
so cannot enact truly dramatic miracles such as granting 
Exaltation, restoring a vampire’s humanity, or turning a 
vast desert into a new Eden (though they might crack a 
rock and draw forth a spring).

aDJuSTeD ruleS for 
aBySSalS

The Abyssal Exalted use the following rules adjustments:

BackgrounDS
Abyssals may use the following Backgrounds:

• Allies (DA20, p. 179)

• Alternate Identity (DA20, p. 179)

• Artifact (Wraith 20th Anniversary edition, p. 142)

• Contacts (DA20, p. 179)

• Cult (see p. page 290)

• Dragon Nest (see p. page 163)

• Fame (DA20, p. 180)

• Familiar (see p. page 293)

• Fetish (W20, p. 137-138)

• Influence (DA20, p. 181)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (DA20, p. 181)

• Notoriety (Wraith 20th Anniversary edition, p. 144-145)

• Past Lives (see p. page 163)

• Resources (DA20, pp. 181-182)

• Retainers (DA20, p. 182)

• Spies (M20, p. 325)

• Supernatural Status (see p. page 163)

• Talisman (Dark Ages: Mage, p. 88)

• Totem (W20, p. 140)

• Whispers (see p. page 163)

caSTe aBiliTieS
Abyssals make the following adjustments to their 

Caste Abilities, and adjust the scope of their “Excel-
lence”-type Charms accordingly:

• Dusk: Alertness, Archery, Athletics, Brawl, Intimi-
dation, Melee, Leadership, Ride

• Midnight: Animal Ken, Expression, Intimidation, 
Law, Leadership, Performance, Survival, Theology

• Daybreak: Academics, Craft, Enigmas, Hearth Wis-
dom, Investigation, Medicine, Occult, Theology

• Day: Alertness, Archery, Athletics, Enigmas, Inves-
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tigation, Legerdemain, Stealth, Subterfuge

• Moonshadow: Awareness, Commerce, Empathy, Et-
iquette, Law, Politics, Seneschal, Subterfuge

reMoveD charMS
The following Charms do not exist in Exalted vs 

Dark Ages:

• Dusk: Haunted Hell-Rider’s Glory, Splinter of the Void

aDJuSTeD charMS
The following Charms work differently in Exalted 

vs Dark Ages:

• Dusk: Relic Weapon Enchantment, Glorious Car-
nage Typhoon, Hardened Killer Training Technique

• Midnight: Insensible Corpse Technique

• Daybreak: World-Withering Method

• Moonshadow: Spectral Steed

WorlD-WiThering MeThoD (•)
The Abyssal rolls Intelligence + (highest of Craft or 

Occult) against difficulty 7.

relic Weapon enchanTMenT (••)
When creating weapons, the Abyssal may only cre-

ate weapons contemporary to the time period and of 
which she is aware (so no bazookas, and nobody outside 
of Asia is likely to be creating repeating crossbows).

SpecTral STeeD (•••)
In the Dark Ages, this Charm is primarily used to 

create a phantom horse, but may still be used to create 
a vehicle such as a phantom carriage drawn by phantom 
horses, if desired. Non-period-appropriate vehicles such 
as cars cannot be created.

gloriouS carnage Typhoon (••••)
The Abyssal can make no more extra attacks than 

the highest of her Archery, Brawl, or Melee Abilities.

425

EXALTED VERSUS DARK AGES



inSenSiBle corpSe TechniQue (••••)
Arrows inflict bashing damage to the Abyssal unless 

aimed at her head (a difficulty 8 called shot).

harDeneD killer  
Training TechniQue (•••••)

The Abyssal may train her students in Archery rath-
er than Firearms, and also in Ride.

neW charMS
The following Charms are exclusive to Exalted vs 

Dark Ages:

DuSk caSTe charMS

TWiSTing SpiTeful ShafT (•)
The Abyssal’s malice lingers in the missiles she 

sends winging toward her foes. Though it may miss with 
its initial flight, the Abyssal’s arrow keens and curves 
through the air, continuing to seek blood until it buries 
itself in its target.

System: When the Abyssal misses with an Archery 
attack, she may reflexively spend 1 Essence to awaken a 
bloodlust within her wayward arrow. The shot’s target must 
defend against the same attack again and again over the 
next (Essence rating) turns, or until the arrow strikes true.

Apocalyptic Effect: When the Abyssal’s victims 
evade death at her hands, they little suspect they have 
only done so for a moment, granting her an opening 
to show them the true and overwhelming force of the 
grave. Twisting Spiteful Shaft’s activation cost becomes 
0 Essence. Moreover, she may reflexively re-assign each 
Twisting Spiteful Shaft’s target at the beginning of each 
turn or when their current target dies, until their en-
chantments lapse or they strike true.

aDJuSTeD ruleS for 
infernalS

The Infernal Exalted use the following rules adjustments:

BackgrounDS
Infernals may use the following Backgrounds:

• Allies (DA20, p. 179)

• Alternate Identity (DA20, p. 179)

• Contacts (DA20, p. 179)

• Cult (see p. page 290)

• Demonic Guide (see p. page 195)

• Dragon Nest (see p. page 195)

• Fame (DA20, p. 180)

• Familiar (see p. page 293)

• Fetish (W20, p. 137-138)

• Influence (DA20, p. 181)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (DA20, p. 181)

• Past Lives (see p. page 195)

• Resources (DA20, pp. 181-182)

• Retainers (DA20, p. 182)

• Spies (M20, p. 325)

• Supernatural Status (see p. page 195)

• Talisman (Dark Ages: Mage, p. 88)

• Totem (W20, p. 140)

aDJuSTeD charMS
The following Charms work differently in Exalted 

vs Dark Ages:

• Lanka, Demon City of the Rakshas: During this 
period, the Demon City has not yet fallen into destruc-
tion and disrepair, nor does it yet nurture the atomic 
dream of annihilation that it now holds so dear to its 
heart. As such, this entire Charm set has been replaced 
with a new set, found below.

• The Wicked City: During this period, Lord Mika-
boshi has not yet shaped his Hell into a post-industrial 
nightmare of electricity and technology gone mad. As 
such, this entire Charm set has been replaced with a 
new set, found below.

• The Hell of Boiling Oil: Spiteful Sea Tincture

SpiTeful Sea TincTure (••)
The Infernal rolls Charisma + Legerdemain rather 

than Charisma + Science.
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neW charMS
The following Charms are exclusive to Exalted vs 

Dark Ages:

lanka: DeMon ciTy of 
The rakShaS charMS

DeMon eMperor’S panoply (•)
That which the Infernal honors by consecrating it as 

her own partakes of a small measure of her power.
System: The Infernal may anoint a tool of some sort 

– a weapon, a suit of armor or clothing, even something 
as simple as a rope – as part of her personal panoply. 
This anointment requires using the tool in some sort of 
creative blasphemy or atrocity, such as hanging a priest 
within his own church, or washing a set of clothes in 
innocent blood. While using an element of her panoply 
for its intended purpose (soaking with armor, attacking 
with a weapon, impressing others with fine clothes) the 
Infernal adds one die to all rolls. She may have a number 
of anointed items bound to her at any one time equal to 
her Essence, and cannot gain a bonus from more than 
one element of her panoply on any given roll.

iMperiouS Denial of MiSforTune (•)
The Infernal stands straight and proud as a citadel, though 

her bones may be broken and her flesh bruised; she will never 
give the satisfaction of acknowledging her foes’ efforts.

System: The Infernal reduces all wound penalties by 
one, her movement penalties do not degrade any further 
when Crippled or Incapacitated, and she does not fall un-
conscious when her Incapacitated health box is filled with 
bashing damage. This Charm’s effects are permanent.

nighTMare SyMphony repaST (•)
The Infernal sustains herself on the torment and 

unrest of others. So long as she is surrounded by suffer-
ing, she needs never rest.

System: The Infernal may inherently sense when she 
is within 20 yards of someone experiencing a nightmare, 
and can roll Perception + Empathy against difficulty 6 
to pinpoint that sleeping individual within a group. She 
may then take a moment to breathe in the individual’s 
night-terrors; this sustains her as though she’d experi-
enced a full night’s sleep, including granting her a point 

of Willpower once per 24 hours (though it also precludes 
the opportunity to gain Willpower by sleeping normally).

Signature Effect: While wearing her Shintai form, 
the Infernal gains the ability to detect fear with all five of 
her senses – she may smell it, hear it in the beating of a 
terror-stricken heart (it is about as loud to her as a man 
stamping his foot, and audible from a similar distance), 
taste it, feel it, or see it wafting off of a frightened indi-
vidual like a sooty aura.

TriuMph-WriT Saga ShielD (•)
The Infernal scribes a litany of the pain and hard-

ships she will inflict upon her enemies on her heart and 
her very bones, fortifying her flesh against harm.

System: The Infernal permanently lowers the diffi-
culty of all soak rolls by one.

calling The TerrorS To feaST (••)
The Infernal claps her hands twice, summoning the 

beasts of Hell to witness her triumph.
System: The Infernal spends a turn concentrating her 

will, spends 2 Essence, and rolls Charisma + Performance 
against difficulty 7. Success summons dozens of red-and-
black tigers from the depths of Hell, which encircle the 
Infernal at a distance of precisely 100 yards. Anyone who 
draws within a few yards of the tigers draws an imme-
diate attack from three of them until the offender runs 
away from the tiger-line or is dead. If the tigers are slain, 
more come coursing up from the shadows of Lanka. This 
Charm’s effects persist for a number of hours equal to the 
successes on is activation roll, at which point the tigers 
depart back into Hell. The Exalt may end it prematurely 
by clapping her hands again, and it also falters with her 
death. Traits for tigers may be found in Appendix One.

Signature Effect: This Charm activates at no cost 
whenever the Infernal dons her Shintai form.

Donning The face of Terror (••)
Borrowing the fearsome arts of the raksha demons 

that call Lanka home, the Infernal shrouds herself in 
an illusion of bone-chilling horror. Whatever her victim 
most fears in all the world, that is what they perceive the 
Infernal to be.

System: Select a target, then spend 1 Essence and 
roll Charisma + Intimidation against a difficulty of the 
victim’s Willpower. Success causes the victim to sud-
denly realize that the Infernal is not who or what he 
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believed her to be; she is actually whoever or whatever 
he most fears in all the world. The Infernal, in turn, 
gains instinctive knowledge of what her victim believes 
her to be; the difficulty of all actions taken against her 
victim while acting “in character” as his greatest fear are 
reduced by two. This Charm’s effects last for the Infer-
nal’s (Essence rating) hours.

kneel or Be knelT (••)
The Infernal directs the crushing weight of her will 

upon another, forcing their knees to buckle. Iron chains 
then erupt from the ground to entangle those who once 
dared to stand against her.

System: The Infernal spends a turn concentrating 
her will utterly upon an enemy, spends 1 Willpower, 
and rolls Charisma + Intimidation against a difficulty 
of the target’s Willpower. Success knocks the target to 
his knees, and entangles him in heavy chains. The target 
cannot rise or move until he breaks free, an act which 
requires a difficulty 7 Strength + Athletics action.

Signature Effect: Upon donning her Shintai form, 
long iron chains descend from the heavens and from the 
ceiling of all nearby rooms. All the area within (Essence 
x 30) yards of the Infernal becomes cluttered with heavy 
chains. Those who move through the chains at more 
than half their movement speed bash into the swaying 
iron links, suffering one automatic level of bashing dam-
age per turn of hasty movement.

viriDian legenD arMor (••)
The Infernal calls forth the polished stone and blas-

phemous brass statuary of Lanka and forges them into 
armor which adorns her flesh like a second skin. An-
cient demonic script glows faintly upon this shell, boast-
ing of the glories of the Demon City.

System: Reflexively spend 1 Essence to activate this 
Charm. The Infernal adds the highest of her Strength, 
Stamina, or Charisma to her soak rolls for the rest of the 
scene, but raises the difficulty of all Stealth attempts by 
+1 due to the glowing script that adorns her armor.

viSage of infernal glory (••)
The Infernal’s power is made manifest in her very 

flesh, granting her demonic attributes.
System: Select one Aspect from the list of Demonic 

Aspects (with the exception of Hardened Devil Body, 
which cannot be chosen). The Infernal can manifest this 

feature for a scene by taking an action to concentrate 
and rolling her Essence rating against difficulty 7, or by 
reflexively spending 1 Essence. Her Demonic Aspects 
automatically manifest while her anima flares.

This Charm can be purchased a number of times 
equal to the character’s Essence rating. If the Infernal 
has multiple Demonic Aspects, she can manifest as 
many as she wishes with a successful roll or Essence ex-
penditure. If she wishes to suppress some or all of her 
Aspects when her anima flares, she must succeed at a 
Willpower roll against difficulty 7 to do so. These do not 
have to be the same as her Shintai Aspects.

Signature Effect: The Infernal picks one additional 
Aspect when designing her Shintai form.

BlooD of Broken SinnerS (•••)
The Infernal’s fists are hard as the merciless stones 

of Lanka’s great buildings and plazas, and as hungry for 
the blood, tears, and cries of the wicked.

System: The Infernal’s bare-handed attacks inflict 
lethal damage, she can block swords and other lethal at-
tacks with her bare hands, and the damage rolls of her 
Brawl attacks are made at –1 difficulty. Should she beat 
someone to death with her bare hands, she may spend 
a turn crushing their bones and compressing their body 
into a broken and dripping parcel, then cast it into a rag-
ged hole in the skin of the universe. Their soul is forever 
after consigned to suffer in Lanka, the Demon City of 
the Rakshas. Condemning a supernatural being in this 
fashion reduces the difficulty of the Infernal’s Shintai 
transformation by one (but no lower than difficulty 7), 
so long as that being isn’t a creature of darkness.

croWneD in SplenDor (•••)
Concentrating her implacable will upon another, 

the Infernal crushes her target’s psyche with a display of 
her hellish glory. Otherworldly flames creep from her 
eyes and mouth whenever she commands her newly-sub-
orned lackey, forming a blazing crown that burns above 
her head while she speaks.

System: Spend 2 Essence and roll Charisma + Lead-
ership (difficulty of the target’s Willpower). Success 
transforms the target into the Infernal’s obedient ser-
vant. The more successes rolled, the longer the target’s 
servitude lasts, as per the chart below:
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Result Duration

Botch Subject cannot be targeted by this Charm 
for the rest of the story.

Failure Subject cannot be targeted by this Charm 
again in the current scene.

1 One hour

2 One day

3 One week

4 One month

5 One year

The target can resist a command from the Infernal 
for a scene, but doing so causes her body to begin tearing 
itself apart under the strain of disloyalty, inflicting one 
unsoakable level of lethal damage. Each level of damage 
the target suffers to resist this Charm negates one suc-
cess on the Infernal’s roll, shortening its duration.

Signature Effect: The Infernal’s Shintai form wears 
a crown of emerald flames, and her words tear at the 
minds of those who hear them. She adds her Essence 
rating to all social rolls, and the cost of Crowned in 
Splendor drops to 1 Essence.

iMperviouS priMacy ManTle (•••)
The Infernal refuses, with utter and immovable impla-

cability, to permit any force in the cosmos to gainsay her will.
System: Any attempt to cause or force the Infernal 

to betray, undermine, or abandon her Intimacies auto-
matically fails. Furthermore, she may reflexively spend 1 
Essence or 1 Willpower to become immune to all thought 
and emotion-altering magic for the rest of the scene.

violence iS WorShip (•••)
Every drop of blood spilled in rage or hatred is a tiny 

prayer uttered to the Infernal, and she draws nourish-
ment from such gifts.

System: The first time in the scene that the Infernal 
witnesses an act of violence – a serious one, one where 
someone gets hurt, bleeds, weeps – she regains 1 Essence 
on the spot. The Infernal cannot be the one to have in-
stigated the violence, either by her own hand or through 
the direct actions of those following her orders. It must 
be a gift offered up to her by the world.

Signature Effect: If the Infernal stands in an abat-
toir – a place of blood and slaughter, such as a battle-
field, or a castle’s torture chamber – she may assume her 

Shintai form automatically, without the need of an Es-
sence or Willpower expenditure or a dice roll. However, 
this landscape of suffering must be a gift of the universe 
to the Infernal: she cannot by her own hand or by her 
orders to allies or underlings have directly caused the 
deaths and violence to have occurred.

aBlaTion of BraSS anD fire (••••)
The Demon Emperor-to-be does not suffer such triv-

ialities as harm. Instead, she forces her kingdom to suffer 
on her behalf. When the Infernal would otherwise suffer 
harm, she shrugs off the damage; instead, nearby mason-
ry shatters, pavement explodes, or furniture crumbles.

System: The player may reflexively spend 1 Essence 
after the character is struck by an attack, but before dam-
age is rolled. The Infernal negates the damage roll and 
suffers no damage; instead, her environment suffers the 
damage on her behalf. This Charm can only be used 
when the Infernal is in a place developed for human 
habitation or use, or in a spirit-realm that is reminis-
cent of a cityscape such as Lanka or the Wicked City. 
It is powerless in the wilderness or in undeveloped spir-
it-realms such as the Hell of Burrowing Maggots.

gaMeS of  
expecTaTion anD DeSire (••••)

The Infernal exercises the higher arts of the rakshas, 
making herself appear according to the needs, desires, 
and expectations of her victims.

System: Spend 1 Essence and roll Charisma + Em-
pathy against a difficulty of the target’s Willpower rating. 
Success causes the Infernal’s target to suddenly realize she 
is not who he had thought she was; he instead perceives 
her to be someone else. Upon activating this Charm, the 
Infernal may choose whether her victim perceives her to 
be the person he most expects to see, the person he most 
desperately needs to see, or the person he most wants to 
see. The Infernal instinctively becomes aware of who her 
victim believes her to be, and, in very broad strokes, how 
he expects her to behave. This Charm’s effects last for the 
Infernal’s (Essence rating) hours.

offering of  
BlooD anD MeaT (••••)

Crushing her enemies to death, the Infernal accepts the 
implicit tribute of their demise, and renews herself thereby.
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System: The Infernal must kill an enemy with a 
clinch (kill, not merely incapacitate, and since grapples 
normally inflict bashing damage, this may require a few 
moments of breaking the bones of an unconscious vic-
tim until the life finally leaves their ragged body), and 
then reflexively spend 1 Essence. A hellish, demonic 
maw opens in the Infernal’s chest, and messily devours 
the corpse in the space of a few moments, then vanishes 
again. When it does, she is left greatly renewed, with all 
non-aggravated damage healed.

BlaSpheMouS  
DefeaT averTeD (•••••)

So long as the slightest shred of strength remains to 
her, defeat is not a possibility for the Infernal.

System: When the Infernal’s Incapacitated health 
box should be marked with lethal damage, she may re-
flexively spend 1 Essence to simply refuse to allow any 
more damage to be inflicted upon her by the current 
attack or other misfortune she currently faces. Denying 
aggravated damage in this fashion costs 2 Essence.

oaTh of one hunDreD Devil 
DiScipleS (•••••)

By accepting a mortal’s oaths of fealty and putting 
him through a dedicated training regimen, the Infernal 
can transform him into a fanatical killer, and eventually, 
a devil in his own right.

System: The Infernal may personally train any mor-
tal who has sworn some sort of formal oath of loyalty to 
her. During each day of training such a disciple or group 
of disciples, spend 1 Essence per student. At the end of 
seven days of training, all students gain 30 experience 
points to spend raising their Physical Attributes, Wits, 
and Alertness, Archery, Athletics, Brawl, Melee, or Ride 
Abilities. No Ability can be raised higher than that of 
their Infernal instructor. This Charm can be used on 
the same students repeatedly, but bestows only 20 expe-
rience points on subsequent training regimens. Any un-
spent experience is lost. Alternately, rather than bestow-
ing 20 experience from a subsequent training regimen, 
the Infernal may instead infuse the wicked powers of 
Hell into them, transforming them into bakemono – a 
sort of monster that shapeshifters know as fomori. Rules 
for fomori can be found on pages 428-439 of W20.

The Infernal can continue to train her Devil Dis-
ciples after they have become bakemono, if she wishes.
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The WickeD ciTy 
charMS

croWD-coMManDing uTTerance (•)
The Infernal insinuates her Essence into every gath-

ering of people within the surrounding area. The noisy 
hum of gathered human conversation shifts and twists 
under her corrupting will, until words can be discerned 
in the buzz of the crowd: the Infernal’s words, which im-
press themselves upon everyone gathered at market, or in 
church, or wherever a group has come together.

System: Roll Intelligence + Commerce against difficul-
ty 6. The Infernal can usurp every crowd within a half-mile 
around her per success rolled. Spending 1 Essence expands 
this to three miles per success rolled. For the rest of the 
scene, she may use the noise of all infected crowds to speak 
to everyone who can hear the sound of those crowds.

ox-BoDy TechniQue (•)
The Infernal’s flesh is fortified with the power to sur-

vive the ceaseless rigors of Hell.
System: The character permanently gains two 

Wounded (–2), one Mauled (–2), and one Crippled (–5) 
health levels.

This Charm can be purchased a number of times 
equal to the character’s Essence rating.

a ThefT for all laBorS (•)
The Infernal finds that she has whatever tools she 

finds herself in need of in her possession, or is able to 
find them nearby with a moment’s rummaging about. 
These are not conjured from her Essence, but rather are 
stolen from the surrounding countryside by small, wick-
ed spirits and placed in the Infernal’s path in anticipa-
tion of her needs. Moreover, when the Infernal labors 
to create, repair, or modify something, she works with 
incredible speed and precision, draining away a tiny por-
tion of the skill and talent from craftsmen for miles and 
miles in every direction.

System: The Infernal can work six times faster than 
normal when creating, modifying, or repairing some-
thing, and always has any necessary tools to do so. Any-
one in the region with Crafts 1+ experiences headaches 
and restless sleep while the Infernal is engaged in such 
labors, and likely finds some of their tools going missing.

Signature Effect: While the Infernal wears her Shin-
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tai form, her surroundings are constantly swarming with 
semi-visible imps – wicked spirits so minor and ephem-
eral that they only exist for a few moments at a time. 
They grasp and pull at the clothing and possessions of 
all those who stand against the Infernal, inflicting a –2 
penalty to all rolls and lowering the difficulty of all at-
tempts to disarm the Exalt’s enemies by three (but not 
lower than difficulty 3).

The voice of The ToWer (•)
The Infernal connects herself to the underlying 

structure which precedes all communication. Like a dis-
ease, the words she speaks in this language-before lan-
guages infects those she converses with.

System: The Infernal’s player rolls Willpower 
against difficulty 7. Success allows her to speak the lan-
guage at the heart of all languages for a scene. Anyone 
who hears her words comprehends them, and finds that 
any attempt they make to speak in her presence comes 
out in the same ancient tongue. This enforced compre-
hension ravages the mind and body, and who hear the 
Infernal and respond to her suffer one level of bashing 
damage in the form of bleeding eyes and terrible head-
aches. The Infernal may spend 1 Essence to spare those 
she converses with this harm and the associated pain, 
should she feel magnanimous.

BreaTh of The WickeD ciTy (••)
The Infernal breathes out a yellow fog of choking 

smoke and burning chemicals. The fog reeks of urine, 
vomit, excrement, and old blood. It burns the skin and 
slowly dissolves eyes, gums, and other vulnerable body 
parts of those exposed to it.

System: The Infernal spends 1 Essence and a moment’s 
concentration to conjure the fog, which quickly spreads out 
to fill an area (Essence rating x 10) yards around the Exalt. 
Those caught within the fog increase the difficulty of all 
actions by +1 due to the fog’s searing, acrid reek. Everyone 
exposed to the fog must also soak one level of automatic 
bashing damage per turn. The Infernal is immune to the 
deleterious effects of the Breath of the Wicked City.

holloW MinD poSSeSSion (••)
Pouring her Essence into any object which bears hu-

man likeness, be it a straw-stuffed scarecrow or a beauti-
ful marble statue, the Infernal awakens the false likeness 
and makes it into her servant.

System: The Infernal spends a moment focusing on 
a human likeness within her line of sight, then spends 1 
Essence and rolls Charisma + (higher of Commerce or 
Crafts) against difficulty 7. Success briefly awakens the 
spirit of the targeted object and makes it into the Infer-
nal’s slave. While this Charm remains in effect, the tar-
geted object is essentially “alive,” capable of motion, and 
obedient to the Infernal’s commands. Hollow Mind Pos-
session’s duration lasts as outlined on the following chart:

Successes Duration
1 One scene

2 One day

3 One week

4 One month

5+ Three months

Signature Effect: When the Infernal dons her Shin-
tai form, it comes into the world accompanied by a bil-
lowing bank of poisonous smog. Anyone caught in the 
smog without sufficient protection (such as a wet cloth 
mask, a vampire’s lack of need for oxygen, or some form 
of protective magic) suffers one level of bashing damage 
per minute, alongside a –2 penalty to all rolls.

The Man  
Who SolD The WorlD (••)

The Infernal clouds the judgment of those who hear her 
honeyed words, gulling them into accepting terrible bargains.

System: After spending a few moments delivering 
her pitch, the Infernal’s player spends 1 Essence and 
rolls Manipulation + Commerce against a difficulty 
equal to the target’s Willpower. She can raise or lower 
the fundamental value of whatever she’s trying to buy, 
sell, barter, or bargain for in the target’s eyes by a factor 
of (successes rolled + 1). This Charm is equally as appli-
cable to political favors as to financial transactions; an 
Infernal who rolled five successes might convince a duke 
to lend her six times as many knights as he’d initially 
considered in exchange for her help retrieving the lord’s 
runaway son, for example.

This Charm doesn’t force the target to accept a deal, 
only to re-evaluate its reasonable worth; it also doesn’t 
mystically enforce any agreements made under its aus-
pices. Its enchantment fades after the Infernal’s (Essence 
rating) hours, at which point the target may very well 
realize they’ve been swindled.
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MinD-hanD ManipulaTion (••)
The Infernal combines conviction and Essence to 

bend the world around her to her implacable will. A 
faint shimmer in the air marks the use of this power as 
she lifts and moves objects telekinetically.

System: After a moment spent in concentration, the 
Infernal spends 1 Essence and rolls her Intelligence + Oc-
cult against difficulty 6. This Charm remains active for 
the rest of the scene, and allows her to telekinetically lift 
and move objects within her line of sight. If she tries to 
wrest an object away from another character, or perform 
fine manipulations, her successes form her dice pool to 
do so. Otherwise, her successes on the activation roll de-
termine her strength in lifting and moving objects:

Successes Maximum Weight
1 One pound

2 20 pounds

3 200 pounds

4 500 pounds

5 1,000 pounds

6+ +1000 pounds/success

With 3+ successes, the Infernal can “fly” by moving 
herself around telekinetically.

She may also grapple or strike her opponents using 
telekinesis, using a dice pool of Intelligence + (lower of 
Occult and Brawl). These attacks inflict bashing damage, 
and the Infernal’s current Willpower points total (not per-
manent rating) acts as her effective Strength value.

Signature Effect: While the Infernal wears her 
Shintai form, Mind-Hand Manipulation is always auto-
matically active at a level of (Essence + 5) successes, and 
her dice pool for telekinesis is 10 dice.

raW-eDgeD  
paranoia principle (••)

In the Wicked City, as in the broader scope of life, 
the only certainty is that someone means you ill. A fine-
ly-honed sixth sense warns the Infernal when that cer-
tainty is about to become a reality.

System: The Infernal may reflexively spend 1 Essence 
to automatically notice an ambush or other such unex-
pected attack, allowing her to defend against it as normal.
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revelaTionS of Silence (••)
In the endless, oppressive crowding of the Wicked 

City, silence should be a blessed relief. It is not; it is, instead, 
where resentments find time to fester. When two people 
regard one another in silence, the Infernal may force open 
their hearts, revealing their darkest secrets to one another. 

System: Targeting two individuals looking at one an-
other who have not said anything for at least a minute, 
the Infernal spends 1 Essence and rolls Wits + Legerde-
main against a difficulty of (the highest Willpower rating 
among the two targets). Success causes the two targeted 
individuals to each learn whatever the person they are 
regarding knows or feels that they would most desperate-
ly not want the other person to know.

calling The  
ciTiZenS To feaST (•••)

The Infernal whistles under her breath, and vermin 
boil forth from the shadows: locally-sourced if possible, 
with reinforcements dredged from the Wicked City as 
needed. With a gesture, the Infernal then drowns her 
foes in a tide of flies and rats.

System: The Infernal spends a turn in concentra-
tion, spends 1 Essence, and rolls Intelligence + (Ani-
mal Ken or Seneschal) against difficulty 8. Each success 
summons one swarm of rats or flies, which obey the In-
fernal’s commands for the rest of the scene. Rules for 
swarms can be found on page 391 of V20.

Signature Effect: When the Infernal dons her Shin-
tai form, it comes into the world accompanied by great 
swarms of stinging, biting flies. Anyone caught in the 
swarms without sufficient protection (such as heavy, 
full-body clothing, a werewolf’s thick fur, or some form 
of protective magic) suffers one level of bashing damage 
per minute, alongside a –2 penalty to all rolls.

chiraliTy  
prohiBiTion inDex (•••)

The Infernal may lead a group of mortals or bake-
mono in a regimen of training, worship, and indoctrina-
tion, quickly forming them into a shape of her desiring 
and creating the nucleus of a cult.

System: During each day of training a group of mor-
tals or bakemono, spend 1 Essence per acolyte. At the 
end of seven days of training, all students gain 30 expe-
rience points to spend raising their Physical Attributes, 
Manipulation, and Alertness, Brawl, Intimidation, Leg-

erdemain, Melee, or Occult Abilities. No Ability can be 
raised higher than that of their Infernal instructor. This 
Charm can be used on the same acolytes repeatedly, but 
bestows only 20 experience points on subsequent train-
ing regimens. Any unspent experience is lost.

Completing a training regimen under this Charm 
makes the acolytes into creatures of darkness, if they 
were not already. Additionally, each course of training 
alters an acolyte’s personality in the following fashion:

• After one course of training, he will grow to violent-
ly despise one concept specified by the Infernal.

• After two courses of training, he will only speak a 
selection of languages approved by the Infernal, and will 
learn the primary language among this approved list if 
he does not already speak it.

• After three courses of training, he will only wear a 
specific uniform or style of clothing endorsed by the In-
fernal.

• After four courses of training, he will shun and scru-
pulously avoid certain actions or modes of thought pro-
scribed by the Infernal.

• After five courses of training, he will adopt one ob-
ligation he must regularly discharge, as defined by the 
Infernal.

eSSence-DiSSecTing STare (•••)
The Infernal’s stare rips away the pretenses of pro-

saic reality, allowing her to see through to the truth of 
the cosmos.

System: Roll Perception + Occult against difficulty 
7. Success allows the character to see the aura of power 
emanating from Dragon Nests. These appear as rising 
auras of Essence, visible from up to (Essence rating) 
miles away. Spending 1 Willpower permits the Infernal 
to attune her senses to the vibrations of another realm 
of existence for a scene, seeing through the Gauntlet or 
Shroud and into the Penumbra or Shadowlands.

MinD SpiDer curSe (•••)
The Infernal reaches into her throat and pulls out a 

hideous spirit that looks like a meaty, hard-shelled, blood-
red spider. Should she surreptitiously place it on the back 
of someone’s neck, the demon-spider becomes invisible 
and begins whispering terrible suggestions to the victim, 
which they must eventually act upon. Once its job is done, 
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the spider waits until the victim next sleeps, then becomes 
visible, crawls a foot or two away, and quietly dies.

System: The Infernal spends 1 Essence to create the 
spider, then must make a contested Wits + Legerdemain 
vs Perception + Alertness roll (both difficulty 6) to plant it 
on her victim. If successfully planted, the spider plants a 
compulsion in the victim’s psyche, which they will follow 
so long as it doesn’t place them in mortal danger or violate 
their Nature. One or two successes causes the compulsion 
to take hold at some point within the next week. Three or 
four successes causes the compulsion to take after a day or 
two. Five or more successes ensures the compulsion takes 
root by the end of the current scene.

arMor of lorDS (••••)
Exploiting her understanding of the principle of 

hierarchy, the Infernal defends herself through the as-
sertion that she is the most important creature alive, 
forcing her inferiors to suffer misfortune in her place. 
When subject to an attack, the Infernal teleports some 
random mortal bystander into harm’s way, forcing them 
to suffer injury or death on her behalf.

System: Reflexively spend 1 Essence in response to 
an attack. The attack fails to strike the Infernal; it in-
stead strikes a random bystander within 20 yards, who 
is snatched through space into the path of the attack. 
The person the Infernal uses as a living shield must be 
an ordinary human being; they must be a stranger (she 
cannot know them, and they cannot personally know 
her, although they might be aware of her by reputation); 
and the two must be within line of sight of one another 
(this Charm can’t snatch people into the street out of 
buildings they’re hiding inside of, for example). If there 
are no suitable candidates within 20 yards, this Charm 
cannot offer the Infernal any protection.

a hoMe for liarS (••••)
The Infernal’s eyes rapidly shift through a multitude 

of hues: they are the eyes of every sinner trapped within 
the Wicked City, and they have become a doorway to 
that terrible place. Anyone looking into the Exalt’s eyes 
intrinsically understands this, and further understands 
that Hell stands ready to claim anyone who lies to her.

System: Spend 1 Essence. For the rest of the scene, 
anyone speaking to the Infernal inherently under-
stands that deliberately lying to her will immediately 
condemn them to Hell. This understanding is correct; 

should someone lie to the Infernal, they are immediately 
dragged screaming into the Wicked City. Condemning a 
supernatural being in this fashion reduces the difficulty 
of the Infernal’s Shintai transformation by one (but no 
lower than difficulty 7), so long as that being isn’t a crea-
ture of darkness.

Signature Effect: A Home for Liars is always auto-
matically active while the Infernal wears her Shintai form.

The people are The ciTy (••••)
Hell is other people. The Infernal may force several 

human bodies to congeal together into a single tortured 
monstrosity, a roiling abomination of overlapping limbs 
and screaming faces. She may cause this transformation 
to be permanent, or may eventually command most of 
the raw physical dross to fall away, leaving a single per-
son behind, altered to her specifications.

System: The Infernal spends several hours perform-
ing blasphemous rituals over a group of consenting, coma-
tose, or restrained mortals, one of which she must nom-
inate as her prime subject. At the end of the ritual, she 
spends 4 Essence and rolls Intelligence + Hearth Wisdom 
(difficulty 8). Success causes the mortals to flow together 
into one horrible abomination. The abomination’s traits 
are those of the prime subject, with one additional dot 
of Strength, Stamina, and Perception for every additional 
mortal fused to the mass. All physical actions taken by 
the abomination add +1 bonus die per mortal fused into 
the construct. The abomination has the prime subject’s 
ordinary seven Health Levels, plus two additional Bruised 
Health Levels for each unfortunate added to the mass.

The abomination remains in its fused state perma-
nently, or until the Infernal commands it to break apart. If 
commanded to break apart, the shell of roiling meat falls 
away in chunks, leaving behind only the prime subject; all 
other “donors” are slain by this dissolution. If the Infer-
nal desires, the prime subject may have any gross physical 
infirmities (such as missing limbs or organs) mended by 
replacements drawn from the merging of flesh. Also if the 
Infernal desires, the prime subject may now be a bakemo-
no – a sort of monster that shapeshifters know as fomori. 
Rules for fomori can be found on pages 428-439 of W20.

Signature Effect: The Infernal may reflexively spend 
1 Essence to edit her Shintai form after summoning it, 
banishing one Aspect and summoning forth a new one 
to replace it. The Shintai reverts to its normal array of 
Aspects when next summoned.
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conSTrucTive convergence  
of principleS (•••••)

The Infernal visits a deep place between nightmare 
and inspiration, and there she glimpses the dim shape of a 
horror with which to shake the pillars of Heaven. She casts 
her vision into the teeth of impossibility and shatters them 
with her Essence, laying bare a path to make the impossible 
real. Everything past that is just putting in the work.

System: This Charm allows the character to create 
Talismans (see M20, starting on p. 651). The character 
first envisions a magical item of some kind, from a suit 
of armor adorned with hellfire to a quill which forces 
anyone who grasps it to write out his blackest sins. The 
character then spends a period of time working out the 
principles necessary to create the Wonder. This is an 
extended Intelligence + Occult roll against difficulty 9, 
made at one week intervals, and needing to accumulate 
a total of three times the Talisman’s rating in successes. 
The Exalt must spend 2 Essence each time she makes 
this roll. A botch at any point forces the Infernal to start 
over and doubles the necessary number of successes.

Once she designs the Talisman, the Exalt must then 
create it herself – likely an extended Craft roll. Some 
projects, it should be noted, while technically within the 

scope of the Exalt’s imagination, may be extremely diffi-
cult or even impossible to actually create. Is a castle capa-
ble of teleporting from place to place incredible? Yes. Can 
the Exalt dream up the design for such a thing? Possibly. 
Can she actually build it? Maybe. It would take decades of 
labor laying each and every stone by hand. It might be bet-
ter to stick to something like a sword that devours souls.

At any rate, having crafted her Talisman, the Infer-
nal must perform a rite to defile it and thereby charge 
it with her Essence, activating its miraculous properties 
online. This requires (Talisman’s rating) hours of work 
or ritual, and the expenditure of (Talisman’s rating x 5) 
Essence. Because of the high Essence cost of this Charm, 
it is most easily performed within Dragon Nests.

Sovereign of  
The WickeD ciTy (•••••)

Injury is of little matter; the Infernal is soon once more 
the very image of health, foisting off her injuries on others.

System: Whenever the character is the subject of any 
supernatural power that seeks to transform, infect, taint, 
transport, or control her body or spirit, she may reflex-
ively spend 1 Essence or 1 Willpower and roll Willpow-
er against difficulty 7. Success undoes the hostile magic 
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before it can finish affecting the Infernal, protecting her 
completely, and immunizes her against repeated attempts 
to exert the same sort of influence for the rest of the 
scene. Moreover, it throws off that hostile magic, causing 
it to afflict some random stranger within 20 yards, subject 
to the same limitations as Armor of Lords. If no suitable 
sacrifice exists, add 1 Essence to this Charm’s cost.

Alternately, the Infernal can spend 1 Essence to rad-
ically accelerate her healing for 24 hours. So long as she 
takes no strenuous activity, the Infernal heals all bashing 
damage or one level of lethal damage per 15 minutes 
of rest. An hour of rest mends one level of aggravated 
damage. Every mortal within a mile of the Infernal while 
she recuperates in this fashion grows sickly and afflicted 
by random aches and pains; in a few cases, old wounds 
may even reopen.

aDJuSTeD  
ruleS for liMinalS

The Liminal Exalted use the following rules adjustments:

BackgrounDS
Liminals may use the following Backgrounds:

• Allies (DA20, p. 179)

• Alternate Identity (DA20, p. 179)

• Contacts (DA20, p. 179)

• Cult (see p. page 290)

• Dragon Nest (see p. page 358)

• Fame (DA20, p. 180)

• Familiar (see p. page 293)

• Fetish (W20, p. 137-138)

• Influence (DA20, p. 181)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (DA20, p. 181)

• Resources (DA20, pp. 181-182)

• Retainers (DA20, p. 182)

• Supernatural Status (see p. page 358)

• Talisman (Dark Ages: Mage, p. 88)

a noTe on DeliBeraTe a noTe on DeliBeraTe 
oMiSSionSoMiSSionS

I’ve chosen not to include Alchemicals in this 
setting on the grounds that, first, no one has 
yet managed to venture to Autochthonia in 
this time period, and, second, cyborgs with 
integrated energy cannons are really at odds 
with the style and tone of the Dark Medieval. 
Dragon Kings are likewise pretty out of place, 
but if you really want them for some reason, 
their stuff works unchanged save that Mosok 
switch out Larceny for Legerdemain among 
their Breed Abilities.
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APPENDIX SIX:APPENDIX SIX:

FREQUENTLY ASKED FREQUENTLY ASKED 
QUESTIONSQUESTIONS

It’s difficult for me to describe the glory of the world Arcadia.

To put its majesty, or its beauty into words, is an endeavor wrought with adver-
sity – obstruction in the age when men see skies without bounds or borders. 

If you knew them, these halls would be tragedies, loneliness bleed-
ing through their screens. I miss the people that came here. I miss 
the moments that stayed printed on air – the relics and the walls 

that screamed and surrounded us, that they just call… old.

But it’s not.

…And you ask me what’s important to me, it’s this: it’s Arcadia. Because 
we didn’t leave. We grew dark and pulled ourselves from the shadows. We 
came from the darkness and defined our renaissance under a perseverance 
of insanity. And if you listen you can hear us burn the north star, and they 

look to us as if they knew, if they knew who we were – and we say—

We’re still here.

—Zaid Tabani, “Coin-Op Eulogy”
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Response to the release of Exalted vs the World 
of Darkness has been tremendously gratifying. I had 
wondered, while working on the project, if it was 
something that would resonate with people, or if it 
was just a weird mixture of my personal interests and 
obsessions that nobody else on Earth was going to find 
compelling or worthy of remark or notice.

I’m definitely not alone, as it turns out, in finding 
the notion of turning the Chosen loose in a setting 
brazenly out of scope with their power to be entertain-
ing and enticing – or in spending time thinking about 
its wider implications. Since the release of the first edi-
tion of the Exalted vs World of Darkness core book, 
some questions have arisen about certain rules and set-
ting elements. This section addresses a selection of the 
most common questions.

Holy shit, how did you end up with six appendices? 
By the point where I realized they’d kind of gotten 

away from me, I was too amused by the state of affairs 
to do anything to correct it.

There’s like a million Charms. I’m lost. Where’s the 
good shit at? 

Your basic “get shit done” tool is the “Excellence” 
series of Charms, the ones right at the top of every list 
(for Infernals it’s Key to the Kingdom, for Alchemicals 
Transitory Augmentation of something or other; Drag-
on Kings don’t get this particular tool). This is what 
nearly guarantees that you succeed on actions, includ-
ing attack and defense. Ox-Body Technique protects 
you from getting one-shotted the first time a combat 
monster lands a hit on you. Past that, grab stuff that 
looks fun. Your major power limitation is your restric-
tion on Essence-spent-per-turn; once you hit Essence 
2 and can spend more than one point per turn, your 
options open up dramatically. Combining Excellence 
with other Charms that have activation rolls can often 
produce very powerful results.

I’m new to Exalted. How do I effectively build a Solar? 
If you’re a combat wombat, make a Dawn. If you’re 

a criminal or ninja, make a Night. If you’re a thinky lad 
or sorcerer, make a Twilight. Zenith and Eclipse can 
both do the “face” of the party. Eclipses are more tricky 
and able to wreak havoc in an office or at a dinner par-
ty, while Zeniths are Moses: they mix straight-forward 
“do what I want” effects with wilderness-wandering 
and being tough as Hell. Whichever of those described 
your desired secondary area of expertise, pick that as 
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your Favored Caste. Solars are extremely straightfor-
ward and very powerful. If you’re not sure what you’re 
doing, you cannot go wrong with a Solar.

So about Abyssals— 
Everything I said for Solars goes the same here, but 

swap Dawn for Dusk, Zenith for Midnight, Twilight for 
Daybreak, Night for Day, and Eclipse for Moonshad-
ow. There are also several neat zombie master builds 
you can put together. Functionally, these are wicked 
cool angsty Solars who listen to Sisters of Mercy.

The Dragon-Blooded don’t seem to have a clear divi-
sion along functional lines. 

Correct. All of the Aspects have some combat util-
ity, most of them have some social utility, and all of 
them have assorted flavorful tricks. Build for style rath-
er than function if you’re playing a Terrestrial. That 
said, you probably want to go Air if you’re stealthy, 
Earth if you’re a crafter, Fire for being extra-fighty, 
Water for crime, and Wood if you’re into medicine or 
hanging out in forests.

I’m not really sure what to do with my Lunar.
Lunars break down into fighty (Full Moon), talky/

tricky (Changing Moon), and thinky/mystical/percep-
tive (No Moon). They are all shapeshifters, with the 
ability to spec into shapeshifting as a dedicated second-
ary area of expertise. The Rage form means that all 
Lunars can soak up bullets and kick ass, even if they’re 
not a focused battle character. They’ve got built-in 
stealth because they can turn into a cat, and built-in 
mobility because they can turn into birds. They have 
a slant toward dealing with spirits, since that’s one of 
the best ways for them to get more shapes to transform 
into. Try not to be squeamish about eating your ene-
mies if you want to do a lot with shapeshifting; there’s 
a lot of power walled off behind that barrier.

Dude. Sidereals. I am lost. 
Sidereals are an old Sierra adventure game. They 

have a bunch of strong but very weird powers that have 
to be applied creatively to triumph. All of the Castes 
are tricky, most of them have some combat utility. Si-
dereals have a lot of tools for manipulating and hood-
winking people. If you want to be a know-it-all seer, 
your main tools are Aupicious Prospects for (your 
Caste), a bunch of the Secrets Charms, and Supernal 
Awareness in the Endings list. Be aware that by Exalted 
standards, you are fragile. Your Ox-Body is the weakest 

version, but your active defenses can be very powerful. 
Your best weapon is generally the ability to guide the 
rest of the players to the right place at the right time 
and then turn them loose. You can also learn super 
kung-fu and teach it to your friends.

Infernals don’t even have Castes as a set of guiderails. 
What the fuck do I do here?

Okay. You’ll be picking two Hells to create your 
own evil weirdo. Kakuri is the meanest list, with a lot 
of ways to torment your enemies, debuff opponents, 
and disguise yourself. Lanka is a very fighty list, with 
a lot of Charms to survive punishment, the nastiest 
damage-booster in the Infernal toolkit, and some 
brute-force social bullying. The Hell of Being Skinned 
Alive is hugely mobile and contains the best active 
(rather than face-tanking) defenses, along with a lot of 
offensive Charms and some stealth. The Wicked City 
is the thinky/techy list, it lends itself to mad doctor 
and mind control concepts. The Hell of Boiling Oil 
is about protecting your friends and boiling your en-
emies; if you have LOVE and HATE knuckle tattoos, 
this is your list. Finally, the Hell of Burrowing Maggots 
has Charms for being a demon messiah, evil genie, 
world-walker, and monster-boss.

Any advice for Alchemicals?
Alchemicals are the easiest to work with, since 

their Charms are arranged by lists based on what they 
do. Just grab what you want. Plug and play. Remember 
that your power is situational by design. You’ll never 
have enough space in your Array to be a generalist, so 
don’t be afraid to hyper-specialize for the situation you 
expect to walk into. Hedging your bets all the time cuts 
into your effectiveness drastically. You are intended to 
have tools for everything in your arsenal, but only to 
have access to a few of those tools at any time. Don’t 
just deep-dive in one competency and do something 
like grab twelve combat Charms right away. You’re the 
team’s flex; past a certain point excessive Charm stock-
piling toward one utility is wasted because you can’t 
equip it all at once, anyway.

What about Liminals? They’ve got the same issue as 
Dragon-Blooded, only I’m even less sure what to ex-
pect from “Marrow” than “Fire.” 

Blood is about finding and connecting to oth-
er people and sometimes also killing them. Breath 
fights ghosts, animates things to do its bidding, and 
sets things on fire. Flesh is the all-offense-all-day list, 
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along with some transformation effects; it’s where the 
signature Liminal damage booster, the Eren Yeager 
bitchslap, lives. Marrow is the mad scientist/Franken 
Fran medical horror tree; it’s also where you go if you 
want to fight with bone weapons, or to get all the neat 
analytical Charms. Soil deals in omens, prophecies, 
crafting, sorcery, and weird utility effects. Pick whatev-
er sounds good or you like the visual style of, because 
Liminals have a very easy time raiding all the other 
non-native Aspect lists compared to other Exalted.

Anything for Dragon Kings?
They don’t have a lot of choices to make. Pick the 

coolest-looking dinosaur.

Are trans rights human rights? 
Yes.

I object to that last entry. 
Then you’re not allowed to play this game. Fix 

your heart or die.

No, fuckhead, I object because I don’t want politics 
in my games.

This is a game about breaking the cycles of cor-
rupt systems and radical redistribution of power. It was 
political well before someone showed up and decided 
to be not straight, white, and male. Further: all art is 
political, and both Exalted and the classic World of 
Darkness are and have always been brazenly political. 
They were among the earliest and definitely the biggest 
champions of radical inclusivity within the hobby in 
the 1990s and 2000s, and this irrelevant, goofy-ass fan 
supplement is proud to carry on that tradition. If you 
never noticed this element of the classic WoD until 
now, you might have wasted years of your life with your 
head in your ass. Luckily, you can pick any day of your 
life to open your eyes and turn on your brain and start 
living in a world with people other than just you in it. 
Today would be a fine time to start.

Well, that just lost you some readers.
If you let assholes stick around, they end up being 

your brand ambassadors.

How many Exalted are there?
It’s been left deliberately somewhat vague. There 

are probably around 500 Dragon-Blooded rambling 
around the World of Darkness, but the numbers of 
the Celestial Exalted are really up to the needs of your 
game. At most, there are perhaps 200 Solars, some-

where between 300-400 Lunars, 100 Sidereals, and 
about 100 Abyssals. Liminals fluctuate, having no fixed 
numbers, but at present probably globally clock in at 
under 400. As for the Infernal Exalted, their numbers 
are even smaller: a few dozen at most, and probably less 
than that. If you’re using Alchemicals, there are under 
a dozen of them, possibly as few as just one Alchemical 
per Caste. It’s entirely valid to drop all of these num-
bers drastically. It’s by no means guaranteed that all of 
the Celestial Exaltations of old were bound away in the 
Black Vault, or even that all of them still exist.

Chapter One addresses the age limits of the Drag-
on-Blooded, but how about the rest of the Exalted?

Solars, Lunars, and Infernals can live for 2,000 
to 3,000 years. Sidereals live for 4,000 to 5,000 years. 
Abyssal lifespans are theoretically infinite. Alchemicals 
are looking at a bit higher than Dragon-Blooded-ish 
lifespans: 200-500 years. Liminals can live for as long 
as they can keep replacing worn-out body parts, i.e. in-
definitely. If the World of Darkness lasts that long, the 
first Celestial Exalt to die of old age is probably going 
to do it while exploring planets over in the Alpha Cen-
tauri system.

Were the Wan Xian Dragon-Blooded?
I’ve left that deliberately ambiguous. It’s possi-

ble that the Wan Xian were a few families of Drag-
on-Blooded that fell into bed with the Yama Kings and 
were punished for their temerity. My personal assump-
tion is that they weren’t Dragon-Blooded, but were 
instead some undocumented variety of Exalted who 
are now effectively extinct. It’s also possible that they 
were some sort of latter-day creation that were similar 
to the Chosen but not identical to them. Ultimately, 
it’s your call. The Dragon-Blooded themselves don’t 
really know; even by their very long-lived standards, all 
that stuff happened a very long time ago.

How does Essence 6+ work?
It doesn’t. The world is too diminished to permit 

the Chosen to recapture those rarefied heights of power. 
There simply isn’t a sufficient density of Essence with-
in even the most powerful Dragon Nest on Earth to 
fuel the elder powers that once reshaped the landscape 
during the Age of Legends. Maybe somewhere centu-
ries down the road an ambitious sorcerer could find a 
way to eat the entire Shade Realm of Forces to catalyze 
a jump to post-Exalted godhood or something, but it’s 
more likely they’d just blow themselves to bits or pro-
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duce some other catastrophic problems in the attempt.

What happened to [insert Exalted character here]? 
They’re dead or transformed or fragmented so 

completely that they may as well be dead. Autochthon, 
the patron of the Liminals, and the Malfean Never-
born are the only things that might have “survived” all 
the way from the Age of Legends to the present, and 
even that is up to you to decide. Even then, the lat-
ter two might just be the nightmares of Grandmother, 
dreaming of the dreadful things that once accumulat-
ed above her all-consuming maw in ages past.

Are there any daiklaves or other ancient artifacts still around? 
Probably not. That level of magical power is dif-

ficult to sustain in the world’s fallen state. The Drag-
on-Blooded certainly don’t have any of their ancient 
arsenal of old remaining at their disposal. Instead, they 
make use of latter-day magical items.

Can a Twilight make a new daiklaive or warstrider or 
whatever, then? 

Not such that a character transported from the 
Age of Legends to the present would recognize it as 
such, no. Again, the Essence and mystical substances 
of the Fifth Age are far too degraded to act as suffi-
ciently pure channels for the wonders of old. However, 
there are several methods for the Exalted to craft magi-
cal items, including magic swords and Escaflowne battle 
suits, several of which are detailed in this book.

How does geomancy work? 
Not terribly much like it did back in Exalted. If 

it wasn’t clear, Dragon Nests, caerns, and nodes are 
all the same thing. The precise spiritual character of 
a place of power is enormously important to shape-
shifters (who awaken the spirits of Dragon Nests and 
interact with them extensively) and to mages (who 
harness them as power batteries for potent ongoing 
magickal constructs, and who need to be concerned 
with what kind of resonance they’re introducing into 
their works), but to the Exalted, power is power.

Can the Exalted raise up manses?
No. Dragon Nests are very different from the de-

mesnes of the Age of Legends; their power is much 
more subtle and ephemeral. Even the most powerful 
Dragon Nests aren’t likely to manifest much more 
than a spooky aura, in terms of real-world impact; they 
certainly don’t produce the sort of crazy phenomena 

demesnes did, like mutant residents or floating trees. 
Mages know how to harness the power of Dragon 
Nests to create customized spiritual realms, but this is 
very different than the arts of the Chosen.

How about pits?
There are certain Dragon Nests whose power has 

been tainted with extreme foulness of one sort or an-
other, such as those near nuclear testing sites. The Black 
Spiral Dancers call them Pits; the shen of Asia refer to 
them as defiled Dragon Nests. The Chosen can claim 
and draw power from defiled Dragon Nests, but it’s 
not terribly healthy. Terrestrial children born in defiled 
Nests tend to be deformed, and their Exaltation rates 
plummet. Those who spend years respiring tainted Es-
sence tend to develop various physical, mental, or mys-
tical Flaws. The Exalted can taste the corrosive nature of 
the Essence that collects in a tainted Dragon Nest, and 
are usually wiser than to try to hold onto such sites.

The Infernal Exalted are an exception to this rule. Infer-
nals can dwell in tainted Dragon Nests with no problems.

Why doesn’t Exalted vs World of Darkness use sor-
cerous projects from Exalted Third Edition? Sorcer-
ous projects are dope. 

They are dope, but the World of Darkness already 
has magicians with broad, flexible ritual magic capa-
ble of doing pretty much whatever they want. I wanted 
ancient sorcery to feel like its name suggests: ancient, 
powerful, primitive relics of a bygone age.

I want to homebrew in some more ancient sorcery 
spells. Do they have to be Terrestrial Circle? 

They don’t have to be based on Terrestrial Circle 
spells, no. Risen and Screaming, for example, is based 
on a Void Circle spell, and Magma Kraken is Celestial 
Circle. But you’ll notice they’ve been rather powered 
down: they keep the thematics and visuals of the source 
spell, but are about in line with the other spells pow-
er-wise. That’s the general guideline to follow; ancient 
sorcery should be about as potent as a Terrestrial Circle 
spell or a powerful (but not legendary) werewolf ritual.

Incidentally, the W20 ritual for creating a new 
Caern is deliberately not available in ancient sorcery 
form because I didn’t want winning the war for Gaia to 
be as simple as going around spending 10 Essence and 
making an extended Intelligence + Occult roll over 
and over again. If that was possible, the Dragon-Blood-
ed wouldn’t have so much trouble grabbing and hold-
ing onto Dragon Nests.



443

Why did the new edition tune down the rampant un-
checked madness of some of the Charms?

The big difference between this edition and the 
initial release isn’t all the new goodies in the book, it’s 
that this version of the game got playtested rather than 
bull-rushed from concept to release in three weeks. 
So: a lot of Charms got their dot ratings changed, and 
some key effects lost a lot of power. You’ll find that 
a Dawn with Excellence of the Rising Sun and Five-
fold Bulwark Stance up is still nearly unkillable, but 
he needs to periodically re-invest Essence to keep that 
battle pattern running now, rather than spending two 
motes and securing scenelong total invulnerability; 
and there is a chance every turn that he’ll get a freak 
bad roll for 5FBS and have to scramble. I found that 
having a little bit of tension was a lot better than no 
tension, at all, ever. The Chosen are still very overpow-
ered relative to the World of Darkness, but not to the 
point where you can be completely thoughtless with 
your Charm and Essence use now.

In short: it plays better.

Why did you cut back on Essence regain? The patch notes 
say “adjusted” but in practice it’s nerfs all the way down. 
The Essence regain rates, both passive and active, were 
originally calibrated to reflect how Exalts work and feel 
in Exalted, which is to say, if you get a good night’s 
sleep, you can expect to wake up with full Essence. But 
in Exalted vs World of Darkness, Exalts are frighten-
ingly Essence-efficient, often significantly moreso than 
their supernatural counterparts. This, combined with 
extremely high Essence regain, meant that Essence 
exhaustion was extremely difficult to bring into play 
as a threat, or even as a looming possibility to make 
players question going all-out at every opportunity. In 
short, Essence regain has been turned down (though I 
should point out it’s still incredibly generous by World 
of Darkness standards) so that sometimes you do need 
to consider your resources, or go to ground to recover.

This change is also intended to make the notion 
of seizing and defending (or negotiating for use of) 
a Dragon Nest more appealing. In the prior version, 
Nests basically gave you more of an already-nigh-unlim-
ited resource and so weren’t very interesting or useful.

Those changes suck! 
That’s not a question, but if you were grooving on 

the infinite power fantasy mode of the prior release, 
the old way of doing things is still around as an op-

tional dial you can flip on in Appendix One. The new 
default is calibrated for what I think the majority of 
groups will enjoy most, but if something else suits you 
better, by all means play that way.

Why are Alchemicals stuck in an Appendix rather 
than featured in the rest of the book? 

They’re sort of orthogonal to the themes, style, 
and focus of the rest of the game, and as such, were 
originally left out of the initial release of Exalted vs 
World of Darkness. They’ve been added here, but 
only in an optional appendix, because they’re fun, and 
a big part of this book is about just having madcap fun. 
They’re also segregated because they’re very Mage-cen-
tric, and a lot of groups aren’t going to want to heavily 
tie themselves down to M20 that way, where the other 
Exalts are more cosmopolitan. 

Why are Dragon Kings stuck in an Appendix rather 
than featured in the rest of the book?

Everything I said for Alchemicals goes double for 
Dragon Kings.

Why are Liminals stuck in an Appendix AND fea-
tured in the rest of the book? 

Like Dragon-Blooded, Liminals aren’t new disrup-
tive returnees escaped from the Black Vault. They’ve 
always been around. Unlike Dragon-Blooded, Liminals 
have always kind of been over there, off to the left of 
the grand affairs and legendry of the Exalted, quiet-
ly unscrewing a vampire’s head off its body like the 
lid of a pickle jar. When encountered, they’re usually 
assumed to be some kind of obscure monster, not a 
relic of the Age of Legends. So, while they’re fully offi-
cial and not “optional canon” like Alchemicals (again, 
as official as anything can be in an unofficial supple-
ment), dropping their lore into Chapter One didn’t 
feel right. It slammed on the brakes to suddenly spend 
a long time talking about these guys who aren’t very 
connected to the drama around the Black Vault and its 
opening. Additionally, this will be the first place many 
readers have seen fully playable Liminals, so it seemed 
like a good idea to just do everything in one section 
and give it as much room to breathe as the material 
needed, rather than worrying about what it did to the 
pacing of the general setting chapter.

Why aren’t there any Getimians? 
The Getimian Exalted are really primarily foils for 

Sidereals, and Sidereals have enough problems to deal 
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with in this game that they don’t need a dedicated an-
tagonist splat. It can be assumed they didn’t make it 
out of the Age of Legends.

Is it safe to assume that any given missing Charm from 
Exalted was omitted because of space constraints? 

No, some omissions are deliberate. Wyld-Shaping 
Technique is iconic, but hasn’t been imported into Ex-
alted vs World of Darkness because the world simply 
no longer works in such a fashion that its existence 
makes sense, for example. Other Charm effects have 
been rolled together into one big “best of” Charm, be-
cause the incredibly atomized Charm design of late Sec-
ond Edition and Exalted Third Edition don’t go terri-
bly well with the non-tree Charm structure of Exalted 
vs World of Darkness; this is most easily visible in the 
Night Caste Charms, which compress a ton of mobility 
effects into three Charms. Finally, most high-Essence 
Charms were left out deliberately because they clash 
with the tone and style of the crossover. Of course, 
some effects were omitted simply because of space con-
straints (like our good friend Armageddon Nightmare 
Duel), or because they were too niche (such as most 
Sail and Ride Charms). In general, if a Charm’s inclu-
sion would radically change the capabilities or feel of 
an Exalt type (such as Sharp Light of Judgment Stance 
wiping out everything in downtown Seattle for a few 
Essence points), it’s safe to assume its omission was 
deliberate. Otherwise, if you want to add Sometimes 
Horses Fly Approach back in, or update it to Some-
times BMWs Fly Approach, or whatever, go nuts.

Can Exalts sustain themselves on their own Essence 
while in the Spirit World, the way werewolves can 
with Gnosis? 

No. Exalts still need to eat and drink, but owing to 
their divine nature, any food or drink they find within 
the Spirit World nourishes them as well as Earthly pro-
visions would. If you’re heading into a barren desert 
Realm, bring supplies.

Most of the Charms that set things on fire inflict le-
thal damage, but vampires and werewolves take ag-
gravated damage from fire. Do these powers inflict 
aggravated or lethal damage in these cases? 

Creatures that suffer aggravated damage from fire 
take aggravated damage from Charms that sling fire 
around, even if the rules say the power normally in-
flicts lethal damage.
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If a tiger Lunar and a werewolf bone down, what 
Breed is the kid? 

What? Oh Jesus, we’re not going to do the breed-
ing program questions. The kid is probably Kinfolk, or 
maybe a homid Garou. Lunars have striking similar-
ities to the Changing Breeds, but they’re a complete-
ly different order of supernatural being. The Chosen 
just count as ordinary human beings as far as World of 
Darkness supernatural lineage goes, unless they were 
already Kinfolk or Kinain prior to Exaltation. In that 
case, they’re still Kinfolk or Kinain. This does mean 
that, yes, the Dragon-Blooded are not going to be keen 
to jump into the sack with the returning Celestials.

Wait, I have more terrifying RPG sex questions. Can 
Lunars still make beastmen by breaking into the zoo 
and doing the six-legged tango? 

Oh my God. Why are you like this?

Hey, you’re the one who kept beastmen around into 
Third Edition, asshole. 

Okay, fine. No, beastmen aren’t a thing any more. 
Even in the Age of Legends, that trick only worked 
in the Wyld or with some other kind of specialized 
magic backing it up. The World of Darkness isn’t near-
ly magical enough to sustain Ma-Ha-Suchi’s army of 
goat-men.

I have yet more questions about Exalted making ba-
bies! In First and Second Edition, powerful Celestial 
Exalted could have children that inherited some of 
their magic. Is that still a thing? 

Kind of, sort of, not really. A Celestial Exalt’s off-
spring might be a little bit second-sighted or weird, but 
that’s about it. An Abyssal’s children might be more 
likely to be mediums, or born with a caul, or to shop 
at Hot Topic, that sort of thing. A Sidereal’s offspring 
could have a slightly easier time studying sorcery than 
most people. Basically, “my dad was a Solar” is a good 
justification for picking up some of the weirder Mer-
its floating around out there, or developing the kind 
of psychic powers found in Sorcerer Revised or The 
Hunters Hunted II, but the kid is still fundamentally 
just an ordinary human. You might let them buy some 
of the Dragon-Touched Merits, as well.

I’m tearing my hair out as a Storyteller, these fucking 
things are just too strong. How do I kill my players? 

Well, first of all, go back to Chapter Ten and reread 
that bit about this being a power fantasy and it not being 

your job to fuck it up. But if you want to throw some 
speedbumps in front of The Infinite Human Ginsu Ma-
chine, Chosen of the Dawn, I strongly recommend the 
following options: 1) Target stuff he cares about rath-
er than the Exalt directly, and which is less invincible 
than he is. Not only will this get the story moving in a 
hurry, but players love defending their Intimacies, and 
in the case of fighty Exalts, they usually get Essence for 
doing it, too. 2) Target his areas of non-expertise. Use 
poison gas, emotional manipulation, that sort of thing. 
An Exalt can usually smash a vampire with Potence and 
Celerity flat, but may have more trouble dealing with 
high Presence or Obfuscate. Mages can get a lot of mile-
age out of indirect attacks and debuffs. 3) Shapeshifters 
are really scary once you get past the tornado-of-claws 
aspect. A lot of Gifts either just work, or else target Will-
power, which Exalts can’t usually buff. Losing a couple 
of turns running and defending because of True Fear is 
a good way to break up an otherwise-unassailable battle 
pattern and get the Essence exhaustion ball rolling. The 
Chosen often have counters to these things, but those 
are either an investment on their own, or rely on your 
Intimacies kicking in to save you, which is at least an 
interesting stress point.

Can you abort to full defense if attacked before your 
Initiative comes up? 

Yes. You don’t have to fiddle around with Will-
power rolls or anything, you just declare defense.

How about using multiple actions to defend yourself? 
Can you do that? 

Yes, but as noted in Chapter Two, you have to 
declare you’re taking multiple actions when your turn 
comes up. You can’t just add more on after the fact.

Can I use a regular block or parry or dodge along 
with Fivefold Bulwark Stance and its sister Charms? 

No, you can’t “double dodge” or “dodgeparry” an 
attack. Fivefold Bulwark Stance is already hard enough 
to get past without bringing back stacked defenses 
from First Edition.

How do dice caps work? 
They don’t exist as a general concept. The “Excel-

lence” Charms tell you exactly how many dice they’re 
able to add to a roll, but that limit is just imposed on 
the Charm itself; it’s not a broader limitation on the 
Exalt. You can stack together as many sources of extra 
dice as you can lay your hands on.
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Does [thing that raises a trait] increase the amount of 
dice my Excellence Charm gives me? 

Unless it explicitly says it does, no. Those Charms 
only care about the permanent dots on your character 
sheet. A Lunar’s shapeshifting never empowers her Ex-
cellence Charms, for example (although she can have 
both bonuses active at once).

If a demon or another Exalt curses me with “lose 
successes on 1s AND 2s” what happens to my Caste 
Attributes/Abilities? 

Good question. Let’s split the difference and say 
they go back to just subtracting successes on 1s for the 
duration of the curse.

Can Eclipses learn the Charms of other Exalts? How 
about vampire Disciplines and stuff? 

No and no. The ancient binding agreements which 
once permitted such things shattered when the nature 
of the world changed in ages past. If you want to house-
rule it back in, I would suggest they need mentorship 
from whatever kind of critter owns the power, and that 
they pay the same cost for it that the critter in question 
would if it were “un-favored” for them (i.e not a Tribe 
Gift or Clan Discipline or whatever).

Does a Lunar need to undertake a sacred hunt before 
claiming a form? 

No. The Sacred Hunt was first introduced in Exalted 
Second Edition and isn’t carried into Exalted vs World 
of Darkness. If a Lunar snatches a passing pigeon out of 
the air and crams it in her mouth, she’s got its form. That 
said, spirits are often amenable to being hunted in a ritual 
fashion as proof of a petitioner’s worthiness.

When a Lunar shapeshifts, what happens to her 
clothing and carried possessions? 

A Lunar’s clothing temporarily vanishes when she 
assumes an animal form, and either grows to fit her or 
temporarily vanishes when she shifts into war form, as 
the player desires. Alternately, she can rip her clothing 
up like the Hulk as she grows out of it for dramatic 
effect, if she likes. When assuming a different human 
form, her clothing subtly re-sizes itself to fit her.

Can the Exalted use rites and rituals from other sorts of 
supernatural beings, like the Hungry Dead or werewolves? 

No, they don’t have the long-standing pact with 
the spirit world that makes spirits recognize and re-
spond to the ritual efforts of the Changing Breeds, nor 

does their Essence function in the same way as the Chi 
manipulation of the Hungry Dead. Sometimes ancient 
sorcery can reproduce the effects of rites, but it arrives 
at the same end point by very different roads. Direct 
sponsorship by a spirit via the Totem Background can 
allow for a very few exceptions to this rule, but only 
those granted by the totem spirit itself.

Can a Solar still be transformed into an Abyssal? 
There’s nobody in the setting these days with the ex-

pertise to perform such an operation, so there’s no obvi-
ous way to get it done, but never say never. If you pitched 
a Solar into the very maw of Oblivion itself, would their 
Exaltation fly out inverted into a thing of death? What 
happens if you send an Exalt into the Cauls? I don’t 
know what the answer to either of those might be. The 
answer in both cases might very well just be “an angry 
Solar” or “a dead Solar.” Ultimately, it’s up to you to de-
cide the answer to those questions, and tell those stories.

Can an Abyssal still be redeemed into a Solar? 
Probably, but again, there’s absolutely no roadmap 

for it. How do you do it? Journey into the depths of 
the Umbra to petition the aid of the Celestines? Im-
merse an Abyssal in the purifying molten silver lake of 
Erebus? Many long stories of heartfelt atonement and 
attempts at redemption? Run a chronicle telling that 
story and then get back to me.

Can an Infernal still toss on more demonic features 
with By Rage Recast while in Shintai form? 

Your Charms continue to work in Shintai form 
unless something says otherwise, so yes.

Infernals have a bunch of Charms to turn people 
into fomori. How much control does the Infernal 
have over the powers that manifest? Can they angle 
for specific fomor breeds?

 The Storyteller decides what kind of fomor some-
one gets turned into. While replicating some breeds 
from W20 Book of the Wyrm or Riot of the Flesh or 
other, older publications is definitely possible, none of 
the Charms are really calibrated to reliably give you the 
same thing over and over. Broadly speaking, the kind 
of fomori you get back should probably depend on the 
Charm you’re using to create them. The Hell of Boil-
ing Oil ought to be mostly making amphibious mu-
tants with acidic bodily fluids, slide-off skin, and the 
like, while Kakuri Charms are probably making creepy 
fomori with stealth and ice powers most of the time. 
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Latter-Day Devil Implants will generally either create 
subtle fomori (the player shouldn’t fear giving some-
one a replacement leg only to see them mutate into a 
giant acid-slobbering beetle, completely overshadowing 
the intent of the Charm), or in the case of more out-
landish implants, treat the implant itself as the fomor’s 
primary power. Once you have your own Hell Realm 
it’s very valid for all your fomori to come out sporting 
its visual and thematic motifs, if you want some kind 
of uniformity, but their powers are still in the hands of 
the Storyteller.

That sucks, I want to customize my fomori.
You really don’t, trust me. You do not want a char-

acter with a reliable way to generate a hundred lackeys 
with Homogeneity in your chronicle.

How come mages get to screw around with Exaltation 
when that was always strictly off-limits in Exalted itself? 

Mostly for the same reason the Gurahl get to bring 
the dead back to life, even though that was a feat be-
yond the power of even the mightiest of the Chosen 
back in Exalted: this is a different era and it plays by 
different rules. Mages have the power to at least attempt 
to rewrite reality according to their will, and I didn’t 
feel it was Exalted vs World of Darkness’s job to 
delegitimize what mages are. The Exalted are “guests” 
in the World of Darkness, albeit very unruly ones. 
They’re crashing in on someone else’s story. I didn’t 
want this book to make the World of Darkness feel like 
a paper mockery of itself by just taking away any facts 
or features that might be troublesome for the Chosen.

The book says the Celestial Exalted are equivalent to a 
Master or Methuselah or all these other cool things but 
[insert horrifying Mage: the Ascension rules abuse]? 

First, that’s not a question. Second, I’m aware that 
if a Storyteller lets you get away with Entropy-based sys-
tem murder in Mage, you can twist the game into a 
screaming pretzel capable only of wishing for the sweet 
release of death. Exalted vs World of Darkness was 
written against mages as they’re described in the set-
ting material for World of Darkness books, not the 
kind of gross insanity that happens in internet forum 
thought exercises. Speaking bluntly, I’m aware that 
Mage doesn’t have the world’s most rigorous rules and 
that a great deal of the game comes down to seeing 
what you can or can’t talk your Storyteller into letting 
you get away with. This book assumes that you’re not 
going to successfully con your Storyteller into letting 

mages roll around with a permanent difficulty 3 lock 
on all dice rolls and all their Traits semi-permanently 
jacked to 8, all somehow accomplished without being 
turned inside-out by Paradox or the Unbelief effect.

If you want to treat mages as being incredibly 
dangerous by dint of their ability to throw long range 
Correspondence-based curses and the like, it’s suggest-
ed that Exalts who run afoul of a powerful group of 
willworkers make friends with other willworkers who 
can run mystic interference for them against that kind 
of crap, leaving the Exalt free to do what they do best. 
Mostly, though, Exalted vs World of Darkness tends 
to assume that the raw power and versatility of mag-
es gets checked by the severe tendency for ambitious 
magick to blow up in their own faces, since this is also 
what the official game materials assume.

Yeah okay but have you seen the kind of bullshit the 
Arch-Spheres are capable of?

 I’ve read Masters of the Art, yeah. Exalted vs 
World of Darkness is calibrated against M20, though, 
and although M20 is probably never going to come 
right out and officially de-canonize them, we’re almost 
surely never going to see the Arch-Spheres again. They 
were inserted into Masters of the Art at the behest 
of White Wolf’s marketing department, who thought 
cool elder powers would boost sales, despite the objec-
tions of literally everyone else involved. Satyros Phil 
Brucato hates them and thinks they shouldn’t exist; 
even Jesse Heinig doesn’t much care for them, and he 
developed Masters of the Art. So my stance is generally 
that I’ve opted to largely not worry about Archmasters, 
and you probably shouldn’t either. Regular Masters are 
plenty to keep the Exalted busy.

In Appendix One, you’ve covered the Qiao from De-
mon Hunter X, but what about the 6+ dot Qiao in 
Time of Judgment? Aren’t those perfect for EXvWoD?

 I reviewed the ToJ apocalypse Qiao, and decided to 
just leave them untouched and unaddressed. Mostly, it’s 
because some of them are crazy enough that they begin 
to match or even outshine Exalted Charms, and I’d like 
the Qiao to remain a supplemental addition to the main 
Exalted toolkit, rather than a viable replacement for it. 
If you want to let the Chosen have them, go ahead, it’s 
not like they don’t already snap the power curve over 
their knees as it is. I just think it’s more fun if a Solar 
shakes the Earth with her return because she’s a Solar, 
rather than because she has Qiao of the Mo Kung 8.
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The Infernals material makes a lot of noise about how 
badass wicked they are, but do they have to be evil?

 The hijacked devils and Banes that act as guidance 
systems for Infernal Exaltations don’t tend to pick the 
nicest people in the world, but they’re also burning 
apart from the inside-out and as such they’re in too 
much of a hurry to vet candidates for a total lack of scru-
ples. Which is to say, no, your Infernal doesn’t have to 
be a complete and irredeemable dickbag. They are, how-
ever, a living vessel for defiled Essence, and the bearer 
of an Exaltation that has bathed in the cruelty and hor-
ror of Yomi Wan for thousands of years. So no matter 
how nice they are, Sense Wyrm is always going to pick 
them up, they will always be a creature of darkness, and 
if they’re trying to do the cool antihero thing, they’ve got 
to navigate a toolkit full of effects like “give my enemies 
nightmares for weeks on end” and “send this guy’s soul 
screaming into the depths of Hell forever.”

Hey, once my Infernal has his own Hell, he can send 
people’s souls there when he kills them. Can they 
then escape and return as one of the Hungry Dead? 

You’re basically a baby Yama King at that point, so 
sure, I don’t see why not. Sounds cool to me.

Do Exalts still have iconic anima expressions? 
You can have your anima manifest as a roaring lion 

for a moment if you want to, as a style mark, but the 
default assumption is that animas are just big Dragon 
Ball Z battle auras now.

How about Abyssal Caste Marks, do they bleed? 
By default, no, they’re just black brands. They can 

if you think it looks cooler, though, or if the Abyssal is 
really pissed off or upset.

What color are the different animas?
Solars have golden anima banners. Lunars’ are 

silver. Abyssal animas are black voids that make every-
thing around them radiate light by contrast. For Drag-
on-Blooded, it varies by Aspect: Air is blue, Earth is 
white, Fire is red, Water is black, and Wood is green. For 
Sidereals, it varies by Caste: Journeys is yellow, Serenity 
is cerulean, Battles is crimson, Secrets is deep green, and 
Endings is purple. Infernals animas are the sickly green 
of witchfire or radioactivity. Alchemicals vary by Caste, 
and are described in Appendix Two. Liminals vary by 
Aspect, and are described in Appendix Three.

Exigents, of course, can look like anything at all. Wait a fucking second, Exigents? What Exigents? 
Oops. Forget I said anything. Don’t turn the page.
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FORBIDDEN APPENDIX:FORBIDDEN APPENDIX:

THE EXIGENTSTHE EXIGENTS

Topple empires using only my palms, 
Stayin’ outta my shadow, there’s fire left in my arms, 

Ain’t nobody can harm what I built from scratch in so long 
But the world keeps telling me “fuck you” and I don’t know what they on 

And y’all believe in mistakes but I never believe in wrongs 
I only swing at the giants to shatter them at the jaw.

—Zaid Tabani, “Umeshoryu”

There’s nothing wrong with the table of contents. 
This appendix was left off intentionally. The Exigents 
were never supposed to be part of this story, you see. 
They weren’t part of the grand war-council of the sky-
gods. They weren’t mighty dragons who stirred hurri-
canes with their breath. They were nobodies, anoma-
lies, not part of the great roadmap of destiny.

And yet, those who look past the borders of the map 
– or the end of the book – sometimes find great treasures.

In all likelihood, none of the Exigents survive 
through the many cataclysms that mark the passage 

from the Age of Legends to the World of Darkness. 
In all likelihood, there is not a single stray, unique 
Exaltation rattling around in the modern nights: only 
the Dragon-Blooded, the Liminals, and the long-sealed 
Celestial Exalted. In all likelihood, the Exigents will 
remain forever forgotten, a lost page of history, with no 
role to play at the end of all things.

In all likelihood.
Of course, the end of days is a time for the lost, 

the forgotten, and the unlikely to stand and make their 
mark, if ever they will.
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designing an exigent
If you’re going to play an Exigent – likely the only 

surviving example of the unique, one-off oddities of the 
Age of Legends – you don’t just make a character, you 
design the Exigent’s Exaltation. Here’s how that works:

seleCt a theme
Whatever god empowered your Exigent is long, 

long, long, long gone to dust and memory. So when 
you design your Exigent, you will be either the scion of 
a long-vanished overseer of some facet of the universe; 
or, perhaps, the empowered champion of a latter-day 
divinity whose shadow lingered, to some extent, in 
mortal mythology. Your patron wasn’t actually Thor, 
or Set, or Zeus, surely; but perhaps the hazy, ma-
ny-steps-removed memory of your patron inspired the 
legends that still live on today.

Either way, you begin by selecting a theme for your 
Exigent. A few examples to get your creativity started:

• Volcanoes (Pressure, eruption, smoke, fire and 
earthquakes)

• Shadows (Darkness, copying things, being con-
nected to things)

• Harvest (Renewal, reaping, life and death, bounty)

• Hives (Swarming insects, social hierarchy, one-as-
many, many-as-one)

• Zeus (Rulership, wisdom, lightning)

• Set (Storms, deserts, rivers, darkness, serpents)

seleCt inheritanCe
A few Exigent Exaltations simply pass through a cy-

cle of eternal reincarnation in the same fashion as the 
Solar and Lunar Exalted, but most are passed on by far 
more idiosyncratic means. Perhaps the old bearer of 
the Exaltation must pass on a magic sword before she 

dies. Perhaps, upon the Exigent’s death, a cunning and 
near-impossible puzzle box appears somewhere in the 
world, holding Exaltation for the one who solves it. 
Perhaps the Exaltation departs to roam the world as a 
legendary white stag, and only the hunter who brings 
it down can claim Exaltation. Whatever you come up 
with, it probably won’t be relevant to play, but it’s vital 
to understanding how your Exigent became who she is.

seleCt poWer level
Talk with your Storyteller, and then decide whether 

your Exigent is about as powerful as one of the Drag-
on-Blooded, or stands as a peer to the Celestial Exalted. 
If you are a peer to the Dragon-Blooded, then you are an 
Exigent of the Terrestrial Tier. If you are a peer to the Celes-
tial Exalted, then you are an Exigent of the Celestial Tier.

seleCt divine aBilities
Exigents don’t have Caste or Aspect Abilities or 

Attributes. Instead, they have either Divine Attributes 
or Divine Abilities, which work the same way.

• Terrestrial Tier: If you have Divine Attributes, select 
three Attributes to be your Divine Attributes. These 
must be from different categories (i.e. one Physical, one 
Social, and one Mental). If you have Divine Abilities, select 
eight Abilities, no more than three of which may be from 
the same Ability category (Talents, Skills, Knowledges).

• Celestial Tier: If you have Divine Attributes, select three 
Attributes to be your Divine Attributes. These can be any 
three Attributes you want. If you have Divine Abilities, select 
eight Abilities, which can be any eight Abilities you want.

note essenCe pool
Like all Exalted, your Exigent uses Essence to fuel her 

Charms and other miracles. How much Essence she has, 
and how well she can spend it, all depends on her Tier.

terrestrial tier celestial tier

essence rating essence Per tUrn essence Pool essence rating essence Per tUrn essence Pool

1 1 5 1 1 8

2 1 6 2 2 10

3 2 7 3 3 12

4 2 8 4 3 14

5 3 10 5 4 15
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anima Banner
Devise your Exigent’s anima display. Exigents 

don’t generally have a caste mark, since they don’t have 
castes, but some of them have a unique marking that 
appears as they begin to spend Essence nonetheless.

regaining essenCe
Exigents regain Essence in much the same fashion 

as other Chosen, but there are a few considerations 
and decisions to make:

• Decide whether your Exigent gains 1 point of Es-
sence for (Choose one):

• • Every three hours they spend in the Spirit World.

• • Every three hours they spend in the Dream-
ing, on top of the 1 Essence all Chosen gain every six 
hours in that realm.

• • Every three hours they spend in the Underworld.

• • Every six hours they spend in some other sort 
of very specific otherworld not listed above.

• Decide which of the following is true (Choose one):

• • Your Exigent gains (3 + Essence rating) points 
of Essence when the sun rises each day, whether she 
can see the sunrise or not. 

• • Your Exigent gains (3 + Essence rating) points 
of Essence when the sun sets each day, whether she 
can see the sunset or not.

• • Your Exigent gains (3 + Essence rating) points of 
Essence when she sleeps for at least six uninterrupted hours, 
and dreams. This can happen no more than once per day.

• • Your Exigent gains (1 + Essence rating) points of 
Essence each time the local tide reaches its highest point.

• • Your Exigent regains all of her Essence points 
when some erratic phenomenon she cannot control 
manifests around her, such as rain, fog, high winds, or 
the rumble of thunder. This can occur no more than 
once every 12 hours.

• • Your Exigent gains (5 + Essence rating) points 
of Essence at sunrise each day during a specific season 
(Winter, Summer, etc), whether she can see the sunrise 
or not. At all other times of year, she gains (Essence 
rating) points of Essence at sunrise each day.

• • Your Exigent gains (Essence rating) points of 
Essence when the sun sets each day, whether she can 
see the sunrise or not. If she is in a temple especially 
constructed to her long-lost god at sunset, she instead 

gains (7 + Essence rating) points of Essence.

• • Something else not listed above.

essenCe reneWal
Once during a certain interval (usually once per 

scene) your Exigent can regain a certain amount of Es-
sence (usually 2 points) for performing a certain sort 
deed. What sort of deed stokes the fires of your Es-
sence? Here are some examples:

• Volcanoes: Escalating a situation with your pres-
ence, triumphing through overwhelming force, forcing 
someone to capitulate to your will.

• Shadows: Achieving your goals through stealth 
and deception, or getting what you wanted while con-
cealing your agenda.

• Harvest: Helping out a community, bringing 
something to an end that had lingered long past its 
time, destroying one of the undead.

• Hives: Achieving your goals through connections, 
infrastructure, networking, and playing a system.

• Zeus: Achieving your goals in a way that demon-
strates your mastery over others, and having your supe-
riority acknowledged.

• Set: Achieving your goals through treachery, poi-
son, or minions.

speCial Feature
Most Exigents have a unique Anima power. An Ex-

igent’s Anima power normally makes them better at 
performing their core function, or gives them some 
unique ability that allows them to do whatever it is that 
they do. Look at the other Anima powers in this book 
as guidelines. Some additional examples are:

• Volcanoes: The Exalt may spend 1 Essence to 
increase all of his Attributes by a value equal to (1 + 
the number of his Intimacies that he is working to ad-
vance or protect in the current scene) for the rest of 
the scene. This increase occurs automatically while the 
Exigent’s anima is flaring.

• Shadows: The first 2 Essence the Exalt spends in a scene 
don’t count toward flaring her anima. Additionally, when her 
anima does flare, everyone that glimpses the Exigent sees her as 
themselves, rather than witnessing her true appearance.

• Harvest: The Exigent may reflexively summon a 
great and terrible harvest-scythe to hand. This weapon 
is completely indestructible, and has the combat traits 
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character creation

Creating an Exigent works a lot like making any of the other Exalted, though there are more flex points. The 
steps are outlined below:

steP 1: character concePt

 • Consult with other players and come up with an appealing concept.
 • Design the various elements of your Exigent.

 • Select Nature and Demeanor.
steP 2: attribUtes

 • If you are Terrestrial Tier:

 • Optional: Note Divine Attributes, if you have any.

 • Mark down one dot in each Attribute.

 • Rank categories of Attributes (Physical, Social, 
Mental) in order of importance to your character.

 • Divide 7 dots among primary Attributes, 5 
dots among secondary Attributes, and 3 dots among 
tertiary Attributes.

 • If you are Celestial Tier:

 • Optional: Note Divine Attributes, if you have any.

 • Mark down one dot in each Attribute.

 • Rank categories of Attributes (Physical, Social, 
Mental) in order of importance to your character.

 • Divide 8 dots among primary Attributes, 6 
dots among secondary Attributes, and 4 dots among 
tertiary Attributes.

 • Optional: If you have Divine Attributes, divide 
an additional 2 dots among Attributes. At least 1 dot 
must go to a Divine Attribute.

steP 3: abilities

 • If you are Terrestrial Tier:

 • Optional: Note Divine Abilities, if you have any.

 • Rank categories of Abilities (Talents, Skills, 
Knowledges) in order of importance to your character.

 • Divide 13 dots among primary Abilities, 9 
dots among secondary Abilities, and 5 dots among 
tertiary Abilities. No Ability can have more than 3 
points without spending Freebie Points.

 • If you are Celestial Tier:

 • Optional: Note Divine Abilities, if you have any.

 • Rank categories of Abilities (Talents, Skills, 
Knowledges) in order of importance to your character.

 • Divide 13 dots among primary Abilities, 9 
dots among secondary Abilities, and 5 dots among 
tertiary Abilities. No Ability can have more than 3 
points without spending Freebie Points.

 • Optional: If you have Divine Abilities, divide an 
additional 3 dots among Divine Abilities. These dots 
are allowed to raise a Divine Ability above 3.

steP 4: advantages

 • Choose Charms (5 dots in total if Terrestrial Tier, 6 dots in total if Celestial Tier).

 • Select 5 dots of Backgrounds.

 • Write down three Intimacies.
steP 5: finishing toUches

 • Record Willpower (5), Essence rating (1), and Essence pool (5 for Terrestrial Tier, 8 for Celestial Tier). 
Essence pool begins at maximum.

 • Spend Freebie Points (15), and, optionally, purchase Merits and Flaws (max. 7 points).
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of a daiklave. It may be banished with a gesture and a 
moment’s concentration. When her anima flares, ev-
eryone touched by its radiance stops bleeding, and may 
make an immediate and reflexive roll to overcome or 
force into remission any diseases they suffer from; the 
difficulty of this roll is reduced by two.

• Hives: Spending 1 Essence allows the Exigent to 
plant an intrusive thought into the mind of any crowd 
she mingles with. Roll the average Willpower rating of 
the group against difficulty 7; if the roll fails, the group 
immediately begins to act on the thought. The Exigent’s 
anima is full of buzzing, hungry mandibles, and inflicts 
damage as a Dragon-Blooded anima flux when it flares.

• Zeus: Instead of having a standard anima banner, 
you manifest a raging thunderstorm in the sky above. 
Any stunt you perform which incorporates the sound 
of thunder, the rain, the storm winds, or opportune 
bolts of lightning (which you may essentially direct by 
dramatic fiat, so long as they’re not used to directly at-
tack or destroy important elements of the scene) adds 
+3 dice to the relevant action.

• Set: You can breathe while underwater and swim 
at your full normal movement rate, but only within riv-
ers. While your anima banner flares, you manifest the 
ancient vampire power Brother to Jackals, Compan-
ion to Owls from pagepage 305, causing snakes and 
beasts of the desert to appear and defend you. These 
mysteriously slip away as your anima fades.

appropriate BaCKgrounds
When creating your Exigent, any of the Backgrounds 

found in this book might potentially be appropriate.

speCial rules For exigents
Using the special rules for other sorts of Exalts 

in this book, you might devise any number of special 
rules for your Exigent. If a special rule amounts to a 
superpower of some kind, though, ask if your Charms 
are going to build on that power, and how. If they’re 
not, it’s possible that what you’re building should just 
be Charms. Here’s an example:

the volCano exigent: rising pressure
The Volcano Exigent can build up a trait known 

as Pressure over the course of a scene. Gain a point of 
Pressure when:

• You produce at least two 10s on a single roll.

• You are attacked and suffer damage.

• Something bad happens to one of your Intimacies.

The Exigent can build up to three points of Pressure. 
If not used, Pressure vanishes at the end of the scene.

Once three points of Pressure have been built up, 
the Exigent may spend them all at any point to provoke 
an Eruption. Provoking an Eruption is a reflexive act 
that transforms every die in one of the Exigent’s rolls 
– which can be a standard action, a Charm activation 
roll, a damage or soak roll, or anything else – into an 
automatic success, regardless of the roll’s difficulty.

As a consequence of having this special rule, a 
number of Volcano Charms have both high difficulty 
to activate, and significant rewards for rolling a high 
number of successes.

Charms
Exigents buy all of their Charms for (rating × 3) 

experience points.
When designing Charms for your Exigent, look to 

the other sorts of Exalted in this book. It’s often easy 
to re-skin a Charm that sets someone on fire into a 
flesh-devouring cloud of beetles.

designing an exCellenCe Charm
When building the “Excellence” Charm for your 

Exigent, it’s often easiest to simply copy one of the Ex-
cellence Charms from another sort of Exalt. In general, 
Excellence Charms should cover all of your Divine Abili-
ties or Attributes on their first purchase, and then require 
additional purchases for other Abilities or Attributes.

That said, here are some additional examples of 
how you might put together an Excellence Charm:

freebie Point costs

attribUte 5

divine attribUte 4

ability 2

divine ability 1

charm (rating × 3)

ancient sorcery sPell 5

essence 10

backgroUnds 1

WillPoWer 1
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exCellenCe oF the erupting volCano (•)
As her Essence builds and overflows, the Chosen of 

the Volcano may perform feats far beyond mortal limits.
System: The first time the character purchases this 

Charm, it may be applied to any of her Divine Attri-
butes. At any time, the player may reflexively spend 1 
Essence to add (the Attribute being rolled + the Exalt’s 
current wound penalties) dice to all rolls using a rele-
vant Attribute for (Essence rating + 1) turns in combat, 
or minutes outside of combat.

This Charm can be repurchased to unlock addi-
tional Attributes, but Essence must be spent to add 
dice to each Attribute separately.

exCellenCe oF the BountiFul harvest (•)
There is a time to plant and a time to reap, and the 

Chosen of the Harvest may draw from both aspects to 
empower feats beyond the human norm.

System: Each time the character purchases this Charm, 
she names one Attribute and three Abilities for it to en-
compass. If the character is outdoors, or if it is daytime, the 
Exalt may reflexively spend 1 Essence to add (the Ability 
being rolled) dice to all rolls using a relevant Ability for (Es-
sence rating + 1) turns in combat, or minutes outside of 
combat. If the character is indoors, or if it is nighttime, the 
Exalt may reflexively spend 1 Essence to add (the Attribute 
being rolled) dice to all rolls using a relevant Attribute for 
(Essence rating + 1) turns in combat, or minutes outside of 
combat. If the Exalt is indoors during the day or outdoors 
at night, both of these functions may be active at the same 
time, though they must be paid for separately.

exCellenCe oF the sWarm (•)
There is strength in numbers, and the Exalt lets 

that strength flow through her.
System: The first time the character purchases this 

Charm, it may be applied to any of her Divine Abilities. 
At any time, the player may reflexively spend 1 Essence 
to add (the number of other people within 20 yards that 
the character is aware of, up to a maximum of 10) dice to 
all rolls using a relevant Ability for (Essence rating + 1) 
turns in combat, or minutes outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately.

exCellenCe oF olympus (•)
So long as the Exalt has reserves of will to draw 

upon, she may carry herself to triumph, performing 
feats worthy of divinity itself.

System: The first time the character purchases this 
Charm, it may be applied to any of her Divine Abilities. 
At any time, the player may reflexively spend 1 Essence 
to add (her current number of Willpower points) dice to 
all rolls using a relevant Ability for (Essence rating + 1) 
turns in combat, or minutes outside of combat.

This Charm can be repurchased to unlock addi-
tional Abilities, but Essence must be spent to add dice 
to each Ability separately.

example volCano Charms

shaKing the earth (••)
The Exalt strikes the earth, shaking it with her fury 

and perhaps even provoking its molten heart to speak.
System: Spend 1 Essence, strike the ground, and 

roll Strength + Athletics against difficulty 8. Success 
causes all opponents (but not allies) within (Essence × 
10) yard to stagger, lose their balance, and fall; all at-
tacks directed against them until they regain their feet 
are made at –1 difficulty. If the character rolls at least 
five successes when activating this Charm, then the 
ground beneath each opponent also cracks and sends 
forth a geyser of flames, forcing each enemy to soak 
three levels of lethal damage.

molten Core (•••)
As pressure builds within the Exalt’s spirit, she 

feeds her own Essence into it, kindling her heart-fires.
System: Reflexively spend 1 Essence when the Exigent 

gains Pressure to gain an additional point of Pressure.

the mountain shrugs (••••)
No matter the violence directed against her, the 

Exalt may bull through while suffering nothing more 
than superficial damage.

System: Reflexively spend 1 Essence immediately 
after being struck by an attack that inflicted damage. 
The character suffers only a single level of damage 
from that attack.

pyroClastiC reneWal (•••••)
Even as volcanic heat destroys the world, it also 

remakes the land and grants it unmatched fecundity. 
So to it is with the eruptions of the Exalt’s Essence.

System: When the Exigent triggers an Eruption, 
she immediately heals the player’s choice of: all bashing 
damage, or a number of levels of lethal damage equal to 
her Essence rating, or one level of aggravated damage.
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the metropolitan exalt,  
Chosen oF Cities

Shall we put an entire, ready-to-run, playable Ex-
igent together before you close this book, I close this 
project, and we say good-bye? We’ve come so far al-
ready. Let’s do it. Let’s end on a high note.

seleCt a theme
We’ll create the Metropolitan Exalt: the Chosen not 

merely of a specific city, but of an ancient and forgotten god 
of all cities, indeed of the entire notion of cities. A hero to 
shake the vampires, the magicians, the ghosts, and the other 
parasites out of the grand edifices of human endeavor.

We’ll say that the ideas, the themes, of cities are 
that they are places of society, where people have rela-
tionships to one another; that they are where you live; 
that they are of brick and mortar and asphalt and steel 
and glass; that they are places of separation and secrets, 
of neighborhoods and enclaves and alleys and crimes 
of passion; and that they are places of interconnected-
ness, where people may quickly move about by roads 
and elevators and other infrastructure.

seleCt inheritanCe
The Metropolitan Exalt was unleashed from the 

Black Vault, and has a relatively standard Exaltation. 
She is always someone who was born and raised in a 
major city, who feels a great connection to its streets and 
alleys, its people, its secret ways: the heart of the place.

She is Chosen on the night when she discovers the 
monsters that prey upon her city, and tries to fight back 
or run. She finds that the city opens up to her. She 
slides under gaps in fences, darts down alley mouths 
lost in shadow, flees down rain-slick staircases, leaps 
between neon shadows: she escapes into a place that 
is not entirely of normal geography: into secret streets, 
down imaginary alleys, and into the Heart of the City.

The Heart of the City is a secret place, where the 
monsters cannot find her. It is an underpass in Los An-
geles, or a closed-down subway terminal in Tokyo, or an 
abandoned tenement in Baltimore. A majestic and ob-
scure symbol burns on a nearby wall in glow-in-the-dark 
spraypaint. Touching it, she gains the strength of millions.

seleCt poWer level
The strength of millions. That sounds like we’re fly-

ing at the Celestial power level to me, yeah?
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seleCt divine aBilities
Cities are human places, of human endeavor, rather 

than of raw intrinsic might. That suggests Divine Abilities 
to me. Because we’re at the Celestial tier, I can grab from 
anywhere that feels right among all three categories.

For the Metropolitan Exalt, we’ll ask: What speaks 
of cities? Streetwise to begin, certainly: we must have 
Streetwise. That’s obvious. Seven more, then. What 
other Abilities point to the complexity and intercon-
nectedness of cities? Drive, sure, cities are great sprawl-
ing ribbons of pavement even if you use public trans-
portation or walk or bike about; and Politics, which 
are the lifeblood of human enterprise; and cities are 
places of furious commerce, which speaks to  Finance 
as well. I’m tempted by Firearms because it’s always 
nice to have a fighty Ability, but this is the Chosen of 
cities, not specifically American cities, so we’ll put that 
to one side for now. Four to go and now the choices 
are harder. After staring at the possibilities for a mo-
ment, I’ve got to have Alertness: a city is a place of a 
thousand details, all constantly shouting for your at-
tention. After a moment’s thought, I realize that our 
city is still mute, cannot communicate with itself or 
with others, and this is wrong for humanity pressed in 
shoulder to shoulder. We must have Expression to get 
to know the neighbors, and Brawl for those hot sum-
mer nights when tempers boil over. One left. What 
should it be? Firearms no longer really appeals now 
that I have Brawl. No. It’s Subterfuge, I think. I’ve said 
that cities are places of secrets.

Alertness, Brawl, Drive, Expression, Finance, Politics, 
Streetwise, Subterfuge. There are our Divine Abilities.

character creation

Now it’s your turn to step in: follow the instruc-
tions below to make the Metropolitan Exalt 
your own.

steP 1: character concePt

 • Consult with other players and come up 
with an appealing concept.

 • Select Nature and Demeanor.

steP 2: attribUtes

 • Mark down one dot in each Attribute.
 • Rank categories of Attributes (Physical, Social, 

Mental) in order of importance to your character.
 • Divide 8 dots among primary Attributes, 6 

dots among secondary Attributes, and 4 dots 
among tertiary Attributes.

steP 3: abilities

 • Note Divine Abilities: Alertness, Brawl, Drive, 
Expression, Finance, Politics, Streetwise, Subterfuge.

 • Rank categories of Abilities (Talents, Skills, 
Knowledges) in order of importance to your 
character.

 • Divide 13 dots among primary Abilities, 
9 dots among secondary Abilities, and 5 dots 
among tertiary Abilities.

 • No Ability can have more than 3 points 
without spending Freebie Points.

 • Divide an additional 3 dots among Divine 
Abilities. These dots are allowed to raise a Di-
vine Ability above 3.

steP 4: advantages

 • Choose Charms (6 dots in total).
 • Select 5 dots of Backgrounds.
 • Write down three Intimacies.

steP 5: finishing toUches

 • Record Willpower (5), Essence rating (1), and 
Essence pool (8). Essence pool begins at maximum.

 • Spend Freebie Points (15), and, optionally, 
purchase Merits and Flaws (max. 7 points).

freebie Point costs

attribUte 5

ability 2

divine ability 1

charm (rating × 3)

ancient sorcery sPell 5

essence 10

backgroUnds 1

WillPoWer 1
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note essenCe pool
We picked Celestial power level, so we’re using the 

Celestial Essence pool table. Easy enough.

anima Banner
No caste mark for our Exigent, but we’ll go with 

an anima banner that looks like bright, shifting, satu-
rated neon twisting into a constantly changing mesh 
of graffiti tags.

regaining essenCe
I’m tempted to give the Exigent higher-than-nor-

mal Essence regain while in a city, and pitiful Essence 
regain outside of a city, but frankly, if you’re playing 
this, you’ll probably spend the entire chronicle in some 
city or other. So let’s just stay simple, and say that the 
Metropolitan Exalt gets (3 + Essence rating) points of 
Essence at dawn each day, when the city wakes up for 
work, and gets 1 point of Essence of every three hours 
she spends in the Spirit World.

essenCe reneWal
This one takes a bit of consideration, but in the 

end I decide to keep it simple:
Once per scene, the Metropolitan Exalt may re-

gain 2 points of Essence by protecting the people of a 
city from a monster that has been preying on them, or 
by cleansing a location in the city of monstrous influ-
ence or control.

anima poWer
While glancing around at existing Anima powers 

for inspiration, I get an idea that seems fun to me and 
end up just cobbling a variation on half of the Twilight 
anima to half of the Changing Moon anima. Simple 
enough:

• Cities: By spending 1 Essence while within a city, 
the Metropolitan may duck into some secret door, 
crack, or side-street the city briefly conjures into be-
ing for her benefit, infallibly escaping from the current 
scene and safely ending up somewhere a mile or more 
away. When her anima banner is burning, it wraps 
tight around her and forms a distinct costume that is 
immediately recognizable as the Metropolitan, a pow-
erful supernatural being, but conceals her mundane 
identity. Anyone in the scene that has already recog-
nized her as anything more than her Exalted self must 

roll Willpower against difficulty 8 or forget who the 
Metropolitan Exalt truly is, if the Exigent would rather 
they didn’t recognize her.

appropriate BaCKgrounds
Any of the following Backgrounds might potential-

ly make sense for the Metropolitan Exalt:

• Allies (V20, p. 111)

• Alternate Identity (V20, p. 111)

• Arsenal (Hunter the Reckoning, p. 120-121)

• Backup (M20, p. 306-307)

• Contacts (V20, p. 112)

• Cult (see p. page 290)

• Destiny (M20, p. 311-312)

• Familiar (see p. page 293)

• Fame (M20, p. 313-314)

• Fetish (W20, p. 137-138)

• Influence (V20, p. 114-115)

• Magic Artifact (Kindred of the East, p. 87)

• Mentor (V20, p. 115)

• Resources (V20, p. 115-116)

• Retainers (V20, p. 116)

• Spirit Heritage (W20, p. 139)

• Totem (W20, p. 140)

• Wonder (M20, p. 328)

The Exigent may also benefit from the following 
new Backgrounds:

dragon nest
Your character has seized or discovered a Dragon 

Nest – whichever the case may be, it’s hers now. Rather 
than rating its size or power, dots in this Background 
measure how secure the Dragon Nest is from hostile 
intrusion. Each dot of Dragon Nest increases the dif-
ficulty of all efforts to infiltrate or attack the Nest by 
anyone you haven’t granted access to, and a –1 difficul-
ty bonus to your attempts to spot, track, and identify 
intruders, or to defend the Nest from assault.
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past lives
Once in a while, some rare few Chosen find them-

selves lost in a waking dream of a time long ago, an age of 
savage adventure and forgotten glories. When this sudden 
vision fades, they may find that the skills they possessed in 
the long-vanished days of yore have carried them to victory.

Once per game session, a player may roll this Back-
ground’s rating and add it to the Ability rating of a roll she’s 
about to make. This only works for Abilities which might 
have existed in a timeless epoch of ancient heroes and sav-
age fantasy. Melee, Athletics, and Occult would all apply, but 
Past Lives can’t help with a Computer or Firearms roll.

• Once in a while you get moments of 
déjà vu.

•• Sometimes there’s the scent of exotic 
spices on the air, or a memory of voices 
you’ve never heard… but no, no actual 
words.

••• You occasionally have vibrant flashes to 
images or words that make no sense, but 
bring tears to your eyes.

•••• Once in a great while, you suddenly relive 
a few moments of a life from another Age.

••••• Now and again, in your darkest mo-
ments, you sometimes relive entire 
short vignettes of the ancient lives of 
those forgotten heroes whose power 
you’ve inherited.

supernatural status
No mere outsider, this Background reflects an Ex-

alt who has put in the work to embed herself in the 
power structure of one of the great supernatural societ-
ies of the World of Darkness. This Background reflects 
Abyssals who have made a home within the Camarilla 
or Sabbat, or Solars throwing in their lot with one fac-
tor or another in the war for reality. Having more than 
a few dots of this Background is unprecedented and 
probably unthinkable, but that’s par for the Exalted 
course… provided that the other players are cool with 
making your status a major plot element.

• Acknowledged; your peers recognize your 
name when it comes up. You’re a member 
in good standing, if an unusual one.

•• Credible; you’re considered noteworthy 
within your society.

••• Respected; your word carries weight, 
and you may have some manner of for-
mal position such as Harpy or Sheriff.

•••• Admired; you’re looked up to, or per-
haps feared. You certainly hold some of-
fice of formal authority, such as Keeper 
of Elysium or Seneschal.

••••• Revered; if you’re not officially calling 
the shots in your area now, it’s only be-
cause you don’t want to put that kind of 
target on your back.
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speCial rules For  
the metropolitan exalt

After a bit of consideration, I decide I don’t really 
need anything here I can’t handle in the Charms them-
selves, which is pretty common for Exigents. Lunars all 
get a bunch of shapeshifting built in from the word go, 
for example, because they’re a broad class of guys who 
need a unifying identity; but if there were only just one 
Lunar in the entire world, it would be much easier to 
just give him a bunch of Charms to transform himself.

That’s what we’re going to do here. All the work 
will go into the Charms.

metropolitan Charms
I already decided on the themes of the city back at 

the concept step. Now I flesh them out into distinct 
powers, enough to keep me going for a decent-sized 
chronicle. Some are just adaptations of the Charms of 
other Exalts, but others are entirely new.

That’s the wonderful thing about Exalted, and 
the World of Darkness, and stories in general, really. 
They’re yours to tell and retell and embellish however 
you like. This is your Exigent. This is your game: no 
one can take it from you.

Make what you will of it, and enjoy. Until we meet again.

exCellenCe oF the teeming metropolis: (aBility) (•)
By drawing strength from brick and steel and the 

mass of humanity itself, the Exalt makes herself unas-
sailably mighty.

System: Select one Ability when purchasing this 
Charm. At any time, the player may reflexively spend 1 
Essence to add (the Ability in question + Essence rating) 
dice to all rolls using this Ability for (Essence rating + 1) 
turns in combat, or minutes outside of combat.

The first time this Charm is purchased, it grants 
the power to enhance Alertness, Brawl, Drive, Expres-
sion, Finance, Politics, Streetwise, and Subterfuge. 
This Charm can be repurchased to unlock addition-
al Abilities, but Essence must be spent to add dice to 
each Ability separately.

City-sCrying glanCe (•)
The Exigent may attune her senses to otherworldly 

emanations, glimpsing places of power within the city 
or even peering into its otherworldly facets.

System: Roll Perception + Streetwise against diffi-
culty 7. Success allows the character to see the aura of 

power emanating from places of otherworldly or super-
natural energy such as Nodes, Caerns, Freeholds, or 
Haunts. These appear as rising auras of Essence, visible 
from up to (Essence rating) miles away. Spending 1 Will-
power permits the Exalt to attune her senses to the vi-
brations of another realm of existence for a scene, seeing 
through the Gauntlet or Shroud and into the Penumbra 
or Shadowlands, or to behold the city’s Chimerical as-
pect. This Charm only works in urban environments.

glass-striding King (•)
The Metropolitan may traverse the city in any way 

she pleases, choosing to always orient her personal 
gravity such that “down” is always relative to whatever 
she has set her feet upon. In short, she can walk up 
walls, across ceilings, and even stand on the underside 
of flagpoles to watch the sun come up over the city if it 
suits her to do so.

System: In addition to letting her walk and run 
about on walls and upside-down, the Exalt’s weight 
never breaks or damages the surfaces she moves across; 
she needs not worry about making a mere flagpole 
sustain her weight, or about glass cracking and shat-
tering under her vertical stride. She is also completely 
immune to falling damage, and may always land on her 
feet if she wishes. This Charm only functions when 
within a city or other urban environment.

ox-Body teChnique (•)
The Exigent’s body is as tough as brick and con-

crete, enabling her to survive grievous injuries.
System: The character permanently gains an ad-

ditional set of Hurt (–1), Injured (–1), and Wounded 
(–2) health levels.

This Charm can be purchased a number of times 
equal to the character’s Essence rating.

red light, green light (•)
The Metropolitan may bless or curse a group of peo-

ple, allowing them easy passage through the complex tangle 
of the city, or cursing them to an endless hell of gridlock, 
red lights, wrecks, long lines, and impossible parking.

System: Reflexively spend 1 Essence to ensure the Exi-
gent and her companions (or else another group of people 
numbering no more than a dozen) can cross the city with 
absolutely no incidental impediments of any kind for the 
next 24 hours. Alternately, a group of up to a dozen can be 
cursed such that any attempt to move through the city takes 
five times as long as it ought to for the next 24 hours. This 
Charm only speeds or impedes passage through urban en-
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vironments, and the targets must be in the Exigent’s line of 
sight when she activates this Charm.

righteous lion deFense (•)
The Metropolitan shores up her convictions and 

drives with the wills of the teeming masses around her. 
So long as the city stands, so too do her passions.

System: Any attempt to cause or force the Exigent 
to betray, undermine, or abandon her Intimacies auto-
matically fails.

sense-honing exerCise (•)
By focusing Essence into her awareness of the 

world, the Metropolitan’s senses become impossibly, su-
perhumanly sharp. She can hear footsteps approaching 
from a block away, read a newspaper caught in the gutter 
from a bench across the street, and map out a building’s 
pipes just from listening to the water run through them.

System: The Exalt must spend a turn in concen-
tration to activate or banish this Charm. While it is ac-
tive, the difficulty of all Perception rolls drops by three, 
to a minimum of difficulty 3. Since Sense-Honing Ex-
ercise sharpens the Exalt’s senses indiscriminately, it’s 
unwise to leave it active at all times, barring a desire to 
smell the odor of every garbage bin and open sewer in 
the city in supernatural detail.

street Foraging method (•)
The city offers up food and shelter for the asking 

for its Chosen. Wherever she goes, the Metropolitan 
finds shelter from the elements and a palatable meal 
with no difficulty.

System: The Exigent needs never make a roll to 
remain safe, comfortable, and fed in the city. The diffi-
culty to feed and protect others in an urban landscape 
is reduced by three (minimum of 3). By spending 1 
Essence, she becomes completely immune to urban 
environmental damage for the rest of the scene, and 
may fall an unlimited distance without taking damage.

urBan Freedom exerCise (•)
The Exalt surges and leaps through the parked 

cars, turnstiles, stairwells, fire escapes, and rooftops of 
the city with the grace and agility of a gazelle upon the 
plain, or a monkey in the treetops, confounding any 
who would seek to entrap her.

System: The Exigent needs never roll to maintain 
her balance in an urban environment, no matter how 
precarious her footing, and may stand or run upon even 
the weakest or most insubstantial of surfaces, such as 
clotheslines, telephone wires, scraps of floating newspa-

per, or even the surface of water. Reflexively spending 1 
Essence allows her to run and stand upon walls or even 
to cling to ceilings for the rest of the scene, to move 
through the city at twice her normal movement speed, 
and to triple her jumping height and distance.

City-shattering BloW (••)
The Metropolitan’s blows devastate her enemies, 

sending them crashing through walls and cars alike.
System: If the character takes no other actions 

during a turn save to attack a single opponent once with 
an unarmed strike using Brawl, then count her extra 
successes twice for the purpose of determining damage, 
and on a successful attack the target is sent flying back 
(Strength × 10) yards. Spend 1 Willpower to gain this 
benefit on an attack even if the Exalt takes additional 
actions. Reflexively spend 1 Essence and 1 Willpower 
to gain this benefit on all attacks made during a turn.

CroWd-Blending CraFt (••)
Whether on foot or in a car, the Exigent can sense 

the movement and flow of traffic around her (be it ve-
hicles or foot traffic) and blend into it effortlessly and 
perfectly, making it impossible to pick her out from the 
masses around her.

System: Spend 1 Essence and roll Wits + (Drive or 
Subterfuge) against difficulty 5. For a number of hours 
equal to the successes rolled, it’s impossible to specifi-
cally notice the Exalt or her vehicle so long as she’s not 
doing anything brazenly attention-grabbing like blazing 
down a 45 mile per hour speed limit street at 120 or 
knocking people down with her elbows. The eye slides 
right off of her or her vehicle without noticing anything 
unusual or suspicious, even if the observer is watching 
for a specific individual or car, or paranoid about being 
followed. This Charm offers no concealment if the Ex-
alt is completely alone, with no other people or vehicles 
to be seen anywhere around her.

enCoded graFFiti Cipher (••)
The Metropolitan may leave markings which con-

vey hidden meaning to those she wishes to commu-
nicate with: graffiti, bathroom-stall limericks or penis 
doodles, hobo markings scraped into the side of a 
mailbox with her keys. To anyone else, they are simply 
part of the urban landscape, but to those she wishes to 
speak to, they communicate as much complex informa-
tion as a well-written letter.

System: Spend 1 Essence while marking the ur-
ban landscape to embed a hidden message inside the 
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statement or writing. This hidden message can only be 
discerned by those the Exigent intends to address it to.

enduring urBan reneWal (••)
The Metropolitan roots herself in the history and 

continuity of the city, adapting the certainty that, like 
the buildings around her, she will remain unchanged 
today and tomorrow.

System: Whenever the Exigent is the subject of 
any supernatural power that seeks to transform, infect, 
taint, transport, or control her body or spirit, she may 
reflexively spend 1 Essence and roll Wits + (highest of 
Finance, Politics, or Streetwise) against difficulty 7. Suc-
cess deflects the hostile magic, protecting the Exalt com-
pletely, and immunizes her against repeated attempts to 
exert the same sort of influence for the rest of the scene.

FaCe oF the City (••)
The Metropolitan may tighten her anima around 

herself, sculpting it into a disguise as any local celebrity or 
other notorious inhabitant of the city she stands within.

System: Spend 1 Essence and roll Manipulation 
+ (the Fame rating of the individual to be imperson-
ated) against difficulty 6. Success grants the Exalt an 
absolutely perfect disguise for so long as she chooses to 
maintain it, capable of fooling any and all of the sens-
es. The Exalt may only disguise herself as a resident of 
the city (or current well-advertised visitor to it, such as 
a touring rock star) who has at least one dot of Fame.

Fists oF BriCK and Bravery (••)
Taking a moment to stomp her heel into the pave-

ment or plunge her fists into a nearby brick wall, the 
Exigent wreathes her hands and feet in a shell of brick, 
concrete, sheetrock, asphalt, or glass.

System: It takes one turn to activate this Charm for 
no cost, or it can be reflexively readied by paying 1 Es-
sence. For the rest of the scene or until she relinquishes 
this Charm, the Exigent’s bare-handed attacks inflict +1 
lethal damage, she can block deadly attacks from things 
like axes and bullets with her bare hands, and the dam-
age rolls of her Brawl attacks are made at –1 difficulty 
and do not subtract successes when she rolls 1s.

Flesh oF ConCrete, Bones oF steel (••)
The Metropolitan aligns her body with the city, harden-

ing her flesh to the consistency of the buildings around her.
System: Reflexively spend 1 Essence. The Exigent rolls 

(Stamina + Streetwise) dice to soak damage for the rest of 
the scene. She must be within a city to use this Charm.

harass yonder passerBy (••)
When the Exigent wishes to know some trivial 

point of data, she may call upon the total index of the 
city’s open knowledge. Turning to a random stranger, 
she poses her question, and the stranger is surprised 
into giving an accurate answer, so long as the informa-
tion is neither generally lost nor actively hidden.

System: The player rolls Wits + Expression against 
difficulty 8, or spends 1 Essence to automatically suc-
ceed. This Charm can only be used in person, and so 
it is useless while the Exalt is alone or in the company 
of only people she knows. The stranger she picks needs 
not actually know the information she seeks: he acts as 
a vessel for the knowledge of the municipality in total. 
Thus, a random busboy might tell the Exigent where 
the mayor’s eating lunch right now.

inFinite polyglot mastery (••)
The very essence of communication beats within 

the Exigent’s heart, communicating itself to her tongue 
and ears. Wheresoever there is a community, she may 
attune herself to it, understand the people, and make 
herself understood.

System: The Exalt can understand any earthly lan-
guage after a few minutes of exposure to it, and make 
herself understood after a few minutes more. Spending 
1 Essence grants instant fluency for the rest of the scene, 
and makes the character sound like a native speaker.

london Fog summons (••)
Stomping her foot upon the ground, the Exigent 

summons forth a caustic cloud of exhaust fumes, chemical 
smog, and obscuring fog combining the worst elements 
of San Francisco bay fogs and Los Angeles pollution.

System: Roll Dexterity + Streetwise against difficul-
ty 8. Success blankets the Exalt and her surroundings in 
a dense cloud of fog and fumes that is impossible to see 
through for more than a yard or so, and which grows to 
encompass an entire city’s block worth of roads or oth-
er terrain within mere moments. Those caught within 
the fog increase the difficulty of all actions by +1 due 
to the fog’s searing, acrid reek, save for the Exigent her-
self. Swirls and eddies in the fog allow the Exalt to see 
through it with no difficulty. The smog dissipates after 
the character’s Essence rating in minutes have gone by.

City-traversing spirit (•••)
Perfectly aligning her Essence with the urban land-

scape around her, the Metropolitan becomes able to 
move through the city without regard for any boundar-
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ies whatsoever, passing through walls, floors, and ob-
jects as though they were no denser than smoke.

System: Spend 1 Essence. For the next (Essence 
rating × 3) minutes, the Exalt becomes insubstantial 
and may pass through solid objects and surfaces so 
long as she is within a city. She gains selective solidi-
ty, so that she can drop through floors or stairwells if 
she wishes. This doesn’t convey intangibility to other 
people, or to attacks directed at her with weapons, but 
it does allow her to soak attacks with her Streetwise 
if it is higher than her Stamina, as she fades into and 
out of walls and street lamps to protect herself. If her 
Stamina is equal to or higher than her Streetwise, then 
she instead adds one die to all soak rolls.

Civil servant assumption (•••)
Changing the set of her shoulders, the Exalt dons 

a mantle of urban authority. She selects a certain sort 
of professional who (at least in theory) serves the best 
interests or continued function of the city – a police-
man, firefighter, social worker, health inspector, para-
medic, lawyer, judge, high school teacher, or the like 
– and anyone who meets her will assume that is the 
sort of person she is, going about her official business, 
despite any passive evidence to the contrary (such as 
not wearing the correct uniform or having any creden-
tials to display).

System: Spend 1 Essence and roll Manipulation + 
Subterfuge against difficulty 7 to don the mantle of the 
city worker the Exalt has chosen until she decides to 
relinquish it. Individuals she meets will overlook one 
major discrepancy in her assumed identity (improper 
dress, ignorance of how her job works, lack of proper 
ID) per success rolled. Once she flares her anima or 
someone sees through her disguise, this Charm col-
lapses even if she does not yet wish to relinquish it.

Custom Wheels envisioned (•••)
Weaving the vehicle of her heart’s desire from the 

deep well of her Essence, the Metropolitan causes a 
car, truck, or motorcycle to coalesce around her from 
the fires of her anima.

System: Spend 1 Essence to solidify a ground ve-
hicle out of the Exalt’s anima for the rest of the scene. 
Should she disembark, dismount, or otherwise leave 
the conveyance behind, it dissipates back into the pure 
Essence from which it came.

home is Where the hearth is (•••)
The Exigent may track a person’s Essence through 

the city where they live, letting the city itself lead her to 
that person’s home. Or lair.

System: Spend 1 Essence and roll Perception + 
Streetwise against a difficulty of the target’s (Subter-
fuge + 3). Success allows the Exigent to depart imme-
diately and follow the whispers of the city unerringly 
back to the building or structure that the target consid-
ers their primary home. If it leads to a hotel or apart-
ment building, it will even lead the Exalt to the correct 
apartment or suite. If the target doesn’t live in the city, 
or the Exigent isn’t in a city, this Charm doesn’t work.

horror-sWeeping senses (•••)
The Exigent develops the ability to sense dread – 

true dread – with all five of her senses. She may smell 
it, hear it in the beating of a terror-stricken heart (about 
as loud as a clap, and audible from a similar distance), 
taste it in a kiss, feel it in the rising of a person’s hairs, 
or see it radiating from a horror-struck individual like 
black smoke. It is the sign that monsters are at work.

System: This Charm doesn’t bestow the ability to 
detect ordinary, mundane fear – of bills, of deadlines, 
of failing relationships – but rather the soul-deep ter-
ror that only arrives when an ordinary person stumbles 
into the affairs of monsters. When she beholds some-
one who lives in dread or terror of something super-
natural, the Exigent knows it immediately.

on-the-list assuranCe (•••)
Wherever the Metropolitan goes within the city, 

she has a legitimate right to be. If she appears at a 
crowded restaurant, she has a reservation. If she wants 
to get into the club, she’s on the list, and indeed on the 
VIP list as well. If she shows up to speak to an official 
or bureaucrat, it turns out she has an appointment. No 
red tape impedes her, and she is never turned away out 
of hand as riff-raff.

System: This Charm is always active, but cannot 
overcome a direct and concerted effort by security per-
sonnel to deny her entry if they have been specifically 
told to refuse her specifically, nor does it give her ac-
cess to the secret meetings of criminals and monsters, 
or to any other gathering where absolutely no outsiders 
are ever welcome.
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our smallest CitiZens (•••)
The Exalt hits or kicks a nearby wall or pipe. Mo-

ments later, hundreds of rats come boiling forth from 
every direction, obeying her commands.

System: The Exigent spends a turn in concentration, 
spends 1 Essence, and rolls Intelligence + Animal Ken 
against difficulty 8. Each success summons one swarm of 
rats, which obey her commands for the rest of the scene. 
Rules for swarms can be found on page 391 of V20.

people WatChing praCtiCe (•••)
The Exalt may index the people around her, neatly puz-

zling out where they fit into the grand tapestry of the city.
System: After spending a turn concentrating on 

a stranger – someone the Exigent does not know at all, 
even by reputation – her player may spend 1 Essence and 
roll Perception + Streetwise. She may spend her successes 
on a one-for-one basis to ask the following questions:

• What is that person’s name?

• What is that person’s profession?

• What does that person want right now?

• What is that person doing?

soCiety-shearing torsion (•••)
Focusing her Essence into a cutting edge, the Met-

ropolitan splits apart her enemy from his place in soci-
ety and the life of the city.

System: Select a target within the Exigent’s line of 
sight and the way in which they will be alienated from 
their life in the city, and then spend 1 Essence and roll 
Manipulation + Expression against a difficulty of (3 + 
the Background being targeted). The target loses access 
to the Background in question for 24 hours per suc-
cess. This can only sever external Backgrounds like Re-
sources, Status, Allies, and Contacts, not Backgrounds 
that describe intrinsic qualities like a Lunar’s Heart’s 
Blood or a vampire’s Generation.

City-Crossing stride (••••)
Pouring a vast infusion of her Essence into the city, 

the Metropolitan may briefly reconnect its geography 
so that two streets attach to one another which would 
not normally do so, potentially allowing her to cross 
the city in moments; or even to connect two streets 
from disparate cities, permitting her to pass from Cai-
ro into Jakarta simply by making a left turn.

System: The Exigent pays 2 Essence to connect 
two streets within the same city, or 3 Essence to con-
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nect two separate cities. The connection remains in 
place for only a few moments: long enough for herself, 
her allies, and perhaps a few confused pedestrian and 
motorists to make the crossing, but not long enough 
for vast mobs of people to get lost.

CiviC oBligation Conditioning (••••)
Layering Essence into her words, the Exigent calls 

upon the bonds between the city and one who lives 
within it to convince them to undertake some neces-
sary action on its behalf.

System: Spend 2 Essence and roll Charisma + Ex-
pression against a difficulty of the target’s Willpower 
rating. One or two successes will allow the Exalt to 
command her target to do anything that doesn’t seem 
tremendously unusual or out of character. With three 
or four successes, she can command the target to do 
anything that doesn’t endanger himself or a loved one. 
With five or more successes, the target will risk his life 
and the lives of others at the Exalt’s command.

This Charm may only target someone who lives 
in the city where the Exalt uses this Charm. It cannot 
compel a target into harming or killing himself, into 
any action certain to result in his death, or force him 
to betray his Nature.

CroWd-Fighting readiness (••••)
Ever outnumbered, the Metropolitan perfects her 

movements with Essence, allowing her to fight with 
the strength of a multitude.

System: Reflexively spend at least 1 Essence. At 
the end of the turn, after all characters have taken their 
actions, the character may make two additional attacks 
at her full dice pool per point of Essence spent. She 
can make no more extra attacks than the highest of her 
Brawl, Drive, or Streetwise Abilities, and each attack 
must be directed at a different target.

lost lanes Wanderer (••••)
The Metropolitan wanders down obscure and unre-

al alleys and streets until she emerges in the otherworlds.
System: Spend 1 Essence and roll Wits + Street-

wise against a difficulty of the local Shroud, Gauntlet, 
or Banality rating. Success transports the character into 
an otherworld of her choice: the Penumbra, the Shad-
owlands, or – if used at a Trod – the Near Dreaming. 
By raising the difficulty by 1 (to a maximum of 9) and 
spending 1 additional Essence per ally, the Exigent can 
also draw other willing characters into the otherworlds 
with her. This Charm may also be used in reverse to 

return to the material world, but in either direction 
only works within a city or its spiritual bordermarches.

The character also permanently gains the ability to 
understand the language of spirits and to make herself 
clearly understood by them.

tonight the City Bleeds (••••)
The Metropolitan Exalt is forever outnumbered 

by the hungry fangs and flexing claws that would claim 
the city as their feeding ground. It is inevitable the dark-
ness should strike her down: but the city will not allow 
its champion to fall, and takes her injuries upon itself. 
When the Exigent’s bones should be broken, her body 
riddled with bullets, then instead nearby windows shatter, 
pavement explodes, and furniture smashes into kindling.

System: The player may reflexively spend 1 Es-
sence after the character is struck by an attack, but be-
fore damage is rolled. The Exigent negates the damage 
roll and suffers no damage; instead, her environment 
suffers the damage on her behalf. This Charm can only 
be used when the Exalt is in a place developed for hu-
man habitation or use, or in the Penumbra of a city, 
or a spirit-realm that is reminiscent of a cityscape. It 
is powerless in the wilderness or in wild spirit-realms.

urBan survivor training regimen (••••)
By showing a mortal the city as she sees and under-

stands it, the Exalt can transform him into a perfectly 
adapted citizen of the concrete jungle.

System: During each day of training a mortal or 
group of mortal students, spend 1 Essence per student. 
At the end of seven days of training, all students gain 
30 experience points to spend raising their Dexterity, 
Stamina, Manipulation, Perception, Wits, Alertness, 
Athletics, Brawl, Drive, Expression, Finance, Politics, 
Streetwise, or Subterfuge. No Ability can be raised 
higher than that of their Exalted instructor. This 
Charm can be used on the same students repeatedly, 
but bestows only 20 experience points on subsequent 
training regimens. Any unspent experience is lost.

Any Urban Survivor who achieves 5 dots in an Abili-
ty or Attribute under this Charm’s training regimen gains 
the ability to do stunts in the same fashion as the Exalted.

WatCher Within Walls praCtiCe (••••)
The Metropolitan may physically become one with 

the city, sinking into a wall, floor, street, or large urban 
object and hiding perfectly within. She remains aware 
of her surroundings while immersed in the city.

System: Spend 1 Essence to merge with an object 
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or surface, which must be at least as large as the Exi-
gent. Any serious disruption to the Exalt’s hiding place 
(smashing a statue, digging up the street) ejects her, 
and she suffers a –2 penalty to her actions for a minute 
afterwards due to disorientation. Otherwise, she may 
voluntarily emerge from hiding whenever she likes. 
While fully immersed in the city, the Metropolitan 
heals all bashing damage or one level of lethal damage 
every 15 minutes. Spending 1 Essence after each hour 
of fusion repairs one level of aggravated damage.

Borough-isolating reFleCtion (•••••)
The Exalt bends the geography of the city back on 

itself, creating an isolated recursive space within its ge-
ography. Streets within this district lead back only to 
other streets, hallways and doors to other quarantined 
hallways and doors; even windows offer no escape, 
showing only other rooms and spaces within the area 
of confinement once opened or broken.

System: The Exalt spends a turn concentrating her 
will, spends 2 Essence, and rolls Intelligence + Street-
wise against difficulty 7. Success warps the boundaries 
of the geography around her in an area of her choos-
ing. She can isolate up to a complete city block (includ-
ing the airspace above and any sewers or other tunnels 
underneath the streets), but may also choose to enclose 
much smaller areas, such as trapping individuals with-
in a single inescapable building, or even onto a single 
floor of an office tower or hotel. A single apartment is 
the smallest space that can be encompassed with this 
Charm. The Exigent must be inside of the area of quar-
antine when she uses this Charm.

Borough-Isolating Reflection’s effects last until 
the Exigent voluntarily relinquishes the Charm, or 
until she dies. While it persists, she is no more able 
to depart than anyone else within the isolation zone. 
If she is somehow removed or departs anyway (being 
teleported by a mage, escaping into the Spirit World, 
etc) then the Charm immediately terminates.

doWn lonely streets (•••••)
Walking the streets and alleys, rooftops and thor-

oughfares, the Metropolitan engages in discourse with 
the city itself, learning its deepest and blackest secrets.

System: The character spends three hours wan-
dering the city aimlessly, then spends 5 Essence once 
she finds herself alone at last in the Heart of the City. 
She may make one Charisma + Subterfuge roll (dif-
ficulty 6) to uncover some knowledge she desires as 
though dialogue with the city itself. The city has com-

plete knowledge of everything that is happening or has 
ever happened within it, and may be coaxed to share 
this information. For example, faced with a modern 
series of murders which mimic those of Jack the Rip-
per, the Metropolitan asks the city of London what it 
knows about the killer. Five successes might grant her 
the murderer’s nature (a vampire who has recently re-
awakened from torpor and resumed his old ways) and 
the exact location of his lair. One success would merely 
reveal that the murders are the work of the original 
Ripper, who has somehow returned.

Use of this Charm exhausts both Exalt and city. 
As such, it can be used no more than once per story.

hurl the little streets 
upon the great (•••••)

Leaping up onto a car, desk, or other raised sur-
face, the Exalt may exhort those around her to unleash 
their resentment, their anger, to overturn everything 
that oppresses them – whatever that might be – and 
then suggests a particular target for their ire.

System: Spend 2 Essence and roll Charisma + Ex-
pression against difficulty 6. Everyone present whose 
Willpower rating is equal to or less than the number 
of successes rolled joins an immediate impromptu riot, 
directed at either nothing in particular or at a target of 
the Exalt’s choosing.

lord oF the toWer (•••••)
The Metropolitan insinuates her Essence into a 

building within the city, becoming as one with it.
System: The Exigent spends 3 Essence and claims 

an entire building as her own, even one so large as 
a skyscraper. So long as she continues to commit her 
attention to the attunement, she can simultaneously 
perceive – in very little detail, but enough to search 
for specific events or phenomena, or to watch for any-
thing very much out of the ordinary – everything hap-
pening in the building; or can focus in on events in 
one particular location in great detail, at the cost of 
shutting everything else out while doing so. She can 
also control all of the building’s mechanisms and sys-
tems: security and computer systems, air conditioning, 
elevators, doors and locks, even any on-site generators 
or circuit boxes. This doesn’t let her, say, animate the 
office furniture to fight intruders, but she could very 
much cause the safety systems in an elevator to fail and 
drop it to the bottom of its shaft.

The Exigent can speak to others around her while 
this Charm is active, but take no other actions more 
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demanding of her attention than pacing about or eat-
ing a meal. Lord of the Tower lasts until the Exalt’s 
releases her concentration upon it.

sCion oF soCiety BeneFit (•••••)
Drawing the Essence of the city into herself and 

refracting it as a prism does the light, the Metropolitan 

transforms her relationship to the city, its people, and 
its resources.

System: By spending an hour wandering the city 
and spending 3 Essence, the Exigent may grant herself 
a dot of a Background of her choice for the next 24 
hours, letting her Essence lead her to the needed con-
tacts, money, parties, or whatever else.
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The comet hung low and red in the shattered sky, 
visible even to mortal eyes now. It lit the clouds from 
above even as the fires consuming Shiraoi, Muroran, 
and Noboribetsu painted them orange from below. 
The stars gleamed red and bloody through the gaps in 
the rising smoke: hell above, hell below.

The trio had left Susanna back in Noboribetsu to 
battle the fires, rescue those who still lived, and treat 
the wounded, while they proceeded to Lake Kuttara 
on foot. An earthquake had ripped through Japan 
that morning with a sound like the planet heaving it-
self apart, toppling buildings and ripping down power 
lines. The tsunami followed not long after. According 
to the radio in Susanna’s car, it had charted 8.9 on the 
Richter scale. Hundreds were confirmed dead, thou-
sands still missing.

“Surely they won’t be carrying on in the midst of this,” 
Ken said, pausing on the trail that led up to Lake Kuttara.

Ai shook her head. “To the contrary, they will be 
invigorated. The Devils of Heaven have not received 
such an auspicious omen in decades.”

Ken cut a sharp look at her. “Auspicious?”
“To those who long for the end of the world, yes.”
Simon broke in, then: “Whether they’ve kept to 

their revel or not, we’ll find what we need at the end 
of this trail.”

That settled it, so far as Ken was concerned. He 
planted his hiking staff and resumed walking.

He’d met Simon in Shibuya four months ago, 
while pursuing a ghost through the neon-lit shopping 
arcades; or perhaps it would be fairer to say Simon 
found him. In any event, a narrow British face ap-
peared next to him from among the crowd, eyes gleam-
ing yellow over neat spectacles, to say: “It’s leading you 
into a trap, you know.” He’d been right then. He was 
generally right, where paths and destinations were con-
cerned. If Simon said they needed to head for the lake, 
they needed to head for the lake.

Ken knew little of omens, auguries, roads, destina-
tions, or destinies. He could speak his mind, and peo-
ple would listen. He could shame the dead, lay them to 
rest, even break them beneath his fists at need. Look-
ing up at the clouds, he still remembered the night 
when the fire of Heaven had descended into his hands 
to preserve him from the fangs of a monster, and the 
voice that followed: Find your brothers and sisters. Set them 
on the course of righteousness. Save the world.

“There will not be much world to save at this rate,” 
he murmured. Ai glanced at him, but said nothing. She 
was not like he and Susanna, nor even like Simon. Ai was 
dead, had been dead since 1969, but she knew a very great 
deal about the shadows and those who lived in them; and 

EPILOGUE:EPILOGUE:

CANCEL THE APOCALYPSECANCEL THE APOCALYPSE
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she was trying her best. That counted in Ken’s book.

They climbed up a set of winding steps through smoke-
wreathed pines hung with red paper lanterns. Ken could 
smell the rich mineral tang of the lake not far away.

“I’m surprised we haven’t encountered sentries of 
some sort by now,” Simon murmured.

“The Great Hokkaido Devil Festival is open to 
any mortal who might stumble into its revels,” Ai said, 
“generally to their regret. But we are not any common 
guests. You’re right, we should have been challenged 
by now. I will look ahead.”

They stopped and waited as Ai took a seat upon 
the steps. She closed her eyes, grew very still, and then 
a third eye opened upon her forehead. Ken felt a faint 
stirring as her spirit brushed past him, now roaming 
free of her corpse.

“I last heard from Maxine three days ago,” Simon 
said, his voice tight with the effort of maintaining a 
light tone.

“Oh? How are things going with her group?”
“Not well. She says the graveyards in Puebla have 

given up their dead. She was going to take the boy 
and the Skull Girl across the Wall to seek answers.” 
He tapped his fingers against his thigh. “Things are 
accelerating now, I think. Things are coming to a head. 
They will continue to get worse.”

“Unless we stop it,” Ken said.
“Do you really think we can?” Simon asked. “So 

much of the time we hardly know what we’re fighting.”
“That may be so,” Ken admitted. “I’m no scholar 

of the occult. I was an assistant artist six months ago. 
I know more about drawing sports comics than I do 
about the end of the world.” He made a fist. “But I 
know I was given this strength for a reason. I know we 
have to fight. And I know right from wrong. That’s a 
place to start, don’t you think?”

He didn’t get to hear what Simon had to think, be-
cause at that moment Ai’s third eye closed and she rose 
to her feet. “There’s a great commotion ahead, and a 
very great deal of blood – even for the Devil Festival. 
We should hurry.”

The lakeshore was decorated with colorful lanterns 
and great banners of scarlet silk. Some of these swayed 
and billowed in the wind coming off the lake; others 
were on fire. Great wooden posts had been sunk into 
the ground, studded with iron rings. Bodies hung from 

several of them, bearing the hideous marks of their 
excruciations. Half a dozen still bore living captives, 
streaming with blood and screaming in terror.

The ground was littered with corpses, many of 
them decidedly less than fully human. Ai’s fangs 
dropped involuntarily as they emerged from the trees 
and into the stink of blood spilled until it ran toward 
the shore not in streams but sheets. Ken stepped over 
half of a bakemono, its face studded with tusks, expres-
sion frozen in terminal surprise.

Perhaps twenty more of the demon-ridden mu-
tants were scattered across the festival grounds, mixed 
in among the bodies of their victims. What remained 
of their masters lay closer to the great bonfire in the 
center of the festival, slowly rotting away into dust. By 
their clothing alone, Ken thought he recognized all 
five members of the Barbed Wire Saints. The head of 
Flash Jin, who he had last confronted a hundred-some 
miles to the north in Sapporo, was crumbling at his 
feet. Something had laid waste to the gathered vam-
pires and their servants, and it was still here. Forms 
lunged and struck in the darkness beyond the bonfire. 
Ken walked into the abattoir, picking his way through 
the dead, to get a better look.

“Please,” a fat, middle-aged man stripped down 
to his underpants cried from one of the metal poles, 
“please, please, please, please—”

“I’ll handle this,” Simon said, taking up a bloody 
hammer from the ground and setting about knocking 
the ring-bolt loose from the wood. The man was sob-
bing his incoherent thanks. Ai hung back, hand over 
her mouth, struggling to maintain her composure.

There were still two vampires standing, Ken saw. 
One of them had assumed the demon form, body 
bristling with black venomous spines; the other had 
charged his body with stolen life-essence until he 
moved like a series of flash-cuts, fingers extended into 
deadly bone claws. They were not, he realized, the only 
vampires left: merely the only ones standing. Half a doz-
en of the Hungry Dead knelt at the lake shore, knees 
and foreheads pressed into the mud.

The two upright vampires were fighting a wom-
an: young, laughing, and wreathed in a wild aura of 
sickly emerald power. She grinned as she danced be-
tween their frenzied strikes. Scarlet winds ruffled her 
leather jacket, stirred her hair. As she spun free of her 
opponents, she made a forceful gesture, setting a sand-
choked tempest upon her demon-clad opponent. He 
howled as the hell-winds ground his flesh away, flaying 
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his cheeks and arms down to bare bone in seconds. 
The second vampire used the momentary opening to 
grab the woman, but she twisted in his grasp, threw 
him to the ground, and drove a fist down into his 
chest. The vampire screamed as he erupted from the 
inside-out in a geyser of hideous green flames.

It was too much for the remaining devil: he broke 
and fled, putting on a burst of speed and vanishing 
into the pines like a black wind.

The woman spat after him. “That’s right, run like 
a bitch and tell whoever you meet that Hell’s under 
new management.” She looked Ken up and down. 
“You here for the party?”

He stared at her in astonishment. She bore a jade-
green mark on her forehead, a gleaming circle. With a 
moment’s concentration, he brought forth an identical 
symbol upon his own brow, cast in gold. “My name is 
Takahashi Ken,” he said. “I’m here to save the world.”

The woman laughed. “Whoever told you to do a 
thing like that?” She looked past him, to where Simon 
was setting another prisoner free, and then returned 
her eyes to Ken. He noticed she had a snake tattoo 
on one cheek. “You know that fellow your friend just 
set loose does quite objectionable things to children? 
None of the other sorry creatures on the poles here are 
any better. Are you sure you don’t want to leave them 
to my lads here?”

Ken looked past her, to the vampires still kneeling 
in the mud. A couple of them were warily eyeing his 
Caste mark. “Your… lads?”

“Of course! Where are my manners? I’m Nakagawa 

Mio, and these fine souls behind me have recently de-
cided to join the Distinguished Sinner-Punishing Soci-
ety, given that it is now under new management and 
also given that their other choice was to get pitched 
into the bonfire.” She hesitated. “Your friend with the 
hammer, has he got the shine too?”

“Yes,” Ken said, “and there are others as well.” He 
heard Simon coming up behind him, turned. “Is this 
what we came here for?”

“Definitely,” Simon said. Then, addressing the wom-
an: “The monsters are coming out of the shadows all over 
the world, miss. The Earth is suffering: you could hear it 
scream, today. We intend to stop what’s coming.”

“We could use your strength,” Ken added.
Mio threw her head back and laughed up at the 

bloody clouds and the baleful star above them. “Didn’t 
anyone tell you? This is the end of the fucking world! 
There’s no stopping it, no setting things back. No last 
charge of angels. God’s not coming! It’s just us, Taka-
hashi. Just us and all the monsters, and whatever jus-
tice we can carve out in blood and fire.” She held out a 
hand. One of the vampires rose, stepped forward, and 
put a sword into her palm, its sheath beautifully lac-
quered and elaborately decorated with gold leaf. She 
turned it over in her hands, nodded in satisfaction, 
and set it to her shoulder. “But I’ll tell you what: the 
sun’s coming up in a couple of hours. Buy me break-
fast, and maybe we can talk about what the world to 
come should look like.”
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It’s a world of rain-slick streets screaming neon up at the uncaring stars. A world of smog and 
industry that chokes lungs and souls with equal glee. A world where vampires hunt the living, too 

tired to see through their flimsy lies, across dance floors and late-night bus stations.

But once, before the Wyrm spread its cancerous wings across the Earth, before the faerie princes 
fled to Arcadia, before the Mythic Ages, before the Great Flood, before there was a World of Dark-

ness… there was something else: an Age of Legends, when mighty heroes bearing the power of the 
gods raised up their thrones in defiance of the night and its countless demons. They were invinci-
ble, unstoppable. Their time of glory ended at the only hands mighty enough to cast the down the 

heroes of eld: their own.

Now, their time has come again. Deep within the mountain Chomolungma, moved equally by fear 
and hope, the last inheritors of the Age of Legends have done the irrevocable and released the 

Exalted to once more walk the ashes of the world they ruled long ago. What legends will they tell of 
these, the final days of the Age of Darkness?

Exalted vs World of Darkness Revised Edition is an unofficial fan 
supplement offering story and rules for playing the Exalted within 
the World of Darkness. It includes revised and expanded versions 
of the material in the original release and the Companion, along 

with over 200 pages of new content.
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