DAWN


Excellent Strike (p 162)


Cost:			1 mote per die


Duration:		Instant


Type:			Supplemental


Minimum Melee:	1


Minimum Essence:	1


Prerequisite Charms:	None


For each mote of Essence spent on this Charm, the player may add one die to a single attack but can no more than double her character’s regular Dexterity + Melee pool.





Hungry Tiger Technique (p 163)


Cost:			1 mote


Duration:		Instant


Type:			Supplemental


Minimum Melee:	2


Minimum Essence:	1


Prerequisite Charms:	Excellent Strike


If the attack is successful, the player counts the extra successes twice for the purposes of determining damage. The Essence to power this Charm must be spent prior to making the attack roll.








ZENITH


Hardship-Surviving Mendicant Spirit (p 180)


Cost:			5 motes


Duration:		One day


Type:			Simple


Minimum Survival:	3


Minimum Essence:	1


Prerequisite Charms:	None


Through the use of this Charm, the character becomes able to survive in even the most hostile conditions without special preparations. This magic protects the character even if he personally is not prepared for the environment. Note that this Charm does not protect against the most hostile of environments - ocean survival, underwater survival or the extreme elemental effects near the elemental poles. To exist in those environments, character must use the Element-Resisting Prana Charm (p 182).








TWILIGHT


Terrestrial Circle Sorcery (p 191)


Cost:			1 Willpower


Duration:		Instant


Type:			Simple


Minimum Occult:	3


Minimum Essence:	3


Prerequisite Charms:	None


Terrestrial Circle Sorcery can never be part of a Combo.





Spirit-Detecting Glance (p 192)


	Cost:			3 motes


	Duration:		One scene


	Type:			Simple


	Minimum Occult:	1


	Minimum Essence:	1


	Prerequisite Charms:	None


This Charm allows the character to perceive unmanifested spirits. Note that this Charm does not make the character any more able to strike or harm spirits, though it does make it much easier for her to direct her attacks. For more information on spirits and their powers, see the Antagonists chapter, page 289.





All-Encompassing Sorcerer’s Sight (p 193)


	Cost:			6 motes


	Duration:		Once scene


	Type:			Simple


	Minimum Occult:	5


	Minimum Essence:	2


	Prerequisite Charms:	Spirit-Detecting Glance


This powerful Charm allows a character to perceive the flows of Essence at work in the world around him. Exalted using this Charm can distinguish the diamond-bright lattices of Charms and sorcery at work, allowing them to spot most enchantments without the need for any roll. With a successful Intelligence + Occult roll, a character can even identify the kind of enchantment and (if he is sufficiently familiar with her handiwork) the Exalted who caused the magic to come into existence.








NIGHT


Sensory Acuity Prana (p 196)


Cost:			5 motes


Duration:		One scene


Type:			Simple


Minimum Awareness:	2


Minimum Essence:	1


Prerequisite Charms:	None


The basic mechanical effect is to increase the character’s Awareness by a number of dice equal to his Essence - it’s up to the Storyteller to make a character’s extended perceptions a reality by increasing the amount of information available to the player. Characters using this Charm are not any more or less vulnerable to sensory overload than normal mortals - the extended perceptions include the ability to manage the sensations more effectively.





Surprise Anticipation Method (p 197)


	Cost:			1 mote


	Duration:		Instant


	Type:			Reflexive


	Minimum Awareness:	3


	Minimum Essence:	2


	Prerequisite Charms:	Sensory Acuity Prana


Whenever she is about to be placed in immediate danger, her Surprise Anticipation Method activates. There is no roll - the character simply becomes aware of immanent danger. This effect costs a mote of Essence and makes it almost impossible to ambush the character.


When Surprise Anticipation Method activates, the character has the option of spending a point of temporary Willpower and activating the rest of the Charms [in a combo]. However, she must do this immediately upon the activation of Surprise Anticipation Method.


 


Reed in the Wind (p 197)


Cost:			1 mote per 2 dice


Duration:		Instant


Type:			Reflexive


Minimum Dodge:	2


Minimum Essence:	1


Prerequisite Charm:	None


For each mote spent, add two dice to an attempt to dodge an attack that the character can anticipate coming. A character cannot gain more dice than her regular Dexterity + Dodge pool. The player must declare she is using this Charm and how much Essence she will spend on it before her character’s opponent makes his attack roll. If there are an odd number of dice in the characters Dexterity + Dodge pool, the fractional mote left over after buying the last die is lost.





Shadow Over Water (p 198)


Cost:			2 motes


Duration:		Instant


Type:			Reflexive


Minimum Dodge:	3


Minimum Essence:	1


Prerequisite Charms:	Reed in the Wind


The character may dodge a single attack that he can anticipate with his full Dexterity + Dodge pool. Characters must spend the Essence for Shadow Over Water before his opponent makes her attack roll.











Terrestrial Circle Spells








Emerald Countermagic (p 218)


Cost: 10 or 20 motes


Through the user of Emerald Countermagic, the Exalted can protect herself and her companions from hostile sorcery. If the character spends 10 motes of Essence, she can secure her own person against hostile magic. She crosses her arms or makes a gesture of defense and is surrounded by a numbus of multicolored energy. Until the end of the next turn, any hostile magic of the Terrestrial Circle that attempts to affect her shatters, and its effects are wasted. However, the character must partially maintain her defensive stance and is thus at a -2 penalty on combat, athletics and similar actions during her next turn.


The caster can also opt to spend 20 motes of Essence and halt the effects of a Terrestrial Circle spell within a radius of (the caster’s permanent Essence x 50) feet. Spells in the midst of being cast are shattered, and spells that are currently in effect are undone.








The Eye and the Mouth (3 O’s p 36)


Cost: 15 motes


This useful (if somewhat gruesome) spell conjures up a floating eye of golden light that can read any living or dead human language (though it does not translate code) and a floating mouth of golden light that will speak a translation. Once the eye is directed toward the piece of text to be translated, the mouth will begin to dictate the translation. While the mouth will pause in its translation if the sorcerer wishes, it will never repeat text that it has already translated. The eye and the mouth fade and vanish after 10 minutes, making them impractical tools for translating entire volumes of text.








Manifestations of Vigorous Design (3 O’s p 41)


Cost: 5 motes (committed)


This spell allows a sorcerer to invest Essence into simple objects and animate them. Animated objects react to simple commands, fulfilling them to the best of their ability. The nature of an object dictates what it can be commanded to do. A broom can be commanded to sweep, a table to walk behind its owner, a toy soldier to march, or a ball to bounce.


The casting sorcerer commits 5 motes of Essence to any simple object no larger than 10 pounds per point of permanent Essence she possesses. She may then issue a one-word command to the object appropriate to its nature. For example, a piece of chalk can “write”, and a box can “open” or “close”; alternately, and object with legs can “walk” of “follow”, or a round object could “roll”. The Storyteller should exercise discretion on what commands an item can follow.


Objects cannot levitate or otherwise defy logic. Weapons targeted by this spell do not lift into the air to fight, nor do shields hover to protect. These objects can and will slide or roll along the ground and can attack targets that way. Manifestations are considered to have Physical Attributes equal to one dot per 10 pounds of weight, rounding up, and relevant Abilities equal to the casting sorcerer’s permanent Essence.


Manifested objects will continue with their commanded tasks until the casting sorcerer removes her committed Essence.





Spirit Sword (3 O’s p 48)


Cost: 20 motes


With this spell, a sorcerer can draw from his breast a flaming sword that takes its power from the strength of his soul. Burning with incandescent varihued fire, the sword can only be halted or deflected by magical armor or weapons or by other sorcery or Charms. The spirit sword has a speed of +3 and an accuracy and defense of +1. The spirit sword does a base lethal damage to living beings equal to the sorcerer’s Willpower; if the defender has a magical weapon, then the spirit sword may be parried as a normal melee attack, and if the defender has magical armor, then the armor’s soak applies. Note that this works in reverse - a spirit sword cannot be used to parry non-magical attacks. The blade passes through ordinary non-living substances, such as wood or metal or stone, without leaving a trace behind.


The spirit sword remains in existence for an hour or until the sorcerer banishes it. The weapon shimmers with a thousand opalescent hues, like a rainbow forged from flame and tempered in the sunset sea. Each time it strikes, the blade’s substance chimes like a sweet-toned bell.





Stormwind Rider (p 219)


Cost: 15 motes


The sorcerer calls up a mighty wind and wraps herself in it. The result is a dust devil - a tornado-like vortex that's smaller and less devastating to the landscape. The dust devil flies low, usually just touching the ground. The stormwind vortex can jump obstacles 50ft wide or 30ft high but cannot actually fly. It can survive falls of 30ft and conpletely protects the sorcerer and any other contents during such short falls. If the vortex falls any farther, it will dissipate on impact. The vortex will completely absorb the damage of falls up to 60ft and reduces the damage caused by longer falls. Treat long falls as if they were 60ft shorter for the purposes of determining damage.


The dust devil carries the sorcerer and 200pds per point of her Essence at speeds of nearly 100mph. The vortex is immensely maneuverable, and a careful magician can even fly one through a forest, so long as the growth isn't too think. The first time the character sets foot on the ground, the vortex, and the magic, dissipate. 


Characters inside the vortex can see out, but it requires some concentration to fly it, and this consumes the sorcerer's attention. The roaring winds add 2 to the difficulty of missile attacks into or out of the vortex and render speech nearly impossible. It is very hard to see who is riding in a stormwind vortex, so it's generally considered polite, if you are using one to travel, to land a fair distance away and approach on foot.





Infallible Messanger (p 218)


Cost: 10 motes


The sorcerer conjures up a minor spirit, a cherub, purely from Essence. Cherubs are multicolored humanoid figures only a few feet tall, with six glittering blue-chrome wings. The sorcerer whispers his message, which can be no longer than a few minutes, into the cherub's ear. He then names and describes a target. The cherub is able to travel from one point to another nearly instantly - traveling hundreds of miles an hour, it can traverse the world in less than a day. Unless the target's location is mystically obscured, the cherub will find the recipient, deliver the message perfectly to her ear (even using the original sender's voice), then dissipate.





Ritual of Elemental Empowerment








�
5 Manses of the Hermit, Hearthstones





Level 1 - Wood


The Farmer’s Stone (3 O’s p 112)


Trigger: Tending farmland


This Hearthstone is a long, angular, pale-blue gem. The bearer’s crops grow particularly well. They must be at least minimally watered and taken care of, but they will invariable grow, flower and yield a perfect harvest, even when the conditions for growth aren’t favorable. This Hearthstone affects any size of farm, so long as the bearer of the stone takes a personal hand in tending it throughout the season.


The bearer may aid a farm that he does not ordinarily tend by spending one full day working it just after planting has taken place. This effect works on a maximum area of one square mile, and it only protects against minor problems: mild droughts, brief periods of flooding and small infestations.





Level 2 - Water


Gem of Omens (3 O’s p 114)


Trigger: Shedding tears


This stone is a transparent, faceted blue-gray. It enables its bearer to understand the omens she sees: in flights of birds, patterns of tea leaves and so on. Omens are not entirely reliable predictors of things to come, but they often give a brief glimpse into the future. Mechanically, the character concentrates on a pattern or event (usually one found in nature), and her player makes an Intelligence + Occult roll with two extra dice. If the roll succeeds, the Exalt gains some minor insight into the immediate future.





Level 3 - Air


Gem of Forgetting (3 O’s p 115)


Trigger: None, constant


This arrowhead-shaped Hearthstone bears a pattern of swirling red and rose, and its surface is perfectly smooth. Anyone who meets the bearer of this stone will be unable to remember her clearly later. Only repeated and prolonged exposure to the possessor of this stone will negate this effect. Thus, the bearer’s family and friends will remember what she looks like, while random shopkeepers will not. The player of any character who sees this Exalted after their first meeting must make an Intelligence roll at difficulty 3 for his character to remember who she is. Repeated contact lowers this difficulty.





Level 4 - Fire


Stone of Blood to Fire (3 O’s p 117)


Trigger: Concentration


This Hearthstone is a rough, cracked red. The bearer may transform any shed blood to fire, causing anything that bas blood on it to catch fire. The blood must be within the bearer’s line of sight, and the fire it creates may be put out like any other fire. The fire does two health levels of damage per turn until it is put out, and it will cause any flammable materials it touches to burn. Without flammable material to burn, the fire will only burn for three turns. Not all blood within line of sight is set on fire, just that which the Hearthstone’s bearer chooses.





Level 5 - Celestial


Guardian Gem (3 O’s p 119)


Type: Sidereal


Trigger: None, constant


This Hearthstone is a shimmering silvery sphere, and fate watches out for its bearer. Twice per episode, the bearer’s player may reroll a roll of her choice, and twice per episode, she may also force someone else who is acting directly against her to reroll a roll of her choice. She chooses which roll to keep. Alternatively, she may give up any one of these rerolls in order to subtract two health levels from a single incoming attack after damage is rolled. Both rerolls can be sacrificed at one time to absorb particularly damaging attacks.





�
The Invisible Manse, Items & Hearthstone





Found:


Kal Bax


Singing Staff of Excavation (and bow)


	Stone book “How to Build Manses”


	Rune Stone of Binding - control of demons





Orichalcum ring with diamond


Orichalcum armband with moonsilver and moonstone


Black jade dagger with Fakaru’s name on it


Crystal rose broach


Orichalcum torque with Hearthstone setting


