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HISTORY OF THE LUNAR EXALTED 

MONSTERS IN THE DARK 

It is traditional to start a history of the Exalted with some 

romanticised description of how their patron crafted 

them. Certainly, if one were to ask the Argent Madonna, 

one might get an answer from her, and it might even be 

true. But it is perhaps more instructive to look at Luna. 

For she is a monster, a horror, a freak, a terror. She is an 

unnatural being bought into the world from the dreams 

of the Dragon Beyond the World by the Divine Ignition. 

She is a weapon, the knife in the dark, the poison on the 

lips, the unforgettable word in the ear and the explosion 

of sudden brute force in a quiet place. 

And she crafted the Lunar Exalted in her own image. Let 

that be the real truth that is taken from the origins of the 

Lunar Exalted. Luna made them in her own image, with 

secrets given to her by Autocthon, with mysteries she 

seduced out of her father-progenitor Oramus, with 

wonders she stole from the bosom of the Mother of 

Creation and with the love she bore for bountiful Gaia. 

She knew what she wrought. Do not ask what she did to 

cast her essence into three hundred murder weapons. 

It is probably better not to know. 

And in the great war for which she made them, they 
served their role. In the armies of the Exalted, they were 
murderers and terrorists even among the Primordial-
killers. Their false visages were the last things Lintha 
children saw before the Witches stole their eyes and 
nailed the children to the ships of their parents the day 
before battle. Their arrows arced down upon the great 
encampments of the lords of the deva to slay key souls. 
They were the poisonous worms hidden within alaun 
prayer-lines who corrupted the words and left the bird-
like beings convulsing with silver parasites in their brains. 
They were the false-faced strike forces who murdered 
deva and took their skins, and they were the bounding 
horrors who were the hammer to the Terrestrial anvil. 
They took on the minds of their foes to see how they 
thought and how they fought, and they hunted the other 
spawn of the Dragon Beyond the World when the eldest 
of the Primordials opened his mind to the world and it 
fell upon the Chosen of Luna to drive off impossibilities. 

There is much that could be said of the heroism of the 

Lunars in this great war, and there are so many names 

and deeds that could be said. But the names are lost in 

the immensity, and the deeds in the scope. We could 

sing the Epic of Juawn and the Three Moons and Two 

Suns. Xu Cha killed the traitor Night Maue, who had 

fallen in love with Ruvelia and would have betrayed the 

Hsha camps to the chief soul of the Holy Tyrant. The 

deaths of Uai and Posa would be famous throughout the 

ages on many worlds, but such a great romance in a time 

of war was commonplace in the Primordial War. The 

Deva Prince Graymalkin and how he was seduced away 

from Mardukth is still told in a twisted version by 

children in the South today, but the names of Oask, 

Nssam, Iasla and Baska are forgotten even from the 

archives of Heaven, and exist only on the remains of the 

Baian monument, located at the bottom of the Northern 

Inner Sea. And so on, and so forth. Heroes were scythed 

down in their multitudes by the terrifying might of the 

makers of the world, and yet they returned again and 

again while their foes were winnowed down by brutal, 

grinding attrition only made possible by terrifying 

bravery and heroism. 

So what we must say is this; Luna made her Exalted in 

her image, and the Exalted won. 

A UNION OF SUN AND MOON 

From their triumph, the Incarnate forces took possession 

of Creation. The gods issued the Mandate of Heaven and 

from there withdrew to their seized palaces in Yu Shan, 

to take their luxury and for the highest among them to 

indulge in the Games that they had long lusted after. 

Some have wondered why the gods did such a thing, and 

it must be said that at least one part of the calculus of 

their decisions was the knowledge that the Exalted had 

just cast down the Primordials. The gods would have 

been as chaff before the unified Host as it stood had it 

come to war; even if one does not subscribe to the belief 

that the Incarna had higher motives, mere common 

sense dictated that they should hold to their promises. 



And perhaps Luna smiled at the trickster-monsters she 

had chosen, for now the Primordials were cast out from 

Creation and were Outsiders too. Should their spawn 

escape, her favoured children were perfectly able to take 

her old role as guardian of borders and the night. For 

their part, it was the Lunar Exalted who, guided by 

Sidereal wisdom, helped mop up the remnants of the old 

regime. Their war-tactics were not retired by the 

Primordial surrender, and it took perhaps fifty years for 

the vicious butchery by the victorious to move from 

industry to sport. The last of the alaun was impaled upon 

all five Elemental Poles at once; the last cache of beuran 

eggs were cast into the Beyond save for one, which was 

fried and served with steaks from its mother. Woe to the 

conquered, for they were shown no mercy in this new 

era of man. 

Even as the bloodshed continued, a new civilisation was 

arising. Led by the glorious Solar Exalted and backed up 

by Terrestrial armies, the Ochre Fountain proclaimed its 

capital in Rathess and spread its wings across the South. 

These early wars between it and other states saw the 

first true Exalt-on-Exalt violence. Just as they had been in 

the Primordial War, the Chosen of the Moon were 

terrifying monsters to their foes, and the Ochre Fountain 

was well served by the murder of the circle which had led 

the Aural Exemplar in the West, their worm-eaten heads 

delivered to Queen Merela by Buas Green Eyes. 

The Deliberative which rose was a Solar Deliberative, 

though, and that was for a very simple reason. In times 

of war against a superior foe, the Lunar Exalted were the 

equals of the Solars – indeed, the Lunar host as a whole 

was more potent, for the strange ways their talents 

expressed themselves meant that a socialite could order 

the world to take blows for them and a scout could cast 

deva outside reality itself with a touch. But in peace, the 

weaknesses of the Lunar Exalted revealed themselves. 

They could not lead armies or make nations love them, 

not in the way the Lawgivers could. The genius of the 

Witches could devise radical new expansions of then-

new sorcerous theories and artworks which blasted the 

constraints of normality from those who viewed them, 

but they could not systemise and they could not order 

like the Solars could. They were the Dionysian edge to 

the Apollonian Deliberative. 

And at times, that was not so bad. Lunars were artists, 

scholars, theorists and socialites. They broke paradigms 

and forged new ones, only to violate them too in the 

constant pursuit of improvement. They opened new 

ways for the Solar planners and crafters, and though 

some stewed in the lack of recognition as some Twilight 

wonder used their theories on the Beyond to make the 

newest thaumaturgical wonder, others were feted as the 

coworkers who had made everything possible. Lunar 

genesis architects designed the living cleaner-creatures 

from their own flesh, and handed them over to Lawgivers 

who standardised and mass-produced them. Others, who 

dubbed themselves genesis artists refined and modified 

the lifeforms of Creation, repopulating and expanding 

the genepool to rebirth the holes in the ecosystem left 

by the Primordial War. The archives of Heaven would 

show an inquisitive young Exalt just how much of the 

modern “natural” ecosystem of Creation was redesigned 

or repopulated after the devastation of the Incarnate 

Rebellion. 

Some would whitewash the contributions of the Lunar 

Exalted to the sins of the High First Age. Certainly, among 

those Witches who survived, there is a pernicious myth 

that the Lunars tried to restrain the Solars, and that they 

too were victims of Lawgiver excess. Reality is naturally 

far more complicated. Yes, some Lunars tried to be a 

voice of reason to Curse-addled friends, and some were 

caught up by the charms and Charms of shining heroes 

with madness in their eyes. But even if Lunars are 

Outsiders, they are still products of their society. Upon 

Exaltation, they were taken from their mortal life and 

made Other, expected to be abnormal even among 

supermen. Cut from mortal ties, affected by the Curse in 

their own right, was it any surprise they too became 

indulgent, and some monstrous? 

The Black Nadir Concordat was both the exemplar and 

the purest example of the services that the moon-

witches provided in the First Age. It would not have been 

possible without Lunar brilliant-madness, without their 

reality-violating impossibilities and their knowledge of 

the price to buy any being. And it was an example of how 

some among the Sidereal Exalted worried that the 

Witches were leading the Lawgivers down darker paths, 

for Lunars were at the forefront of necromantic research 



and were the equals of the Solars in that field. It was a 

Lunar who reached the Labyrinth Circle first, and with 

their capacity to become as the dead in the Underworld, 

they were among its most enthusiastic proponents – a 

legacy which has held true to the present day. 

Likewise, for all that only the Solars had votes in the 

Deliberative, the contributions of the Lunar Exalted to 

the decision-making should not be underestimated. They 

may not have been able to sway the masses in the same 

way that the Lawgivers could, but to those they 

personally care for – or hate – they can be most 

persuasive. Lunars were proponents of Operation 

Wyldhand and launched backrooms petitioning 

campaigns to support it, even as others tried to stop it. 

Imirei Nagam drafted the Helotropic Reunification Bill, 

and her allies proposed it; the inhabitants of the Liaso 

province paid the price for it. 

This much can be said; had things been otherwise, the 

Chosen of the Moon could have restrained Solar excess. 

Instead, they contributed to it, backed it, enabled it. And 

so the Deliberative era met its final tragic act. 

UPRISING 

The Usurpation, the Great Uprising snuck up on the 

Lunar Exalted with the same stealth and treachery as it 

did on the Solars. And just as the Solars, they died. The 

Usurpation banquet was a killing field of a level unseen 

since the Primordial War, and those Witches who had 

never seen the terrible might of the Terrestrial Host 

acting as one dropped like flies, assumed forms riddled 

with yard-long jade arrows and cut asunder by blades 

which sung hymns of doom. 

This is perhaps one example where the conflicting 

interests of the Dragonblooded and the Sidereal Exalted 

are evident. In the name of their prophecies, the Sidereal 

Exalted merely determined that the Solar Exalted must 

be slain, and there was more latitude for the treatment 

of their fellow Celestials. The Terrestrial Exalted, by 

contrast, knew the Lunars were equally behind the break 

of the social contract which the First Age had seen. The 

Lunars in acts of nepotism put their inferior half-caste 

children into positions that should have been Terrestrial, 

and built monsters and abominations which they sought 

to put in prime positions in the legions of Creation. They 

had indulged and revelled in the decadence of the First 

Age without compunction, and though their close 

brotherhoods of Dragonblooded servants were bosom 

companions, their personal touch could not reach out to 

the masses in the same way that the Solars were. They 

were outsiders and monsters at the banquet, and so 

were to be removed. There was no place for witch-kings 

in a Terrestrial world, and the Sidereals took that as a 

necessary consequence of getting the Chosen of the 

Dragons on side for their great rebellion. 

Still, more Lunars managed to survive that initial ambush 

and the simultaneous attacks across Creation that 

accompanied it. Sidereal attention was focussed on the 

Solar Exalted, and fewer Lunars had attended the great 

Calibration Banquet than Solars; after all, the secrets of 

the Adamant Circle were beyond them and no small 

number of Lawgivers requested of their silver allies that 

they take best advantage of Calibration to summon 

masses of Second Circle Demons for projects and 

workschemes. The simple fact that the entirety of the 

Lunar host had the potential to evade their chasers in a 

way that only a few Solars could through their 

shapechanging should not be underestimated either. But 

as the arsenal of the Deliberative was turned against 

Meru by its Dragonblooded technicians and living 

Lament-class skyships released their elemental payloads 

from their seedpods washing over entire districts, even 

concealment through obscurity often failed. 

It was a much-lessened Lunar host which managed to 

regroup, such as it could. Sorcerous messages bought 

them back into contact, and a few hidden bases – the 

product of various paranoias – bought their own 

rewards. Fewer than a third of their number had survived 

the Usurpation, and the attrition rate of young Witches 

was truly horrifying as silver anima flares saw 

Dragonblooded strike forces dropped on them. To flare 

one’s anima was death when one ran and hid, and the 

tragic fact was this; the Terrestrial Exalted outnumbered 

them such that the newly formed Shogunate could task a 

hundred Dragonblooded full time to be able to respond 

to each individual Lunar Exalt, and their absence would 

not be noted. The Solars were – impossibly, horrifically, 



terrifyingly – not returning, and something had 

happened to the Sidereal Exalted which seemed to even 

erase them from data records. 

The tactic they would use would be simple. The Lunar 

Exalted were not dependent upon infrastructure in the 

same way that Solars, Sidereals and Dragonblooded 

were. They were forces of entropy, wreckers and 

saboteurs and murderers, the monster in the woods. The 

Dragonblooded sort to hunt them like animals? They 

would show the Terrestrials that they were not animals, 

they were terrors. They would smash the First Age 

infrastructure which empowered the Dragonblooded, 

and once the stolen civilisation had fallen, they would 

seize Creation itself. 

So was born the Silver Pact. 

THE BREAKING OF THE PACT 

The Shogunate wore on, though, and as the years passed 

the needle-blade of Lunar intent began to fracture and 

fray. Attrition took its toll on the front-line leaders and 

fighters of the Silver Pact, and raw misfortune – who 

could have guessed that the local daimyo and his crack 

guard would be visiting that factory on that date? – 

claimed more than its fair share of heads. The active 

Lunar host became younger and younger, as the 

Deliberative-era veterans perished and the survivors 

were those cautious enough to not risk their own lives. 

Once might have been coincidence, but twice was 

suspicious and in time it became clear that the 

Shogunate had a strangely altered Five Score Fellowship 

watching over it. The War of Heaven’s Reach (as its 

instigator, the Full Moon general Ia Iaboa dubbed it) was 

a bloody, monstrous and somewhat unseen conflict of 

the Late First Age and saw full theological warfare where 

entire divine cults were exterminated as punishment as 

part of a wholesale effort to starve Yu Shan of prayer and 

cause Fate errors to draw Sidereals out of hiding. Ays 

Amon burned as its manse networks detonated and the 

prayer-lines of eastern Mamosk were linked up to the 

horrors of the White Lilly shadowland to taint the 

ambrosia wells of Heaven itself. The demon prince 

Telleme was released as the product of a ten-year 

carefully engineered ploy to trip her release conditions, 

and the desiccated, undying husks of those gods who she 

bought the spite of the Endless Desert lie stacked like 

firewood in slum hospitals of Yu Shan. And this was but 

one of the wars which individual Lunar generals or cabals 

launched. The Raze of Naha, the Illyan Manse Cascade, 

the murders which lead to the Mnema-Amillar feud and 

the destruction of the Amas dam… atrocity after murder 

after sabotage listed themselves until each event was 

lost in the immensity. 

Such tactics were an all too common recourse of the 

Silver Pact. The social order of Malfeas saw a slow 

creeping regrowth of First Circle influence – after the 

reaping towards the end of the Deliberative of that era’s 

sodalities – as the Lunar Exalted bound vast numbers of 

Second Circle demons (some of whom had only just 

escaped Deliberative servitude) away from their domains 

for use as weapons. Necromancy saw its first real 

blossoming, for in the First Age it had always been 

sorcery’s poor, inferior cousin; a curiosity, little more. 

Now it was the art at which the Chosen of Luna – able, 

unlike the Sidereal Exalted, to reach the Onyx Circle – 

threw their effort behind, and it was now that the first 

hordes of the dead descended upon towns to consume 

the living, and the Greater Dead were drawn from the 

Labyrinth. Other Lunars set themselves up as lords of the 

Raksha – the eastern Witch Raksi most infamously. 

This was also the era when the threat of Chimerism rose 

its head. The Lunar Exaltation had always been 

somewhat mutable, it had been long known, and its 

bearers somewhat prone to what could only be called 

mental abnormality. When one could expand one’s 

consciousness to the Beyond and think in many minds, it 

could become somewhat hard to remember how to think 

in a more limited frame of reference. The Chimerae, by 

contrast, did not come from the strength of a too-altered 

mind; they were somehow both more than, and less than 

other Witches, as they pushed the very limits of what 

their humanity could support and fractured it. The most 

infamous, and most prominent form of Chimera were the 

so-called Formless; those Lunars who had lost track of 

their anchors to their self. Luna may have consumed the 

Other Moons to become one from many, but the 

Chimerae became many from one, fracturing and 

breaking. They were to their fellows unpredictable and 



mad, shedding the human mindset to become alien 

horrors – and it was a dirty secret of some of the elders 

in the Silver Pact that the raving, wildly once-human 

things which some of their fellows became were more 

objectionable for the fact that they no longer cared 

about the Dragonblooded than for their lost sense of 

who they were. 

To be quite frank, the face shown by the Lunar Exalted 

towards Creation during this period was the same face 

they had worn during the Primordial War. They were 

nightmares, horrors, lords of the dead and demons. They 

tore down First Age infrastructure willy-nilly, and when 

the Shogunate rebuilt its own inferior replacements – 

made of jade and hardened such that they could be 

repaired with the native parts of Creation, manned by 

men rather than demons and automata – they were torn 

down too. Yu Shan was disturbed and the old terrors of 

the Exalted murder-weapons aimed at divine throats left 

gods shivering. 

And in this, the Silver Pact miscalculated. They presumed 

that all Lunars would agree with them, that the 

wrongdoings inflicted against them would always be 

compelling to new Witches born hundreds of years after 

the Usurpation. They presumed that they could guide the 

younger ones to agree with them and fellow Outsiders 

would sway to their views. They presumed that the new 

Chosen of the Moon would view the Dragonblooded 

traitors, not them, as the greatest threat to Creation. 

They were very, very wrong. 

The breaking of the Silver Pact is generally agreed to 

have occurred 203 years after the Calibration Feast, 

when six young Lunar Exalted killed the married couple 

Iakir Uindo and Iakir Gui, moving onto butcher Amana 

Ché under the guise of bringing news of their deaths. 

One of the so-called “Moonkillers” had been from 

Yototree, destroyed by a Deliberative-era weapon which 

liquefied men; another had been Ché’s protégé and had 

seen everything the former Admiral of the Northern Sky 

Fleet had her do. Three weeks later, the Butcher of Min 

Dwa was killed by her own student. Within a month, the 

New Moon Illiman Silver was dead by the hands and 

claws of three young Witches, murdered more for the 

horde of Deliberative-era wonders he kept than for his 

actions. 

This new generation of Lunars had never known the 

Deliberative. Neither had they, by and large, seen the 

sharpest decline, as the impossible wonders of the Solars 

were bought offline. They were children of a Jade Age, a 

world ruled by millions of Terrestrial Exalted who built 

their wonders and warred against each other. That their 

‘wonders’ were prosaic mechanisms compared to a now-

lost era, and that the world was once unified was not a 

rallying call. They sometimes Exalted in service to 

Terrestrial lords, and if their lords then hunted them, 

that did not cut their ties to the world and to their 

families and friends. Their attachments were not to a 

long-dead Deliberative, and when they hated the 

Dragonblooded, they hated them for personal reasons, 

not because of some vast shared trauma. And their hate 

could – and did – extend to the Deliberative-era survivors 

who used them as disposable weapons and who viewed 

any number of mortal casualties as an acceptable cost for 

their revenge. 

“You tried to treat us as if we were your Dragonblooded 

soldiers,” said Mikata Misoro, one of the original so-

called Moonkillers, before telling Ma Ha Suchi exactly 

what he could do with his orders. It would have been 

anatomically impossible for anyone apart from a Lunar. 

This was the last time the Lunar host could have been 

said to act as a unified group at all. The Silver Pact could 

not be said to speak for the Lunar Exalted from this point 

on. The old monsters who led it kept up their crusade, 

but they no longer had the ‘expendable’ young Lunars in 

the same numbers and their numbers were growing slim 

indeed. The Silver Pact’s war continued and they 

continued to recruit new Lunars, but the low hanging 

fruits had been picked and if the Shogunate was no 

longer the terrifying force of Dragonblooded unity it had 

once been, it was now hardened and battle-scarred, its 

structure adapted to the idea that moon-witches might 

murder and infiltrate. They were an entropic force, 

ruining districts and Gens, but they were now a more 

localised threat at the edges of the world. No longer 

could they throw covens of young Witches at a daimyo, 

and the ones who risked their own lives mostly fell in 



time, leaving the cautious to slowly try to choke the Age 

of Jade. 

In their place, the first of the Shogunate-era ‘elders’ 
began to act in their own right. Their efforts were 
hampered by the reputation of the Lunars and their 
actions – they were things of fear, and had alienated 
would-have-been allies in Heaven and in the Terrestrial 
Courts – but still they led their efforts. The death of the 
bride of the second Taiyan Daimyo saved Creation from 
the high-seated influence of a Cecelynian akuma. The 
Silverwine Compact bought nine Eastern Air Courts into 
alliance, and the prayer-lines which paid for their 
services patched a hole in the defence grids. It was this 
generation of Lunars who made first contact with the 
Sidereal Gold Faction, and certain of them began what 
might be described as subcontractor work for the Bureau 
of Destiny. They were Lunars, and yet they were almost 
at home in the late Shogunate. 

Oh, certainly, they were monsters feared in the dark. But 

they were monsters in the dark of the streets, supermen 

hidden in the night, and the Shogunate no longer had the 

resources to casually throw a legion after a reported 

sighting of a Witch. The ones who did not wish to rule 

could find their own niche, whether in Creation, the 

Wyld, the Underworld, Hell, or (at least when invited) 

Heaven. They could not build up infrastructure or assets 

save on the small scale or the fringes of Creation, but 

these Shogunate-era Lunars were in their native terrain. 

They were shapechangers and anymen, witches at the 

edge of a society which hated and feared them – and yet 

would entreat with them when it wanted something. 

And in those cases… well, after all, does not anyone have 

a price? 

It was not a golden age, but perhaps it was a silver age 

for these Chosen of the Moon. And it came to an all-too-

sudden end. 

PLAGUE 

Those born after the Great Contagion cannot grasp the 

horror of that cataclysm. That is a simple statement of 

fact. They imagine plagues like the plagues of the Time of 

Tumult, diseases which sweep through the streets 

leaving rotting corpses piled in the streets as men sicken 

and die and vermin squirming through the squalor. Their 

imagination is too limited and their frame of reference 

too small. Only those who have seen what happens to 

areas of the Demon City when Ligier shines too brightly 

on a poor area have seen the sickness that occurs when 

every living being starts to die of magical contagion, but 

even the grotesqueries of Green Sun Wasting do not 

compare to the Contagion. 

Do not think of the coughs and sneezes of the modern 

age when one thinks about the spread of that terrible 

plague. Think instead of fire, slowed down a 

hundredfold. Look at a field, and watch the necrotic 

essence lick through the chakras of every blade of grass, 

propagating outwards in a wave of spreading disease. 

Watch a bird fly into the contaminated air that the 

vegetation exhales, and watch the black taint infect the 

bird too. Then we change focus to the bird, and watch as 

in the few days left to it, it spreads the infection like a 

burning ember carried off on the wind. The trees it 

perches on are infected. The least gods who handle the 

paperwork for the things the bird eats are infected. Its 

faeces are incendiary proponents of infection, and 

anything which consumes them is inevitably infected. 

Even the death of the bird does not end its lethal legacy, 

for its already-liquefying corpse contaminates the very 

groundwater. And this bird is not alone. It is merely one 

among thousands, millions, billions of plague vectors. 

There are young Sidereals of the Gold Faction who speak 

foolhardily of the power of the Solar Exalted and the way 

that they could have easily cured it if it had not been for 

the folly of the Usurpation. Those who lived through that 

terrible time do not make such remarks, even if they 

disagree with the actions of the Five-Score Fellowship. 

Even the Deliberative at its height would have been 

severely challenged by the horror of a disease which 

could be spread by anything, which possessed such a 

terribly long latent period, and which killed almost 

everything it touched in a way which bought final death. 

The Shogunate, broken by internal conflict, sabotaged 

from without, stood no chance. 

Animals died. Insects died. Plants died. Fish died. Men 

died. Elementals died. Gods died. The Exalted died. 

The Witches of Luna fared no better than the 

Dragonblooded. Oh, certainly, at a personal level they 



were better at fighting off the disease. Just like the very 

best Dragonblooded doctors, some of them could cure 

individual patients, though no small number of Lunars 

were infected before they even knew what was 

happening. 

That was meaningless in the face of the Contagion. To 

save one man was little in the face of a dying world. 

Those who put their talents to the best use were not the 

doctors; they were the generals. Horded First Age 

weapons were deployed to exterminate infected 

population centres before another wave of refugees 

could try to break security cordons, and to establish 

firebreaks where no living thing was permitted to cross. 

Witch-sorcerers in stolen sealed power armour, their 

enlightened aides, and bound Dead waded through 

necrotising bodies and cleansed them, trying a futile 

battle to keep water supplies clean. The Contagion could 

not be fought as a disease, but perhaps it could be fought 

as a war. 

And for all that, for all those hard choices and difficult 

decisions, the war was a losing one. Some among the 

Luna host chose to cut and run. They took what 

uninfected population groups they could round up and 

fled, hoping to ensure that at least some of humanity 

survived. Some sought refuge in Yu Shan, but the gates 

to that place was closed. The Witches have not forgotten 

that, and several survivors of the Shogunate still hold 

grudges against divine power for that. If Heaven would 

not help, they turned to Hell. The witch-princesses of the 

demons handed entire populations of towns to the lords 

of Malfeas, selling men and women into prayer-

prostitution to get them across Cecelyne before they too 

were infected. Those who could not tolerate such actions 

led the populations themselves, and eked out domains 

under their own might, hoping to return from the place 

of the defeated Primordials when the disease burned 

itself out. In that, the maimed titans were their own help, 

for it was five days across the Endless Desert. The 

scourging sands of Cecelyne howled with the fury of a 

death-fearing titan and scourged those infected who 

refused offers of wellness from azure-clad priest-queens. 

Others, in the perverse genius of the Lunar Exalted, took 

survivors into the lands of the dead, for alone among the 

spirits of Creation the dead were immune to such 

necrotic Essence. Entering the Underworld by 

necromantic ritual or plague-born shadowland, the 

survivors were taken far from the light of Creation so the 

lands of the dead functioned as a cordon. But even then , 

the breakdown of Creation was malignant and almost 

malevolent in its directed evil, for several such groups 

were infected when a new-formed shadowland broke 

the cordon. 

And some sought refuge in the Bordermarches of the 

Wyld, for walls of fire or air-rich lightning fields were 

things that could be coaxed out of that place to block the 

spread of the disease. And it was those Lunars who first 

encountered the stirrings of the courts of Chaos and it 

was those Lunars who first met the second horror fast-

encroaching on the heels of the first. 

INVASION 

Perhaps there had been warning signs of the incoming 

fae which had been missed by Creation. In fact, there had 

certainly been so. Growing warnings were conveyed by 

decaying systems to bunkers where every man inside 

was already dead, and fae princes were released from 

their oaths by the deaths of the kinlines that they had 

sworn them to. But the first cries of the pattern spiders 

were long among the mourning for a Creation sickened, 

and the Wardens who would normally have noticed such 

things were caught up in the chaos of plague. 

As a result, the first true warning that Creation received 

was reality-fires on the Wyldward horizon as the tides of 

chaos rushed in, hitting the still-active border defences of 

the First Age in the same way that a tsunami hits a 

coastal wall. Like vultures, the endless hordes of 

Rakshastan descended to feast upon the rotting carcass 

of Creation. Like a hand around the throat of an injured 

man, they surrounded it and squeezed, pushing 

relentlessly and ceaselessly inwards. 

In some places, the defences held. There, the reality fires 

of uncounted fair folk consumed by the solidity of 

Creation rebounded, and washed back through the Wyld 

leaving fragmented Shape in their wake, reaching out as 

far as the Mount of the Nine Principles, the ever-

doomed-but-never-dying city of Subys, and even the 



place in furthest infinities where the Dragon Coiled 

Within Herself makes her nest. 

In most places they did not, and there the fluidic 

formless hordes of chaos washed through. Sometimes 

the Unshaped tried a direct assault, unwilling to take the 

blasphemy of Shape even for this assault. By and large 

such refusal to compromise led only to Wyld 

contamination within Creation and a dead Unshaped, but 

in the East Syzergy Neverquick and his sworn fellows 

made it as far as the Yanaze River, a knife of pure chaos 

thrust into the heart of the world. Roiling and boiling, the 

greatest river of Creation became something that 

changed the nature of everything it touched flooding 

pure chaos through the River Province. 

The famed Wood-aspected general Amilar Sieseta held it 

at Hollow, her plague-ridden legion holding the dam to 

prevent Syzergy-Yanaze from reaching the Inner Sea. She 

bought enough time for the Changing Moon Ma Ha Suchi 

to lead his army of plague-dead ghosts into the chaotic 

waters, quenching the flux with the cold of death and 

allowing him to tear out the Heart of the Unshaped. 

In Chiaroscuro, Yisuf ah-hif Halas - the inheritor of the 

Exaltation of the First Age hero Tammuz - discarded his 

mask as a wealthy non-Exalted member of Gens Vayene. 

The city had faired better than some due to dark pacts 

made with hidden forces to save them from the plague, 

but it meant that alone of the once-densely-packed cities 

of the South it was in a state to fight. He called upon the 

favours and agreement he had built up in three hundred 

years as the stalking champion of the streets and alleys 

of the decaying city of glass to bring Terrestrial, mortal, 

Lunar, god and elemental together in resistance. They 

would have to fight together, for none had the numbers 

to stand alone. The corpses of plague-dead still littered 

the streets and made macabre ornaments of glass 

towers. 

The dancing dervishes of the Southern fae in their silks 

and veils found that in between the gleaming towers of 

the damaged arcology there were barricades of iron and 

razor-wire meshes hung between spires which cut their 

sky-blotting aerial forces to shreds. And then there were 

the fresh crystal slabs among the Deliberative city of 

glass, the calcified zones of reality which slew Raksha 

that stepped into them, and the way the city always had 

the rarities it needed for the maintenance of its 

diminishing stocks of weaponry. The present ruin of the 

precious gem of the South is a legacy to the urban hellish 

fights of the Siege, which held the Prince of Manifested 

Eyes for twenty-five days with no end in sight. 

The Leviathan, who in his wrath against the 

Dragonblooded host had sown such terror that his very 

name had become a synonym for “aquatic monster”, 

roused the Terrestrial courts of the West through fear 

and violence alone. Armies of traumatised immortals 

who had seen nine in every ten of their number perish 

were seized and made to fear the Leviathan more than 

they feared death. The martial weather he had them 

induce boiled the water in fire and ice, and in distant 

Malfeas the Silent Wind was called to fondly remember 

who she had been once by such homage to the River of 

All Torments. 

In nation-sized fog-banks which burned with elemental 

fury the chaos was momentarily thwarted. Even as the 

island-continent of Xusahe was washed away by purest 

disorder, the Leviathan played his trump card and from 

the very sun itself descended the reactivated 22nd Aerial 

Fleet of the Deliberative, commanded by its last Admiral. 

Engines flaring with coronal brightness, the Leviathan 

dove into the heart of Xii, the Twicefold Shinmaic 

Abortion with all weapons firing. None know what 

happened at the heart of that conflict, but at the end of 

it Xii was no more, and the all-consuming chaos-tide 

which devoured stone and flesh alike had ended. In the 

Fallen Age, sometimes fragments – sometimes more – of 

a vessel from the Twenty-Second are found as far south 

as Bluehaven and as far east as Cherak. 

Such conflicts were the great, untold heroism of the 

Balorian Crusade, and much as the deeds of the 

Primordial War before them they were grandeur made 

almost meaningless by the scale of the war. Inevitably, 

the hordes of chaos consumed and unmade a Creation 

where ninety percent of population had already died of 

plague. Even the armies of plague-dead from the 

Underworld and Lunar-headed demonic legions 

conscripted from Malfeas were not enough. 

And then a miracle happened.



THE LUNARS 

FIRST AGE CRONES 

LILITH, THE FOURFOLD CHIMERA (FULL 

MOON) 

[Image: A woman squats by a humble campfire, staring 

over the top of it at the viewer. She is wearing a long 

cloak, fastened at the throat by a silver circular broach. It 

has the texture of leaves and branches, which seem to be 

growing out of the fabric. Underneath can be seen a 

form-hugging moonsilver breastplate, which is heavily 

pitted and scarred – as if it was normal metal corroded 

by some acid – and smeared with dirt. Her hood is up, 

but leaves her face and her fringe visible. The wrinkles 

around her eyes and a harried, pinched look mars her 

beauty – she should bring to mind a society beauty fallen 

upon hard times. What can be seen of her dark hair is 

messy and streaked with white. 

The fire in front of her burns with strange colours, 

purples and crimsons creeping into the flames. An owl 

made of purple flames perches on one of the logs. Beside 

the fire is casually cast aside a long moonsilver direlance, 

its broad head patterned like a feather.] 

The owl descends, its shriek bursting eardrums. It is a 

hole in the world, rimmed with silver flames, and within 

its depths two eyes burn. The rest of it opens directly 

into the impossibility of the birthplace of Luna, and from 

those depths horrors spill and evaporate in cold hard 

reality. It screamed in the sky when the second Manase 

Shogun took the throne, and she lasted a mere five days 

before she was overthrown by those who had supported 

her. In the Balorian Crusade, it blotted out the sky in the 

North-East, bloated by chaos, as it devoured the legions 

of Queen Everything-Is-Real with its own impossibility. 

The mere sight of it forty years ago led to riots and panic 

across the Nasilo satrapy, which had to be suppressed by 

the Legions. It is an omen of change and horror and 

chaos and revolution, though none can say if it is drawn 

to such places, or whether its mere presence creates 

such change. 

A hunter carefully, slowly stalks a deer. His hands are 

sweaty, the bow in his hands feels heavy. If he cannot 

manage a kill today, his children will go hungry yet again. 

He sights. He looses. The deer drops dead. And now the 

man is the deer, and it stares at the dead beast beside it, 

before fleeing. Its animal mind does not know who killed 

the other animal. Just like the hunter had thought that 

the dead man who had looked just like him in the woods 

late at night was a bad dream. And the panther which 

had dropped on him had tried to nuzzle the dead cat 

beside it. And so on, and so on, and so on, a chain of 

murderer becoming murdered and losing itself. 

The beast does not resemble a man. It does not resemble 

a wolf. It does not resemble a centipede nor an eagle nor 

a blood ape nor a shark. It encompasses all of these 

things, and mutates and buds and contorts to whatever 

is necessary. Its rage devours the world around it. 

Sometimes it folds itself down to the shape of a woman – 

or a man or a sow or a ewe or a strix – and walks among 

the things-that-are-not-it of the world in a form that 

does not leave them fleeing, but it only does this to share 

its rage better, infecting others with horrors that impart 

its nature on their flesh. Sometimes it sires or bears 

children, and they are terrible monsters, that take after 

the beast – freak-children that rampage across the land 

and require great heroes to slay. Sometimes the heroes 

come after the mother once they slay the child. Every 

last one of them has died. 

A woman huddles down, out of the rain. She is one of the 

Lunar Exalted, she knows that. She was once a hero. The 

thought leaves a raised welt across her cheek, as if she 

was just whipped across the face. Outside in the rain, her 

footprints are filling in, the world itself bending to erase 

the past. Plants shrink, losing a few days growth, and the 

rotting wolf dead these three days seems almost freshly 

dead. The woman starts a fire with difficulty, for the 

flames try to leap back into the woods and undo their 

ignition. She cooks and eats the wolf as best she can. She 

does not know how she got to this cave, and when she 

leaves, she will not willingly recall, for the memory of 

yesterdays are painful to her. Despite that, she wanders 

Creation, seeking out the Exalted, for they have to know. 

Some days, she even remembers what it is they need to 



know, though the memories open great gashes across 

her body and burn her flesh as if scalded. 

They are all Lilith. They are all not Lilith. None of them 

would answer to that name – though the dark-haired 

woman would wince at the idea of recalling it – and yet 

they bear her souls. They are the Other Selves of Lilith, 

Full Moon and Chosen of Luna. 

At the Usurpation – or perhaps shortly afterwards, for in 

the chaos none could be sure of the precise sequence of 

events – Lilith lost herself to the madness of the Lunar 

Exalted. She, who had been one of the great heroes of 

the Deliberative, a shining triumph of moon-heroics, 

shattered and became legion within her three souls. 

Despite that, the nascent Silver Pact tried to bring her 

into the fold, to direct her madnesses against the 

Dragonblooded who clearly had forced her into that 

state and were obviously to blame for everything. Lilith 

had been one of the most deadly of the younger 

generations of the Exalted before the Great Uprising, and 

she would have been a potent assassin in the attempt to 

render Creation into a state ready to be reclaimed. 

Not one of her Other Selves proved amenable to it. None 

could even find the Hunter-Who-Is-The-Prey. The Unlight 

Strix proved entirely unresponsive to communications. 

The Woman-Pained-By-Yesterdays would not talk of such 

things, and attempting to press the issue lost Ma Ha 

Suchi all four limbs. And the Mother of Monsters… ah, 

she would say many things and promise many things, and 

keep to none of them. She was catholic in her 

depredations, and would aim for the forces of the 

scattered Silver Pact with equal glee as she might go for a 

Shogunate mining town. 

Attempts were made to liberate her Exaltation from its 

mad chimeric mortal coil, and free it to pass to another 

would-be hero. As it so happens, Exaltations did end up 

passing onto their next incarnation because of those 

attempts. Lilith’s were not one of them. The attempts 

stopped once three Deliberative veterans had fallen to 

spear, Beyond-talons and countless bladed limbs in turn. 

Not once has she returned to a state of sanity and 

unitary self. Her natures have never been less than four-

fold, and some say that she has split even further at 

times of great stress. Some who know of her tale wonder 

what kind of Charms she has learnt, that she has 

shattered her mind so irrevocably. Others are rather 

more sure that the problem lies in her psyche, that she 

rejects so utterly the idea of having to return to the 

existence she has cast away that she does not and 

cannot countenance such a possibility. Somewhere, in 

her broken sense of self, the woman the Other Selves 

come from does not wish to return. 

Since then, Lilith has stalked Creation. She is mad enough 

that her Other Selves cycle in fairly frequent succession, 

and dangerous enough that even elite Shogunate hunter-

killer platoons at best simply were cut apart by a long-

bladed spear. Sometimes they were replaced, or crippled 

and impregnated with monsters. Mostly, though, she 

wanders as a woman with no past who leaves no 

footsteps, or as a sequence of natural animals who know 

nothing other than their animal selves – save when 

confronted with their stolen nature. 

She is drawn to chaos and change, though she knows it 

not. In times of great upheaval and uprisings, too often 

one of the Other Selves will be there, though which one 

it is too often decides how the events will turn out. The 

Hunter-Who-Is-The-Prey may mindlessly stumble into 

events such that a small bird happens to save the life of a 

fleeing princess, but the Mother of Monsters is more 

likely to kill both her and her pursuers. Perhaps she will 

leave the woman's bastard flesh-spawn wearing her 

mother's face before she goes. The girl will grow up with 

silver-flecked eyes and muscles like steel tendons, and if 

the ones loyal to the old regime think she will rule fairly 

and justly when they put her on the throne, they will 

realise that she takes after the one who sired her when 

she sheds her skin for the first time. 

Sometimes, when the Woman-Pained-By-Yesterdays is 

dominant, a woman – or man – with silver eyes finds her. 

The stranger will talk of many things, pour their heart 

out, and the Woman will try her best to comfort them – 

for she does not like the sight of suffering. The stranger 

then will talk of the present and the future (never the 

past), with words that mix insight and madness, and the 

Other Self will give her opinion as best she can. 

Sometimes they make love. Then when the stranger is 

gone, the Woman-Pained-By-Yesterdays moves on, the 



conversations joining the agony of her history that she 

rarely thinks of. If she has ever asked the stranger what 

they get out of those meetings, she does not care to 

remember. 

In her Other Selves is laid bare her mind, split into 

manifold facets. There is something in her past that she 

runs from, that she blends into another life to escape. 

There is something that means that in her shattered 

prismatic psyche, the very mention of yesterdays is 

agony and wounds her flesh. There is something that 

draws her to the borders and the divides, the critical 

points that change the world. And there is so much rage 

and hatred and pain that everything is a target to vent 

that suffering. 

But what? By all accounts, she was in a loving marriage 

with her Solar husband, famous enough that versions of 

their romance – with the names changed to be more 

Immaculately-tolerable – are still told in the Realm to the 

present day. The prefecture of the Old Realm they ruled 

avoided the worst of the excesses of the Deliberative; it 

was not a place where organ-instruments or soul-

experiments held sway. Together, the two of them 

stopped uncounted threats to Creation before they could 

even materialise, smashing troublesome Raksha courts 

and breaking the conspiracies of the Demon Princes. 

Was there some darker secret hidden under their love, 

some hidden abuse concealed from the world? Were 

foolish pacts made in the time they adventured in the 

Demon City? Did she discover something deep in the 

bowels of the Underworld – perhaps immediately after 

the Usurpation – which shattered her self and her 

confidence? Or was the deed closer to home – in the 

Shogunate there was long the fear among the Silver Pact 

that some among their number had aided the Sidereals 

in their planning, or simply done nothing to stop the 

murders at the Calibration Banquet? 

What is she running from? 

MA HA SUCHI, THE WOLF AT CIVILISATION’S 

DOOR (CHANGING MOON) 

[Image: A man stands, his posture innocuous. He wears a 

moonsilver breastplate, over an elaborately cuffed and 

collared white shirt, secured with beautifully minimalistic 

moonsilver hearthstone bracers. His leather kilt is 

trimmed around the edges with a repeating moon motif, 

and he wears knee-high white socks and leather sandals. 

He is handsome and open-looking, in a sort of roguish 

way, with slightly messy dark hair. He is athletic rather 

than overtly muscular. 

The teeth that are seen in his broad, generous smile are 

the teeth of a wolf. The irises of his eyes are silver, and 

the whites are as black as the night’s sky. Four goat-

horns rise out from his dishabille hair. Behind him, vague 

sketched figures, little more than lines on the ground, 

suggest but do not detail bodies stacked in mounds. The 

arch of one eyebrow is rakishly amused.] 

Creation bleeds. There is a razor blade within its flesh, 

who cuts its way through the world. It bleeds and it 

sickens and it weakens. The scrabbling attempts of 

clumsy fingers to pull this dreadful thing out only push it 

even deeper, perhaps giving a brief respite from pain as 

it severs new nerves. Then, once again, the pain will set 

in, and in its wake there is inevitable rot. 

And the name of this razor blade is Ma Ha Suchi, Chosen 

of Luna. He says he will make a better world. He says that 

when the Chosen of the Dragons are cast down, Creation 

will rise afresh. He says he is the last hope of mankind in 

a ruined world to make it a better place and save 

everything. 

He says a lot of things. 

Ma Ha Suchi was a child of the First Age. Those babes of 

this fallen era cannot truly comprehend what means. 

From the very youngest age, he lived a life filled with 

wonders that the neofeudal warlords of Lookshy 

squatting in their military encampments would give their 

sword-arm for. Around four hundred at the time of the 

Usurpation, the very heights of the High First Age were 

natural to him. The Wolf with the Red Roses, as he was 

nicknamed then, was the debonair princeling of the 

grand soirées and fetes of that exalted time. He was a 

lover and an aesthete par excellence, one who may not 

have contributed much to the wonders of the lost age, 

but who entertained and seduced the Celestial Exalted 

with casual ease despite his relative youth. 



The Usurpation changed everything. Torn between those 

he loved, shocked by the terrible grinding violence of the 

Dragonblooded as they burned entire districts to kill a 

single fleeing Celestial, he lost his mind. He tore off his 

own face to shed his identity, and burrowed deep into 

the depths of Meru, pure luck all that kept him safe from 

Earth-Aspected hunter-seekers. 

The man who clawed a self back together from the 

depths of madly broken Chimerism was the same man 

who fled the Calibration Feast. That is the nasty little 

secret that many of the Lunars who know the truth 

would like to deny. They would like to attribute it to a 

break in his mind, some madness – perhaps the 

corruptive effectives of the Wyld, perhaps too long 

staring into the Beyond to try to find a world where 

these terrible things had not happened – killing the man 

they once knew and replacing him with a monster. But 

no, there is no such justification; no greater explanation 

behind his behaviour than the nature of man. Ma Ha 

Suchi merely burst from his chthonic hiding place to find 

the pillaged ruins of Meru and a Dragonblooded 

Shogunate. 

And that could not stand. 

He did not found the Silver Pact, no – it was fifty years 

until he swore his oaths. But in heart, he was there from 

the beginning. The death of Manisa Poluba was by his 

hands and so – indirectly – is the blood from the war 

between the Seven Daimyos. It was him who introduced 

Szorenyian quicksilver into the water supplies of Illuo, 

and by his will the Dead ravaged the cropfields of the 

Blessed Isle in the Fifteen Years War while neither side 

watched. 

And he survived. Oh yes, he survived. Ma Ha Suchi is a 

survivor. He avoided the Contagion in the Underworld 

and built up a vast horde of plague dead, only to be 

forced to use them to counter the invading fae in the 

East – something he still mourns. While Deliberative 

survivor after Deliberative survivor died off, he endured. 

The Moonkillers could not find him, and neither could 

generations of Sidereal witch-hunters despite the 

Demons of the Second Circle and the Greater Dead he 

has unleashed for centuries. 

There is a thing about the Wolf at Civilisation’s Door, and 

it is a thing that many who underestimate him fail to 

grasp. He is not a barbarian warlord, though he can be 

when needs must. He is not a rabble-rouser. He is not a 

frothing lunatic who hates civilisation because of some 

great affront it has done to him. He is a product of the 

greatest civilisation Creation has ever known, and if it is 

gone and he must cast down every last trace of the 

betrayers and usurpers who ruined it so none will ever 

know they existed, before he builds a better world... so 

be it. It will not be a Solar world, and though he will may 

well bow to young Lawgivers who might naively try to 

lure him with talk of rebuilding the wonders of the lost 

age, he will only do that to get into a position where he 

can twist their minds to his goal and prepare to cast 

down what they build. The Solars had their chance and 

they failed. They are fallible and conquerable, and he 

knows it all too well. 

No, what the Wolf at Civilisation’s Door is, 

fundamentally, is a sociologist. He wields that knowledge 

as a surgeon would a knife. He knows why imperialist 

powers crush scattered bands. He always makes sure to 

explain to younger Lunars the vital role he has fulfilled in 

spreading knowledge of medical thaumaturgies, 

simplified for this lesser age. They would view it as less 

generous if they knew what he knows about how disease 

gods grow strong when many men live in close quarters 

and how the spirits of civilised men may be able to 

handle such plagues, used to the baleful influence since 

youth, better than the barbarians who live in more 

scattered groups. 

Meanwhile, his slaves among the Greater Dead gather 

tribute-weapons forged from the iron of Creation, which 

he gives to petty gods he has seduced to hand down to 

their followers. His god-concubines also spread their 

seeds among people away from the dominion of the 

Realm; he is a great demagogue and ally on behalf of 

those divinities who would rather be without the petty 

restrictions which Heaven half-heartedly enforces on 

them. It gains him allies against Sidereal power as well as 

invariably positioning such groups against the 

Immaculate Faith. And so on, and so forth. Ma Ha Suchi 

plays such groups with the cold eye of a crafter of 



societies, considering them raw materials in his great 

work. 

He holds the barbarian Lunars of this modern age in 

deep, hidden-yet-abiding contempt. There is nothing 

sacred or holy or special about barbarism. It is a weapon 

in his hands, nothing less. And all societies in the Time of 

Tumult are barbarian ones to his educated eye. It is a 

peculiarly effective piece of doublethink, where he can 

hate these ignorant savages who squat in the dirt so 

much that he loves to use them as weapons to cast down 

his foes even further down. He farms young Lunars, 

carefully nurturing them into hating the Realm, and 

throws them as weapons against that which he hates. 

He is very good at it. He has been doing it since the 

Shogunate. 

He secretly sneers at their deaths, because he knows full-

well that a horde of young angry men and women who 

charge a Realm legion head on will be cut to pieces. And 

in that massacre, the losses to the Realm are still greater 

than what it took for him to raise that horde. Ten 

thousand streams can be more useful than a river if but 

one Terrestrial Exalt drowns in each tributary. 

And drowning is what he plans to do. He breeds no 

Dragonblooded among his societies, because he will not 

spread the treacherous blood of the Dragons even 

further. Among the satrapies of the Realm, he goes for 

strength and leaves weakness alone. A capable, strong 

satrap is driven mad through prolonged torment or 

simply murdered in his sleep; a weak, corrupt one is 

merely poked to make him scared and sloppy. In stolen 

forms, he pollutes patrician lines with his moon-tainted 

seed, and the bastards of Dynasts die in accidents which 

remove a source of new Exalts. Sometimes, he will 

capsize a boat carrying Lost Eggs back to the Realm, 

though not frequently enough for it to become a known 

risk. He plays a long, slow game of demographics and 

breeding; the fools of Lookshy who weaken their 

breeding lines in the name of short-term gain are playing 

as he would wish. 

Others may call him a coward, but unlike almost all his 

peers in the Silver Pact he is still alive. He knows that 

there is no point risking his life to even kill ten 

Dragonblooded, for given time – or even one particularly 

decadent night for a man – such numbers can be 

replaced. He tries not to do anything as gauche as fleeing 

an obvious threat; he prefers to never have been there in 

the first place, and use the chance instead to drive the 

knife into the back of something vulnerable which they 

are no longer guarding. 

He hates the Dragonblooded. He hates the Sidereals, for 

their treachery. He hates the Solars for their failures and 

their weaknesses and their indulgences. He hates the 

gods, the fat, decadent indulgent gods who fail to 

understand that it was Exalted might which set them up 

on their thrones. He hates mortal men, for being weak 

and pliable and for making him do this to them, for their 

own good. He hates so much and so hard that he is 

pickling in hate, stewed in bitterness until his soul is like 

old leather... and yet he smiles. And yet he is charming, 

pleasant, witty. The Gentleman at the Crossroads, goat-

horned and dangerous, is worshipped as an Aspect of 

Luna by many areas of Creation. It does not amuse him. 

He hates it. 

In this Time of Tumult, Ma Ha Suchi might be one of the 

greatest threats that Creation knows, for he carefully 

plans to burn the world and for all he declares he will 

build a better world on the ashes, that will not make 

much of a difference to those who make up the ashes. 

Perhaps it would not matter if he was killed. If Creation 

falls, one of the causes will have been his deeds in 

draining the world dry in the death of a thousand cuts. 

RAKSI, THE WITCH-QUEEN OF THE EAST (NO 

MOON) 

[Image: A woman, hair cropped into a page-boy cut, sits 

sprawled on an ancient stone throne around which 

plants grow and twirl. Her air is insolent. She wears a 

many-coloured loose robe, open at the chest, which 

exposes both her small breasts and the traceries of 

tattoos which encircle and mark them. In one hand, 

propped up on the arm, she holds an incredibly delicate 

and complicated First Age device which resembles an 

orrery. From the way her hand and muscles are posed, 

she is crushing it. In the other, a bloodied sacrificial knife 

drips blood down her arm. 



Around her throne, men, women, fae, elementals, gods 

and demons are chained, forced into a position of 

supplication. The expressions on what can be seen of 

their faces is abject fear. One of the eramanthoi is 

slumped down, its head nearly removed by the cut in its 

throat.] 

Ah, Sperimin! The City of Sorcery, a true wonder of the 

lost age. Twice nine miles of verdant ground girded 

round with walls and towers! Gardens alive with avian 

trills, where blossomed incense-bearing trees. Within its 

grounds were forests ancient as the hills, enfolding sunlit 

spots of greenery. Sperimin, place of learning, place of 

wonders, place of equality and peace! 

But now rain weeps through roofless halls. Now the 

toppleless towers are toppled, and twisted men squat in 

the ruins, worshipping their witch-queen who rules with 

claw and fear. Now beasts bred with demons and beasts 

bred with dead things and beasts bred with men fight for 

scraps. Now the trees that sprout through abandoned 

academies walk at night and oft-times will shift and hunt 

the other living things so that they might feed off the 

corpses. 

This is Sperimin. Sperimin, a place of trade and the 

meetings of many worlds. Sperimin, where a man might 

buy the secrets to rebuilding a brass legionnaire at the 

cost of a memory – or his shape, or merely for favours 

that scourge the soul if they are not carried out. 

Sperimin, where the legions of the Realm dare not tread 

for the secret viziers of the stars fear what would be lost 

if its mistress was piqued. 

Sperimin, home of the antinomian witch-queen Raksi. 

Scattered records of the I AM pronouncements indicate 

that she was a mere thirteen years of age when she, an 

apprentice scribe at a Wyld-forge, stole documents she 

had seen on a distant superior’s desk which showed that 

the Solar responsible for maintenance of the facility had 

skipped two maintenance cycles. To speak out against 

the glorious sun-kings whose very existence dominated 

her life was almost more than a cripplingly shy ward of 

the state could manage, but as she, stammering, 

presented the purloined documents to I AM she felt two 

arms wrap around her from behind and a soft kiss on the 

top of her head. 

In the confusion of her sudden Exaltation as a New 

Moon, the great syzergy-mind of the sentinel of the 

citizens of the Deliberative accidentally declared – its will 

overridden by morale filters intended to publicise a 

glorious new Exaltation – the laziness and sloppiness of 

one of the Solar Exalted to an entire Direction. It was 

perhaps an inauspicious Exaltation, to so embarrass the 

god-kings of Creation in such a manner, and what was 

worse was that Raksi was still a shy, bookish girl quite 

unprepared for the sudden fame and controversy she 

found herself ensnared in. 

The famed Zenith sorcerer-priestess, Salina, was the one 

to take the lost thirteen-year old girl under her wing, and 

became a mother-figure for a scared child thrust into a 

society of jaded god-kings. In the libraries of the great 

city of Sperimin, she hid from the world and dug deep 

into occult knowledge and the Salinian school of sorcery. 

She was a sorcerer of the Celestial Circle by the age of 

seventeen, and despite her refusal to leave the city and 

its libraries, or even to present her papers in person to 

her peers, she was in correspondence with several elders 

many times older than her – though she would have liked 

it less if she had known that the “Te Frei Fiasco” was 

becoming a cause celebre for elements who held that the 

majority of the Solar Host was simply too irresponsible to 

be entrusted with personal Wyld-forges. She seemed 

doomed to aggravate the masters of the Deliberative, 

without even meaning to. 

The Usurpation happened the next year. 

As it so happened, Sperimin was one of the places where 

the Terrestrial Host suffered major division. The honour 

guard refused its orders, and fell back to the central 

manse-complex, raising the wondrous wards which 

protected it. This had been expected and hence hidden 

troops had already infiltrated the city before the 

defences were bought online. They struck as planned, 

and blood stained the streets of the city of sorcery. And 

in the chaos, the precise location of one terribly shy 

Chosen of Luna who often slipped her watchers was lost. 



Harried, harassed, pursued by vastly superior forces and 

with the sorcery she had spent so much effort learning 

suicidal to use, Raksi hid until the great walls of Sperimin 

retracted once again, and then she fled. Somehow they 

tracked her as a mouse, a bird, and they ignored the fact 

she was an impossible thing wrapped in the fabric of the 

Beyond. The Western horizon, towards the Blessed Isle, 

was alight during the night and so she fled east, away 

from any civilisation. 

She trusted no one, after the first peasant she tried to 

get food from notified the central authorities who were 

looking for Celestials “in the name of restoring order in 

these troubled times” and a flight of mantas resulted. 

She fled so far that she fled beyond Creation itself, into 

the Wyld she had only been on carefully maintained field 

trips to. 

And there she stayed for three hundred years. In the 

depths of the wild, she dreamed up worlds in her hidden 

heart, and she slept in them. Her shyness withered away 

as she consorted with Raksha as a means to survival, a 

wasting loss which opened up the Iron Circle to her. So 

too, slowly and painfully, did her respect for others as 

she crushed the fae and subjugated them. 

In the depths of infinite chaos she made brand new 

discoveries in the fields of necromancy through 

necessity; how to drown a waypoint in stagnant Essence 

to provide respite from change and how to take dreams 

and hammer them into brutish iron. An argent princess 

among the hordes of the Wyld, she sent minions into 

Creation to report back to her on what happened, and in 

the meantime she cavorted and frolicked and indulged in 

ways which would have shocked the now-long-dead 

Exalts who secretly mocked the mousy girl of earlier 

years. 

The Silver Pact encountered her, tried to bring her into 

their great plan. She laughed in their faces. What did she 

care for Creation? She had everything she could ever 

want in the Wyld, and she was not going to throw her life 

away in futile battering against the Dragonblooded. 

Instead, she voyaged to Malfeas and consorted with 

demons, deepening her knowledge. She browsed the 

depths of the libraries of Orabilis and flouted his dictates 

on what she could learn by flensing unpermitted 

realisations from her own mind when his eyes were near. 

She seduced the Unquestionable and played games with 

citizens; she braved the depths of Adorjan to hear the 

secret within the sound of silence and danced naked in 

the rain of Hegra to free her mind. She finalised her 

philosophical position on the power of antinomianism as 

she sacrificed a captured Priest of Cecelyne to the 

Incarnae in sky-blue robes and felt the rush of effrontery 

and contradiction from the blasphemed Yozi empower 

her. Then she would return to the Wyld to relax and 

indulge once more. 

The Balorian Crusade taught her the dangers of the Wyld. 

She fled the roiling chaos as her own slaves were 

consumed by the ravening hordes, leaving behind her 

wicked necromancies and sorceries which consumed 

chaos wholesale. Her knowledge was not enough against 

the Crusade, and in the end she fled to the Underworld 

rather than die upon the necrotic essence-blasted 

wasteland which would have been her last stand. 

It was an older, sadder, and – at least in her own eyes – 

wiser Raksi who looked upon the dawning of the Second 

Age. There was still power in Creation, and worse yet, 

she was not enough on her own. For all her power and 

magics, she had failed to learn the lessons which had 

ended her childhood and the Deliberative together. To 

that end, she journeyed to the plague-dead, Wyld-

washed ruins of Sperimin, the city which had been the 

place of that childhood. Even the Shogunate had 

preserved value in it, and despite the mutative effects of 

chaos there were still priceless texts within it. 

So she read every last one, and burned them. The 

knowledge was now preserved in but one place, and that 

was her perfect memory. If any desired it, they would 

have to come to her – and there was no way to take it by 

force. She was now necessary. 

And for the last seven hundred years, that has been 

Raksi’s overwhelming drive in life. Not to make herself 

loved. Not to enjoy and indulge, though she takes her 

pleasures when she is able, especially in her deliberately 

antinomian ways to those who require her and hate the 

fact. No, she wishes a world where others accept that 

she is necessary. Hence, she seeks out wisdom, 

knowledge, the secrets of the wonders of the lost age... 



and she destroys them. Sometimes, if the price is right, 

she will let others know them again, but she is a miser 

with her secrets and understands the power of hydraulic 

despotism. 

She sought out the Book of Three Circles, and stole it 

from the archives of Heaven where it had been stored 

since the Usurpation. That was the work of a century of 

corrupting gods and elementals and building together a 

strike team of indebted Lunars who would breach the 

vaults of Yu Shan to obtain it for her. Raksi confirmed 

that she could operate the remnants of Sperimin’s manse 

network with childhood-remembered passwords 

overheard from loose-tongued Solars. She could power 

the Book, its four fearsome guardians, and the three-

ringed hidden world within where all its knowledge was 

stored. 

Immediately, she made contact with the Sidereals and 

informed them that she would be willing to provide 

whatever knowledge they wished from it ‘in return for 

fair exchange’, slyly reminding them that they would only 

have been able to access the periphery interface, and not 

the core. 

And since she could access the core, she could wipe it. 

And would, if they ever moved against her. 

Such has been Raksi’s existence. The true power over 

something is the power to destroy it, and that is the 

maxim of her existence. She is a knowledge broker, a 

keeper of hidden secrets, who is studiously amoral in 

whom she deals with. For the right price, all sorts of 

things could be opened and revealed. She holds to her 

agreements and deals scrupulously, for she is well-aware 

that without a reputation for honesty in that she might 

be considered disposable, but she is selective in what she 

agrees to. 

And she has only expanded in her brokerage as time 

passes. She has enslaved Raksha courts in the east once 

more, and hires their services out. If they do not 

perform, she sells them to hell, especially to noble Ligier 

who is exquisitely generous with his payment for fae raw 

materials for his Wyld-forge. She has interests in the sale 

of ghosts and mortals alike to hell, but that is a triviality 

compared to the main work she has engaged in. 

Gossamer-and-moonsilver webs now sprawl through 

many waypoints of the Eastern Wyld, luring and drawing 

the random currents of chaos into them. Raksha slaves 

harvest the oddities, and they are sold to each, according 

to their capacity to pay – and any who can make their 

way to her always have something she can use, even if 

they did not think they would or could trade it. 

Sometimes, madness strikes her when she spends too 

long staring beyond the world. She has learned enough 

forbidden charms and dabbled with her very soul 

frequently enough that sometimes she slips over the 

boundary of unitary selfhood into Chimerism. So far, she 

has always clawed her way back within days or weeks, 

but already she has secretly forsworn the practice of 

certain powers which she finds induce such episodes. 

Sometimes the Other Self that emerges cares only for 

power and knowledge, and is utterly amoral in its pursuit 

but does not horde it. Her fingers are rats’ tails, a third 

eye stares from her forehead which sees all, and in her 

wake the world itself twists itself into writing and scripts 

which speak of wisdom. At other times she is indulgent 

and antinomian. Any wisdom the Queen of Fangs might 

show in deliberately offending others is cast aside, for 

when that Other Self emerges only cares for her own 

pleasure and the joy she takes from offense. Her form is 

a mutable thing of subtly disturbing beauty, always 

offputting regardless of whether it is sexualised youth, 

casual androgyny, or alluring kinship. Luscious words 

crawl from her mouth and the worms and maggots of 

her casual blasphemies infect the flesh of men and 

beasts alike, warping and twisting every last sense of 

decency and fixity of flesh. 

There is one Other Self which sometimes emerges, and 

she can be the most disturbing of all. In innocence she 

revels in wonder, and she cannot grasp that the First Age 

has fallen. Around her all is glorious and raised to the 

most high; world-warping illusions veiling the world and 

slowly repairing that which underlies it. Any who bear 

signs of the Fallen Age into her presence find them 

warping and rotting, for the argent purity she bears 

cannot tolerate contradiction. Shining light chokes any 

who would try to bring word of the Second Age. 



So this is the Witch Queen of Sperimin. Why would she 

want to cast down the worn temples of Creation? Why 

would she want to patch them up and help raise again 

what has fallen? Raksi has spent a long time making sure 

she is precisely in the place she wants to be. And because 

she is in that place, in time any who truly want to know 

secret thought lost will make their way to her. 

LEVIATHAN, SCHRÖDINGER'S LUNAR (FULL 

MOON) 

At his height, the Deep Admiral was so insanely massive 

and hateful that, whatever he was doing, someone knew 

about it. The ripples that swelled in his wake could be felt 

across the whole of the West, and while he survived 

where others died, he did not do so through stealth and 

flight. His existence was maintained through main force 

and sheer ruthlessness - entire islands were wracked by 

tidal waves when he surfaced, Shogunate fleets 

ambushed by the submarines and aquatic automata he 

disgorged from Elsewhere, strike teams broken and 

devoured when they entered his domain. 

Leviathan was used to hunting down the wandering 

threats of the First Age oceans, and it was their strategies 

that he perfected, his own familiar stalking patterns that 

he evaded, bringing down manse networks that he 

should never have had access to, slipping through holes 

in formations that he should not have known existed. 

Only his impatience, his unwillingness to plot and pursue 

schemes of greater scope, kept him from being the 

greatest threat to the Terrestrial rule in existence. 

There has not been a confirmed sighting of Leviathan 

since the Balorian Crusade. He is almost certainly dead. If 

he wasn't, Creation would surely know about it by now - 

patience had never been the strong suit of the vengeful 

Full Moon, and it was rare for him to lie in wait for more 

than a decade, let alone seven centuries. If he had 

somehow survived the onslaught of the world-breakers, 

it would make him among the oldest Exalts alive - 

perhaps the oldest, depending on the accuracy of First 

Age records. Where could he have possibly been for the 

past Age? 

On the other hand, the ocean is deep. 

Leviathan himself may be dead, but he lives on as a 

legend in the West. By the time of his demise, he (or one 

of his scions or ships or favoured forms) had become a 

bogeyman across much of the West - he is the reason 

why Kireeki, the Huntress of the Waves and goddess of 

most ocean predators, has an orca as such a prominent 

part of her form and iconography. In the West, 

"Leviathan" has become a catch-all term for vast god-

beasts from the depths, conflated in legend with Wyld 

behemoths from the watermarches, Lintha Ng Oroo, 

powerful and wild Elementals, or the Sapphire Hydra. 

This legacy has spread even to the Celestial Bureau, 

where Righteous Tsunami dubbed the nameless brass 

spirit-automaton wandering the West "the Brass 

Leviathan". Up until his death in RY743, the legless 

Harbinger Shileam was convinced that the Deep Admiral 

had somehow survived the onslaught of the Wyld, and 

was roundly mocked for his increasingly-outlandish 

theories whenever a "Leviathan sighting" turned out to 

be a much younger Lunar, a Raksha harnessing his legend 

to their own ends, or a shoal of mutant whales with big 

ideas. 

The Deep Admiral is dead, his fleet scattered and broken, 

his sunken city abandoned even before the Twin 

Troubles, but his name lives on as a whisper about the 

West, a word for "monster" sunk deep into the linguistics 

of Watertongue. This provides some etymological 

confusion for those scholars of the Age of Sorrows who 

learn Old Realm - they know that Leviathan's name 

meant "Rising Bread". 

SHOGUNATE MOTHERS 

KOWORAI SUHAL, THE AQUAMARINE 

EMPEROR (FULL MOON) 

[Image: A shirtless man stands lazily in front of the 

viewer. Both arms are hooked over the double ended 

spear which he rests across his shoulders. The posture 

quite adequately displays his impressive muscles in his 

arms, abdomen and chest – he is built like an Olympic 

swimmer. His hands and feet are oversized and webbed; 

he wears a short skirt slit at the thighs and no shoes. His 

skin is the colour and texture of a grey seal’s skin, his hair 



is close-cropped and more akin to fur, and his eyes are 

larger-than-usual and have no whites, as per a seal’s. 

There are gil-slits on his throat. Despite the “animal-like” 

descriptions, he should look like he is a human “evolved” 

to live in the water, rather than a human-animal hybrid. 

On his head rests a crown made of sea-greened gold, a 

large sapphire hanging down from it to rest between his 

eyes which glows in the brilliant light of his Full Moon 

caste mark. He has golden bracelets on his ankles and 

hands – matching orichalcum hearthstone bracers.] 

A threat subtly spreads its way across the West from lost 

Xusahe, from beyond the reach of the Realm. Slowly the 

influence of the men of the sea spreads. Isolated islands 

at the edge of their territory are contacted, and dark 

deals are made. Sometimes, the corruption is gentle, and 

women and men are exchanged, the blood of the sea-

dwellers tainting the lines of the islanders. Sometimes, 

things are more militant, and villages vanish or are wiped 

out, only for dark-eyed strangers from other lands to be 

shipped across to resettle the lands. The blue-green 

banners of the Suhali are raised higher. 

At least, that is what the foes of the followers of Koworai 

Suhal, the mythological Aquamarine Emperor, would say. 

If one were to ask him about himself, and the origins of 

Suhal, one might get a rather different story. 

The man himself was born in the “resettlement camps” 

of the late Shogunate, in a time when daimyo warred 

daimyo. The grand purges against the created races and 

the bloody legacy of Anjei Marama was three centuries 

in the past. Those survivors were still inferior subjects, 

and at least in the case of the People of the Sea he was 

born to, they were indentured for ‘Public Security’, 

spending their lives working in dockyards, undersea 

mines, or other such tasks beneath the ocean’s waves. 

Still, sometimes there were escapes, and when the 

undersea manse he helped maintain was attacked by 

another daimyo, the workers fled. The thing that must be 

understood, though, was that for all that they were 

second class citizens, they were still the product of the 

industrialised society of the late First Age. Food was 

provided in supply deliveries, and even if they often 

supplemented their diet with fish caught when off-shift, 

that did not imbue them with the knowledge of how to 

survive in deep water or identify which kinds of seaweed 

were edible and which were poisonous. 

Some might have said that the thing which bought down 

a Manta-class transport near the malnourished group 

was destiny. At the time, Koworai was rather more sure 

it was a monster. Flashing blades and eye-searing light, 

the wail of a whale which twisted the air until it tore, and 

fire in the heavens and depths alike is what he 

remembers of that horror. 

But when the flares of unlight were gone and the band of 

People of the Sea surfaced to see if there was anything 

they could scavenge, they found among the debris a 

gravely injured Terrestrial on a life raft. Together, the 

runaways prepared to extract their vengeance. 

Koworai held them back. Perhaps it was mercy which 

stayed his hand. Perhaps it was the rather more 

pragmatic realisation that they could not survive out 

here, and if they saved an Exalt they would likely avoid 

punishment. Either way, he clenched his teeth and cast 

away his freedom and desire for revenge against the face 

of the society which had seen him born into slavery, if it 

would save him and his friends. In that critical choice, he 

Exalted as a Full Moon. 

It is perhaps ironic that the injured Dragonblooded 

opened her eyes and saw a moon-shining horror staring 

down at her, tried to attack the new Lunar Exalt, and 

died shortly afterwards. 

His Exaltation came after the breaking of the Silver Pact, 

but the organisation still held numbers, and it was one of 

them who found the Full Moon on a sandbar, with a 

small community of fellow People of the Sea. Aided by 

his power, they had already sprung others from 

indenture, and the first children were already being born 

free on the birthing huts they had built. 

Koworai Suhal joined the fight for Creation then and 

there, ready to extract vengeance upon the 

Dragonblooded with the revelation that he was not 

alone. The murder of his mentor – by monstrous 

‘Moonkillers’, Lunars brainwashed by the Sidereal viziers 

who also backed the Shogunate – only solidified his hate, 

as did his return to find his camp of free sea people killed 



when he was not there to protect them. Ma Ha Suchi, 

one of the great leaders of the Pact was there to 

reassure him and pledge his support to any revenge he 

wished to get, and naval facilities soon learned to fear 

the things which could come from the sea. The large 

island of Xusahe, several hundred miles south of 

Wavecrest, and its outlying lesser neighbours was his 

place of conquest, and his background in manse 

maintenance came in use with his explosive tasks. 

His crusade against the Dragonblooded was broken by 

the Great Contagion. Perhaps to those who lived in 

dense cities, the scale of death might have been at least 

understandable as an expansion of other plagues. But 

the Contagion was spread by anything that lived – 

anything at all – and so ocean currents and migratory 

birds bore death in their wake. It nearly killed him. It did 

kill his lover, and he wept as he cast the man’s body into 

the Beyond so that it could not spread the disease 

further. His revenge seemed meaningless in the face of 

such tragedy. 

And then there was the Balorian Crusade. Islands left 

barren of all life posed no more barrier to it than a grain 

of sand does to the incoming tide, and the raw chaos 

overwhelmed the influence of the Pole of Water. The 

thing that flowed around islands could not really be 

called ‘water’, no, it was pure chaos. It saturated the air 

and the sky and the weather and everything that lived. 

Raksha frolicked in it, playing games with the surviving 

places of Earth-essence which temporarily withstood 

their dread force. 

He only survived by matching the alien vicissitudes with 

his own Luna-born capacity to change. In other areas of 

the West Lunars may have been able to rally forces and 

withstand the dreadful onslaught, but around Xusahe the 

elemental breakdown was such that all he could do to 

extract revenge was to melt into the chaotic hordes and 

murder the princes of chaos who stood out among their 

number. Even in the present, he does not know how 

much that did, but he hopes that perhaps he might have 

stopped the breakdown from spreading. 

The terrible chaos-tides had melted stone just as easily as 

they had melted flesh, and like the sea they had carried 

their burdens away when they retreated. All that 

remained of Xusahe were a few scattered outcroppings 

and islands centred around various points of freakish 

geometrical stability. The wyld-tainted life died and 

rotted when Creation’s reality crushed it, and Koworai 

was left alone in a dead lagoon still floating with multi-

coloured Wyld-foam. 

From the top of the tallest island, a sheer spire of rock 

which had survived due to its earth-aspected demesne 

underground, he looked out over the ruined world, and 

wept. 

Tears run dry in time, however. Slowly, carefully, he 

began bringing life back to a dead sea. So very little life 

survived that his raw materials were limited. But he had 

consumed the forms of many creatures from all over 

Creation, and adaption would bring new life. Tenacious 

seaweed he used as raw clay in the construction of life 

for the land, until woody stemmed seaweed grew tree-

like from the shallow lagoons and sprawled out onto land 

as something akin to grass. The howler monkeys he 

found clinging to twisted trees, he speciated and divided 

and split until their descendants could fill the niches of 

bats and pigs and sheep and seals and fish and many 

other kinds of creature too. Albatrosses were warped 

until they resembled chickens or scurried across the 

ground like mice; clams were bred to absorb the chaos-

taint which still drifted through the waters and bind it 

within warp-pearls 

It took him decades, but in the end the ruined islands 

and seas of the Xusahe archipelago were a garden of 

sorts. Feathered once-apes chattered and called out 

through luscious wooded seaweed-forests, swooping 

down to eat thumb-sized albatross-mice whose great 

wings were now just tiny forelimbs. 

And he looked out, and things were good. Taking on the 

form of an albatross, he left his scattered, uninhabited 

islands alone, and went out to see how the rest of the 

world had fared. Not so well, was the answer. The 

Shogunate was simply... gone. Oh, certainly, there was a 

new Dragonblooded empire occupying the Blessed Isle, 

but where once there had been millions of Terrestrials 

now there were but thousands. He had his revenge, of 

sorts, and now he wished that things had been 

otherwise. 



For in other places in Creation, he saw warlords squatting 

in the remains of what had once been cities and the 

charnel sites where those who had survived the 

Contagion and the fae alike had starved to death. 

Already, trees grew in once-wide boulevards and grass 

blanketed roads. The taint of chaos was still rich in the 

land, and the biospheres that survived were shallow 

mockeries of what had existed before plague had come. 

As he went, he spawned new life and new species from 

the many forms he had stored, leaving domesticated 

crops and other such things where he could. 

Along the way, he found a small coastal settlement, in 

what had once been a dock. Warehouses were covered 

with tarred cloth and mudbricks stoppered up gaps in the 

walls. There, were fellow People of the Sea. Except... no, 

they were not. Here, both humans and his kin were 

living, and already the bloodlines had mingled. 

Sometimes a child would be born with gills and go live in 

the sea; other times a sea-mother would bear a gill-less 

child and give it to land-dwelling parents. The sea-men 

fished and harvested kelp which was beaten into 

clothing-fibres; the land-dwellers farmed grass-seeds and 

fruits and raised livestock in the ruins around the docks. 

Neither side even seemed to know that perhaps four 

generations earlier, the shoredwellers would have been 

the bureaucrats administering the indentured 

dockworkers. And Koworai Suhal began to see a future 

taking shape before him. The sins of the Shogunate were 

wiped clean from the world, and all across the West... 

indeed, across his garden of Xusahe were small islands 

which could not support a large human population on 

their own. But with the right crops, the right livestock, 

and a symbiosis with sea-people – who could also benefit 

from the things he had learned with his garden – he 

could rebuild this ruined world. The Silver Pact’s goal had 

been completed, and the Shogunate was gone. 

He no longer cared for revenge against the 

Dragonblooded for what they had done to his people. He 

was still proud to consider himself a member of the Silver 

Pact, and he would still fight to reclaim Creation, but he 

was not doing it for the deeds of the Shogunate and he 

was not doing it to punish the Usurpation. If they were to 

build a better Creation, he was going to do it right here 

and now. 

Since then, Koworai Suhal has fought to scatter such 

communities across the West. The land can support 

activities that the sea simply cannot – metalworking chief 

among them – and he fights to ensure that the People of 

the Sea are never subjugated again by breeding the two 

lineages together until entire islands carry mixed blood. 

The secret advantage he brings is his “gardens”; his 

chosen communities get the genesis-engineered crops of 

the Shogunate as well as his own improvements and 

animals from all over Creation optimised to survive in 

that particular climate. 

However, in the last four hundred years, his ambition has 

grown. The Realm was stronger than he expected, yes, 

but to a veteran of the Shogunate and its Water-

Aspected divers even House Peleps is a mockery. He has 

begun to gather together a coalition of Western Lunars. 

Bronze Rose, a fellow child of the Shogunate seeks 

sunken Luthe despite their shared fears that the 

Leviathan might still guard it – surely he is dead? – while 

other, younger Lunars embrace his vision of a world 

where the Realm is powerless to affect a hidden 

underwater empire. 

He guides the coalition in the arts of ecology and how to 

use small islands best as an extension of a subtle greater 

sea-population, and he cautions them of the dangers of 

being too reliant on beastmen to provide water-

adaption. Since his work on Xusahe, he values art and 

balance – and he believes, anyway, that the People of 

the Sea are clearly the superior form of water-adapted 

mortal, retaining all the advantages of being human 

without the often crippling flaws which beastmen restrict 

themselves with. He takes his wives and husbands from 

among his own people, even if he has others as 

temporary consorts - including at least two other 

younger Lunars. 

A hundred years ago, he crowned himself the 

Aquamarine Emperor, in deliberate mockery of the 

Empress, but his most pernicious blow against the 

Realm’s hegemony has yet to strike. He has begun to 

recruit Outcastes, from all over the West. Carefully, 

slowly, he explains the plans to them, his vision of a 

better world, making sure that they are on board and 

clear that they will be the governors and generals of the 

replacement to the Realm he is building. 



From the Rayeh States to Masna, from Mount Osap to 

the Greater Uawi Reef, plumbing the very depths of the 

Volama Abyss, a confederacy works its way down 

towards the South West. Its capital is in Xusahe, and 

there sorcery-raised granite buildings emerge from 

shallow lagoons now blooming with trees and filled with 

the chittering of monkeys. From a distance, some areas 

even look like they are one island again, for greenery 

weaves bridges between island chains and elemental 

servants slowly expand the islands and build new ones 

for construction projects. The silver-capped domes of 

temples to Luna catch the rising sun, and blue-green 

pendants snap in the wind. Upon the highest spire where 

once he wept Koworai Suhal holds court with elementals 

and gods, and when he chooses to relax he returns to his 

gardening. 

It is possible the power has gone to his head. It is 

possible that he has not paid enough attention to the 

pernicious influence of merchant princes and the Realm, 

to the horrors which still large in the darker places in the 

ocean, and to the way that his fledgling empire rises to 

the stage that it is now a weak rival to jealous powers. 

Many things were lost in the chaos-tide which destroyed 

Xusahe, and whispers even now come from the West 

that the Island-who-is-Emperor swims around Creation, 

devouring Raksha, attended to by its nations of parasite-

men who hide within its bulk from the tides of the Wyld. 

Perhaps it remembers the place of its birth, and as 

Xusahe rises again it may return to feed – or spawn. 

SMOKE-AND-HONEY, THE MOONKILLER 

(CHANGING MOON) 

[Image: A woman stands facing away from the viewer, 

with her head turned to look back. She wears a mish-

mash of heavy armour from various Shogunate sources. 

It is mostly composed of various pieces of white jade and 

red jade (largely from Dragon Armour), but splashes of 

other colour in a shinguard or a shoulder pad shows 

where she has patched things together from spares. 

Moreover, the worn-yet-maintained armour of the 

Shogunate is decorated with trinkets, personalised 

carvings filled with silver and scraps of fur. She wears a 

moonsilver half-mask, which leaves the lower part of her 

face exposed. Her skin is pale, and her long honey-

coloured hair is plaited into two long braids, which – like 

prehensile tendrils – grasp knives. 

She carries a long powerbow in her right hand, held 

casually by her side. The heavy pack on her back has a 

prominent quiver which carries oversized arrows, more 

like small javelins than anything a mortal could use.] 

Self-appointed judge, jury and executioner, Smoke-and-

Honey is the last survivor of the group of young 

Shogunate-era Lunars who first acted against the Silver 

Pact. She holds herself as a judge-priestess of the Silver 

Watcher, her blade and her bow against those who 

would sicken Creation. The beautiful woman is a stalking 

horror who enforces her personal morality against those 

who offend it, reaping punishment and coaxing new 

behaviour from her targets with equal willingness. The 

force of her belief is a wave which carries many along in 

its path, and if they are swept ashore or dashed against 

the rocks once she has moved on – well, that is as it will 

be. 

She holds no terrible domain and she rules no witch-cult, 

though sometimes she will settle down for a few years at 

a time when her heart is snagged by another. She weeps 

when she leaves children behind with their other parent 

when she feels her endless duty calls her, but she has 

done it countless times, and will continue to do so as 

long as she lives. 

She has sworn an oath to the Silver Watcher, and she 

does not break her oaths. 

Born around a hundred and fifty years after the 

Usurpation in the North, her childhood was of a 

patchwork countryside produced by decaying climate 

control where pleasant temperate climate suddenly 

became natural arctic wastelands. Her ancestors had 

been among those who had not relocated to the squalid 

refugee camps down south in Cherak, and so eked out an 

existence at the edge of society – the long-ago ancestors 

of some of the modern ice-walkers. They hunted furs and 

fugitives for the local daimyo, and spent the scrip he paid 

them in his company store. Laws were a matter for band 

to band, and the groups often warred and murdered 

each other when they picked their way through cold-

ruined cities for valuables and shelter. 



Then came the season of Air when the temperature 

control grid failed. A cascade failure tore it asunder right 

in the coldest part of the year, and her band died among 

flash-frozen orchards. They tried to call upon the fire 

elementals, but there was no response to their 

thaumaturgies. They ran out of firestones. The children 

died. The old people died. Her mother, father and 

siblings died. 

Smoke-and-Honey was the one who persuaded the few 

others who remained to break the oldest taboo and 

resort to cannibalism for survival. And blue-and-silver 

light flared in the dark snow, matching the moonlight 

above. 

They tried to kill her. They called her witch and monster, 

a hidden trickster who had fooled them into devouring 

the dead. She fled, and none-too-soon because insectoid 

fliers manned by Terrestrial Exalts – where had they been 

when they had all been dying? – were soon after her. She 

ran in many forms until she found her way to the arms of 

the Silver Pact, and learned of the great war for Creation. 

She served it loyally for almost fifty years, outlasting 

many of her compatriots who died in droves against 

Terrestrial numbers. Even when she doubted, there was 

always one of the elders, talking about the better world 

the Dragonblooded had ruined and how the Chosen of 

Luna would rebuild it in time, once they had cast down 

the usurpers. She believed. 

The horrifying realisation came as she watched a wall of 

brown water flood its way down a fertile river valley, 

sweeping away homes and villages. She had blown up 

the dam and murdered everyone in the control centre 

which could have coaxed the local elementals into 

slowing down the failure. 

But… a dam was no different from a climatic control 

system. And her prayers for salvation from the cold had 

gone unanswered too. Almost as if there had been no 

one there to answer them. 

She was not alone among the muttering children of the 

Shogunate. Such suspicions were only one of the reasons 

the Silver Pact was splitting at the seams. Others among 

the angry young Lunars had grandiose philosophical 

positions and data which showed the sheer number of 

deaths which the Silver Pact – furthered by their own 

actions – was responsible for. Smoke-and-Honey 

expressed her feelings in a rather more simple manner. 

“If someone in your band goes mad and endangers 

everyone else, you put them down before they get you 

all killed,” she said, simply. “They’re sick.” 

There were six of them who agreed to strike the first 

blow. All of them were Exalted for at least twenty years, 

and all of them bore a personal grudge against the Silver 

Pact for one reason or another. The murder of Iakir Gui 

was an act of simple premeditated violence, where half-

a-dozen angry Witches ambushed and killed a New Moon 

genesis engineer older than all of them put together. 

Mikata Misoro, who had struck the killing blow, seduced 

Iakir Uindo. Then the rats emerged from the walls, and 

the thing wearing his wife’s face pinned him down while 

the others beat him to death. 

Then the Moonkillers, their name now sworn in blood, 

paid a visit to Amanda Ché to bring the fell news that 

Sidereal assassins had somehow managed to eliminate 

two elder Lunars. All the defences she had dreamed into 

being in her heart-world in the Wyld were useless when 

she let six Witches past them. One of them died there, 

cut to shreds by a famed master of the blade, but Ché 

met her end with Smoke-and-Honey’s arrow through her 

throat. 

As the blonde woman tells it, the Argent Madonna has 

guided her since then, though the vengeance of the 

Silver Pact and forevermore, for she does the duties she 

wills of her. Others say she is a zealot who sees herself as 

Luna’s hand in Creation and who acts in the Moon’s 

name unasked. Certainly, she is devoted in her prayers 

and orisons to the Silver Watcher. In her own words, she 

is a guardian of the borders of Creation, from within and 

without, and she must protect the whole knowing that 

sometimes a limb must be removed to save the whole. 

Unlike many of her peers she has not experimented with 

manipulating states and peoples from behind the scenes; 

others can do it better than her. She will merely judge 

them in the name of Luna, and ensure that they do not 

sicken Creation through their actions. 

The Balorian Crusade almost killed her. Overwhelmed by 

fae, she was taken captive for the various amusements 



and merriments of the children of chaos. Prince Ilaei of 

the Tellurium Eyes was in the process of making his fifth 

robe composed of her skin when the woman who would 

become the Scarlet Empress rained iron from the skies 

and left the wyld-twisted landscape covered in ferrous 

spines the height of a man. Since then, Smoke-and-

Honey has known in her heart that she owes that woman 

a personal debt as well as one on behalf of the Creation 

the Silver Watcher wants her to protect. To that end, she 

has made it eminently clear to those Lunars who do not 

try to kill her on sight that if any of them were to kill the 

Scarlet Empress without the capacity to control the 

Realm Defence Grid and bring it back online to protect 

the world, she would kill them. 

To most of the modern Lunar host, Smoke-and-Honey is 

a wandering fanatic, a self-appointed judge who will stalk 

through a territory slaying or subverting fae, demons and 

ghosts alike. She holds the foremost and key purpose of 

the Lunar Exalted is to protect Creation as a whole, from 

threats inside and Outside. She roams the world near-

constantly, leaving cults to Luna swept up in her ardent 

fanaticism and iron-hard certainty of belief, and has 

taken a particular loathing to any guildsmen who sell 

men and women to the Raksha or to the prayer-mills of 

Malfeas. Several younger Lunars have been tutored by 

her, and others have had their paths changed by contact 

with her fearful charisma. There have been many 

attempts to eliminate her, because few appreciate a 

fanatic who believes the fae have no place in Creation 

murdering an entire court and leaving their corpses as 

object lessons, especially when one had just made a 

mutually profitable deal with them. 

Thus far, none have succeeded. Smoke-and-Honey is 

hard to kill, and has a luck which is proof that either Luna 

or – it is whispered more darkly – Fate favours her. 

She is more than willing to lecture any younger Lunars – 

at length – upon their sacred duty and how their utmost 

objective is to take on the mantle of Luna, to seduce and 

hunt and lure any threat to Creaton away. Their duties 

are to the world, she argues, not to the people in it. She 

wishes it were not so necessary to ever kill another Lunar 

and she tries to avoid it when she can, but surely the 

Argent Madonna would not have made them so 

susceptible to their own Charms if she did not mean it to 

be so. 

But it has been seven hundred years, and in her heart of 

hearts she is starting to weary. If the last old monsters of 

the Deliberative-era were dead, perhaps she would 

reconsider her life. But Ma-Ha Suchi – once her mentor, 

teacher, lover remains. He is the great foe, the one who 

she has never been able to track down, the one who 

makes it necessary that she kill young Lunars who will 

not listen to her strident explanations and 

condemnations and instead follow in his footsteps and 

weaken Creation against things that live Outside. The 

ones who are just like how she was once. 

She is the last of the original Moonkillers left. Mikata 

Misoro, the other survivor died three years ago in the 

depths of the Underworld, and Smoke has not yet found 

who now carries the Exaltation of the woman who was 

as close to her as a sister. If the new Lunar has fallen into 

the hands of the wicked old monsters of the Silver Pact 

there will be blood. 

REALM MAIDENS 

FIVE WAVES RIGHTEOUSNESS, THE 

NECROFEUDAL BARONESS (FULL MOON) 

[Image: A muscular woman with white hair cropped 

short stands facing just to the left of the camera. Her skin 

is dark with a tinge of green to it, and her left hand is a 

finely crafted thing of bone and iron and soulsteel, the 

mount blending into the scars that stretch up her arm 

and out of sight. With it, she holds a weakly struggling 

raksha lord off the ground, gazing up at him in contempt 

as her fingers dig into his throat. Her left eye is a vivid 

blue, but the right one is a dead, milky white orb with an 

obsidian pupil, set into a moonsilver socket. 

She wears a moonsilver reinforced breastplate, 

decorated with trophies from slain raksha and adorned 

with various necrotech devices of ambiguous origin and 

purpose. A huge goremaul is slung across her back, and a 

number of notches have been marked on the haft. These 

marks of victories past are reflected in the scars she 

bears, particularly an illegible brand that has been 



crossed out with knife cuts and a thick white line that 

cuts down from the centre of her forehead to her 

cheekbone across the socket of her necrotech eye.] 

Dead things lie under the sands of the far South; caches 

of mummified bodies armoured in black iron and 

awaiting the command to rise against a Fair Folk 

invasion. If such a command ever comes, it will come 

from the lips of the woman known as Five Waves 

Righteousness. The Full Moon's territory ranges from the 

sun-baked sands of the deep desert to the foothills of the 

volcanic Eskritan mountains that separate South from 

South West. It also ranges into the Underworld, and it is 

on the tar-black sands of that cold realm, amidst natural 

flares of pyre-flame and rivulets of prayer, that the 

source of her title lies. The ghosts of Samet el Ursha in 

the Summer Mountains still call down curses upon her 

name, though the city that they inhabit has been a 

memory without a counterpart in Creation for almost a 

century. 

Other portrayals of her are more positive. The silver-eyed 

shamans of the salamander-pulled Trader caravans 

venerate her name and make sacrifices to her as one of 

their honoured ancestors. She is honoured as a prophet 

of the dead in the cool, dark caves that surround the 

Ansuar shadowland, whose ghostly members delve into 

the labyrinthine caverns as guides and guardians for their 

living kin when they go seeking caches of lost Shogunate 

treasures down there. The inhabitants of the ruined city-

scape which smoulders under the baking sun on the edge 

of the Glitter-Flame desert believe that they are all that 

exists in an eternity of burning sand, and that the silver 

woman who they revere as a goddess created both them 

and their home from sand grains and saliva. They say 

that she nurtures a young phoenix of molten glass 

beneath their streets, and that its cries for food are the 

cause of the occasional tremors that rock the city. 

Certainly, the majority of her appearances occur shortly 

after the land shakes and the buildings groan, and not all 

of her time on such visits can be accounted for. 

In truth, the woman who would become Five Waves was 

born to humble beginnings, and not by that name. In her 

youth, a little over two hundred years ago, she was a 

low-ranked member of the Lintha family, bearing barely 

enough of the blood to lend her skin a faint greenish tint 

and to bleach her hair - in truth, there was more demon 

blood in her than Lintha, and she never entertained any 

hope of achieving entry into the inner circle of true-

bloods. Nevertheless, she served the family loyally as a 

cousin born of an isle near Bluehaven, and while she was 

not particularly exceptional, she merited no punishments 

beyond the norm for a crew member under an 

occasionally-irritable captain. 

Then came the storm. 

The galleon she served on was caught in a Wyld typhoon 

which rolled over the monster-drawn vessel as if it were 

a mere coracle. It was not a fight that the ship could win. 

Most of those on board were killed by the mad flux of 

reality or the princes of chaos that frolicked in it, but 

some, including the young galley serf, survived. Their fate 

was perhaps the crueller, for the raksha took them for 

their amusement, flaying them in body, mind or soul as 

the whim struck them. It was the girl who would become 

Five Waves who urged her comrades to survive through 

the tortures, and the turning point came during a 

creative show in which they were starved and tormented 

with lavish banquets that only left the hollows in their 

bellies emptier still. Horribly injured and half-starved, her 

desperation for real food lent her the willpower to turn 

her back on the deepest taboo of Lintha society and ate 

of the flesh of her captain, a pureblood Lintha. In that 

moment, silver light shone from her wounds and her 

dessicated frame filled out again as the moonlight kiss of 

the Argent Madonna restored the tattered rags of her 

body and mind to health and wholeness. 

Little of the raksha band, caught off-guard and unaware 

by the sudden Exaltation, survived that night, and she 

fled before the remainder could regroup. Yet she could 

not go back to the Family, for she had violated its most 

sacred taboo - and even if she was the only survivor left 

of her ship by the time the bloodshed was over, she 

dared not return for fear of her sin being discovered. 

Shucking her form for that of a siaka, she went East 

instead, casting aside her old name and taking a new one 

as she hit land and worked her way up through An Teng 

and over the mountains, into the deserts of the Southern 

plains. Her sin and her flight did not go unnoticed, 

however. Howling in fury at the blasphemy, a shadow of 

the Lintha dead followed her, and it was their torments 



that led her to invert her feelings towards her family 

from duty into outright rebellion, learning the dark 

secrets of necromancy and eventually banishing them 

from her presence forever. 

Freed from her past, she began to work towards her 

future, hunting down raksha bands and evading 

Terrestrial pursuit. It was during one of these latter 

chases that she encountered the elder Changing Moon 

known as Smoke-and-Honey. The moon-fanatic taught 

her much in the twenty-odd years they travelled 

together, not the least of which was a profound devotion 

to the Fickle Lady and a distaste for those amongst the 

Lunar host who would defy their ancient duties. 

Together, they riddled the chimera known as Snake-and-

Scorpion King with poisoned arrows and left its corpse 

burning merrily. So too were they able to subdue and 

imprison - though not kill - a monstrous thing that 

seemed to blend chaos and death in equal part, which 

chewed up the desert sands and spat out a nightmarish 

landscape of rusted sandstone and crimson-tinted glass. 

The two parted ways shortly after Five Waves was 

instrumental in forcing the Contessa of Carrion Sands 

back to the Middlemarches for one hundred and thirty 

three years - one for each of the raksha queen's riddles 

she answered correctly after tricking her into a contest of 

words. Smoke-and-Honey left on her endless quest, and 

Five Waves returned to the deep deserts of the South. 

There, she began to delve further into necromancy to 

prepare a defence against the fae, innovating dark spells 

that called on iron and bone to calcify the flux and flow 

of the Wyld and raising legions of armoured dead with 

which to fight the princes of chaos should they come 

knocking on Creation's door. She developed a fascination 

with the Underworld that stays with her to this day, and 

coupled with the lessons she learnt from her mentor on 

when to fight and when to fade away and return to fight 

again another day, it has served her well in the time 

since. 

So has the alliance she made a century past with the First 

and Forsaken Lion, who was happy to trade knowledge of 

advanced necromantic spells for a baroness working with 

him to solidify his control of the southern Underworld 

and establish a beachhead against the Wyld and a base 

for his occasional Creation-side operations. He granted 

her a title, and the two enjoy a business relationship, for 

the Deathlord has little interest in Creation beyond the 

minimum necessary to appease the Neverborn, and he 

appreciates the value of a Lunar ally. His knowledge has 

been of use to her in more ways than necromancy as 

well, for Five Waves has found that she can sacrifice her 

flesh for power and yet mitigate the loss through the 

cold science of necrosurgery. Her left hand is a cunning 

and intricate prosthetic made from underworld iron, 

soulsteel and bone, and one of her eyes is a dead graft in 

a moonsilver socket. There may be further foreign 

transplants beneath her armour, replacements for parts 

sacrificed for power. It may well be that so many are they 

that she would be all but helpless without them. 

Certainly, she makes heavy use of necrotech, including 

many cunning, unique tools of her own devising. Few 

indeed, however, are those who could speak on such 

matters with surety - and fewer still are those who would 

be willing or able to do so without considerable lengths 

being taken by the questioner. 

The Necrofeudal Baroness still loathes those who 

weaken Creation against the fae, and reinforces the Lion 

largely because she knows it will mean that he will only 

turn his eyes to the Underworld - and that if he controls 

the Underworld, he will not want the other Deathlords 

interfering with Creation. The Princess Magnificent hates 

her, almost half as much as she hates the Lion, and Five 

Waves returns the sentiment with the same venom that 

she shares with those Lunars who trade or deal with 

raksha courts. Lacking the patience for poisonous verbal 

duels, she spends little of her time in the Lion's fortress, 

and travels extensively. She has repaired and restored an 

abandoned city from the Shogunate era as best she can, 

enslaving captured wood and water elementals there for 

those who worship her. Already, it is becoming a neutral 

meeting place and holy city for the varied tribes she 

spreads ancestor cults among, who bring their dead 

there to lay to rest in cool dark caves where they will be 

upgraded and turned into sacred guardians. It has also 

become a place where thaumaturges and shamans are 

schooled, and the growing population's prayer and 

worship is beginning to give the city's little god power 

that he has not felt in hundreds of years... and perhaps a 

taste for the stagnant Essence of the Underworld. 



Currently, Five Waves is planning a grand campaign to 

extend her Barony yet further South, into the deep 

reaches where the Wyld begins. She cajoles the Lion to 

lend her the aid of his deathknights in the endeavour and 

binds Greater Dead to the service of her plans, though 

where she plans to get the materials is so far a mystery 

to those with interests in her progress. Certainly, though, 

such an undertaking would require huge amounts of 

iron, not to mention additional caches of armoured dead 

to be made in the reclaimed desert - and with the 

meagre supplies of both that she has access to in the 

sand-strewn wastes, it is not impossible she might 

consider aggressive methods of obtaining more. 

ELIRA RAJARADASATA, THE WITCH OF ALAHI 

(NO MOON) 

[Image: A woman hangs upside-down from a branch by 

her prehensile feet, which wrap around the bark like 

hands. Her skin is pale brown with a hint of olive to it, 

and her shoulder-length hair falls down in a light green 

curtain below her. Four points of sickly bright light the 

colour of pyre-flame burn on her right arm, and her eyes 

flare silver as she gestures grandly. Below her, seen in 

the background, men and horses are being drawn down 

into a mirror-like icy sheet that covers the ground as pale 

simulacra rise in their places. A dark shape, akin to a man 

but impossibly broad-chested and narrow-waisted, clings 

to the tree-trunk beside her with frost riming the bark 

around its claws, its skin echoing the hollow blackness of 

the Labyrinth.] 

Far to the Southwest, a sorceress and necromancer 

stands on a tower in a ruined city, submerged deep in a 

Wyld Zone within a bubble grown from her passions. She 

speaks with ghosts and gods, mortals and monsters, 

elementals and demons, willing to offer anyone anything 

they want... at a price. She can poison with a touch and 

weave a noose of words around an unsuspecting target's 

neck. Secret truths are known to her that few others are 

privy to, and she shares them only when it furthers her 

goals. When she walks amidst others, she can appear as 

anyone, altering her face and voice and even her mind to 

blend in with those around her. Those that bargain with 

her often come away shaken, or discomforted by subtle 

barbs hidden in honeyed words or eerie wisdom shared 

in cryptic codes. Her name is Elira Rjordsdottir, and she 

has been called the Witch of Alahi, Raksi's Prodigy and 

other things besides. 

Though born in the Qingsa Hegemony, a community of 

mortals and Tree Folk far to the East in the jungles near 

Mahalanka, it has been almost eighty years since she has 

seen it. She has spent almost fifty of them on the 

Southwestern island called Alahi, using all of her 

considerable skills to build it up to what it is today. 

Raksha do not touch it, for she holds the rank of 

Commodore amongst the fey pirates that vie with Lintha 

and An Teng alike - her vessel is the isle itself, an 

enormous flagship which merely happens to be 

permanently at anchor. Nor do less whimsical assailants 

threaten her land, though the ocean floor for miles 

around is dotted with the broken wrecks of ships 

destroyed by seabed manses she has designed and 

shaped with Sorcery. The New Moon has made deals 

with gods, ghosts, demons and mortals to build her 

society, binding them into subtle webs of oaths, pacts 

and self-interest. Even a once-Doldrum Lesser Elemental 

Dragon counts her as a partner, and while Alahi appears 

to be ruled by consensus, it is her silvered words in each 

town and city governor's ear that truly guide the nation's 

path. 

But one must ask why, given such skill and prowess in her 

endeavours, she has made her home on the other side of 

Creation the place of her birth. The answer lies in the 

decades-past days of her youth. Within a few years of 

Exalting, her natural intelligence and talent caught the 

eye of the elder New Moon, Raksi, who offered her a 

place in Sperimin as an acolyte. Elira eagerly took the 

offer, and by the time she was forty she was well known 

as Raksi's daughter-in-all-but-name, a disciple almost as 

antinomian and cunning as her mentor who violated 

taboos and expertly manipulated her enemies against 

one another without regret. The Queen of Fangs was 

proud of her, and Elira was proud in turn of her place as 

student, daughter and occasional lover of one of the 

oldest and greatest Lunars alive. 

But all good things come to an end, and the end for her 

apprenticeship came with her initiation into the 

Labyrinth Circle. Her love and respect for Raksi withered 

and died, and she was filled with horror as her eyes 



opened to the monster that she had become under the 

Witch's tutoring, the depravities she had sunk to and the 

atrocities she had committed. Sickened by the title and 

station she had spent so much time and effort earning, 

she fled Sperimin and her teacher with no goal beyond 

getting as far away from her life as possible. 

It was one of the last Moonkillers, Smoke-and-Honey, 

who found her and set her on her new path to replace 

the ashes of the one behind her. "Make penance for your 

sins," the elder told her, "and work to protect Creation 

from those that would threaten it. Spread the worship of 

the Silver Lady, and ask her forgiveness for how you have 

wasted and squandered her gift to you." Elira took it to 

heart, and began by putting the knowledge she had 

gained from Raksi's tutoring to good use. She hunted 

raksha and demons, using her understanding of their 

minds and modes of thought to outmanoeuvre and 

destroy them. She fenced in Wyld Zones with trees of 

iron butcher-birds to prevent the chaos-rents from 

spreading, and sealed the borders of shadowlands such 

that angry ghosts within could not escape to cause 

further havoc at night. She refrained from settling 

anywhere, preferring to stay on the move in search of 

new targets and new opportunities. More than a few 

towns and villages owe her debts for quiet aid - a 

dangerous demesne capped here, a shower of rain called 

down to break a drought there - though few of them are 

aware of the source of their good fortune. At one point, 

as she recovered from banishing the Demon Prince 

Rehaika, a silver form of beauty beyond description 

appeared to her. Delirious from exhaustion and blood 

loss, she begged forgiveness for her transgressions, and 

the androgynous vision kissed her brow and told her she 

had nothing to be sorry for. Upon waking a day later, she 

was unsure whether or not it had been real of merely 

hallucination, but her quest for redemption continued 

regardless. 

It took her almost two decades to make her way to the 

Southwest, though, and not all of it was penance. There 

are three old patricians on the Blessed Isle whose success 

is in no small part due to their ability to take the forms of 

cat, hawk and dolphin - a talent they have successfully 

hidden for more than sixty years. The raksha captain 

Galetooth Windflayer still boasts of his discovery and 

defeat of the trickster who seduced his crew one by one 

and killed each of them by shifting into an elemental 

form of living iron during the throes of passion (though 

Elira herself might contest the details of his story). It is 

best not to speak her name near Five Waves 

Righteousness, who nurses a bitter hatred for the 

younger Witch for reasons she refuses to explain, and 

never fails to seize a chance to fling barbs at her about 

her past as Raksi's student. In the depths of the 

Labyrinth, the Greater Dead adept called Ogirdor still 

searches for something she has bartered for and oath-

bound it to deliver to her in payment for services 

rendered, and who can say what she intends to use it 

for? 

After years spent travelling, it was an older and wiser 

Elira who sailed down past An Teng and into the islands 

off the Violet Coast on a boat made from brine-crusted 

bones and a thousand sparkling seashells, tracking a war 

party of Lintha. They made landfall on a large volcanic 

island, and she wiped them out in three nights of blood 

and murder before taking a few days off to relax and look 

around. She found a nation that had once been an 

industrial metropolis nestled amidst the tropical jungles, 

until the Balorian Crusade broke over its shores and 

drove the gods of its interior insane. Ash wastelands now 

occupied the interior, with vicious dust storms rolling 

over them and blighting anything that tried to grow. The 

gods were maddened, demanding sacrifices and blood 

for the lives of the nomad tribes that lived there. Most of 

the population was scattered along the coasts in farming 

or fishing communities, among mangrove swamps or the 

overgrown ruins of old docks and barracks roofed over 

with tarred cloth. Some were ruled by Outcaste heroes, 

born from blood that ran from a lost Shogunate legion 

marooned by the Crusade. Inland were the tribes of 

Wyld-mutant barbarians, who followed the maddened 

ash-gods and raided during the dry season, accompanied 

by fairy princes and tainted elementals. 

It seemed such a waste. 

A few days turned into a week, and then a month, and 

then years. Alahi was a hundred miles across, and twice 

that in length, and yet so little of it was being used. She 

started by pushing the inhabitants further inwards, 

compromising the local cults and their gods and binding 



them together into webs of self-interest, before nudging 

them into reclaiming land from the ash wastes. Under a 

dozen different faces, she introduced thaumaturgy that 

enriched the soil and allowed them to grow crops on the 

barren land. Slowly but surely, she killed or subverted the 

mad, Wyld-tainted gods who were beyond reasoning, a 

silent knife in the dark that nobody could see coming. 

The natives were distrustful of strangers, so she 

reshaped her body and mind before venturing into 

villages and towns to talk to them as one of their own. 

Ideas sprung up in her wake and they thought them their 

own, and Elira smiled as she moved on, encouraging 

them to cooperate and depend on one another. She 

sowed the seeds of Luna-worship as part of her penance 

and convinced local gods to accept it with arguments 

taken from her understanding of how they themselves 

thought. 

The Underworld, when she investigated it, held further 

potential. The Alahi of Life was scarcely more than fishing 

villages and small farming towns dotted between vine-

encrusted ruins and shattered stone fortresses, but in 

Death it was a local power. The memory of the 

Shogunate stronghold it had once been was still intact 

under the dull march of the Calender of Satesh, an 

imperialist naval power whose elite parties of war-ghosts 

sailed out in coal-fired ships of black iron to raid their 

neighbouring states. Twisting her nature to become one 

of the Dead herself, Elira began negotiations with them, 

offering to provide them with ancestor worship and 

trained new recruits - for the poor, illiterate fishers and 

farmers of Alahi were unsuitable to add to their ranks, 

and their power was dwindling with time. It took half a 

decade to hammer out a treaty with the Shogunate 

dead, but eventually she was appointed to the rank of 

sorcerer-engineer in their navy, and given aid in 

rebuilding some of the millennia-old ruins on the island. 

Airships once again berth in the renovated docks, and 

some of those workshops that mortals can operate have 

been restored. 

It did not all go so smoothly. A Wyld-whipped typhoon 

from the West wiped out a decade of work encouraging 

crops on the seaward side of the island, and the famine 

that followed almost tore the fragile spiderweb of truces 

and pacts between communities apart. As the island's 

fishing fleets were able to go further out to sea, they 

faced harassment from the leader of the local Elemental 

Court, a Lesser Elemental Dragon of Air named Silent 

Pacific Serenity. For eight long years, she becalmed them 

and demanded worship in return for setting them free, 

before Elira finally managed to negotiate a partnership. 

Even then, the tithe of prayer she demands is higher than 

the New Moon would like. Still, the aid of the Air Court is 

useful, and Elira is not quite willing to use all of the tricks 

her mother-mentor would have employed to render the 

agreement less onerous. 

Nowadays, Alahi is better off, but still far from complete. 

Many communities have barely been touched by Elira's 

influence, and many more of those that have are still 

largely independent. The ash wastes are reduced, but 

still there, and the centre of the island remains 

uninhabitable. But a coalition of towns exists on the 

Southeast side of the island and one or two cities have 

sprung up out of the draining mangrove swamps, ruled 

by Outcastes whose fathers and grandfathers were tribal 

princes and who now lounge in stone towers, wearing 

silks and velvets and fine feathered robes. Sea-princes in 

high-decked ships fly their banners when they sail by 

other islands wearing glass necklaces of Wyld-washed 

obsidian which shimmer in a thousand different colours, 

and sweatshop-factory workers in the growing towns 

spend their free time in wooden theatres where ribald 

comedies and tragic love stories play every night. 

Elira herself spends much of her time travelling, though 

rarely too far from her island home. She maintains the 

network of war-manses on the seabed around Alahi, and 

keeps up with her web of contacts on the mainland. The 

recent rash of small shadowlands opening along the 

coasts of her island worry her, for she has yet to pin 

down exactly what is causing them. Her allies amongst 

the dead have found no leads, and she is seriously 

considering binding a Greater Dead creature to 

investigate further from the Underworld. She moves 

unnoticed through the towns and cities, dismissed by 

those who meet her as being far less intelligent than she 

truly is. Even those who know her identity and suspect 

her of hidden depths are unaware of their extent. Her 

mind is fractured into shards that she might work on 

three or four different projects at once, and she allows 



people to underestimate her as she walks around with 

half her psyche sequestered away in hidden mental dens. 

Sometimes she draws herself back together to focus the 

full force of her inhuman intellect on a problem or 

unexpected development, and in those times the 

terrifying brilliance of the cold, calculating mind behind 

her smiling face is revealed. Such problems rarely persist 

for very long. 

Raksi still haunts her, her personal demon from the past. 

The older sorceress has taken no action against her that 

she can discern, but Elira is not so naive as to think that 

her mother-mentor has forgotten or forgiven her. 

Someday, she may muster the courage to go back and 

face her past, but for now she continues to work on 

restoring Alahi, considering it the capstone to her 

penance. If she can do this, she thinks, if she can repair 

the damage done by time and catastrophe to these 

people, it might finally lift the weight of guilt and shame 

from her shoulders. Surely if she has spent longer helping 

people than she did hurting them, it should balance out, 

should it not? She hopes it will, and determinedly avoids 

comparing the methods she uses to those of the Queen 

of Fangs. She is not her mentor, and if the islanders 

should be tied to her in debts owed and oaths sworn, if 

she might be a necessary and irreplaceable element of 

the island's continued prosperity... well, it is merely a 

temporary state. She will not misuse the power as Raksi 

does, she reassures herself, and twists her mind to 

accept it as truth. 

The Witch of Alahi is controlled and patient, and she has 

spent a long time arranging for her chosen home to be as 

she wishes it to be. It is not yet as she would like it, but 

she has put it on the path there, and walks alongside it as 

it draws ever-closer. The people know that creatures 

with wings of transparent ice and silver scales can be 

friend or foe, but always bring things new, terrible and 

wonderful. Those that seek her out, she receives with 

smiles and carefree words, while the chill mind beneath 

ensures that the bargains they strike with her grant their 

wishes only in exchange for the advancement of her 

goals. 

YOUNG WITCHES 

SNOWY VICTORY, THE VIGILANTE GANGLORD 

(FULL MOON) 

[Image: A tall man with dusky skin stands face on to the 

viewer, a slight “swagger” in his posture. His shaved head 

and slightly delicate features might suggest a monk upon 

first viewing, but his nose has been broken, and one of 

his eyes is a silvered orb, cratered like the moon. He 

wears a loosely belted robe, open to the waist, which 

shows his well-defined chest muscles and a series of 

scars. He wears sandals on his feet, with knives poking 

out from between his toes. One foot is on a body dressed 

in light armour, which has a throwing knife sticking out of 

its back. 

Both arms, which hang by his side, are morphed into 

knife-fingered claws, in the style of the Charm “Argent 

Moon’s Armament”. Almost hidden under his robe are 

two more auxiliary arms, human in origin, and both of 

them hold throwing knives.] 

Snowy Victory. The name is something to fear for many 

in Prazen, a river-city in the Scavenger Lands upstream of 

Great Forks built around the ruins of the vast First Age 

lighthouse which once oversaw trade passing up and 

down from all quarters. From the honey-coloured stone 

of the Palace of Trade, where the Outcaste merchant-

oligarchs who rule the city meet and consort and indulge, 

to the tenement-slums built upon on the ancient 

quaysides between smashed and looted warehouses, 

they whisper the name. It is said that he holds sway over 

the poor districts like a prince, that he is an outcast 

among Outcastes come seeking his revenge for some 

grand betrayal, that he is not one man but is a conspiracy 

of many to seize control. To those who oppose him all of 

those things would probably be more palatable. For 

Snowy Victory is a Chosen of Luna. 

Twelve years ago he was a poor apprentice apothecary, 

grinding up herbs to make poultices and brewing up 

animal fat and ash to make soap. And so it happened 

that Snowy Victory was ordered by his master to deliver 

and administer opiates to one of the local ganglords, and 

there he found the man who dominated the entire 

neighbourhood writhing in agony, from a leg wound 

already turning septic. Surrounded by armed guards, he 



gave the man the opiates, and began to clean out the 

wounds. 

But as he looked down at the man whose face was 

sweat-slick from pain, he thought back to the beatings he 

had got from the man’s lackeys, the protection moneys 

that all had to pay, the petty cruelties and abuses. He 

thought about how the world would be a better place 

without this man. But he had sworn oaths to his master, 

and to the sacred ways of Sextes Jylis that he was a 

healer, and that he would never betray a client. 

He cast his oaths aside, and rammed a knife into the 

ganglord’s throat. And as the men who had been 

watching him drew their weapons, pure silver light shone 

out in the room. “Sometimes a doctor must know when 

to amputate,” the corpse said, eyes silvered over, 

wearing a necklace of blood-rubies. Suddenly beautiful in 

death, it sat up and kissed him on the brow in a moment 

of frozen time. 

No one walked out of the building intact, because the 

thing which was left after Snowy Victory was done was 

not so much a building as a pile of rubble. 

From thereon in, the once-apprentice began to practice 

his surgery on society. Murderers were hunted down, 

and something wearing their faces killed other criminals. 

With the new magics at his fingertips, Snowy Victory 

could help people in ways he had never been able to do 

so before, transmuting diseases to mere sniffles and 

replacing limbs – and he did so in disguise, because the 

degenerated forms of the Immaculate Faith practised in 

Prazen meant that he knew enough to be wary. 

But the problem was simple. Killing the ganglords and 

the criminals did nothing to change things. They just got 

replaced by other ones… cannier ones, too. Snowy 

Victory could work twenty-five hours a day, seven days a 

week, and he would not be able to stop it all. And what 

of the moral issues? Was it really right for him to hunt 

down petty thieves when the tax farmers in the Palace of 

Trade took more for their own pockets that a hundred 

thieves did? 

So he took over. Within a year, he was in charge of the 

largest criminal organisation in the poor areas of the city, 

and the former three largest had been winnowed by all 

kinds of unfortunate accidents. He held senior positions 

in others, by the expedient method of murdering the 

former holders of the position and conducting business 

wearing their faces. And he found out that one of the 

defining characteristics of criminals is that, 

unfortunately, they commit crimes, and he could not 

control them as he had dreamed of. He can moderate 

the worst abuses, but the poor are still robbed and 

protection money is still taken. He needs more power 

and more authority – or he needs help – because as it 

stands, what he controls is still a criminal enterprise. He 

already has turned a speculative eye upon the Palace of 

Trade. He thinks he can take over the city just as he took 

over the gangs, and has already put his mind to 

preparing certain... fallback options. 

He is wracked with nightmares and dreams of how this 

city once was, how its lighthouse once burned bright to 

scare off some horrible force in the darkness, until 

something – he is not sure, for he always wakes before 

he can find out the culprit – destroyed it. He knows the 

towering apartments that make up the Palace of Trade 

were once lived in by petty bureaucrats, and he is 

afflicted by unreasonable guilt about that. In his dreams 

he has walked in the ancient streets buried under the city 

and overseen the construction of sewers, and in the form 

of a rat he seen that they are now filth-choked and 

forgotten. Men loyal to him have begun to clear some of 

them, and he has begun to use them as hideouts and 

storage for smuggled goods. But that is not enough, and 

he has begun to hire thaumaturgists and loremasters, the 

better to find out the history of this place and make 

sense of his dreams. 

But Snowy Victory has another problem, and it is a 

problem that has afflicted humans since they were 

made. He has fallen in love with the un-Exalted son of 

one of the outcaste Dragonblooded who rule the city. 

While dining at one of the fine restaurants of the city 

wearing a stolen face – and paying for the meal with 

stolen money – he got into casual conversation with the 

young man. The aristocrat was witty, educated, and held 

a mid-level position in the Palace of Trade. Snowy Victory 

should have hated him… but he did not. 

Since then, he has found excuses to “accidentally” meet 

up with the man on several occasions. They get on well, 



and he is sure there is actual romantic chemistry there. 

There are only two problems. Firstly, he is the Anathema-

leader of a large amount of the criminal activity in the 

city and the prices on the heads of various of his aliases, 

if added together, could probably buy one’s way into the 

nobility. And secondly, he was wearing a female form – 

he had just been having dinner, for goodness sake! – 

when they first met, and so had to keep the guise up for 

later meetings. In a very real sense, he has been 

responsible for the one he wants falling in love with 

another person – who just happens to be him. 

This is a problem. 

UNBENDING OAK BRANCH, SILVER SERPENT 

OF DENIAL (FULL MOON) 

[Image: A woman sits in the lotus position on an icy lake, 

her eyes closed and the glow of a silver anima 

surrounding her. She has a shaved head and is wearing 

shabby, darned monk’s robes – the rest of her body is 

covered in delicate fish-scales, and her hands (engaged in 

the dhyana mudra) and bare feet are tipped with vicious 

claws. Her brows, ears, nose and lip are pierced with jade 

beads, and her forehead bears a tattoo in unintelligible 

Old Realm. Some way behind her, five elementals of 

different Elements can be seen dancing or squabbling – 

one is a small Lesser Elemental Dragon, while the others 

have yet to reach that stage.] 

As the eyes of the Realm’s masters have turned steadily 

inward, to scrutinize the delicate balance of power on 

the Blessed Isle, so too have their forces have been 

drawn ever-closer to hand. The Wyld Hunt, once capable 

of reaching far and wide throughout Creation, is now 

limited, slowed, collared, in a time when it is most 

needed, and the only Chapter House remaining outside 

of the Realm is in Cherak, to the North of the Blessed 

Isle. Given this, it must be considered unlikely indeed 

that one of the younger Lunars of the Age of Sorrows 

would Exalt from within that martial cathedral, and even 

less likely that she would survive. Fortunately for 

Unbending Oak Branch, the Argent Madonna mocks 

improbability with her very existence. 

A monk with no hope of Exaltation, but whose devotion 

to the martial aspects of her training quickly earned her a 

place amongst the mortal auxiliaries of the Northern 

Wyld Hunt. On an expedition to deal with a spreading 

heretical cult, Branch was separated from her fellow 

monks. There she came across the elemental leading the 

cult, who promised her power and Exaltation if she 

would only hide him from her superiors. Was he not a 

dragon of the elements himself? Branch agreed, and in 

that moment drew her Second Breath. 

The Lesser Elemental Dragon in question was bluffing 

furiously, and since then Kirin-Doba has merged truth 

with lies to keep Unbending Oak Branch in his coils, even 

as they fled together from the scattered remnants of his 

cult and the uncompromising eyes of the Wyld Hunt. She 

refuses to believe she is Anathema, knowing that she is 

instead the Chosen of the Moon Dragon, empowered to 

unite all the children of the Elemental Dragons under a 

single banner, spirit and Exalt alike. 

Already she has begun training herself in the Elemental 

Dragon Styles from fleeting memories of Immaculate 

demonstrations crystallized into manuals, shaping her 

anima totem into a dragon of silver light and forcing her 

voice into the local Elemental Courts with fist and 

favours. Soon, their displeasure at her 

presumptuousness will outweigh their desire to thumb 

their nose at the Immaculates who disperse their cults 

and the gods who order them around, and their 

sanctums will no longer be a safe haven. Kirin-Doba plots 

and schemes to put off that day as long as possible, but 

already the whispers of the faithful speak of the 

Anathema-Who-Would-Be-Exalted, the False Dragon, the 

Silver Serpent of Denial. 

Unbending Oak Branch is less hopelessly naive and 

bluntly violent than anyone takes her for. She may not 

yet fully accept what she has become, but she does not 

blindly accept her mentor’s tall tales or his desperate 

schemes. The former monk understands the power of 

faith, and she has gathered allies among the Elemental 

Courts, whether through main force, careful courtesy, or 

quiet investigation – Branch knows from where the 

prayer flows, and more than a dozen little cults of fire 

and air and soil across the North have already begun to 



incorporate references to the Moon Dragon into their 

rituals. 

DEZHIZHU, HASTY FOOL-HUNTER (FULL 

MOON) 

[Image: A smirking young man sits across from the 

viewer, on the other side of a small table, a single 

needle-fang protruding over his lip. His black hair is tied 

back in the chonmage style, and his heavy-lidded eyes 

are red and compounded, like a fly’s. Only his shirtless, 

athletic upper body can be seen, covered in jewelry – 

most notably, he is wearing an array of necklaces and 

pendants, strung with small trinkets and religious icons. 

One braceleted hand shows off five cards, bearing 

symbols of a staff, heart, gate, sword and mask, while 

another toys with a pair of bone dice. A third hand seems 

to hover in front of him – it bears an identical set of rings 

and bracelets to the first hand, but is wristless and 

armless, blurred as though with motion, and holds a 

dagger.] 

Three times in the last two years the Wyld Hunt has been 

deployed to the Wavecrest Archipelago in search of the 

Lunar called Dezhizhu, and three times they have 

brought down their quarry. Once he was a trumpeting 

monstrosity of arms and fangs, and once he was a 

cowering young maiden who begged them for mercy 

even as she burned with demon-light, and once he was a 

smirking warrior who spoke to them as children and 

screamed in disbelief when their blades did not simply 

bounce off his skin. 

In his gut, the leader of the Hunt knows that Dezhizhu 

still lives, but the Witch is well-versed in the art of decoy 

and subterfuge. He gives his name and some fragment of 

moon-touched oddness to his enemies (or whatever 

bystander is handy) and lets them take the fall for his 

deeds. Then once the danger has passed, he returns to 

kicking up trouble to amuse himself, stealing and gaming 

and fighting. 

Despite his sleight, Dezhizhu is not nearly as clever as he 

thinks he is – and he thinks himself clever indeed. With 

but a bit more effort, he could mask his presence 

entirely, making himself out to be nothing more than a 

clever mortal traveller or a seablooded child of spirits. 

Instead he teases those he sets himself against, so that 

the cannier among them learn too much, and blood must 

be spilt, and his infamy spreads through the Archipelago, 

and the hounds come once more. 

Eventually, his luck must run out. He is convinced it is not 

today, however, and continues his wanderings from 

island to island, keeping one ear to the ground at 

gambling parlours and markets. The avenues of inquiry 

he pursues vary from place to place – sometimes he 

appears to be seeking news of pirates, sometimes word 

of the slave trade, sometimes sightings of a specific boy 

with eyes like his. 

Whoever he’s looking for, omens in the stars suggest 

they’ve already been found – most likely by someone 

with an interest in using them as leverage over a young 

Lunar with a tendency to leap before he looks. Whoever 

held such leverage over the slippery Silver Blade would 

find him an unwilling servant, ever-looking for a loophole 

or an ally. It was this determination to escape that led to 

his Exaltation, after all – as well as the destruction of the 

small fleck of a village he called home. 

NEKAY PAI, THE PALE NEGOTIATOR 

(CHANGING MOON) 

[Image: A woman stands at 45 degrees towards the 

viewer, staring at them. Her gaze is assured and 

confident. Shoulder length blue-black hair pokes up from 

under a headscarf covered with repeating Old Realm 

characters for luck and good fortune. Her earrings are 

the shape of the Changing Moon caste symbol. She has a 

high-collared parka made of fur, though its hood is down 

and the sleeves rolled up. Her forearms have "Maori-

style" tattoos on them, done in black ink. At her belt, she 

has a cloth-wrapped machete, and several charms and 

prayer strips dangling loose from it. Her skirt is knee 

length and slit to the thigh; under it, she wears breaches 

and cloth-wrapped boots. She wears a backpack, and the 

lid of a jar can be seen poking out. 

The hand nearest to the viewer is palm up. On it sits a 

small spirit, an officious looking godly bureaucrat, 

wearing a broad-brimmed hat, and carrying a scroll. In a 



jar on the floor beside her is trapped a tiny fire 

elemental, with baby-like proportions.] 

Nekay Pai was born forty years ago in the harsh lands of 

the Weyneen Archipelago, a collection of extinct volcanic 

outcroppings in the North-West to the east of Skullstone. 

This was a land of edges and extremes, dependent on the 

migratory seabirds and whales. The men sailed and 

fished in the cold and often stormy waters, while women 

eked out an existence harvesting seaweed, hunting birds, 

and growing what they could on land. Most lived in the 

old lava tunnels on the extinct islands, troglodytic 

communities out of the wind. 

Still, it was a life. The seasons came and went, children 

were born and the dead of the islands were interred on 

the monolithic dead grey spire to the north, their 

unclean nature kept away from life in a place where their 

temptations would not be heard. She married, and had a 

daughter, and took her turn in the prayer choirs that the 

gods demanded. 

Then came her twenty-third year, and the whales did not 

come. Even the birds seemed to avoid their shores. Some 

blamed the conflict between two islands, others the lack 

of prayer to the whale-gods in the last hunt, but 

whatever the cause, people starved. Her husband and 

many others died in a storm, out too late in the year, and 

her child caught a fever and died. Prayers to the gods did 

nothing, and stocks ran lower and lower. 

At that critical point, Nekay Pai lost her faith. She took 

her husband's boat, and rowed to the island of the dead, 

the wrapped corpse of her child on her lap. If the dead 

could tempt the living, then that meant that the dead 

had something worth offering. Yes, there may be a price 

to pay later, but if they were alive to pay the price then it 

would be worth it. 

Echoes whispered to her as she drew close, the dark 

waters still and chill. Resolute, she approached the 

towering temple-structure on this strangely flat island, 

with her child in her arms. Body in her arms, she passed 

the sky-burials of her people, striding past bird-scattered 

bones. And lit by flickering blue and silver, she levered 

open the vast door of the structure - always forbidden to 

them - and there met her child and her husband and her 

parents and so many other of her people. 

The new Changing Moon talked with the Dead, and 

heard their pleas and their grief. She made deals with 

them; deals which would have them aid the living in 

return for worship, and swore to break down the old 

taboos if it would mean survival. And she talked with the 

ancient, strange ghosts who spoke of what this dead isle 

had once been used for, and she wondered at the idea 

that this mournful place might have once processed 

catches from ships the size of islands to be sent off to 

strange other lands. 

Nekay Pai returned to her people a changed woman, a 

burning crescent moon on her brow. She bought with her 

thaumaturgies which would allow them to speak with 

the Dead, and with both living and deceased behind her 

she confronted the local elementals and gods, and forced 

them into deals which aided her people more. In the 

shape of a whale she swum down to the bottom of the 

sea and recovered lost vessels, taking the bodies down 

there back to lie in the air rather than in fathomless 

depths. She found other things, too; knives harder than 

copper and nets made of something that shone like silver 

but never broke. 

By hook and crook she has nudged and guided the 

peoples of the Weyneen Archipelago into, if not alliance, 

then at least talking to each other, and the ancestor cult 

now has a presence on all the islands. Roughly a third of 

the local gods are bound by her bribes and deals into 

beneficial pacts, and she forbids the worship of any who 

will not comply, having quiet words with any she 

discovers still giving them worship. This is making 

trouble, and raids from distant islands have increased, 

backed by divine refugee. Ironically, the support and aid 

she gives to her own ancestors has had them grow in 

power and strength, and militarily Dead Weyneen has 

begun to raid the same isles whose god-fearing 

inhabitants make trouble for the living. She has not truly 

grasped what this means; at the moment, she is 

distracted by her pregnancy, the father the ghost of her 

husband. She is deeply scared that this child may die just 

as their sibling did, and seeks to ensure a better future 

for this one. 



As her people prosper, but troubles grow, Nekay has 

begun to look further afield, taking great journeys in the 

form of an albatross. She loves her barren, steep islands 

with all her heart, and she will not let spiteful gods ruin 

things for her when they had done less to help than the 

Dead they forbade her from dealing with. She looks for 

allies, assets, but the whispers she has heard from 

ancient ghosts speak of how valuable the island of the 

dead is and how she must be careful not to bring further 

trouble on her people. Under false faces she blends into 

the islands of outsiders who makes trouble, and learns 

their ways, their secrets, where their resources are and 

how they best can be harvested. 

If needs be, she will wreck their ships, and they will 

starve, just as her people almost did. Then her people 

will be able to expand, take over their lands and 

fisheries. So much death (hundreds! Even thousands of 

deaths!) appals her, but if pushed, she will do it in the 

name of the people she loves. 

CARCAGNE, BELLIFEROUS WYLD-BORN 

(CHANGING MOON) 

[Image: A figure stands sideways to the viewer, one foot 

atop the head of a fallen yeddim. Only the general 

nuance of her form indicates she is female, as she is clad 

in full-plate of organic moonsilver, complete with a helm 

that resembles an austrech’s head. One arm is extended 

upward, holding a desperate arczeckhi by the throat – he 

is lifted entirely off the ground, scrabbling at her forearm 

to no avail. The other arm hangs by her side, and ends in 

an oversized hook-sword of bone and moonsilver rather 

than a hand. A javelin has been hurled at her, but she is 

ignoring it – the ground has swelled up before her in a 

thin wave of roots and stones, and the missile is lodged 

there. A hearthstone pendant hangs from her neck, set 

with a raksha’s heart.] 

Walk far enough into the Wyld, and the land is said to 

froth and boil, mixing with the sky and sea as though 

they were merely different shades of paint. Despite this 

inconstancy, tales travel at unbelievable speed, and there 

are few among the Eastern Wyld-folk who have not 

heard of Carcagne the Tectrix Beast. She has claimed the 

allegiance of half-a-dozen raksha princes, they say. Trees 

bow down and weave themselves into wooden roads 

before her, they say. Beast and men and tools alike all 

cower and praise her, they say. 

Born in the bordermarches, to one of the hamlets of the 

Namu Gugga, the woman felt Luna’s touch not when 

given to a man she did not love, nor when she gave birth 

to a child she did not want, nor when her village was set 

upon by giggling creatures from outside the world. It was 

when she offered up her sons as a gift to the raksha 

prince if he would only spare her that the Moon 

whispered in her ear. She was brought into their Court as 

an amusement, and in time she broke their Swords and 

took their Hearts. 

The Namu Gugga fell three months ago, its capital taken 

by chanting feather-haired soldiers. A stone’s throw from 

the castle where the giant-lord Lundrin Jao had chosen to 

make his stand, the woman now calling herself Carcagne 

slaughtered those citizens she’d taken alive from his 

other bordermarch towns. Their blood watered the soil, 

and great red trees with stone-rending hands burst from 

the dirt. Before the day was out, Jao knelt before the 

Lunar, and Carcagne held a manse of bloody roots. 

Having established a base of power, Carcagne turns her 

eyes West, to the untainted lushness of true Creation, 

and sends scouts (men and beasts alike) to seek her next 

warpath. For now, she is content with small gains or 

extorted tribute – memories unearned tell her that she is 

young yet, and need not rush in a world without 

Lawgivers. This is hardly the first barbarian invasion the 

East has faced – but those were not led by one so eager 

to assimilate, rather than devour. Carcagne’s lieutenants 

are, without exception, her former foes. She is not one to 

hold grudges, and would rather have a resentful servant 

than a dead enemy – while this means her ranks swell 

apace, it leaves her open to betrayal of the kind she 

herself has committed more than once. 

GREENSLEEVES YU, IMPOSSIBLE ARMS 

DEALER (CHANGING MOON) 

[Image:A man stands atop a sand-dune, his stance 

relaxed and expectant. He wears a dark grey banyan with 

baggy cuffs of green silk, and a dark grey porkpie hat, 



beneath which his face is entirely indistinct – it is a blur, 

like a chalk drawing left in the rain. His arms are folded, 

and at his feet lie numerous weapons, piled up together 

– swords of all kinds, crossbows, glass orbs, sealed 

barrels, bolts and arrows, and even a few artifacts. He is 

wearing sandals, but his toes are extended and jointless, 

like roots or tendrils.] 

From Has-Kan to the tribes of the Glittering Desert, 

through the Delzahn Empire to the guardian-gangs of the 

Kroshei Tombs, a man wanders in green sleeves, bearing 

the instruments of war. He has sold Gem-refined firedust 

to the bombardiers of Julan, and smuggled Julanni worm-

spears to the less legitimate elements of Chiaroscuro, 

and handed racks of Chiaroscuran glass blades over to 

Dunefolk raiders, and used the proceeds of his ventures 

to repair Shogunate junk scavenged from the depths of 

the desert into patchwork-but-functional Essence-

cannons and power armour. Which he makes available at 

a premium, of course. 

He doesn’t deal with the First and Forsaken Lion, but not 

on any moral grounds – the Deathlord still has yet to pay 

him for the first batch of soulsteel he snuck past his 

Underworld rivals. 

Greensleeves Yu is famous for his dry courtesy, his 

unblinking disregard for the worst excesses of his most 

sadistic clients, and his ability to supply anyone, 

anywhere, with anything that they could use to bash 

someone’s brains in. He doesn’t limit himself to arms 

dealing, of course – but it is his specialty, and a niche that 

his Guild employers have thus far been happy to let him 

carve out. 

They might be somewhat less happy with his success if 

they knew of the slices he’s been taking from the bottom 

of his impressive profit margins. He’s thus far managed 

to disguise it by spending it entirely on new product 

which inexplicably fails to make it to its owners, instead 

dropped in unfindable caches for a rainy day – or 

perhaps another, more directly violent cause that Yu has 

yet to announce to anyone. It’s possible that one of his 

colleagues has noted a few discrepancies or regular 

peaks in lost cargo, but Yu’s confident his agenda 

remains undetected. 

AMANDETHA, THE ANATHEMATIC OUTRIDER 

(NO MOON) 

[Image: A dark-skinned woman kneels, in the pose of a 

tracker. A thin veil is pinned to cover her mouth and 

throat, and her hair is pinned up at the back of her head. 

Her hat is broad-brimmed, but also rises to a point, in a 

peculiar hybrid of a “witch’s hat” and a cowboy’s 

Stetson. She wears a coat made of the scaled skin of a 

Southern tyrant lizard, and slung on her back is a green 

jade powerbow; the dragon-heads on the end of the bow 

makes clear its origin. 

One of her hands is outreached, covering over the 

ground. She has eyeballs in place of her fingertips, and is 

clearly using them to look at the ground closely.] 

The parched lands of the South-East may lack water, but 

they make up for it in other desirable ways. The satrapy 

which the Realm named Hesaniha exists because of the 

gold, blue-tinted glass and fireiron which lies under the 

arid expanses, and marching along ancient roads the 

trader-soldiers of House Manosque made deals with the 

settled people and the outrider-clans alike. By the end of 

their creeping conquest, suddenly a new city built in the 

style of the Blessed Isle, called Lanedi, was the capital of 

a satrapy, where once there had been five town-states 

and countless roaming clans. Some old powers were now 

princes of the satrapy, enforcing imperial law and 

collecting imperial taxes on behalf of distant masters. 

Others had been cast down and scattered to all four 

Directions, and new lords raised in their place, more 

grateful to Dynastic masters. 

But this was all distant history by the time the girl who 

now goes by the name of Amandetha was born. House 

Manosque had fallen, and in its place House V’neef now 

held the satrapy. Her outrider-clan were nomadic 

hunters, born in the saddles of their lizard-horses, who 

guarded their watering places in the lands ‘leased’ to 

them by the satrapy with their lives. And for that 

privilege, they paid in beasts and skins and their services 

to the satrap as his enforcers. 

From a young age, the girl – unusually dark-haired by the 

standards of her people amongst the redheads – was one 

of their best trackers. Some swore she must have a 



watering-hole god for a father, but any who made that 

claim would have to joust against her mother’s husband, 

and none could beat him. 

She was working as a guide for prospectors led by a 

stony-eyed man from the Realm, in the broken lands 

near the western edge of her people’s territory, when a 

landslide cut them off from the majority of their supplies. 

She expected the man to panic, but he simply shrugged 

and ordered them to continue the search. It was freezing 

in the nights, and baking in the sun. Water ran low, and 

she would have wept when she cut her lizard-horse’s 

throat for the blood had that not been a waste of water. 

The man ordered them to continue. And when some fool 

tried to knife him in the night, he crushed the woman’s 

throat with a backhand. 

It was her sense for water which led to the discovery. 

Under a toppled rock-spire, in a canyon so deep that sun 

only entered it at noon, there was water. Deep, dark 

water welled up out of the ground, and the girl stared in 

awe at the ice on the walls. Even the air tasted liquid, 

chill and refreshing. It was perhaps the most beautiful 

sight she had ever seen. 

The stony-eyed man marched in, broke off a fragment of 

ice, and tasted it. He declared in a contented tone that 

this was the water demesne he had been sure was 

somewhere around here, and it would be enough to 

support all the mines he had planned, especially when he 

capped it. 

That was when her wonder turned to utter hate. It was 

death to kill a citizen of the Realm; death for the culprit 

and five of their clan. But if she got away with it… all this 

water! For them! She made her decision, and poisoned 

the man’s water with cactus juice. While he squatted in 

the corner, groaning as he emptied out his bowels, she 

shot him once, and twice more when that was not 

enough. There was no moon in the crack of sky visible 

through the top of the canyon, she saw, but she felt its 

presence, and purple and silver flared. 

She left the others there with the water when she hid the 

body. The tracker had her eyes opened far wider than 

she ever had before, and she saw many things and heard 

even more. She took the name Amandetha, for she now 

knew it could have been her name but had not been. And 

now she saw that without the satrap and his grasping 

hand, they would not have to pay the taxes extracted 

from them. She saw how things could be better. 

Carefully, methodically, she built up her alliances. The 

outrider clans who suffered worst from the Realm met 

with the poor of some of the settlements, and she 

persuaded some of the lesser nobles to join with her. The 

gods of her people needed no excuse to hate the foreign 

ways of the Immaculate temples, and they said they 

would support her if she would wipe out the false faith. 

United in the name of freedom, around a third of the 

satrapy rose up. 

Four months later, a V’neef legion arrived, accompanied 

by exorcist-monks from the Immaculate Order. Brave, 

heroic warriors fighting for their freedom in defence of 

their families met imperial legionnaires enhanced by 

Terrestrial magics and were mown down like wheat. The 

gods who supported the uprising were murdered by 

hard-eyed monks who showed no pity and no mercy. The 

valiant last stand in the central square of Lanedi left the 

dirt soaked with blood and littered with broken obsidian 

butterflies. 

Within a season, the rebellion had been crushed. In 

settlements which had completely revolted against 

imperial authority, a policy of decimation was strictly 

enforced, and the remainder were enslaved, marched 

away to distant lands. In those which had split, lands and 

wealth were taken from the defeated and awarded by 

fiat to those who had remained loyal. The rebels in such 

places were forcibly relocated to work camps. And in a 

final cruelty, the legion systematically spoiled all the 

remote watering holes away from major settlements, 

Dragonblooded power reshaping the very landscape as a 

sign of their victory. 

Amandetha wept in frustration, rage and grief, and 

would have thrown her life away in a suicidal attack on 

the main legion encampment had it not been for the 

stranger. He came wearing the form of a bat at first, then 

a pale-skinned woman and finally the most handsome 

man she had ever seen, with sharp teeth, the eyes of a 

canine and small pointed horns. He found her in her 

beautiful place of ice. He healed the poisoned wounds 



she had taken from a green-armoured Dragonblood, and 

kissed her on the brow and told her that he knew she 

was beautiful in the eyes of Luna. 

“I am Ma Ha Suchi,” he said, in a sweet, melodious voice. 

“Would that I could have got here earlier, but I heard too 

late that V’neef had sent forth her legion and I was far to 

the north of here.” 

“Who are you?” Amandetha asked, her voice made 

peaceful by the removal of pain. 

Silver light flared on his forehead. “Why, I am like you,” 

he said. 

He spoke to her of the Silver Pact, and the great war 

against the treachery of the Dragonblooded which had 

continued for millennia. He explained the many, many 

atrocities of the Chosen of the Dragons, and their 

treachery which had soiled their very souls, driving them 

to barbarism. Each horror he detailed made their actions 

here seem petty. He comforted her, warming her with 

his body in the cool of the place of ice. And he explained 

that there was a great effort to stop them from ever 

hurting anyone again, to cast down the palaces they built 

with the wealth they tore from others and make them all 

pay. 

She agreed to help him. How could she not? 

Now a witch rides among the outrider clans. She has 

found new hidden places and water-caches, and she has 

begun to stockpile. The clans who sided with the Realm 

are already dying; Ma Ha Suchi has taught her the ways 

of caution, and so she walks among them in other forms 

and leaves their women sterile and drives their men to 

madness and depravity with her curses. In the work-

camps of the satrapy, she finds those who were leaders 

among the rebels, and she opens their consciousness. 

When they rise up next time, it will not merely be 

mortals against Dragonblooded. Mine accidents are up, 

and productivity is falling. 

They let the legion leave. Next time they rebel, V’neef 

will send her legion again, and Amandetha will be 

prepared. She knows the names, the faces of the legion’s 

commanders, and her lover-mentor has promised them 

to her. He will return to help her in person from his many 

other valiant tasks in fighting Dragonblooded oppression, 

he has vowed. And then she will follow him to the 

Blessed Isle, and she will decimate House V’neef in 

payment for what was done to her. 

ZABERNIK MERRISA, WITCH OF BLUE 

DREAMS (NO MOON) 

[Image: A girl barely out of her teens laughs maniacally as 

she soars toward the viewer on the back of an agata. As 

much as is possible for a giant wasp, her steed seems 

terrified. Her eyes and skin are both electric blue, while 

her braided hair is a deep indigo. She wears a tatty brass-

threaded poncho, fluttering in the wind of her 

movement, and a pristine scholar’s cap topped with an 

ivory spike-and-tassel. One hand steers the agata by 

tugging on its antennae, while the other is thrust 

backward and occupied with making a rude gesture at 

Emerenzia, a distant figure shaking his fist at her from 

the ground.] 

From almost the earliest memories of her childhood, 

Zabernik Merrisa has been surrounded by monsters. She 

vaguely recalls a soft blue sky and a warm embrace, but 

they are long gone, lost to her when she was dragged 

across endless sands, and now she is well-used to the 

sight of curling tusks, lashing tendrils, and shimmering 

carapaces. Sold into a prayer-harem of the Brass City, the 

girl was expected to genuflect, praise and wail for a deva 

of strigiform crystal until her heart gave out and her soul 

rushed back to the world of her birth. 

Too young to sink into despair, too old to live in 

ignorance, it was terror that kept the girl’s tongue in 

place and her eyes fixed to the floor, that made her legs 

nerveless and her clasped hands tremble. She was not 

like the dull-eyed adults and slack-jawed children around 

her, but the only one who saw was an old teind-ghost 

bound to the pit, her hair vitriol-green and her face 

bound by an iron mask. 

This ghost’s name was Merrisa, and she was kept for her 

knowledge, not her cantillation. She knew the strength 

that fear offered the living, and whispered secrets to the 

girl on stale air. The young slave learned, and as she did, 

her fear twisted and wrenched into a contempt that 



opened her eyes to the dead whispers of the world, 

present even in the living geography of the place she 

now knew was Malfeas. It was in that moment of weird 

delirium that the regard of the White Navigator came 

upon her, and the prayer-pit erupted into moonlight and 

screams. 

The Witch of Blue Dreams is a hooligan, even in a city 

without rules. She curses demons with blue skin and 

cackles as the Priest-Judges of the Lawgiver drag them 

away. She places the weak above the strong and watches 

them scrabble for purchase at their new heights. She 

binds demon princes in their own courts and sets them 

to vandalism. She has danced in the Typhoon of 

Nightmares and boar-sled behind the Nomad Force. 

Anyone looking to kick up trouble in the Brass City might 

well find Zabernik Merrisa a willing accomplice, though 

whether their own plans will remain intact and their own 

stores unlooted is another matter entirely. Perhaps the 

only thing that is certain to draw her attention is news of 

her ghostly mentor, whose name she bears as though 

she were her mother. The teind-ghost went missing 

some months ago – was she summoned by some 

necromancer who knew her name? Kidnapped by a 

demon powerful enough to force her into silence? Drawn 

into the body of some newborn mortal slave-husk? The 

Witch is fresh out of leads. 

PALATINE RIDGE, DETECTIVE CAGED BY 

COMPASSION (NO MOON) 

[Image: A bald man with broad shoulders and a neatly-

trimmed goatee glares at a map, covered in markers, 

annotations and pins. He wears a loose panling lanshan, 

and his hands are covered by jade-banded gloves, one of 

them gripping a closed pair of glasses with strange 

etchings on the lenses. Over one of his shoulders, a man 

whispers into his ear while pointing at a particular 

marker – he could be the first man’s twin, were it not for 

his missing eye and translucency. Over the other 

shoulder, a woman glares at the man, insistently jabbing 

her finger at a different marker. She too is translucent, 

and bears a remarkable resemblance to both.] 

Three months ago, the city of Kale was shaken by fear, as 

a faceless madman draped in silver danced through the 

streets, inciting riots and spitting venom. By the time the 

city’s demigod squire-corps arrived, he had slipped away 

into the night, not to be seen again. Priests and prefects 

alike turned the streets upside down for clues as to the 

moon-demon’s identity, and many took the opportunity 

to name disliked neighbours or unwanted relatives as 

demon-worshippers and moonchildren in disguise. The 

hunt dragged on, bringing with it more terror and blood 

than the Anathema’s initial rampage, until one man 

brought it to a halt. 

Palatine Ridge, a low-level bureaucrat whose offices had 

been completely demolished in the riots, swore to bring 

the demon to light, proving the innocence of suspect 

after suspect in his pursuit of clues. On the night of the 

rampage, he had decided to end it all, downing a bottle 

of poison and several more of cheap grain spirits, but 

instead had woken up the next morning alive and well, in 

a city under siege by itself. He must, he reasoned, have 

been saved for a reason, and it was surely to execute 

divine justice on the Anathema who had destroyed his 

workplace and home. 

Even as he became the city’s darling, his behaviour 

became steadily more erratic, his investigative 

techniques more esoteric – had he any friends or family, 

they might have worried. Instead, it was not until the 

first probing warrior-monks of the Wyld Hunt reached 

Kale and demanded all the details that Ridge’s mind 

erupted into a bouquet of memory, and he recalled the 

gentle kiss of a beautiful man with pale skin and mad 

eyes. His timing could have used some work, but it was 

better late than never. 

Palatine Ridge is now effectively trapped in Kale, 

desperately deflecting the Immaculate investigation. He 

considers playing off the god-blooded child soldiers of 

the city against the lone Dragon-blooded leading the 

inquisition, or scapegoating some horrid and unworthy 

soul, or simply slipping out of the city and letting 

whatever will happen, happen... but this would surely 

lead to even further bloodshed and confusion, and there 

has been enough already. Was he not Exalted for a 

greater purpose



LUNAR CHARACTERS

LUNAR CASTES 

FULL MOONS 

FULL MOONS are the terrifying monster-warriors of the 

Silver Host. They solve the world’s problems through 

violence, but Silver Blades tend to lack the inflexible 

martial pride so common to Dawns – they know that one 

must cheat to win, and change to survive. Their Caste 

Attributes are Strength, Dexterity and Stamina. Full 

Moons are often Chosen from those who take the whole 

world on their backs; the crimelord who considers her 

subordinates family, the vigilante on a lone crusade, the 

fighter who treats each defeat as a personal insult. 

Anima Effect: While their anima is flaring at the 11+ 

level, Full Moons become eldritch stalking horrors, 

beasts that should never have been, and evoke terror in 

the hearts of lovers and enemies alike. All attacks 

(physical or otherwise) against the Lunar made by 

individuals with any Intimacy towards them, whether 

positive or negative, suffer an internal penalty of (Lunar’s 

Essence), as a fear-based Emotion effect. In addition, any 

hostile individual who perceives a flaring Full Moon 

anima treats that scene as a scene spent building an 

intimacy of "Mindless Terror" towards that Lunar. 

CHANGING MOONS 

CHANGING MOONS are the argent trickster-lovers of the 

Silver Host. They are beautiful in their dreamlike 

shapelessness, and command and entice the world 

through their love, but Silver Mirrors do not give such 

affection freely, for everything has a price. Their Caste 

Attributes are Charisma, Manipulation and Appearance. 

Changing Moons are often Chosen from those whose 

beliefs drive them to action; the reformer who will not 

be silenced, the priest who evangelizes no matter the 

danger, the lover whose vanity is founded on fact. 

Anima Effect:  While their anima is flaring at the 11+ 

level, Changing Moons become magnetic to the mad and 

mutated. Any character who can perceive the Lunar adds 

the cost of the single highest-valued unnatural mutation 

they bear her effective Appearance rating, as an Illusion 

effect. Therefore, a target with Natural Weapon (1) 

would add +1 to the Lunar's effective Appearance, while 

a target with Natural Weapon (2), Fast Runner (3) and 

Creature of Darkness (-4) would add +4. “Unnatural” 

mutations are those which do not represent part of the 

creature’s natural form, and were not added by the 

creature’s own Charms. Fair Folk treat the number of 

Permanent Charms they have as their highest-valued 

mutation. Additionally, Changing Moons may treat 

themselves as priests of any Outsider. 

NEW MOONS 

NEW MOONS are the mad witch-mystics of the Silver 

Host. They see beyond the mundane veneer of the 

world, stealing its darkest secrets and deepest 

weaknesses. Through this Silver Shadows learn how best 

to change the world – by changing their own mind. Their 

Caste Attributes are Perception, Intelligence and Wits. 

New Moons are often Chosen from those half-a-step 

outside society; the hermits who estrange themselves 

from civilization, the detectives who venture behind their 

culture’s facade, the artists who challenge acceptability. 

Anima Effect:  While their anima is flaring at the 11+ 

level, New Moons become loci of sick fascination, 

drawing those unused to the world’s hidden madness 

like moths to a flame. As a Compulsion, any hostile or 

neutral observer reduces their movement distance by 

(Lunar’s Essence) yards if they are attempting to move 

away from the Lunar. Further, they suffer a -2 external 

penalty on all Perception, Wits and Intelligence rolls not 

directly involving the Lunar, as their hearts rebel against 

focusing on anything but the half-heard sounds and 

unglimpsed images that flicker around the Lunar's anima. 

All mental influence imposed by Lunar anima-powers is 

considered unnatural, and can be resisted for the rest of 

the scene at a cost of five points of Willpower. Lunars 

can activate their Caste-specific powers instantly and for 

the rest of the scene, without needing to flare their 

animas, by spending ten motes. They are not refunded 

these motes if their anima later flares.



LUNAR CHARACTER CREATION 

STEP ONE: CHARACTER CONCEPT 

Choose your concept, caste and Motivation. Note caste’s 

anima powers. 

STEP TWO: CHOOSING ATTRIBUTES 

Record your three Caste Attributes, as described above. 

Select two Favoured Attributes. You cannot favour an 

Attribute that is already a Caste Attribute. 

Note that all nine Attributes start with one dot 

automatically. 

Prioritize your Attribute categories, as primary, 

secondary and tertiary. Attribute categories are Physical 

(Strength, Dexterity, Stamina), Social (Charisma, 

Manipulation, Appearance) and Mental (Perception, 

Intelligence, Wits). 

You have 9 dots to assign to your primary Attribute 

category, 7 to assign to your secondary group and 5 to 

place in the tertiary category. None may be higher than 

5. 

STEP THREE: CHOOSING ABILITIES 

Select three Favoured Abilities. 

Assign 25 dots to your Abilities. None may be higher than 

5. Each Favoured Ability must have at least one dot. 

Assign four dots of Specialties to any of your Abilities in 

any combination. 

STEP FOUR: SELECT ADVANTAGES 

Assign seven dots to Backgrounds. Assign 5 dots to 

Virtues. Choose 9 Lunar Charms. Choose up to 

(Willpower + Compassion) intimacies. 

STEP FIVE: FINISHING TOUCHES 

Record Essence (2), and Willpower (5). Calculate and 

record Personal Essence pool (Essence + [Willpower x 2]) 

and Peripheral Essence pool ([Essence x 4]+ [Willpower x 

2] + [highest Virtue x 4]). 

Record health levels (7 + any gained from Charms). 

BONUS POINTS 

You may spend bonus points (18) at any point in 

character creation. Bonus point costs are as follows: 

Attribute dot: 4 points (3 if a Caste or Favoured 

Attribute) 

Ability dot: 2 points (1 if a Favoured Ability) 

Background dot: 1 points 

Specialty dot: 1 points (2 per 1 if Favoured Ability) 

Virtue dot: 1 point 

Willpower dot: 1 point 

Essence dot: 7 points 

Charm: 4 points (3 if Favoured or Caste Charm)

 

  



THE MADNESS OF THE MOON-WITCHES – LUNAR LIMIT 

Just as the other Incarnate Exalted, the Lunar Exalted are 

forever marked by the death-curses of those who forged 

Creation. The Solars lose reason from their terrible 

virtue, the Sidereals are ensnared in the threads of Fate 

they weave, the Dragonblooded are overcome by the 

elements, and the Lunars? Why, the heart-felt ties of the 

Lunar Exalted become compulsions, chaining them to 

that which they let inside their guard. They are made 

slaves to twisted feelings. 

There is a second and more subtle flaw in the way the 

Great Curse affects the Lunar Exalted, though. Perhaps 

one of those Primordials who cursed their murderers had 

watched the creation of Luna and drawn their own 

conclusions from it. Perhaps it is linked to the dark and 

secret ways in which the Argent Madonna made her 

Chosen. Perhaps it is both, or neither. Either way, the 

Witches can deteriorate further, one becoming many, 

the singular budding off Other Selves. The Lunar Exalted 

are aware of this, but none view it as something external 

to themselves. It is a trial and travail of being one of the 

Chosen of Luna. 

Each Lunar has a 10-point Limit Track. Two forms of Limit 

can be marked onto it. Temporary Limit is marked as 

Solar Limit is marked. Permanent Limit, however, should 

be marked with a cross over the filled in box, and does 

not empty. As a result, the maximum size of the Limit 

Track is effectively decreased, and in addition, there are 

further effects. If something does not specify whether it 

adds permanent or temporary Limit, it adds temporary 

Limit. 

GAINING LIMIT 

There are several means by which Lunars accumulate 

temporary Limit; 

 The Lunar must define one Virtue he has rated at 

three or above. When he spends willpower to defy 

that Virtue, he gains one point of Limit. 

 The first time in a scene the Lunar spends Willpower 

to resist unnatural mental influence, she gains one 

point of Limit. 

 Whenever a Lunar loses an Intimacy, or the context 

of an Intimacy changes from positive to negative or 

vice versa, the Lunar rolls her Conviction, and gains a 

number of points of Limit equal to the successes 

rolled. Magically created temporary Intimacies with 

a fixed finite duration do not produce this gain when 

the Intimacy ends naturally. 

 Some Charms come with a cost of Limit. The number 

of points added are detailed in the appropriate 

Charm text. 

Sources of permanent Limit are rather rarer; 

 Some Charms specify that the character gains 

permanent Limit by using them, or particular 

features in them. This is not necessarily indefinite; 

“temporary” permanent Limit is removed after a 

stated period. 

 Charms with the Chimeric keyword list the number 

of points of permanent Limit gained by using them 

for the first time (or learning them, if they are 

Permanent Charms). The Charm text details if there 

is any way of losing such permanent Limit. 

 Mental crises or other blows to the Lunar’s sense of 

self which fundamentally strikes at her self-

definition can inflict points of permanent Limit. 

Points of permanent Limit gained can vary from one 

to (successes on a relevant Virtue roll), and last until 

the Lunar finds some new mental balance. This is an 

unpredictable reaction to traumatic stress of the 

level of multiple Intimacies changing in context 

which has only been observed in the Lunar Exalted 

since the Usurpation, and should never be inflicted 

on a character without the player’s consent. 

LUNACY 

Once a character’s Limit track filled up, she enters Limit 

Break, known as Lunacy, and loses her points of 

temporary Limit. 

While in Lunacy, one Intimacy dominates the Lunar’s 

existence. Every action she takes must attempt to further 

that Intimacy and its emotional context, and she may not 

act against it. The Intimacy affected should be either 



directly relevant when she enters Lunacy (for example, 

she is within sight of someone she hates), or it should 

have come up within the past scene. If neither condition 

applies, the Storyteller should select an appropriate 

Intimacy which makes sense at the time. 

As a result, compared to the Limit Breaks of the Solar 

Exalted, Lunacy is much more unpredictable in its form 

and nature, and a rigid list of more detailed behaviour 

cannot be given. The Storyteller should compare the 

Intimacy to pre-existing Limit Breaks, and may substitute 

an appropriate one. For example, a Hate-based Lunacy 

may produce something akin to Berserk Anger against 

anything which symbolises or represents the thing the 

Lunar hates, while a Drink (Enjoyment) might produce 

Overindulgence specifically with regards to alcohol. 

By default, Lunacy lasts for a single scene, unless it 

duplicates a different Limit Break, in which case it lasts as 

long as the mimicked madness would. 

ABJECTION – THE CHIMERAE 

An ever-changing beast of flesh and bone and moonsilver 

ravages its way through the town. A mouth shoots out on 

the end of a hand to envelop a fleeing child, tearing it to 

shreds and spitting the bones out. 

The owl is a hole in the world, rimmed with silver. 

Through it horrors from the Beyond squirm and wriggle, 

before combusting in their own impossibility. The hordes 

of the fae try to fight it, but their stories and tales are 

meaningless against this foe. The strix is the living path to 

Outside, and so it circles Creation, always at the borders 

between Here and There. 

An old man sits by the side of the road in this quiet little 

town. He has lived here his entire life, and knows he is 

nearing the end of his life, but he is happy that his son is 

doing so well as the village thaumaturgist. He does not 

know that a week ago, a monster ate him and took his 

memories and his shape, forgetting who it was and what 

it was. He will not remember that he is the monster until 

something forces him out of this memory dream. 

 

The owl-eyed woman with the silver mark on her 

forehead squats by the fire. She twitches slightly, as she 

warms her hands. The memories of yesterday are hateful 

to her and her presence erases footsteps from the 

ground, sweeping the tales of the world’s past from 

Creation. Despite that, she tries her best to prevent 

those hated yesterdays from recurring, and so her flesh 

rebels with all kind of aches and pains from unwanted 

recollection. 

These are the fell powers of the Other Selves of the 

Lunar Exalted. All these monsters are all the same Lunar, 

though she (He? They? It?) knows it not. And together, 

these many selves in one body and one flesh and one 

keter soul are known as the Chimerae. 

There are those among the Lunar Exalted who lose 

themselves. The progression is clear. First comes 

improved vicissitudes of form. They experience more 

mutability in their form, and more ease in transformation 

normal. Many Lunars have felt at least a taste of this, 

during times when they are confused and conflicted, 

enough to know that uncertainty loosens their form’s 

constraints further. 

However, if they feel that this might merely be a blessing 

of Luna, the emergence of the Other Selves dispels such 

sentiments. At first, the Other Selves merely are different 

lens upon the world, different feelings and reactions to 

the same memories. With time spent in such a state, the 

Selves begin to differ, gaining different Intimacies, but 

they still share memories so the capacity of the Lunar to 

notice the wrongness is diminished. 

And by the time the strange Curse-born powers start to 

emerge, it is getting too late to do anything about it. The 

Selves lose shared memory, their internal narratives and 

themes filling in the ‘missing time’. They gain powers 

which exceed or surpass what the Lunar Exalted can 

normally do – some hypothesise that these are 

bleedthrough from the Lunar Exalted that the Other 

Moons of Luna would have made had they been 

victorious in the birthplace of the Argent Madonna. They 

are increasingly driven by their passions to the extent of 

madness, and yet those passions diverge between Selves, 

so unknowing Selves thwart each other. 



Some Lunars have been led back from such 

degeneration. Most have not. A few have at least one 

Other Self who can interact with the world as a non-

Chimerical Lunar can – among their number is the famed 

First Age huntress, Lilith – but all too many of them are 

too lost in madness. Some hide away in their den-castles 

at the edge of the world, only emerging when an Other 

Self which cares about the world is dominant. Others 

rampage, and inevitably they are stopped, whether by 

saner Lunars, Sidereal witch-hunters, or the Wyld Hunt. 

Some are princes among the fae feted for how – in their 

mad way – they are Shaped and yet they have cast off 

the tedious mental constancy of the Creationborn, while 

others are the apex predators upon the princes of chaos. 

This unenviable fragmentation is a product of a deeper 

madness in the Lunar Exalted, a sign of how – cursed as 

murderers by those who forged the world – the death-

hate of dying titans has wormed into their very Essence 

and suffuses deeper, much deeper, than merely the 

mind. Perhaps the other Exalted show similar fractures, 

but as it stands only the Lunar Exalted show this deeper 

progression, perhaps because it plays off the very nature 

of their patron Incarna and turn strength into greater-

yet-flawed strength. 

The tragedy of this manifestation of the Great Curse is 

that the Lunar Exalted are fully aware of its existence. It 

would be rather hard to miss. Experienced Lunars know 

that they can suffer mental breakdowns which shatter 

their sense of self, leaving other personalities which 

display strange powers to emerge. But the origins of this 

in the tainted gift that was the Great Curse is entirely 

unknown. The essence of the Argent Madonna is what is 

blamed for this tendency, this capacity to fragment and 

for one to become many. 

  



CHARMS 

SHAPESHIFTING 

Luna encompasses multitudes, the product of a unreal orgy 

of violence, seduction and consumption. The same power 

lies within the Lunar Exalted, for they may steal the shapes 

of man, beast, deva, god, elemental, Wyld-thing and others 

beyond that. 

The Lunar's natural, "true" form is the one which they were 

born with. It is the seat of their power, and it influences any 

other form they may take. Lunar Charm prerequisites are 

based off the natural Attributes of their true form, and 

Lunars use their Attributes in any form they may assume 

(though they may choose to lower them for the same of 

verisimilitude with their disguise; for some reason, people 

get suspicious when a frail old lady lifts an ox). Obviously, 

the fact that a Tyrant Lizard might not be quite as strong as 

a beast of its power might be in itself a give away, so Lunars 

should be careful not to rely on a disguise which is beyond 

their might to express. 

Whenever a Lunar kills a target, she gains its form. A form is 

composed of the set of mutations which is used to express 

the creature. As the Lunar kills (and uses other methods 

which their Charmset grants them), they develop a form 

library (sometimes poetically referred to as a "Heart's 

Blood library"), composed of every creature they have 

killed and the associated mutations used to express them. 

Human beings (and other near-humans such as human-like 

gods) count as being made of a necessary number of 

Cosmetic Mutations required to alter the Lunar's natural 

appearance to looking like their victim. Although they may 

add nearly any form to their library (it was found in the 

Primordial War that the full, transcendental complexity of a 

Primordial was beyond the Lunar Exalted, though the forms 

of their Third Circle Souls were not, and experiments to 

attempt to master Primordial complexity by devouring their 

entire soul hierarchy were nothing more than a speculative 

pipe dream impractical in war), without further 

enhancement only forms between the size of a mouse, 

represented as Small (6), and a yeddim, represented as 

Giant, are may be assumed. Other forms only exist as a 

source of mutations. For example, Behal Irukukimo, a New 

Moon of the First Age, was fond of wearing the violet-

tinted adamant hide he had gained from Oloolu, the 

Lighthouse of the Nevernight, who he had hunted and 

stalked through the Labyrinth. This was despite his inability 

to take the full form of the ten-mile high spire that burned 

with pyre-flame; in his own words, "It would be rather 

gauche to do so, even if I could". 

Several Charms in the Lunar Charmset call upon the Lunar's 

form library or mutation library as a source of mutations 

and effects; mutations so expressed are exactly as the 

"donor" had them, and are restricted to their rating and 

aesthetics. For example, if the Lunar has only acquired the 

"Natural Weapon" mutation at the 4-point level from a 

Shark representing the teeth, she may only manifest shark's 

teeth as a 4-point mutation by other effects. If she was 

then to kill a wolf, and acquire a 2-point Natural Weapon, 

she would also be able to manifest wolf's teeth. Once the 

form has been added to the form library, it does not age 

and it does not change. Assumed forms do not possess any 

supernatural powers which are not expressed by 

mutations, and are material by default, barring later 

Charms learnt by the Lunar. 

To take on another shape, the Lunar must take a 

Shapechange action. This is, by default, a Miscellaneous 

action with a DV penalty of -1 which is Obviously magical, 

although this may be modified by other Charms the Lunar 

knows. Owned clothes and equipment incompatible with 

the Lunar's new form may vanish into Elsewhere for the 

duration of the Charm at the Lunar's discretion; if they do 

not choose to do so or they do not own the item, and it is 

incompatible with their new form, the object is cast aside, 

slipped out of, or (if it is non-magical) rent asunder if it 

would contain their form. 

No matter what form the Lunar takes, she is still one of the 

Lunar Exalted. Her Essence rating does not change, and 

neither does the aspect of her Essence. By default, an 

assumed form is an active magical effect, and examination 

under All-Encompassing Sorcerer's Sight or other charms 

which work in a similar manner will reveal the altered flesh 

of the Lunar to be shot through with glowing argent veins. 

By default, any body part separated from the Lunar will 

revert to its natural form, including blood and other bodily 

fluids. Their Fate remains their own, and any Destinies 



applied to them remain active. Moreover, against 

supernaturally acute senses, minor flaws and oddities in 

the altered flesh - like how the edge of the eyeball may fuse 

into the eyelid, or the slight present smell of a moonlight 

night, or how the footprints sound as if the creature is 

heavier or lighter than it should be - may reveal 

themselves. Attempts to detect such things with Charm 

assistance should be treated as a Charm roll-off. 

An assumed form only grants physical similarity, and 

whatever alterations to mentality which were fundamental 

enough to the being to be expressed as mutations (for 

example, taking the form of a mad beggar leaves the Lunar 

with the madness which afflicted him). It does not convey 

knowledge of mannerisms, language skills, or other such 

things which the character knew. Lunar infiltrators should 

bear this in mind, and should they wish to interact with 

others in an assumed guise they should not "break 

character". "Disguise" rolls using Linguistics and Socialise in 

place of Larceny can be used to guard against this, though 

this does not of course prevent those embarrassing 

situations where one is trying to break into a guarded 

fortress and one does not actually know the password. 

Disguise rolls using Larceny are required to impersonate a 

specific person successfully to those who are closely 

familiar with them, although the Lunar may not be caught 

out by purely physical discrepancies without magic to 

contest their claims. 

Forms assumed cost a number of committed motes equal 

to the net mutation points cost of the form, or 5m, 

whichever is more. Without additional Charms, the Lunar 

can only assume forms as she received them and in full; she 

may not "mix and match" mutations between them. When 

establishing the net mutation cost of a form, negative 

mutations which are negated by the nature of the Lunar 

Exalted or by Charms this Lunar has taken (such as Short 

Lived, or Narcolepsy for a Lunar who has taken a Charm 

which removes her need to sleep) or any mutation which 

cannot be taken by Exalts are neither included in the cost 

nor in the form. They still remain in the Lunar's library, for 

the purpose of granting such mutations to others. Positive 

mutations made obsolete by the Lunar's Charms must still 

be included. For example, a tyrant lizard expressed as Large 

(6), Giant (4), Lethal Attack (3), Superior Soak (2), Natural 

Armour (4), Fast Runner (1), Tyrant-tongue (0), Carnivore (-

1), Poor Sight [Awareness Adaptation] (-3), Cold Sensitivity 

(-1), Large Appetite (-3) has a net mutation value of 12, and 

thus costs 12m to assume. By contrast, a zombie (should 

the Lunar wish to blend in with the shuffling hordes) is 

expressed as Deathly Construct (0) Slow Running (-1) and 

has a net mutation value of -1. However, the Lunar still 

commits 5m to assume that form, as that is the minimum. 

Damage is transferred across any form the Lunar may wear, 

and she retains the same number of health levels in any 

form, as well as all other effects. Injuries form equivalent 

marks on an assumed form, or the closest parallel (a 

broken ribcage as a man may become a cracked 

exoskeleton as some kind of insect). If a Lunar has her eyes 

gouged out, any assumed form will also be lacking two eyes 

- which does mean that one cure for such an attack is to 

take on a form with more eyes, like a wood spider. If a form 

has no homologous feature to a Crippled thing, such as 

wings in a human being, the human is not crippled, but any 

form the Lunar assumes with Wings will be similarly 

incapacitated. 

THE SECOND LINE OF DEFENCE 

In his clearly unquestionable wisdom and justice, the 

Unconquered Sun has decided that Shaped Raksha are not 

Creatures of Darkness, for all that they have proven 

themselves to be a threat to Creation beyond that which 

the imprisoned spawn of the Yozis have ever posed in their 

futile escape efforts. Perhaps he is too wrapped in the 

Games and his own self-pity to make such a small decision, 

or perhaps he is trapped by ancient oaths he swore to the 

Shaped. Either way, Luna is far more treacherous and 

subtle than the Once-Guarding Star, and she too was made 

to defend Creation, against threats which the Sun would, 

could or should not meet. The Primordials knew what they 

wrought when they crafted her, and into her nature they 

built tools to allow her to hunt things from beyond their 

design when they intruded into their playground. It is an 

irony that their own surrender oaths have cast the Yozis 

and their creations from Creation, and Luna takes no small 

amusement from it. 

KEYWORDS 

NEW KEYWORD: WARDEN 



Charms with this Keyword have special effects against 

creatures which are not Native to Creation- Outsiders. 

These Outsiders include all Creatures of Death, all 

Creatures of the Wyld, horrors from the Beyond, and - 

thanks to the terms of the surrender oaths which bound 

the Yozis eternally beyond Creation - all Natives of Malfeas. 

Other monstrosities may also be affected by the Warden 

keyword, if their nature does not fundamentally spring 

from Creation or any of the Primordials who contributed 

towards it who still live and have not sworn the Surrender 

Oaths of the Yozis. Humans, natural animals and other 

sapient races of Creation, Gods, Elementals, and non-Lunar 

Exalted are Native to Creation as long as one of the above 

categories does not overwrite their status, as are Gaia and 

Autochthon, and their kami and ex machina. Unlike the 

Sun's control of Holy, Luna has no control over what is 

affected by Charms with this keyword and what is not - this 

springs from her nature. 

As a purely incidental note, Luna and Lunars too are 

affected by Charms with this keyword, as her birth in the 

nightmares of Oramus have left indelible marks in Luna's 

nature which were passed down to her Chosen.  As a note 

of this paradox, Charms with the Warden keyword can only 

be used by Outsiders. 

NEW KEYWORD: CRIPPLING-ANCHORED 

This keyword indicates the Charm is linked in some way to 

a Crippling effect on the target. If the Crippling effect is 

healed, the Charm automatically ends. Likewise, in some 

cases, if the Charm ends the Crippling effect is healed - this 

is especially true of Charms which produce "witch's marks" 

as a sign that a person is affected or which incapacitate or 

harm a foe in some way. Charms with this keyword can 

have a reduced committed mote cost; if this is true, it is 

noted in square brackets after the cost of the Charm. 

NEW KEYWORD: INTIMACY-ANCHORED 

The presence of this keyword indicates that the Charm is in 

some way anchored to one of the Lunar's Intimacies, which 

is effectively "committed" to the Charm. If the Lunar loses 

the Intimacy, the Charm ends, and the emotional context of 

the Intimacy may flavour the Charm in some way, which is 

described in the Charm text. Intimacy-Anchored Charms 

may display a reduced commitment cost, as with Crippling-

Anchored Charms. The Lunar may only have a number of 

Intimacy-Anchored Charms active equal to her total 

number of Intimacies, and each Intimacy-Anchored Charm 

must be linked to a different Intimacy. 

NEW KEYWORD: CHIMERIC 

This keyword denotes the minimum number of points of 

Permanent Limit a Lunar must have to use this Charm in 

brackets, following the keyword. If her Permanent Limit is 

lower, it is automatically raised to that level the first time 

she uses the Charm. Alternatively, if a sub-part of a Charm 

has this keyword, the function of this Charm is altered if the 

Lunar's Permanent Limit is equal or greater than that value. 

The text of any Charm with this keyword notes any 

mechanism by which this Permanent Limit may be lost. 

Obviously, use of any Chimeric-keyworded element of a 

Charm automatically raises the character's Permanent Limit 

back up to the minimum required to use the Charm. 

GENERAL 

Charm Limits: The Lunar dice cap is (Attribute + Essence/2), 

and Excellency use is Obvious if it exceeds Attribute. 

Assumed forms true Attributes may be substituted for the 

obvious cap. 

HIDDEN (ATTRIBUTE) MANIFESTATION 

Cost: - ; Mins: (Attribute) 4, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Any (Attribute) Excellency 

Under the transient flesh and blood of the Lunar Exalted 

lies a power of terrible protean force and brilliance. This is 

not a question of inflexible instinct; it is glorious in its 

unveiled formlessness, and as the Chosen of the Moon 

draw upon their power it floods their veins, empowering 

them further. Once per action per Attribute, when a Lunar 

spends at least 2m on this Charm's prerequisite she may 

choose to commit two of those spent motes. This grants 

her a bonus dot of the Attribute, which counts as dice 

granted by Charms. If the character knows the Second 

(Attribute) Excellency, dots granted by this Charm may be 



converted into automatic successes rather than rolled at a 

rate of two-for-one. These bonus dots disappear at the 

start of a new scene. At Essence 3, only 3 bonus dots may 

be granted by a given version of this Charm; at E4+, this 

limit increases to the Lunar's dice cap. 

Each time this Charm is purchased, the Lunar gains a 

number of mutation points equal to the linked Attribute, a 

manifestation of the shifting power of the Silver Exaltation 

within them. These mutations must express or be linked to 

some personal inner theme, such as her idealised image, a 

totem animal, or some other thing of great import to 

herself, and furthermore must express the themes and 

nature of the Argent Madonna in some way. On her action 

tick, she may reflexively and at no cost manifest a number 

of mutation points up to the limit of the total number of 

attribute dots currently granted by all the versions of 

Hidden (Attribute) Manifestation she knows. 

On the new moon, she may reassign up to (Essence) points 

of allocated mutations within the pool by six hours of 

meditation, although this grants one point of Permanent 

Limit which disappears after a year. 

SHINING (ATTRIBUTE) WITCHERY 

Cost: 2m+, 1wp; Mins: (Attribute) 5, Essence 4;  
Type: Simple 
Keywords: None 
Duration: One Scene 
Prerequisite Charms: Hidden (Attribute) Manifestation 

Sometimes one cannot wait while the argent power within 

one's soul manifests. Sometimes this power must be forced 

onto a staid reality. Each 2m committed to this Charm 

grants one bonus dot of the linked Attribute which counts 

as being granted by Charms, as with this Charm's 

prerequisite. Dots granted by this Charm also allow the 

mutation pool of the prerequisite to be accessed. 

At Essence 5, this Charm upgrades, allowing Lunars to 

activate multiple iterations of it as part of the same Simple 

action. The mote cost must be paid for each Attribute 

separately, but only 1wp need be paid. Activating the 

Strength, Dexterity and Stamina variants together is often 

called by Lunars with an animalistic theme "Deadly 

Beastman Transformation". 

IMPOSSIBLE (ATTRIBUTE) EMBODIMENT 

Cost: - ; Mins: General 5, Essence 5;  
Type: Permanent 
Keywords: Chimeric (+1) 
Duration: Permanent 
Prerequisite Charms: Any (Attribute) Excellency 

Bound within the Lunar Exaltation is a terrible antinomian 

edge of raw impossibility which would deny the limits that 

even its own existence imposes on it. What does it care for 

madness and dissolution that too-smart thoughts, too keen 

eyes, too strong muscles might bring? No, it will breach the 

vaults of reality itself in the pursuit of power, if the one 

who bears the Exaltation permits it. All Lunar Charms 

within the Attribute corresponding to this Charm reduce 

their minimum Attribute and Essence ratings by one when 

the character attempts to learn them. All subsidiary powers 

contained within such Charms also lower their requisite 

Attribute and Essence ratings by one. Impossible (Attribute) 

Embodiment cannot reduce the requirements of any Charm 

with minimums of (Attribute) 10 or Essence 10. Charms 

retain their original ratings for all other purposes. Upon 

achieving (Attribute) 10, Essence 10, this Charm vanishes 

and the Lunar is refunded its cost. 

The Chimeric keyword here indicates that each time this 

Charm is learnt, the Lunar's permanent Limit increases by 

one point. Should a Lunar be as mad as to learn this Charm 

for all nine Attributes, the scattered remnants of the 

psyche shared between their Other Selves would have nine 

points of permanent Limit, for example. The Lunar may 

turn this Charm off with eight hours of meditation; if it is 

turned off, the point of Permanent Limit recedes after a 

number of lunar months equal to the versions of this 

Charm known. It takes merely an unflurryable Obvious 

Miscellaneous action to turn it back on once it has been 

deactivated. 

This Charm may not be learnt by Lunars who lack the Great 

Curse, and should a Lunar who knows this Charm be cured, 

the Charm is lost and its cost refunded. 

STRENGTH 

"Violence solves problems” 

STICKS-AND-STONES AMROURY 



Cost: — (1m); Mins: Strength 2, Essence 2;  
Type: Permanent 
Keywords: Merged (Dexterity) 
Duration: Permanent 
Prerequisite Charms: Any Strength Excellency 

Everything is a weapon. There are no exceptions, and those 

who naively think otherwise are in for a nasty surprise. This 

Charm allows the Lunar to ignore the Accuracy penalty of 

all improvised weapons. She can also cause any bashing 

improvised weapon to deal lethal damage by making a 

called shot with a -1 external penalty. In addition, she may 

spend a single mote to reflexively ready any improvised 

weapon that does not belong to another character and is 

within one yard, flipping it into her grasp with a barely-

perceptible motion. 

BOLT-BUDDING BODY 

Cost: (1m + 1m per dot of Resources cost) per attack; Mins: 
Strength 3 Essence 1;  
Type: Permanent 
Keywords: Obvious 
Duration: Permanent 
Prerequisite Charms: None 

Mortal soldiers must always be concerned about their 

ammunition supply. The Lunar Exalted have a better 

source... closer to hand, one might say. This Charm permits 

the Witch to make ranged attacks without using 

ammunition, as they make bolts of blood, Essence and flesh 

from their own body. Each such attack costs 1m, plus an 

additional 1m for each dot of Resources the ammunition 

costs. Non-magical projectiles for both Thrown and Archery 

attacks can be made this way. After use, the projectiles 

disintegrate into gore and Essence, preventing reuse. 

Any scene where the Lunar manufactures ammunition this 

way counts as an extra scene of strenuous activity for the 

purposes of requiring nourishment. 

At Essence 3, this Charm may be repurchased, meaning 

that a single activation provides enough ammunition of the 

appropriate type for a tick. 

BEAST AT THE DOOR INCITEMENT 

Cost: 5m, 1wp; Mins: Strength 2, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Illusion, Merged (Wits) 

Duration: Permanent 
Prerequisite Charms: None 

The monster bays outside the gates of the world, and all 

are afraid, mortals and demons alike. It is heartening that 

the Chosen can be heroes for those they cherish, but less 

so that they can be monsters for those they despise. The 

Exalt can activate this Charm upon damaging an 

organization – reducing one of its Assets, removing its 

access to one of its Special Assets, sabotaging one of its 

Projects to the point of failure, notably harming one of its 

intimacies or its leader, or significantly impeding its 

Motivation. He immediately rolls (Manipulation + Socialize) 

at a difficulty of ([organization’s Size + Reach] ÷ 2), with 

success inflicting an intimacy that forms over the next 

week, as politicians rail against this new enemy and 

employees huddle in fear of the next attack. The Lunar 

chooses the exact context and subject of the new intimacy, 

but the context must be one of fear or hate, while the 

subject must be related to whatever inflicted damage on 

the organization – the Lunar himself is always a valid 

subject, but others include the weapon the Lunar used, his 

nationality, the identity he was wearing at the time, the 

organization that claimed credit (or was framed) for the 

attack, the specific mutations he bore, the fact that he was 

mutated, his status as one of the Exalted, etc. 

While this intimacy exists in the organization, members of it 

who develop the intimacy in their own right are subject to 

an unnatural Illusion effect costing one point of Willpower 

to resist each scene. It alters their perception so that 

punishing and destroying (or fleeing and cowering from) 

their newfound nemesis seems perfectly natural, and not 

something that would be condemned by the sane. As such, 

they do not need to roll Compassion to harm or condemn 

the object of their hate, or roll Valor to flee or submit to 

the object of their fear. Further, they treat any characters 

who embody the object of their fear or hate (i.e. a Haltan 

for those who hate Easterners, or a soldier wielding a 

sword for those afraid of weapons) as having an 

Appearance one dot lower than it actually is. 

Alternatively, the Lunar can induce an intimacy of 

protectiveness or possessiveness in the organization, 

directed toward whatever was damaged by the Lunar. This 

forces characters bearing the intimacy to roll Conviction to 



allow the object of their protectiveness to come to harm, 

even potentially. 

APPLIED FORCE TECHNIQUE 

Cost: 3m; Mins: Strength 2, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK, Obvious, Knockback 
Duration: Instant 
Prerequisite Charms: None 

Bolstered by their protean essence, the blows and weapons 

of the Lunar Exalted shift to hit harder and faster, 

accompanied by bright flashes of anima-light as the foes 

are sent flying. This Charm supplements a physical attack, 

and successes on the supplemented attack roll are counted 

twice for the purposes of damage. In addition, the target is 

also knocked back (Strength) yards in a horizontal direction 

of the Lunar's choice. If they have a negative Intimacy 

towards the Lunar, this attack instead triples its successes 

for the purpose of raw damage, as their own fear and hate 

implodes under the force of the Moonchilds wrath. 

RIP-AND-TEAR STRIKE 

Cost: 3m (+1wp); Mins: Strength 3, Essence 2;  
Type: Reflexive (Step 1) 
Keywords: Combo-OK, Crippling 
Duration: Instant 
Prerequisite Charms: Applied Force Technique 

Flesh gives way like putty before the Lunar’s assault. This 

Charm enhances an attack made by the Lunar – any 

damage it inflicts is considered to be disabling (Exalted, pp. 

152), generating wound penalties until the injury is dealt 

with through surgery. If the attack inflicts two or more 

health levels of damage, the Lunar may spend a point of 

Willpower in Step 10 to instead crush or otherwise maim 

one of her target’s limbs. This is treated as an amputation 

effect, but can be healed through mundane surgery as 

though it were four health levels of disabling injury. 

This Charm's text completely replaces that of the Abyssal 

Charm Artful Maiming Onslaught (Manual of Exalted 

Power: Abyssals, pp. 127), with the following exceptions. It 

retains Savage Shade Style as its prerequisite, uses Melee 

rather than Strength as its minimum trait, can only enhance 

Melee attacks, and gains the Martial (Archery, Martial Arts, 

Thrown) keyword. Further, if the Abyssal is higher Essence 

than her target she can truly amputate a limb, rather than 

simply maiming it. Artful Maiming Onslaught is no longer a 

Mirror to Fire and Stones Strike. 

SCARRED FOR DEATH 

Cost: - ; Mins: Strength 3, Essence 3;  
Type: Permanent 
Keywords: Native, Overdrive 
Duration: Permanent 
Prerequisite Charms: Rip-and-Tear Strike 

Old scars ache and phantom limbs twitch as the monster of 

burning silver and darting shadow enters the fray. This 

Charm grants the Lunar an empty ten-mote Overdrive pool. 

The first time in a scene that she rolls Join Battle, she gains 

one offensive mote for each enemy who bears a Crippling 

injury she inflicted in a previous scene. So long as she 

remains in combat with at least one such enemy, she gains 

two offensive motes at the start of each of her action ticks. 

MEMENTO-GRANTING MUTILATION 

METHODOLOGY 

Cost: - (1wp); Mins: Strength 4, Essence 3;  
Type: Permanent 
Keywords: Emotion, Crippling-Anchored 
Duration: Permanent 
Prerequisite Charms: Rip-and-Tear Strike 

Even those who escape the raw brutality of a Witch alive do 

not leave unmarred. Some scars mark the flesh. Others 

mark the heart. Whenever the Lunar inflicts a Crippling 

injury on a target, she may spend one willpower. Doing so 

gives them an Intimacy of Abject Terror towards the Lunar. 

In addition, a Crippling-Anchored fear-based Emotion effect 

is added so every scene they are made aware of their 

injury, whether by it handicapping them or by someone 

drawing it to their attention, counts as a scene towards 

reinforcing this Intimacy. 

GRACEFUL INTERNAL TRAUMA TAP 

Cost: 3m; Mins: Strength 3, Essence 2; 
Type: Supplemental 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: Applied Force Technique 



With but a gentle slap, the war-beasts of Luna can leave a 

man with concussions or broken bones. How dangerous 

must they be when they really try? This Charm 

supplements a physical attack with a personal-scale 

weapon against a target within (Strength) yards of the 

Lunar. If the attack inflicts any levels of damage, this Charm 

inflicts two additional levels of unsoakable bashing damage 

and imposes a -2 external penalty on any attempts to treat 

the injury, as the force of the blow liquefies organs and 

tears open blood vessels to paint the target's skin in 

grotesque bruises. 

At Strength 4, Essence 3, this Charm may be repurchased to 

remove the range limitation. Attacks with artilery-scale 

weapons may not be enhanced until a second repurchase 

at Strength 5, Essence 4. 

SERENE SPALLING STRIKE 

Cost: 5m; Mins: Strength 4, Essence 4;  
Type: Supplemental 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Graceful Internal Trauma Tap 

Some foes of the moon-witches think to hide from the 

monsters outside in armoured boxes of metal and jade. 

Fools. The Lunar Exalted will take their boxes from them 

and render them pointless. This Charm supplements any 

physical attack against a vehicle or ship. Should the attack 

successfully hit, a crew member or passenger of the Lunar's 

choice is also hit. This is mechanically resolved as a second 

attack against the passenger, using the same weapon as 

the additional attack, which is automatically from surprise. 

This may take the form of jets of plasma spalling off the 

interior walls, exploding power conduits, or even waves of 

pure force slamming into the pilot. 

At Essence 6, Strength 6, this Charm may be repurchased. 

The Charm hits all all crew-members if the Lunar pays a 

surcharge of +10m. In the mop-up activities after the end of 

the Primordial War, the last of the Lintha fleets suffered the 

unpleasant surprise of the first use of this Charm, 

prompting Captain Leviathan to note that it was certainly a 

cheap way of interior decorating. 

ENTHUSIASTICALLY OVERSIZED WEAPON 

PRACTICE 

Cost: 4m; Mins: Strength 3, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Applied Force Technique 

It has often been said that it's not the size that matters; it's 

how you use it. Lunars who learn this Charm disagree 

rather violently. This Charm supplements a physical attack, 

and adds dice equal to the Lunar's Strength to the damage 

pool, and increases its Overwhelming rating by 1 (to a 

maximum of the Lunar's Essence). This explicitly can 

enhance attacks from a weapon which has a fixed damage 

rating, like a firewand, and so allow the damage to be 

enhanced by a Strength Excellency. This Charm manifests 

as direct physical alteration of the held weapon; a chopping 

sword might swell and bulk out until it resembles a faintly 

organic daiklaive, while a flamepiece might bud extra 

barrels stylised so they resemble the Lunar's own face. This 

also increases the minimum Strength to use the weapon by 

2, and so the Lunar takes the normal penalties if her 

Strength is insufficient. 

With a repurchase at Strength 4, Essence 3, multiple uses of 

this Charm in a single action cumulatively decrease the cost 

of each successive use by 1m, to a minimum of 0m. 

BODY-AND-SPIRIT BREAKER 

Cost: 1m; Mins: Strength 3, Essence 3;  
Type: Supplemental 
Keywords: Combo-OK, Shaping 
Duration: Instant 
Prerequisite Charms: Applied Force Technique 

The Lunar’s might grinds her opponents down, breaking the 

back of their resistance. This Charm enhances any clinch 

attack or control clinch roll the witch makes. If the roll is 

successful, and the Lunar decides to crush or throw her 

target, she may forgo all damage to instead drain a single 

point of Willpower from them as a Shaping effect. If the 

Lunar's target has a fear-based intimacy toward her, she 

adds two automatic successes to the clinch roll - further, if 

this Charm reduces such a target to Willpower 0, their will 

is immediately broken (Exalted, pp. 174) in a special fashion 

– until they return to full Willpower or the intimacy is 



removed, they effectively replace their Motivation with 

that intimacy for all purposes. 

TRANSGRESSIVE BLAST STRIKE 

Cost: - (+4m); Mins: Strength 4, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Applied Force Technique 

Expanding on her principles of instrumental violence, the 

Lunar detonates a fragment of her anima which ripples out 

trailing impossible colours of the Beyond. This Charm 

enhances its prerequisite. If the enhanced blow inflicts 

damage, the Lunar may spend 4m to activate one of the 

following effects, which affects every character within 

(Strength + Essence) yards of the initial target - the Lunar 

herself is not affected even if she is in range. The Lunar 

learns one of the effects when she learns this Charm, and 

may spend 2 XP to learn further ones. Only one effect may 

be used per activation, with the exception of Outsider 

Discrimination Smirk, which modifies how other effects 

work. 

Terror Catalysing Force - The glimpses of horrors in the 

blast are enough to drive men to panic. Compare the 

successes rolled on the initial attack to the Dodge MDVs of 

all targets in range. As an fear-based Emotion effect, every 

target with a DMDV less than the number of successes 

gains an Intimacy of "Abject Terror" towards the Lunar. It 

costs an additional +1wp for the initial target to resist this. 

Impossible Momentum Imposition - Things in the affected 

area suddenly move in ways that they should not. Compare 

the successes rolled on the initial attack to the DVs of all 

characters in range, treating this as a hand-to-hand attack. 

All characters with a DV less than the number of successes, 

and all inanimate objects smaller than the Witch's current 

form or her natural form, whichever is larger, suffer a 

Knockback effect which moves them (Strength) yards in a 

direction of the Lunar's choice. This includes vertically 

upwards, in which case they take falling damage from the 

height which they are lifted to. This stacks with the 

Knockback which the initial target is affected by. The 

targets need not be all moved in the same direction. In 

addition, extras and non-heroic mortals affected by this 

drop their weapons; heroic mortals can spend 1wp to keep 

a grip on their armaments. 

Eye-Burning Obscurity - The blast flashes to the terrible 

brightness of the full moon, and leaves glowing mist in its 

wake. As a Crippling effect, all targets in range must roll 

(Stamina + Resistance) at difficulty (Lunar's Essence/2), or 

be blinded. Creatures which heal as Exalts recover after 

(Lunar's Strength) ticks, while other creatures are blind 

until the next new moon. Every target affected takes a -1 

internal penalty to all vision-based rolls for the rest of the 

scene, which does not stack with repeated application. In 

addition, the glowing mist that remains over the area 

remains for the duration of the scene, and obscures as 

thick fog does while casting off as much light as a bonfire 

would. 

Heart-Born Monster Exposure (Requires Essence 5, Strength 

5, knowledge of Charm Chest-Egg Foe-Gift, costs an extra 

+1wp to activate) - The blast is a vector for the disease 

Bride's Liar's Flush as fragments of the Beyond infect those 

unfortunate enough to be in range. It has Virulence 

(Essence/2). 

Outsider Discrimination Smirk - The Lunar Exalted know 

how to avoid hurting Creation. This effect may not be the 

first one the Lunar learns, and may be combined with other 

effects at no additional cost. The Charm gains the Warden 

keyword, and any effect so modified only affects Outsiders. 

CROWD-PULPING SHOCKWAVE 

Cost: 3m; Mins: Strength 4, Essence 3;  
Type: Simple (Speed 5, DV -1) 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Transgressive Blast Strike 

The wrath of the Lunar Exalted is only somewhat 

discriminate, as the corona of flesh-pulping power that rips 

outward from this attack will attest. The Lunar makes a 

single close range attack with any Ability using the normal 

dice pools, but then applies the result to all characters she 

does not have a positive intimacy toward (or vice versa) 

within three yards. Objects belonging to such characters (or 

which lack owners at all) are also struck. The Lunar (or 

objects belonging to her) is never targeted by this Charm. 

All targets resolve defense and damage separately. This 



Charm has a Speed and DV penalty equal to that of the 

attack used. 

If the Lunar knows Outsider Discrimination Smirk, she may 

add the Warden keyword to this Charm so that it targets 

only Outsiders, regardless of her relationship with them 

(she is still not a valid target). 

BOMBASTIC OVERKILL TECHNIQUE 

Cost: - (+5m); Mins: Strength 5, Essence 3;  
Type: Permanent 
Keywords: Obvious, Stackable 
Duration: Permanent 
Prerequisite Charms: Applied Force Technique 

Evolving beyond all reason, the Moonchilds might erupts 

with argent force as it wreaks absolute ruination. This 

Charm permanently upgrades its prerequisite. For +5m per 

invocation, Applied Force Technique may be invoked 

multiple times on a single attack. Each invocation counts 

successes once more for the purposes of damage, and hurls 

the target an additional (Strength) yards. There is no limit 

to the number of times Applied Force Technique may be 

invoked in this fashion; a Witch may wreak as much havoc 

as she has the motes to afford. 

BLOW MEETS BLOW 

Cost: 3m; Mins: Strength 2, Essence 2;  
Type: Reflexive (Step 2) 
Keywords: Combo-OK, Crippling 
Duration: Instant 
Prerequisite Charms: None 

Sparks fly and blades jar as the weapons and fists of the 

Lunar Exalted meet an incoming blow and turn a defence 

into a least attack in its own right. This Charm enhances any 

attempt to parry an incoming attack, allowing the Lunar to 

ignore all penalties which apply to her Parry DV, and allow 

the Lunar to block ranged and lethal attacks with an 

unarmed parry. If used against a ranged attack which fires a 

physical projectile, if the Lunar successfully parries it she 

may catch the projectile if she has a free hand, and 

automatically readies it. If used against a close combat 

attack, the Witch strikes back, imposing a -1 internal 

penalty to all non-reflexive actions made by the attacker 

until their next action tick as a Crippling effect. This penalty 

does not stack. 

This Charm may be repurchased at Strength 3. The Charm 

may be activated for a +3m surcharge, and the Duration 

extended to "One Action". 

VIOLENCE'S ANSWER 

Cost: 3m; Mins: Strength 4, Essence 2;  
Type: Reflexive (Step 9) 
Keywords: Combo-OK, Counterattack 
Duration: Instant 
Prerequisite Charms: Blow Meets Blow 

If a man would strike you, strike him back. Preferably 

harder. Such is the way of the witch-warriors of the Lunar 

Exalted. This Charm works like the Solar Melee Charm Solar 

Counterattack, save the counterattack can be made with 

any Ability. 

At Essence 3, this Charm gains the Warden keyword. If the 

counterattack does damage to an Outsider, it drains one 

Willpower from them as a Shaping effect. 

EXCESSIVELY VIOLENT DEFENCE TECHNIQUE 

Cost: 8m; Mins: Strength 4, Essence 2;  
Type: Reflexive (Step 2) 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Violence's Answer 

The shining champions of the moon smash and crush and 

mutilate anything which tries to enter their personal space. 

By use of this Charm, the Lunar swings at an incoming blow 

with a weapon, limb, or part of their body, attempting to 

deflect the blow with sheer brute force. The attack must 

not be unexpected. Roll the Lunar's basic (Strength + 

Essence) which may only be enhanced by stunting, at a 

difficulty of the Overwhelming value of the attack 

(maximum 5), or 1 if it is not listed. If the roll is successful, 

the attack is perfectly parried, regardless of whether it is 

unblockable or not. This counts as a unique Flaw of 

Invulnerability for this Charm. This Charm can also defend 

against any environmental hazards (including falling), 

though it must be activated at each interval at which the 

hazard inflicts damage. The roll automatically succeeds 

against environmental hazards, for the brute force of the 

Witches subjugates them entirely. 

BLOW-BEGETS-BLOW EXULTATION 



Cost: -; Mins: Strength 5, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Violence's Answer 

A mighty foe may try to turn the Lunar's lessons back on 

her, hoping to overwhelm them with brute force. A wise 

foe knows better - a Witch's potential for violence is 

limitless! This Charm enhances its prerequisite. Set the cost 

of Violence's Answer to 0m after the first invocation against 

attacks within the same flurry. 

BRUTISH WORLD-LORD CHARIOT 

Cost: 3m; Mins: Strength 3, Essence 3;  
Type: Supplemental 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Blow Meets Blow 

The Silver Sword’s anima briefly steams around her vehicle, 

the face of her anima totem cast in shimmering witch-fire 

and warped metal as it roars into the charge. This Charm 

enhances any ramming attack (Wonders of the Lost Age, 

pp. 33) made with a vehicle the Lunar is in, rendering it 

unblockable and reducing any health level damage 

sustained from making the attack to zero. If the target of 

the ramming attack was another vehicle, the ramming 

attack inflicts an additional (Strength) unsoakable levels of 

damage on it. 

If the Lunar knows Object-in-Motion Technique, is in 

control of the vehicle and destroys her target with the ram, 

she may spend an additional mote to continue moving 

through the wreckage as though nothing had occurred. 

ARGENT MOON'S ARMAMENT 

Cost: 3m, 1wp or 5m, 1wp; Mins: Strength 3, Essence 3; 
Type: Simple 
Keywords: Combo-OK, Crippling, Obvious 
Duration: One scene 
Prerequisite Charms: Blow Meets Blow 

The Lunar's flesh warps and distends into pulsing, vital 

weaponry of flesh and silver Essence that gleams and 

shimmers with the unlight of the Beyond as bright as a 

torch. This weapon is part of their flesh, and cannot be 

disarmed without an amputation effect. Any weapon 

generated by this Charm leaves gaping injuries which bleed 

profusely as a Crippling effect from its attacks, which 

increases the difficulty of any attempt to close the wound 

by (Essence/2). When using these weapons with an 

assumed form, the form must be able to contain the scale 

of the weapon to be able to use them; a rat, for example, 

will have problems with just about any artifact. 

The Witch defines the form of her weapon upon purchasing 

this weapon. Statistically, the weapon has traits to a single 

or paired moonsilver artifact weapon, which may be 

intended for use with Melee, Martial Arts, Thrown or 

Archery. Paired 1-dot weapons or a single 2-dot weapon 

cost 3m, 1wp. Paired 2-dot weapons or a 3-dot weapon 

cost 5m, 1wp. However, the weapons are a strange 

protrusion of the Lunar's flesh, rather than a created 

weapon. Thrown artifact weapons automatically "return", 

and may take the form of some kind of sliver-firing 

projectile system or convenient throwing-spines budding 

from the body as well as an auto-returning chakram of 

bone and moonsilver. Archery weapons do not come with 

ammunition provided. Weapons intended for use with 

Martial Arts may have the statistics of either Martial Arts 

weapons or Melee weapons as long as their appearance 

could plausibly produce such effects. Distended fists made 

of Essence and bone could be represented by the statline 

of two paired goremauls, for example, or a single bloated 

razor-fingered hand have the statline of a grand daiklaive. 

Martial Arts weapons count as the weapon whose statistics 

they use for the purpose of Style form weapons. Regardless 

of its nature, the weapon is Obviously unnatural, and must 

be scaled appropriately for the artifact equivalent. 

Players may acquire additional forms by "hunting" other 

artifact weapons. Any valid artifact weapon that they own 

may be absorbed into their flesh after five uninterrupted 

days spent meditating upon the blade, whereupon the 

Lunar draws out and devours the least god of the weapon 

and it sublimates into the Beyond, and they commit a single 

mote. That weapon form is then added to the ones they 

can create using this Charm. Lunars may possess a total 

number of weapon forms equal to the Strength. Weapons 

devoured lose attunement when their form is added to the 

"form library"; the only way to use them is by use of this 

Charm and paying the activation cost. If a Lunar who has 

weapons internalised using this Charm is killed, or if they 



de-commit the mote, the weapon slowly forces itself out of 

their body over the course of about a minute. Such 

weapons will show signs of permanent alteration from their 

experiences, and may well seem somewhat alive or possess 

new properties if the Lunar had used them for many years. 

With a repurchase of this Charm, the Lunar may also "hunt" 

mundane weapons to provide templates for their use. She 

may store an unlimited number of their forms, does not 

have to commit motes to retain them, and they get the 

appropriate moonsilver magical material bonus and 

bleeding effect when she uses them. They do not 

automatically return upon her death, although sometimes 

some may be found within her flesh. Such weapons often 

can be crafted into artifacts in their own right. 

GRAVITY-INTIMIDATING BRUTALITY 

Cost: 3m; Mins: Strength 3, Essence 1;  
Type: Reflexive 
Keywords: Combo-OK, Obvious 
Duration: One scene 
Prerequisite Charms: None 

To jump is to commit an act of violence against the ground, 

forcing it down to elevate one's self. The strength of the 

Lunar Exalted is such that the earth beneath their feet is 

not merely subjugated by their leaps, but actively complies 

with them. While this Charm is active, the Lunar doubles 

the length of all her jumps, or triples it if her Strength is 5 

or above. Moreover, she takes no falling damage while this 

Charm is active; any such damage she would take is 

transferred to the ground on which she lands. Use of this 

Charm is accompanied by Obvious terrain deformation. 

OBJECT-IN-MOTION TECHNIQUE 

Cost: - (1m); Mins: Strength 3, Essence 2;  
Type: Permanent 
Keywords: Action-Only 
Duration: Permanent 
Prerequisite Charms: Gravity-Intimidating Brutality 

Bulging with power, the Lunar takes a leap. Anything which 

gets in her way only has itself to blame. This Charm 

enhances its prerequisite. While it is active, the Lunar may 

reflexively jump when she takes a Move action on her 

action tick. In addition, should the Lunar's jumps take her 

into contact with an inanimate, non-magical structure or 

object not currently in use by another character, she may 

by spending 1m reflexively make an attack against it. If she 

destroys the object with her reflexive attack, her passage is 

not impeded and she completes her Jump without being 

bought to a halt (often leaving a Lunar-shaped hole in the 

wall behind her). Attacks should be appropriately resolved 

against the obstructing object or structure - for example, if 

her jump is obstructed by a tree branch, damage should be 

resolved against that rather than the tree as a whole. The 

Lunar must be able to make her way through to the other 

side of the structure or object with her movement for 

passage to be cleared; otherwise the attack functions as a 

normal attack would. 

At Essence 3, this Charm automatically improves. Against 

objects or structures with a Resources value less than her 

Essence, a single level of damage against the object is 

enough to clear her way. 

DESCENT-DIRECTING DETERMINATION 

Cost: 1m; Mins: Strength 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK 
Duration: Indefinite 
Prerequisite Charms: Gravity-Intimidating Brutality 

The laws of the world look the other way for the Lunar, 

who can strongarm whatever gravitic force comes within 

arm’s reach. The witch alters her personal definition of 

“down” to another direction, causing her to fall in that 

direction and allowing her to move across appropriate 

surfaces as though they were the ground – to one who 

plummets upward, the ceiling is the floor. This Charm 

automatically deactivates if she moves more than (Strength 

+ Essence) yards from the nearest surface she would “fall” 

toward. Though falls are considered to happen “instantly” 

in Exalted for the sake of simplicity, this Charm does not 

provide a dodge – it cannot be activated in response to an 

attack. 

At Essence 3+, this Charm gains the Touch keyword, 

allowing the Lunar to apply it to any character or object in 

contact with her. This version of the Charm automatically 

deactivates if the target moves too far from the nearest 

appropriate surface or the Lunar herself. 

WEIGHT-WARPING VIGOR 



Cost: 1m; Mins: Strength 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Shaping, Touch 
Duration: Indefinite 
Prerequisite Charms: Gravity-Intimidating Brutality 

Hauling on a pack or a peasant, the Lunar dominates the 

invisible nature of their weight, forcing it to work as she 

wishes. This Charm targets any one object or character the 

Lunar is touching, allowing her to decrease its weight as 

though she were lifting it, choosing a value of up to (Lunar’s 

Strength). This reduces the (Strength + Athletics) total 

necessary to lift, carry, drag or throw the target by that 

amount, to a minimum of one, as well as the Minimum 

Strength necessary to wield it as a weapon. Characters 

lightened in this way increase their maximum jump 

distance and any Knockback distances by a number of yards 

equal to that amount. Alternatively, the Lunar can increase 

its weight, reversing these effects – she chooses which on 

activation. Objects targeted by this Charm cannot be part 

of an intact structure. 

At Essence 3+, the (Strength + Athletics) total necessary to 

move a target can be reduced below one, giving it a 

negative weight – such objects unnaturally float a number 

of yards off the ground equal to the negative (Strength + 

Athletics) rating necessary to move them, and can only be 

forced to the ground by sufficiently weighing them down. 

WIND-BOUNDING DOMINATION 

Cost: - (1m); Mins: Strength 3, Essence 2; 
 Type: Permanent 
Keywords: Combo-OK, Obvious 
Duration: Permanent 
Prerequisite Charms: Gravity-Intimidating Bruality 

At the Moonchild's demand, gravity relents. At her rebuke, 

water holds firm and poison gas bears her weight - it dares 

not do otherwise. Even falling through open air, the Witch 

may still put one foot in another world and bound off of 

Malfean spires. This Charm permanently upgrades its 

prerequisite. While Gravity-Intimidating Bruality is active, 

the Lunar may pay 1m to Jump even if there is no solid 

surface for her to jump off of. If the Lunar also knows 

Object-In-Motion Technique, it may be activated as a 

Counterattack effect in Step 9 of an attack the Lunar has 

successfully dodged or parried. 

AETHER-RENDING AGGRESSION 

Cost: 6m, 1wp; Mins: Strength 4, Essence 3;  
Type: Reflexive 
Keywords: Combo-OK, Obvious 
Duration: Indefinite 
Prerequisite Charms: Wind-Bounding Method 

The Lunar's anima rumbles into a violent corona of light 

and flesh that drags her across the sky, leaving shredded 

clouds and a trail of chaos-vapour in her wake. This brutal 

wing-aura sneers at gravity's mere compliance - it demands 

absolute subjugation. This permits the Lunar to use Move 

and Dash actions to travel through the air at three times 

her land speed before any other modifiers, or thirty times 

in a vertical dive. Outside of combat, the wings cover 

ground at (Strength x 15) miles per hour of flight. 

Alternatively, she may move at a reduced speed of 

(Strength x 10) miles per hour, in which case she does not 

acrue fatigue and regains essence at four motes per hour, 

as if she were at ease. 

BODY-OPTIMISED PURSUIT 

Cost: 3m; Mins: Strength 3, Essence 1;  
Type: Reflexive 
Keywords: Combo-OK, Obvious 
Duration: Indefinite 
Prerequisite Charms: Gravity-Intimidating Brutality 

Shifting her chakra flows and her muscles alike to claw out 

as much speed as she can, the Lunar becomes leaner and 

sleeker, a thing of horrifying rapidity and raw power. She 

adds her Strength to the pool she uses to calculate her 

Move and Dash actions. While so-modified, Dashing carries 

a DV penalty of -0. 

BITING AT THE HEELS 

Cost: 2m; Mins: Strength 5, Essence 3;  
Type: Reflexive 
Keywords: Combo-OK, Native, Overdrive 
Duration: One Scene 
Prerequisite Charms: Body-Optimized Pursuit 

The thrill of the hunt is in its process as much as its 

outcome. This Charm grants the Exalt an empty Overdrive 

pool with a capacity of ten motes. The Lunar may activate 

this Charm whenever she enters the engagement range of 

an enemy she can perceive while in combat, immediately 

granting her two offensive motes and designating that 



enemy as her quarry. The Lunar gains one offensive mote 

whenever her DVs refresh within her quarry’s engagement 

range. If her quarry is aware of her presence, she also gains 

two offensive motes the first time in an action that she 

actively enters her quarry’s engagement range. 

However, the Lunar loses four offensive motes whenever 

she actively leaves her quarry’s engagement range. For this 

Charm, “active” movement refers to the Lunar deliberately 

moving closer or further away from her quarry; she loses 

no motes if her quarry moves far away enough that she is 

out of its engagement range. If the Lunar ends this Charm 

before the end of the scene or killing her quarry, she 

empties her Overdrive pool. 

CONCEALED DEVA EXAMPLE 

Cost: 1m; Mins: Strength 1, Essence 1;  
Type: Supplemental 
Keywords: Combo-OK, Emotion 
Duration: Instant 
Prerequisite Charms: None 

Often, things try to hide from the Lunar Exalted through 

immateriality. Often, things are forced from hiding and torn 

to shreds. This Charm supplements a physical attack, 

allowing it to hit immaterial targets. Any target who takes 

damage from a supplemented attack is illuminated in a 

bonfire of Essence the colour of the Lunar's anima, which 

invalidates stealth as a 7-10 mote level anima banner. As a 

fear-based Emotion effect, any immaterial target who sees 

such a banner counts this as a scene towards building an 

intimacy of "Abject Terror" towards the Lunar. Resisting the 

Emotion immunises the target against this effect for a day. 

BEAUTIFUL ARGENT MURDER 

Cost: 2m; Mins: Strength 3, Essence 3;  
Type: Supplemental 
Keywords: Combo-OK, Emotion, Shaping, Obvious 
Duration: Instant 
Prerequisite Charms: Applied Force Technique, Concealed 
Deva Example 

It was inconceivable, impossible, nightmarish that the 

Primordials could be killed as they were. And the Lunar 

Exalted, their blades trailing the unlight of the Beyond, are 

impossible, inconceivable nightmares. This Charm enhances 

a physical attack. If the target has a negative Intimacy 

towards the Lunar, it doubles the raw damage of the attack 

as a Shaping effect as unreality gnaws at their flesh. Any 

target who takes damage from this who can only be killed 

by attacks which can permanently kill spirits gains, as a 

fear-based Emotion effect, an Intimacy of "Abject Terror" 

towards the Lunar, as their own mortality confronts them. 

Any spirit killed by an enhanced attack is permanently 

destroyed, the transgressive violence of the Exalted tearing 

them mote from mote. Only the Neverborn, anchored in 

their own static unreality, are immune to this utter 

destruction. 

PATH STREWN WITH POPPIES 

Cost: 5m, 1wp; Mins: Strength 4, Essence 3;  
Type: Extra Action 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Beautiful Argent Murder, Body-
Optimized Pursuit 

The Lunar’s movements are trailed by an opiatic swirl of 

Essence as her vision tunnels. The resultant rampage is 

methodical, thorough, graceful, and utterly terrifying. This 

Charm is a magical flurry of (Essence + 1) close range 

attacks. These attacks ignore rate and multiple action 

penalties, inflict a DV penalty equal to the highest penalty 

for any one attack, and may use different weapons or 

Abilities, but must all have the same target. If that target is 

killed or rendered incapacitated, the Lunar may make an 

immediate Move action, and then reallocate any remaining 

attacks to another target. This continues until all attacks 

have been resolved. The Lunar may abort this flurry before 

resolving all attacks, if she wishes, but cannot switch 

targets without killing or incapacitating her current one. 

A second purchase of this Charm allows the Lunar to 

harvest crimson power from her rampage. Once the flurry 

has been resolved, she gains one offensive mote for every 

distinct target she attacked. She may place these motes in 

any of her Overdrive pools, or convert them to normal 

motes at a rate of three-for-one. 

DEXTERITY 

 "Nothing is cheating if you win" 



SILVER CARNIVAL OMNIDEXTERITY 

Cost: 1m+; Mins: Dexterity 2, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK 
Duration: Indefinite 
Prerequisite Charms: None 

The witch watched the man perform calligraphy with the 

brush held in his mouth. “That’s impressive, is it?” she 

asked, while shuffling cards with her eyelashes. The Lunar 

may commit any number of motes to this Charm. While it is 

active, she is treated as possessing an equal number of 

functional hands, on top of any she may actually possess. 

These hands do not manifest physically, as mutations 

might, nor do they offer her the usual benefits of an 

"Additional Arm" mutation. Instead, they are a result of the 

Lunar’s surprising omnidexterity – she may arbitrarily use 

any part of her body as a hand, provided she does not 

exceed the limit imposed by the number of motes she has 

chosen to commit. 

At Dexterity 4+, the cost of this Charm is reduced by 

(Dexterity) motes, to a minimum of zero motes. 

CONVERSATIONAL EDGE INSERTION 

Cost: 1m per success; Mins: Dexterity 2, Essence 1;  
Type: Supplemental 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: None 

"Let's all calm down," said the Witch. "I'm sure we can 

settle this like reas-" a knife flew, "- onable people." She 

said as one fell screaming, "which isn't to say we will." 

This Charm enhances a Join Battle roll, adding one success 

per mote spent, to a maximum of (Dexterity) successes. 

Additionally, the Lunar gains one willpower the first time 

she uses this Charm in a scene, or two willpower if doing so 

interrupted strenuous or involved non-combat activity by 

one of her opponents. 

LIVER-STEALING THRUST 

Cost: 4m; Mins: Dexterity 3, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK, Crippling 
Duration: Instant 

Prerequisite Charms: Conversational Edge Insertion 

Unnoticed in the teeming crowd, the Witch brushes a hand 

over an unaware mortal; three days later he dies in agony, 

his anguish borne from the hole where his liver should be. 

This Charm supplements an unexpected disabling attack 

(Exalted p.152); if the target would be killed by the attack, 

the Lunar may forego causing damage to, as a Crippling 

effect, remove an internal organ so swiftly that that the 

target remains unaware of the attack and no visible wound 

is left. 

Instead, damage accrues over time, at a rate of one 

unsoakable die of Lethal damage per short tick if the heart 

or brain is stolen, or per hour for other organs until the 

victim perishes. Damage inflicted in this way cannot be 

healed until the Crippling effect is healed. 

 

At Essence 3+, the Lunar user may prevent the 

accumulating damage from inflicting wound penalties, 

leaving the victim (although not the player) unaware of 

their approaching demise. 

WHISPERS IN A DEAD MAN’S EAR  

Cost: -; Mins: Dexterity 3, Essence 2;  
Type: Permanent 
Keywords: Combo-OK, Crippling-anchored 
Duration: Permanent 
Prerequisite Charms: Liver-Stealing Thrust 

Witches with necklaces of stolen ears and ahuizotl eye-

thieves know there is power in the body even when it is cut 

to pieces. 

This Charm enhances its prerequisite, allowing the Lunar to 

commit its cost to extend the duration to Indefinite, leaving 

a silvery scar where the organ once was. If the organ would 

not cause severe illness or death by going missing, it 

remains functional. The Lunar may whisper social attacks in 

someone’s ear, or carry their a general’s eye with her to 

show him enemy positions. By touching the scar with the 

stolen organ, the Lunar may release the motes to smoothly 

reintegrate the organ without lasting damage. 

If the Lunar knows Your Heart Is Mine, the heart may serve 

as a vector for social attacks: though the victim does not 



hear what is told to her, the suggestions worm their way 

through her brain subtly, as if they were thoughts occuring 

of their own. 

YOUR HEART IS MINE 

Cost: - (+1wp); Mins: Dexterity 3, Essence 3;  
Type: Permanent 
Keywords: Combo-OK, Crippling-anchored 
Duration: Permanent 
Prerequisite Charms: Liver-Stealing Thrust 

Never tell a Witch that your heart is theirs; they may take it 

all too literally. This Charm enhances its prerequisite. For a 

surcharge of one Willpower, the duration of Liver-Stealing 

Thrust is expanded to Indefinite, and the victim’s heart may 

be stolen without harming them. As long as the Lunar 

commits the cost of Liver-Stealing Thrust, she may use the 

heart as a sympathetic link to her victim. Any Touch effect 

may be applied to the victim by touching his heart; 

furthermore, by holding the heart the Witch may replace 

her own senses with that of the victim, literally seeing 

through his eyes, listening through his ears, and so on. 

Releasing the committed motes without returning the 

heart causes the victim to die within seconds. At Essence 

4+, this Charm upgrades, allowing the Lunar to squeeze the 

heart to inflict wound penalties ranging from -1 to -4 at her 

leisure. 

DEAD MEN TELL MANY TALES 

Cost: 4m, 1wp; Mins: Dexterity 4, Essence 4;  
Type: Supplemental 
Keywords: Combo-OK 
Duration: Indefinite 
Prerequisite Charms: Your Heart Is Mine 

See the Witch with his belt of shrunken heads, or the 

samurai who preserves his enemies heads in vinegar. See 

those who think them barbarian savages. Fools. The dead 

are too useful to let them go to waste. 

This Charm supplements the process of preserving the 

head of someone who died within the last [Lunar’s Essence] 

minutes. As long as the head is not fully decayed, the Lunar 

may thereafter interrogate it. The head is considered to 

have all factual knowledge that the victim possessed at the 

moment of its death, though it retains no memory of 

personal opinions and feelings (therefore, it could only say 

“I was planning to kill you” if the victim had taken concrete 

steps towards the murder) It speaks only when spoken to 

and answers truthfully, though it has no will of its own. 

SUDDEN SNAP-SHADOW 

Cost: 2m; Mins: Dexterity 2, Essence 2; 
 Type: Reflexive (Step 1) 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: None 

With a flourish, the Lunar casts out the darting reflection of 

a deed. This Charm enhances any one action the Lunar 

takes, causing the relevant parts of her body to flicker as 

though moving too fast to see, appearing for an instant 

some distance away before returning. She takes the action 

as though she were currently situated at any point within 

(Dexterity) yards of herself, though her line-of-sight is 

determined as normal, from where she is currently 

standing. Physical barriers are meaningless to this Charm, 

though wards against immaterial creatures do block the 

Lunar’s collocation. The brief appearance and limited size 

of the Lunar’s teleported action applies a -1 external 

penalty to any attempt to spot it. 

This Charm cannot enhance Move actions (or Jumps, 

Dashes, etc), and it cannot enhance actions that last longer 

than an instant – extended rolls are impossible in the 

momentary flash of movement permitted to the Lunar, and 

while she could attempt to grapple someone, they would 

be released by suddenly-vanished hands the instant the 

attack had been resolved. Otherwise, all actions are 

permissible – the Lunar might attack an enemy from behind 

while standing in front of them, or vanish her eyes through 

a wall for a brief moment to get a glimpse of the other side. 

A second purchase of this Charm reduces its base cost to 

one mote, and allows the Lunar to increase its cost by a 

maximum of (Essence) motes, increasing the maximum 

range it permits by (Dexterity) yards for each additional 

mote spent. This extra range is decreased to (Dexterity ÷ 2) 

yards per mote if the Lunar’s action is being taken through 

one or more physical barriers. 

LIGHTNING-HAND PRESTIDIGITATION 

Cost: 2m; Mins: Dexterity 3, Essence 2;  
Type: Reflexive (Step 1) 



Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: Sudden Snap-Shadow 

The gestures of witches are swift and strange beyond 

mortal sight. This Charm can be used to improve any action 

that could be enhanced by Sudden Snap-Shadow. The 

action becomes a slithering movement from the quick edge 

of existence, rendering other characters incapable of 

perceiving it unless it would actually target them or they 

are actively watching for it, in which case they suffer a -2 

external penalty to all senses when trying to spot it. The 

aftermath of the action is not so hidden – a Lunar might 

render her attack wilier than sight, or casually flick a tablet 

into the soup of a fellow diner, but the wounds of her 

victim, the blood on her blade, and the taste of the poison 

are still entirely perceptible. An attack enhanced in this way 

subtracts its penalty directly from the target’s DV. 

EVERY-MOVE-AT-ONCE STRATAGEM 

Cost: — (+2m); Mins: Dexterity 4, Essence 2;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Sudden Snap-Shadow 

The air fizzes with moonlight and shadows as a dozen 

shining hands work their magic in a single moment. This 

Charm permanently enhances its prerequisite, allowing the 

Lunar to increase its cost by a two motes. If she does so, it 

does not count as an action for the purposes of increasing 

multiple action and DV penalties. The cost of this Charm 

increases by one mote each time it is used in a single tick. 

GOD-SLIGHTING CELERITY 

Cost: — ; Mins: Dexterity 3, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Sudden Snap-Shadow 

The Lunar invades divine homes with utter disregard for 

Heaven’s authority. This Charm permanently enhances its 

prerequisite, allowing the Lunar to use it to slip through the 

veil between worlds. If she is within (Dexterity) yards of the 

entrance to a sanctum, she may extend her action within it, 

determining the range within it she can act as though the 

entrance was mere physical barrier. Alternatively, she may 

do the same from within a sanctum, her actions flickering 

into brief existence outside of it. 

If the Lunar is a creature of death and is in a shadowland in 

either the Underworld or Creation, she may use Sudden 

Snap-Shadow to extend her actions from one realm to 

another, just as though the entire shadowland was the 

entrance to a sanctum. 

With the second purchase of Sudden Snap-Shadow, this 

Charm upgrades, removing the restriction on range within a 

sanctum – she may take her actions as though she were 

standing anywhere within it. A Lunar standing at the icy 

front door of the Mammoth Avatar’s vast boneyard hall 

could strike at her with no regard for distance, while a 

witch hiding in the heart of her own Heart World could dart 

out her eyeballs to peek as though she were standing at 

any of its entrances. This does not affect her ability to act 

within shadowlands. 

BOTTOMLESS POCKETS LEGERDEMAIN 

Cost: 1m; Mins: Dexterity 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Touch 
Duration: Indefinite 
Prerequisite Charms: Sudden Snap-Shadow 

The Lunar Exalted can shuffle away trinkets into the 

shadows of existence, hiding them in the spaces between 

here and there. This Charm can be used to target any 

object the Lunar owns and is touching, provided it is not 

significantly larger than her natural or current form, 

whichever is smaller. The object is stored in Elsewhere 

while this Charm is active, though it does not appear to 

outright vanish – rather, the Lunar appears to tuck it into a 

fold of her clothing, or in a suddenly-stretched pocket, or 

behind her ear. For the purposes of this Charm, the Lunar is 

treated as touching any “real” object that is currently 

within the Elsewhere-sanctum created by Dreaming Heart 

World. 

When this Charm is deactivated, the item returns to 

existence in physical contact with the Lunar (though it need 

not return in plain sight or even in the same manner that it 

left). Weapons produced in this way are not readied, nor is 

armour automatically donned, though the Lunar can do so 

through normal actions. There is no limit on the number of 



items the Lunar can store at once in this fashion. Should 

the Lunar perish, all stored objects are briefly lost to 

Beyond before washing up on the outer edges of Pure 

Chaos over the course of the next month, warped by their 

sojourn into impossibility. 

BOX OF IMPOSSIBILITIES 

Cost: — ; Mins: Dexterity 3, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Bottomless Pockets Legerdemain 

It is said that Luna acquired her falcastra in the 

Underworld, having plundered a most singular tomb, a 

coffin lined with silver that held every weapon she had 

chosen to not to wield. Whether or not this is true, such 

bizarre panoplies are hardly uncommon in the hands of the 

witches. This Charm permanently enhances its prerequisite, 

allowing the Lunar to store any object that is not 

significantly larger than her natural or current form, 

whichever is larger. She still cannot yet store structures 

(including most vehicles). In addition, the first (Essence + 

Dexterity) mundane objects stored in Elsewhere require no 

mote commitment. The Lunar may increase this number, if 

she wishes, at a cost of 2xp per additional (Essence) 

objects. 

SLEIGHT OF SHAPE 

Cost: 1m; Mins: Dexterity 3, Essence 2;  
Type: Reflexive (Step 1 or Step 2) 
Keywords: Combo-OK, Obvious, Touch 
Duration: Instant 
Prerequisite Charms: Sudden Snap-Shadow 

Here and there are arbitrary concepts to the Witch, who 

juggles knives and tigers. Activating this Charm allows the 

Lunar to instantly swap the locations of two objects she is 

in physical contact with, provided neither is significantly 

larger than her natural or current form (whichever is 

larger). From the perspective of onlookers, the two objects 

do not switch places, but outright warp and transform into 

each other (the Obvious keyword only applies if the objects 

actually appear different). The Lunar is treated as touching 

objects she has stored in Elsewhere with Bottomless 

Pockets Legerdemain for this purpose, but can only swap 

them for objects that she owns, which take their place in 

Elsewhere. Objects swapped in this manner cannot be 

components of an intact structure. 

If one of the objects was readied or worn, the one it is 

swapped for will also be, if possible. The exact placement of 

dissimilar objects is adjusted as necessary – a Lunar who 

swaps his worn shirt for his sheathed blade will find the 

sword-belt slung around his chest, while his shirt is tied 

around his waist. If he is wielding his sword, on the other 

hand, the Lunar would be left clutching his shirt while his 

blade slides to the floor from somewhere on his chest or 

back. 

SHUFFLING USEFUL TREASURES 

Cost: 1+m; Mins: Dexterity 3, Essence 3;  
Type: Simple (Dramatic Action) 
Keywords: None 
Duration: Indefinite 
Prerequisite Charms: Sleight of Shape 

First it was a flower. Then a blade of curdled night. Who is 

to say the Lunar did not bind her soul to it in-between? 

Certainly not her opponents, who are more occupied with 

bleeding out. This Charm is a dramatic action of one hour 

which the Lunar spends meditating on the varied nature of 

her panoply. At the end of this period she may commit any 

number of motes to this Charm, acquiring a special pool of 

attunement motes of equal size to her commitment. 

While this Charm is active, the Lunar may use this pool to 

reflexively attune to any artifact she owns upon swapping 

its location using Sleight of Shape. She may also deattune 

from artifacts upon swapping them, returning the 

attunement motes in full to their special pool (these motes 

are also returned if such artifacts are deattuned in some 

other fashion). 

YEDDIM-IN-NEEDLE MATRYOSHKA 

Cost: 5m, 1wp; Mins: Dexterity 4, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Obvious, Touch 
Duration: Instant 
Prerequisite Charms: Sleight of Shape 

Mortals can hide whole worlds within a fleeting thought – 

imagine what strange things a Witch could use as caches. 

This Charm allows the Lunar to store any object she owns 

and is touching inside another object she is touching – the 



stored object twists and swirls like water down a plughole 

before vanishing entirely into an Elsewhere-pocket within 

its unconventional container. The object can be safely 

removed with another application of this Charm (by any 

Lunar) – alternatively, it can be released by destroying the 

container, but doing so inflicts a number of unsoakable dice 

of bashing damage on the released object equal to the 

destroyed container’s “damaged” health levels (Exalted, 

pp. 154), to a minimum of one. 

Stored objects are Obvious to the Lunar, while other 

characters can detect that there is an object within the 

container only through a magically-enhanced Investigation 

roll at a difficulty of (Lunar’s Dexterity upon activation x 2). 

A Lunar cannot store more than one object inside a 

container – she can, however, use this Charm to store 

objects that are themselves containers, to a maximum 

recursion of (Essence) objects. 

A second purchase of this Charm allows the Lunar to use 

consenting or inactive characters in place of objects. 

Characters used as containers benefit from (their Essence) 

automatic successes to rolls to detect the object hidden 

within them, while characters stored within a container 

instinctively understand its nature, and (though they are 

not actually in physical contact with it) can make attacks 

against their strange prison until it is destroyed, halving the 

damage they would normally receive for being released in 

this fashion. If a stored character destroys a container that 

is itself held in Elsewhere, they are immediately released 

into reality as though whatever magic was holding the 

container in Elsewhere had ended. 

BOXING WITH SHADOWS 

Cost: 3m; Mins: Dexterity 2, Essence 2;  
Type: Reflexive (Step 2) 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: None 

The witch seems more like an optical illusion than a living 

creature, a fighter that could never be touched, much less 

struck. This Charm enhances any attempt to dodge an 

attack, allowing the Lunar to ignore all penalties that apply 

to her Dodge DV. Note that inapplicability is not a penalty. 

If she successfully dodges that attack, she may instantly 

move (Dexterity + 2) yards in any direction at the end of 

Step 10, after resolving any counterattacks or non-damage 

effects – this movement is Obviously supernatural if she 

moves more than (Dexterity) yards. 

A second purchase of this Charm at Dexterity 3+ allows the 

Lunar to increase its cost by three motes to extend its 

duration to One Action. Used in this way, the maximum 

number of yards she may dart away decreases by one each 

time she does so in that action, to a minimum of zero. 

CHARITABLE SILHOUETTE AMBUSH 

Cost: 3m (+1wp); Mins: Dexterity 3, Essence 2;  
Type: Reflexive (Step 2) 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: Boxing With Shadows 

Flailing enemies become reliable shields against the wrath 

of the world, as the Lunar ducks and weaves between her 

unwilling bodyguards. This Charm enhances any attempt to 

dodge or parry an attack, allowing the Lunar to use the 

higher of the ranged or hand-to-hand Cover DV bonuses 

available to her, regardless of the nature of the attack. In 

addition, she may treat any characters at close range other 

than her attacker (i.e. those within range of normal hand-

to-hand combat) as an additional 25% cover, to a maximum 

of 90%. A Lunar completely surrounded by five Immaculate 

Monks could dodge and weave between them, benefiting 

from a +4 cover bonus. 

If the Lunar successfully dodges or parries the attack, she 

may spend a single point of Willpower in Step 10 to redirect 

it at any one of the characters or objects she was using as 

cover, other than the attacker themselves. The attack is 

resolved once more, but with that character or object as its 

new target – as this is effectively the same attack, it uses 

the same number of rolled attack successes as when the 

Lunar avoided it, and automatically benefits from any other 

effects (such as Charms) without the attacker needing to 

declare or pay for them. 

LURKING COMPANION METHOD 

Cost: 2m; Mins: Dexterity 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Obvious, Touch 
Duration: One Scene 
Prerequisite Charms: Boxing With Shadows 



The Lunar becomes a friendly shadow, her movements 

mirroring an ally’s in a way that compensates for their 

weakness and enforces their strength. This Charm targets 

one character the Lunar is touching. While she is within 

(Dexterity) yards of this character, her shadow links with 

theirs - she is able to take reflexive Defend Other actions to 

protect them, and can silently and reflexively render them 

aware of any attack she has noticed, negating the 

unexpected tag as necessary. In addition, any attack she 

and this character make against the same target on the 

same tick is automatically considered to be a coordinated 

attack (Exalted, pp. 144). The Lunar cannot shadow more 

than one character at once in this way. 

ECHOES-AND-VIOLENCE CENACLE 

Cost: — ; Mins: Dexterity 3, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Lurking Companion Method 

The witch’s entourage are a synchronized shadowgang who 

flow around each other like blood. This Charm permanently 

enhances its prerequisite, allowing the Lunar to activate it 

multiple times to shadow up to (Dexterity) characters at 

once. Additionally, while the Lunar is in range of a character 

she is shadowing, she may allow them to benefit from 

Lurking Companion Method as though they themselves 

were using it to target the Lunar and any other characters 

she is shadowing. As such, they may all reflexively defend 

one-another, alert one-another to surprise attacks, and are 

all treated as being coordinated with one-another when 

attacking. 

NOT-QUITE-THERE SHOT 

Cost: (3-4)m; Mins: Dexterity 3, Essence 2  
Type: Supplemental 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charm: Any Dexterity Excellency 

Even when a projectile leaves the hand, it can be stirred 

into hunting life if infused with the anima of the Lunar 

Exalted. Like a living thing, it twists and deforms in flight, 

trailing silver light. The foes of the Chosen of Luna well 

know the dangers of an arrow which has grown wings to fly 

up only to dip down over a wall or a thrown knife in the 

dark which squeezes through a crack in the door. This 

Charm enhances a ranged attack, and nullifies all penalties, 

except wound and multiple action penalties, to that attack. 

This Charm costs 3m if the Lunar is using a natural weapon, 

an attuned artifact, or a weapon she has a positive Intimacy 

towards, and 4m otherwise. 

SECOND SHOOTER SUSPICION 

Cost: 4m; Mins: Dexterity 3, Essence 2  
Type: Supplemental 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charm: Not-Quite-There Shot 

Those who look only towards the Lunar Exalted will never 

see the arrows that hit them in the back. This Charm 

conceals an attack with a projectile weapon. The attack is 

made against an initial target which can be a character or 

an inanimate object. The attack is silent, and the projectile 

vanishes from sight as soon as it fired or thrown, 

sublimating into the Beyond as the shot that could have 

happened is rendered impossible. It does no damage 

against its intended target. Between one and (Essence + 

Dexterity) ticks later, chosen by the Lunar when this Charm 

is activated, the shot is 'fired' from the targeted location at 

a different target declared when this Charm is activated, 

using the same successes as for the initial attack and 

benefiting from any Charms which enhanced the first 

attack. Cover and other external penalties are applied from 

this new position, which means it can be used to bypass 

cover. Characters must gain (Lunar's Essence) successes on 

a (Wits + Awareness) roll to realise by the hints of oddness 

in its echo and its tumble that it did not originally come 

from that position. At Essence 3, this Charm upgrades. If it 

successfully "hit" the first target, characters who fail that 

roll are affected with an Illusion that they saw the target 

fire the shot, which is unnatural mental influence and costs 

1wp to resist. 

RELENTLESS BLADE-HOUND ATTACK 

Cost: 3m or 2m; Mins: Dexterity 3, Essence 2; 
Type: Supplemental 
Keywords: Combo-OK, Obvious 
Duration: Until target's DV refreshes 
Prerequisite Charms: Not-Quite-There Shot 



This Charm supplements a ranged attack, causing the 

thrown blade or launched ammunition to buzz like a deadly 

insect or hum like a child at play as it loops and swerves. 

Regardless of whether it strikes its target, the weapon 

attacks again of its own volition – at the start of the target’s 

next action, after their DV refreshes, the attack repeats 

Steps 1-10, effectively being thrown at them a second time, 

using the Lunar’s traits as normal. The Lunar does not need 

to be within her weapon's range for this effect to take 

place, though if she is within her engagement range she 

can enhance the repeated attack with other Charms as 

normal. This Charm’s cost is reduced by one mote if the 

attack being supplemented is itself a repeated attack. 

This repeated attack aborts if the weapon is knocked from 

the air before it can make its attack, which requires an 

attack roll against the weapon in question at a difficulty of 

[Lunar's Dexterity] with a -3 external penalty. After 

completing its assault, the weapon reacts as it normally 

would, generally by falling to the ground. If the weapon or 

ammunition would normally lodge itself in a wound, 

disintegrate after use or otherwise be unable to repeat its 

initial attack, it is replaced by a glowing anima-replica with 

the same non-magical traits, which dissolves after use. 

At Dexterity 5+ the Lunar may redirect her repeat-attacks 

at any character within her engagement range, instead of 

the original target. 

IMPOSSIBLE MURDER METHODS 

Cost: 2m or 4m; Mins: Dexterity 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Not-Quite-There Shot 

The moonsilver assassin leaves no trace, a liquid dagger 

that slays with a caress. This Charm supplements any attack 

the Lunar makes, removing any external evidence of it. A 

blade sweeps cleanly through rippling flesh, leaving 

unblemished skin in its wake even as the enemy collapses. 

An arrow emerges with no resistance out the back of its 

target, collapsing those organs it passed through without 

inflicting a single lasting mark. Unless the Lunar wills 

otherwise, this cover-up also applies to any collateral 

elements of the attack – expended ammunition dissolves 

into thin air, while scorch marks from a firewand wriggle 

away into the shadows. Any attempt to determine the 

nature, extent or source of the victim’s injuries 

automatically fails if the doctor cannot freely examine the 

victim’s internals, and otherwise increases its difficulty by 

one. The Lunar may increase the cost of this Charm by two 

motes to frustrate even internal examination, leaving the 

target apparently completely unharmed, even as they 

suffer and die - magical internal diagnosis still functions, 

but with the difficulty increased by four. 

If the Lunar knows Horrifying Silver Insurgent Strike, she 

may use this Charm to instead render injuries visible, but 

nonsensical. A woman whose ribcage was crushed by a 

hammer-blow might instead have intact ribs but lungs filled 

with fungi and crystal, while a man whose throat was 

ripped out might seem to have swallowed an delicate 

wooden carving of a fish found only on a single island in the 

West. 

COULD-HAVE-BEEN BARRAGE 

Cost: 5-7m, 1wp; Mins: Dexterity 4, Essence 2  
Type: Extra Action 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charm: Not-Quite-There Shot 

The necessity to shoot once per attack is a limitation the 

Lunar Exalted are more than willing to bypass. One 

projectile fractures in mid-air to become the many different 

ways it could have fired, the mitosis of violence sending 

child fragments to strike down their foes from could-have-

beens. This Charm is a magical flurry containing a total 

number of ranged attacks equal to (Dexterity). The attacks 

bypass rate and suffers no multiple action penalties, while 

the flurry as a whole imposes a DV penalty equal to (the 

highest penalty for any attack + the number of attacks over 

the base Rate of the weapon made). The Lunar makes 

these attacks by drawing upon the impossible actions they 

could have taken, and therefore makes one attack roll and 

separately compares the attack to a separate defender with 

each attack in the flurry. Use of Excellencies to enhance this 

attack must be paid separately for each attack which 

benefits. 

The first attack in this flurry must target any enemy the 

Lunar could reach. Later attacks consume no ammunition, 

but must be aimed at targets within 10 yards of the 



previous target or the Lunar. The cost of this Charm is 7m, 

1wp normally, but only 5m, 1wp in the Wyld where the 

mutability of reality makes it easier for the Lunar to draw 

her could-have-been attacks from the Beyond. 

WAITING-FOE SHRAPNEL SNEAK 

Cost: 4m; Mins: Dexterity 4, Essence 3  
Type: Supplemental 
Keywords: Combo-OK, Obvious, Crippling 
Duration: Instant 
Prerequisite Charm: Not-Quite-There Shot 

Why accept that the pain has stopped after the projectile 

hits? Why not instead leave a present so they will 

remember the folly of attacking the Lunar Exalted? This 

Charm supplements a ranged attack. If the attack inflicts 

damage, the projectile - on top of doing whatever other 

effects it would normally do - flows like quicksilver, 

plugging the wound with brilliant light the colour of the 

Lunar's anima banner which invalidates Stealth like a 8-10m 

anima and is a Crippling effect. Between one and (Essence 

+ Dexterity) ticks later, chosen by the Lunar when this 

Charm is activated, the light detonates in a hail of 

minuscule anima-projectiles made of light and the target's 

flesh and blood. The eruption fills a radius of (Essence x 2) 

yards around the target, acting as a one-time 

environmental hazard with (Dexterity + Overwhelming 

value of initial attack) lethal damage with Overwhelming 2, 

and a Trauma of (Dexterity). Against the initial target, the 

damage is Piercing, and Overwhelming 3, and the difficulty 

of any roll to stop bleeding from the wound is increased by 

(Essence). 

Prompt action can snuff out the light before it vomits forth 

its anima-projectiles. With a Miscellaneous action which 

can be taken by anyone who can touch the target, or the 

target themselves, of (Wits + Occult) against Difficulty 

(Dexterity) the glowing plug can be drawn out, where it 

dissipates harmlessly. This inflicts an additional point of 

unsoakable bashing damage on the target. 

HORRIFYING SILVER INSURGENT STRIKE 

Cost: - (+ 1-3m); Mins: Dexterity 4, Essence 3  
Type: Permanent 
Keywords: Emotion, Obvious, Shaping 
Duration: Permanent 
Prerequisite Charm: Not-Quite-There Shot 

A single shot from the dark can do more to break a 

formation than any amount of glorious obvious shining 

heroism. When one's projectiles can deform and twist 

suffused as they are by Lunar Essence, there are whole new 

avenues open to the Chosen of the Moon. This Charm 

permanently enhances its prerequisite. This Lunar may 

involve this Charm reflexively by spending the activation 

cost whenever she kills or mortally wounds an enemy with 

an enhanced attack. As a base effect, the Charm ensures 

that the method of death inflicted by the projectile is 

horrific and terror-inducing. An arrow may swell to the size 

of a water-melon within someone's chest, or a thrown rock 

may ricochet within the body until not one organ remains 

intact. Every enemy or neutral character who witnesses the 

death must compare the Lunar's (Essence + base Weapon 

Damage) to their Dodge MDV, and if their DMDV is lesser, 

suffer an Emotion effect inducing paranoia and terror 

which imposes an Internal penalty equal to the Lunar's 

(Essence) to all actions, reflexive and otherwise, for the 

remainder of the scene, and creates an Intimacy of 

Paranoia towards the world. This is unnatural mental 

influence which costs 3wp for mortals and 1wp for other 

beings to resist, which also renders them immune to the 

effects of this Charm for a day. This Charm costs 3m 

normally, but only 1m if the attack was made from surprise. 

As an option, the Lunar may also ensure that anyone who 

looks at the corpse within five days of its death has it made 

Obvious to them that she was the killer next time they are 

in a situation where they are Joined Battle against her. This 

enhances the rating of any stunt within that combat which 

plays off this knowledge by one level. 

MURDER-NOT-WAR 

Cost: - ; Mins: Dexterity 5, Essence 4  
Type: Permanent 
Keywords: Overdrive, Native 
Duration: Permanent 
Prerequisite Charm: Horrifying Silver Insurgent Strike 

The best blow against a foe is one where they have no 

chance of retaliation. Let other duel on the field of honour. 

The Exalted were made to murder the creators of reality, 

and there are those among the Lunar Exalted who have not 

forgotten those origins. This Charm grants the Lunar a 10 

mote offensive pool. She gains one offensive mote on any 

action she injures a foe from outside their engagement 



range. She gains one offensive each time she kills an 

opponent from outside their engagement range, or with a 

surprise attack. However, such practices also reject the idea 

that one should throw one's life away instead of living to 

fight another day. Once the Lunar has taken 3 or more 

points of bashing damage, or any lethal or aggravated 

damage from enemy action during a combat, this Overdrive 

Charm ceases to provide motes for the remainder of the 

scene. 

EBONY MOTH MANOEUVRE 

Cost: 2m; Mins: Dexterity 2, Essence 2;  
Type: Simple (Speed 4) 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: None 

Gathering the shadows of her palm into something that 

could be a creature or a blade, the Lunar prepares to leave 

her prey scrabbling in the strange darkness. This Charm is 

an attack targeting any light source (Exalted, pp. 135) 

within (Lunar’s Dexterity x 50) yards – it deals no damage if 

it hits, but the light source is immediately extinguished, and 

cannot be re-lit in this scene. The Lunar herself can see by 

the extinguished light as though it were still burning, a 

bruise-purple aura flickering unseen by others. Exalts with 

flaring animas can be targeted by this Charm, but it 

automatically fails if their Essence is higher than Lunar's – 

further, they are not actually rendered any less noticeable 

– their anima is still just as visible, but becomes filmy and 

diluted, illuminating nothing. By default, this attack uses 

(Dexterity + Thrown), but Archery can be used if the Lunar 

has access to an appropriate weapon into which she can 

load her shadow, while Martial Arts or Melee can be used 

to target light sources at close range. 

At Dexterity 3+, Essence 3+, this Charm can be used to 

target up to (Dexterity) light sources with a single 

activation, at a cost of two motes each.  

IVORY BUTTERFLY DIVERSION 

Cost: — ; Mins: Dexterity 2, Essence 2;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Ebony Moth Manoeuvre 

The Witch casts her distractions like pearls before swine. 

This Charm permanently enhances its prerequisite, allowing 

the Lunar to invert her shadow-blade with a flick of the 

wrist, turning it into a sharp-edged thing of moonlight. If 

she does so, she may use it to target anything within range, 

rather than just a light source. Instead of extinguishing 

light, the projectile detonates with an eerie flash. Anyone 

who witnesses the attack striking home (or is within [rolled 

attack successes x Essence] yards, regardless of their facing 

or ability to see) is targeted by a Compulsion forcing them 

to closely investigate the point where the attack struck, 

searching for some evidence of its source. This unnatural 

mental influence lasts for (Lunar’s Dexterity x 3) ticks, and 

can be rejected by spending two points of Willpower. A 

character who does not reject the Compulsion suffers an 

irresistible Illusion at the end of the duration, convincing 

them the flash must have been nothing – a figment of their 

imagination or light reflecting off swamp-gas.  

DISCARDING ARGENT GLORY 

Cost: 1-2lhl, 1wp, 0-1ahl; Mins: Dexterity 3, Essence 4; 
Type: Simple (Speed 4, -2DV) 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Ivory Butterfly Diversion 

The Exalted are set above all other men, and such honour, 

as the Chosen of the Gods, should sit on them like a cloak, 

obvious for all to see in their resplendent magnificence. 

And if one is as naive to actually believe that, it might be 

necessary to remember which goddess the Lunars are the 

chosen of. The Lunar's fingers sublimate into light as she 

seizes her own anima banner, and casts it aside, open 

striations forming over her body as the anima tears away. 

To hit a specific target, this is a (Dexterity + Thrown) attack 

with a range of (Essence x 10) yards, adding (Essence) 

automatic successes. If it hits a sentient being, it latches on 

as a Crippling effect, tiny hooks of anima-light wrapping 

around them to hold itself secure. If the Lunar misses, or 

does not target anyone specifically, it glows like a cold 

bonfire of anima light over a piece of nearby terrain, 

centred around the Lunar's caste mark. 

The Exalt's anima will remain attached to that target until it 

reduces in intensity following the normal rules for an 

anima, or until the Lunar spends any Peripheral Essence or 

would increase or flare their anima for any other reason, 



whereupon it instantly flashes back like an arrow to its 

greater self. It does not cease to shine if a target it is 

attached to is killed or destroyed. This Charm costs 2lhl, 

1wp normally, but the cost is increased to 1lhl, 1ahl, 1wp if 

the anima is at the 8-10 mote level or higher. 

DEADLY NIGHT'S SHADE 

Cost: 2m, 1wp; Mins: Dexterity 2, Essence 2;  
Type: Simple (Speed 3, -1 DV) 
Keywords: Combo-OK, Emotion, Crippling, Obvious 
Duration: Instant 
Prerequisite Charms: Ebony Moth Manoeuvre 

Luna is the goddess of the night, and her Chosen carry it 

with them no matter where they go. The Lunar gathers a 

shroud of moonlight and shadows from the fabric of her 

anima, and casts it wide. All characters within (Dexterity) 

yards with a Dodge DV lower than the Lunar's (Dexterity + 

Willpower) are blinded as a Crippling effect, their eyes filled 

with shadows and gleams of silvery light. The blindness 

lasts (Dexterity) actions for heroic characters and Essence 

users, and penalises sight-based Awareness rolls by -2 dice 

until the sun next rises as half-seen flickers still dance at the 

edge of vision. Mortal extras and (as an exception) least 

gods are blinded until the sun next rises, and gain, as an 

Emotion effect, an Intimacy of "Paranoia" towards the 

world. 

At Essence 3, this Charm automatically upgrades to allow 

the Lunar to spend an additional +2m to affect a radius of 

(Dexterity)^2 yards. 

 

NIGHT-KNIFE TRICK 

Cost: 4m; Mins: Dexterity 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Deadly Night's Shade 

A dagger in the dark is worth a thousand swords at dawn. 

How fortunate then, that a Witch can bring the darkness 

with her. This Charm constitutes a reflexive attempt to re-

establish surprise (Exalted, pg. 156) in conjunction with an 

attack, as the Witch wreathes her blow in shadow and 

moonlight. This attempt is always valid in that it can be 

rolled in any circumstance, but is otherwise resolved 

normally.  

BACKSTAB-WARY BACKSTABBER ATTITUDE 

Cost: 3m; Mins: Dexterity 4, Essence 2;  
Type: Reflexive 
Keywords: None 
Duration: Instant 
Prerequisite Charms: Night-Knife Trick 

Witches are easily able to anticipate the most underhanded 

of sneak attacks. They just imagine what they would do. 

This Charm may be activated in response to any potential 

threat to the Lunar within range of her senses, enabling it 

to be detected perfectly. Against unexpected attacks, this 

Charm also removes the unexpected tag, allowing the 

Lunar to defend normally against them. 

Further, each activation of this Charm in response to 

unexpected attack allows the Lunar to stock a free use of 

Night-Knife Trick, up to a limit of (Dexterity) uses - Witches 

are perfectly willing to steal ambush tactics from their 

assailants. Any unused activations of Night-Knife Trick 

dissipate at the end of the Scene. 

CLOUD-OBSCURES-MOON METHOD 

Cost: 8+m; Mins: Dexterity 4, Essence 2;  
Type: Reflexive (Step 2) 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Deadly Night's Shade 

Veils of moonlight, flesh and penumbral shadow flow like 

water as the blows and arrows of foes pass through the 

moon-witches of Luna. The Exalt invokes this Charm in 

response to an attack, which cannot be unexpected. This 

Charm is a dodge which perfectly defends against the 

attack, even if the attack is undodgeable. It also snuffs out 

a non-magical light source of the Lunar's choice within 

(Willpower) yards, who may choose to move to the location 

of the light source if she wishes. 

This Charm costs 8m when the Witch is in "no visibility" 

conditions from the point of view of her attacker, 9m when 

she is in "poor visibility" and 11m when she is in "clear 

visibility", as defined on p135 of the corebook. Her own 

anima does not count for this calculation; the light of her 

soul flickers and twists to aid her defence. Against 



environmental hazards she counts only the light emitted by 

the hazard for calculating this cost; a fire will incur 

increased cost while a flesh-flaying sandstorm will not. This 

counts as a unique Flaw of Invulnerability for the Charm. 

HEART'S LEFT HAND 

Cost: 10m; Mins: Dexterity 4, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Intimacy-Anchored, Obvious 
Duration: One scene 
Prerequisite Charms: Deadly Night's Shade 

In the hours of midnight, when the Unconquered Sun's face 

is turned from Creation, the shadowy host of Luna moves 

to defend Creation from that which threatens it. From the 

Witch's heart, a form of moonlight and shadows unfolds, 

silvery threads connecting it back to its source. It takes a 

shape linked to the Intimacy which anchors the Charm - 

love for one's wife may take her idealised form, beautiful in 

grayscale, while hatred for the Realm may be a warrior with 

a dead dragon slung over his back. With this Charm active, 

the Lunar may move other objects commanding the shade 

as if moving them with his body. The penumbral essence 

construct obeys his thoughts, using his natural Dexterity, 

and Strength equal to his Willpower. The associated Ability 

to use this shade is Awareness, whether for attacking with 

direct force or hurling objects, or to determine effective 

(Strength + Athletics) total for a feat of strength. The shade 

takes a -3 external penalty when using non-improvised 

weapons, and uses the lower of (Awareness and the normal 

Ability) for rolls when wielding weapons. 

Moving objects with the Heart's Left Hand requires the 

same actions to be carried out as normal. All actions suffer 

a range penalty, with a distance increment of (Dexterity + 

Awareness). When the shade no longer holds an object, it 

falls as normal, and only (Dexterity /2) objects may be 

manipulated in this way at once. Grabbing anything that 

resists requires a clinch attack, but any opponents who win 

control of a clinch may only choose to escape and may not 

grapple the Exalt. Moreover, clinches can only be 

maintained with renewed control rolls as normal; targets 

can’t be held aloft with merely reflexive effort. The shade 

may deflect projectiles and weaken blows unlike most 

ranged attacks, as represented by the parry option 

provided by the Charm’s Defence rating. Actions which 

oppose the Intimacy-Anchor automatically fail, as the 

Lunar's heart rebels. 

Shade Strike: Speed 5, Accuracy (Dexterity + Awareness), 

Damage (Willpower)B (Overwhelming 2), Defence 

(Dexterity + Awareness), Rate 4, Range (Dexterity + 

Awareness) 

Shade Clinch: Speed 6, Accuracy (Dexterity + Awareness), 

Damage (Willpower)B (Overwhelming 2), Rate 1, Range 

(Dexterity + Awareness) 

WITCHING HOUR'S STRIDE 

Cost: 4m; Mins: Dexterity 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Obvious, Warden 
Duration: Indefinite 
Prerequisite Charms: Ebony Moth Manoeuvre 

What horrors slip through the night, too fast to track, too 

nimble to stop? This Charm doubles the Witch's movement 

speed after all other modifiers when Outside of Creation, or 

when the Daystar is not in the sky. This only applies when 

she travels on foot, or on a mount which is an Outsider, and 

manifests as a strange fleeting unsteadiness to the Lunar's 

motion, as if she was just a shadow cast by a cloud in front 

of the moon. 

At Essence 3+, the Lunar may increase the cost of the 

Charm by +1m. While it is active, she may Dash reflexively 

as if she was taking a Move action. This leaves Obvious 

flickers of silver and shadow in her wake, which flake off 

from her skin. 

PENUMBRAL GLOOM POWER 

Cost: - ; Mins: Dexterity 3, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Witching Hour's Stride 

Inhaling the night's air, the Witch suckles at the hollow 

places between the stars and steals the power that 

accretes in unlooked-for places. The Lunar gains an 

additional ten mote Peripheral pool. It may only be refilled 

by the following means. When in Creation, she gains one 

mote per hour when the Daystar is not in the sky. When in 

Malfeas, she gains one mote per hour she spends in the 



shadow of the Shadow of All Things or under the Typhoon 

of Nightmares, or in the catacombs where Ligier refuses to 

shine. When in the Underworld, she gains one mote per 

hour she spends in the Labyrinth, or, if she is a Creature of 

Death, one mote per hour regardless of where she is. The 

Wyld is rich with power which can be stolen from the teat 

of chaos, and so she always gains one mote per hour when 

in the Middlemarches or deeper. 

OBFUSCATED FAMILIARITY 

Cost: - (1m/hour); Mins: Dexterity 5, Essence 4; 
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Heart's Left Hand, Penumbral Gloom 
Power 

Drawing on the lessons of her heart and of the theft of 

power, the Witch lets her own shadow nurse upon the 

power within her. This act shocks it to life, awakening it 

into divinity. Upon learning this Charm, the Lunar's shadow 

becomes a god in its own right, with Essence equal to 

(Lunar's Essence - 1), and is by its very nature an Outsider. 

The Lunar's player and the Storyteller should design the 

newborn god around the personal themes of the Lunar, 

shadows and Luna, and it may learn spirit Charms 

appropriate to those themes. It appears as a shadowy 

version of the Witch's current form, and automatically 

gains any physical mutations the character currently has, 

changing whenever the character changes forms. It obeys 

her as a bound demon would, and has an unbreakable 

positive Intimacy towards the Lunar - though the precise 

context of the Intimacy may change. 

By default, the shadow-familiar slumbers dormant. During 

such times, it appears to be a mundane shadow, even if 

sometimes it might lag behind its master's movements or 

appear subtly different. It only naturally regenerates motes 

when inactive, and during such times is an invalid target for 

any effect which does not target shadows. It costs the 

Lunar one mote per hour to allow it activity, and this cost 

must be paid from the Peripheral pool granted by 

Penumbral Gloom Power. While it is active, the shadow-

familiar may freely move, and unless it pretends otherwise 

the Lunar will appear to lack a shadow. 

The Witch adds (Dexterity + Essence) in automatic 

successes to contest any effect which would supernaturally 

deprive her of her shadow. If she successfully contests the 

effect, the shadow-familiar may reflexively make a surprise 

attack against the attempted thief. If her shadow is 

successfully stolen, she loses access to her shadow-familiar 

until the next new moon, whereupon the hostile effect 

automatically ends. If her shadow-familiar is killed, it 

automatically regenerates at the next new moon. If it is 

killed with a spirit-killing Charm, a new shadow-familiar 

forms in the next Calibration, although it is a separate being 

with no shared memories and a different personality to the 

previous one. If the Lunar is killed, sometimes the shadow-

familiar dies too. Sometimes it escapes; the Director-

General of Troglodytic Creatures was once the shadow of 

the First Age Lunar Tammuz, and after his death sought 

employment in the Bureau of Nature under Luna. 

As a Chimeric (6) function of this Charm, at this level of 

Permanent Limit the shadow-familiar ceases to mimic of 

the Lunar, and instead has the personality, mentality, 

Intimacies, Virtues and Panoply Charms of one of the Other 

Selves not currently in control. It does not need one mote 

per hour to be paid to allow it to be active, and recovers 

motes normally. It retains all the Charms it knows normally. 

Among some such Lunars, the Other Self shadow-familiar 

learns to detach itself from its 'master', and wanders off, 

taking her echo and ability to appear in mirrors with it. 

Should the Witch later regain her unitary self, the shadow-

familiar will often be strangely altered by such a bout of 

Chimerism. 

NIGHT-TRAPPER’S BAFFL ING SNARE 

Cost: 5m (1m); Mins: Dexterity 3, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: None 

The edges of the world were a terrible trap that the Silver 

Pact built for the warhawks of the Shogunate – a pity that it 

was sprung from the outside, and so consumed many of its 

makers. This Charm supplements an action to construct a 

trap (Scroll of Kings, pp. 153), allowing the Lunar to 

accomplish (Dexterity) hours of work for every hour she 

invests – a Dexterity 4 Lunar would be able to construct a 

stake trap in just five minutes, for example. Traps 



constructed in this way have a strange appearance, their 

details rendered hazy like shadows cast by moonlight. The 

difficulty to detect them is increased by two, and the Lunar 

may commit a single mote to add any restrictions she likes 

to their triggers, even ones that make no physical sense – 

that stake trap might only be activated if stepped on by a 

red-headed woman, or while it is night, or both. This mote 

decommits itself when the trap stops being functional for 

whatever reason. 

At Essence 3+, the Lunar may build her traps to be 

temporary, vanishing without a trace after a set amount of 

time or a set number of victims have triggered them. 

Further, she may build her traps with no regard for 

environmental concerns as a Shaping effect – pitfalls in 

solid bedrock or snaglines that dangle from nothing. Such 

traps are as much shadow and moonlight as they are 

physical, and as such are Obviously supernatural once 

detected. One such impossible trap may not be built 

directly into or on top of another. 

HUNTER-AS-BAIT GAMBIT 

Cost: 0m; Mins: Dexterity 4, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Native, Overdrive 
Duration: One scene 
Prerequisite Charms: Night-Trapper’s Baffling Snare 

The witch is well-acquainted with the gnashing teeth of the 

night, and slips through such hazards like a greased eel – 

her opponents are less fortunate. While active, this Charm 

provides the Lunar with an empty ten-mote Overdrive pool. 

Whenever one of the Lunar’s enemies is harmed by a trap 

or environmental hazard, or fails an action that was 

impeded by an environmental penalty, the Lunar gains one 

offensive mote. Whenever the Lunar suffers in the same 

fashion, the Lunar loses one offensive mote. If the Lunar 

was responsible for the existence of the trap, hazard, or 

penalty in question (whether by scattering caltrops or 

asking a local rain god for a favour), these gains and losses 

are increased to three offensive motes. These gains and 

losses only apply a maximum of once per action each. 

BORROWED JOYFUL RIDE 

Cost: 2m; Mins: Dexterity 3, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK, Crippling 

Duration: Indefinite 
Prerequisite Charms: First Dexterity Excellency 

The bounding muscles of a good mount, the hum of an 

Essence engine; these are wonderful things that help 

convey people across long distances. Such speed is ripe for 

theft. This Charm supplements a physical attack against a 

mobile target. If the target suffers any levels of damage, as 

a Crippling effect their speed over long distances is reduced 

to half of what it would otherwise be, and they must roll to 

resist Fatigue or require repair twice as frequently as 

normal as thin strands of Lunar essence snarl and constrain 

them. This does not affect their combat-speed; the theft of 

their vigour is subtle and wasting. This effect remains active 

until all the damage inflicted by the attack is healed or 

repaired, or the mount or vehicle is destroyed, whereupon 

it automatically ends. Used against a rider or passenger, it 

also affects any non-magical mount or vehicle they use, as 

mysterious illnesses strike the mount and vehicles lose 

wheels or break down. At Dexterity 4, Essence 4, it may 

affect magical mounts and magical vehicles as a Shaping 

effect. 

When the Lunar has motes committed to this Charm, she 

may Touch a mount, vehicle, or herself, and commit an 

extra mote. This transfers the stolen speed to the 

designated target, and their speed over long distances is 

increased by an amount equal to that which the target has 

lost, based on their current state. For example, if they are 

sleeping in a bed, then the speed is based on that of a 

human, while if they are in a Cirrus Skiff the speed of that 

craft is used. This effect is Stackable, and any given target 

may benefit from (Lunar's Essence -1) gifts of stolen speed. 

If this would more than double their normal speed, the 

effect is Obvious as ghost-flickers of the "donors" flash in 

its wake. 

PUMPKIN CHARIOT PRANA  

(Shards of the Exalted Dream, pp. 168-169) 

This Charm functions as written, except that it is a Dexterity 

Charm with a prerequisite of Borrowed Joyful Ride. 

Additionally, the shadow of the Lunar's vehicle changes to 

match that of the vehicle whose traits she is borrowing, as 

an Obvious manifestation of this Charm.  



MAGIC TEATRAY METHOD 

Cost: — ; Mins: Dexterity 4, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Pumpkin Chariot Prana 

The Lunar is a hero and a monster, a witch and a warden, a 

human and a beast, all at once. In this light, it is hardly 

unlikely that a chair should also be a boat, or that a blade 

should be an airglider. This Charm permanently enhances 

its prerequisite, allowing the Lunar to use it to transfer the 

traits of an imprinted vehicle onto a controlled mount, or 

object that is not actually a vehicle, such as a daiklave, 

corpse, or bookshelf. Such a target cannot be more than 

(Essence) times smaller than the vehicle being imprinted 

onto it. If the Lunar loses control of such a mount, this 

Charm deactivates, and objects targeted in this way cannot 

be bolted or otherwise fixed to the ground – if a Lunar 

wishes (for irony’s sake) to ride a “Stop” sign, she must 

uproot it first. 

Using Pumpkin Chariot Prana in this fashion requires that 

the Lunar commit an additional (imprinted vehicle’s 

Resources cost – transformed object or mount’s Resources 

cost) motes, to a minimum of one, for the duration of the 

improvised vehicle’s use. Depending on how the Lunar 

handles her unconventional conveyance, balance checks 

may be required. 

SUDDEN VESSEL METAMORPHOSIS 

Cost: — ; Mins: Dexterity 4, Essence 4;  
Type: Permanent 
Keywords: Shaping, Obvious 
Duration: Permanent 
Prerequisite Charms: Pumpkin Chariot Prana 

When a Witch is at the helm, penny-farthings become 

armour-plated multi-seaters and tanks are slimmed down 

into sleek military mountain bikes. This Charm allows the 

Lunar to warp vehicles she uses Pumpkin Chariot Prana on, 

imparting onto them the shape or size or robustness of the 

imprinted vehicle. Additionally, the Lunar may choose 

which of the imprinted vehicle’s Speed, Manoeuvrability, 

Endurance, health levels and soak to apply, rather than 

automatically applying all of them. She may even choose to 

apply its Cargo and Passenger capacities, though doing so 

actually warps the vehicle to include this space, increasing 

its size appropriately. Physical alterations to a vehicle 

revert when the imprint is removed, as they bulge and 

bend back into their original shape – more or less. 

STAMINA 

"Stasis is death" 

LIVING FOSSIL MEDITATION 

Cost: - ; Mins: Stamina 1, Essence 1;  
Type: Reflexive 
Keywords: Combo-OK 
Duration: Indefinite 
Prerequisite Charms: None 

To change is to live – to be unchanging is death. There are 

situations in which death is preferable, for a time. This 

Charm renders the Lunar inactive, sending her into a death-

trance until she deactivates this Charm. In this state, any 

casual or medical analysis of her body reveals that she is 

dead – even perfect diagnosis only provokes a roll-off to 

which she adds (Stamina) automatic successes. The witch 

needs no air, food or drink, does not heal, age or respire 

motes, is immune to any environmental damage based on 

cold or pressure, and any ongoing effects currently 

afflicting her, such as diseases, poisons or bleeding are 

stalled – they are still present, but do not affect her while 

she is “dead”. She is, for all intents and purposes, frozen in 

time, a stasis that does not apply to any objects on her 

person except those she is attuned to or has a positive 

intimacy toward. This Charm can be activated while 

inactive (such as when sleeping, or incapacitated). 

During her sojourn into extinction, the witch is rendered 

utterly senseless, unable to take any action other than 

deactivating this Charm – she does not even dream, though 

upon awakening she might recall an unfelt feeling of icy 

water around her. She is only made aware of the world 

outside, in a beat of unconscious urging, whenever she 

suffers a health level of damage, or when one of her pre-

set “triggers” is met (she can distinguish between these). 

She may set up to (Stamina) triggers upon activation, 

though they may only concern the passage of time or 

physical events within normal sensory range of her sessile 

body – “the light of a Lunar anima” would be a valid trigger, 



as would “a hundred years have passed” or “fresh air is 

available”. 

If the Lunar knows Dead Witch Walking, she may treat this 

death-trance as sleep for all purposes, and gains the ability 

to activate any Lunar Charms she knows that can be 

activated while inactive, such as Living Phantasm Form or 

Eidetic Exploration Eminence. 

FRAGILE GLASS BURIAL 

Cost: 2m; Mins: Stamina 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Obvious, Touch 
Duration: Indefinite 
Prerequisite Charms: Living Fossil Meditation 

Things die, and return to the earth, but often their tombs 

are less opaque than their killers would like, and the eyes of 

the dead stare outward, pristine and unblinking. This 

Charm targets any object or character the Lunar is 

touching, shrouding their movements in a thin silvery mist 

– while the Lunar remains in physical contact with them, 

they are subject to all the benefits of Living Fossil 

Meditation, but can still think, perceive and move as 

normal. Characters under this effect feel an unnatural, 

prickling coldness all over their body, which applies a -1 

internal penalty to all sensory rolls based on touch, and 

reduces all wound penalties by one. 

At Essence 3+, the Lunar can spend a single point of 

Willpower after having spent five uninterrupted long ticks 

using this Charm on an unmoving target (for obvious 

reasons, targeted characters must be willing, incapacitated 

or appropriately restrained). The anima-mist coalesces 

around the target as a Shaping effect, becoming a nigh-

indestructible resin that seals them away for eternity. This 

coffin is translucent, a diamond-like substance run through 

with thin veins of moonsilver and tinted with the colour of 

the witch’s anima, with a Hardness of (Lunar’s Stamina x 3) 

and (Lunar’s Essence) health levels. It is immune to 

environmental damage, and destroying it inflicts two 

unsoakable levels of aggravated damage on the character 

or object inside. It melts away into mist when one of its 

triggers is met (as defined in Living Fossil Meditation), 

forcibly ending the Charm, or when the Lunar herself 

decommits the two motes spent on the Charm. A Lunar 

who dies can ensure that one of these perfect glass coffins 

remains intact, regardless of her absence. 

At Essence 6+, this Charm can be used to target structures 

(or structure-scaled characters), though such a use requires 

that the Lunar apply this Charm to each individual object-

scale component of that structure in turn, committing only 

one additional mote for every subsequent component. 

LIFE-LOCKING CARESS 

Cost: 5m; Mins: Stamina 4, Essence 3; 
 Type: Simple (Speed 4) 
Keywords: Combo-OK, Shaping, Obvious, Touch 
Duration: One scene 
Prerequisite Charms: Fragile Glass Burial 

Sometimes, people try to run from the hunter on their tail. 

But one cannot run if locked in static bonds. Reaching out 

with a hand wreathed in liquid light, the Witch touches a 

target and makes a (Stamina + Larceny) roll at a difficulty of 

the target's Essence. If successful, the light envelops them, 

ensnaring them utterly, before evaporating, carrying their 

dynamism away with it. Success makes that character 

completely incapable of large-scale movements from his 

current position as a Shaping effect. He is still capable of 

taking other smaller-scale actions normally, such as 

attacking or maneuvering to dodge. If used on an inanimate 

object, it will not move regardless of force applied to it - 

this can come in handy when sealing a door or building a 

temporary bridge - but can still be destroyed allowing 

passage past them. 

Targets cannot be moved by Knockback or other forms of 

forced physical movement. Instead, such effects instead 

slam them against the very air, causing that character to 

suffer an instantaneous environmental hazard. The hazard 

deals lethal Damage equal to half the number of yards the 

character would have otherwise traveled (maximum 25L), 

with Trauma 5. 

Heroic characters and Essence users can attempt to throw 

off this Shaping effect by rolling (Essence + Willpower) as a 

miscellaneous action. All successes rolled through these 

actions are counted towards a cumulative difficulty of the 

Witch’s (Essence x 5), and once this target number has 

been reached, the Shaping effect ends. However, no more 

than one such action can be included in any flurry. 



SHIFTING DUALITY BALANCE 

Cost: 4m; Mins: Stamina 2, Essence 2; 
 Type: Simple (Speed 4, -0 DV) 
Keywords: Combo-OK 
Duration: One Scene 
Prerequisite Charms: None 

Shunting her mass into Elsewhere or converting it into 

wispy ephemera, a Lunar can make herself nearly 

weightless. She may treat any surface, even that of a lake 

or cloud, as if it were solid enough to bear her weight and 

any Knockback distance she suffers is tripled. Alternatively, 

she can reverse these effects by channelling her anima into 

physical substance to become incredibly heavy. This triples 

her weight, dividing jumping and Knockback distances by 

three, and doubling rolled successes for Blockade 

Movement actions. The two modes are exclusive, although 

the Lunar may switch between them freely with a Misc 

(Speed 4, DV -0) action. 

With a repurchase at Essence 3, the Lunar may pay a 

surcharge of +2m to grant themselves both the heft of a 

boulder and the lightness of air. She may reflexively pick 

and choose any or all of the Charms qualities to apply to 

herself. 

SIZE-AND-SKIN DANCE 

Cost: -; Mins: Stamina 2, Essence 2;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: None 

Once upon a time, a Witch remarked, "oh, to be a fly on 

that wall." Then she thought, and she smiled. That day is 

now buried under the curses of the Witches' foes, and the 

mountain grows still. 

This Charm permanently enhances the Lunar's capabilities, 

allowing her to either assume forms smaller than a mouse, 

or forms larger than a yeddim, chosen upon purchasing this 

Charm. A repurchase opens both options to her. 

In both cases, forms are represented by applying multiple 

tracks of the Large and Giant, or Small mutations, with the 

second iteration applying the same progression to the first. 

An infant mouse might be represented as Small 6/3, while a 

louse would be Small 6/6. Likewise a creature as large as a 

horse compared to an elephant as an elephant would be 

compared to a human, could be represented as Large 6/1, 

Giant. 

VORACIOUS SWARM-SELF UNDERSTANDING 

Cost: -; Mins: Stamina 3, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Size-and-Skin Dance x2 

The Witch smiles as cockroaches crawl from her body, her 

flesh transforming and dividing until nothing remains but 

the swarm. This Charm permanently enhances the Lunar's 

capabilities, allowing her to pay a surcharge of +5m when 

assuming the form of a creature the size of a rat or smaller 

to become an endless multitude of such beasts, covering an 

area (Essence x 3) yards in diameter. In this form the Witch 

is considerably less vulnerable to conventional attacks, 

reducing the final damage of any attack directed at her 

which does not affect an area at least 1 yard in diameter by 

1, to a minimum of 0. 

The Witch may act normally in this form, directing portions 

of her swarm-self to carry and manipulate objects, or 

speaking with the voice of a legion. However, she may not 

attack normally as a swarm. Instead, she may direct her 

swarm-body to rabidly devour anything within or passing 

through itself, as an environmental hazard with a Damage 

of (Lunar's Strength)/Action and a Trauma of (Lunar's 

Dexterity). The Witch may spread herself more thinly to 

increase the diameter of her swarm by (Essence) yards, at 

the cost of reducing the Damage and Trauma of her 

devouring attack by 1 each time she does so. 

HYBRID BODY REARRANGEMENT 

Cost: - ; Mins: Stamina 1, Essence 1;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: None 

Even the newest Lunar knows that their shape is a 

convenient truth. It is but a simple step to realise that the 

body is just as pliable as the mind wants it to be. This 

Charm modifies the Lunar's Shapechange actions, by giving 

them an additional (Essence) mutation points which may 



be spent on any mutations in the Lunar's form library, and 

do not increase the mote commitment. In addition, forms 

the Lunar takes need not represent real creatures; she can 

mix and match mutations from any form she has 

internalised freely. 

At Essence 3, this Charm upgrades. The Lunar may, with the 

expenditure of 3wp whenever she takes a Shapechange 

action, internalise any externally applied mutations 

currently affecting her. This adds the mutations to her form 

library, and they count as having been applied by her own 

actions, allowing her to remove them with a Shapechange 

action.  

NIGHT BREEZE'S SIGH 

Cost: 1m or 3m; Mins: Stamina 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK 
Duration: Indefinite 
Prerequisite Charms: Hybrid Body Rearrangement 

Life fills Creation, from the bottom of the deepest oceans 

of the West to microscopic lifeforms living in the clouds. 

The Lunar Exalted find the idea that they could only survive 

in Creation to be laughable. The Lunar's lungs (or 

equivalent) bud with specialised organelles and the chakra 

flows of her internal essence twist into crescents that bud 

unseen from her skin, motonic mouths gasping for the 

hidden breath of the cosmos. With 1m committed, she can 

breathe safely in all conditions and environments, suffers 

no ill effects from low pressure, and is immune to all 

airborn Poison and Sickness effects, magical or otherwise. 

With 3m committed, her metabolism goes into overdrive, 

Obvious alterations bulging though the skin as her lungs 

purify a bubble (Essence + Stamina) yards in radius, 

extending these benefits to everyone within the volume. 

Even in vacuum, the Lunar can exhale enough gas within 

the protective reaches of her anima-field to enable others 

to breathe and maintain atmospheric pressure. 

At Essence 3, Stamina 4, this Charm may be repurchased. 

While it is active, the Lunar is immune to all Poison effects, 

airborne or otherwise. The radius created by the 3m 

version increases to (Essence + Stamina) x 10 yards. The 

Lunar may convey the benefits of the 1m version of this 

Charm upon others, as a separately activated Shaping 

Touch-keyworded effect, and they remain so-modified as 

long as the motes for that activation remains committed. 

RIDING THE WEIRD STEED 

Cost: — ; Mins: Stamina 2, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Hybrid Body Rearrangement 

Six-legged horses and tigers that burn bright, the mounts of 

the Lunar Exalted mirror the strangeness of their riders. 

While the Exalt is riding a mount, she includes its form in 

her Heart’s Blood library (she must be actually riding the 

mount, not just grappling or touching it). Further, 

whenever she uses Hybrid Body Rearrangement to provide 

herself with mutations, she may provide mutations from 

her Heart’s Blood library of equal or lesser value to 

whichever mount she is riding, at no additional cost. She 

may also apply this Charm with regard to mutations from 

Totemic Self Announcement, but (unless her mount is 

already an example of her base totem-species) such 

mutations must be the same as those she provides to 

herself. 

Mutations provided by this Charm fade at the end of the 

scene, or when the Lunar uses this Charm to apply 

mutations to another mount, whichever comes first. 

Despite not existing in the Lunar’s own body, these 

mutations can be affected by Mighty Moon-Ranger Morph. 

At Stamina 3+, the Lunar can use this Charm to benefit 

object-scale vehicles, though the Storyteller should 

adjudicate which ones will have actual effects and which 

are simply cosmetic when applied to an unliving construct. 

CHANGE INTERNALISING ACCEPTANCE 

Cost: 4m; Mins: Stamina 2, Essence 2;  
Type: Reflexive (Step 10) 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: Hybrid Body Rearrangement 

"You would change my flesh?" asks the laughing silver-eyed 

man. "Fine, it will change. But only I get to choose how it 

changes." This Charm may be activated in Step 10, 

whenever the Lunar is affected by a Shaping attack, to 

reject the change. She instead manifests any mutation 



within her form library, which remains present for a scene 

before reintegrating into her flesh. Multiple activations of 

this Charm in a single scene delay the reintegration 

process; the second activation takes two scenes for the 

mutation to vanish, and so on. Alternatively, she may shift 

the external power into her anima banner, elevating it by 

one level, up to a maximum of the 11-15 mote level at 

which point it is saturated. The anima banner diminishes as 

normal. 

At Stamina 4, Essence 3, this Charm may be repurchased. 

This also allows the Charm to defend against Crippling 

attacks, flesh warping and twisting as fur blossoms from a 

limb which would have been severed or a cut-out eye is 

remade out of anima-light. 

LIFE'S LESSONS LEARNT 

Cost: 8m [0m]; Mins: Stamina 3, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Touch, Training, Crippling-
Anchored, Shaping 
Duration: One pregnancy 
Prerequisite Charms: Change Internalising Acceptance 

The lessons of life are harsh-gained by experience. A 

Witch's touch can convey such knowledge down the 

generations to ready the unborn for the harshness of the 

outside world. To use this Charm, the Lunar touches a 

pregnant living being. This Charm ensures that the mother 

survives the birth, prevents miscarriage, and adds (Stamina) 

automatic successes to contest any effect which would 

contest this. Furthermore, this Charm conveys the 

knowledge of the parents to the child. As a Training effect, 

when the child is born they automatically gain a dot in the 

highest Attribute possessed by the mother (who chooses in 

the case of a tie), and a dot in each of the highest Abilities 

of the two parents. Furthermore, if, during the pregnancy, 

the mother increases her own Attributes or Abilities, the 

increases are gained by the child upon birth as a Training 

effect, to a maximum of 4 dots. 

Such mutability comes at a cost of oddness. For each 

Attribute and Ability dot gained by the child, they also 

receive one mutation point, which must enhance lessons 

"learned" by the parents by their life, and which 

furthermore aesthetically are connected to the themes of 

Luna and the Lunar Exalted. Use of this Charm on an 

expectant mother leaves a silvery birthmark around the 

size of a palm where the Lunar touched the woman, as a 

Crippling-Anchored effect. 

Lunars who know this Charm who become pregnant may 

grant the benefits of this Charm to their children. Use of 

the Charm in this way is an Instant activation, and lacks the 

Crippling-Anchored keyword. 

MAYFLY'S ALLEGIANCE 

Cost: 1+m; Mins: Stamina 3, Essence 3;  
Type: Reflexive (Step 10) 
Keywords: Combo-OK, Social 
Duration: Indefinite 
Prerequisite Charms: Change-Internalising Acceptance 

 

Even the most eloquent speech is only a stone thrown into 

the pond of a Moonchild's mind. Its ripples do not last. This 

Charm may be activated in response to a social attack. 

Committing a number of motes equal to the Willpower cost 

to resist the social attack, the Witch accepts the 

consequences of the attack, but can freely dismiss its 

effects by ending this Charm at any time after the current 

Scene ends. 

PHASE-TO-PHASE SHIFT 

Cost: 4m, 1wp; Mins: Stamina 4, Essence 3;  
Type: Reflexive 
Keywords: Combo-OK, Obvious 
Duration: One Scene 
Prerequisite Charms: Change Internalising Acceptance 

With a sigh, the Lunar accepts that she is but flesh and 

bone and blood and Essence, and with that truth, she 

exhales herself. The Lunar's body becomes subtly 

delocalised, as the Essence within her and the owned 

possessions on her body becomes dominant over the flesh. 

She interacts with the immaterial and the material equally, 

and sees both states of being at the same time. In addition, 

with the vicissitudes of her body prevalent she may fit 

through any gap a mouse would be able to fit through, and 

adds her Essence or Stamina, whichever is higher, in 

automatic successes against any attempt to escape a 

grapple. She must physically force herself through things 

she could not fit through normally, flesh suspended and 

separated in an Essence field, as she is taking advantage of 



the de-localised nature of her body. It takes a 

Miscellaneous action to do so. 

SICKNESS-SHIFTING SUBTLETY 

Cost: - (4m or 5m 1wp); Mins: Stamina 3, Essence 2;  
Type: Permanent 
Keywords: Touch 
Duration: Permanent 
Prerequisite Charms: Change Internalising Acceptance 

A disease is a thing, a pattern of toxic essence, and nothing 

more. One who knows that stasis is death also knows that 

even diseases must change. This Charm guarantees that 

any attempt the Lunar makes to treat a Sickness is 

supernatural. In addition, after treating a patient, she may 

spend 4m, and convert the disease into any other natural 

disease whose Morbidity is no more than 1 different from 

the original disease for every 3 successes she got on the 

treatment roll. Against incurable diseases such as the Great 

Contagion whose power fights even the most skilled 

healing attempts, she must instead spend 5m, 1wp to do 

this. Morbidity may be raised or lowered, either should the 

Lunar wish to sabotage a healing attempt or find it 

necessary to make a disease more lethal to its patient in 

order to lower its Virulence and prevent it from spreading. 

If the Great Contagion is cured in this way, the cured 

character merely receives (Lunar's Essence /2) automatic 

successes to resist it in future, rather than immunity. No 

Moon scholars in the Contagion were horrified at the way 

that reinfection seemed to auto-catalyse other illnesses in 

the body to become like them, and feared that their 

treatment methods were something the terrible plague 

was adapting around. 

At Essence 5 and Stamina 4, the Lunar may convert 

diseases into supernatural ones as well as natural ones, 

although things as potent as the Great Contagion are 

beyond her capacity to bring into being. 

GROWTH-HARDENING RESTORATION 

Cost: 3m, 1wp; Mins: Stamina 4, Essence 3; 
 Type: Dramatic Action (15 minutes) 
Keywords: Combo-OK, Shaping, Training, Touch 
Duration: Instant 
Prerequisite Charms: Change Internalising Acceptance x 2 

The forms of men are fixed, and this is how they can be 

crippled. The Lunar Exalted remove this constraint and 

bring wellness behind it. This Charm allows the Lunar to 

cure Crippling injuries by granting the target as a Training 

effect a mutation in from her form library which could fulfil 

its role. A lost eye can be replaced by a Lidless Demon Eye, 

a missing hand by an oversized crab's claw. Human shapes 

in the form library are a valid source of Cosmetic 

Mutations, and will appear as they did for the "donor". If 

the target is in experience debt when the mutation is 

granted, the Lunar must also assign them negative 

mutations from her form library to bring the total cost of 

the mutations to zero, and those negative mutations must 

in some way be thematically linked to the positive 

mutation. For example, to replace a man's knocked-out 

teeth with wolf's teeth may also impose a dietary 

restriction. 

CHEST-EGG FOE-GIFT 

Cost: 4-5m; Mins: Stamina 4, Essence 3;  
Type: Supplemental 
Keywords: Combo-OK, Obvious, Sickness 
Duration: Instant 
Prerequisite Charms: Sickness Shifting Subtlety, Growth-
Hardening Restoration 

Others cannot contain the protean force of Lunar Essence 

and so perish in change. By forcing a barb of anima into a 

wounded foe, she may conduct the ever-changing power of 

her exaltation into them, flooding them with moon-slick 

radiance which creates new life from the wreckage of old. 

This Charm supplements any physical attack. If the attack 

inflicts damage, the foe, in addition to any other 

consequences, contacts the Sickness Bride's Liar Flush. This 

Charm costs 5m normally, but only 4m if the Lunar has 

used Change Internalising Acceptance to defend against a 

Shaping attack earlier this scene. 

At Essence 5, this Charm upgrades, and the Sickness can 

infect spirits and Fair Folk as if they were mortal. Fair Folk 

and spirits killed by this Sickness die permanently, their 

vital essence devoured in full by the effects of the Sickness. 

DISEASE: BRIDE'S LIAR FLUSH 

Virulence: As listed for the Charm which inflicts it. If no 

Virulence is listed, no roll is permitted to resist infection. 



Bride's Liar Flush is a product of the terrible power of the 

Lunar Exaltation, and so may only be caused by Lunar 

Charms. 

Morbidity/Treated Morbidity: As described in the Exalted 

corebook, save that they begin at (Essence/2) rather than 

1. From thereon in, they increase normally. 

Symptoms and Duration: The first stages of the infection 

feel simply like cramp, a pain in the stomach and torso 

which might be gas from a bad meal. Within ninety 

minutes, however, the bulge in the stomach (or equivalent) 

can no longer be ignored. The Lunar Essence has taken root 

in the vital organs, and is slowly twisting them into new 

form, patching a tumour-child together from heart and 

lungs of the target around a seed-core of argent essence. 

The pain grows and the target begins to show signs of 

organ failure as the false pregnancy rapidly develops, the 

cursory maintenance that the parasite performs for the 

host insufficient in the long run. Perversely, an 

androgynous beauty reminiscent of the Two-Faced Bride 

begins to appear in the target, who gains 1 dot of 

Appearance per day infected as a Training effect. Death, 

when it comes, is quick, as the tumour-child tears its way 

out of its host, leaving a hollowed out shell. 

Treatment: Full treatment requires the target's chakras to 

be punctured with carefully placed needles (Difficulty 4), to 

vent the mutagenic essence and invert the disease's 

course, then months of care to rebuild and strengthen 

organs damaged by the process. However, it is possible 

with a Difficulty 2 roll to kill the tumour child with a needle 

into its developing heart, which inflicts 3 levels of lethal 

damage on the host. The disease goes into remission for a 

lunar month, before it returns. 

Special: A target killed by this disease has the tumour-child 

burst from their wasted torso as a full independent being. It 

takes the soul of the host with it as it goes, making it liable 

to have the Past Lives Background if the host was human. 

The Lunar stats the tumour child as a natural Genesis 

construct with a Genesis rating equal to her Essence only 

using mutations from her form library upon infection; it is 

assumed that any construct insufficiently small to fit into 

the chest cavity of the host will grow quickly upon exit. 

This disease can infect spirits and Raksha as if they were 

Exalted. Fair Folk infected lose one dot of their Graces per 

day they are infected as a Crippling effect, to a minimum of 

1, as the tumour-child sups at their false Virtues to make it 

grow big and strong. If cured, lost dots return at a rate of 

one per week. Tumour-children gestated within a Fair Folk 

are Creatures of the Wyld. 

GLORIOUS LUNAR CUCKOLDING STYLE 

Cost: - (1wp or 1wp, 1 Limit); Mins: Stamina 3, Essence 2;  
Type: Permanent 
Keywords: None (Crippling) 
Duration: Permanent 
Prerequisite Charms: Change-Internalising Acceptance 

The shape of a man is written into him by his parents 

before he is even born. But the witches of the Argent 

Madonna know that shape is like a robe, to be donned as 

one wishes, and they can seize control over both parts of 

the genesis of life. Whenever the Lunar conceives a child, 

whether she is the father or mother and regardless of what 

shape she currently occupies, she may choose to override 

the vital essence of herself or the other parent (or both). 

She selects a form in her form library, or her true form, and 

may treat the overridden partner as having some or all of 

the mutations which compose the form, including Cosmetic 

Mutations. The child inherits those mutations following the 

usual rules for mutations possessed by one parent, but not 

the other. 

The child still metaphysically and spiritually descends from 

their true parent, and so cannot acquire spirit-blood or a 

chance for a Terrestrial Exaltation even if the pseudo-

parent would have produced such a chance. Children made 

where she fills both roles are identical clones, counting her 

as both mother and father, in an exception to the normal 

rules. The Witches have found uses for this Charm in 

breeding hybrids with features of both man and beast, 

producing "bastards" who conveniently can dispute an 

empty throne, and in their eugenics lines. 

When the Lunar is the father and would change the 

mother's contribution, this counts as a Crippling effect on 

Charm activation, and so the mother has recourse to 

defence against it. When she is the mother and would 

change the father's contribution, or when she changes her 

own contribution, there is no such protection. 



At Essence 4, this Charm automatically upgrades. The Lunar 

may force the protean wellspring of her soul into overdrive 

upon conception, and emulate the nature of spirits in her 

cuckoldry. If the full mutation package of a form which 

could produce a spirit-blooded child is imposed, the Lunar 

may take a point of temporary Limit and the child will 

become a spirit-blood of an appropriate type, if a "normal" 

conception of that type would produce such a child. 

However, even the might of the Lunar Exaltation cannot 

emulate the elemental power of the Terrestrial Exaltation 

and so a chance to produce a Dragonblooded child cannot 

be manufactured this way. 

PROGENERATIVE HETEROGENEITY PRACTICE 

Cost: 5m, 1wp; Mins: Stamina 4, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Touch, Crippling-Anchored, Shaping 
Duration: Instant 
Prerequisite Charms: Glorious Lunar Cuckoldry Technique 

A Witch touches a man, merely in passing. He feels a slight 

sting, and thinks nothing of it. Perhaps he recalls that touch 

when his next child is born with a serpent's teeth and scales 

and legs fused into a tail. The Chosen of Luna use this to 

contaminate bloodlines and permit their own followers to 

bear moon-altered children with equal proficiency. The 

Lunar chooses a form in her form library (or her natural 

shape) when activating this Charm, as if she were using the 

basic version of Glorious Lunar Cuckoldry Technique. From 

that point onwards, the target's contribution towards any 

conception is modified by that Charm with the designated 

form, whenever they would sire or mother a child. 

The place where the Lunar touched the target is marked 

with an irregularly-shaped silvery blemish the size of a little 

fingernail; this is a Crippling-Anchored effect. Such a mark 

does not bleed if pricked with a pin. If a character has at 

least Occult 2, a successful (Perception + Occult) roll at 

difficulty 3 can identify the purpose of the mark and what 

form it imposes on the children - the eugenics-savants of 

the Dynasty are well aware of the peculiarities that such 

things can inflict and so keep a keen eye out for them. If 

the blemish is cut out with a heated or silver blade 

(incurring a point of lethal damage on the target) the 

Charm's effects end - this also removes the effects from 

any as-yet unborn child. 

SILVER-AND-CHERRY BLOSSOMS 

Cost: - (1 Permanent Limit) ; Mins: Stamina 4, Essence 4;  
Type: Permanent 
Keywords: Crippling-Anchored 
Duration: Permanent 
Prerequisite Charms: Growth-Hardening Restoration, 
Glorious Lunar Cuckolding Technique or Any Stamina 
Excellency 

From the passions of Witches are sometimes born a few 

children who partake of a fraction of the power of their 

parents. This was not intended in the designs of the 

Incarnae - indeed, it was meant to be impossible - and yet it 

is so. Upon conceiving a child, regardless of whether they 

are the father or the mother, the Lunar may choose to 

accept a single point of Permanent Limit. This point of 

Permanent Limit expires after fifteen months. She must 

also "donate" up to (Essence - 1) forms, a minimum of 1, 

from her form library, losing access to them permanently. 

Such conceptions inevitably produce multiple foetuses. Just 

as inevitably, only one ever survives to term, for the 

developing child absorbs or devours its siblings in the 

womb. Any successful attempt to prevent this nullifies the 

effects of this Charm. Likewise, regardless of the form or 

nature of the mother or any other mutations applied, such 

a pregnancy always lasts for fifteen months as recognised 

from the reference frame of Creation - though in 

compensation the mother will always have a nearly 

painless delivery which heals instantly. 

The grandchildren of Luna are fey, strange babies with a 

singular nature and yet several shapes. The child is born 

with Essence 1 and Enlightened Essence, calculated as for a 

god-blood, and is an Outsider. In addition, they know a 

variant of the Shapechange Charm which has Duration: 

Instant, and is Native to them personally. The forms they 

can assume are their "natural" one and the forms donated 

by their Lunar parent. The donated forms appear as generic 

examples of that mutation package, rather than the precise 

version the Lunar would have used, and furthermore their 

ages are scaled to match that of the child - this can produce 

unusual results, such as a baby who has the innate capacity 

to turn into an infant stomach bottle bug. These forms age 

at the same rate as the child. 

The child has the capacity to learn further Spirit Charms as 

a god-blood would, with themes appropriate to the Lunar 



Exalted or Luna. They learn Attribute Excellencies rather 

than Ability Excellencies, but still possess the spirit dice cap. 

Lunar Charms may be used as reference for themes and 

ideas for Charms, but any capacities should be scaled as 

Spirit Charms would be. These children cannot normally 

raise their Essence above 3, but should they complete their 

Motivation or receive an Essence Endowment they may pay 

the XP to raise their Essence to 4 and shed their mortal 

skins, becoming gods. They retain their Outsider status. 

Standing orders in Heaven automatically assign such new 

gods to Luna's office in the Bureau of Nature. 

Should the pregnancy not survive to term, the cost of the 

Charm in the form of permanent Limit and lost forms is 

refunded to the Lunar. If the Lunar is the father, a non-

Exalted Essence-using mother gains, as a Crippling-

Anchored effect linked to the pregnancy, temporary access 

to the Shapechange Charm which will be known by the 

child. Lunar mothers instead temporarily add the forms to 

their own form library. If both mother and father are 

Lunars who use this Charm on a conception, each may 

donate up to (Essence -1) forms to the child. 

As a Chimeric (6) function of this Charm, Lunars who meet 

that condition instead grant the child the capacity to learn 

Spirit Charms appropriate to the themes and personality of 

the currently dominant Other Self rather than the Lunar 

Exalted and Luna. 

SPOILS-OF-WAR GRAFT 

Cost: - (+2-7m); Mins: Stamina 4, Essence 3;  
Type: Permanent 
Keywords: Training 
Duration: Pemanent 
Prerequisite Charms: Growth-Hardening Restoration 

To take what made one's foe strong, and use it for your 

own benefit; is that not the order Creation runs off? 

Certainly, it is what Luna and her Exalted hold to be true. 

This Charm improves Growth-Hardening Restoration. 

Instead of granting a replacement from the Lunar's form 

library, with a surcharge of two motes the Lunar may 

instead choose to heal the Crippling injury using an 

appropriate donor graft which was removed from its living 

host in the current scene. The target gains whatever 

mutations would be appropriate for the new organ, 

regardless of the mutation cost, though they must still pay 

for the experience cost of the mutations. This can also be 

used to graft on mutations for which the target has no 

original equivalent, though they must still be appropriately 

injured for the graft to take - for example, by breaking their 

shoulderblades so the bones jut through the skin, wings 

could be attached to the snapped bone. 

In addition, should the Lunar instead have paid a seven 

mote surcharge when activating this Charm's prerequisite, 

should the donor have had an Attribute or Ability rated 

higher than the target's, the target can gain a single dot in 

such an Attribute or Ability as a Training effect, as long as 

the donation can be thematically linked to the skill (for 

example, an eye might give Perception or Awareness, while 

a hand might give their skill at Craft or their fine Dexterity). 

This Charm may raise an Attribute or Ability up to a 

maximum of 4 dots. This automatically grants a Cosmetic 

Mutation representing the source of the prowess on top of 

the alterations from the graft. 

Alternatively, the Lunar may use Growth-Hardening 

Restoration to re-attach the target's own Crippled 

bodypart. In such a case, no surcharge is paid, and the Type 

of the Charm is Simple. This demands that the bodypart 

have been removed completely; an eye torn out can be 

stuck back in, but one merely punctured in its socket 

cannot be restored. Obviously, to do this the Lunar must 

have the organ to hand. 

SILVER EYED SKINNER STYLE 

Cost: 30m, 3wp; Mins: Stamina 5, Essence 5;  
Type: Dramatic Action (1 hour) 
Keywords: Combo-OK, Crippling-Anchored, Shaping, 
Training, Touch 
Duration: Instant 
Prerequisite Charms: Spoils-of-War Graft 

Mankind is weak, pathetic, useless. Mankind was given the 

gift of Exaltation, and promptly cast down their old 

oppressors. It was inevitable that the Witches of Luna 

would find a way to rend power from the hearts of beings 

mightier than man and endow it on the ones they choose. 

This Charm functions as its prerequisite, save that the 

donor must be a spirit and the target must be a mortal, 

enlightened mortal or character rendered a spirit-blood by 

Lunar Charms. In addition to the benefits from that Charm, 

the target is Endowed as a spirit-blood of the appropriate 



creature, permanently rendered an Outsider, heals as an 

Exalt, and gains as a Training effect Essence 2 and a single 

Spirit Charm which the target knows and which they can 

learn. In addition, they gain the capacity to carry out this 

Charm, waiving the requirements, but only to benefit 

themselves - they may not use it on others. The maximum 

mote cost of replicating this Charm is capped at the 

maximum size of their mote pool for these creatures. 

A spirit-blood created by this method is referred to as a 

skinner. A traditional method for Lunars who wish to create 

more subtle agents is to disembowel the target and replace 

their guts with that of the "donor", though that inevitably 

comes with dietary consequences. As a consequence of the 

Crippling-Anchored nature of this Charm, if the "donated" 

body part is Crippled the skinner loses access to their 

Essence pool until the injury heals, except for the purposes 

of using this Charm to gain a replacement. They may not 

learn new Charms using this Charm when they are in XP 

debt. 

Skinners labour under the limitation that the only way they 

can learn more Spirit Charms is by repeated application of 

this Charm, or by consumption of flesh. If this Charm is 

used on them again, they add the themes of the new graft 

to the ones they already have, and may also learn spirit 

Charms which fits those themes - this can produce 

chimerical monstrosities, as their Lunar master seeks to 

enable as much flexibility as possible. Skinners with 

multiple grafts must lose all grafted organs to loose access 

to their mote pool. Obviously, to accept a new graft they 

must have suffered a Crippling injury to do so. To learn a 

Charm by the consumption of flesh, they must consume 

(Minimum Essence of Spirit Charm x 2) lethal damage 

worth of flesh from a target which knows Spirit Charms 

within their current themes; this need not be done in one 

go, but in each scene they do so they must spend a point of 

willpower to "lock" the consumption in. Once sufficient 

flesh has been consumed, they may learn the Charm at 

their leisure, training normally for it. 

ALL-ENDURING WITCH BODY 

Cost: - ; Mins: Stamina 1, Essence 1;  
Type: Permanent 
Keywords: Stackable 
Duration: Permanent 
Prerequisite Charms: None 

Where mortals and beasts would die, the witch survives, 

scarred and forsaken but alive. This Charm can be 

purchased up to (Stamina) times, with each purchase 

granting the Lunar three additional -2 health levels and one 

extra -4 health level. 

REAPER-WRESTLING ATTITUDE 

Cost: 4m; Mins: Stamina 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK, 
Duration: Indefinite 
Prerequisite Charms: All-Enduring Witch Body 

Injury pumps the exalted metabolism of the Witch into 

overdrive, every ounce of flesh fighting its hardest for life. 

Organelles bud hidden in flesh to knit broken bones 

together, organs pulse with sudden vitality, and wounds 

refuse to give in and bleed. While this Charm is active, the 

character's natural healing rate is multipled by her current 

wound penalty, plus one. In addition, she adds her wound 

penalty to her Tolerance for any poison currently affecting 

her. If the poison has no natural Tolerance, it acquires one 

equal to the Lunar's current wound penalty, with an 

interval of one day. 

MONSTROSITY VITALITY EQUIVALENCE 

Cost: 1m; Mins: Stamina 3, Essence 2; 
 Type: Reflexive (Step 7) 
Keywords: Combo-OK, Action-Only, Stackable 
Duration: One scene 
Prerequisite Charms: All-Enduring Witch Body, Hybrid Body 
Rearrangement 

It was a creature out of a fantasy, a monster from off the 

edge of the map, and it simply. Would. Not. Die. The Lunar 

gains a single temporary -0 health level (Scroll of Errata, pp. 

12), which vanishes when this Charm deactivates. This 

Charm can be stacked a number of times equal to the 

number of Obvious Charms the Lunar has active – any 

mutations she is bearing that are not native to her current 

shape are considered to be active Obvious Charms for this 

purpose. Excess applications of this Charm automatically 

deactivate, taking their temporary health levels with them. 

SHAPE-BURNING HECATOMB 

Cost: 1wp; Mins: Stamina 4, Essence 3;  
Type: Reflexive 



Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Monstrosity Vitality Equivalence 

Why should the witch have to endure agonies alone when a 

multitude of other shapes wait, unharmed, beneath her 

flesh? In the name of survival, she burns through forms 

unassumed, her anima briefly seething over her skin like a 

bloody heat haze. Upon activating this Charm, the Lunar 

chooses up to (Essence) of the temporary health levels 

granted by Monstrosity Vitality Equivalence and cleanly 

removes them. Those applications of the Charm 

immediately deactivate, providing her with an equivalent 

number of offensive motes that she can place in any of her 

Overdrive pools. Any damage carried by temporary health 

levels removed in this way is lost – counter to the usual 

rules, it is not transferred into the Lunar’s normal health 

track. 

As an additional cost of this Charm, the Lunar loses forms 

from her Heart’s Blood library with combined mutation 

points totalling no less than the number of damage levels 

offset by this Charm. Lethal and aggravated damage levels 

are counted twice and three times, respectively, while 

cosmetic mutations are treated as having a value of one 

point each. Such forms are lost to Beyond, shredded on 

wounds that weren’t, and the last remnants of their shapes 

can be glimpsed in the haze of the Lunar’s anima as she 

activates this Charm. 

BASTION OF FLESH AND BONE 

Cost: 2m; Mins: Stamina 2, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK 
Duration: One Scene 
Prerequisites: None 

Reinforcing the structure of her own body, the Moonchild 

scorns the impotent flailings of her enemies. The Lunars 

natural bashing and lethal increases by +5B/+5L, and she 

may parry lethal damage without a stunt. 

At Essence 3, Stamina 3 this Charm automatically upgrades 

to allow the Lunar to instead commit 5m motes to increase 

their soak by +10B/+10L 

With a repurchase at Essence 3, Stamina 3 the Moonchild 

may commit up to (essence x2) motes to wreathe herself in 

an Obvious protective nimbus of witchlight that slithers 

across her skin, granting armoured soak equal to twice the 

committed motes. 

HARD-EARNED SILVER CALLUS 

Cost: 1m; Mins: Stamina 2, Essence 2;  
Type: Reflexive (Step 7) 
Keywords: Combo-OK, Stackable 
Duration: One scene 
Prerequisite Charms: None 

No matter how hard one strikes the Chosen of Luna, they 

will always rise again, tougher than before – though not 

necessarily any wiser. The Lunar may activate this Charm in 

Step 7 of any attack (or other damaging effect, such as a fall 

or environmental hazard) that has actually struck her, 

increasing her natural bashing and lethal soak by two for 

the rest of the scene. This Charm can only be activated 

once per attack, but can be stacked up to (Stamina) times. 

If stacked more than (Essence) times, it gains the Obvious 

keyword, as subdermal growths of bone and organic 

moonsilver begin to visibly bulge beneath the Lunar’s skin. 

A second purchase of this Charm allows the Lunar to 

activate it (Essence) times per attack, and increases the 

maximum number of times it can be stacked to (Stamina + 

Essence). 

TEMPERED SKIN MANDYLION 

Cost: - ; Mins: Stamina 3, Essence 2;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Hard-Earned Silver Callus 

The Lunar’s flesh is little more than a vessel for her 

impossible soul, an armoured and evolving sheathe. This 

Charm allows the Lunar to indefinitely retain her 

commitment to Hard-Earned Silver Callus, even past the 

end of the scene, provided that the Charm is not Obvious. 

Excess applications automatically deactivate at the end of 

the scene, as normal. In addition, the number of times 

Hard-Earned Silver Callus can be stacked before becoming 

Obvious changes to (higher of Stamina or Essence). 

At Stamina 4+, the Lunar ignores the mote cost of the first 

(Essence) applications of Hard-Earned Silver Callus. 



ARGENT EXOSKELETON CONVERSION 

Cost: 2m, 1wp; Mins: Stamina 4, Essence 3;  
Type: Simple (Speed 4, DV -0) 
Keywords: Combo-OK, Obvious 
Duration: One scene 
Prerequisite Charms: Hard-Earned Silver Callus (x2) 

The strands of moonsilver woven around the Lunar’s 

muscular fibres glow with Essence, erupting through her 

skin and pores into a pearly carapace or mercury skin of 

organic armour. This provides her with a Hardness rating 

equal to the number of applications of Hard-Earned Silver 

Callus she has active, to a maximum of ten, allows her to 

parry ranged and lethal attacks without a stunt or a 

weapon, and allows her to apply her natural lethal soak to 

aggravated damage. 

AEGIS OF ADAPTATION 

Cost: 2m; Mins: Stamina 3, Essence 2; 
 Type: Reflexive (Step 7) 
Keywords: Combo-OK, Obvious 
Duration: One action 
Prerequisite Charms: Hard-Earned Silver Callus 

There is a reason Luna stirs a gentle trickle of the Wyld into 

Creation’s fabric each night - all things must evolve or die, 

and she will not have the world fall stagnant. This Charm 

can be used in Step 7 of any attack that successfully struck 

the Lunar, allowing her to specify one aspect of the attack 

no broader than a single specialty. For the rest of the 

action, she reduces the post-soak (and minimum) damage 

of all attacks that would benefit from this specialty by one, 

to a minimum of zero. Her skin glows with strange markings 

every time she benefits from this Charm, their shape 

illustrating the nature of her adaptation to those who can 

make a (Perception + Lore or Linguistics) roll at difficulty 3 

to decipher them. 

Chosen aspects should focus on the nature of the attack 

itself (such as “a spear” or “Holy”) or relevant aspects of 

the attacker (such as “Caleb Ravejak” or “Immaculate-

trained”). Environmental aspects such as “on a ship” or “at 

night” are generally not valid, while aspects like “against a 

Lunar” should obviously be rejected. The Storyteller is, as 

ever, the ultimate arbiter of what is a valid aspect. 

ABLATIVE FLESH DEFENSE 

Cost: 8m; Mins: Stamina 4, Essence 2;  
Type: Reflexive (Step 8) 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Aegis of Adaptation 

The witch learns to give up advantages for the sake of 

immediate survival, sloughing off strips of armoured meat 

to redirect and absorb an attack. This Charm is activated 

after damage has been rolled for an attack (or similar 

damaging phenomenon), reducing its final damage to zero, 

after all other considerations. It also negates any Touch 

effects the attack might have carried, despite the fact that 

it successfully struck the Lunar. Once the attack has been 

resolved, the Lunar’s natural soak values are reduced by an 

amount equal to the attack's original post-soak damage or 

by five, whichever is less. If this would reduce her natural 

soak below zero, the Charm suffers a surcharge equal to 

the difference, as a unique Flaw of Invulnerability. Soak lost 

in this way returns at the end of the scene. 

WOUND-MASTERING BODY EVOLUTION 

Cost: - ; Mins: Stamina 4, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Aegis of Adaptation 

Like hammering bronze into armour, every blow toughens a 

Lunars flesh more and more. This Charm permanently 

upgrades its prerequisite, adding the Stackable keyword. 

Each attack that successfully hits the Lunar allows them to 

reactivate Aegis of Adaptation, stacking its effects to a 

cumulative maximum of (Essence) times. This cannot 

reduce a post-soak damage pool of more than 1 to 0. 

At Essence 4, the Lunar may pay a surcharge of +4m +1wp 

the first time they activate Aegis of Adaptation in a scene to 

extend its Duration to One Scene. Successive invocations 

do not pay this surcharge. 

If Aegis of Adaptation is used in this way, it cannot target a 

character or group. “Caleb Ravejak" and "Immaculate-

trained" would no longer be valid, although "Immaculate 

fighting styles" would be. 

MERCURY-FLESH BODY SCABBARD 

Cost: 3m (1m); Mins: Stamina 4, Essence 2;  



Type: Reflexive (Step 9) 
Keywords: Combo-OK, Counterattack, Obvious, Stackable 
Duration: Instant (Indefinite) 
Prerequisite Charms: Hard-Earned Silver Callus 

Humanity is a tool-using species, subsuming their natural 

capabilities beneath constructs of metal and wood. It is 

only appropriate that the Lunar reverse the process. The 

Lunar invokes this Charm against any attack that 

successfully hit her, providing her with a counterattack 

resolved in Step 9. This counterattack must be a disarm 

attempt (Exalted, pp. 158) aimed at the weapon used in the 

attack. It ignores the relevant called shot penalty, instead 

benefiting from automatic successes equal to the attack's 

post-soak damage (before any modifiers). A successfully 

disarmed weapon is not flung away – instead, it is stuck to 

the Lunar’s body like an insect on flypaper or a foot into a 

bog, and remains there for as long as she commits a single 

mote of this Charm’s cost. Time a weapon spends held in 

the Lunar’s flesh is treated as time spent meditating over it 

for the purposes of Argent Moon’s Armament. 

Retrieving a trapped weapon requires a miscellaneous 

action, with a (Strength + Athletics) roll at difficulty (Lunar’s 

Stamina). If the attacker has released their grip on the 

weapon, grabbing it will require a Martial Arts attack aimed 

at the Lunar. If the attacker has not released their grip, they 

suffer a -2 DV penalty against the Lunar’s attacks while they 

struggle to avoid her attacks. This Charm can be used in 

response to attacks normally immune to disarming, such as 

tiger claws or natural weapons – in this case, it does not 

provide a disarming attempt, but a straightforward grapple. 

NECESSITY BIRTHS SKILL 

Cost: 1wp; Mins: Stamina 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Stackable, Training 
Duration: One story 
Prerequisite Charms: Hard-Earned Silver Callus 

Battered and beaten, the witches retreat to the weird 

edges of the world, where they adopt those fleeting tricks 

necessary to survive. This Charm can enhance any of the 

Lunar’s rolls or static values, providing her with a single 

specialty dot relevant to that dice pool, which lasts until the 

end of the story. These temporary specialties do not count 

toward the maximum number of specialty dots a single 

Ability can sustain, but the maximum number of dice that 

can be added to a roll through specialties remains +3. A 

Lunar may permanently internalize a specialty created by 

this Charm at the normal xp cost with no need for any 

training time. 

This Charm can be purchased up to (Stamina) times, and 

can be stacked a number of times equal to (number of 

purchases x 3), though specialties that have been 

internalized through Training obviously do not count 

toward this limit. 

DEFEAT IS EXPERIENCE 

Cost: - ; Mins: Stamina 3, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Necessity Births Skill 

There is no teacher like defeat, and bitter medicine always 

cures better. This Charm permanently enhances its 

prerequisite, allowing the Lunar to activate it at no 

Willpower cost whenever she fails a roll, provided that roll 

would have benefited from the specialty she means to 

acquire. In addition, she may activate it in response to 

achieving victory in a resisted roll, providing the character 

she just defeated with the opportunity to instantly and 

permanently acquire a specialty relevant to the roll as a 

Training effect. 

BLOOD-AND-TEARS CRUCIBLE 

Cost: 5m, 1wp; Mins: Stamina 4, Essence 4;  
Type: Simple 
Keywords: Combo-OK, Emotion, Social 
Duration: Permanent 
Prerequisite Charms: Defeat is Experience 

Home and hearth – these things are but food for the beast 

called revenge, who grows with each defeat and slight into 

a righteous monster indeed. This Charm is a social attack 

the Lunar makes against any one non-heroic character, 

which must exploit one of their intimacies. If the intimacy is 

positive, the social attack must encourage the target to 

proactively protect it against some kind of threat, or else 

avenge it in some way. If the intimacy is negative, the social 

attack must encourage the target to take advantage of its 

weakness, or avenge the wrongs it has committed against 



them. Any slights or weaknesses invoked by this social 

attack need not be strictly real, provided the Lunar can 

convince her target that they exist. 

If successful, the target immediately becomes heroic, 

acquiring a new heroic Motivation defined by their player 

and the nature of the Lunar’s social attack – a Western 

slave cajoled into taking revenge on his oppressors might 

gain a Motivation of “overthrow the Lady Molus” or “kill all 

slavers in the West”. This unnatural Emotion effect can be 

resisted by spending a single point of temporary Willpower, 

but doing so erodes the exploited intimacy by one scene. 

CHARISMA 

"Creation longs to be commanded by one who feels" 

PASSION-INDUCING SILVER CAMEO 

Cost: 3m; Mins: Charisma 2, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: None 

Some carry a lock of their lover’s hair, or sleep beside a 

picture of their nemesis to keep their hate hot and fresh. 

The Chosen of Luna have no need for such trinkets – their 

obsessions are recorded on the fabric of their silver soul. 

The Lunar can use this Charm to enhance any attempt to 

create or remove an intimacy in another character, 

provided he possesses an intimacy identical to the one he is 

trying to create, or directly in opposition to the one he is 

trying to remove. The Lunar’s anima flares into an argent 

representation of the intimacy in question, which can be as 

literal or abstract as his player pleases, accentuating his 

every gesture and word with dazzling beauty or terrifying 

realism. The mental influence is rendered unnatural – or if 

it would already be, it instead applies an additional -3 

penalty to the target’s MDV. 

At Charisma 4+, this Charm can instead be used to help 

induce positive intimacies toward the fulfilment of one of 

the Lunar’s own intimacies; allowing him to create eager 

wingmen rather than romantic rivals. In addition, the Lunar 

can spend three additional motes to remove the Obvious 

keyword from this Charm by replacing its anima-display 

with a physical image or symbol of that intimacy - including 

the subject of the intimacy itself. 

PERSUASIVE WORLD-WHISPER  

Cost: 4m; Mins: Charisma 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Action-Only, Obvious, Shaping 
Duration: Instant 
Prerequisite Charms: Any Social Excellency 

The transitive nature of the Argent Madonna shines down 

upon the world, and touches everything she sees. The 

Lunar infuses an inanimate mundane object within 

(Essence) yards with the glow of her anima, shunting aside 

its least god and giving it a fleeting mind. Objects owned by 

another character require a (Charisma or Manipulation + 

Presence) roll, resisted by their owner’s MDV, while objects 

owned by the Lunar (or no-one at all) are automatically 

suborned to her will, allowing her to give it any one task to 

complete which is both basic to its nature, and would be 

possible without the continuous intervention of an outside 

party. A door can be ordered to unlock itself or swing on its 

hinges, or a sword could be induced to sliver from its 

sheath, but a sword cannot wield itself, as this would 

require someone to continuously carry it. If an action taken 

by an object would require a roll (such as a holstered 

firewand pulling its own trigger in an attack against its 

bearer's leg), use the Lunar's (Charisma + [Appropriate 

Ability]). 

Repeated use of this Charm on a given object warps its 

aesthetics, permanently imbuing it with aspects of the 

Lunar’s anima – those looking at it from the corner of their 

eye might even mistake it for a living creature of some sort. 

This Charm’s cost is reduced by one mote for every 

previous time the Lunar has used it on that object in the 

past day, to a minimum of zero motes. If the Lunar owns an 

object she can target for zero motes, the infusion of her 

Essence into its least god becomes permanent, allowing her 

to use this Charm on that object as an innate power with its 

base cost reduced to two motes. 

POSSESSIVE ADORATION PRACTICE 

Cost: 1m, 2wp; Mins: Charisma 3, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Obvious, Touch 
Duration: Instant 



Prerequisite Charms: Persuasive World-Whisperer 

In the depths of the Beyond, Luna seduced the Other 

Moons with reckless abandon and so bought them under 

her sway. Her Chosen may prey upon more real beings, but 

those tactics are no less valid. This Charm requires a Lunar 

to touch an object and activate it, allowing the Witch to 

overrule prior claims on its ownership by coaxing it into her 

service. 

If that object is an artifact attuned by another character, 

the Witch must attempt to break the attunement in order 

to claim ownership, by making a Charisma + Socialise roll 

against a difficulty of the owner's Essence + the Artifact 

rating of the weapon. Should the Lunar fail, she may not 

attempt to claim ownership of that object again for the 

remainder of the scene, and in addition loses an extra point 

of willpower as the rejection shakes her confidence. Should 

she succeed, she breaks the prior attunement and gains 

ownership, and forms a positive Intimacy towards the item. 

If she already has the maximum number of Intimacies, she 

may not use this Charm to break attunements. 

In addition, she may instantly attune to any weapon she 

owns and has a positive Intimacy towards by invoking this 

Charm upon it. Weapons attuned in this fashion count as 

being made of moonsilver for the purposes of Magical 

Materials harmonization, but should the positive Intimacy 

end for any reason so does the attunement. 

THE POWER OF LOVE 

Cost: - ; Mins: Charisma 4, Essence 3;  
Type: Permanent 
Keywords: Intimacy-Anchored, Obvious 
Duration: Permanent 
Prerequisite Charms: Possessive Adoration Practice 

Venus would have one believe that love is just a matter of a 

struggle for dominance, of two beings chaining each other. 

Luna disagrees. There is power in all kinds of things, and if 

it was never meant to be there, that does not stop one 

seizing it for oneself. The moon-witches learned this for 

themselves in the First Age and they have never forgotten 

it. 

The Lunar counts as a hearthstone with a rating equal to 

the lower of her Charisma and Essence for a single artifact 

which she has a positive Intimacy towards and requires a 

hearthstone to function. This is Intimacy-Anchored, and if 

the Intimacy ends, so does the benefit. Whenever she uses 

the artifact, the place the hearthstone would normally 

filled is instead occupied by a spectral miniature moon 

which flickers with half-real colours. She may switch which 

artifact her love is powering reflexively upon her action 

tick, once a scene. 

In addition, this Charm may also be used to decreases the 

cost of firing a single Essence weapon such as the lightning 

ballista or the essence cannon by (Charisma/2) motes per 

shot, to a minimum of 0m. This benefit requires that the 

Lunar hold a positive Intimacy towards the weapon, but can 

still apply even if it already has a hearthstone or does not 

need one. Shots modified in this way burn in silver and 

anima-coloured light, their unnatural nature Obvious for all 

to see. 

SHINING WITCH’S TWISTINGS 

Cost: 5m, 1wp ; Mins: Charisma 4, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Shaping, Obvious 
Duration: One scene 
Prerequisite Charms: Persuasive World-Whisper 

The tides wax and wane at the orders of Luna, the natural 

world flowing into the shape dictated by the Silver Lady. So 

do the Lunar Exalted shape the world with their commands, 

their anima seeping out invisibly to make Creation an 

extension of their malleable bodies. While this Charm is 

active the Lunar may as part of a Miscellaneous action roll 

(Charisma + Presence) against the MDV of the owner (if 

they own it, its MDV is set to 0), and spend 5m. If they are 

successful they may modify, create or alter an inanimate 

non-magical landscape feature or structure, or a sessile 

non-sapient living being (such as plants). These 

modifications have a maximum dimension along any axis of 

(Essence) yards. Modifications of living beings may only 

change their shape or the way they grow; for example, a 

tree could have a small hollow created within it out of the 

rain, or have its topiary shifted into an insulting image of a 

Lunar’s enemy (a craft roll at a Storyteller-set difficulty may 

be needed for artistic efforts). The modified object must be 

touched before the changes can occur. Successive actions 

may be used to expand the dimensions of a change. 



Luna does not ruin the oceans when she shapes them, and 

so any changes may and will not compromise the integrity 

of an affected structure, and so though, for example, the 

Charm may be used to get access to a critical support 

structure, it may not be used to destroy it. Structures made 

of First Age materials designed to deny unauthorised 

attempts to change them are immune to this Charm, as are 

any magical structures. 

If the Lunar owns the terrain or structure, or has 

permission from its owner (which can be as little as “Can I 

do something?”), the cost-per-change of this Charm is 

reduced by 1m. All things created or modified by this 

Charm are twisted in subtle, uncanny ways, and the cost of 

using this Charm’s prerequisite on them is reduced by 1m. 

The nature of these changes may be identified with a 

Difficulty 4 (Wits + Occult) roll. 

PASQUEFLOWER TOOL-SPECTERS 

Cost: 2m; Mins: Charisma 4, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Obvious, Touch 
Duration: Indefinite 
Prerequisite Charms: Persuasive World-Whisper 

The semi-alive tools of the Witches twitch and slither in 

response to her touch, dancing to fulfil her every desire. 

This Charm can be used to target any object the Lunar is 

touching that has been permanently infused with her 

Essence through Persuasive World-Whisper. While it is 

active, that object responds to the Lunar’s simple verbal 

commands, performing actions with no need for anyone to 

wield or operate it - a crossbow can fire itself and even load 

new bolts, etc. Moon-drunk least gods are limited in their 

mental capacities, able to understand orders at about the 

same level as a trained animal – they cannot make value 

judgements or carry out contingencies. Further, such 

objects cannot perform flurries, and cannot perform any 

action that is not basic to their nature – with the exception 

of moving from place to place, which they can do by 

floating up to two yards off the ground at a rate of up to 

(Lunar’s Charisma) yards per tick. Objects carry out their 

orders until ordered to stop, and use a dice pool of (Lunar’s 

Charisma + Appropriate Ability). 

If the Lunar dies with this Charm active, her last breath 

permanently infuses them with life. Such objects adhere to 

the last order they were given until destroyed, though past 

their first century they often develop a crude intelligence 

that allows them to stray from their orders or basic nature. 

TRULY TALKATIVE TOME TECHNIQUE 

Cost: 6m; Mins: Charisma 4, Essence 3;  
Type: Reflexive 
Keywords: Combo-OK, Obvious 
Duration: One scene 
Prerequisite Charms: Persuasive World Whisperer 

Every book, every pamphlet, every poster has a story, and 

the boundless charisma of the Lunar Exalted is such that 

they can get even inanimate paper to tell it to them. In a 

library, they are surrounded by the sussuration of countless 

books whispering their words. While this Charm is active, 

the Lunar may interact with written materials – whether 

carved into rock, written on parchment, or on the screen of 

some arcane First Age computational device – as if they 

were a person, temporarily granting them the power of 

speech. Social attacks may be made to find information, 

summarise contents, deduce reason the author wrote what 

they did, and other such things relevant to the nature of a 

text. The texts are treated as if they had the MDVs of their 

owner, unless the section is enciphered, in which case the 

MDV of the cipherer is used if it is higher and the MDV is 

increased by the cipherer’s (Linguistics + Essence). If the 

Lunar owns the text, their MDV is treated as zero for the 

purposes of this Charm. Texts are incapable of spending 

willpower to resist social attacks, unless some other magic 

grants them their own pool (for example, some self-aware 

wonders of the High First Age). 

Social attacks against individual books (for example, asking 

a tome to summarise its contents) use Presence, while ones 

against multiple ones – like asking a library to reveal which 

book contains desired information – use Performance. A 

book only speaks the language it is written in, and only 

knows words contained within it; one cannot ask a book 

which does not use the word ‘love’ as to whether two 

characters in it love each other. It is incapable of value 

judgements upon its contents, save what its author held to 

be true. In this sense, the author never truly dies. 

At Essence 4, Charisma 5, this Charm automatically 

upgrades, increasing its duration to Indefinite. The libraries 



of the academics of the Witches are not places of hush and 

silence. 

EMINENT DOMAIN SACRIFICE 

Cost: 3m ; Mins: Charisma 3, Essence 2;  
Type: Reflexive (Step 7) 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Persuasive World-Whisper 

The King and the Land are one. Few are quite aware of how 

true this is for the witch-queens of the Lunar Exalted. 

Against an oncoming blow, her skin flashes into the very 

terrain which surrounds her, blades bouncing off strangely 

tough leaf-skin or a chest of shining Chiascuroan glass. This 

gives her +(Charisma + 3) lethal and bashing armoured 

soak. If she, or an individual she has a mutual positive 

Intimacy with, owns the terrain on which she stands, this 

also gives her Hardness equal to the armoured soak 

granted by this Charm. 

At Essence 3, this Charm automatically upgrades. If the 

Lunar is unarmoured, she may spend an extra 2m and 1wp, 

and activate this Charm as a Simple Charm, to extend its 

duration to scene-long. When this happens, the land 

literally rises up to flow over her as a Shaping effect on the 

world around them, attracted by her own transformed skin. 

When operating in this mode, successful attacks with a 

weapon tagged with Overwhelming reduce the soak 

granted by this Charm by the Overwhelming value of the 

weapon for the remainder of the tick, as impromptu 

armour is torn away. 

At Essence 4, this Charm may be repurchased. With an 

extra surcharge of 8m on the scene-long variant, the Charm 

may layer on its natural armour over worn armour, the pre-

existing armour writhing and twisting in the Lunar essence 

to integrate the changes. Mundane armour will show traces 

of these changes even when the Charm ends; a breastplate 

showing odd leaf-like patterns in it, or a helmet whose eye-

sockets look like windows. 

THE INTERCEDING WORLD 

Cost: (8-9)m ; Mins: Charisma 5, Essence 3;  
Type: Reflexive (Step 2) 
Keywords: Combo-OK, Obvious, Shaping 
Duration: Instant 

Prerequisite Charms: Eminent Domain Sacrifice 

Luna is beloved of Gaia, and so she enjoys the benefits of 

that patronage. The Lunar Exalted do not benefit from that 

love, but when their anima saturates the world around 

them and their essence calls man, beast, plant and 

structure to them, Creation cannot help but protect them. 

This Charm perfectly parries any attack which is not 

unexpected, even one which is unblockable. The world 

itself springs to life around the Lunar, branches taking the 

blow for them or a wall slamming into place to intercept a 

grand goremaul. The damage from the attack is resolved 

against the terrain feature instead. This Charm may not be 

used if there is nothing around the Lunar which could move 

to protect them, but players are reminded of the ability of 

stunting to enable dramatic editing of a scene. 

This Charm costs 9m normally, but only 8m if the Lunar’s 

anima is at the 8-10m level or higher or they are in the 

Wyld, where reality is inherently mutable. In addition, 

there is an extra surcharge of +3m if the Lunar is not within 

land that she or an individual she has a mutual positive 

Intimacy with owns. This is a unique Flaw of Invulnerability 

for this Charm. 

WILD PLACES PRINCELING PRACTICE 

Cost: - ; Mins: Charisma 2, Essence 1;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: None 

In the wild places of the world, the Lunar Exalted wait. Few 

can challenge them on their own lands. This Charm 

provides the following when on valid terrain, which is 

defined as being land they own, or land owned by a 

character who has a positive Intimacy towards them; 

 She adds (Charisma) automatic successes to any action 

to gather food from valid terrain, or move safely and 

effectively. Attacks never benefit, not even to remove 

obstacles. Examples of valid actions include: fishing, 

gathering nuts and berries, swimming, resisting 

fatigue, holding one’s breath while submerged, 

balancing on top of a tall tower, navigating through 

dense terrain and riding mounts. 



 Each hour spent on valid terrain counts as rest for the 

purposes of Essence respiration, regardless of activity. 

 The Witch always gets full mote respiration in a 

Shadowland, regardless of whether they are a Creature 

of Death or not. 

 Spending an hour working to care for, repair, or 

improve valid terrain allows the Lunar to roll (Charisma 

+ Essence), and add the successes to their mote 

regeneration. 

 Spending (8-Charisma, minimum 1) hours meditating 

on valid terrain counts as eight hours of sleep. 

CLAD IN BORROWED FINERY 

Cost: 6-8m, 1wp; Mins: Charisma 3, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Obvious, Shaping, Warden 
Duration: One scene 
Prerequisite Charms: Persuasive World Whisperer, Wild 
Places Princeling Practice 

When the Argent Madonna was first introduced to the 

Emerald Mother, she was dressed up in all the burning 

fripperies which the Divine Ignition could provide. Luna 

took them into her bountiful heart, and made their beauty 

hers; it is perhaps no wonder love rather than mere lust 

blossomed. The Lunar targets an environmental hazard 

within (Charisma x 10) yards when she activates this 

Charm. Like streamers, the hazard flows over to surround 

her in stolen glories, to a radius of (Charisma) yards. 

Everything within that area, excluding herself or characters 

she has a positive Intimacy towards is affected by the 

environmental hazard at the standard damage interval. The 

Lunar herself is immune to all instances of that single type 

of hazard while this Charm is activated - for example, if she 

uses it on a bonfire she is immune to all environmental fire 

hazards while it is active (which is just as well, because she 

is going to be setting everything around her alight). Against 

large-scale environmental hazards, only an object-sized 

area may be nullified. Though a single gust of the Silent 

Wind of Malfeas might be donned, one cannot prevent all 

of Adorjan's passage. 

If the character is on valid terrain, the cost is 6m, 1wp; 

otherwise, it is 8m, 1wp. She may choose to activate this 

Charm with the Warden keyword, in which case the 

environmental hazard around her only affects Outsiders 

(excluding, of course, herself). If the Witch's anima banner 

is at the 11-15m level or higher, stunts may modify the 

form the environmental hazard takes to anything in-theme 

for Luna and the Lunar Exalted. Fire may burn purple-edged 

silver, while slashing ice-rain becomes a toxic blood-mist. 

The damage inflicted and the intervals remain the same. 

With a repurchase at Charisma 4, the Lunar is immune to all 

environmental hazards while this Charm is active, rather 

than just the one which she donned. 

DOMAIN-FLESH WHOLENESS 

Cost: -; Mins: Charisma 3, Essence 3;  
Type: Permanent 
Keywords: Obvious 
Duration: Permanent 
Prerequisite Charms: Wild Places Princeling Practice 

If a witch is wounded on her own land, birds come to aid 

her and the earth itself moves to staunch her wounds. This 

Charm permanently improves its prerequisite. While on 

valid terrain, the Lunar heals one point of lethal damage 

per eight hours automatically. While meditating on valid 

land, the character heals one lethal health level per hour, 

or one aggravated health level per eight hours. The healing 

process is Obvious, as the natural world slowly shifts to 

take her injuries upon itself and animals flock to aid in her 

care. 

In addition, while on valid terrain the Lunar is immune to 

mundane Sickness and adds her Charisma in automatic 

successes to resist any supernatural Sickness. This bonus 

does not apply if a majority of the lifeforms in the area are 

infected with the same Sickness - this has only been seen 

with horrific supernatural plagues like the Great Contagion 

and Green Sun Wasting. 

STRENGTH-FROM-TIDES RESERVOIR 

Cost: - ; Mins: Charisma 4, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Wild Places Princeling Practice 

The passage of Luna over the waters of the world pulls on 

them, stirring up currents and waves. So too do the witch-

kings she Chose pull upon their lands with their mere 

presence. The Lunar gains a ten mote Peripheral pool, 

which can only be refilled in the following ways. For each 



hour spent on valid terrain, the Lunar gains one mote. At 

the end of any scene which the Lunar has shed the blood of 

a hostile character who threatened her or the terrain, she 

gains an additional mote. 

SILVER TYRANT'S TWISTED KINGDOM 

Cost: 10 m, 1wp, 1 lhl [2m]; Mins: Charisma 3, Essence 2;  
Type: Simple (Dramatic Action) 
Keywords: Crippling-Anchored, Compulsion, Shaping, 
Stackable 
Duration: Indefinite 
Prerequisite Charms: Wild Places Princeling Practice 

Shedding blood onto land she owns, the Witch casts her 

arms wide, castigating and compelling the the wildlife to 

serve her and shun her foes. This is a dramatic action, 

taking 15 long ticks. The blood stains the earth, seeping 

deep into it, and giving all water sources within one mile a 

faint coppery taste, which can be detected by supernatural 

senses. At the heart of the affected area, a glyph 

representing the Lunar's anima banner in some way 

measuring 1 yard by 1 yard forms on the ground or on a 

structure out of ancient-looking blood stains; destruction of 

the glyph ends the Charm. 

Any animal which gets at least half its water from 

contaminated water, or at least half its nutrition from 

plants grown in the affected area or already affected 

animals is affected by this Charm. Such animals gain a 

single Cosmetic mutation as a Shaping effect, which is 

taken from the Lunar's natural human form; the birds may 

have her eyes, or pigs have patches of human skin. Against 

such affected animals when they are in the affected area, 

the Lunar's social attacks are undodgeable and unblockable 

unnatural mental influence which, in addition to any other 

effect, puts them under a Compulsion to follow the orders 

to the best of their abilities and understanding. 

Any affected animal will refuse to cooperate in any way by 

anyone who the Lunar has a negative Intimacy towards, or 

who is part of a group the Lunar has a negative Intimacy 

towards, and may well attack, especially if they are a 

predator. The water and plantlife of the Twisted Kingdom, 

and the meat of affected animals when consumed within 

the area is a poison to such individuals, with the statistics of 

arsenic. 

Non-heroic mortals who have more than (their Willpower + 

highest Virtue) points of mutations granted by Lunar 

Charms, and non-sapient supernatural beings whose 

permanent Essence is lower than the Lunar's count as 

animals for the purposes of this Charm. Such beings may 

resist the effects of this Charm for a day by spending one 

willpower. 

Multiple activations of this Charm within a given area 

increase the area of the affected area by an additional mile 

per activation, and do not create a new glyph. If the area 

affected by this Charm would overlap with another Twisted 

Kingdom, the area which dominates should be decided by 

Charm roll-off. The same applies for other area-affecting 

Charms like the Cecelyne Charm Holy Land Infliction, if it is 

felt by the Storyteller that the Charm effects are 

incompatible. 

This Charm may optionally be activated as a Crippling-

Anchored Charm. If this is done, the Lunar gains a 

spiderweb-like lattice of scars or tattoos on an area of her 

body which involve stylised Old Realm characters, covering 

at least a palm's worth of area. This marking exists in all her 

forms, and an observant viewer might make the connection 

between the shared markings. Characters with Occult 1+ 

and who can read Old Realm can, with a successful 

Difficulty 3 (Wits + Occult) roll translate the markings to 

realise the approximate location of the affected area and 

what this Charm does. The Lunar may have up to (Essence) 

Crippling-Anchored invocations of this Charm active at 

once. 

At Essence 3, this Charm automatically upgrades. The Lunar 

may use this Charm on land owned by another, as long as 

the Lunar has an Intimacy towards them. 

At Essence 4, this Charm automatically upgrades. The Witch 

may choose, when activating the Crippling-Anchored 

version of this Charm, to sacrifice an eye. The sacrificed 

organ turns milky-white and becomes useless, strange 

black veins over it forming characters which allow it to be 

read in the same way as the scarring. For as long as the 

magic is anchored in an eye, the Crippling-Anchored cost of 

this Charm is reduced to [0m]. 

THE LAND BOWS 

Cost: - ; Mins: Charisma 3, Essence 2;  



Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Silver Tyrant's Twisted Kingdom, 
Persuasive World Whisperer 

To those who wander into the woods in which Witches 

dwell, many sights are seen. The land moves to a single 

command and doors unfold to allow their tyrant through. 

This Charm upgrades Silver Tyrant's Twisted Kingdom. All 

inanimate objects within a Twisted Kingdom which are not 

currently in use or carried by their owner count as being 

owned by the Lunar for the purpose of Persuasive World-

Whisperer. 

THUNDER-MOCKING MOON MOOD 

Cost: 0-10m; Mins: Charisma 4, Essence 3;  
Type: Reflexive 
Keywords: Combo-OK, Shaping 
Duration: Indefinite 
Prerequisite Charms: The Land Bows 

The hearts of the Lunar Exalted are so large, so expansive 

that they overflow into the world itself. When a witch-king 

weeps, the skies open. When his heart is gleeful, the sun 

beats down. Such is the way of a silver tyrant. When within 

a Twisted Kingdom, the Lunar may spend a variable amount 

of motes to have an effect on the weather, which allows an 

area from 20 yards across up to the borders of the Twisted 

Kingdom to be affected. The change in the weather takes 

one minute to occur, and only endures for as long as the 

Lunar remains within the Twisted Kingdom. The mote cost 

of this Charm depends on the desired change in the 

weather and the natural local conditions. 

2m - The weather is within the normal expectation for the 

region and the season and the current conditions. For 

example, for an overcast day to start raining. 

5m - The weather requires a notable change, but is within 

normal expectations for the region and climate. For 

example, sudden rain in the Scavenger Lands. 

7m - The weather would be freakish, but not completely 

unexpected. For example, a bright, warm sunny day in the 

depths of the Season of Air in Cherak. 

10m - The weather desired is completely inappropriate and 

out of character for the area and climate. For example, a 

snow-storm in the heights of the Season of Fire in the 

Southern deserts. 

If the change in the weather matches with the Lunar's 

current mood, the cost is reduced by 2m. 

The effects of this Charm operate more at a story-level. The 

Lunar can ensure that the inhabitants of her Twisted 

Kingdom always get perfect weather for crops, or that her 

armies in the depths of the Southern deserts have 

rainwater to drink. Extreme weather may, at the 

Storyteller's discretion, impose an external penalty of up to 

(Charisma) on inappropriate actions (for example, trying to 

cross a rickety bridge in the middle of a sudden 

thunderstorm), and may produce an environmental effect 

on the affected area up to that of a Severe Sandstorm (see 

Exalted p131).At Essence 4, Charisma 5, this Charm 

upgrades. The Lunar may produce environmental hazards 

of the level of a Supernatural Ice Storm, at an additional 

cost of +3m.  

Extended use of this Charm can produce snarls and twists 

in the Loom of Fate, as unexpected weather conditions 

disrupt the planning of Heaven. However, these distortions 

are not severe enough to snag as a Blasphemy effect unless 

supernaturally dangerous weather is occurring, in which 

case, after a scene of such weather, a Blasphemy 1 event 

occurs notifying Heaven of "Unauthorised Combat 

Weather". This message is repeated after every scene the 

supernatural weather remains active. 

  



UNBREAKABLE LUNAR BOND 

Cost: 3m; Mins: Charisma 2, Essence 2;  
Type: Simple 
Keywords: Combo-OK 
Duration: Indefinite 
Prerequisite Charms: None 

It is love that saw Luna born, and love that has driven 

monstrous moon-heroes to ravage a Creation that does not 

care. Upon activating this Charm the Lunar chooses a single 

positive intimacy she possesses toward another character, 

turning it into a Bond for as long as this Charm remains 

active. Bonds function as intimacies, but cannot be altered 

or eroded by any mental influence. Additionally, the Lunar 

may channel any Virtue to aid actions to protect or aid the 

subject of a bond, regardless of whether that Virtue would 

normally be appropriate for the situation. The Lunar gains 

(Essence ÷2) points of Limit whenever this Charm ends, for 

whatever reason. 

A second purchase of this Charm at Charisma 3+ allows the 

Lunar to treat any mental influence that would cause her to 

damage or hinder the subject of her bond as an 

unacceptable order. 

SACRED GUARDIAN RENEWAL 

Cost: - ; Mins: Charisma 3, Essence 2;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Unbreakable Lunar Bond 

Virtue is love, and acting on that love. No other definition 

bears mentioning. Whenever the Lunar would regain 

Willpower from a stunted action that directly aided or 

protected the subject of one of her bonds, she may instead 

regain a single channel for the Virtue that most resonates 

with the nature of that bond - love for Compassion, Valor 

for rivalry, Temperance for loyalty, Conviction for hate, etc. 

If she would regain Willpower from sleeping while in 

physical contact with the subject of one of her bonds, she 

may trade any number of regained Willpower points for an 

equal number of appropriate Virtue channels. 

UNSHAKEABLE MIDNIGHT PASSIONS 

Cost: - ; Mins: Charisma 3, Essence 2;  
Type: Permanent 

Keywords: None 
Duration: Permanent 
Prerequisite Charms: Unbreakable Lunar Bond 

The capacity of the Lunar's love expands in a way that could 

not be contained by every Direction of Creation. This 

SOLAR BOND 

Who lives now who can speak with authority on 

the First Age? The Silver Pact, who are without 

exception insane? The gods, who are self-obsessed 

and shut away in their own little heavens? The 

dead, who distort and dwell on their passions until 

it is all that remains of them? The demons, locked 

a dimension away in their perfect prison? Chejop 

Kejak, who broods in silence? 

All that truly remains is legend and hearsay and 

records, and of those, a few speak of "the Bond of 

Sun and Moon", a special marriage between 

Lawgiver and Witch, a ritual that bound their souls 

together even between incarnations. Some claim 

this was a fundamental part of every Lunar 

Exaltation, burned out today by the Wyld's touch 

or sent dormant by the long years their partners 

spent locked away in the Jade Prison. Others hold 

that it was a deliberate modification made by the 

most devoted Lunars to their own selves, a mark of 

the occultic (and romantic) power of the First Age 

that still survives in some incarnations. Still others 

rubbish it as sentimentalized nonsense, another 

disturbing example of the Solcentric nature of the 

Golden Age. 

Whatever the case, Lunar players who wish their 

characters to possess such a Bond can do so, by 

learning Unbreakable Lunar Bond as one of their 

starting Charms and nominating a single Solar, 

Abyssal or Green Sun Prince. They may only use 

Unbreakable Lunar Bond to target that character 

(or their future incarnations, should they die), but 

do so at a committed cost of zero motes. The 

Lunar can still learn to maintain multiple Bonds, 

but must maintain the Bond toward her "Solar 

Mate" to do so, and such additional Bonds cost the 

normal amount. 



Charm permanently enhances its prerequisite, adding the 

Stackable keyword. The Lunar may possess up to (higher of 

Essence or Compassion) bonds at once. Further, she does 

not need to suppress Virtues rated at 3+ in order to aid or 

protect one of her bonds, or in response to actions taken 

by one of her bonds. 

SOMEONE’S HERO ADORATION 

Cost: 3m; Mins: Charisma 4, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Obvious 
Duration: Indefinite 
Prerequisite Charms: Unshakeable Midnight Passions 

Awakened to their own greatness by the regard of a silver-

souled companion, beloved heroes seldom disappoint. This 

Charm targets any one character she has a bond to and can 

perceive, allowing her to bathe them in the exultant power 

of her love. Her anima forms a soft silver halo about her, 

while the target gains all the benefits of Unbreakable Lunar 

Bond and any Permanent Charms enhancing it, as though 

they had a bond toward themselves. They may channel 

their Virtues to aid or protect themselves, need not 

suppress their Virtues in response to their own actions, and 

so on. 

The target treats every scene spent under this Charm’s 

effects as one spent building a positive intimacy of their 

choice toward the Lunar – love of such purity cannot help 

but be returned. A mortal with such an intimacy who 

performs a three-dot Stunt that resonates with it while 

under the effects of this Charm immediately becomes 

heroic. 

LOVE’S SECOND FACE  

Cost: - (+1wp); Mins: Charisma 3, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Instant 
Prerequisite Charms: Unbreakable Lunar Bond 

Hate and love are two sides of the same coin, the same 

passionate obsession refracted through different prisms. 

This Charm permanently enhances its prerequisite, allowing 

the Lunar to use it with a one Willpower surcharge to 

create bonds from negative intimacies. In this case, any 

mention (in both this Charm and any others dealing with 

bonds) of "protect or aid" is replaced with "damage or 

hinder" and vice versa. Otherwise, such bonds function 

normally. 

THE SHAPE OF LOVE 

Cost: — ; Mins: Charisma 3, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Unbreakable Lunar Bond 

Luna loves Gaia, and the Emerald Mother cannot truly be 

said to be a person. She is a paradigm, a Primordial, a world 

unto herself. So too does the Lunar learn to love things 

greater and lesser than individuals. This Charm 

permanently enhances its prerequisite, allowing the Lunar 

to use it to make bonds from positive intimacies toward 

organizations, objects, and specific areas of land, rather 

than just characters. Unless otherwise specified, the bond 

functions as normal. No Lunar Charm known to exist allows 

bonds toward ideals or concepts. 

Further, the Lunar can take on the shape of that which she 

adores. For as long as she maintains a bond, she is 

considered to possess the heart’s blood of its subject for 

the purposes of shapeshifting. If her bond is to an 

organization that overwhelmingly consists of a single 

species or ethnic group, she acquires any mutations 

necessary to take the shape of that race (i.e. Small, 

Ambidextrous and Spotted Skin for an intimacy toward the 

Free Djalan States). If her bond is toward an area of land or 

an organization fixed to a specific geographical area, she 

acquires any mutations appropriate to that area (i.e. Forest 

Camouflage for a bond to Halta, or Fire Resistance for a 

bond to a temple in the deep South). 

EMPATHIC TYRANT'S RESPONSE 

Cost: 3m; Mins: Charisma 3, Essence 2;  
Type: Reflexive 
Keywords: None 
Duration: Indefinite 
Prerequisite Charms: None 

When the Lunar Exalted love, they love with all their hearts. 

When they hate, their rage is endless and bottomless. 

While this Charm is active, the Lunar upgrades the rating of 

all stunts which directly further one of her Intimacies 



(striking at an enemy, protecting a friend, seducing a lover, 

etc) by one level, as if it resonated with her Motivation. 

Moreover, such bottomless feeling reinforces her resolve, 

providing her with an additional point of Willpower 

whenever she regains Willpower from sleeping, as her 

dreams are filled with the objects of her desire. Such sleep 

also counts as a scene spent reinforcing all of her 

Intimacies, preventing them from degrading. However, 

while this Charm is active, the Lunar cannot act against one 

of her Intimacies without spending two points of temporary 

Willpower (which renders her free to act for the rest of the 

day) or deactivating this Charm. If this Charm is 

deactivated, it may not be reactivated in the same scene. 

At Charisma 4+, Essence 3+, the Lunar may repurchase this 

Charm, allowing her to extend the benefit of this Charm to 

a willing target who she has a positive intimacy toward by 

touching them and committing one mote. Such 

beneficiaries cannot spend Willpower to act against their 

Intimacies; they must end the Charm to do so. 

MOON-WITCH'S LEAD 

Cost: 2m; Mins: Charisma 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Obvious 
Duration: One dramatic action 
Prerequisite Charms: Empathic Tyrant's Response 

Ah, the dance of actions when the Lunar Exalted get 

involved are fluid and graceful, moving with uncanny 

speed, and the entire world aids such things. When the 

Witch carries out an action where she benefits from or 

provides a limited teamwork bonus, the bonus applies as 

additional successes rather than dice, as the world is 

charmed into helping her. Moreover, the number of 

assistants who can contribute aid is increased by the 

Lunar's Charisma. Should the Witch lead her allies in battle, 

she receives automatic successes equal to her Charisma on 

any Coordinate Attack actions required to lead them in 

battle (treating the battle as a single dramatic action). 

At Essence 3, this Charm automatically improves. As long as 

the task continues, the Lunar's assistants do not tire, lose 

concentration or weary. Rain falls on their brows to cool 

them and wildlife brings food to aid them in their task. Only 

the capacity of the Witch to continue matters in such 

proceedings. 

GIFT OF THE OUTSIDER 

Cost: 3m or 5m, 1wp; Mins: Charisma 3, Essence 2;  
Type: Simple (Speed 4) 
Keywords: Combo-OK, Emotion, Obvious, Touch, Warden. 
Duration: Instant 
Prerequisite Charms: Moon-Witch's Lead 

Lunar is generous, and the waters - and all kinds of 

monsters from Outside - are lured in by her generosity. 

Whether she then dashes those hopes is all up to her, and 

her Chosen know well those ways. This Charm provides the 

benefits of the the Solar Charms Essence-Lending Method 

and Will-Bolstering Methods, save for the altered 

prerequisites. It may only be used on individuals the Lunar 

has a positive Intimacy towards, or Outsiders. When used 

against Outsiders, as a friendship-based Emotion effect it 

creates an Intimacy of Respect in them, which costs 1 wp to 

resist. 

ARGENT STRANGER TRANSFORMATION 

Cost: 15m, 1wp; Mins: Charisma 5, Essence 4;  
Type: Simple 
Keywords: Combo-OK, Touch, Training, Shaping 
Duration: 15 months 
Prerequisite Charms: Gift of the Outsider 

The mad-moon essence of the witch-kings can take a man 

who lets them into his heart, and build him up again in 

their image. So born are the argent strangers, the disciples 

of the witch-kings. This Charm targets an Essence 1 target 

which lacks Enlightened Essence, and who has a personal 

Intimacy (which need not be positive) towards the Lunar. 

This Charm increases their Essence to 2 as a Training effect, 

grants them a 15m personal mote pool, and gives them up 

to (Charisma + Essence), minimum 2 points, of mutations 

taken from the Lunar's form library, which may be 

increased by up to (Charisma) by negative mutations. They 

are also granted the Alternate Form mutation, which is 

provided free and which all the mutations are assigned to. 

The target also gains the ability to learn Spirit Charms 

thematically associated with Luna at a cost of 10XP per 

Charm. These Charms may only be used when the argent 

stranger is in their alternate form. The character is 

rendered an Outsider by the use of this Charm. Animals 

targeted in this way have a human soul stolen from the 

Well of Souls for them and gain human levels of cognition, 

but do not gain any knowledge from it - and so will require 



no small amount of education, not to mention the right 

mutations, if one wishes for them to interact with human 

society. 

This Charm lasts a year and a day, at the end of which they 

internalise the magic, and are permanently altered in this 

manner, freeing up the Lunar's motes, and the mutations 

are rendered Natural. If the Charm is ended before then, 

the effects are lost, and the character is refunded all XP for 

lost traits. 

WORLD-LIGHTING LOVE BEACON 

Cost: 3m; Mins: Charisma 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: Empathic Tyrant's Response 

Creation’s night is only seldom dark – most of the month, it 

is lit by Luna, casting her eye on the beloved beasts and 

misfits that slept through the day to work their mischief 

through the night. This Charm can be used to enhance any 

attempt to seek out or assess the subject of one of the 

Lunar’s intimacies, adding (Charisma) bonus successes. 

However, the subject of this attention becomes 

immediately aware of it - struck by a sense that they are 

being watched or sought out, though not by whom, from 

where, or for what purpose. Actions that can be enhanced 

by this Charm include navigation or read motivation 

actions, as well as medical examinations, tracking or 

attempts to see through disguises. 

SOUL-SPANNING  BRIDGE RELAY 
(this Charm replaces the Solar Charm of the same name) 
Cost: 5m, 1wp; Mins: Charisma 3, Essence 3; 
 Type: Simple 
Keywords: Combo-OK, Obvious 
Duration: Indefinite 
Prerequisite Charms: World-Lighting Love Beacon 

All the distance in the world cannot separate the Silver 

Mirrors from those they care for. The Lunar makes a prayer 

roll toward the subject of one of her intimacies, at a base 

difficulty determined by her distance from them. If the 

subject is within one mile, the difficulty is four. If they are 

within one hundred miles, the difficulty is six. Within one 

thousand miles, the difficulty is seven. Within the same 

realm of existence, the difficulty is nine. If they are in 

another realm of existence entirely, the difficulty is eleven. 

The difficulty of this prayer roll can be reduced as normal, 

and all Lunars are considered to be the priests of any 

character they have a bond towards. The subject of the 

intimacy is automatically aware of this prayer, and may 

spend a single point of Willpower to reject it at any point. 

If the prayer roll succeeds, the Lunar's anima manifests an 

ethereal and abstract image of the intimacy before her - an 

Exalt will most likely be represented by their anima totem - 

reflecting their current appearance and circumstances in 

such a way as to allow the Lunar to make Perception checks 

as normal. This image allows the Lunar to perceive the 

subject, but nothing else - she could deduce that her lover 

was fighting, but would not be able to see their enemy, and 

could not hear anything except the intimacy's half of a 

debate. If she wishes, she may manifest an image of herself 

before the subject in the same way, allowing them to hold 

a conversation. 

This Charm cannot relay the image of intimacies separated 

from the Lunar by appropriate wards, and images sent to or 

from Malfeas suffer from a five-day delay, preventing 

conversation unless the Lunar and her bond have an excess 

of time on their hands. 

LOVE CHAINS YOU 

Cost: - ; Mins: Charisma 3, Essence 3; 
 Type: Permanent 
Keywords: Emotion 
Duration: Permanent 
Prerequisite Charms: Empathic Tyrant's Response 

The Lunar Exalted may not be the unquestioned masters of 

all they survey, but those who love them back are no less 

bound by their boundless charisma. Individuals with a 

personal positive Intimacy towards the Lunar may use the 

Lunar's Charisma in place of their own Integrity when 

resisting mental influence which would have them act 

against the context of the Intimacy. If the Lunar holds a 

personal Intimacy towards the character, anything which 

would have the character betray the emotional context 

may be treated as an Unacceptable Order. Characters who 

benefit from this Charm must hold the Intimacy as the 

product of a personal, close link to the Lunar; mere loyalty 

to a head of state, for example, would not have this effect, 



but the close councillor who talks with and consults the 

Lunar every day would benefit. 

WOUND-SHOULDERING STIGMATA 

Cost: 2+m; Mins: Charisma 4, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Empathic Tyrant's Response 

The monster-heroes of the Moon can heal wounds in 

seconds, grow new limbs, return to youth on a whim. Even 

in death, their legacy passes to a successor. What do they 

fear of pain? Only that it falls on those they love. The Lunar 

may use this Charm to target any character or object she 

can perceive that she has a positive intimacy toward, taking 

their pain onto her own body. She rolls one die for every 

two motes she spends on this Charm, with each success 

healing a single level of bashing damage (or downgrading a 

single level of lethal damage to bashing) as the wounds seal 

into thin silvery scars. Virtues can be channeled to increase 

this dice pool as normal. 

After resolving the target's rejuvenation, the Lunar rolls 

one die for every success on the previous roll, as harvest-

moon scabs and night-black bruises erupt on her own skin. 

For every success, she suffers a single level of bashing 

damage, though this roll suffers an external penalty equal 

to any Virtue the Lunar channeled to enhance the previous 

one. If the Lunar wishes, she may activate this Charm 

reflexively upon dying, at no cost, to completely heal all 

levels of damage and Crippling, Poison or Sickness effects 

currently afflicting one of her intimacies. 

At Essence 6+, this Charm can be applied to damaged 

structures or organizations the Lunar has a positive 

intimacy toward. Structures are repaired as though each of 

its component objects had been simultaneously targeted, 

but organizations “wounded” in this way are those with an 

Asset rating that has been reduced by at least one dot in 

the past day. By spending ten motes and suffering a single 

level of aggravated damage while in contact with the leader 

of that organization, the Lunar weeps silvery ichor from her 

eyes and palms as bruises form on her body in patterns 

relevant to that organization – a flag, or logo, or map. That 

organization may immediately take a Grow Asset action to 

increase that Asset by one dot, with no planning period 

necessary and the Capital cost reduced by (Lunar’s 

Charisma ÷ 2). 

BELOVED MONSTERS ON PAROLE 

Cost: 5m, 1wp; Mins: Charisma 3, Essence 4; 
 Type: Simple 
Keywords: Combo-OK, Touch, Warden 
Duration: Indefinite 
Prerequisite Charms: Unshakeable Midnight Passions, 
Wound-Shouldering Stigmata 

Sell mortals to monsters, release demons from their chains, 

feed the living to the dead. If it is for love, the Moon 

understands. This Charm allows the Lunar to accept any 

Outsider or Creature of Darkness she has a bond toward 

and is touching beneath the shield of her trust, taking the 

crime of their existence within Creation on her own 

shoulders. For its duration, that character is considered 

native to Creation, and is not considered a creature of 

darkness. Further, they are not a native of Malfeas, a 

creature of death, a creature of the Wyld, or anything else 

that would trigger the Warden keyword – mechanics such 

as mote respiration adjust accordingly. The Lunar, however, 

must take these burdens on herself, as any label removed 

by this Charm is applied to her for the duration. 

This Charm is not truly Obvious, but each label applied to 

the Lunar carries with it certain sensory curiosities. 

Rainbow whispers of the Wyld follow in the footsteps of 

those who hand the keys of Creation over to raksha, while 

those who permit their demonic allies to walk freely in the 

world might find the acidic tang of vitriol accompanies their 

usual scent. This allows others to deduce the relevant 

labels with a (Perception + Occult) roll at difficulty 4. This 

Charm cannot be used to target another Lunar, Luna 

herself, or any character who knows the First Oramus 

Excellency. 

ARGENT AVENGER SELFISHNESS 

Cost: 4m; Mins: Charisma 5, Essence 3;  
Type: Reflexive 
Keywords: Combo-OK 
Duration: Indefinite 
Prerequisite Charms: Empathic Tyrant’s Response 

The Primordial War was a time of horror and chaos and 

heroism, when entire worlds ended and titans clashed with 



mortals and gods. At times even Autochthon bore his 

siblings’ rage, entering into direct conflict with Cecelyne in 

a terrible erimachy that scarred the East with sand and 

squirming automatons. Still, none of them harmed Gaia. 

Had they done so, Luna’s wrath would have pursued them 

into their very prison. The Lunar may activate this Charm 

whenever she becomes aware of an injury dealt to one of 

her positive intimacies, immediately gaining a ten-mote 

Overdrive pool and (Charisma) offensive motes. While it is 

active, her Overdrive pool does not automatically empty at 

the end of the scene – however, she may only spend motes 

on offensive magic that would directly work toward 

avenging this injury. The most obvious example would be 

attacks aimed at the one who caused the injury, but less 

direct applications are also permissible, with the 

Storyteller’s permission – the Lunar might use them to 

smash their way through the target’s guards, for example, 

or while violently interrogating their husband as to their 

location. When this Charm ends, the Lunar’s Overdrive pool 

immediately empties. 

MANIPULATION 

"Everything and everyone has a price" 

PRICE-KNOWING ENLIGHTENMENT 

Cost: 2m; Mins: Manipulation 1, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: None 

Every man has his price, and by the pricking of her thumbs 

a Witch knows what that is. This Charm enhances any 

standard (Perception + Awareness) roll to notice sensory 

details about a targeted being. In addition to whatever else 

the Lunar notices with any threshold of success, the Lunar 

intuits what the perfect gift, service or bribe would be for 

the target which would lead them to view the Lunar 

favourably. This need not be something easy or simple for 

her to get hold of, but this Charm provides something that 

the target character greatly values which could be used to 

sway them to that opinion. This item should be told directly 

to the player, but the Lunar experiences it as a rush of 

synaesthesia and phantom sensory input. A gleam of 

prismatic light over the heart of the target and the cold feel 

of a gemstone in the Witch's hands might be how she 

discovers that the heart-sized Eye of Mbanok, said to be in 

the ruins of Rathess, would be the thing the character 

desires, for example. 

WAFTING RED TREASURES 

Cost: 3m; Mins: Manipulation 3, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK, Emotion 
Duration: Instant 
Prerequisite Charms: Price-Knowing Enlightenment 

Many claim they hold principles they would not violate for 

anything, no matter how large the payment or threat, that 

there are ideals that no pressure would splinter. They are 

liars, for Lunars know where others draw the line, and 

exactly how to redraw it. This Charm enhances any social 

attack that exploits an intimacy based on desire, rendering 

it unnatural mental influence. Instead of that social attack’s 

normal effects, the intimacy’s context is emotionally 

exaggerated, hopes and preferences becoming obsession 

and addiction. Further, it is linked to the target’s 

Temperance – it now requires (6 – Temperance) scenes to 

erode, and when acting on that intimacy the target can 

ignore their Temperance, allowing them to indulge in or 

seek out the object of their desire even if doing so would 

cause them to neglect other duties or promises. The 

primacy of their desires seems natural, unquestionable, 

and certainly not something to be condemned. 

A second purchase of this Charm allows it to be used to 

enhance social attacks exploiting any kind of intimacy, 

exaggerating the context as normal. Rather than 

Temperance, the intimacy is now linked to whichever 

Virtue is its most opposite – hate allowing a character to 

ignore their Compassion when harming the object of their 

contempt, fear allowing them to ignore their Valor when 

submitting to or fleeing from the object of their terror. 

SMUGGLER’S DREAM SANCTIFICATION 

Cost: 5m; Mins: Manipulation 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Compulsion, Warden 
Duration: Instant 
Prerequisite Charms: Price-Knowing Enlightenment 



The priests of Luna hold sway over the night, and the secret 

exchanges that take place beneath its velvet covers. The 

Lunar may use this Charm to target any character who has 

been involved in a transaction with her and agreed (no 

matter how insincerely) to keep the exchange secret, 

rolling (Manipulation + Larceny) against their MDV. If she 

succeeds, they are struck by a Compulsion to not reveal or 

discuss any details of the transaction with anyone except 

the Lunar – they are convinced the deal is best kept under 

wraps, for one reason or another. This unnatural mental 

influence lasts one month, and costs two points of 

Willpower to resist for a day. The Lunar benefits from 

(Essence) automatic successes on her activation roll if the 

transaction involves an Outsider other than the Lunar 

herself, including the object of the exchange. 

There is no limit to the varieties of transaction this Charm 

can disguise, so long as goods, services or information have 

been exchanged by both the Lunar and her target. Barely-

veiled extortion and secret diplomatic talks are just as valid 

as surreptitious bribes or under-the-table deals. 

A second purchase of this Charm at Manipulation 5+ 

enhances the Compulsion to remain silent – even after the 

month ends, the target cannot reveal the Lunar’s 

involvement in the transaction. Rejecting this lingering 

mental influence costs three points of Willpower. In 

addition, the Lunar may use this Charm with a surcharge of 

one aggravated health level, sanctifying the secrecy of the 

transaction with her own blood. For the next month, 

anyone who witnesses the transaction (or evidence of it) 

and has a Dodge MDV lower than the Lunar’s 

(Manipulation + Essence) is affected by the usual 

Compulsion. 

TOLL-ENFORCING SACRIFICE 

Cost: 5m, One Sacrifice (1m or 0m); Mins: Manipulation 3, 
Essence 2; 
 Type: Simple 
Keywords: Combo-OK, Touch 
Duration: Indefinite 
Prerequisite Charms: Price-Knowing Enlightenment 

The Lunar knows the price of others, and can set it if she so 

wishes – bribing a least god into loyalty is a simple matter, 

provided no-one else can meet the cost. This Charm targets 

any one object the Lunar owns and is touching, allowing 

her to make a sacrifice to it and commit a single mote. So 

long as that mote remains committed, any action using the 

object suffers an external penalty of –(Lunar’s Essence), 

unless the character using it has made that same sacrifice – 

obviously, the Lunar herself already qualifies. Characters 

cannot attune to artifacts that would inflict this penalty 

upon them. No object can be simultaneously affected by 

more than one instance of this Charm. 

Sacrifices are totally consumed in their use, and their worth 

can be exceeded – if the Lunar offers up a silver knife worth 

Resources 2, and another character offers one set with 

jewels and worth Resources 4, the sacrifice still functions. 

Valid sacrifices include: 

• A certain number of health levels worth of blood from the 
sacrificer, or from a specific species. 
• A certain number of motes of Essence. 
• An object of a certain type (i.e. swords, clothing, 
tableware) worth a certain Resources cost. 
• An object of a certain type made from a certain material. 
• A certain sequence of words or actions. 

Others may be possible, at the Storyteller’s discretion, 

though sacrifices should be possible without access to the 

Lunar herself, and can never be “perfect” (e.g. requiring 

something unique that has already been destroyed in its 

sacrifice). 

The necessary sacrifice is Obvious to the Lunar herself, but 

can be determined by other characters through a dramatic 

research action using (Perception + Occult), with a difficulty 

of (Lunar’s Manipulation), a cumulative difficulty of 30, and 

an interval of one hour. If the Lunar wishes, she may reduce 

the committed mote cost of this Charm to zero motes – 

doing so reduces the difficulty of such research actions to 

one, and their cumulative difficulty to 5, as the nature of 

sacrifice is communicated through riddles and symbols that 

manifest on the item in the universal tongue of trade. 

A second purchase of this Charm at Manipulation 4+, 

Essence 3+, allows its use on structures or areas belonging 

to the Lunar, affecting a radius a maximum of 

(Manipulation x 30) yards across, within their bounds. Such 

areas do not inflict penalties – instead, the environment 

itself works against anyone attempting to move within 

them who has not paid the toll or acquired explicit 

permission to enter from someone who has – such 



characters face an Obviously supernatural Blockade 

Movement action whenever they try to move anywhere 

except out of the area, using the Lunar’s (Manipulation + 

Bureaucracy or Survival). Using the Charm in this fashion 

costs ten motes, five of which are committed – or two, if 

the Lunar allows the nature of the sacrifice to manifest 

itself. 

UNILATERAL APPROACH REJECTION 

TECHNIQUE 

Cost: 4m, 1wp; Mins: Manipulation 2, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK 
Duration: One scene 
Prerequisite Charms: Price-Knowing Enlightenment 

Those who stay up in their fortresses and bellow down 

orders do not get to demand things of the Witches. No, one 

must wander out to their blasted heaths and dark woods to 

parlay with them, and must face words made quicksilver 

fast by previous rude demands. Whenever a Lunar with this 

Charm spends willpower to resist mental influence, her 

Parry Mental Defence Value increases by two cumulatively 

for the duration of this Charm. This explicitly ignores DV 

caps, but the bonus granted by this Charm is ignored by 

attacks which play off one of the Lunar's Intimacies or 

Motivation. 

HARD-TO-REFUSE OFFER 

Cost: 0-4m; Mins: Manipulation 4, Essence 3;  
Type: Supplemental 
Keywords: Combo-OK, Social, Warden 
Duration: Instant 
Prerequisite Charms: Unilateral Approach Rejection 
Technique 

The well-chosen words of a Lunar are like silver barbs into 

the mind, lulling studied ignorance with temptations which 

open thoughts to ardent argent influence. This Charm 

supplements a Manipulation-based social attack, and 

renders the target's Dodge MDV inapplicable. This Charm 

costs 4m normally, 3m if it is used as part of a trade or 

negotiation or against an Outsider, and 0m if used against a 

single target as part of a social attack where the Lunar is 

offering the target's desire as determined by Price-Knowing 

Enlightenment. 

BARGAIN'S GLEAM 

Cost: 5m; Mins: Manipulation 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Social, Compulsion 
Duration: One scene 
Prerequisite Charms: Price-Knowing Enlightenment 

The allure of a bargain, of a deal, of getting something for 

nothing draws men on. Witches know that, and they know 

that the great gift of hope is a yoke around the necks of 

men which lets one willing to exploit that lead men where 

they would not go willingly. Upon activating this Charm, the 

Lunar rolls her (Manipulation + Bureaucracy). For its 

duration, this Charm affects any of the Lunar's social 

interactions where at least one party intends to perform a 

trade of goods or services or to otherwise obtain something 

from the other. The other party or parties are affected as if 

by the Solar Charm Respect Commanding Attitude, save 

they are compelled not to watch respectfully but instead to 

either attempt to obtain what they seek from the Lunar or 

stay while the Lunar attempts to gain from them. 

Moreover, the Compulsion also means that anyone who 

attempts to obtain something from the Lunar must offer 

something in return, however cursory which must be 

offered at the time of trade in good faith. Explicitly "I will 

spare your life" is not a valid offer to the Lunar for the 

purposes of this Charm. 

HUNGRY SOULS LAID BARE 

Cost: 3m, 1wp; Mins: Manipulation 3, Essence 3;  
Type: Supplemental 
Keywords: Combo-OK, Social 
Duration: Instant 
Prerequisite Charms: Bargain's Gleam 

The hearts of men cry out with untold lusts and waiting 

secrets, and from the outside, the Lunar Exalted are well 

placed to gaze in and see those desires. This Charm 

functions as the Cecelyne Charm Knowing the Desolate 

Heart, save that where that Charm would intuit the target's 

greatest failure, the Lunar instead discovers what the 

target desires most in the world. For any Charms which 

later reference it, this desire counts as being discovered by 

Price-Knowing Enlightenment. 

HAEMORRHAGIC FAITH BRIBERY 



Cost: 10m, 1wp [2m]; Mins: Manipulation 4, Essence 3; 
Type: Simple 
Keywords: Combo-OK, Stackable, Crippling-Anchored, 
Training 
Duration: Indefinite 
Prerequisite Charms: Bargain's Gleam 

Mankind is but a race of prayer-cattle, made to fear and to 

adore to empower its betters. But Luna knows all about 

turning a limit of one's existence into a weapon, and her 

Chosen, born of mankind, have taken such principles even 

further. This Charm can be used against any spirit, ghost, or 

Raksha who has tasted the Lunar's blood within the current 

scene. As a Crippling-Anchored Training effect, the spirit 

gains a dot of the Cult background, up to a maximum of 5, 

and their corpus is marked with a silvery tattoo which 

resembles the Lunar's anima. This Cult is not truly real; it is 

a protean motonic reaction with the flesh of the target 

spirit stirred to life by the shining power of the Lunar 

Exaltation, and so does not correlate to actual worshippers. 

This Charm may be invoked multiple times against a target 

to raise their Cult repeatedly, which raises the commitment 

cost correspondingly. The target may, upon activation, 

spend 1wp to resist the Charm. 

For every month that a target is under the effects of this 

Charm per activation of the Charm, the Lunar acquires one 

day of servitude. At any point when the target has accrued 

days of servitude, the Lunar may demand a task of it. The 

spirit must carry out this task as if it were a demon bound 

by Demon of the First Circle. Each day or part of a day spent 

towards completing the task counts as a day of servitude, 

and reduces the accumulated total by one (hence all tasks 

count as at least one day). Should the Lunar run out of days 

of servitude while a task is in progress, the spirit need not 

complete it. This Charm is not Obvious, and the target is 

not aware of the hidden costs associated with it - merely 

that acceptance will give it worship. Removal of the 

Crippling-Anchored tattoo ends the Charm's benefits, but 

does not remove any accrued days of servitude. 

Should the Lunar take action to convert the "phantom" Cult 

to real Cult by spreading the worship of the being and 

enough worshippers are obtained through her actions, the 

Charm's duration converts to Instant and the Crippling-

Anchored keyword ceases to apply, releasing the 

committed motes. The only way to end the effects of the 

Charm is to reduce the spirit's Cult by a number of dots 

equal to those converted. 

OPIATE OF THE ADORED 

Cost: - (1m); Mins: Manipulation 4, Essence 3;  
Type: Permanent 
Keywords: Emotion, Poison, Crippling-Anchored 
Duration: Permanent 
Prerequisite Charms: Haemorrhagic Faith Bribery 

The prayers of men were made to be a levy, freely taken by 

those who could demand worship. But there is no such 

thing as a free lunch, and those who keep the Lunar Exalted 

in their hearts gain a subtle taint to their prayers that holds 

those who they worship to a bargain they may not have 

known even existed. The Lunar may, when inflicting a 

Crippling effect on a willing character, choose to spend a 

single mote and mark them as a Crippling-Anchored effect. 

This often takes the form of religious ritual, such as an 

entire village undergoing a branding, but may be as little as 

a scar left on the shoulder by a casual cut. Prayers from 

marked characters convey an Emotion effect which means 

that a day spent receiving prayer counts as a scene towards 

building an Intimacy of "Obligation" towards marked 

worshippers. This effect may be resisted for 0wp, but if it is 

resisted, the prayers from marked individuals do not count 

towards the Cult of the object of faith. 

Should an object of faith who possesses an Intimacy 

created by this Charm act against the best interests (as 

perceived by the worshipped being) of their worshippers, 

each scene spent doing so counts as a dose of a poison with 

the statistics of arsenic, save that the Penalty is equal to 

the object of faith's Cult rating. Spirits killed by this poison 

die permanently, leaving a mangled hollowed out corpse 

seemingly dissolved from the inside. For some reason, use 

of this Charm is very unpopular among the gods of the 

Threshold. 

MASK-PIERCING INSIGHT 

Cost: 2m; Mins: Manipulation 2, Essence 1;  
Type: Reflexive 
Keywords: Combo-OK, Social 
Duration: Instant 
Prerequisites: None 



No mortal mask of dishonesty or hidden meaning can fool a 

Witch, who wear anothers face all too literally. The drives 

and desires of her clients are laid bare, the better to strike 

a bargain. This Charm constitutes a reflexive Read 

Motivation action, adding (Perception)/2 automatic 

successes to the result. Additionally, the Lunar may glean 

the motivation behind the targets current actions instead 

of their current dominant emotion. 

Alternatively, the Lunar can use this Charm to read the 

intent behind a letter, engraving, statue or other inanimate 

object intended to make a statement, in which case they 

are opposed by the creator's (Manipulation + Socialize)/2, 

rounded up. 

DEBTOR-EVALUATING STANCE 

Cost: 3m; Mins: Manipulation 2, Essence 1; 
 Type: Simple 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: None 

Men carry the burdens of their debts around with them like 

an unseen cloak. It takes a Witch to see this unseen mantle 

of secrets and shame. This Charm allows the character to 

detect other's wealth and debts or obligations with a 

glance. This Charm targets one individual the character can 

sense. The Exalt's player rolls (Manipulation + Awareness), 

adding the Lunar's Essence in automatic successes. If the 

target is concealing his identity, Resources or Influence in 

any way, subtract an external penalty of the target's 

((Manipulation + Socialise)/2) from successes on the 

Awareness roll. If the Exalt succeeds, she learns the targets 

Resources and Influence ratings through phantom images 

flickering in front of her eyes. In addition, the images also 

allow her to make a rough but functional estimate of the 

net debts of the character, both monetary and non-fiscal - 

though not who they are owed to - and how her personal 

assets would be affected if those debts were called in. 

At Essence 3, Manipulation 3, this Charm may be 

repurchased. This allows it to be activated for +1 willpower 

with the Obvious keyword and duration One Scene. This 

makes the flickering images the Lunar sees visible to 

everyone else - save the target - for the duration of the 

Charm. This can be used for assurance of a character's 

worth in the eyes of others as well as to ruin a man who 

does not wish others to know that he is on the edge of 

penury. 

HUNTER COMES CALLING 

Cost: 3m; Mins: Manipulation 2, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Emotion 
Duration: Instant 
Prerequisite Charms: None 

Whether slaying dire monsters, retrieving princesses from 

castles, or smuggling drugs into areas under prohibition, 

the Chosen of the Moon sparks wonder from those too 

feeble to stir themselves into accomplishing the impossible. 

The Lunar can activate this Charm upon fulfilling the 

intimacy of any character (by providing them with what 

they desire, destroying what they hate, etc), and personally 

providing them with proof of her success. In the eyes of her 

beneficiary, the Lunar seems haloed by a harvest glow, 

leaving her a silhouette, an awesome wanderer who 

returns from the dark places of the world with wonders 

untold. Then the moment fades, and they can breathe once 

more. The beneficiary immediately acquires a positive 

intimacy of admiration or trust toward the Lunar, as an 

unnatural Emotion effect costing five points of temporary 

Willpower to resist. 

The beneficiary may reduce this Willpower cost by any 

amount, to a minimum of zero points, though doing so also 

erodes the fulfilled intimacy by an equal number of scenes. 

The lustre of their treasure fades once it is acquired, their 

hated enemy becomes less loathsome in death, as the truth 

of their reliance on this Outsider is revealed. If the intimacy 

would be entirely removed in this way, the beneficiary 

instead immediately acquires a negative intimacy toward 

the Lunar, which cannot be resisted. 

BEARING THE RED BASKET 

Cost: 10m; Mins: Manipulation 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Illusion 
Duration: One Shift Policy action 
Prerequisite Charms: None 

Wonder in excess is obsession, and the Lunar Exalted have 

ever been wonderful creatures. This Charm allows the 

Lunar to take a Shift Policy action (Masters of Jade, pp. 74) 



for any organization, even one she does not actually lead. 

This action has a capital cost of zero, but can only be used 

to create an intimacy with a context of desire, 

covetousness, adoration or addiction (or change an existing 

intimacy’s context to the same end). The Lunar does not 

give orders, and need not even directly interact with that 

organization, but must remain in general proximity to at 

least one active asset or project belonging to it for no less 

than half the full duration of each interval – as she window-

shops at the local Guild-owned marketplace or prowls 

around the camps of the 44th Legion, invisible motes of 

Essence fall from her like silvery pollen, adhering to skin 

and stone alike. These seeds soon blossom into the 

formless flowers of dream, the unsmelt scent of which 

incites vivid night-visions that prominently feature the 

chosen intimacy, driving the organization as a whole to 

distraction and obsession. This phantasmal method of 

Policy-alteration is immune to most circumstantial 

penalties, for obvious reasons. 

While this intimacy exists in the organization, members of it 

who develop the intimacy in their own right are subject to 

an unnatural Illusion effect costing one point of Willpower 

to resist each scene. It alters their perception so that 

seeking out or indulging in the object of their desire seems 

perfectly natural, permitted or even encouraged by their 

organization and society as a whole. As such, they do not 

need to roll Temperance to seek it out or indulge in it, 

regardless of whether doing so would cause them to 

neglect other duties. Further, they treat any characters 

who can offer the object of their desire (i.e. a drug dealer 

for hashish, or a goat for bestiality) as having an 

Appearance one dot higher than it actually is. 

BODY-LEDGER PERSISTENCE 

Cost: 5m [1m]; Mins: Manipulation 2, Essence 2;  
Type: Reflexive (Step 2) 
Keywords: Combo-OK, Crippling-Anchored 
Duration: Indefinite 
Prerequisite Charms: None 

Debts exist to be repaid, and Creation’s ledger is dripping 

with red. It is the aim of the Silver Pact to collect. The Lunar 

declares a transgression that she perceives as having been 

committed against her and a price that must be paid to 

make amends, her flesh immediately manifesting a 

scarified pattern that represents the debt. While this 

Charm is active, the Lunar modifies her Parry MDV as 

though she had an intimacy toward acquiring payment for 

the transgression. If she has an intimacy that resonates 

with the debt, such as a positive intimacy toward whatever 

she feels is owed, or a negative intimacy toward the 

transgression committed against her, this modifier is 

increased to (Essence). Benefiting from this modifier 

requires that the Lunar include the nature of the debt and 

the payment in her reply – a stunt may allow her to couch 

this in riddles or oblique references, but such information 

must be present in some form. 

This Charm automatically ends if the Lunar’s price is met, 

rendering her Parry MDV inapplicable against mental 

influence this Charm would have defended against for the 

rest of the scene. Upon ending this Charm, the debt-scar 

immediately heals. 

BLEAK LOVE INDUCES NO GENEROSITY 

Cost: 1m+; Mins: Manipulation 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Obvious, Servitude 
Duration: Indefinite 
Prerequisite Charms: Body-Ledger Persistence 

The Lunar’s pupils contort briefly into symbols of currency 

before settling back into their usual shape (human or 

otherwise). Meanwhile, ichor and Essence seep from her 

pores, crystallizing into chains of blood-rubies, tattoos of 

perfect silver and intricately carved hoops of bone that 

drape across her form, their quality directly related to her 

own means. While this Charm is active, the Lunar’s 

Resource rating is made Obvious to any character who sees 

her, as is the main source and nature of that wealth. If that 

character has a lower (Integrity + Resources) rating than 

her (Manipulation + Resources), they treat that scene as a 

scene spent building an intimacy of greedy submission (or 

similar, as determined by their player - toadying desire, 

avaricious admiration or self-serving worship would all be 

appropriate) toward the Lunar and her riches as an 

unnatural Servitude effect costing two points of Willpower 

to resist. When this Charm ends, all the flesh-accessories it 

spawned sink back into the Lunar’s flesh, or else dissolve 

like ash. 

If the Lunar is head of an organization, she may use that 

organization’s Wealth rating rather than her own 



Resources. A Lunar who wishes may display a lesser 

Resources rating than they actually possess, though this 

Charm’s cost is increased by one mote for every dot of 

Resources hidden, and the mental influence applied by this 

Charm uses her apparent Resources rating rather than her 

actual one. Additionally, the Lunar may increase the cost of 

this Charm by one mote to conceal the main source of her 

wealth, instead revealing the next-most-prominent source - 

she can do this as many times as she pleases. 

Finally, the Lunar may use this Charm with the Touch 

keyword to apply it to any object or character (including 

vehicles and mounts) she owns, draping her target in weird 

and gaudy accoutrements carved from her anima and their 

own flesh or steel. The Charm functions as normal, 

speaking of the Lunar’s wealth and mad generosity through 

her subordinates or possessions. 

The Lunar may repurchase this Charm any number of times, 

with each purchase allowing her to use one Background 

other than Resources for all aspects of the Charm – such as 

Artifact or Followers. The Charm also gains the Stackable 

keyword, allowing the Lunar to apply different versions of it 

to herself at the same time - she can only affect a given 

character with its mental influence once per scene, 

however. 

SILVER BOUNTY SIGIL  

Cost: 1m (+3m); Mins: Manipulation 3, Essence 3; 
Type: Simple 
Keywords: Combo-OK, Obvious 
Duration: Indefinite 
Prerequisite Charms: Body-Ledger Persistence 

The word spreads, and the favour of witches are sought in 

blood and jewels. The Lunar chooses a single transgression 

she has marked on her form with Body-Ledger Persistence, 

imbuing the relevant debt-scar with silvery power until it 

glows like her Caste Mark at the 4-7 mote level. On 

activating this Charm, the Lunar may choose any 

combination of the following pieces of information, which 

(in a degree of detail specified by her upon activation) are 

rendered Obvious to anyone who perceives the glowing 

debt-scar, however briefly. 

• She may communicate the nature of the chosen 
transgression, as well as the ultimate payment she expects 
in exchange for that transgression. 
• She may communicate any deeds that another character 
(other than the debtor) could undertake which would 
contribute toward seeing repayment done – a Lunar with a 
depleted hoard might advertise for new treasures, while 
one embittered against the Bull of the North might call 
upon others to slay Icewalkers. 
• She may communicate what payment she is offering 
anyone who completes one of her advertised deeds, or 
provides her with ultimate repayment (other than the 
debtor). Payment may be customized for each deed. 

If she wishes, the Lunar may increase the cost of this Charm 

by three motes to add the Touch, Crippling and Crippling-

Anchored keywords, allowing her to apply a copy of the 

debt-scar to any surface or character she is in contact with. 

This version of the Charm has an Instant duration, and the 

debt-scar glows with anima-light until the physical mark it 

is anchored to is erased or healed. 

At Manipulation 4+, the Lunar may render any glowing 

debt-scars created with this Charm visible only to specific 

categories of characters, which may be as specific as one 

single character or as vague as “Southern humans”. 

Essence-sight can still make out a silvery glow wherever the 

debt-scar is, but it requires a (Perception + lower of 

Linguistics and Occult) roll at difficulty 6 to decipher. 

CRIMSON-CONCEALED SILVER TONGUE 

Cost:6m (+ 1lhl); Mins: Manipulation 3, Essence 1;  
Type: Simple 
Keywords: Combo-OK, Poison 
Duration: Instant 
Prerequisite Charms: Any Manipulation Excellency 

Concealed within the heart's blood of any living thing is a 

secret song from the dawn of their species, hidden there by 

Primordial grace. Lunars have heard those songs as they 

make their way through the world, and it is a small act to 

sing one's own song that any who taste the crimson fluid 

might hear. This Charm allows the character to hide a 

message within as little as a drop of their own blood (which 

leaves via the pores), which can be heard if it is tasted. Only 

the intended targets can perceive it. A single drop only 

provides enough for a single target, while if an additional 

lethal health level is paid in activation, enough blood can be 

imbued to allow up to (Manipulation) Magnitude to hear 



the message. The blood does not congeal, and may be 

concealed within other fluids or foodstuffs, although it 

must remain concentrated enough that a human could 

taste something peculiar about it. If it is more dilute, the 

taster may get flashes of meaning, but there is not enough 

for a reliable effect. This song of the heart's blood bypasses 

normal language, and so can be understood regardless of 

shared languages. 

The concealed message can include natural or unnatural 

mental influence, as a Poison-keyworded effect. If so, the 

influence is an attempted surprise attack. Add the Exalt's 

Resistance in automatic successes to the Socialise roll to 

take the target by surprise, and use her Resistance in place 

of her Appearance for affecting MDVs. 

POWER-SUCKLING LIFEBLOOD 

Cost: 3m, 1lhl; Mins: Manipulation 2, Essence 1;  
Type: Simple 
Keywords: Combo-OK, Touch 
Duration: Instant 
Prerequisite Charms: Crimson-Concealed Silver Tongue 

All power demands sacrifice, so the Lunar imbues her blood 

with glinting motes, and makes herself a martyr for 

another’s strength. This Charm targets any character the 

Lunar is touching, her blood flowing from a sudden wound 

or orifice into their mouth. The target immediately receives 

five motes which they can place in any of their pools. Note 

that no character can receive more than five motes on a 

single action from any combination of effects that 

voluntarily transfer Essence between characters. 

Any scene in which a character receives Essence from the 

Lunar in this way counts as a scene spent building an 

intimacy toward her, with a context chosen by their player. 

SURETY-GUARANTEEING HAEMOPHAGIA 

Cost: 10m, 1wp, 1hlh; Mins: Manipulation 4, Essence 3; 
Type: Reflexive 
Keywords: Combo-OK, Obvious, Poison 
Duration: Instant 
Prerequisite Charms: Crimson-Concealed Silver Tongue 

Blood is the life. Through its shedding a crown might be 

won and lost, and the moon-witches remember that 

fundamentally the thrones of the gods and the Exalted alike 

are steeped in the vital fluid. A Witch can learn to anchor 

pacts and vows in blood, and punish harshly any who would 

break them. This Charm can only be used on a target who 

either has tasted the Lunar's blood, or had their blood 

tasted by the Lunar in the last scene. Should they make an 

agreement or swear an oath, either with the Lunar, or 

another valid target, the she may choose to activate this 

Charm and seal the pact as a Poison effect. Although this 

Charm is Obvious, this manifests as the blood of the 

involved parties suddenly shining a brilliant silver even 

through their skin, and hence if the Lunar is not party to the 

agreement there is no evidence that she did anything. 

From that point on, if either party should break the terms 

of the agreement or oath, their own blood rebels against 

them in punishment. Firstly, whenever they are injured for 

(Manipulation) months after the vow is broken, the target 

suffers bleeding as if they were a mortal as a Crippling 

effect. This even applies if they are a creature which does 

not normally bleed; even sapient jade-steel automata may 

find a slurry of liquefied alloy escaping from their wounds. 

Moreover, a number of times equal to the Lunar's Essence 

at the time when she witnessed the oath, the oathbreaker 

takes an additional point of unsoakable Aggravated damage 

after all other effects are resolved whenever they are 

injured, as their vital fluids clot silver inside their veins. 

When this happens is up to the Storyteller, but it always 

happens at the worst possible time. If this damage is 

averted by any means, it does not count against the 

number of times it can occur, but instead waits quiescent 

for another chance. 

The Witch has the capacity to release the parties from an 

oath she has sealed. Both parties must be alive and willing 

to give such a release. In such cases, the Witch must inflict 

a point of lethal point of damage on the involved parties, 

letting the blood run together, and activate this Charm 

again. 

SHAPE-PURCHASING BARGAIN 

Cost: 4m, 1wp; Mins: Manipulation 3, Essence 1;  
Type: Simple 
Keywords: None 
Duration: Indefinite 
Prerequisite Charms: Any Manipulation Excellency 

There is a precautionary tale in the Realm about men who 

desire things they cannot have. Once, there was a peasant 



who fell in love with the mortal husband of a Dynast. 

Lustily, he sighed, "Oh, for just one night with him," and 

what happened the next night but the husband made his 

way to the peasant's house and they made love. The next 

day, a man wearing the peasant's mien murdered the 

Dynast, the magistrate, and a room full of guards. Yes, 

incautious words around the Lunar Exalted are foolish 

indeed. 

Prior to using this Charm, the Lunar must have observed 

the target express a desire for something to be done - for 

example, a satrap's "Will no one rid me of this meddlesome 

priest?" is a desire to have an irritating Immaculate monk 

murdered or otherwise removed from the capacity to 

influence the area. The desire may not be meant seriously 

or expressed with any intent of obtaining it, but it must be 

unambiguous. If this condition is met, the Witch need only 

be within (Manipulation) yards of the target, and activate 

Shape-Purchasing Bargain. Doing so seals the agreement 

between the Lunar and the target. 

If she succeeds in her task, and presents the desired thing 

(or evidence that it has been done) to the target, the 

Charm ends, and she adds the target's form in full to her 

form library. This Charm ends in failure if the Lunar finds 

that the task has become impossible (for example, if the 

wife she is trying to save dies), or if she decommits the 

motes. 

It is possible for the target to unconsciously reject the deal 

for a cost of 1wp, therefore avoiding both the task and the 

trade. This is not Obvious, however, and so the target only 

knows that there is someone who will do as he desires, 

without learning anything about the source of the favour or 

the cost to it. Once the bargain has been made, only the 

death of the Lunar before completion or her abandonment 

of the task can prevent it coming to fruition. 

VITAL SACRIFICE HOMOGENISES 

Cost: 3m, 1lhl; Mins: Manipulation 4, Essence 2;  
Type: Simple 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: Shape-Purchasing Bargain 

Children are the wages of union, pain and inconvenience - 

substituting blood for time and necessity for a partner, the 

Lunar allows monstrous spawn to drip from her veins. Upon 

learning this Charm, the Lunar designs a single creature 

using only mutations from her Heart’s Blood library, with a 

Genesis rating no greater than half her Essence. To activate 

it, she inflicts some small injury upon herself, biting open a 

finger or slashing a wrist. The blood that flows forth does 

not move like liquid – it leaves the body in a single 

gelatinous eruption, sealing the wound behind it, and 

collapses into a quivering crimson blob up to 

(Manipulation) yards away. This amorphous foetus has 

(Lunar’s Stamina) -0 health levels and no soak, and (if not 

outright destroyed) roils and churns over the next (Genesis 

rating) ticks before birthing itself into the creature the 

Lunar designed upon learning this Charm. 

This bloodchild’s Motivation is to serve the Lunar, though it 

otherwise learns, reacts and develops as a normal creature 

would. The Lunar may purchase further bloodchild 

“templates” at a cost of 1xp each, allowing greater variety 

in her wound-spawn, and may redesign any template 

whenever she increases her Essence rating, or at the start 

of a new story. 

At Essence 3+, the Lunar may activate this Charm 

reflexively in response to being dealt even one lethal health 

level of damage by an attack, removing the Charm's lethal 

health level cost and adding (Essence) further points of 

mutations to the spawned creature for each level of lethal 

damage suffered past the first. The Lunar may treat 

Crippling amputation effects as lethal health levels of 

damage for this purpose. 

A Lunar with Manipulation 5+ may reflexively activate this 

Charm upon her death at no cost, bleeding her own Heart’s 

Blood into the soil. The resultant behemoth is designed by 

her player then and there, with a Genesis rating of (Lunar’s 

Essence + total number of non-incapacitated health levels), 

but takes hours to fully form, rather than ticks. Such a use 

of the Charm is not Obvious – the vital earth serves as the 

bloodchild’s cradle, feeding it with minerals and squirming 

things until it is born. 

FORM-BARTERING METHOD 

Cost: 8m, 1wp; Mins: Manipulation 4, Essence 3;  
Type: Simple (Speed 7, DV -5) 
Keywords: Combo-OK, Obvious, Shaping, Touch 
Duration: Until the next new or full moon 



Prerequisite Charms: Shape-Purchasing Bargain 

Men become beasts and beasts become men at the courts 

of the witch-kings of the Lunar Exalted. Children in the 

Realm shiver at stories of these evil anathema who can 

trade faces and fleshes as they see fit. This Charm changes 

valid targets into a form in the Lunar's form library which 

the Lunar could assume. Valid targets are mortals, animals, 

and any other sapient non-Essence using species. 

Argent-gleaming blood seeps from the Lunar's touch, and 

the flesh of the target begins to ripple like wax. Roll 

(Manipulation + Occult) against the target's Dodge MDV. 

On a failure, the target rejects the magic and their flesh 

returns to normal, though they may bear odd scars on the 

touch for the rest of their life. On a success, the victim 

screams in agony as they undergo a terrible 

transformation, flesh splitting and bones warping as they 

become a beast. They gain all the mutations of the form, 

both positive and negative, becoming superficially identical 

to it, and the Witch loses access to that form, gaining in 

return the form of her victim. Non-Essence users 

transformed in this way gain the Physical Attributes and 

Appearance of their new form, for without the spark of 

essence their flesh is more malleable. Transformed targets 

retain their own mind, save any mental mutations the form 

carries with it. As a result, for example, humans 

transformed into animals will tend to loose all capacity for 

speech, due to (Species)-Tongue, while a wolf which 

becomes a man will still be a wolf in the head. When the 

Charm ends, the target undergoes a Speed 7 

transformation which is similarly painful, and regains their 

own form, while the Lunar regains access to the gifted form 

and loses access to her victim's form. 

At Manipulation 5, willing or Incapacitated Essence-using 

targets may be targeted by the basic version of this Charm. 

When under the effects, an Essence-user may spend 2 

Willpower to break the form change. If this is done, the 

Lunar regains access to the broken form, as well as keeping 

the traded form of the Essence user. 

At Essence 4, the duration of the Charm increases until 

"until the next Calibration", and the commitment cost of 

using it against non-Essence users is reduced to 2m (though 

8m, 1wp must still be spent to activate the Charm). At 

Essence 5+, she may instead activate this as an Instant 

Charm for a surcharge of +12m, permanently swapping the 

forms, with no hope of reversion save another use of this 

Charm, or powerful magics which can undo the Shaping. 

Men turned into animals this way retain their human souls, 

and should (improbably for all save the Exaltation of the 

Dragons) Exaltation occur the transformation is broken. 

APPERANCE 

"Seem to be anything, be nothing" 

TOTEMIC SELF ANNOUNCEMENT 

Cost: - ; Mins: Appearance 1, Essence 1;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: None 

Just as Luna has the Other Moons, so can the Lunar Exalted 

proclaim that there is a self within their self who is and is 

not them. By refracting their identity through the lens of 

their self, they internalise a form of Creation and become 

Other. This Charm grants the Lunar a form referred to as a 

totem. This form must be a natural animal Native to 

Creation. The cost in mutation points of the totem form is 

reduced by (Essence + Appearance), and furthermore, the 

minimum mote commitment to assume the totem is set to 

0m. If the mote commitment to assume the form would be 

reduced to below 0m, the Lunar may permanently modify 

the form by increasing the number of mutation points it 

takes to build it so it costs 0m again, whether by removing 

natural disadvantages of the form - for example, an arctic 

fox may no longer suffer in the heat - or by developing the 

creature along appropriately mythic lines. A black cat may, 

at high Essence, become a stalking shadow-beast whose 

too-large maw drips a poison which drives man blind and 

which feeds off the breath of infants, for example, or a 

polar bear may gain a hide made of unmelting ice. 

At Essence 3, this Charm upgrades. The Lunar may choose 

to only manifest some of the mutations granted by this 

Charm when they assume it and only pay for the mutations 

they use, allowing strange monstrosities which combine 

man and beast to stalk the world with the burning mark of 

Luna at their brow. 



There exist ways for a Lunar to alter their totem beyond 

strict thematic or natural lines. The most well known of 

these is the effects of the Wyld where, should a Lunar 

spend 1wp when they gain a mutation from the effects of 

that place, they may instead internalise it into their totem 

rather than be affected by it normally, exchanging natural 

mutations which compose the form for Wyld-granted 

monstrosity. Other ways exist to gain differently themed 

modifications to the totem, from overdoses of the strange 

vitriolic alchemical drugs of the Demon City, to scavenging 

in the Labyrinth and drinking the black water which pools in 

the darkest hollows of that place. Mutations gained in 

these methods should be marked on the character sheet, 

and may not be removed when Essence or Appearance is 

increased, only exchanged using similar such unnatural 

methods. 

MIGHTY MOON-RANGER MORPH 

Cost: — ; Mins: Appearance 3, Essence 2;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Totemic Self Announcement 

At times, it befits a Witch to take a less alien mien – it may 

be more efficient to use her own body, but humanity has 

ever been a tool-using species. Whenever the Lunar uses 

one of her Charms to produce a mutation or an Obvious 

organic visual effect in her own body, she may alter its 

appearance, rendering it a construct of silvery anima-light, 

plated moonsilver or coloured leather. Claws seem to be 

spiked knuckledusters, an armoured carapace appears to 

be actual armour, and tentacles manifest as ribbon-whips 

of white silk. These altered mutations function as normal, 

and their Heart’s Blood source is still recognizable, 

betrayed by stylistic choices and obvious patterns in the 

construct. 

PREJUDICE DISSOLUTION MORPHOLOGY 

Cost: - (3+ m); Mins: Appearance 2, Essence 1;  
Type: Permanent 
Keywords: Illusion, Stackable 
Duration: Permanent 
Prerequisite Charms: None 

Male, female, rich, poor, East, West, North, South, Centre, 

straight, gay, bi... none of these matter to the Silver Lady. 

She is all, and so are her Chosen, should they so wish. This 

Charm is a cluster of Charms which must be purchased 

separately which enhance the Lunar's natural shapeshifting 

capacities. In addition, she reflexively may commit 3m 

Indefinitely, +1m for each additional variant she wishes to 

use, to weave her anima into her to assuage or amplify the 

instinctual judgements of others. While this is active, 

anyone who interacts will not take the appropriate feature 

into account when interacting with her, and she ignores all 

MDV penalties and bonuses others would have based on 

the appropriate feature of her appearance or social role. 

They still maintain all their instinctual prejudices and 

biases; they merely do not apply them to the Lunar. 

Alternatively, she may instead amplify all such biases such 

that all MDV penalties and bonuses based on that aspect 

are doubled, as they treat her as the exemplar of all cliches. 

This is an unnatural Illusion which affects everyone with an 

MDV less than (Appearance + Essence), and costs 2 wp to 

resist for a scene. Once a character has spent (Lunar's 

Essence) resisting this Charm, they are immune to this 

effect for a week. 

Twin-Faced Hero - Those who interact with the the Lunar 

take no account of her sex and its social roles and 

connotations. A female Lunar may freely take ship's 

passage in the West, and a male one among the Huui tribes 

of the North-East may pick up a bow with no censure. 

Alternatively, all will treat her as their perceived stereotype 

of her sex. 

In addition, the Lunar's natural form may be male, female, 

hermaphroditic or asexual, and this may be changed with a 

Shapechange action, which costs 5m uncommitted. Her 

natural form is equally her no matter which sex it is, and 

appears to be her as if she had lived her life as the assumed 

sex "naturally", retaining all scars, blemishes, and so on. 

Individuals will think that she is her brother if it is not 

known she has this capacity; all such modified natural 

forms are clearly and obviously related. 

Generous All-Lover - Those who interact with the Lunar 

take no account of her sexuality and its social connotations. 

She is equally attractive to all sexual orientations no matter 

her current sex, and so ignores both penalties and bonuses 

to seduction based on being the wrong (or right) gender for 

the target's preferences. She will not be viewed by House 

Cynis Dynasts as being boring for only being interested in 



one gender, nor will a male Lunar be viewed with contempt 

as a "receiver" among the Kaalan mantis-riders of the East. 

Alternatively, she may aggravate all such beliefs. 

In addition, as part of a standard Shapechange action, the 

Lunar may modify the primary, secondary or tertiary sexual 

characteristics of any of her natural or assumed forms. If 

used on her natural form, the commitment cost of the 

Shapechange is reduced by 3m, to a minimum of 0m. 

Many-Hued Champion - The Lunar's race, ethnicity, 

nationality and hair colour cease to matter to any that she 

interacts with. People will not make fun of the "backwards 

Thresholder", nor will standard assumptions of the 

untrustworthiness of Nexans apply. If she chooses instead 

to exemplify such things, though, she can be the very 

model of a decadent Realm snob or a Lookshyian hypocrite 

in the eyes of others. 

In addition, the Lunar gains the capacity as part of a 

standard Shapechange action to change the skin, eye and 

hair colours (or equivalent, such as plumage) of a natural or 

assumed form, and shift its features and build subtly so it 

looks like she is a native of any given part of Creation. 

Alternatively, she may freely adjust the age of the form, 

from infant to aged elder. A dark-skinned, red-haired 

Southern could become pale skinned, blonde, and taller to 

disguise herself as someone from the North, for example, 

but will look very similar - the Lunar gains (Appearance) 

dice towards any Disguise checks used to hide herself. If 

used on her natural form, the commitment cost of the 

Shapechange is reduced by 3m, to a minimum of 0m. 

Beggar-King King-Beggar - The wealth and dress of the 

Lunar is no longer a factor in the assumptions and 

interactions others make with her. She may walk through 

the roughest streets of the worst slums in fine gowns and 

none will raise an eyebrow, and she may negotiate with 

Guild factors in rags and tatters. Alternatively, everyone 

who interacts with her will treat her as if her clothing 

defines her, applying preconceptions of class and income 

freely. 

In addition, the Lunar gains the capacity as part of a 

standard Shapechange to disguise her clothing, her flesh 

and anima seeping out to infuse the garment, with a 

Resources value of up to (Appearance). She may generate 

clothing from her flesh if she has none to hand. This may be 

done freely as part of a normal Shapechange, but such 

clothes will disintegrate into moonlight and blood if taken 

more than (Essence) yards from her. Alternatively, she may 

commit 1m to have each individual object last Indefinitely, 

even if separated from her. 

SMILING CHAMELEON'S RAGE 

Cost: 3m; Mins: Appearance 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Social 
Duration: Instant 
Prerequisites: None 

A Lunar is ruler of their form. An observer sees only what 

the Moonchild desires; joy and warmth where ought to lie 

a ferocious snarl, or charm and welcome in a killer's cold 

stare. This charm opposes an attempt to divine the Lunars 

intentions or motivations with the Lunars full (Manipulation 

+ Socialize) pool. If the attempt fails, the Lunar 

automatically knows what information their opponent is 

seeking, and may return whatever she desires in place of 

the truth, from a false reading to a taunting rejoinder. 

Lunars with Appearance 4, Essence 3 may pay a surcharge 

of +3m to extend the duration of this Charm to One Action. 

If she does so, she may return different messages to 

different onlookers. 

SECRET SPEECH TECHNIQUE 

Cost: 2m; Mins: Appearence 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, 
Duration: Instant 
Prerequisite Charms: Smiling Chameleon's Rage 

A witch walks unknown among her direst foes, smiling at 

them through the face of another. With the same ease, she 

discusses secret plots under the guise of harmless 

pleasantries, leaving onlookers none the wiser. The Witch 

veils her speech such that she buries her true statement 

beneath a second statement of her choice, opposing any 

attempt to divine her true statement with a Difficulty equal 

to her (Manipulation + Socialize) pool. Unless otherwise 

noted, opponents should use their (Perception + 

Linguistics) pool to attempt this roll. The Witch may 



designate up to (Appearance) targets as exempt from the 

veil. 

This magical double-speak interacts strangely with lie 

detection. If either statement is false, then any attempt to 

divine whether the Witch is telling the truth will conclude 

that she is lying, regardless of which statement her 

interrogators actually perceive. 

WORDS LIKE HIDDEN KNIVES 

Cost: 6m; Mins: Appearence 3, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK, Social, Illusion 
Duration: Instant 
Prerequisite Charms: Secret Speech Technique 

Weaving the illogic of dreams into his words, the Witch 

detaches meaning from expression. While he speaks of the 

oncoming rainclouds, others might unconsciously hear his 

suggestions of murder. This Charm supplements a 

Presence-based social attack. The Lunar chooses a hidden 

social attack to weave into his words, which affects the 

chosen target instead of the overt words they speak. This is 

an Illusion effect, though it may not be resisted with 

willpower. Should a magical effect immunise a target from 

Illusions, they are affected by the overt social attack, which 

resolves normally. 

The secret words are unrelated to his actual speach and 

body language, and arrive through counter-inuitive leaps of 

logic and nonsensical connections in the mind of the target. 

The target must roll their (Wits + Linguistics) at a difficulty 

of the Lunar's Appearance in Step 1 of resolution; if they 

fail, the hidden social attack counts as being made from 

surprise. 

With a repurchase at Appearance 4, Essence 3, the Lunar 

may enhance Performance-based social attacks. He may 

choose up to (Appearance) targets in the crowd to be 

exempted from the effects of his hidden words. 

FLICKER-FLASH FLESH PHASE 

Cost: -; Mins: Appearance 1, Essence 1;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: None 

The Lunar Exalted are ever-changing everymen, 

unconstrained by just one form. This Charm permanently 

reduces the Speed of a Shapechange action to 3, and 

reduces the DV penalty to -0. 

At Essence 3, Appearance 3, this Charm improves. For a flat 

uncommitted cost of 2m, the Lunar may take a Reflexive 

Shapechange on her action tick to any form which costs a 

number of motes equal to or lesser than the amount she 

currently has committed to her form. She may also choose 

to commit more motes then necessary when taking a 

Shapechange action, in order to have more freedom in her 

assumption of forms. 

At Essence 3, Appearance 5, the Action-Only requirement is 

removed from the Lunar's Reflexive Shapechange actions. 

PERFECTED CONCEALMENT PRACTICE 

Cost: - (+1m per edge); Mins: Appearance 2, Essence 3;  
Type: Permanent 
Keywords: Illusion, Shaping 
Duration: Permanent 
Prerequisite Charms: Flicker-Flash Flesh Phase 

The moon-witches have their own ways of hiding from 

those who would hunt them with magics. Upon purchasing 

this Charm, the Lunar selects two of the following edges, 

which they can activate when taking a Shapechange action 

for a surcharge of +1m. Further edges may be purchased 

for 3xp. 

Total (Sense) Assumption - This edge exists as three 

separate versions; one for sight, one for hearing and touch, 

and one for scent and taste. As an exception to the normal 

rules, these edges can be activated together for just +1m. 

When purchased for the appropriate senses, the Lunar's 

forms no longer have the subtle imperfections in those 

senses which can be noticed by an onlooker. Sight covers 

the appearance of the form. Hearing and touch cover the 

noises it makes, the way it feels, and also its mass. Scent 

and taste cover its scent and taste and furthermore mean 

that body parts separated from the Lunar do not revert to 

their human counterpart. 

Essence Sight Blinding - When this variant is active, the 

Witch ensures that her magical traits appear to be 

whatever she wants them to be. She can make her Essence 

level appear to be whatever she wants, make herself 



appear to be a Creature of Darkness, or even make her 

motes have a Malfean aspect to Essence sight. 

Fate-Shedding Shrug - The Lunar discards her own Fate. She 

may choose to render herself Beyond Fate when she takes 

a Shapechange action, which lasts until she takes another 

one to assume it again. Alternatively, when taking a 

complete form from her library, she may assume the Fate 

of that person as a Shaping effect on the Loom itself; if they 

are still alive, astrological readings will perceive a strange 

"double image" as the destiny declares that the person is in 

two places at once. When assuming a form which she has 

made from mutations granted by Lunar Charms or which 

hybridise mutations from multiple sources, she may create 

a false fate. 

These edges are Illusion effects which may not be resisted 

by Willpower and is perfectly immune to mundane 

scrutiny. Appropriate non-Excellency Charms can still see 

through the ruse using the usual rules for Charm roll off, 

but the Lunar adds (Appearance) automatic successes to 

the contest. 

DEAD WITCH WALKING 

Cost: 3wp, 1 limit; Mins: Appearance 4, Essence 4;  
Type: Simple 
Keywords: Shaping 
Duration: Instant 
Prerequisite Charms: Perfected Concealment Practice 
(Essence Sight Blinding) 

The Sun hates the lands of the dead, and burns them. The 

Maidens toy with them, their pretty little fingers sunk into 

the Calendar of Setesh. But Luna, ah! The Argent Madonna 

is fascinated by those grey lands of memory, and she has 

wandered those dark places and sat above the Mouth of 

the Void listening to the Whispers of those she once 

served. Would her Chosen do any different? Upon 

activating this Charm, the Lunar's anima flares totemic, 

flashing the crimson of a Lunar eclipse, before collapsing 

back into her body. She becomes a Creature of Death, and 

respires Essence accordingly. She treats necrotech 

constructs, ghosts, and Creatures of Death as living beings 

for the purpose of any of her Charms which make a 

distinction, and furthermore treats ghosts as mortals for 

the purposes of all Charms where it makes sense to do so 

(for example, enlightening the Essence of a ghost is a 

nonsensical action, and so cannot be done). 

While this Charm is active, the bloody red of the shadowed 

moon seeps into her anima and the aspect of her motes, 

subtly twisting all her magics - including any sorcery she 

performs, which may be mistaken for disguised 

necromancy by a suspicious observer. Observers with 

Occult 1+ may recognise this taint and its Underworld 

origins with a successful Difficulty 4 (Wits + Occult) roll. 

PROTEAN SOUL ENGAGEMENT 

Cost: — ; Mins: Appearance 4, Essence 3;  
Type: Permanent 
Keywords: Native, Overdrive 
Duration: Permanent 
Prerequisite Charms: Flicker-Flash Flesh Phase 

With a full-body shiver the Lunar takes a new shape, ready 

to exploit each form to its greatest violent potential. This 

Charm grants the Lunar a five-mote Overdrive pool, to 

which she adds one offensive mote each time she takes a 

shapeshift action while in combat (she does not gain this 

benefit if the action itself cost fewer than two non-

offensive motes). Further, the Lunar may use offensive 

motes to power any shapeshift actions that require no 

mote commitment. 

ANY-HOUR MIDNIGHT WEARINESS 

Cost: 3m; Mins: Appearance 1, Essence 1;  
Type: Simple 
Keywords: Combo-OK, Crippling, Compulsion, Touch 
Duration: Up to eight hours 
Prerequisite Charms: None 

The touch of dreams is nepenthe akin to Lethe, shedding 

the self of the waking day to become ten thousand others 

in one's sleep. The Lunar uses this Charm on an Inactive or 

consenting character to impose an unnatural Compulsion 

to sleep for up to eight hours. If the Lunar so chooses, she 

may make the dreams deep and clinging, imposing an 

internal penalty of (Essence) for any roll the target would 

make to wake up (for example, a Perception-based roll 

caused by a loud noise). This Charm automatically ends if 

the character takes any damage. 

In addition, any stunt bonus the Lunar gets from describing 

the dreams the target character experiences may add or 



subtract (as an internal bonus or penalty) to their 

Conviction roll to regain Willpower from rest. With an 

appropriate stunt, the Lunar may substitute another Virtue 

in place of Conviction - for example, dreams where the 

character fights off a horde with gleeful effort be 

appropriate to roll Valour instead. 

With a repurchase at Appearance 2, Essence 3, this Charm 

may be activated with the Crippling-Anchored [1m] 

keyword and One Month duration. The character sleeps for 

as long as the Charm remains active, does not require 

nutrition or hydration while they sleep, and does not age. 

Heroic characters may spend one willpower to wake for a 

scene, or three willpower to throw off the effect. A 

character under the effects of this Charm has a silvery mark 

form on their lower lip - the Old Realm character for 

'quiescence' - as a Crippling Anchored effect. If blood is 

drawn from the blemish, it vanishes and the Charm ends. 

At Essence 4, this repurchase automatically upgrades to 

duration One Year, and at Essence 5, Indefinite. 

WAKING DREAM HORRORS 

Cost: 5m, 1wp; Mins: Appearance 3, Essence 3;  
Type: Supplemental 
Keywords: Combo-OK, Emotion, Illusion 
Duration: One scene 
Prerequisite Charms: Any-Hour Midnight Weariness 

What is a man to do when life is but a dream? This charm 

supplements a social attack to produce an Emotion in a 

single character, rendering it an unnatural mental 

influence, which costs 2wp to resist. Affected characters 

are afflicted by the Illusion that they are asleep, 'realising' 

that everything they see is just part of the dream. They do 

not need to suppress Virtues to act as they wish, because 

everything they see is "not real" and thus their actions do 

not matter. Furthermore, the Illusion also casts everything 

they see through the lens of the Emotion of the 

supplemented attack. This leaves everything they perceive 

recognisable, but warped; "fear" might leave everyone they 

see with witch-fires in place of eyes and the trees move out 

of the corner of their eyes. Once the Charm ends, the 

target is at an internal penalty of the Lunar's Appearance to 

accurately remember anything which occurs in the "dream" 

- this penalty can be removed by spending two willpower. 

In addition, a character under this effect counts as being 

asleep for the purposes of any Charms which affect 

sleeping characters. 

At Essence 4, Appearance 4, this Charm may be 

repurchased, allowing it to enhance social attacks against 

multiple targets for +3m. All targets affected by a single 

activation dream the same dream and see things in the 

same manner. 

WILD-AND-FREE PRANA 

Cost: 3m, 1wp; Mins: Appearance 2, Essence 2;  
Type: Simple (Speed 4, -1DV) 
Keywords: Combo-OK, Illusion, Obvious, Social 
Duration: One day 
Prerequisite Charms: Any-Hour Midnight Weariness 

Taboos, morality, restraint; shared dreams of society which 

seem to be everything to those who abide by them. 

Witches discard such dreams like mist. This charm is an 

unnatural social attack of (Appearance + Presence) against 

a single target, which costs two willpower to resist and 

which merely requires that the Lunar lurk in the presence 

of their target. With a successful (Wits + Socialise) roll, 

targets can realise the Lunar is attempting some magic 

against them. Against sleeping targets, this social attack is 

undodgeable. The Lunar chooses a single taboo or code of 

behaviour, and while the target is under its effects the 

taboo is meaningless to them. Beyond this Illusion, they are 

completely rational. In addition, a scene spent indulging in 

the no-longer applicable taboo counts as a scene spent 

working towards their Motivation. A character under the 

effects of this Charm may spend one willpower to act 

normally for a scene, forcing themselves to pretend that 

such restrictions mean anything to them. Once they have 

spent three willpower resisting this Charm, they are 

immune to its effects for a lunar month. 

At Essence 4, Appearance 3, this Charm may be 

repurchased, allowing it to enhance social attacks against 

multiple targets for +3m. All targets affected by a single 

activation void the same taboo. 

CONTAGIOUS BACCHANALIA 

Cost: 5m; Mins: Appearance 3, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK, Compulsion, Emotion, Social 
Duration: One scene 



Prerequisite Charms: Any-Hour Midnight Weariness 

There is a hidden self within all men, one which is flooded 

by the raw urges of the po soul, and through the right 

methods this hidden half of humanity can be bought out to 

play. This Charm supplements a social roll to create or 

amplify a base emotion or feeling in a target or number of 

targets. A base emotion is one which relates directly to a 

simple physical activity, and requires no higher cognition; 

for example, tiredness, hunger, fear and lust are all base 

emotions, while love and charitableness are not. The roll 

takes an internal penalty equal to the group’s Magnitude. 

The Charm exerts unnatural mental influence on any target 

whose Mental Defense Value is less than the character’s 

successes, inducing them to feel the relevant Emotion. The 

Emotion may be specific (for example, fear of a specific 

thing), or it may be general (an all-pervasive feeling of lust). 

Futhermore, they are under a Compulsion which imposes a 

-2 internal penalty to all actions which do not further their 

Emotion. This UMI costs two willpower to resist for a scene, 

or three willpower if the Lunar chooses to make the Charm 

Obvious as her visage and form shift like flowing wax to 

emphasise her points. 

HOSTILE STREETS OUTSIDER 

Cost: 3m; Mins: Appearance 2, Essence 1; Type: Simple 
Keywords: Combo-OK 
Duration: One scene 
Prerequisite Charms: None 

With a shrug, the Witch discards the specificities of her 

existence and embraces a generic world. This Charm makes 

a character hard to detect as a specific person, existing as 

someone outside the normal order of things as they stride 

through the world. It causes Awareness and Investigation 

roles to perceive or detect to fail automatically unless the 

Lunar is joined in combat, the character has an Intimacy 

towards the Lunar or the Lunar has an Intimacy towards 

them, or the observer has at least a +1 bonus from 

circumstances, applying the same conditions as with the 

Solar Charm Easily Overlooked Presence Method. In the 

case of the latter, unless the observer has at least a +3 

benefit, they can only see the Lunar as an outsider and a 

stranger unknown to them, and their Awareness and 

Investigation rolls can perceive no other details about the 

Witch. 

YOUR ETERNAL REWARD 

Cost: +2m, +2wp; Mins: Appearance 2, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Illusion, Shaping 
Duration: Instant 
Prerequisite Charms: Hostile Streets Outsider 

Oh, how the Shogunate feared the monsters hiding in their 

ranks under the forms of those they trusted. How suddenly 

could the Witches of Lunar replace a man? Too quickly. This 

Charm may be activated whenever the Lunar kills a target 

from surprise with a close combat attack. By paying the 

cost to assume the newly acquired form, with a surcharge 

of +2 motes and +2 willpower, the corpse is cast into the 

Beyond and the Lunar reflexively takes their shape and the 

position and posture the target had before the blow was 

struck, her own possessions and clothing being stored in 

Elsewhere. As a Shaping effect, she instantly gains 

ownership of all they had on them at the time. As an 

Illusion effect, which costs 2wp to resist, any watcher 

perceives nothing suspicious and does not believe an attack 

took place; at most, they might have seen a motion out of 

the corner of their eye which turned out, on closer 

inspection, to have been nothing. 

At Appearance 3, this Charm automatically upgrades. The 

Lunar may reflexively spend a mote upon permanently 

killing a target with any attack to dispose of the body in this 

manner and gain ownership of their possessions as 

described above, without the additional benefits. Owned 

possessions fall to the ground when the body vanishes 

when this version of the Charm is used. 

This Charm may be repurchased at Appearance 3, Essence 

4. This removes the requirement that the fatal attack be a 

surprise attack, although that lowers the cost to resist the 

Illusion to 1wp if the attack was not from surprise. 

The Ebon Dragon has a similar Charm to the Essence 3 

repurchase called "Face-Claiming Obteneration". It is 

Essence 3, has Loom-Snarling Deception and Cornered 

Titan Desperation as prerequisites, and permits the 

reflexive activation of Loom-Snarling Deception to take the 

form of the victim upon the killing, ignoring the normal 

prohibition against taking real forms, though he may not 

re-assume the form once he deactivates Loom-Snarling 



Deception. The Shadow of all Things profanes even the face 

of his victims with his loathesome wiles. 

IDENTITY-FOR-ICON EXCHANGE 

Cost: 1m; Mins: Appearance 2, Essence 3;  
Type: Reflexive 
Keywords: Combo-OK, Illusion 
Duration: Indefinite 
Prerequisite Charms: Hostile Streets Outsider 

Fear the woman with the blade of silver. Love the red-

haired hero. Hate the wretched Haltan. Those who can be 

anything are often taken as such. Each time she activates 

this Charm, the Lunar chooses any one thing she could 

physically represent. This might be her apparent species, 

her race, her nationality, her hair colour, her apparel, the 

weapon she wields, her profession, her nature as a Lunar or 

an Exalt, etc. This Charm automatically deactivates if she 

shapeshifts to the point that she could no longer represent 

that thing. 

While this Charm is active, any mental influence applied in 

the Lunar’s presence that would cause a character to gain 

an intimacy toward her instead inflicts an intimacy toward 

whatever she is representing. This unnatural Illusion effect 

can be resisted by spending one point of temporary 

Willpower - a separate cost to actually resisting the original 

mental influence. 

BEAUTY IN THE BLINDED EYE 

Cost: 8m, 1lhl; Mins: Appearance 4, Essence 3;  
Type: Reflexive 
Keywords: Combo-OK, Compulsion, Emotion, Warden 
Duration: One day 
Prerequisite Charms: Hostile Streets Outsider 

Raising both hands to her face, the Lunar tears off her 

visage and casts it away into the Beyond. She leaves only 

her beauty on her faceless face, and lesser men love but do 

not see the beautiful horror in the streets. This Charm 

exerts unnatural mental influence against all characters 

(including animals) within (Appearance x 100) yards who 

have a Dodge MDV lower than the Witch's (Appearance + 

Socialise), with the DMDV modified by the relative 

Appearances of the two characters, compelling them to pay 

no attention to the Witch or her actions unless they directly 

interact with or involve the weaker being. Affected beings 

still notice the Lunar with all their senses, but they are 

Compelled to refuse to think of, discuss, or act upon the 

sight of the beautiful thing that they saw. Outsiders treat 

their DMDV as being 3 higher against this mental influence, 

but each scene where they see the Lunar counts as one 

towards building an Intimacy of "Obsessive Lust" or 

"Reverent Love" towards the Lunar as an Emotion effect, 

chosen by the Lunar at the Charm's activation. 

Ignoring all uses of this Charm by any character costs 1wp 

per day. Once a character has spent 5 wp resisting this 

Charm, they are immune to its effects until the next new 

moon. The Witch may reactivate this Charm upon its end, 

substituting one Willpower for the lethal health level as she 

resists the urge to recover her face from impossibility. 

HEART-MIRROR DELUSION TACTIC 

Cost: 8m, 1wp; Mins: Appearance 4, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Illusion 
Duration: One day 
Prerequisite Charms: Beauty in the Blinded Eye 

The Lunar becomes a waking dream or a living nightmare, 

her true appearance shredded on the knives of individual 

perception. Upon purchasing this Charm, the Lunar chooses 

a single emotional context, appropriate to an intimacy or 

general Emotion effect. Further contexts can be purchased 

at a cost of 4xp each. While it is active, those who perceive 

her instead see whichever character would most provoke 

that emotion within them. A Lunar who approaches a 

young boy and his Abyssal bodyguard while wearing the 

veil of fear might appear to the boy as his abusive father, 

while simultaneously appearing to be the Bishop of the 

Chalcendony Thurible to the renegade deathknight. 

The Lunar always appears as a specific character, rather 

than an idealized fantasy. Where multiple candidates are 

available, the one closest to the Lunar’s own body-plan is 

chosen - otherwise, the perceiving character’s player 

chooses. If the Lunar wishes, she can explicitly restrict the 

range of illusions to those that match her body-plan. Even if 

she does not, she will never appear as something vastly 

larger or smaller than her actual shape - a young woman 

will not be perceived as the Kukla, no matter how much it 

might frighten the Sheriff in Stern Robes. The Lunar is not 

automatically aware of whichever characters she is 



appearing as - a successful read motivation action allows a 

Lunar to learn who another character sees her as. 

The cost to resist this unnatural Illusion effect for the day is 

two points of temporary Willpower, but this is reduced by 

one if the Lunar has a completely different body-plan to the 

character she is perceived as. It is also reduced by one if the 

Lunar acts in a manner that does not befit the perceiving 

character’s expectations (such as the boy’s abusive father 

smiling and offering him a hug). 

At Appearance 5+, this Charm refines itself, allowing the 

Lunar to target a single character she can perceive, taking 

on the appearance dictated by their reaction. This version 

of the Illusion only lasts so long as she is within 

(Appearance x 100) yards of her target, refracting her 

appearance through their hopes or fears. 

Alternatively, she may reduce the Charm’s mote cost to 

four motes – this version still only targets a single 

character, but only that character perceives her changed 

appearance. 

TRASH-TREASURE CONFUSION VEIL 

Cost: — (3m, 1wp); Mins: Appearance 4, Essence 3;  
Type: Permanent 
Keywords: Touch 
Duration: Permanent 
Prerequisite Charms: Heart-Mirror Delusion Tactic 

The hearts of mortals and gods alike can be driven to 

distraction by material goods. This Charm permanently 

enhances its prerequisite, allowing the Lunar to use it on 

any object she is touching at a cost of three motes and one 

point of Willpower. A pack of cigarettes shrouded in fear 

might be seen as an eviction notice, while a dead cat laced 

with greedy desire could appear to be a satchel of perfect 

rubies. If the Lunar wishes, she can choose a Resources 

value rather than an emotional context, giving the object 

the appearance of whichever item of that value the 

observer would find most plausible. 

At Appearance 5+, the Lunar can apply Heart-Mirror 

Delusion Tactic at its usual cost to any character she is 

touching. She is affected by this Illusion as much as anyone 

else, though she considers her own applications of the 

Charm to be Obvious. 

NIGHTMARE GHOUL SKIN THIEF 

Cost: (special) + 2m, 1wp; Mins: Appearance 3, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Obvious, Shaping, Touch 
Duration: One scene 
Prerequisite Charms: Your Eternal Reward, Any-Hour 
Midnight Weariness 

Phantom spectres, the witches of Luna flit through the 

night stealing the bodies of honest men and women and 

putting them to fell ends. This Charm targets a sleeping or 

Inactive mortal or natural animal. The Lunar's body and 

possessions lose all cohesion, becoming as dream-stuff, and 

rushes into the target through every orifice, possessing the 

target. The player rolls (Appearance + Larceny), against the 

target's Dodge MDV, and if they succeed they take control 

of the body. The target is cast into a deep, dreamless sleep 

akin (according to First Age Scholars) to Lethe, close to the 

extinction of the self. This Charm costs the same as it would 

cost the Lunar to assume their form via a Shapechange, 

with a committed surcharge of two motes and an extra cost 

of one willpower. 

Mechanically this is treated as a Shapechange to the 

target's form, with the following differences. The Lunar 

seizes control of the target's body for the duration of this 

power, suppressing its will, and uses its Physical Attributes 

and Appearance if they are lower than hers unless she uses 

an Excellency to enhance a roll, in which case she may 

Obviously use her own Attributes. The Lunar temporarily 

gains ownership of everything the target owns, the least 

gods only seeing the flesh and not the possessing spirit. 

Damage inflicted on the possessed target is inflicted on 

both the Lunar and the target, and so the damage on both 

health bars should be tracked. If enough damage is inflicted 

to kill the Lunar but not the target, they vomit up their 

possessor and are freed; if the converse is true the (likely 

heavily injured) Lunar tears out of the dead target and 

coalesces from dreamstuff. If the Lunar attempts to do 

something that would be an Unacceptable Order for the 

target, this prompts another roll as occurred when the 

possession first happened; on a failure, the Charm ends. 

Ending this Charm, whether by its duration expiring or 

voluntarily, requires the Lunar to take a Miscellaneous 

action. 



At Essence 4, Appearance 4, this Charm may be 

repurchased. The power's duration is increased to 

Indefinite. It may now be used upon enlightened mortals, 

spirit-blooded, and naturally essence-using Primordial races 

such as the Dragon Kings and the pure-bred Lintha. This 

power does not grant the capacity to use any supernatural 

powers the target may possess, although the Lunar may 

freely stunt the appearance of her own powers to conform 

to the aesthetics of her stolen form - these lies can be seen 

with a Difficulty 4 (Perception + Occult) roll. During the 

Primordial War, this skin-theft was a subtle and uncanny 

means of murder and sabotage. In addition, mortals and 

animals may now be targeted regardless of whether they 

are Inactive or not. 

At Essence 5, Appearance 5, this Charm may be 

repurchased again to allow it to be used on elementals, 

gods, demons and deva of the Second Circle and below, 

and Shaped Raksha. Against Outsiders who could 

potentially be valid targets, this power may be used 

whether they are Inactive or not via the Warden keyword. 

In addition, against mortals and animals the Touch keyword 

is removed, and the power has a range of (Appearance) 

yards. 

FROM THE MIND'S EYE 

Cost: 1wp; Mins: Appearance 1, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: None 

Art is a thing of dreams, of could-have-beens and the raw 

creative imaginings of the soul, which can appear to be 

anything and yet is not truly what it seems to be. All the 

Lunar Exalted need do is release the dam which holds such 

things back. This Charm supplements a dramatic action to 

create a piece of art whose purpose is primarily aesthetic 

rather than functional - a statue or a lacy filigree of woven 

jade would count, but a beautiful war-golem or set of 

gorgeous armour would not. This Charm allows the Lunar 

to work on it at at (Essence + Appearance) times her 

normal rate. For example, a necklace of sea-shells that a 

Lunar with the minimum requirements for this Charm 

makes takes twenty minutes instead of an hour. 

THE COLOURS OF DREAMS 

Cost: - ; Mins: Appearance 3, Essence 2;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: From The Mind's Eye 

Clay, paint, bronze. None can match the beauty conceived 

by the Witches, and so all things are alike in their 

imperfection. When creating a piece of art whose purpose 

is primarily aesthetic rather than functional, as long as the 

Lunar has improvised tools, they count as being Exceptional 

in quality. She can paint as well with the tip of her sword or 

a chewed-up stick as she can with the finest brush from the 

artisans of Nexus. In addition, as long as her ingredients 

could approximate the desired effect, they are sufficient for 

her purposes and she suffers no penalties for poor quality 

ingredients. Ma Ha Suchi notes that the body of a satrap's 

husband can in fact produce the full spectrum of colours 

for redecorating her bedroom, as long as one is aware of 

the uses of bile and cerebrospinal fluid. This does not 

negate the requirements for exotic ingredients for works of 

art which are also Artifacts. 

At Appearance 5, Essence 3, this Charm automatically 

upgrades. When working on a mundane piece of art no 

larger than a Yeddim which could benefit from this Charm's 

prerequisite she may spend ten motes and one willpower 

to complete it as a Simple action. This is Obvious, as a 

single blow to a block leaves stone falling away to reveal 

the statue within, or a well-timed disembowelling paints a 

masterpiece in bloodspray on a wall. 

ARTIST'S WHIM 

Cost: 2m, 1wp; Mins: Appearance 4, Essence 2;  
Type: Suplemental 
Keywords: Combo-OK, Emotion 
Duration: Instant 
Prerequisite Charms: From The Mind's Eye 

The art of the Lunar Exalted fills the sleeping hours of those 

who see it with strange whimsy and mad feelings. This 

Charm supplements a dramatic action to make a piece of 

art, and allows the character to hide a social attack 

designed to create an emotional Intimacy within the 

creation. She may choose to have only certain groups or 

individuals be affected, or everyone who gazes upon it. The 



onlooker is not affected immediately; instead, the next 

time they would roll to regain Willpower from sleep, they 

are hit by the social attack as their dreams are filled with 

strange imaginings appropriate to the artwork and the 

desired Intimacy. This also, as an Emotion effect, inflicts a -

1 internal penalty on their roll to regain willpower. The 

target may only be affected by this Charm once per eight 

hours of sleep, with the social attack which gained the most 

successes on the attack roll being the dominant one. The 

existence of this Charm is believed to have contributed to 

the aniconic beliefs of the Immaculate Faith. 

BEAUTIFUL NIGHTMARE GLANCE 

Cost: 2m, 1wp; Mins: Appearance 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: From the Mind's Eye 

A fleeting glimpse in the stark light of day lingers in the 

mind, blossoming in the night into lurid silver whispers. The 

Lunar rolls (Appearance + Presence) against the Dodge 

MDV of a single character who can perceive her. If she 

succeeds, then the next time her target sleeps they suffer 

an unblockable, undodgeable social attack in the form of a 

dream. This dream (and the social attack it comprises 

through metaphor and symbolism) is designed by the Lunar 

upon activating this Charm, but she must always feature, in 

some capacity, wearing either her natural shape or the one 

she was wearing when she used the Charm. The target 

does not (without magic that would allow them to) 

remember exact details of the dream upon waking, but will 

always vaguely recall the Lunar’s presence. There is no 

Willpower cost to resist the mental influence applied by 

this Charm – instead, the target can resist it by giving up 

the chance to roll to regain Willpower for sleeping. 

The initial activation of this Charm is imperceptible to 

mundane senses, though the target feels a definite tug on 

their attention toward the Lunar, whatever she appears to 

be. Magic allowing the perception of immaterial spirits can 

detect it – this Charm appears as a thin strand of mirror-

mist that travels from the edges of the Lunar’s form into 

the body of the target. 

If the Lunar knows Totemic Self Announcement, she may 

benefit from (Essence) automatic successes on this Charm’s 

activation roll. If she does so, then she must appear in the 

dream in her totem-shape, as a mad dream-creature out to 

seduce or terrify. Further, she can use this Charm to target 

a sleeping character within (Essence) yards – used in this 

way, the activation roll automatically succeeds, and the 

target’s ongoing dream warps as necessary. 

BELOVED NIGHT-ORACLE TECHNIQUE 

Cost: — ; Mins: Appearance 4, Essence 2;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Beautiful Nightmare Glance 

Silent fluttering moths move through the night, their 

rainbow wings bleached by the moonlight, bearing dreams 

from witches to those who love and fear them. This Charm 

permanently enhances Beautiful Nightmare Glance, 

allowing the Lunar to target any character with an intimacy 

toward her, regardless of their distance or current activity, 

though she must appear in her natural form or (if she 

knows Totemic Self Announcement) totem-shape. The 

Charm automatically fails if the intimacy does not exist or 

the character is dead – though this failure feels no different 

to the Lunar than if the target’s Dodge MDV had defeated 

her roll. 

With Essence 4+, the Lunar can have the dreams she inflicts 

instead manifest whenever her target next successfully 

prays to her (in any form), or fails their prayer roll for 

another entity. The social attack flashes into their brains as 

a sudden and surreal vision, rendered unnatural as well as 

unblockable and undodgeable. 

LIVING PHANTASM FORM 

Cost: 10m, 1wp; Mins: Appearance 4, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Obvious 
Duration: Indefinite 
Prerequisite Charms: Beautiful Nightmare Glance 

Reflections and portraits are not the only things that can 

bear a witch's image. The Lunar falls into a trance identical 

to sleep, though she remains in whatever pose she was 

holding at that point. A glowing mist leaks from her mouth 

and nostrils, eventually coalescing into a phantasmal 



version of her anima totem approximately the same size as 

her current form that prominently bears her Caste Mark. 

This projection is treated as an immaterial (though entirely 

visible) spirit with Essence 1, which cannot move more than 

(Essence) miles from the Lunar’s current position. The 

Lunar remotely controls this projection as though it were 

her own body, using her own traits and Charms. It cannot 

physically affect anyone or anything, even other immaterial 

characters, but can itself be attacked as normal. It has no 

soak and only (Appearance) -0 health levels – if it is killed, 

this Charm immediately ends and the Lunar loses a single 

point of Willpower. Upon ending this Charm, the projection 

dissipates and the Lunar awakens. This Charm can be 

activated while inactive (such as when sleeping, or 

incapacitated). 

With Appearance 5+, the Lunar can increase the cost of this 

Charm by four motes to render her projection as 

imperceptible as an immaterial spirit. 

INTELIGANCE 

"To change the world, change your own mind" 

OTHER MIMICKING THOUGHTS 

Cost: 1m; Mins: Intelligence 2, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Illusion, Warden 
Duration: Indefinite 
Prerequisite Charms: None 

In the Primordial War, the Lunar Exalted took on the minds 

of devas and Primordial-loyal races alike, the better to 

understand them and so destroy them. Throughout the 

years, they have always done this, becoming the enemy to 

eradicate them. The Lunar chooses an Outsider within 

(Essence) yards. The Witch's Motivation changes to the 

Motivation of their target, as an irresistible Illusion. If that 

Motivation changes while this Charm is in effect, the 

Lunar's Motivation changes to match it. Through an 

understanding of how the target's mind works which can 

only be obtained from the inside, she adds her 

(Intelligence) to her MDVs against social attacks from them 

and in automatic successes to recognise deception or 

predict their actions. Upon encountering any of their 

Intimacies, she may spend 2m to render the Intimacy and 

its emotional context Obvious to her. The Lunar must 

spend 1wp to end this Charm, wrenching her mind out of 

alien thought patterns, and may not reactivate it within the 

same scene. 

At Essence 3+, this Charm upgrades and loses the Warden 

keyword. 

MIGRATING TONGUE PANGLOSSIA 

Cost: 1wp; Mins: Intelligence 2, Essence 2;  
Type: Simple 
Keywords: Combo-OK 
Duration: Indefinite 
Prerequisite Charms: Other Mimicking Thoughts 

Languages reflect the cultures to which they belong, but 

the Chosen of Luna belong anywhere they please, changing 

creeds like clothes. The Lunar swipes motes of meaning 

from the local air and congeals them into a tiny submind 

that acts as a translator, relaying the necessary phrases to 

her subconscious. This Charm grants the Lunar a full 

understanding of any language she has spent at least an 

hour listening to or reading, but in turn removes her ability 

to speak another language she knows (of her player's 

choice). The Lunar does not fully perceive the shift – all her 

senses tell her that she is speaking and hearing the 

language she traded in, with appropriate idioms and even 

accents dubbed in as necessary. By contrast, those 

speaking the language she has lost seem to be using some 

unknown tongue, and writing becomes unintelligible 

baragouin – a Lunar with knowledge of linguistics might 

erroneously recognize this as another language she is 

aware of but cannot understand. 

At Intelligence 4+, the time needed to adapt to a new 

tongue is reduced to (11 – Intelligence) minutes, and the 

Lunar becomes able to pay an additional point of Willpower 

to use this Charm reflexively. She may perfectly dodge 

mental influence conveyed in a language she would 

normally understand in this manner, by trading in her 

ability to comprehend these suddenly-foreign temptations 

and threats. 

VIPER-IN-NEST STRATAGEM 

Cost: - ; Mins: Intelligence 4, Essence 3;  
Type: Permanent 
Keywords: Emotion 



Duration: Permanent 
Prerequisite Charms: Other Mimicking Thoughts 

Why not trust a man whose fundamental beliefs agree with 

yours? That is the line of logic which has doomed the 

enemies of many Witches, who wrap their minds in false 

agreement so their poisonous words seem reasonable. This 

Charm improves its prerequisite, making all social attacks 

directed exclusively at the current target of Other 

Mimicking Thoughts into unnatural mental influence, as the 

fundamental knowledge their inner self allows words to 

slide through any resistance. If the social attack would 

support their Motivation or their Intimacies, it costs an 

additional +1wp to resist, and counts as a scene towards 

building an Intimacy of Trust towards the Lunar through a 

friendliness-based Emotion effect. 

WILD-AND-FREE STUDIOUSNESS 

Cost: 1m, 5wp; Mins: Intelligence 3, Essence 3;  
Type: Simple (1 hour dramatic action) 
Keywords: Combo-Basic, Illusion, Compulsion 
Duration: (Target's Essence) Days 
Prerequisite Charms: Other Mimicking Thoughts, Any 
Intelligence Excellency 

To know someone, to really, truly, fundamentally know 

someone, one must become them in mind. To merely look 

like them is a much lesser feat, and trivial once one has 

achieved such a prior accomplishment. This charm may 

only be used when its prerequisite is active against a target, 

as a means of obtaining their form. As an irresistible 

Illusion, the Witch's Intimacies change to match the target's 

for (target's Essence) days, ignoring the normal limits 

imposed by (Willpower + Compassion), and she gains any 

Mental mutations the target has. She retains any inviolate 

Intimacies produced by Lunar Charms, as an anchor to her 

true self. Moreover, as a more subtle Illusion, the Witch's 

entire memory of their history and mode of thought is 

recast through the lens of the target of Other Mimicking 

Thoughts. For an animal this is liable to cause the Lunar to 

lead a bestial existence for the duration of the Charm; for 

an Immaculate monk, this is liable to be rather more 

destructive. If the Charm is kept active for its entire 

duration, the Lunar gains the target's form, which is added 

to her form library. 

While this Charm is active, the Witch is under an unnatural 

Compulsion that drives her to act in line with the target's 

Intimacies and Motivation. When faced with a chance to 

advance the victim's Motivation, or protect or defend their 

Intimacies, the Lunar must do so. She may choose to spend 

1wp to redirect the Compulsion for a scene, if she can find 

a valid way to do so; for example, she may choose to decry 

a hated enemy's name in front of crowds instead of killing 

them on sight. She only benefits from stunts which act 

within the assumed personality. Moreover, she must have 

free movement and freedom to engage in the activities 

which define the personality; deliberate restraint or 

imprisonment of the modified personality automatically 

ends the Charm as the real personality emerges to defend 

itself. 

STUDIED WILFUL IGNORANCE 

Cost: -; Mins: Intelligence 2, Essence 1;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Any Intelligence Excellency 

The babbling of the world can drown out the inner mind, 

and the opposite is also true. The Lunar inverts his mind's 

perception of time, falling into the past and paying more 

attention to the worlds of memory than the worlds of now. 

This Charm allows Intelligence Excellencies to be used to 

boost the Lunar's Dodge MDV, obeying the normal 

(intelligence + Essence /2) dice cap, and bonus dots of 

Intelligence granted by Hidden Intelligence Manifestation 

count as dots of Integrity for the purpose of calculating 

DMDV. In addition, for (Intelligence) actions after an 

Intelligence Excellency is used in this fashion, the Lunar 

counts as having a +1 speciality in "My History" for any 

Intelligence-based roll, as previously half-remembered facts 

flood his awareness.  

FIRE-CIRCLING HEART TECHNIQUE 

Cost: 2m; Mins: Intelligence 2, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Warden 
Duration: Indefinite 
Prerequisite Charms: Studied Wilful Ignorance 

With a casual mental shrug, the Witch takes the chains of 

Compassion, and binds her heart and mind up tight in 



them. Her love is like a guarded fortress, safe for those 

within and merciless to those strangers without. For the 

duration of this Charm, the Lunar converts dice granted 

when she rolls her Compassion into automatic successes, 

and gains a Compassion channel back upon waking. Even if 

her Compassion is less than 3, she must still roll it to act 

inCompassionately (and must spend Willpower to suppress 

it, as she always gets successes). Actions which support or 

reinforce her positive Intimacies increase the rating of her 

stunts by one, as if she acted in line with her Motivation. 

She adds her Compassion to her Dodge MDV against social 

attacks by individuals she has a negative Intimacy towards, 

which counts as a dice bonus granted by Charms. 

When she activates this Charm, she must choose whether 

to apply the Warden keyword or not. If she does not apply 

the Warden keyword, only individuals who she has a 

positive Intimacy towards, who belong to an organisation 

she has a positive Intimacy towards, or who display an 

abstract concept she has a positive Intimacy towards (such 

as people who are clearly in love, if the Lunar values love) 

count as people for the purposes of her Compassion. 

Individuals she personally has a negative Intimacy towards 

never trigger her Compassion, even if they belong to any of 

the aforementioned groups. 

Alternatively, the Lunar may choose to activate this Charm 

with the Warden keyword. If she does so, her Compassion 

is instead modified to exclude Outsiders that she does not 

have a positive Intimacy towards. She may close her heart 

to all of them, or alternatively reject only a single class, 

such as Creatures of the Wyld, Creatures of Death, Natives 

of Malfeas, and so on. For a 1m surcharge, she may benefit 

from both the Warden-keyworded and unkeyworded 

versions. 

De-activating this Charm is an inCompassionate act when 

under the effects of this Charm. 

OUTSIDER-FEARING INSTRUCTION 

Cost: 1m, 1wp; Mins: Intelligence 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Shaping, Touch, Warden 
Duration: Until the next full or new moon 
Prerequisite Charms: Fire-Circling Heart Technique 

There are monsters in the wilderness. The Lunar Exalted 

know this to be true; they're some of them. So they instruct 

others to fear that which they do not know. Upon touching 

an intelligent being and activating this Charm, the Witch 

applies the benefits of this Charm's prerequisite to the 

target, choosing whether or not to apply the Warden 

keyword as described above (save the 1m surcharge to 

apply both is not committed). Affected characters are 

treated as having a positive Intimacy towards the social 

organisation they most closely associate with for the 

purposes of this Charm, even if they do not already have it. 

Essence-wielding targets may spend one Willpower to 

reduce this Charm's duration to a scene, or three Willpower 

to reject it outright. Non-extra mortals may reduce the 

duration to "Until next sunrise" for three Willpower. 

At Essence 3, the Charm becomes Indefinite in duration. 

A second purchase of this Charm at Essence 3+ allows the 

Witch to target social groups with a Magnitude less than 

her Intelligence, for a cost of (twice the magnitude + 4) 

motes and one Willpower. The Charm takes a Dramatic 

Action lasting six hours to activate, in which the Lunar must 

mingle with a sizeable number of its members and direct 

them to fear the unknown and trust each other. In addition 

to the other effects of this Charm, affected characters treat 

the social attacks of other affected characters who are part 

of the same social group who they have a positive Intimacy 

towards as unnatural mental influence which costs two 

willpower to resist. 

The effects of the Charm are contagious once it is active, 

and is spread by as little as a single word exchanged 

between members of the social group. Only those 

individuals in the social group who have no way to 

communicate with the afflicted will remain unaffected. It is 

possible to target sub-units of larger social units in order to 

affect them piecemeal. Victims of this Charm who go to the 

effort of breaking an Intimacy may leave the social group 

and will no longer be affected, but this often fails in the 

face of the persuasive words of loved ones. 

EIDETIC EXPLORATION EMINENCE 

Cost: 4m; Mins: Intelligence 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK 
Duration: One action 



Prerequisite Charms: Studied Wilful Ignorance 

The corridors of the mind are scattered with the neglected 

relics of experiences. Witches learn to explore this archaic 

mind-manse like a dusty temple. Activating this Charm 

plunges the Lunar into a meditative trance essentially 

identical to sleep (though she may remain standing) for one 

action, during which she relives one full scene from her 

past. This recollection is perfect, to the extent that the 

Lunar may derive training from it, or make Awareness or 

Investigation rolls in order to notice details that she had 

not previously considered relevant – she may even use 

Charms like Other Mimicking Thoughts or Critical Flaw 

Deduction to gain further insight into past situations. The 

only flaw in this recollection is its psychoactive response to 

the Lunar’s passions – subconscious tweaks in the scenery 

and irrelevant shifts in tone mean that, if any of the Lunar’s 

Intimacies are relevant to a relived scene, the recollection 

is treated as a scene spent reinforcing them. 

Once this Charm ends, the Lunar immediately awakens - if 

something happens that would normally awaken her from 

sleep (such as a loud noise or a wound) she is made 

subconsciously aware of it, and may choose to end the 

Charm there, recalling only scattered fragments of the 

memory. If the Lunar recalls a memory which has been 

tampered with through mental influence originating from 

any source other than herself, that influence becomes 

Obvious and she may costlessly reject it. This Charm can be 

activated while inactive (such as when sleeping, or 

incapacitated). 

DREAMING HEART WORLD 

Cost: 4m, 1wp; Mins: Intelligence 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Intimacy-Anchored 
Duration: Indefinite 
Prerequisite Charms: Studied Wilful Ignorance 

The heart of Luna is large enough to bear her love for the 

world-principle of Gaia, and encompasses multitudes. It is a 

sign of their origins and their madness alike that the Lunar 

Exalted can contain worlds within their heart-felt feelings 

too. Focussing on a single Intimacy, the Lunar quickly 

weaves a pocket world in Elsewhere between the tendons 

of her heart. The pocket world is as large as a Sanctum 

rated equal to the lower of the Lunar's Intelligence and 

Essence, and is Intimacy-Anchored, which casts the entire 

space within the context of the Intimacy. One Witch's love 

for his boyfriend means that the Heart World is a brightly 

coloured, misty version of the fields where they first met, 

while another Lunar's desire for sweet things means the 

walls are made of sugar-rock and the furniture of cakes. 

While this Charm is active, the Lunar may choose to visit it 

whenever she sleeps. Doing so reinforces her will, counting 

as a scene towards repairing the Intimacy, and gives her a 

one dice bonus towards regaining Willpower upon waking. 

When she visits the Heart World, she adds her Intelligence 

in automatic successes to contest any effect which would 

alter her dreams. She may also touch another sapient 

being, and commit a single mote. When they sleep, their 

dreams are called to visit the Heart World, and they enjoy 

all the same benefits as the Lunar, save that the visit counts 

as a scene towards building the Intimacy in them. If 

multiple individuals are mentally there at the same time, 

they may interact and communicate, though a character 

who "dies" in the dream merely wakes up with no further ill 

effects. A visiting dreamer may spend 1wp to leave the 

dream, or 2wp to end the effects on them. 

SECRET PATH PRACTICE 

Cost: - ; Mins: Intelligence 3, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Dreaming Heart World 

The night holds a secret mirror up to the day, and casts that 

which it sees in a different light. Any man can see this; he 

just has to follow the way of the cycle of the hours. Of 

course, Lunars prefer a faster way of doing things. This 

Charm upgrades its prerequisite in two ways. Firstly, it 

allows the Lunar to "anchor" her Heart World to a location, 

which is a Miscellaneous action which requires that she 

touch the centre of her intended target. This modifies her 

Heart World to become a funhouse reflection of the real 

life location, based on the size of her Heart World and the 

Intimacy the Charm is anchored by. An old abandoned 

house in the Nexus slums becomes well-painted and soft 

and bright when fed through the lens of love, just as the 

woods become mad and terrible when fed through fear. 

These things are merely dreams, Some Witches use this 



feature as a way of scouting out a location, though areas 

warded against scrying are inaccessible within the dream. 

Second, the Lunar can now create up to (Intelligence) 

hidden paths into her Heart World, by touching some form 

of entry or passage in the real world and committing 2m as 

a Miscellaneous action. This creates a gate, which is 

Obviously supernatural with the edge lit in the Lunar's 

anima and flickers of Beyond-light. She may choose to set 

access conditions when the gate opens, like "Only during 

the full moon" or "Only when approached by a red-haired 

woman". No such gate into her Heart World can be more 

than (Intelligence x 100) yards from any other one. The 

Lunar may only de-commit the motes for a gate when she 

is outside of the Heart World, and may not do so if doing so 

would trap someone within, unless they create a new valid 

gate at the same time. People physically within the Heart 

World may physically interact and may permanently die 

there, though they cannot interact with dreamers and vice 

versa. Objects and beings that originate in the Heart World 

evaporate into moonlight and shadows if removed, and 

dreamers who try to leave wake up. 

At Intelligence 4, Essence 4, this Charm upgrades increasing 

the maximum separation of the gates to (Intelligence) 

miles. 

CHAOS-USURPING TECHNIQUE 

Cost: 10m, 3wp; Mins: Intelligence 5, Essence 4;  
Type: Simple (Dramatic Action) 
Keywords: Combo-OK, Obvious, Shaping, Intimacy-
Anchored 
Duration: Instant 
Prerequisite Charms: Secret Path Practice 

In the depths of the Primordial War, the Lunar Exalted tore 

their feelings out of their chests and let them blossom in 

infinite chaos to produce fallback bases outside Creation. 

This has served witch-king and monster alike well in the 

eras since. This Charm forces a waypoint in the Wyld to 

take form as the Witch demands from her heart-felt 

feelings, and can only be used when the Lunar has 

Dreaming Heart World active. 

Chaos-Usurping Technique is an extended dramatic action, 

with the Lunar rolling a dice pool of (Intelligence + 

Essence). Each roll represents 10 minutes of effort. This roll 

has a difficulty of 1 in Pure Chaos, 2 in the Deep Wyld, 4 in 

the Middle Marches and 6 in the Boardermarches. Success 

imposes the Heart World upon the waypoint, where it 

expands to take up the entire space. It supplants the Wyld 

completely, and fuses with what traces of the real exist in 

in between places. This ends the use of Dreaming Heart 

World, freeing up the motes and allowing the Lunar to 

reactivate it to create another example of that Charm. 

The usurping Heart World counts as being Creation for all 

purposes save what are described below. A usurping Heart 

World is Outside of Fate, and draws its internal causality 

from the dreams of its Witch, hence all actions in line with 

the Intimacy-Anchor receive one automatic bonus success 

(which counts as 2 dice added by Charms) and all actions 

which oppose it suffer a -1 external penalty. It remains a 

Heart World, and all the normal effects of being in such a 

space still apply. 

The Lunar creator of a usurping Heart World may shape it 

as if she knew Wyld Shaping Technique, and it was the 

Deep Wyld. She may not use the "Magical Things" option, 

and each Heart World may only support a single demesne 

with a maximum rating of the Lunar's Essence. She may not 

reshape the world in ways incompatible with the Intimacy-

Anchor and its themes. 

Things made by this Charm are not fundamentally real; 

they are things of the Outside, who borrow reality from the 

witch-monster who made them. If things made by this 

Charm leave the Heart World which spawned them, when 

they leave and then after every story roll the Lunar's 

Essence against Difficulty 2. If they fail, they fade away into 

shadows and moonlight. This also happens if the Heart 

World ceases to be. Artifacts made using things made from 

these places warp and twist unreliably and may survive - 

albeit lessoned - or may simply break. Despite its static 

nature, the Heart World still counts as the Wyld for the 

purposes of Wyld-Shaping Technique and other such 

similar Charms. Successful use of such Charms disrupts the 

potential the Heart World feeds off, and ends this Charm. 

The usurping Heart World also ends if the Lunar dies. 

SEEDING LESSER MINDS 

Cost: 1m+, 1wp; Mins: Intelligence 3, Essence 2;  
Type: Simple (Dramatic Action) 
Keywords: Combo-OK, Obvious, Touch 



Duration: Instant 
Prerequisite Charms: None 

In the First Age, some Sidereals sought moon-touched 

beasts to uplift into their divine companions – most were 

willing to forgo the benefits, however, for just as today, 

intelligent animals were the tools of those Witches who 

sought spies and agents among the low beasts of Creation. 

This Charm can be used to target any non-sapient mortal 

creature the Lunar is touching with a dramatic action of 

half-an-hour, infecting it with a fragment of her own 

intellect. The target becomes as sapient as a human, 

capable of understanding abstract concepts and similar. It 

also gains the capacity for human speech, albeit never as a 

“native” tongue – fangs and beaks lend themselves to 

unique accents. 

The Lunar determines the creature’s new Motivation upon 

activating this Charm, and also constructs its personality 

and capabilities from copied scraps of her own – she may 

increase any of its Virtue, Ability, or Mental or Social 

Attribute ratings she wishes (albeit no higher than her own 

ratings in those traits) at a cost of one mote per dot. She 

can also freely imbue the creature with any Intimacies, 

Specialties or memories that she herself possesses. These 

changes settle in when it next sleeps - it awakens a changed 

beast. 

The effects of this Charm are not inheritable, though 

animals descended from intelligent animals have a notably 

increased mental capacity. Extensive use of this Charm 

within the same population over the course of generations 

might eventually produce something like the ata-beasts of 

Halta, or the tool-using weevil clans that nest in the sand-

swept temple of Ran-Za. Familiars, even unintelligent ones, 

cannot be targeted by this Charm without their master’s 

consent – the numinous bond between beast and hero 

interferes with the infiltrations of the Lunar’s machine-

mind. 

LOYAL ECHO TOYS 

Cost: 1m+, 1wp; Mins: Intelligence 3, Essence 3;  
Type: Simple (Dramatic Action) 
Keywords: Combo-OK, Obvious, Touch 
Duration: Instant 
Prerequisite Charms: Seeding Lesser Minds 

Moonlit minds exist where they should not. This Charm can 

be used to target any object the Lunar owns with a 

dramatic action lasting a half-an-hour, awakening its least 

god into a material intelligence with a Motivation chosen 

by the Lunar, which must make sense for the basic nature 

of the object. The MI’s personality and capabilities are 

determined by the Lunar upon its creation, just as 

described in this Charm’s prerequisite. The MI can 

communicate by manifesting a glowing representation of 

itself in silver anima-stuff, which can speak in any language 

it knows. Obviously, this Charm cannot target objects 

already imbued with an MI. 

The MI has no actual control over the object it inhabits, 

though if it chooses it can inflict a -3 internal penalty on any 

rolls using it. Alternatively, if it is feeling more helpful, it 

can enhance rolls using it by granting its wielder temporary 

access to its Specialties and Ability ratings, which do not 

stack with the wielder’s own. Objects that are not used 

according to their basic nature for at least one full day in a 

month erode all their intimacies by one scene, and lose one 

dot in all their traits save Virtues and Specialties, to a 

minimum of zero (or one for Attributes). An object that 

loses an intimacy in this fashion also finds the memories 

associated with it become distorted, fragmented and 

unreliable - if used according to their basic nature, the 

object regains its previous traits at the same rate, but their 

memories are broken forever. 

If such an object is enhanced by Pasqueflower Tool-

Specters, its MI obeys the Lunar like a bound demon for the 

duration, and will use its available Intelligence and 

knowledge to improvise and interpret orders as best it can, 

allowing for the use of contingencies or even the 

establishment of long-term goals. It still cannot act outside 

of its basic nature. 

DEMENTIA-DEALING ONSLAUGHT 

Cost: 3m; Mins: Intelligence 2, Essence 2;  
Type: Reflexive (Step 1) 
Keywords: Combo-OK, Crippling 
Duration: Instant 
Prerequisite Charms: None 

Pulling a temporary madness from her mind, the Witch 

shapes the wriggling psychosis into a weapon to torment 

her enemies. This Charm augments a physical attack, as the 



Lunar wreathes her blade in writhing silver light, or hurls a 

rippling reflective shape pulled from nowhere. The attack 

uses Intelligence in place of Strength to calculate the raw 

damage. In lieu of causing damage, the Lunar may inflict a 

number of points worth of mental mutations selected from 

her form library upon the target equal to the number of 

levels of damage she would have inflicted. 

MADNESS-DEVOURING HUNGER 

Cost: 4m, 1wp; Mins: Intelligence 4, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Shaping, Touch, Obvious 
Duration: Instant 
Prerequisite Charms: Dementia-Dealing Onslaught 

The Witch comes to a man wracked with night terrors. 

Laying her hand upon his brow, she withdraws a squirming, 

spitting worm of unlight and, smiling, swallows it whole. 

The Lunar may use this Charm to target any character or 

object she can perceive, taking their Derangement(s) into 

herself. The subject fully recovers from their sickness after 

a full night of rest, as the Witch's transcendental lunacy 

devours the lesser madness over time. During this time the 

Witch suffers the effects of the Derangement(s) in full, but 

when she rests under the next New Moon she finds herself 

cleansed, and the Derangement(s) added to her Form 

Library. At the Storytellers discretion other forms of 

madness may be valid targets, although the Great Curse 

and its effects never are. 

BLOSSOMING LUNACY STYLE 

Cost: 4m or 4m, 1wp; Mins: Intelligence 4, Essence 3;  
Type: Simple 
Keywords: Disease 
Duration: Indefinite 
Prerequisite Charms: Dementia-Dealing Onslaught 

Sometimes, the madness of the moon-witches is too great 

to be constrained; it must flood into the world, a cloud of 

insanity that pulses in time with her heartbeat. By 

committing four motes to a Derangement currently 

afflicting her the Lunar may allow it to spill out and infect 

others, modelled as a magical disease requiring anyone 

who comes within (Essence x 10) yards to roll 

(Stamina+Integrity) against its Virulence to avoid 

contracting it. Alternatively, the Witch may spend one 

point of Willpower to subject herself to a madness of the 

players design, before applying this Charm to it in full. The 

mind-pathogen is treated as a disease with the following 

stats: 

Virulence: (Lunar's Essence) 
Untreated Morbidity: (Lunar's Intelligence) 
Treated Morbidity: (Lunar's Intelligence-2) 

Treatment can only be made via Charms or other effects 

that allow mental healing. The disease itself is not 

contagious; the Lunar is the only vector. The disease does 

not kill; once the disease has run its course, victims are left 

healthy and whole, although the consequences of their 

mad acts are not so passing. Further, the disease requires 

the energizing influence of Lunar Essence, and falls into 

remission if the victim is no longer within (Essence x 500) 

yards of the Lunar, or within the territory of a Lunar-

aspected Manse, a Twisted Kingdom, or a Heart World 

anchored by Secret Path Practice. With appropriate tools, a 

(Perception + Occult) roll may be made at a difficulty of 

(Lunar's Essence)/2 to identify the strands of madness, and 

trace them to their source. 

IT'S A MAD, MAD WORLD 

Cost: +4m; Mins: Intelligence 4, Essence 3;  
Type: Permenant 
Keywords: Combo-OK 
Duration: Permanent 
Prerequisite Charms: Blossoming Lunacy Style, Secret Path 
Practice 

The maddened mind freely spins into new shapes the 

limited and the chained would call unnatural or insane. 

Witches know better though, and with madness as their 

paint they shall make the world their canvas. This Charm 

permenantly upgrades Dreaming Heart World. For a 

surcharge of +4m, the Lunar may infuse her Heart World 

with a Derangement chosen from her form library. Aside 

from changing the nature of the Heart World to reflect a 

blend of the chosen Intimacy and Derangement, the entire 

Heart World also becomes a vector for the Derangement, 

as per Blossoming Lunacy Style. 

Further, the Lunar selects a package of mutations 

appropriate to the nature of the Heart World, equal to 

twice her (Essence + Chosen Derangement). She may freely 

apply any or all mutations within this package, in any 

combination, to the landscape of her Heart World, allowing 



her to give the house of her mind hypnotic, blinking 

windows, or toughen the bark of her soul-forest's trees. 

Flora and fauna that has come to live in that Heart World 

can be similarly enhanced. 

She may even create entirely new creatures to populate 

her Heart World, which spontaneously spawn from its 

unreal structure. These creatures are created using the 

Genesis system, using only those mutations present in this 

Charm's package. However, each "breed" created in this 

way costs twice its Genesis rating in mutation points. 

If the Lunar knows Silver Tyrant's Twisted Kingdom, it is 

also a valid target for this Charm. Elements of her kingdom 

warped by this madness revert to normal outside of its 

borders. 

SELF-DELUDING UTILITY BELIEFS 

Cost: 3m+, 1wp; Mins: Intelligence 3, Essence 2  
Type: Supplemental 
Keywords: Combo-OK, Illusion 
Duration: One action 
Prerequisite Charms: None 

Madness can be a powerful thing. Luna is a mad goddess, 

after all. And directed madness, backed by power, can 

accomplish many things. One tool may become another, a 

sword may shift and warp to become an axe. Such changes 

are impossible, of course, but impossibility has never been 

an obstacle to Luna's Chosen. Upon activating this Charm, 

the Lunar is afflicted with an irresistible Illusion that leads 

them to believe that a mundane object they are carrying is 

another mundane object. This Charm costs 3m, 1wp, plus a 

surcharge of 3m per dot of Resources that the new object 

costs over the current version. For the duration of this 

Charm, the object acts as if it was this new object in all 

ways. Others can see the silver sheen over the phantom 

shape of what the Lunar believes it to be, like the reflection 

of light off an object which is not there and the object flows 

like wax to conform to its role whenever needed, but few 

expect to have their heads cut off by a piece of expensive 

jewellery. Unless an opponent is on the lookout for how 

dangerous anything can be in the Lunar's hands, this Charm 

negates the +2 external penalty for making a surprise 

attack in plain view. Tools made by this Charm are Fine in 

quality, and last for the duration of the aided dramatic 

action. 

At Essence 3, this Charm automatically upgrades. This 

Charm may alternatively be activated as a Simple (Speed 4) 

Charm which lasts for One Scene. The object can be given 

to someone else, and if it is done, they are affected by the 

Illusion, which they may resist for 0wp. If they choose to 

resist it, this Charm instantly ends. 

IMPROBABLE TRUTHS LUXURIATION 

Cost: 4m; Mins: Intelligence 2, Essence 2;  
Type: Reflexive (Step 2) 
Keywords: Combo-OK, Illusion, Intimacy-Anchored 
Duration: Instant 
Prerequisite Charms: Self-Deluding Utility Beliefs 

The Lunar’s mind relaxes into the impossible and unlikely as 

though it were a hot bath. This Charm can be activated in 

response to any mental influence directed toward the 

Lunar, perfectly parrying it and inflicting on her an intimacy 

of “unassailable belief” toward any one fact that is, to the 

Lunar’s knowledge, objectively untrue. This delusion must 

in some way contradict the mental influence, rendering it 

inapplicable or warped – perhaps the Lunar becomes 

certain that the diplomat speaking to her is a cunningly-

disguised tree, or dismisses an attempt to persuade her to 

assault the Realm with the knowledge that the Blessed Isle 

sank below the waves centuries ago. The subsequent parry 

stems from the Lunar’s reaction to this sudden revelation. 

While this intimacy lasts, the Lunar maintains the belief in 

the face of any other evidence, as an irresistible Illusion 

effect, which also allows her to freely resist further mental 

influence that the delusion would contradict or warp. She 

may treat any scene in which she is presented with clear 

evidence that her delusion is untrue as a scene spent 

eroding this intimacy. 

NUMINOUS OMNIVOROUS MASTICATION 

Cost: 2m; Mins: Intelligence 2, Essence 2;  
Type: Reflexive 
Keywords: Illusion 
Duration: Indefinite 
Prerequisite Charms: Self-Deluding Utility Beliefs 

One's mind is merely a tool of the will, and the body is a 

tool of the mind. Take control of the input, and the output 

obeys whatever one would demand of this. While this 

Charm is active, the Lunar may voluntarily and reflexively 



afflict herself with the irresistible Illusion that a substance, 

structure, character or object (singular, or all examples of 

this phenomenon) of her choice is composed of any 

mundane foodstuff she has personally consumed or which 

she can imagine. She may consume any affected matter she 

can fit in her mouth and it nourishes her as if it were the 

subject of the Illusion. She can perfectly digest the most 

toxic or disease-riddled substances without any ill effects 

beyond what the Illusionary foodstuff would impart, 

though indestructible objects like most artifacts simply pass 

through her digestive tract unharmed (and without 

harming her). 

The Illusion on her senses is complete; the dirty water 

passed to her by her jailer has the heady odour of the fine 

wine that it "is" - which can also get her drunk, if she 

overindulges - and the prison bars can appear to be made 

of cake at a whim, though she must have the capacity to 

bite through iron in order to separate chunks of the bar off 

to be devoured. Once eaten, no ill-effects occur if the 

motes are decommitted, though no further nutritional 

benefit will be obtained from things mid-way through 

digestion and the passing of the waste may look somewhat 

strange when undigested brick dust is found in the toilet. 

At Essence 3, this Charm automatically upgrades. It can be 

activated as a Touch-keyworded Simple Charm, with 

Duration of One Day for +1m to target others. The Lunar 

chooses the Illusions which affect the character is and may 

reflexively change them at will - Ma Ha Suchi finds great 

amusement in leaving an artfully done marzipan sculpture 

in the cot of the child of a target satrap. The Illusion may be 

resisted for one willpower per illusion, and once the target 

has spent (Lunar's Intelligence, max 5) willpower resisting 

this Charm, they are immune to its effects for a month. 

When activated in this way, the Illusion can also make 

edible substances into inedible ones, though they may not 

be made toxic or otherwise harmful, and such things still 

provide whatever water content they have. The target 

character must be left at least one thing they can eat - 

though it need not be anything close at hand, like "the hair 

of Mercury". Extended use of this to deny a character any 

chance to eat anything at hand will prove inevitably fatal. 

REALITY-CORRECTING HUNGER 

Cost: 1-2 wp; Mins: Intelligence 3, Essence 3;  

Type: Simple 
Keywords: Combo-OK, Obvious, Shaping, Touch 
Duration: Instant 
Prerequisite Charms: Numinous Omnivorous Mastication 

In the First Age, some Solars found the very existence of 

this Charm to be a disturbing insight into the nature of 

Luna; that fundamentally, all things exist to be devoured 

and the Argent Madonna grants her Chosen the power to 

assert this. Others, of course, found this a laugh at parties 

and a very handy little ability when one had forgotten to 

pack a picnic on a spontaneous safari. When this Charm's 

prerequisite is active, the Lunar may touch a non-magical 

inanimate object which has had her perception of it altered 

by the Illusion effect of Numinous Omnivorous Mastication 

and activate this Charm. As a Shaping effect, the object 

transforms so the Lunar's altered perspective is, in fact, 

objectively correct. The object remains its original shape 

and only its substance is changed; a pear turned into steak 

remains pear-shaped. This Charm costs 1wp when used 

against objects of the scale of a single meal's worth of food 

for a normal human being, and 2wp when used against 

objects which are significantly larger than what a normal 

human could consume in a single meal. This Charm may 

only affect objects, and so when used against a structure 

no more than a yeddim-sized volume may be transformed 

into chocolate gateau, well-done steak, water-soluble 

sugar, or other foodstuffs of the Lunar's choice. In addition, 

the Resources value of the created food must be less than 

the Lunar's Essence, and the food can feed at most 

(Intelligence) Magnitude before the transformed food 

suddenly is overcome by rot and rendered useless. 

At Intelligence 5+, this Charm automatically upgrades, 

allowing the Lunar to target automata which are not 

composed of the magical materials or other substances of 

comparable durability. If this would leave it inoperable (for 

example, a necrotech construct turned into marzipan), the 

automaton is destroyed. Such a use of the Charm always 

costs 2wp, regardless of the automaton's scale. 

GENIUS COALESCENT CONSTRUCTOR 

Cost: – (1 Limit); Mins: Intelligence 3, Essence 3;  
Type: Permanent 
Keywords: Obvious 
Duration: Permanent 
Prerequisite Charms: Self-Deluding Utility Beliefs 



There are ten thousand thousand ways that one could have 

been subtly different. They do not exist, and never have 

been. But when a Witch sets her mind to it, she can copy 

every could-have-been-her from the screaming Beyond and 

pull their possibility from her brain into flickering being to 

serve their real progenitor. Whenever the Lunar begins a 

crafting action, she may choose to invoke the benefits of 

this Charm, and gains 1 temporary Limit if the crafted item 

would be an artifact. Doing so adds (Intelligence/2) 

automatic successes to her crafting roll at each interval, or 

(Intelligence) if the crafted objects must, by its 

fundamental principles and with no work-arounds, draw 

upon principles alien to Creation (examples of this include 

necrotech, the hellish arts of the demon realm, and 

working with glamour). 

However, objects manufactured are fundamentally 

contaminated by their crafter's unreal helper-selves and 

their newborn desire for separate existence. The end 

product may not be used as a component requested by a 

blueprint which was not specifically designed for this 

particular object. A lens made for a telescope will be found 

to have asymmetries and flaws in it which require a new 

telescope to be designed around it; a series of starmetal 

prayerwheel-cogs will be found to produce cascading 

hymnal resonances which disquiet the least gods unless a 

new design is made. In addition, these outlandish features 

are always disturbing and noticeable; a difficulty 5 

(Intelligence + Occult) roll can identify the Lunar origin of 

such items. 

At Essence 5, this Charm may be repurchased. The Lunar 

may commit 15m and take another point of Limit when 

beginning an large-scale crafting project. In addition to the 

above benefits, the Witch also counts as (Intelligence) 

magnitude labourers as her flickering alt-selves gain extra 

range and volitation. 

INSANITY’S INADVERTENT INNOVATION 

Cost: — ; Mins: Intelligence 4, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Genius Coalescent Constructor 

The minds of the witches have ever been at the cutting-

edge – though who is exactly gets cut is a question only 

history can answer. This Charm permanently enhances the 

Lunar’s ability to craft mundane items when aided by its 

prerequisite. If she obtains more than the necessary 

successes to create the object, her player may “spend” 

excess successes on unforeseen qualities and bizarre 

emergent properties. Spending excess successes can 

decrease an object’s potential quality – a short sword 

forged with five threshold successes will be exceptional, 

but if the Lunar’s player spends two of these successes on 

the strange effects of her craft, this reduces the quality to 

merely fine. 

• Spending one success allows an item to act as another 

kind of mundane tool, in addition to its normal traits. The 

relevant functions make themselves known through weird 

protrusions or seemingly decorative design-choices, 

producing hammers that can be used as paintbrushes, 

bricks that can be used as magnifying glasses, or forks that 

can be used as spoons. There is no limit to the number of 

additional tool-functions an item can be imbued with, but 

none of them grant dice – even if the original object is fine 

or exceptional. 

• Spending a number of successes equal to the difficulty to 

construct a single type of mundane weapon or armour 

allows the item to act as that weapon or armour, in 

addition to its normal traits. Just as with mundane tool-

functions, swapping between different types of weapon or 

armour without a suitable stunt takes a single 

miscellaneous action. Note that weapons must still be 

readied and armour donned, though weapons that can be 

used as different weapons (or armour that can act as 

different armour) need only be readied once. 

• Spending one success allows a tool to grant a single die to 

its user in a context no broader than a specialty. There is no 

limit to the number of tool-specialties that can be applied 

to a single object, and they can be as counter-intuitive as 

the Lunar pleases. However, such bonuses only stack with 

any die the tool would have originally granted through its 

quality, not with each other. 

• Spending a number of successes equal to the difficulty of 

a thaumaturgical ritual allows the Lunar to imbue the item 

with its effects – for (Lunar's Intelligence + 1) weeks (or the 

duration specified in the ritual, whichever is longer), the 

item is treated as being under the effects of that ritual. 



Obviously, some rituals (those which do not target objects 

or raw materials, most notably) are not usable in this sense, 

though others are fair game – certainly, the Lunar’s craft 

might permanently render a blade a Ghost-Smiting Salt 

Weapon, strengthen a woolen scarf as though it had been 

subject to an Acid-Hardening Bath, or imbue her stew with 

the qualities of a Draught of Blessed Respite. The Lunar 

herself need not even be aware of this ritual – many a 

procedure has been reverse-engineered from accidental 

argent genius. 

These qualities express themselves visually in the item’s 

vaguely-alien uniqueness - this may alter the object's 

intended appearance beyond recognition, as underwear 

that also acts as a cooking pot and lamellar armour must 

look rather different than its mundane cousins. Such 

functions can be roughly deduced with a (Perception + 

Occult or Craft) roll at difficulty 5 (this difficulty is reduced 

by two if the function is in active use, or if the observer is 

actually able to handle the object for a period of time 

before coming to their conclusions about its nature - both 

reductions stack). Using this Charm to create an object with 

the same combination of benefits more than once in a 

single month inflicts a single point of Limit upon the Lunar. 

TO DRINK THE TEARS OF THE LIDLESS EYE 

Cost: 1+m, 1+ wp; Mins: Intelligence 5, Essence 5;  
Type: Simple 
Keywords: None 
Duration: Ten days 
Prerequisite Charms: None 

The White Ram, fetich of the Lidless Eye that Sees was slain 

in the first blows of the Primordial War by Ogri Sky-

Traveler, and as the prince of the devas and the Witch died 

together, their blood ran and mingled with the tears of the 

changing Primordial whose screaming presence blotted out 

both the Sun and Ligier. Since that date, there has been a 

hint of the vision of that fallen titan in the madness of the 

Lunar Exalted, a trophy of hard-earned treachery. It is not 

the vision of the Sidereal Exalted and it is not an affinity to 

Fate, no; something in their protean, form-stealing nature 

changed upon that very first blow of the Primordial War, 

just as the Demon-Wracking Shout revealed itself from the 

death of Adrián. 

Upon activating this Charm, which costs her entire 

willpower pool and her entire peripheral mote pool, the 

Lunar instantly falls Inactive, into a coma from which 

nothing - not even the strongest magics - will wake her. Her 

anima banner remains at full totemic flare for the ten days 

(which is reckoned from the reference frame of Creation), 

and any astrology on a target within a mile of her 

automatically botches, returning only "THE SLEEPER 

DREAMS". She remains in this state for ten days. For most 

of the time, she dreams only of black skies and silver. On 

the fifth day of her coma, however, her dreams flash to 

terrifying, horrifying wakefulness and she sees what will be. 

There is balm in the forgetfulness of nepenthe, however, 

and mercifully the Witch's mind rejects her dreams through 

the five days of dreams of silver and blackness that follow. 

Just enough remains that half-remembered dreams of the 

future can be used to the Lunar's advantage. This rejection 

of memory overwhelms even the most potent Charms, and 

explicitly counteracts even Charms which would enable 

perfect recall. 

Upon waking, she rolls her (Essence), and optionally 

declares a topic of relevance. This roll should be done in 

secret by the Storyteller, and the number of successes kept 

secret. A number of relevant points about events which will 

happen equal to the successes rolled are provided by the 

Storyteller, couched in vague, dreamlike logic. If they 

declared a topic of relevance, the clues will be related to 

that topic, while if they did not, they will be about Creation 

as a whole. For example, if the Storyteller has decided that 

their ally will betray them to the Lookshyian Wyld Hunt in 

the city of Matasque, three successes might provide "The 

jade-toothed viper is curled around a beacon of royalty and 

strikes close to its home." The phase "jade-toothed viper" 

connects together treachery and an attack linked to the 

Terrestrial Exalted, and the royal palace of Matasque is 

built around the ruins of a First Age lighthouse. The three 

clues therefore indicate, if read in a certain way, that there 

will be treachery, as the first point, involving Terrestrials, as 

the second, in Matasque, the third. Botches produce 

between one and four false clues, linked to the Lunar's 

Intimacies and Motivation; things that they long or fear 

seeing. 

All clues should be ambiguous enough to be interpreted 

many ways, and should the players manage to avert 



something which seemed to fit those criteria, in time there 

will be another event which could also fit the vague 

description. For example, should the players accidentally 

kill the traitor before his planned betrayal, it may turn out 

that there is a First Age automaton-snake crafted of jade 

under Matasque, programmed to attack anyone who 

investigates the dug-deep fire-aspected manse which once 

powered the beacon. 

Use of this Charm stirs Sacheverell in his sleep, and strikes 

fear into the hearts of the Yozis. The Argent Host has found 

to its cost that binding does not hold Lucien if he ever sees 

a Lunar with this Charm active, and he will unleash his full 

lethal skills upon the prone form of the dreamer. By purest 

coincidence, this Charm only has a duration of "One Scene" 

if used in Malfeas, and will produce retaliation from the 

Yozis and their souls if they notice its use. Likewise 

coincidentally, the neo-Primordial nature of the Green Sun 

Princes for some reason allows them to also learn this 

Charm, with the altered minimum of Essence 5, and the 

altered prerequisite of "Sorcerous Initiation of (Yozi) x 3". 

Such are the mysteries of the ever-imprisoned Primordials. 

WITS 

"To topple an empire, kill an ant" 

CRITICAL FLAW DEDUCTION 

Cost: 2m; Mins: Wits 2, Essence 1;  
Type: Reflexive 
Keywords: Combo-OK 
Duration: Indefinite 
Prerequisite Charms: None 

The quick minds of the Lunar Exalted are all too ready to 

size up a man and see where his weaknesses are. 

Whenever the Lunar makes a (Perception + Awareness) roll 

to notice details about an individual, the quicksilver 

lightning of her thoughts makes Obvious to her any 

Attributes the target has which are rated lower than her 

Wits. With at least 3 threshold successes, the weakness in 

the target's Attributes, Abilities and Virtues which the 

character feels is most personally debilitating is also made 

Obvious. The Storyteller should convey this mechanically 

(for example, 'This character has Lore 0'), although the 

character receives the information as an observation of the 

character's nature ('This man cannot read and is ignorant of 

even the most basic knowledge of history'). 

HEART-TUGGING WORD-KNIFE 

Cost: 3m; Mins: Wits 2, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK, Emotion, Social 
Duration: Instant 
Prerequisite Charms: Critical Flaw Deduction 

It takes a keen mind to slide a blade behind every loaded 

word to cut away rational thought and leave only emotive 

responses. Witches are all too familiar with how to give 

short pithy responses which play off feelings when others 

would attempt to honestly engage with an opponent. This 

Charm supplements a social attack against a single target 

which plays off their Intimacies and is designed to create an 

emotional response. This renders the social attack 

unnatural mental influence which costs 1wp to resist, and 

as an Emotion effect cumulatively lowers the target's MDVs 

by 1 against further social attacks by the Lunar in the same 

scene which play off either the same emotion or the same 

Intimacy. 

At Wits 3+, Essence 3+, this Charm may be repurchased. 

For an additional cost of +4m, it can supplement social 

attacks against multiple targets and social units, although 

only characters who share the same Intimacy are affected 

by the Charm. 

SILVER-GLEAMS-IN-NIGHT 

Cost: 2m; Mins: Wits 3, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK, Warden 
Duration: Instant 
Prerequisite Charms: Critical Flaw Deduction 

Even a monster can love; even the most blackened creature 

hated by the Unconquered Sun can still feel and hope and 

dream. Luna knows this, and she reaches out to such 

beings, her subtle hands bringing out such suppressed 

feelings. Sometimes, of course, she merely uses this to find 

where their heart is, so she can tear it out. This Charm 

enhances any attempt at mental influence against an 

Outsider, making it unnatural. If the mental influence plays 

off an Intimacy of their, it reduces their MDV by an 

additional -1, and the roll is made at target number 6. If the 



social attack which takes advantage of the Intimacy would 

either directly support or oppose the Outsider's 

Motivation, their MDV is halved, and the roll is made at 

target number 5. 

At Essence 3, this Charm may be repurchased. With a 

surcharge of 1wp when activated, this Charm may be used 

against any individual the Lunar has an Intimacy towards, 

whether or not they are an Outsider. 

UNEXPECTED OVERNIGHT REFORM 

Cost: 5m, 1wp; Mins: Wits 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Illusion 
Duration: Instant 
Prerequisite Charms: Critical Flaw Deduction 

The Lunar knows the stress points and quangos and critical 

hubs of activity within her own organization, and sets a 

domino-effect of changes with a few well-placed words and 

meaningful mudras. The Lunar rolls (Wits + Socialize or 

Bureaucracy) at a difficulty equal to the ([Size + Reach] ÷ 2) 

of a single organization she has the authority (and 

opportunity) to take leadership actions for. This difficulty is 

increased by three if the witch is not actually familiar with 

the organization, such as if she waltzed into its head office 

and murdered its real leader some five minutes ago. In any 

case, if the Lunar succeeds, she may make a single change 

to that organization’s Policy or Structure (depending on 

whether she used Socialize or Bureaucracy, respectively), as 

though she had just completed a Shift Policy/Structure 

action (Masters of Jade, pp. 74). This change manifests 

overnight – the organization’s members awake in the 

morning to find their office layouts reshuffled, their pledge 

revised, whole new subsidiaries budded off seemingly out 

of nowhere. Those who search will find any relevant 

paperwork properly filed, albeit quite haphazardly and 

apparently by coincidence, but most do not bother, as this 

Charm exudes an unnatural Illusion effect convincing 

others to overlook the suddenness of the change, costing 

one point of Willpower to resist. 

WEAKEST (HYPER)LINK IDENTIFICATION 

Cost: — ; Mins: Wits 2, Essence 2;  
Type: Permanent 
Keywords: None 
Duration: Permanent 

Prerequisite Charms: Critical Flaw Deduction 

Computers are seldom at fault – rather, those who 

programmed them poorly or used them in ignorance are to 

blame. Identifying this fleshy weak point in an aegis of 

steel, plastic, and dispassionate intelligence, the witch can 

interrogate or devour at will. Whenever the Lunar uses 

Critical Flaw Deduction to successfully examine a character, 

it becomes Obvious to them which computers they have a 

password for (devices similar to computers also count, as 

do “passwords” such as biometric signatures). The Lunar 

does not receive this information as a formal list – rather, 

she learns if her target has the password to any computers 

she is aware of, and if so, which. If she later comes across 

another computer the target could access, this information 

only becomes Obvious then. 

At Wits 3+, Essence 3+, the Lunar can automatically access 

any system that could have been accessed by a character 

whose shape she is wearing, just as though she had entered 

the proper password. She does not gain any knowledge of 

what the actual password is – the least gods of the 

computer are simply fooled by her form, providing her with 

access to protected files, programs and systems. At this 

level, the first part of the Charm also applies to less 

technological passwords the Lunar is (or later becomes) 

aware of, such as the occult handshake necessary to enter 

a secret society. 

DEGRADED DEFENCE ANALYSIS 

Cost: — (+2m); Mins: Wits 2, Essence 2;  
Type: Permanent 
Keywords: Crippling-Anchored 
Duration: Permanent 
Prerequisite Charms: Critical Flaw Deduction 

Why kill your enemies when you can bleed them? The 

scent of weakness will call slavering opportunists to do the 

Lunar’s work for her, and she may root through the entrails 

at her leisure. This Charm permanently enhances Critical 

Flaw Deduction, allowing the Lunar to use it to analyze any 

computer network she can perceive, physically or 

otherwise (her roll suffers a -2 external penalty in the latter 

case). If her roll succeeds, she learns the difficulty to hack 

it. If she acquires any successes over that difficulty, she may 

spend an additional two motes to worm through its outer 

defences with silvery data-rot as a Crippling-Anchored 



effect, granting (Lunar’s Wits) bonus successes to anyone 

(including herself) who subsequently attempts to hack into 

that network. If multiple such bonuses would apply to a 

single attempt, only the highest applies. This digital 

Crippling effect is unaffected by changing passwords or 

other such measures, but can be removed through 

computerized “surgery” – an (Intelligence + Lore) roll at a 

base difficulty equal to the Lunar’s Wits, taking a number of 

hours equal to its difficulty. 

With Wits 5+, the Lunar can restrict these successes to 

attempts of her choice, as determined upon activation – 

attempts by a specific character or type of character, or 

attempts made at a certain time, or with a certain kind of 

computer, etc. Whether or not she does so, she may also 

encode a message in the rot, which can only be read by 

those who benefit from the successes, or those who 

successfully examine the computer’s data with their 

(Perception + Lore) at a difficulty equal to (Lunar’s Wits + 

2). 

BLOOD IN THE WATER 

Cost: — ; Mins: Wits 2, Essence 2;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Critical Flaw Deduction 

It is best to strike only at times of weakness – the greatly-

thinned ranks of the mad Lunar Elders are tribute to this 

truth, though the Realm now shudders from the removal of 

its chief pillar. This Charm permanently enhances its 

prerequisite - for every threshold success she acquires on 

her (Perception + Awareness) roll, she learns one penalty 

currently afflicting that character, starting with external 

penalties and moving on to internal ones. The Lunar learns 

the severity and basic nature of the penalty, conveyed in 

the same way as other information from Critical Flaw 

Deduction, but receives no specifics regarding the penalty’s 

source – she would learn that a character is severely 

impaired by some kind of poison, but not whether it was 

Yozi venom or simply a staggering amount of alcohol. 

EERIE NIGHT BLINDNESS 

Cost: 1m+; Mins: Wits 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK 

Duration: Indefinite 
Prerequisite Charms: Blood in the Water 

The monster’s roar had deafened the wanderer, but he 

could not account for the unsettling shapes that flitted 

through his vision, nor the prickling scent of rot that filled 

his nose, a puzzle that distracted him from his terror not in 

the slightest. The Lunar can use this Charm to target any 

character she can perceive who is currently suffering a 

penalty to one of their senses. This Charm allows her to 

spread that penalty to the target’s other senses, rendering 

deafened victims blind or anosmic. The cost of the Charm 

depends on which sense(s) she spreads the penalty to – 

inflicting it on sight costs three motes, while hearing and 

smell costs two motes, and taste or touch cost one mote. 

 

The penalties inflicted by this Charm are tied directly to the 

original penalty – as it increases or decreases, so do they. 

Other senses granted by mutations or magic can also be 

infected, if the Lunar is aware of them, at a cost equal to 

the minimum Essence of the effect providing them or half 

their mutation cost, to a minimum of one mote. 

ONE THOUSAND GNAWING ACHES 

Cost: 4m; Mins: Wits 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Obvious, Stackable, Touch 
Duration: Indefinite 
Prerequisite Charms: Blood in the Water 

With a single caress from the Witch, the pains and 

irritations of her victim externalize themselves as a cloud of 

ethereal biting vermin. The Lunar can use this Charm to 

target any character she is touching, causing one internal 

penalty currently afflicting them to remove rolled successes 

rather dice, just as though they were external. If the Lunar 

is aware of a given penalty, she may specifically target it – 

otherwise, the target’s player chooses. These penalties are 

still treated as internal up until the moment they are 

actually applied – they can be compensated for by 

Excellencies, and interact with other Charms as though 

they were internal (for example, Evidence-Discerning 

Method would not negate such a penalty). 

With Essence 3+, the Lunar can remove the Obvious 

keyword from this Charm, forcing the itching 



manifestations of her interference back beneath the skin of 

her target. If she wishes, she can increase the cost of this 

Charm by one point of Willpower to remove the Touch 

keyword, communicating it through any successful attack. 

A second purchase of this Charm at Wits 5+, Essence 4+ 

allows the Lunar to activate this Charm as a dramatic action 

lasting one hour to target an entire organization, by 

touching the structure that acts as their primary 

headquarters. This version of the Charm costs six motes. 

CASCADING FAILURE THRUST 

Cost: 8m, 1wp; Mins: Wits 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Touch 
Duration: One Scene 
Prerequisite Charms: Critical Flaw Deduction 

Those who would rely on complexity should beware, for 

simplicity has a dreadful way of wrecking such things. A 

single touch is enough to introduce a shining worm of Lunar 

Essence into an object, which crawls invisibly into it. Over 

the next (15-Wits) minutes, to a minimum of 3, a cascading 

wave of entropic failure wrecks the object, as everything 

that could go wrong does. Even something as simple as an 

axe has the straps tying the head to the shaft rot. A 

successful Dexterity + Crafts roll, at a difficulty of the 

Lunar's Essence, stops the process and saves the object 

with no more than superficial damage. The Lunar may only 

destroy objects which she could destroy with a Feat of 

Strength, using twice her (Wits + Essence) in place of 

(Strength + Athletics). 

At Wits 5, this Charm upgrades, allowing the Lunar to 

dismantle structures. The Charm becomes Obvious and 

Shaping, as silver light glows from within fast-decaying 

structures, and becomes a Simple Dramatic Action taking 

(8-Essence) hours, minimum 3 hours. This requires that the 

Lunar stay within (Essence x 10) yards of the structure at all 

times, or the Charm ends. No structure larger than a palace 

or a small village may be targeted by this Charm. 

IDEAL-MURDERING RUTHLESSNESS 

Cost: 1+m; Mins: Wits 3, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK, Obvious, Warden 
Duration: Instant 

Prerequisite Charms: Cascading Failure Thrust 

The Witch transcends mere chinks in her victims armour, 

reaching through the cracks in their physicality to rend the 

conceptual self. This Charm supplements an attack, 

increasing its Overwhelming damage by 1 per 1m spent, to 

a maximum Overwhelming value of (Essence). As a Warden 

effect, attacks augmented by this Charm against Outsiders 

may convert all damage dealt to Aggravated levels in Step 

10, as hungry witchlight rips at their already-unstable 

reality. 

INFECTION-AS-DEFENCE WORM 

Cost: 8m, 1wp [2m]; Mins: Wits 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Crippling-Anchored, Stackable, 
Touch 
Duration: Indefinite 
Prerequisite Charms: Cascading Failure Thrust 

The Lunar gathers entropic Essence in her hand, a 

tumourous worm of qi sheathed in a deceptively beautiful 

silver code-nimbus. She applies it to a computer she has 

system-level access to with a touch, letting it squirm, 

waiting and invisible, in its soulware. Any attempts to hack 

that computer through (or with the aid of) another 

machine suffer a -1 external penalty. Should that attempt 

fail, this Charm ends as the worm pounces (its psychic 

squeal of gluttony alerting the Lunar to this fact as much as 

her decommitted motes) and the other machines involved 

in that hacking attempt immediately begin to suffer the 

effects of an application of Cascading Failure Thrust. As this 

effect stems from otherworldly overclocking and worms 

that literally burrow through the computer’s components, 

(lower of Wits or Intelligence + Lore) is required to halt the 

destruction, rather than (Dexterity + Craft). 

Multiple such worms can be attached to a single computer, 

though only one is active at a time, and any past the first 

(Resources cost of machine) are Obvious, bulges of copper 

and silvery plastic throbbing on the computer’s side. This 

digital Crippling effect can be removed through the 

computerized surgery described in Degraded Defence 

Analysis, though its difficulty is increased by two if it is not 

magically enhanced. If the Lunar wishes, she may expand 

this Charm’s valid targets to any machine that directly 



interfaces with the computer, regardless of the apparent 

legitimacy or success or failure of the attempt. 

As an additional, permanent benefit, the Lunar may use 

Cascading Failure Thrust to target any computer (or other, 

similar device) she has successfully hacked or otherwise has 

system-level access to, ignoring the Touch keyword. Doing 

so through another machine causes it to suffer the effects 

of Cascading Failure Thrust as well, as a result of backlash 

from her horrid virus. 

WORST MOMENT WEAKNESS 

Cost: 2m; Mins: Wits 4, Essence 3;  
Type: Reflexive (Step 10) 
Keywords: Combo-OK, Crippling, Obvious, Stackable 
Duration: Indefinite 
Prerequisite Charms: Cascading Failure Thrust 

To kill a man in a fair fight is perhaps less productive than it 

could be. Instead, let him escape, and let the consequences 

of that fight strike a greater blow. The Lunar may activate 

this Charm whenever her attacks would cause damage to a 

foe. The blow sublimates when it would hit, a silvery cloud 

seeping into the foe, which appears to cause no damage. In 

actuality, the blow is merely lurking, in a more subtle form. 

It is made Obvious to the Lunar whenever the marked 

target is attempting an action of Difficulty 4 or more, or 

which works in favour of one of their Intimacies or their 

Motivation. If the commitment is ended at such a point, the 

health levels of the damage may be converted into an 

external penalty at a ratio of 1:1 as a Crippling effect, and 

furthermore, if this roll is failed, it counts as having been 

botched. The external penalty manifests as silver things 

glowing and crawling under their skin, biting into muscles 

making them cramp and crawling within their eyeballs to 

obscure vision. 

The death of the Lunar frees all so marked individuals from 

their bonds, and they regain a willpower point as the 

sudden relief of doom escaped floods into their minds. 

MIND EATING DOUBT PAROXYSM 

Cost: 8m, 1wp; Mins: Wits 4, Essence 3;  
Type: Supplemental 
Keywords: Combo-OK, Social, Emotion 
Duration: Indefinite 
Prerequisite Charms: Cascading Failure Thrust 

A few words, a quiet talk is enough to play up the 

weaknesses of a man in his own eyes. The knowledge of 

that flaw will eat away at them. And for Lunars, such a 

statement is not mere allegory. This Charm supplements a 

social attack against a single target which uses information 

gathered by Critical Flaw Deduction, making it unnatural, 

and making it costs +1wp to resist. If the target does not 

resist it, a fragment of the Lunar's anima takes rest in the 

brain (or equivalent) of the target, and begins to grow. The 

target feels no different, at first. During the night, that is 

when the argent parasites begin to eat. Each four hours 

that the target character sleeps inflicts one level of bashing 

damage on her, and counts as a scene towards removing 

one Intimacy of the target's choice by creating an Emotion 

within the target's dreams opposed to the context of the 

Intimacy. The Emotion effect can be resisted for 1wp. Each 

Intimacy removed by this Charm provides cumulative 1 

mutation point (so 1 point from the first, an extra 2 points 

from the second, and so on) to be spent on derangements 

chosen by the Lunar, which are magically enforced by this 

Charm and add (Lunar's Essence) successes to the roll to 

contest any effect which would remove it while this Charm 

is in place. 

Once a target has spent (Lunar's Essence, maximum of 5) 

wp to resist this Charm, it ends. Any derangements gained 

by this Charm do not vanish at that point, but are no longer 

magically enforced. 

SYSTEMIC ISOLATION TECHNIQUE 

Cost: -; Mins: Wits 4, Essence 3;  
Type: Permanent 
Keywords: Obvious 
Duration: Permanent 
Prerequisite Charms: Cascading Failure Thrust 

The ultimate power over something is the power to destroy 

it. This is something the Chosen of Luna have known since 

the earliest days. And such power can be channelled to 

their own purposes. This Charm enhances a Craft action 

designed to repair or create an Artifact. If the action uses 

an Artifact with an equal or higher rating as an exotic 

component or as raw materials, the Witch accomplishes 

(Wits + Essence) hours of work for every hour performed. 

In addition, for each dot's difference between the 

component Artifact and the target Artifact, she adds (Wits) 

automatic successes at each time interval. 



If her crafting action is carried out entirely within a 

demesne or manse, she may choose to blend the crafting 

action with an act of geomantic sabotage, which also 

counts as an exotic ingredient. Upon completion, the 

demesne is lowered in rating by one dot or the manse is 

destroyed and the underlying demesne is lowered in rating 

by one dot. The former counts as an Artifact of (original 

demesne rating) for the purposes of this Charm, while the 

latter counts as an Artifact of (Manse rating + 1). The Lunar 

must have the capacity to perform the act of geomantic 

sabotage and perform it in the course of the construction 

project (for example, quenching her daiklaive in the fontal 

waters and thus desecrating them) to benefit from this 

Charm, though the destruction is postponed by the 

channelled energies until the crafting project is complete. 

CREEPING INSINUATION METHOD 

Cost: 3m; Mins: Wits 2, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: None 

Doubt comes in with tricky fingers and fickle tongues, 

cooling the heart like a cold wind. No brief draft, this – the 

Lunar’s words become a sinuous black cloud that lingers in 

the hindbrain, hissing and cooing. This Charm supplements 

any social attack the Lunar makes against another 

character that exploits one of their intimacies or Virtues. If 

the social attack is successful, it has no immediate effect – 

instead, it worms its way into the target’s subconscious, 

settling feelers into every cranny and facet of that intimacy. 

The first time in any subsequent scene that the intimacy or 

Virtue becomes relevant to the target, they suffer the 

mundane effects of that social attack. This unnatural 

mental influence can be resisted by spending one point of 

temporary Willpower, but the effect continues until the 

end of the story, or until the target spends three points of 

Willpower to forcibly reject the whispering worm from 

their mind. 

HEARING THE WORLD’S VOICE  

Cost: 4m, 1wp; Mins: Wits 3, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK 
Duration: One investigation 
Prerequisite Charms: Creeping Insinuation Method 

Without the harvest, what would be the point of sowing? 

As creatures at the edge of belief, Lunars are gatherers of 

whispers just as much as they are rumourmongers. This 

Charm aids any attempt to acquire information through a 

investigation, removing the need to consult conventional 

sources (archives, experts, witnesses, etc) to acquire 

knowledge or clues, so long as the Lunar is in the same 

general area as the object of her investigation. A witch who 

wished to uncover the secret passages of the Syndics’ 

temple-palace could interpret the slurrings of random 

tramps or fresh graffiti in Whitewall rather than pursuing 

more conventional sources, such as the original blueprints, 

personal inspection, or the journal of an architect who 

worked there. 

Investigations performed in this fashion still take just as 

long, and cannot yield information that would require 

interrogating a specific character – a Lunar might learn that 

the merchant prince Yarka Xinzio keeps his greatest 

treasures locked in a mystical strongbox, but its 

combination remains locked in his brain. In addition, for 

every clue (Exalted, pp. 136) or similarly relevant piece of 

information that the Lunar receives from her investigation, 

she also receives a single piece of irrelevant information – 

the white noise of an insightful universe. She is under no 

obligation to act on such titbits of gossip, but the 

Storyteller should treat this as an opportunity to sprinkle 

the Circle with plot hooks, foreshadowing, or amusing red 

herrings. 

DISTORTED WORDS INFIDELITY 

Cost: 2m, 1wp; Mins: Wits 4, Essence 2;  
Type: Simple (Speed 6 in long ticks) 
Keywords: Combo-OK, Illusion 
Duration: Instant 
Prerequisite Charms: Creeping Insinuation Method 

The hushed words and booming speeches of others are not 

important – not when the silver presence at the edge of the 

party has something to say, and no compunctions about 

slipping it into the cracks of conversation. This Charm is a 

social attack directed at a single target, with a dice pool of 

(Wits + Socialize). No actual communication takes place 

between the Lunar and her target – instead, the witch 

chooses another character who is currently interacting with 

the target. Her social attack latches onto that interaction 

like a parasite, co-opting its tone – the target hears and 



understands whatever the Lunar wishes to communicate, 

filtered through the nature of the actual interaction, as an 

Illusion effect costing three points of Willpower to resist. A 

Lunar who wished to seduce a lady at a court function 

might use this Charm to make a social attack compelling 

her to introduce herself to the mysterious woman at the 

bar – but the target in question would hear her gossiping 

friend encouraging her to do so. 

If the interaction is already social in nature (such a casual 

conversation, a debate, or a dance), the social attack 

proceeds as normal – otherwise, it suffers from a -2 

external penalty. Only the target is affected by the Illusion – 

other characters perceive the interaction as normal, which 

may confuse them. The target is rendered immune to any 

actual social attack made by the character they are 

interacting with while this Charm runs its course, as they 

cannot truly understand the words of others when filtered 

through the Lunar’s deceptive Essence. 

FOREIGN WHISPER GAMES 

Cost: 4m, 1wp; Mins: Wits 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: Creeping Insinuation Method 

A low smog of half-truths hangs in the air, winding around 

conversation and culture like choking ivy. The Lunar can use 

this Charm to infect any organization with a rumour of her 

choice, by using it to target a member of that organization 

who can perceive her. Communicating some whispered 

gossip or mimed insinuation, the Lunar rolls (Manipulation 

+ Socialize) at a difficulty equal to (Organization’s Size + 1). 

If she succeeds, the rumour latches onto the targeted 

member, a psychic parasite that breeds and mutates and 

spreads through that organization at a rate of one dot of 

Reach every two weeks, starting at the point of “infection”. 

Once the rumour has spread completely through the 

organization’s Reach, it tightens its grip, becoming a full 

intimacy. The context of the intimacy is chosen by the 

player of the organization’s leader, ranging from incredulity 

to steadfast belief, but its continued presence indicates 

that the rumour in question is still clinging to the 

organization like silvery ivy. While the intimacy exists, all 

members of that organization receive +3 Parry MDV against 

any social attacks that do not in some way involve the 

rumour, provided their reply is aimed at turning such 

conversations to the rumour – disputing, spreading, 

discussing or elaborating on it. Any mental influence the 

Lunar applies against a member of that organization that 

exploits the rumour in some way costs an additional point 

of Willpower to resist. 

If the rumour supports one of the organization’s pre-

existing intimacies, the rate of its initial spread is doubled, 

and the intimacy produced is coupled to the original 

intimacy – removing the former first requires the removal 

of their latter. Organizations can have only one rumour-

intimacy at once – new ones displace the old. 

GRAPEVINE BEARS FRUIT 

Cost: — (+6m, +1wp); Mins: Wits 4, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Foreign Whisper Games 

This is the Time of Tumult, and much which was once 

thought hearsay has blossomed into terrible truth, a 

strangling flower watered by the blood of ages long-past. 

This Charm permanently enhances its prerequisite. If the 

rumour the Lunar produces could be embodied by an 

instance of Ally, Backing, Contacts, Cult, Followers, 

Influence, Mentor or Resources within the Reach of that 

organization, she may force it to spontaneously manifest as 

an actual phenomenon by spending an additional six motes 

and a point of Willpower upon activation. A rumour that 

evil demon-worshippers have infiltrated Lookshy would 

result in an actual Cult forming, while a rumour of buried 

treasure in the abandoned ghost-districts of Julono would 

result in an actual bounty of Resources being drawn there. 

The materials for these manifestations are drawn from 

their surroundings – a series of coincidental meetings 

would result in the formation of a rumoured web of 

Contacts, rather than those informants being conjured out 

of thin air. If this manifestation would affect a specific non-

extra character (such as a rumour that the Badger Avatar is 

searching for a pupil to create a Mentor Background), that 

character may subconsciously reject their involvement in it 

by spending two points of Willpower. 



The manifestation of a rumour comes into being once the 

intimacy toward that rumour is formed, after an amount of 

time determined by the likelihood of the manifestation - 

manifestations that would be likely even without the 

Lunar’s influence (such as a warband of Haltans assaulting 

Linowan travellers) appear after only a week. 

Manifestations that are unlikely but not outright impossible 

(such as a band of escaped hawkmen slaves from Mount 

Metagalapa assaulting Linowan travellers) take a month. 

Manifestations that would engender total disbelief (such as 

a rogue splinter of Paragon’s forces assaulting Linowan 

travellers) require one full season to emerge, and produce 

notable Wyld omens in doing so. 

The parasite-rumour draws its spawning power from the 

prayer produced by the organization it clings to, feeding on 

their discussion of it. As a result, the effective Background 

rating of this manifestation can be no greater than half the 

Size of the organization in question. Once the 

manifestation has appeared, the rumour ends, losing its 

sheathe of mystery to become merely mundane news. As 

such, the intimacy toward to it immediately evaporates 

(leaving in place any other intimacy it was coupled to). 

ANARCHY-CONSUMING DEFENSE 

Cost: 1+m; Mins: Wits 3, Essence 2;  
Type: Reflexive (Step 2) 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: None 

Adversity is the finest teacher, for it follows the path of 

least resistance. In observing her suffering a Lunar 

understands her weakness, then to smother it in formless 

unpredictability. 

For each mote spent, the Lunar may negate all DV penalties 

stemming directly from the Lunars own actions or the 

direct actions of others or anything which does not fall into 

the previous categories, usually environmental penalties. 

A repurchase at Essence 3 allows the Moonchild to pay a 

+2m surcharge as an Obvious effect to extend the Duration 

to One Tick. Her defense at last discards the pretense of 

normality, becoming a form of chaos greater than the 

uncertain events around her. 

BANDWIDTH-SAPPING PARASITISM 

Cost: 1m; Mins: Wits 3, Essence 2; Type: Simple 
Keywords: Combo-OK, Touch 
Duration: Indefinite 
Prerequisite Charms: Any Wits Excellency 

The witch distils a solitary mote into a starving code-

parasite that settles into a single electronic device she is 

touching, the only evidence of its presence a stylized anima 

sigil marked on the device’s surface or wallpaper. This 

techno-organic peripheral greedily devours any lesser bugs, 

and while it is in place mundane software problems with 

the device simply vanish. Hardware is not similarly 

refreshed, though the device increases its Hardness by 

(Lunar’s Wits) against accidental or environmental damage, 

and it is waterproofed by the parasite’s thirst. Further, the 

device is constantly powered, and if it has a battery it 

actually gains power, as though it were being recharged. It 

is also provided with a constant signal or wireless 

connection at the highest rate possible for it, regardless of 

where it is – even in the darkest depths of the ocean or the 

maddest corner of the Wyld, the Lunar’s phone can still 

take calls, her laptop can still browse the internet, as the 

parasite’s grasping fingers clutch at the trailing strands of 

the world-wide web. 

Normally, the energy that powers the device is taken from 

the ambient Essence of the world and its motonic 

reactions. If other devices the Lunar does not own exist 

within (Wits x 100) yards, however, the parasite turns its 

gluttony on them, flicking from wireless network to 

wireless network (often bearing taunting usernames) and 

sipping lightning from less-deserving batteries than its own. 

This is normally unnoticeable, but the Lunar can choose to 

direct its attentions toward specific mundane networks or 

sources of power, dividing the speed of that connection or 

multiplying that consumption of power by up to (Wits) for 

everyone but her device. 

MISERY –LOVES-COMPANY STRIKE 

Cost: 3m; Mins: Wits 3, Essence 2; 
 Type: Supplemental 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: None 



Weird witchlight bulges and worms its way out of the 

Lunar’s pores and down through her strike, conducting her 

own agonies into her opponent like a lightning-rod. This 

Charm enhances an attack the Lunar makes, applying an 

additional deleterious effect to the attack’s target if it 

inflicts even one level of health damage. This affliction is 

identical to any one Poison, Sickness, or Crippling effect 

that the Lunar is herself currently suffering from, 

duplicating her infections, venoms or wounds into her 

victim, so that they may each suffer more companionably. 

EXTRACTED AILMENT INFLICTION 

Cost: 5m (1lhl); Mins: Wits 3, Essence 3;  
Type: Reflexive 
Keywords: Combo-OK, Obvious 
Duration: One action 
Prerequisite Charms: Misery-Loves-Company Strike 

Some gifts are unwelcome, but it's surely the thought that 

counts? The Lunar battens her anima on shreds of misery 

and meat, choosing a single mundane Crippling, Sickness or 

Poison effect currently afflicting her - for this Charm's 

duration, Misery-Loves-Company Strike costs only one 

mote, but can only be used to apply that affliction. Further, 

the Lunar reduces any internal penalties stemming from 

that affliction by one each time she successfully inflicts it on 

another character in this way. If this would reduce the 

penalties stemming from that affliction to zero, she may 

inflict a single level of lethal health damage on herself in 

order to expunge it entirely, sating the squirming misery-

worm that writhed in her anima. 

ANGUISH-DISCARDING GESTURE 

Cost: 4m; Mins: Wits 3, Essence 3;  
Type: Reflexive (Step 1) 
Keywords: Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Extracted Ailment Infliction 

Under the Witch's hand her bruises fade and cuts seal until, 

with a flick of her wrist and a tinkling laugh, they blossom 

anew upon her foes. This Charm increases the raw damage 

of an attack by 1 and, if the attack inflicts any levels of 

damage, the Lunar heals one of her own health levels. This 

Charm may augment multiple attacks, but only one health 

level may be healed per Action. 

BLOOD CURDLING VENOM 

Cost: 2m; Mins: Wits 2, Essence 2;  
Type: Supplemental 
Keywords: Combo-OK, Obvious, Poison, Warden 
Duration: Instant 
Prerequisite Charms: None 

Luna is the subtle defender of Creation, and sometimes a 

less obvious means of killing is required. The terrible 

poisons of the moon are silvery and glutinous, akin to liquid 

moonlight and flowing night, and such venoms well up 

from the flesh of Lunars to coat claws and arrows alike. 

Victims of Witches are found with curdled blood, flesh 

rotted from within by entropic forces, or even with organs 

torn asunder by their blood's newfound affinity for the 

tides. This Charm supplements a physical attack. Whenever 

the enhanced attack does at least one level of damage, a 

dose of the poison is administered. The venom does 

increased damage against Outsiders (see statline below). 

Entropic Venom: Damage 4L (6L vs Outsiders)/Action, 

Toxicity 3, Tolerance None, Penalty -2 (-3 for Outsiders) 

MOON-WITCH'S BREW 

Cost: -; Mins: Wits 3, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Blood Curdling Venom 

What horrible venoms and deadly toxins might a Witch 

brew in dark places? The enemies of Creation fear to know 

the answer to this question. Each time the Lunar purchases 

this Charm, she gains one of the following. 

 The Lunar can remove the Obvious keyword from 

Blood Curdling Venom by paying +1m on activation. In 

addition, when doing so Blood Curdling Venom can be 

used to enhance Touches where the dose of venom is 

administered by skin contact rather than doing 

damage. 

 Whenever she creates a lethal or aggravated poison 

with a Lunar Charm, she may choose to render it 

bashing instead. This doubles the damage for the dose, 

and ensures that it does not spill over into lethal 

damage - Luna knows that sometimes foes should be 

spared. In addition, she can forgo the penalties for 

Lunar-created poisons to create subtle venoms that 



the afflicted will not feel (though their player still 

knows). 

 Whenever the Lunar would create a damaging poison 

with a Lunar Charm, she may instead choose to create 

a heart-affirming poison. Every time the poison would 

inflict a level of damage, the target may spend one 

willpower to resist an unnatural Emotion effect. If they 

do not do so, it counts as a scene towards building a 

positive Intimacy of the Lunar's choice, chosen when 

the poison was applied. 

 Whenever the Lunar would create a damaging poison 

with a Lunar Charm, she may instead choose to create 

a virtue-sapping poison. Every time the poison would 

inflict a level of damage, the target may spend one 

willpower to resist an unnatural Illusion effect. If they 

do not do so, a virtue of their choice is reduced by one 

point as a Crippling effect, to a minimum of 1. Exalts 

with the Great Curse cannot have their flawed Virtue 

reduced below 3. Lost Virtues "heal" at the rate of 

lethal damage. Fair Folk Graces are affected by this as 

if they were Virtues. 

QUICKSILVER HELMINTH INFESTATION 

Cost: 4m; Mins: Wits 4, Essence 3;  
Type: Supplemental 
Keywords: Combo-OK, Obvious, Sickness 
Duration: Instant 
Prerequisite Charms: Moon-Witch's Brew 

Silver pus writhes and churns in the victims wounds, 

coleascing into an infestation of fat and squirming maggots 

that befoul both body and healing balms with equal glee. 

This Charm supplements a physical attack. Whenever the 

enhanced attack does at least one level of damage, silvery 

maggots infest the victim as a Sickness effect. The maggots 

halt natural healing, and cause mundane attempts to treat 

the damage to automatically fail. 

Magical efforts to heal damage, Crippling and Sickness 

effects do so at half the normal speed - magical surgery 

requires twice as many intervals, for example, while Rising 

Sun Renewal takes twice as long to totally heal its user. 

Magic which would instantly heal the victim suffers a 

surcharge of two motes. 

FLUX-CHOKING BEZOAR 

Cost: 6m, 1wp; Mins: Wits 2, Essence 1;  
Type: Simple 
Keywords: Combo-OK 
Duration: Indefinite 
Prerequisite Charms: None 

The smallest change can have mighty consequences. With a 

twist, the Lunar inverts this principle, creating a bezoar the 

size of a baby's little fingernail within her stomach which 

draws off the mightiest reality warping magics of Primordial 

and god alike to be confined within minuteness. Whenever 

the character is subjected to a Shaping effect, she rolls her 

(Wits + Essence) at a difficulty of the opponent's Essence. 

The Storyteller determines the difficulty to resist Shaping 

not originating with another character, using the Wyld 

resistance chart on page 140 of The Compass of Celestial 

Directions, Vol. II—The Wyld as a guideline. If she fails she 

takes a cumalative mobility penalty of -1 (capped at a 

maximum of -5), as the bezoar bloats into diminutive 

immensity to contain the power within. At a mobility 

penalty of -3 or greater, the swelling of her abdomen is 

Obvious; a woman may be thought pregnant while a man 

best hope it is merely believed that he is grotesquely fat. If 

she botches, she also takes a level of lethal damage as a 

flare of power from within it ruptures the lining of her 

stomach. She may choose to reflexively reactivate this 

Charm to remove the mobility penalty upon its increase as 

she compresses the power back within it, which does not 

count as a Charm activation. Whether or not she succeeds 

on the roll, she resists the Shaping effect. 

This Charm may be repurchased at Wits 3, Essence 3. This 

allows the Charm to be activated for +1m when the Lunar 

Touches another character, the bezoar forcing its way out 

of the Lunar's skin into the target's body, where it makes its 

way to the stomach as a Crippling-Anchored effect. The 

target may not choose to reactivate or end the Charm. The 

Lunar may choose to reduce her (Wits + Resistance) to a 

minimum of 1 for the purposes of this effect. The bezoar 

may be removed with a successful surgical operation or 

regime of thaumaturgical treatments, although it inflicts a 

number of points of lethal damage equal to (current 

mobility penalty inflicted by the bezoar) as its dissolution 

releases the power within unless the healer gets at least 

(current mobility penalty + 1) successes on their roll. 



Such bezoars, if removed successfully, can sometimes serve 
as most peculiar exotic ingredients whose properties vary 
based on what magics they have absorbed. 

NEW  GENESIS  EVOCATION  

Cost: - ; Mins: Wits 4, Essence 3;  
Type: Permanent 
Keywords: Sickness 
Duration: Permanent 
Prerequisite Charms: Flux Choking Bezoar x 2 
 
One should always be wary of what happens when too 
much raw, vital power is contained in one place. All sorts of 
unforeseen consequences may occur. Each time the Lunar 
purchases this Charm, she may select to learn one of the 
following effects. One learned effect may be applied to a 
target when the -5 mobility penalty of the repurchased 
Flux-Choking Bezoar is reached, and are selected when the 
Charm is activated. 

 The bezoar detonates in a thunderous clap of toxic 

energy from within the target. This applies the 

following Poison, and ends the Charm. Malignant 

Bezoar Burst: Damage (Wits) L (A at E4)/Tick, Toxicity 4, 

Tolerance None, Penalty - (Wits) 

 The target is automatically infected with the disease 

Bride's Liar Flush. It uses the Essence of the victim, 

rather than the Lunar, to determine the Genesis rating 

of the tumour-child. The Charm remains active despite 

this infection, and should it be cured, reinfection will 

occur when the mobility penalty would normally 

increase. 

 The tumescent mass turns quiescent, having absorbed 

its full potency. The Charm ends, and ceases to provide 

protection against Shaping. However, the mobility 

penalty does not cease to apply, as the target still has a 

mass of barely contained chaos sealed within their 

abdomen, and will require treatment, or the 

reactivation of Flux-Choking Bezoar by a Lunar who 

knows the Charm, to remove it. 

PERCEPTION 

"To look beyond the normal opens your eyes forever" 

PERSPECTIVE MARKING PRANA 

Cost: 2m; Mins: Perception 2, Essence 2;  
Type: Reflexive 

Keywords: Combo-OK 
Duration: Indefinite 
Prerequisite Charms: None 

Literal lines-of-sight seem to blaze from the eyes of others 

like beams of light, while the soft buzz of their hearing 

warns the witch to keep quiet. While this Charm is active, 

the Lunar becomes able to perceive the perceptions of 

other characters, their sensory ranges communicated to 

her through synaesthesia. Essentially, whenever the Lunar 

notices sensory details with a reflexive (Perception + 

Awareness) roll, she can also determine what another 

character is focusing on with any of their senses, as well as 

any sensory penalties they may be suffering from. 

She does not need to actually perceive another character 

to benefit from this Charm – a Lunar can see the line-of-

sight of a spy hidden behind one-way glass, or the hearing 

range of a guard just around a corner. This detection is not 

perfect - the difficulty to spot another character's sensory 

ranges in this manner is determined by the Storyteller, but 

is generally equal to the base difficulty of a sensory roll 

made to detect something at that distance, directly 

increased by any penalties that character would suffer. 

With Perception 3+, the Lunar can perceive the perceptions 

of non-characters – recording devices, material 

intelligences, etc. 

EYES WIDE OPEN 

Cost: 3m; Mins: Perception 2, Essence 1;  
Type: Reflexive 
Keywords: Combo-OK 
Duration: One scene 
Prerequisite Charms: None 

The Lunar opens her eyes to the unseen, perceiving the 

reality-shadows cast upon the world by the immaterial. 

These spectres flicker and ripple in countless false colours 

as the Lunar stares right through them to places more 

rarefied than mere immateriality. This Charm lets the 

character perceive immaterial beings with any sense 

available to them. "Touch" is felt as a momentary pressure 

in the air, as if putting a hand into an unseen breeze, and 

does not allow the character to strike the immaterial or 

interact with it. It makes dematerialised characters within 

range of the character's senses valid targets for the 



character's Perception actions, including reflexive 

Perception actions. 

DISTANCE-VIOLATING STEP 

Cost: (10 - Perception)m; Mins: Perception 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Obvious 
Duration: One scene 
Prerequisite Charms: Eyes Wide Open 

How casually do the Lunar Exalted bypass the constraints of 

space itself with Outside-saturated flesh, and with but a 

single step translocate themselves to where they would 

rather be. When activated for a cost of (10 - Perception) 

motes (minimum 0m), the Witch can flicker between 

locations without passing through the intervening space, 

unlight splinters marking where she wounds the world. She 

can move instantly from start to her end point when taking 

a Move or Dash action. Her movement is still bound by her 

normal capacities; she may not move vertically unless a 

path exists or she has the capacity to do so, and she may 

not bypass obstacles that she could not do normally. 

However, as long as an appropriate path exists between 

the two points, the Lunar may take it, even if it is hazardous, 

could not support her weight, or has a talon of soldiers 

pointing their crossbows waiting for her to show her head. 

A second purchase of this charm at E4 extends its duration 

to Indefinite. In addition, the Lunar may also take up to 

(Essence) characters with her on her impossible 

movements. She must touch them, and the characters 

must be willing or Inactive. Non-Lunar characters who 

experience this lose 1wp as a Shaping effect, as the path 

through the Beyond and the feeling of temporary non-

existence saps at their mind. 

WALLS-NO-OBSTACLE PRANA 

Cost: 2m, 1wp; Mins: Perception 4, Essence 3;  
Type: Reflexive 
Keywords: Combo-OK, Obvious 
Duration: One action 
Prerequisite Charms: Distance Violating Step 

"That's cute," said the witch-monster. "You thought you 

were safe inside your windowless fortress room with an 

unbreakable door made of jade-steel." This Charm requires 

its prerequisite to be active and allows the Lunar to spend 

two motes and one willpower to bypass obstacles with 

Distance Violating Step for a single action. Barriers 

bypassed show a spiderweb fracture pattern of cracks into 

the Beyond which glow with unlight for (Essence) ticks, and 

suffer one automatic unsoakable level of aggravated 

damage as the Lunar's passage pulls some of their 

substance into unreality. If the Lunar's movement would be 

insufficient to bring her all the way through the obstacle, 

she is instead left in front of it and suffers an unsoakable 

level of bashing damage, although the wall still suffers 

damage. 

Wards against teleportation or scrying produce a Charm 

roll-off against this effect. Certain rare First Age power-

hungry manse features and hyper-advanced alloys were 

specifically designed to block this effect, and this Charm 

cannot bypass them, although one level of aggravated 

damage is still inflicted on the obstacle and one level of 

bashing on the Lunar. 

PARALLEL INTRUSION STRIKE 

Cost: - (4m, 1wp); Mins: Perception 4, Essence 3;  
Type: Permanent 
Keywords: Obvious, Action-Only 
Duration: Permanent 
Prerequisite Charms: Walls-No-Obstacle Prana 

With but one step and one blow, ten men are left torn to 

pieces in the wake of the Witch. This Charm improves 

Distance-Violating Step. While that Charm is active, on her 

action tick the Lunar may make a single reflexive close 

combat attack upon making a Dash action for four motes 

and one willpower, which is rolled once and applied to 

every enemy within (Essence) yards of her movement path 

on that tick. This attack is made at her full dice pool and has 

a DV penalty of -1. When exercising this option, the Lunar is 

vulnerable to attack by anyone who can target the affected 

area, as static flickering images paint out a trail of frozen 

selves. 

Repurchasing this Charm at Essence 4 allows the Lunar to 

increase the reach of her dashing area attack up to 

(Essence^2) yards by increasing the cost to 8m, 1wp. 

SUSPICIOUS SIREN’S TORCH 

Cost: 4m; Mins: Perception 3, Essence 3;  
Type: Simple 



Keywords: Combo-OK, Obvious 
Duration: One scene 
Prerequisite Charms: Eyes Wide Open 

A single spinning mote of the Lunar’s anima concentrates 

itself atop her vehicle, emitting an eerie light that is not 

quite red, blue or even green. It wails, and all know it as a 

lament of oncoming horrors native to no world. The Lunar 

may make Perception rolls as though she were anywhere 

on her vehicle, looking out through impossible wing-mirrors. 

Additionally, any character who can perceive the Lunar’s 

vehicle while this Charm is active is immediately struck by 

paranoia, wracked by terrified guilt as they try to explain to 

themselves what the warden of Creation could possibly 

want with them. Any successful read motivation action the 

Lunar or one of her allies makes against such characters 

automatically reveals the action they feel the most guilty or 

ashamed of, all but written on their face in the strange, 

twisting light. 

If the Lunar knows Riding the Weird Steed she may apply 

this Charm to her mount, the mote settling within its brow, 

shining strange searchlights from its eyes and screeching 

through its open mouth. 

WATCHING WARDEN TECHNIQUE 

Cost: - (+4m); Mins: Perception 4, Essence 3;  
Type: Permanent 
Keywords: Warden 
Duration: Permanent 
Prerequisite Charms: Eyes Wide Open 

At the edges of Creation live its marshals, set aside from 

the world they guard. The sentinels of the moon have eyes 

to see and ears to hear that which does not belong. This 

Charm permanently upgrades its prerequisite. Firstly, the 

duration is extended to Indefinite. In addition, if it is 

activated with a surcharge of +4m, the Charm gains the 

Warden keyword, and the following enhancements; 

 She adds (Perception/2) bonus successes on all rolls to 

notice Outsiders, track them or pierce any disguise 

attempts. If the target isn’t using magic to contest the 

action, the Witch may spend one Willpower to 

automatically succeed. 

 Upon recognizing a perceived character as an Outsider, 

its nature becomes Obvious to her. The Storyteller 

provides a basic synopsis of the target’s capabilities 

and a single randomly chosen Intimacy and its 

emotional context. 

 Any Artifact or magical object that fundamentally 

draws on principles alien to Creation (this includes 

necrotech, the wonders of the demon realm, and 

works of glamour, as well as some esoteric examples of 

First Age artifice) is Obvious to her senses, although 

she receives no other information about it. 

IMPOSSIBILITY'S ARRIVAL 

Cost: 1m; Mins: Perception 4, Essence 2;  
Type: Reflexive (Step 2) 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: Eyes Wide Open 

Too-wide eyes catch flickers of that which Is Not. To 

internalise this is to gain a glimpse into What Is, for when 

probability cascades into certainty Is Not becomes 

overwhelming showing all but what is about to happen. 

This Charm may be activated in response to any potential 

threat within range of the Lunar's senses, enabling it to be 

detected perfectly. Against unexpected attacks, this Charm 

also removes the unexpected tag, allowing the Lunar to 

defend normally against them. This charm operates 

constantly, flickers of the Beyond catching the Lunar's 

attention at the edge of vision (which often leaves such 

Lunars seeming slightly distracted, though not enough for 

penalties), but only by spending the motes to activate it can 

the visions condense down enough to receive useful 

warnings by what is omitted. 

UN-WORLD BACKLASH 

Cost: 3m; Mins: Perception 4, Essence 3;  
Type: Reflexive (Step 9) 
Keywords: Combo-OK, Counterattack, Obvious, Warden 
Duration: Instant 
Prerequisite Charms: Impossibility's Arrival 

There are those who with their actions can tear the very 

fabric of Creation to let horrors spill in. The Lunar Exalted 

are quite familiar with the principle. The Lunar invokes this 

Charm after invoking this Charm's prerequisite against an 

attack, or alternatively after applying her DV against an 

attack made by an Outsider, tearing the world itself with 

flashing eyes to let reality-lacking things consume the 

backwards passage of the blow and savage the flesh of the 



attacker. This Charm gives the Lunar a ranged counter-

attack with Range equal to the distance the target is from 

the Lunar, as Beyond-horrors are given brief existence and 

extinguish themselves on the foe. This is resolved in Step 9 

of the initial attack. The counterattack is made using 

(Perception + Presence) as the attack dicepool, and inflicts 

(Essence)L, O3 dice of unsoakable damage. Against 

Outsiders, it also drains 1wp, as a Shaping effect. 

UNCANNY (SENSE) PRACTICE 

Cost: 3m; Mins: Perception 2, Essence 1;  
Type: Reflexive 
Keywords: Combo-OK, Obvious 
Duration: Indefinite 
Prerequisite Charms: Any Perception Excellency 

As the Solar Charm Keen (Sense) Technique, save for the 

altered requirements, the Indefinite duration, and the fact 

that the Charm is accompanied by Obvious body 

modification. The Obvious keyword only applies to the 

Charm activation, but while it is active individuals who get 4 

or more successes on a Perception + Awareness roll to 

notice details about the Lunar will perceive oddities in the 

applicable sensory organs, whether it is in too-large, now-

silver-irised eyes, or skin that ripples slightly when it 

touches things. 

TREACHEROUS SIREN SCARS 

Cost: 2m; Mins: Perception 2, Essence 2;  
Type: Reflexive (Step 10) 
Keywords: Combo-OK, Crippling-Anchored 
Duration: Indefinite 
Prerequisite Charms: Uncanny (Sense) Practice 

A Witch is a hunter of the Outsider, and like any hunter, she 

knows how to find her prey. But a Witch is also of the 

Outside, her every breath and bone carrying its scent. This 

Charm may be activated when the Lunar inflicts at least 

one die of damage on another character, infecting them 

with a trace of the Lunar’s own alien nature, in the form of 

an unnatural sheen suffusing the wound. Without magic, 

purging this substance requires bandaging the wound in a 

prayer script to a deity associated with cleansing for a full 

day. The divinities Essence score must be at least two 

higher than the Lunar's own. 

This putrid ichor creates a trail that only the Lunar herself 

can perceive, and only while Uncanny (Sense) Practice is 

active. With supernatural sight she follows a trail of wafting 

light-motes, while enhanced hearing might let her trace 

hidden whispers, and so on. 

So long as she is on the trail, the Witch can automatically 

divine what path her quarry has taken, and gains 

(Essence)/2 automatic successes against magical effects to 

cover the quarries tracks. She cannot discern her victims 

exact location, but she can track their general area to 

within (Victims Wits x 10) square yards. For each full day 

she tarries on the trail, a further 2m must be committed to 

keep the trail from going cold. 

If the Lunar also knows Donorsomatic Gift Methodology, 

she may target the victim of Treacherous Siren Scars with it 

to rapidly gestate a sense-organ within their wound, even if 

the two characters are not touching. 

INTUITIVE ALL-SENSE SYNTHESIS 

Cost: 1m per sense; Mins: Perception 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK 
Duration: Instant 
Prerequisite Charms: Uncanny (Sense) Practice 

All things are ultimately information, scribed in Essence 

stretched-thin over the cauldron of Chaos beneath reality. 

The information relayed by one sense is, in the greater 

scheme of things, hardly distinguishable from that relayed 

by another. This Charm enhances any sensory roll to notice 

details about a particular object, character or event, 

allowing the Lunar to gain information from senses she 

could not have employed in the roll, provided she knows 

the relevant version of Uncanny (Sense) Practice, at a cost 

of one mote per sense. A Lunar who hears someone 

shuffling about on the other side of a door could use this 

Charm to get details about what they look like, while one 

who saw a wolf in the distance could learn what its coat 

feels like just by looking at it. The Lunar receives all the 

normal sensory information from the roll, while 

information from technically-unusable senses is relayed as 

though she had achieved one less success on the sensory 

roll, and is filtered through those senses that were actually 

used. 



ORGAN-SENSE SEPARATION 

Cost: 2m; Mins: Perception 3, Essence 2;  
Type: Reflexive 
Keywords: Combo-OK, Obvious 
Duration: Indefinite 
Prerequisite Charms: Uncanny (Sense) Practice 

The world is too vast in its wonders and beauties to be 

taken in by one set of sensory organs. Fortunately, this is 

no obstacle to the Lunar Exalted. While this Charm is active, 

the Lunar may reflexively and Obviously produce examples 

of any sensory organs her current form naturally or through 

Charms or mutations has access to on her body. Eyeballs 

can bud from any square inch of flesh, fingertips can 

become tongues to taste the world, and hair can be 

covered in skin to feel what it brushes against. At the 

storytellers discretion, this may provide an equipment 

bonus of up to (Perception) dice to any roll which benefits 

from this, whether this is tasting a poison by dipping a 

tasting finger in the wine without putting it near the mouth, 

spotting an assassin with eyes in the back of the head, or 

staying hidden poking only a single finger out of cover. 

As a side effect, this renders the Lunar immune to any 

Crippling effects which operate by depriving her of a sense-

organ for the duration of the Charm. Blindness means 

nothing when one can casually bud new eyes onto one's 

forehead, and a lack of a tongue does nothing to prevent 

taste when one can brush altered fingers along something. 

This lasts while the Charm remains active. 

DONORSOMATIC GIFT METHODOLOGY 

Cost: 2m; Mins: Perception 3, Essence 2;  
Type: Simple 
Keywords: Combo-OK, Crippling-Anchored, Obvious, Touch, 
Stackable 
Duration: Indefinite 
Prerequisite Charms: Organ-Sense Separation 

Within the bodies of their victims, Witches hide their eyes 

and ears the better to know what passes when they are not 

around. The Lunar touches a target (which can be a 

character or object) and activates this Charm. A sense-

organ appropriate to the sense from a form in her form 

library she wants to use squirms out of her fingers, and 

burrows into the substance of the target, squirming and 

contorting itself to fit. At any point thereafter, the Lunar 

may take an unflurryable Miscellaneous action to focus on 

a target of this Charm. She may see through any sense she 

has imposed upon the target as long as she continues to 

take these actions, the sense-organ worming to an 

appropriate place where it can perceive - which can involve 

growths of strange skin subsuming the fingers, or eyeballs 

breaking the surface wherever she sees fit (which can 

involve temporarily supplanting the target's original eyes - 

they do not lose the capacity to see if this is done). The 

Lunar may try to keep this subtle, and roll (Dexterity + 

Stealth) to avoid this being noticed. Targets within an area 

warded against scrying, or separated from the Lunar by 

Cecelyne, may not be focussed on. 

This Charm may be activated multiple times separately on 

one target for no additional cost. If a called shot can inflict 

a point of lethal damage on a sense organ which is exposed 

through use, the Charm ends and the Lunar takes a point of 

bashing damage and a -1 internal penalty on use of the 

sense for the rest of the scene from sympathetic pain. 

When this Charm is ended, the organs are absorbed by the 

target, which can leave strange fossilised remains within 

inanimate objects or benign growths in living targets. 

At Perception 4, Essence 4, this Charm may be repurchased. 

Any target who has had a sensory or sense-granting 

mutation or who has had functionality of a sense restored 

by the Lunar counts as having this Charm active on them 

for no cost, allowing the Lunar to use any senses she has 

granted them. Only the removal of the mutation (or the re-

Crippling of the healed sense) ends this effect. 

INHUMAN (SENSE) OBSERVATION 

Cost: 2m; Mins: Perception 3, Essence 3;  
Type: Reflexive 
Keywords: Combo-OK, Obvious 
Duration: Indefinite 
Prerequisite Charms: Organ-Sense Separation 

As the Solar Charm Unsurpassed (Sense) Discipline, save for 

the altered requirements, the Indefinite duration, and the 

fact that the Charm is accompanied by Obvious body 

modification. The modifications for this Charm are clearly 

and Obviously supernatural; eyes gleam with mad light, or 

a bestial tongue ceaselessly lashes at the air, tasting all it 

can.  



WICKED WITCH EYES 

Cost: 6m; Mins: Perception 4, Essence 2;  
Type: Reflexive (Step 1) 
Keywords: Combo-OK, Obvious 
Duration: Indefinite 
Prerequisite Charms: Eyes Wide Open 

The Lunar’s eyes are opened to the higher mysteries of the 

world, causing that which would hide behind the veneer of 

the mundane to instead overshadow it. This Charm 

functions in the same way as the Solar Charm All-

Encompassing Sorcerer’s Sight (Exalted, pp. 222), except 

that the Lunar has trouble distinguishing between the 

things she sees and the spirits that immediately govern 

them. To her, a chair seems to be a slumbering spirit of 

wood, while humans are conjoined ghosts-in-waiting and 

the magitech of lost ages practically bristles with strange 

and unnerving life. 

Its effects on her perspective aside, the Storyteller may 

choose to allow a Lunar who stunts appropriately to use 

unexpected abilities to analyze what she observes. A Lunar 

who perceives an alchemical reaction as a bizarre little 

wedding between two microscopic elementals might use 

Socialize to understand the thaumaturgical processes 

involved, while one who saw a knot being tied might use 

Occult to decipher the bizarre and numinous reactions 

between divine strands. Doing so means that the Lunar 

understands what she observed in those terms, and cannot 

effectively explain or exploit it in any other way (unless she 

deactivates the Charm and successfully analyzes it using the 

normal ability). If the process is thaumaturgical, she must 

even use that ability for any activation rolls or similar. The 

Storyteller may veto any use of alternative abilities, but is 

encouraged to allow consistent or well-themed uses. 

If the Lunar creates a manual or gives an explanation using 

her off-kilter understanding, it provides an equipment 

bonus to others equal to her stunt rating. However, her 

pupils must use the knowledge in the same way, with the 

same alternative ability, and to do so without immediate 

access to the witch or her writings requires that they buy a 

unique specialty in that ability. A notable fraction of the 

cutting-edge research of the First Age was couched in 

confusing metaphor for just this reason, and Strength-of-

Many continues to treat his thaumaturgical rituals as 

ethereal pitfights between the fundamental forces of 

Creation. 

OUTLANDER-DETECTING INTUITION 

Cost: 2m or 0m; Mins: Perception 3, Essence 3;  
Type: Supplemental 
Keywords: Combo-OK, Warden 
Duration: Instant 
Prerequisite Charms: Eyes Wide Open 

Alien domains extend their insidious tendrils into Creation, 

but the witch can sniff them out with ease. This Charm can 

be used to enhance any roll to notice sensory details about 

a target character, object or structure, informing the Lunar 

as to whether or not the target is an Outsider if she rolls 

even one threshold success. Objects and structures that 

draw on principles foreign to Creation (such as necrotech 

or glamourworks) or were crafted primarily from materials 

taken from another realm (such as a blade of Malfean 

brass) are considered Outsiders for this purpose. This 

information is provided synaesthetically, unidentifiable 

noises or incongruous scents infiltrating the Lunar’s normal 

perceptions. Used outside of Creation, this Charm's mote 

cost is waived. 

Alternatively, the Charm can be used to enhance any 

navigation roll, automatically informing the Lunar of the 

direction to the borders of Pure Chaos, relative to her 

current location. Further, she learns of every fixed exit from 

or entrance to Creation within (rolled successes) miles, to 

within an accuracy of one mile. 

WORLD-WARDEN ONSLAUGHT 

Cost: — ; Mins: Perception 4, Essence 3;  
Type: Permanent 
Keywords: Native, Overdrive, Warden 
Duration: Permanent 
Prerequisite Charms: Outlander-Detecting Intuition 

The Lunar stalks Creation, falcastra in hand, sweeping 

Things back into their sordid bolges outside the world. This 

Charm grants the Lunar an empty Overdrive pool with a 

capacity of ten motes. Whenever the Lunar rolls Join Battle 

against one or more Outsiders, she gains a number of 

offensive motes equal to the highest Essence rating 

amongst the alien entities arrayed against her - the Exalted 

and Primordials increase their effective Essence rating by 



two for this purpose. She also gains a single offensive mote 

the first time each action she directs an attack against an 

Outsider with genuine intent to harm. 

CYNICAL GLANCE INTERNALISATION 

Cost: 4m; Mins: Perception 3, Essence 2;  
Type: Reflexive (Step 2) 
Keywords: Combo-OK, Stackable, Social 
Duration: One scene 
Prerequisite Charms: Uncanny (Sense) Practice 

Under inhuman senses, the flaws of the world are all too 

obvious. When one has seen all the vices and instincts 

under too-keen eyes, is it any surprise that one can build a 

wall of jaded cynicism. This charm is activated in response 

to a social attack, and increases the Witch's MDVs against 

the attacker by her Perception for the remainder of the 

scene as all the least flaws of her attacker become clear to 

her senses, everything that they are not and can never be 

because of what they are overlaying her vision. This Charm 

must be activated separately to gain this bonus against 

multiple social attackers. 

MAD-MOON FEELING FLUX 

Cost: 12m, 1wp; Mins: Perception 5, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Compulsion, Obvious, Social, 
Stackable 
Duration: (Perception) Days 
Prerequisite Charms: Cynical Glance Internalisation, 
Impossibility's Arrival 

To blast open the walls of sanity and break minds with 

sights of what Is Not is all too easy for the protean Chosen 

of the Moon. Her eyes flash with the light of the Beyond 

and unceasing visions in her eyes beat into the hearts of 

the unwary. This Charm enhances a social attack which 

attempts to create a new Intimacy in a target within 

(Essence) yards of the Lunar, rendering it unnatural mental 

influence. If the result exceeds the target's MDV, they are 

afflicted by a Compulsion to act contrary to their Intimacies, 

as an attempt to oppose that which Is. The target must 

spend 1wp to resist this Compulsion, and spending the 

willpower renders them immune to the compulsion for the 

remainder of the day. Although this Charm is Obvious, the 

target is not automatically aware that the mad compulsion 

they feel comes from the Lunar; rather, they self-rationalise 

it as their own response to the things they have scene. If 

they are given reason to doubt how natural this response is, 

they may spend 3wp to realise that the Lunar has laid 

witchery upon them. This willpower must be spent all at 

once, and does not count as resisting the Charm, although 

it is likely they will do so hencewith. 

At Essence 4, this Charm may be repurchased, allowing it to 

affect mass social units with Performance-based attacks. 

MYTHIC OUTSIDER EXTRUSION 

Cost: - (4m/2m); Mins: Perception 1, Essence 1;  
Type: Permanent 
Keywords: Native 
Duration: Permanent 
Prerequisite Charms: None 

Luna may love Gaia, but she is not a thing of Creation. The 

Chosen of Luna are not things of nature, and they gaze into 

the un-madness of the Beyond and bring it back in their 

image, to bring forth impossibilities into the solid and staid. 

The Lunar creates a mutation package of (Essence x 6) 

points of positive mutations, which should conform to a 

theme chosen by the Lunar's player, based upon their 

personality, their Spirit Shape, and their background. From 

that point in, when in any form, the Lunar may, as a 

reflexive action, commit 4m, and manifest up to twice their 

(Stamina + Essence) points of mutations from this package, 

which remains committed for the rest of the scene. If her 

anima banner is at the 7-10m level or higher, the 

commitment cost is reduced to 2m, and the value of any 

previous commitment is reduced. These mutations force 

their way into the shape, warping it to fit the terrifying 

reality of the Lunar, and are Obvious in their unnatural 

nature. Elira Rjordsdottir, the Witch of Alahi, carried the 

coldness of her native Haslanti League within her, a sign of 

the chill mind lurking under her ditzy exterior, and so the 

inhabitants of that South-Western island have learned that 

wild animals with wings of transparent ice and silver scales 

can be friend or foe, but always bring things new, terrible 

and wonderful. 

WALKING ARGENT IMPOSSIBILITY 

Cost: 6m, 1wp; Mins: Perception 4, Essence 3;  
Type: Simple 
Keywords: Combo-OK, Compulsion, Shaping 
Duration: Indefinite 



Prerequisite Charms: Mythic Outsider Extrusion 

Once one has touched the impossible and welcomed it into 

your flesh, a trifling lack of reality is not so much of a 

constraint any more. Wrapped in an Outside-tainted cloak, 

a Chosen of Luna may stand in front of a crowd, and not 

one will accept their presence. Concentrating, the Lunar 

immerses one of the forms in her Heart's Blood library into 

the Beyond, silver blood and the uncolours and unthings of 

that place staining it forevermore as she weaves it and the 

things Beyond together. The form settles around her neck, 

in the form of some long, flowing garment made of 

impossible colours and neverbeen shapes, and shaped like 

it was made from the skin of that shape. The Lunar may 

wear this garment in any shape that could wear clothes, 

give it to another (in which case it only lasts for a single 

scene away from the Lunar, before disintegrating), or take 

on the shape as normal, becoming the Heart's Blood shape 

in the same oil-slick silver and non-being shades of colour. 

The shape is permanently tainted by this; as soon as the 

motes are decommitted, or if the garment (which has the 

statistics of a perfect quality piece of mundane clothing) is 

destroyed, the shape is lost from the Lunar's Heart's Blood 

library forever, forced out of Creation without the Lunar 

holding it in the world of the real. 

Upon activating this Charm, the Lunar rolls (Perception + 

Larceny), adding a number of automatic successes equal to 

their Essence to the activation roll. Whosoever wears (or 

assumes) that shape, the following effects apply. The 

wearer is Outside of Fate, their thread becoming woven 

through with strings of impossibility which render the 

Pattern Spiders insensible to it, and they may not be 

bought into Fate without this Charm ending. As something 

that should not be, the world closes to conceal their 

presence as a Shaping effect, allowing them to roll to 

establish surprise even in the absence of cover and 

concealment, and imposing a -2 internal penalty on all rolls 

to notice them. 

For those who do see them, however, they are an 

impossibility stalking through a world where they should 

not belong. All characters whose Dodge MDV is less than 

the number of successes on the (Perception + Larceny) roll 

must spend 2wp, or suffers from a Compulsion to act as if 

they do not perceive the wearer in any scene where they 

see them, and to not talk about it later. This is reduced to 

1wp if the Lunar tries to interact with them or with 

anything which they have an Intimacy to, or if someone 

they have an Intimacy towards points the Lunar out. They 

still perceive, and remember the figure of gleaming silver 

and unreal colours; they are merely compelled to act as if 

they cannot see them, and do not remember them. As a 

result, attacks made when wearing this cloak are not 

automatically surprise attacks, but should the wearer flare 

their anima, they do not invalidate this Charm. 

Notably, such an immersion in the Beyond has one 

weakness which would be crippling were it not so obscure. 

Against beings with the First Oramus Excellency, they are 

not rendered invisible at all; in fact, they are Obvious to all 

their senses. Some Elders in the Silver Pact have 

encountered that worrying weakness against the akuma of 

the Dragon Beyond the World. 

UNREAL ILLUMINATION ESCAPE 

Cost: -; Mins: Perception 4, Essence 3;  
Type: Permanent 
Keywords: Obvious, Shaping 
Duration: Permanent 
Prerequisite Charms: Walking Argent Impossibility 

Garbed in cloth of the Beyond, is it any surprise that a blow 

against one of the Lunar Exalted instead cannot be, and 

forewarned by every attack that could not have been, they 

escape? This Charm permanently improves its prerequisite. 

When Walking Argent Impossibility is active, the character 

can focus this Charm's power in Step 6 for a cost of 3m to 

perfectly parry any attack, which does not count as a 

Charm activation. Their garment disintegrates into unlight 

that temporarily illuminates the area as a totemic anima 

flare that lasts for one tick, as the entire world shifts such 

that the blow never could have possibly hit. This displaces 

the Lunar (Essence x 20) yards, in a direction of their choice, 

the remnants of a tattered garment purged of all that is not 

the only remnants of their presence. This involuntarily 

deactivates the Charm, destroys the shape in it, and the 

Lunar pays a cumulative uncommitted 1m surcharge to 

reactivate Walking Argent Impossibility for the remainder 

of the scene, as the distortions in the boundaries between 

what Can Be and what Cannot make it harder to perceive 

the Beyond.  This counts as a unique Flaw of Invulnerability 

for this Charm. 



UNWOVEN WEAVER'S ART 

Cost: -; Mins: Perception 5, Essence 4;  
Type: Permanent 
Keywords: Training 
Duration: Permanent 
Prerequisite Charms: Walking Argent Impossibility 

What fine fabric, the texture of that which cannot be! For 

one who can see the impossible, few mortal goods can 

compare, and when granted to others, the subconscious 

knowledge of the so-fragile nature of "real" right against 

their skin makes other minds pliable, even as it opens their 

minds and souls to everything that they are Not. This 

Charm permanently improves its prerequisite. The Lunar 

gains the ability to make the garment more real by carefully 

folding its own impossibility within itself, as a Dramatic 

Action lasting five minutes. This leaves it as a perfect-

quality mundane garment of the type it appears to be, 

coloured as the Lunar wishes, although forensic 

examination will reveal that it is, somehow, composed of 

the skin and hair (or equivalent) of the shape that went into 

making it. In this state, it is not necessary to keep motes 

committed to it to prevent it from disintegrating, and the 

magic may be reactivated by reactivating the Charm. Each 

scene that an individual who is not the Lunar spends 

wearing one of these garments counts as a scene towards 

building an Intimacy towards the Lunar, chosen at the time 

of realification. Once this Intimacy has been formed, each 

scene spent wearing the garment earns a single Mutation 

point, which may be spent, as a Training effect, on any 

mutation in the Lunar's Mythic Outsider Extrusion package, 

or on Enlightened Essence, chosen by the Lunar.  A total of 

(wearer's Perception + Lunar's Essence) mutation points 

may be granted this way. 

At Essence 5, this feature improves, and the garment may 

be rendered mundane as a Miscellaneous action, rather 

than a Dramatic action. 

REALITY-FLAYING STALKER 

Cost: (+3m); Mins: Perception 5, Essence 5;  
Type: Reflexive (Step 10) 
Keywords: Obvious 
Duration: Instant 
Prerequisite Charms: Walking Argent Impossibility 

When you kill a foe, you have taken their life. Why not take 

their form and their reality too? This Charm permanently 

improves its prerequisite, by allowing it to be reflexively 

activated in Step 10 after killing an opponent, for an extra 3 

uncommitted motes. This does not count as a Charm 

activation. As they die, hairline threads of silver light 

unravel their skin, which detaches and flies to form a 

garment on the Lunar, as per this Charm's prerequisite. The 

corpse is left flayed by this. This allows the Lunar to 

automatically reestablish surprise upon invoking this Charm. 

Spirits (including Primordials) killed by this Charm are killed 

permanently and cannot reform, their corpus torn apart 

and alloyed with the Beyond. If the Lunar could not take 

the Heart's Blood of the thing killed, the flayed skin-cloak 

can only be worn, and may not be taken as a shape. 

ARGENT WITCH STYLE 

In the First Age, it was noticed that, alone out of the 

Exalted Host, the Lunars lacked a native martial arts style of 

their own. The glories of the Fist of the Daystar, the subtle 

ways of the Throne Shadow, the drowning pull of the 

Terrestrial Hero; all of these were well known, but there 

was no such thing for the Chosen of Luna. Several separate 

attempts produced fine efforts to winnow down a style 

which would be compatible with them – White Reaper 

Style perhaps foremost among those – but none had the 

simple and easy resonance with the very essence of the 

Chosen which the other Exalted enjoyed. 

In a grand collaborative project involving the greatest 

martial arts minds in Creation, detailed and complex 

studies into Lunar Essence were carried out to remedy this. 

The greatest masters among the Sidereals fought side by 

side with their Lunar students, listening to the songs of 

their magics. Shining silver champions drilled themselves in 

as many martial arts styles as they could, learning all that 

felt natural to them. The Eclipse diplomat Ias Namana even 

went as far as to seek audience with Luna to ask her 

questions of the genesis of her Chosen. The three truths he 

won from her allowed the form Charm to finally be devised, 

though he was never quite the same after he had paid the 

price she demanded. 

Using the animal styles as a basis, their metaphorical 

nature was used as the heart and soul of the style which 



sought to emulate the flexibility and versatility of the Lunar 

Exalted. Elements of the subtlety of the Throne Shadow 

were woven in, for Luna is the night to the stars of the 

Maidens, and insights were derived from Solar Hero Style 

from the ways the Lunars were not like the first-among-

equals of the Exalted. And in the end, Argent Witch Style 

came to be, couched in the Nine Silver Principles. 

The results were not entirely what might have been hoped. 

Yes, the new style synergised well with the Chosen of the 

Moon. Yes, they learned it easily, even if they had no real 

talent for fighting styles. But it was still fundamentally a 

martial art, a closed set of engineered Charms. Even the 

famed bladeswoman Amanda Ché, who had mastered 

Violet Bier of Sorrows, proved entirely unable to expand it 

beyond its predefined limits. 

Perhaps worse, it was discovered that although they had 

failed in their attempt to create a true native Lunar Martial 

Art, they had succeeded rather too well in imbuing the 

nature of the Lunar Exalted into the style. Completely 

unforeseen was the discovery of the should-not-have-

existed pinnacle charm, which tore aside the metaphors in 

which the Nine Silver Principles had been couched and 

revealed the impossible truth underneath. Combined with 

the way that it never saw the uptake among Lunars that 

might have been hoped, Argent Witch Style was broadly 

judged a failure in its own time. 

The widest pool of use came from a surprising quarter. It 

was found, purely by accident, that gods – and, perversely, 

demons – whose natures were sufficiently close to that of 

Luna could learn it. The Pale Mistress of An Teng is known 

to use it, and it spread among the Bureau of Nature and 

among certain gods in the Bureau of Destiny with indecent 

speed. Its combination of the focus on a sudden, horrifying 

assault, followed by retreat in the case of failure proved 

alluring for spirits for who a retreat to immateriality was 

easy. Among such beings, it is also known as Faceless 

Hunter Style. 

In the Second Age, it is, as a style, ticking over with no 

grand proliferation, but it is certainly not rare. It is 

forbidden to the Immaculate Order, but it has spread 

among gods, and several Sidereals are masters – though of 

course it is rather less civilised or subtle than Throne 

Shadow Style, but sometimes force is needed. Lunars 

themselves sometimes dabble in it, but by-and-large most 

do not need the “training wheels” of parts of this Charm… 

though, of course, there are certain convenient elements to 

being thought a martial artist rather than a Witch. 

The Argent Madonna is pleased by her contribution to the 

development of this style. 

All Lunars pay favoured XP costs for Argent Witch Style, 

whether or not they favour Martial Arts. In addition, its 

principles are close enough to their Exaltations that they 

can learn it without a tutor. Despite these benefits, it is not 

a true Hero style, and so expansion Charms may not be 

devised for it. 

Weapons and Armour: Argent Witch Style considers tiger 

claws, knives, sais, natural attacks, improvised weapons 

and brawling aids to be unarmed attacks for the purposes 

of its Charms, as well as any artefact equivalents to these 

weapons. It may not be practiced in armour with a mobility 

penalty of -2 or greater. 

As part of a Sidereal attempt to replicate what was thought 

to be the key elements of the Lunar Exalted, special 

attention was devised to synergise it with their natural 

talents, in the hope it would blossom into a true Lunar Hero 

Style. In that it failed, but when used by a Lunar as an 

Enhanced benefit Argent Witch Style is compatible with any 

close combat weapons and armour made using Lunar 

Charms. 

RATEL-KNOWS-FURY 

Cost: 3m, 1wp; Mins: Martial Arts 2, Essence 2 ;  
Type: Reflexive 
Keywords: Combo-OK 
Duration: (Martial Arts x 2) Actions 
Prerequisites: None 

Consider the ratel. Others would call its actions mad, but it 

does not permit itself to fear, and though this altered state 

of consciousness it has the capacity to perform deeds few 

other animals can. Such a change to one’s mind embodies 

the first Principle. For the duration of this Charm, the 

martial artist is immune to Fear-based emotion effects, and 

does not suffer wound penalties. The cost to resist any 

external mental influence is reduced by one willpower, to a 

minimum of zero willpower. Such focus comes at a cost, 

however; while this Charm lasts, the martial artist cannot 



perform any non-combat actions without ending the Charm. 

This Charm cannot be reactivated in the same scene. 

OWL-STRIKES-SWIFTLY 

Cost: 2m+1m per success; Mins: Martial Arts 2, Essence 1 ;  
Type: Supplemental 
Keywords: Combo-OK, Illusion 
Duration: Instant 
Prerequisites: None 

Consider the owl. From shadows and moonlight it strikes, 

swooping in unseen to seize its prey who never even hear it 

come. With shocking speed the character pounces as their 

very first deed in a conflict. This charm supplements a Join 

Battle roll, adding one automatic success for each mote 

spent on this Charm, to a maximum of (Martial Arts). In 

addition, the first attack made by the martial artist in the 

fight counts as being made from surprise, and is 

automatically unexpected if they are wearing a form in 

which they have never attacked their target before. This is 

an unnatural Illusion effect which costs one willpower to 

resist. 

WOLF-TASTES-BLOOD 

Cost: 1m; Mins: Martial Arts 3, Essence 2 ;  
Type: Supplemental 
Keywords: Combo-OK, Crippling, Stackable 
Duration: One scene 
Prerequisites: None 

Consider the wolf. Those whose blood it tastes are doomed, 

for not only do their own injuries hinder them, but the 

hunter on their tail speeds up. Long training and discipline 

has inured the martial artist to the third Principle. When 

the character successfully inflicts damage on a target with 

an unarmed attack, as a Stackable Crippling effect, their 

Move and Dash speeds are reduced by one yard per tick. 

The Move and Dash speeds of the martial artist are 

increased by one yard per tick, to a maximum bonus of 

(Martial Arts). In addition, once she is enjoying a bonus of 

at least +2 from this Charm, her Dash actions have a DV 

penalty of -0DV. 

ARGENT WITCH FORM 

Cost: 6m; Mins: Martial Arts 4, Essence 3;  
Type: Simple 
Keywords: Combo-Basic, Form-Type, Obvious 

Duration: One scene 
Prerequisites: Ratel-Knows-Fury, Owl-Strikes-Swiftly, Wolf-
Tastes-Blood 

Pale light illuminates the martial artist as, folding his hands 

together, he contemplates the first three Principles. 

Opening them again, there is a mad gleam in his eyes and 

an unnatural strength in his flesh. For the duration of the 

Charm, he enjoys the following benefits. 

 The martial artist’s muscles ripple with brutal power, 

and he gains a bonus dice to all Strength, Dexterity and 

Stamina-based rolls. This counts as a dice added by 

Charms. 

 His body twists and ripples, changing to emulate the 

fluidity of the moon. Upon purchasing this Charm, he 

chooses (Essence +4) points of positive mutations 

which conform to the aesthetics of Luna, based around 

a personal theme. These mutations manifest for the 

duration of this Charm, and at the martial artist’s 

discretion can appear as phantom shifts in silvery light 

or warpings of their flesh. When he increases his 

Essence, he may reconfigure his newly-enlarged 

mutation selection. 

 He can parry lethal and ranged attacks unarmed 

without a stunt. 

 He decreases the speed of all attacks made with 

natural weapons by -1, to a minimum of 3. 

 The protean essence of Luna infuses his flesh, 

rendering him an Outsider. Any injuries he takes close 

automatically. 

WASP-BRINGS-WEAKNESS 

Cost: 4m ; Mins: Martial Arts 5, Essence 3;  
Type: Supplemental 
Keywords: Combo-OK, Crippling, Stackable 
Duration: Instant 
Prerequisites: Argent Witch Form 

Consider the wasp. It preys upon the weak. Those who it 

harms are weakened further. Drawing on the fourth 

Principle, the martial artist strikes a savage blow aiming for 

where her foe is most vulnerable. This charm supplements 

an unarmed attack. If the martial artist inflicts at least one 

level of damage, she also inflicts one of the following 

effects on the target; 



 Reduce the target’s Strength, Dexterity, Stamina or 

Appearance by one dot, to a minimum of 1 (0 for 

Appearance). 

 Render a limb useless for the remainder of the scene. 

Exalted recover from diminished Attributes at a rate of one 

per day. Mortals recover only if given supernatural medical 

aid. 

SHRIMP-BREAKS-SHELL 

Cost: 4m, 1wp; Mins: Martial Arts 5, Essence 3;  
Type: Supplemental 
Keywords: Combo-OK, Crippling, Obvious 
Duration: Instant 
Prerequisites: Wasp-Brings-Weakness 

Consider the mantis shrimp. Through strange eyes it stares 

out at the world, seeing things that no mortal man can. 

When it strikes, its blows are aided by this uncanny 

knowledge, swift and unstoppable. The Exalt’s mastery of 

the fifth Principle shapes his blows into explosively fast jabs 

which create flashes of silver light when they hit. An attack 

supplemented by this Charm halves any DV applied against 

it, and gains the Piercing tag. Such awareness comes at a 

cost, however; the martial artist is at a Crippling non-

cumulative -1 internal penalty to all Perception-based rolls 

for the rest of the scene after using this charm, as 

impossible visions flicker before his eyes. 

LEOPARD-POUNCES-PREY 

Cost: - ; Mins: Martial Arts 5, Essence 3 ;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisites: Argent Witch Form 

Consider the leopard. From the hidden places within its 

territory, it drops down onto foes and ends them with a 

single clean bite. Tensing his limbs and taking the posture 

of the sixth Principle, the martial artist springs onto his prey. 

When Wolf-Tastes-Blood is active, he adds (Martial Arts + 

Essence + his current movement bonus from Wolf-Tastes-

Blood) to the distance he jumps towards a valid target. If he 

attempts a surprise or unexpected attack from cover, he 

additionally adds his ranged cover bonus to the distance in 

yards he can jump on top of that. 

SNAKE-LIES-WAITING 

Cost: 2m ; Mins: Martial Arts 4, Essence 3;  
Type: Supplemental 
Keywords: Combo-OK 
Duration: Instant 
Prerequisites: Argent Witch Form 

Consider the snake. He is a master of seeming. So harmless, 

so still. The martial artist is wise to his ways, and so learns 

the seventh Principle. This Charm enhances an attempt to 

re-establish surprise when the Exalt is in at least 50% cover, 

producing a -2 external penalty on attempts to spot the 

Exalt. In addition, if used to supplement the assumption of 

another form (whether by Lunar shapeshifting, the Spirit 

Charm Shapechange, or another method) the Charm allows 

the character to reflexively attempt to re-establish surprise 

regardless of any cover or lack of it. 

OCTOPUS-FLEES-DANGER 

Cost: 4m ; Mins: Martial Arts 5, Essence 3 ;  
Type: Reflexive (Step 9) 
Keywords: Combo-OK, Counterattack 
Duration: Instant 
Prerequisites: Leopard-Pounces-Prey, Snake-Lies-Waiting 

Consider the octopus. Without solid bones to get in its way, 

it is free to contort itself wherever it must go to escape 

from a threat. This is the eighth Principle, and the martial 

artist ruminates upon it to survive, flinging himself away in 

great boneless leaps. Upon activating this charm, the 

martial artist may reflexively jump away from an attacker, 

and furthermore use the enhanced jumping distance 

granted by Leopard-Pounces-Prey to move directly away 

from an opponent, as long as her jump would end in cover. 

Characters may not enhance the distance this Charm 

carries them through the use of hearthstones, artifacts, 

sorcery, or any other Charms. 

APE-SMASHES-FOE 

Cost: 2m; Mins: Martial Arts 4, Essence 3 ;  
Type: Supplemental 
Keywords: Combo-OK, Knockdown, Obvious 
Duration: Instant 
Prerequisites: Argent Witch Form 

Consider the ape. It appears much like a man, but in its 

brutal strength it can slam an armoured man into the 

ground where he is easy prey. Flexing the muscles in his 



arms and legs, the Exalt resorts to the raw violence of the 

ninth Principle and so prevents escape through violence. 

Unarmed attacks which hit made by the martial artist and 

supplemented by this Charm automatically cause 

Knockdown, with no roll to resist it permitted. Against 

knocked down targets, unarmed attacks supplemented by 

this Charm ignore Hardness and add +2L to their damage. 

When Ratel-Knows-Fury is active, the cost of this Charm is 

reduced by 1m. 

CHIMERA-IS-ALL 

Cost: - ; Mins: Martial Arts 5, Essence 5;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisites: Shrimp-Breaks-Shell, Octopus-Flees-Danger, 
Ape-Smashes-Foe 

Consider the witch… except no, there are no trite lessons to 

be learned in this way. The martial artist who has advanced 

this far has internalised the Nine Principles and learned to 

contort their Essence into the way of the moon. With this 

knowledge comes the realisation that Creation is far 

stranger, and filled with far more horrors than they had 

ever thought before… and that they are one of them. This is 

the unforseen and unexpected pinnacle of Argent Witch 

Style. The martial artist, the Argent Witch gains the 

following permanent benefits; 

 When Argent Witch Form is active, the hands of the 

martial artist flare with Obvious bursts of unlight only 

visible out of the corner of the eye and which shine 

through the mightiest armour like it is not real. The 

Argent Witch’s punch attacks have their stat block 

replaced with the following; Speed 5, Accuracy +3, 

Damage +6L/4, Defence +1, Rate 3, Tags N, O, P 

 The duration of Argent Witch Form is increased to 

Indefinite. 

 By taking a Miscellaneous action when Argent Witch 

Form is active, the martial artist may freely reallocate 

the mutations he gets from that Charm to any from 

that make up the forms of characters he has killed 

since he activated that Charm. These changes to the 

mutation package are retained until he ends the form-

charm, whereupon they return to the set from his 

basic package. 

 They are permanently rendered an Outsider by 

learning this Charm. 

LUNARS AND SORCERY 

The Lunar Exalted have always had an enthusiastic 

relationship with sorcery. Just as with the Terrestrial 

Exalted, sorcery has historically been their path to power at 

a scale beyond that which their native Charmset could 

easily provide. Typically, it has been the recourse for Lunars 

who wished for overwhelming force on a large scale, for 

the capacity to easily kill a regiment or to raise a city. 

Demonology has only aided in that, and the moon-witches 

have been highly enthusiastic at enslaving demons and 

elementals alike. 

Indeed, since the Usurpation, the Witches have not had 

access to the trained forces of the Deliberative and other 

things which provided an alternative to binding. As a result, 

it is basically expected that any Lunar who survives for a 

hundred years will be at least a dabbler in a sorcerous 

discipline. 

And there is an oddity about Lunar sorcery, a certain sense 

that it is more internalised into their native Charmset than 

most other Exalts have. This is not to the extent that it is 

displayed by the Green Sun Princes, who blur the line 

between their magics and their spells until it is hard to 

make out, but... well, the truth spoken by certain Lunar 

secrets is "To change the world, change your own mind", 

and that synergises very well with the nature of the Trials 

of Sorcery. The moon-witches are entirely used to strange 

mental modifications in the name of power, and for that 

reason there has never been the same discrimination 

against Lunar sorcerers that other practitioners have been 

shown. Spells devised by the Lunar Exalted also show this 

strange approach; while most spells usually build upon the 

knowledge of the Occult which sorcery typically requires, 

the Lunars are known to take more idiosyncratic 

approaches in their application of raw genius to the 

problem of sorcery. 

LUNARS AND NECROMANCY 

Sorcery may have had its genesis among the Exalted with 

Brigid, but Necromancy was stolen from the Neverborn by 



the Exalted working in unison. Two of the number of the 

Black Nadir Concordat were Lunars, and since that first fell 

deed the Lunar Exalted have been necromancers of the first 

class. In the First Age, necromancer-Witches were the 

peers and equals of the Solar Exalted, and in the synthesis 

of the two arts they edged ahead. 

Perhaps it was born of their strange affinity for the arts of 

the dead. The Witches are unique among the Exalted in 

that they are equally proficient at the manipulation of the 

essence of the living and the dead. All other excel at one or 

another, with an inequity of how far up and down they can 

reach. Not the Lunar Exalted. Ever since the discovery of 

Labyrinth Circle Necromancy, this oddity has shaped their 

modes of thought and made the two equivalent. For the 

Solar Exalted, Necromancy was always Sorcery's poor 

cousin, interesting to dabble in and with some strange 

areas which only it could provide, but the Labyrinth Circle 

was always simply objectively inferior to the Adamant 

Circle. For the Lunar Exalted, a choice between necromancy 

and sorcery was one of philosophy and personal 

tendencies; they would never be permanently crippled by 

the choice of one or the other. 

Since the Usurpation, their skills have only grown. The wars 

of the Silver Pact against the Shogunate taught the Lunar 

Exalted that while the Dragonblooded could counter the 

Emerald Circle and the Chosen of the Stars the Sapphire, 

there was no real defence against Labyrinth Circle 

Necromancy. Lunars enslaved the dead and reanimated 

corpses en masse. Even to this date, children's tales in the 

Realm talk about the horrors of the moon-anathema and 

their legions of the stinking dead, which take the blessed 

elemental energy of the Dragonblooded to fight. They have 

descended into the Labyrinth and enslaved the Greater 

Dead; they have chained the Hounds of Ikunmon such that 

any necromancer can call upon then and they have sent the 

Assayers of the Breath Precarious against those indebted to 

them. Some would be shocked to know about the sentinel-

caches of mummified dead across the South-West, waiting 

weapons armoured in black iron against a Fair Folk invasion 

which may never come, and even more shocked to know 

that the Lunar who has established this thing consorts with 

the First and Forsaken Lion and has been ennobled as a 

Baroness by him. 

In this Time of Tumult, however, a darker shadow rises. 

Previously, only the Lords of Death have been able to reach 

the deepest circle of the necromantic arts. They are wary, 

well aware that to draw Exalted eyes would be to risk their 

own final deaths, to be hunted and slain by even the 

lessened forces of the Exalted just as their forsworn 

masters were. Thirteen few ghosts, cautious and wary are 

not at all equivalent to the hundred dead princes who rise 

now. The supremacy of the Lunar Exalted in the field of 

necromancy is doomed, even before those among the 

Lawgivers and the princes of the Green Sun who may delve 

into the darkness are counted. 

TERRESTRIAL CIRCLE SORCERY 

Cost: - ; Mins: Intelligence 3, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: None 

Carrying out the Trials of Sorcery and making her Sacrifice, 

the Lunar permanently changes her own nature in the 

name of power. She can now take Terrestrial Sorcery 

actions. 

SAPPHIRE CIRCLE SORCERY 

Cost: - ; Mins: Intelligence 4, Essence 4;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Terrestrial Circle Sorcery 

With a second Sacrifice, her mind opens wider and the all-

too-fragile world becomes more a plaything of her ego and 

her Essence. She can now take Celestial Sorcery actions. 

SHADOWLANDS CIRCLE NECROMANCY 

Cost: - ; Mins: Intelligence 3, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: None 

Delving deep into the secrets of stolen Necromancy, the 

Lunar takes the Trials of the dead, and lets a part of her self 

wither away such that she realises how things can be 

different. She can now take Shadowlands Necromancy 

actions. 



LABYRINTH CIRCLE NECROMANCY 

Cost: - ; Mins: Intelligence 4, Essence 4;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Shadowlands Circle Necromancy 

There are hidden secrets and terrifying truths that can be 

contained within a mind, and a Witch who seeks them out 

will make another inversion of what she once was. She can 

now take Labyrinth Necromancy actions. 

MIND-FLENSING REALITY VIOLATION 

Cost: - ; Mins: Intelligence 4, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Terrestrial Circle Sorcery or 
Shadowlands Circle Necromancy 

The structured forms of essence involved in the act of 

sorcery exist in potentia within the mind of the sorcerer, 

and the same applies for its necrotic cousin. Only the 

moon-witches of the Lunar Exalted would realise that the 

the passage of such knowledge into the outer world is 

synonymous with its actualisation, and so tear their own 

minds asunder to ease the passage of a spell into the world. 

Whenever a Witch casts a Terrestrial or Shadowlands spell, 

she may choose to tear the knowledge out of her own mind 

as a way of speeding up the casting. For spells cast using 

normal Shape Sorcery Actions, it sets the speed of the 

Shape Sorcery actions to 0 ticks. For spells cast using 

Dramatic Actions, it downgrades the time taken for the 

dramatic action by one time step; for example, if a spell 

would normally take a 15 minute ritual, it can instead be 

cast after a 15 tick ritual. All ritual behaviour must still be 

carried out in full, so if a spell demands that the caster walk 

around a perimeter, it must still be done, even if it would 

take longer than the reduced time. The cost of this is that 

the spell's form in the Lunar's memory is consumed by the 

casting, and she temporarily loses access to it. It 

regenerates within her mind after seven full days have 

passed. Spells cast in this manner cannot benefit from any 

discount to their willpower or mote cost. 

At Intelligence 5, Essence 4 and with the purchase of 

Sapphire Circle Sorcery or Labyrinth Circle Necromancy, this 

Charm upgrades. This technique may also be used with 

Celestial or Onyx Circle spells. Spells normally cast using a 

Dramatic Action using this technique have their time halved, 

rather than decreased by a time step. In addition, access to 

Celestial or Onyx Circle spells enhanced by this Charm is 

lost for 28 days, not 7, as the increased power damages the 

Lunar's mind more in the exit and so it takes 

correspondingly longer for the Essence-form to regenerate. 

NECROTIC-VITAL EQUIVALENCE PRACTICE 

Cost: - ; Mins: Intelligence 3, Essence 3;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Terrestrial Circle Sorcery and 
Shadowlands Circle Necromancy 

It is the half-moon of two-faced Luna that declares that 

light and darkness are but two parts of a greater whole. 

When she was crafted, it was never meant to link the 

stinking, rotting memory-world that exists as a legacy of 

the murderous acts of the Exalted to Creation, but the 

Witches have made it so. A Lunar who knows this Charm 

may freely cast spells from the first tier of sorcery through 

the equivalent necromancy initiation, and vice versa. They 

count as the other kind of spell for all purposes, including 

countermagic; it requires Sapphire Countermagic to dispel 

an Emerald Circle spell cast through the Shadowlands Circle 

Initiation. Necrotech constructs reanimated using sorcery-

warped versions of necromantic spells are animated by 

living Essence, with the effects described in Manual of 

Exalted Power: Abyssals - the Lunar host has discovered 

that there are uses for such things, especially in grafts and 

transplants. There may also be other odd effects with spells 

cast by the "wrong" method, some of which may be unique 

to an individual Lunar. 

Spells cast by this method display a warping appropriate to 

their new casting method. Sorcerous spells cast using 

necromancy display deathly overtones in their nature. 

Necromancy spells, on the other hand, replace their 

necrotic nature with the shining colours of the Lunar's 

anima, which suffuses the essence-construct. Observers 

with Occult 1+ recognise the nature and source of this taint 

with a reflexive (Wits + Occult) roll at Difficulty 4. 



At Intelligence 4, Essence 4 and with the purchase of 

Sapphire Circle Sorcery and Labyrinth Circle Necromancy, 

this Charm upgrades. Celestial Circle spells may be cast 

through the Labyrinth Circle Initiation, and vice versa. Odd 

side effects are much more common at this level, as the 

shear force of essence pumped into a spell matrix not 

designed for it spills out and warps the form of the spell. 

The difficulty to recognise the nature and source of the 

spell-taint is reduced to Difficulty 2. 

THE ANTINOMIAN ABSORPTION 

Cost: -; Mins: Intelligence 4, Essence 5;  
Type: Permanent 
Keywords: None 
Duration: Permanent 
Prerequisite Charms: Necrotic-Vital Equivalence Practice 

Devised by the Eastern Witch, Raksi, the Antinomian 

Absorption is the first synthesised byproduct of parallel 

research into sorcery and necromancy, twinned in union. It 

comes from the perverse perspective enabled by its 

prerequisite that there is no real difference between the 

two sciences, and that the stolen reality warping power of 

the Primordials and their dead siblings has a singular nature. 

And this nature is this: Sorcery is contravention. 

The very nature of sorcery extracted from the tomes of 

Speriman and interrogation of countless demons is the 

imposition of the will onto malleable reality. Laws, rules, 

pre-existing worlds are to be brushed aside. The Exalted 

stole sorcery from the trap it had meant to be - Raksi 

laughs at the self-aggrandising tales of Mishiko and Bar-

Izahd as the first sorcerer - and they stole necromancy from 

the moaning tombs of the Neverborn. The Exalted are 

murder weapons made to violate the Primordials and their 

deathlessness and they did so; is it any wonder that they so 

easily take up sorcery and necromancy? Sorcery smashes 

the laws of the shapeless Wyld and fixed Creation equally; 

necromancy does that and additionally breaks down the 

walls between the living and the dead, shaking the 

foundations of this stolen world. 

Knowledge of this Charm modifies all sorcerous and 

necromantic spells cast in the following way; for first tier 

spells, if a thirty minute dramatic action is taken 

immediately before the Shape Sorcery action comprised of 

actions which violate the laws of the local polity or the 

dominant organisation of this realm of existence in a non-

trivial manner, the spell costs no willpower to cast. For 

second tier spells, the dramatic action must last for six 

hours, and in addition discounts the spell by 5m. For third 

tier spells, the dramatic action must last for two days, and 

gives a total mote discount of 20m on top of the removal of 

the willpower cost. 

The dominant organisation's laws are those of the Realm in 

Creation, the laws of Cecelyne in Malfeas, the laws of Yu 

Shan in Heaven, and the shared laws of the Octet in 

Autocthonia. Merely existing in Shaped form is a violation 

of the laws of the Wyld in the Deep Wyld and beyond, and 

so this benefit always applies in that place. 

Other Exalts may learn this Charm. It has prerequisites of 

Occult 5, Essence 5, requires Shadowlands Circle 

Necromancy and Terrestrial Circle Sorcery, 3 necromancy 

spells, and 3 sorcery spells. In addition, the student must 

also have learned either Celestial Circle Sorcery or 

Labyrinth Circle Necromancy. 

The Green Sun Princes and the Alchemical Exalted may not 

learn this Charm, because it requires a parallel knowledge 

of both living and necrotic Essence which is alien to the 

primordial nature of such beings. It is also beyond the 

Terrestrial Exalted, although that is simply because they 

cannot grasp the necessary understanding of both living 

and necrotic essence to internalise these lessons.

  



MUTATIONS AND GENESIS 

A WORLD THAT HATES AND FEARS THEM (WHAT ARE 

MUTATIONS?) 

Mutations are the mechanic used to model the inhuman 

abilities of characters in Exalted, ranging from natural traits 

(such as a cat’s fur or a raiton’s wings) to bizarre 

deformities inflicted by Sorcery or the Wyld. 

SPECIES, GENUS, FAMILY, ORDER (WHAT KINDS OF 

MUTATIONS ARE THERE?) 

There are three kinds of mutations: physical, mental and 

spiritual. 

Physical mutations are the most common, being used to 

model the strange bodily traits of a creature, such as a tail, 

extra arms, acid spit, wings, or blindness. They are the 

easiest to apply and remove; any existing mechanics that 

simply refer to “mutations”, without specifying, are 

considered to refer solely to physical mutations. 

Mental mutations are used to describe the strange mental 

traits of a creature, such as an enhanced memory, intuition, 

lucid dreaming, telepathic communication, or a lack of free 

will. Notably, they are also used to model the various 

insanities that afflict the mind, such as addictions, 

delusions, obsessions, phobias, or hallucinations. 

Spiritual mutations are used to detail the strange 

supernatural traits of a creature, such as spirit-vision, 

enlightened Essence, an aspected soul, nativity to a given 

realm, or even its material state. These are the only 

mutations that ever require enlightenment, and are the 

rarest. 

I AM NOT AN ELEPHANT (WHAT DO MUTATIONS 

LOOK LIKE?) 

Mutations are inherent properties of the body, part of a 

creature’s biology. They are not internal; unless specifically 

stated, each mutation (even mental or spiritual ones) is 

physically apparent, in one way or another. 

This appearance is entirely customisable, however. The 

appearance and nature of a mutation can be almost 

anything; enhanced sight can express itself through glowing 

irises, overlarge eyes, slit pupils, coloured sclera, eyestalks, 

an inner eyelid, telescopic lenses, compound eyes, or 

anything else that the creature’s player and Storyteller 

judge appropriate. 

Similarly, flight might be expressed through feathered, 

leathery, or insectile wings, or an inflatable air-sack, or 

natural propellers, or a partially gaseous body, or an 

organic, muscular jetpack. What matters is that the 

creature can fly, not how this expresses itself. 

The difficulty to hide or disguise a mutation is generally 

equal to its cost in mutation points, and the pool to detect 

them is generally (Perception + Medicine), though Occult 

may also be used to detect mutations granted by specific 

supernatural beings, and Larceny or Awareness can be used 

to see through a disguise as normal. 

YOU ARE SO BEAUTIFUL TO ME (WHAT ARE 

APPROPRIATE MUTATIONS?) 

The most common source of mutations in Creation is not 

mad science or rampant anathema; it is geography. Natural 

life is brought about by a balance of Essence, so introducing 

living beings to higher concentrations of a single aspect of 

Essence can induce mutations, as their body and soul 

adjust to the new conditions. Such concentrations of 

Essence can be found around demesnes, or within the 

marches of the Elemental Poles; currently, mechanics for it 

can be found in Exalted, pp. 283. This is how evolution 

occurs in Creation, permitted by the motes of colourless 

chaos sprinkled onto Creation’s night by the Silver Chair. 

Such sources of mutation often include the phrase 

“appropriate mutations”. This phrase refers to mutations 

that would mechanically aid a creature’s survival in that 

environment (such as water-breathing in the West, or 

disease resistance in Metagaos) or that fit with the 

aesthetics and themes of that environment (such as red 

hair in the South, or a sickly complexion in a shadowland). 

Ignore any references to mutations making a character less 

“real”. 

MOTHERS ONLY HAVE TWO HANDS (HOW MUCH DO 

MUTATIONS COST?) 



Mutations have their power and breadth measured in 

points, from a minimum of one to a maximum of six. 

Permanent mutations cost two experience per point, or 

two bonus points for three points. Removing a permanent 

mutation refunds this experience, in the same way as if a 

character lost a background they had paid xp for. 

Temporary mutations do not cost experience, but (unless 

otherwise specified) no character can bear more than 

(Willpower + Essence) points of temporary positive 

mutations at once. 

Where other texts refer to poxes, afflictions, blights and 

abominations, they are referring to one, two, four and six-

point mutations, respectively. 

SURVIVAL OF THE FITTEST (HOW POWERFUL ARE 

MUTATIONS?) 

Each mutation point is intended to be approximately as 

powerful as a single Specialty dot. Indeed, many outright 

mimic specialties, by offering a dice bonus equal to their 

cost to a single, specific area. The fact that each mutation 

point costs 1xp less than a single Specialty dot is balanced 

out by their inherent limitations (a mutation is unlikely to 

directly benefit a character’s swordplay or map-reading, for 

example), reduced malleability, and physically-apparent 

nature. Just as with Specialties, Storytellers are encouraged 

to use mutations as story-hooks; if a mutant has no sense 

of taste, an assassin attempting to poison them will be a 

greater threat. 

The mutations presented here, despite being heavily 

customisable, are not a comprehensive list. If a player or 

Storyteller requires an effect that can’t be produced 

through these mutations, they are encouraged to create 

their own, using the existing mutations to cost their 

creation accordingly. 

TIGHTLY COUPLED DANCE (HOW DO MUTATIONS 

INTERACT WITH OTHER EFFECTS?) 

Dice added by mutations do not count as dice added by 

Charms. However, dice added by mutations count toward 

the maximum number of dice (normally three) that can be 

added to a pool by specialties. Dots in other traits (such as 

Attributes) added by mutations do not increase that trait’s 

actual rating; the unmutated rating still determines dice 

caps, experience point costs, minimum Charm 

requirements, etc. As with all effects in Exalted, multipliers 

from mutations stack additively. The Exalted cannot gain or 

lose permanent health levels through mutations. If a Charm 

or Sorcery would provoke a roll-off against a mutation, the 

Charm-user gains (Essence) additional dice. 

The Exaltations bond with humans, regardless of how 

altered they may be (though they seem to prefer baseline 

humans over mutants or altered races). Exalted Charms, 

therefore, assume their user has a human body-type. Due 

to this, an octopus-man Solar cannot create a Charm that 

specifically exploits his tentacles, though he could use 

normal Charms to enhance his actions with them as though 

they were regular limbs. To put it another way; 

Thunderclap Rush Attack can enhance a spiny tendril-strike 

just as well as a human fist, but “Spined Tendril Method” is 

not a valid Solar Charm. 

Lunar (and to an extent, Abyssal) Charms can cheat their 

way around this limitation, thanks to the ease with which 

their native Charms permit them to take on an inhuman 

form, while Primordial Charms tend to ignore it entirely. 

The Second Breath can remove any number of mutations, 

positive or negative; a player who wishes to have their Exalt 

come from a tribe of rotting mutants can do so without 

needing to give her the Failing Body mutation like her 

family, while one who wished to come from an artificial 

race with less need for food would not need to take (and 

pay for) the Small Appetite mutation like the rest of his 

race. Natural negative mutations can be bought off with 

experience even after character creation. 

Infernal, Abyssal, and high-Breeding Terrestrial Exaltations 

can also add minor appropriate mutations as Natural traits, 

as the Green Sun Prince takes on a mark or two from his 

coadjutor, the Abyssal acquires some deathly deformities, 

or the Terrestrial's elemental blood shows through. 

REFER TO APPENDIX (WHAT ABOUT USELESS 

MUTATIONS?) 

Cosmetic mutations, such as altered hair colours or 

vestigial fingers, are detailed below (under physical “Mien” 

mutations). They do not cost any mutation points, and 

therefore do not cost experience; only mechanically-

relevant mutations ever cost anything. 



This applies to all mutations that do nothing. If a mutation 

would provide an unstackable ability that the character 

already has, such as if an Abyssal with the permanent 

version of Restless as the Dead acquired the Sleepless 

mutation, or a character with no natural soak acquired the 

Weak Skin mutation, then it costs nothing. Similarly, if a 

negative mutation would further reduce a dice pool or trait 

that is already at zero, it is treated as a cosmetic mutation 

until that trait or dice pool increases such that it would be 

relevant. 

AN UPWARD PROCESS (HOW CAN MUTATIONS BE 

REMOVED?) 

There are a number of supernatural powers (ranging from 

Thaumaturgy to Charms) that allow the removal of 

mutations. Most of these rely on that mutation’s keyword; 

the majority of applied mutations are Shaping effects, and 

can therefore be removed by effects like Order-Affirming 

Blow or Ego-Infused Pattern Primacy. 

A few, however, are applied through different means; the 

infectious mutations of the Rat-Eating Liver Boy are 

Sickness effects, for example, and must be removed as 

such. Some mental mutations are applied as though they 

were mental influence, and can be defended against or 

removed appropriately. 

TREE OF LIFE (HOW ARE MUTATIONS PRESENTED?) 

All mutations are presented using the format below. 

Mutation Name 

Cost: This is the mutation’s cost in mutation points; a 

mutation worth three points would have a listed Cost of 

3pts. Sometimes, multiple costs will be included, with the 

varying effects detailed in the mutation’s text. 

Keywords: This details the keywords relevant to the 

mutation’s effects (Exalted, pp. 183). Along with normal 

keywords such as Shaping or Sickness, there are a number 

of keywords exclusive to mutations, detailed below: 

Physical/Mental/Spiritual: This is a 

physical/mental/spiritual mutation. A mutation possessing 

more than one of these keywords can fit into either 

category. 

Appendage: This mutation takes the form of an external 

limb or organ of some kind. It can be disabled or 

amputated by Crippling effects in the same manner as any 

other limb, and doing so deprives the creature of its effects 

until it is healed. If a creature has multiple Appendage 

mutations, its player may choose to consolidate them 

(upon acquisition) into a single extra limb or organ. 

Derangement: This mutation simulates madness in some 

way, whether a slight emotional imbalance or outright 

gibbering insanity. Derangements are always Negative and 

Mental mutations, and might be applied to particularly 

traumatized mortals as Natural mutations. While these 

mutations use the names of real-world conditions, they are 

not intended to simulate them in anything but the broadest 

sense. 

Devolve (Mutation): This mutation is a Negative mutation. 

If it is taken alongside the mutation listed in brackets, it has 

none of its listed effects, and is not applied at all; instead, it 

simply serves to remove the listed mutation (or, if it has a 

scalable rating, as with most Adaptation mutations, reduce 

its rating by a number of points equal to its cost), refunding 

xp as normal. This applies even if the Devolve mutation 

came first. 

Internal: This mutation is not expressed in the character’s 

appearance. It cannot be detected without an in-depth 

medical analysis or appropriate magic. 

Natural: This mutation is an inherent part of the character’s 

natural form. It is not treated as a mutation for the 

purposes of other effects (such as those which remove 

mutations); striking one of the djala with Order-Affirming 

Blow will not cause them to grow in size, any more than it 

would cause a cat to lose its tail. This keyword 

automatically applies to any mutation that a character is 

born with. It can also refer to mutations that are not really 

mutations; derangements caused by trauma rather than 

the Wyld, or ambidexterity earned through practice rather 

than demesne-radiation. 

Negative: This mutation applies a penalty of some sort to 

the character, rather than a bonus. As such, if it is a 

permanent mutation, it does not cost experience points; 

instead, it provides the character with a number of “free” 

mutation points equal to its own cost, which it can spend 



on positive mutations. Unless otherwise stated, negative 

mutations cannot be directly converted to experience 

points in the manner that removed positive mutations can. 

Where other texts refer to deficiencies, debilities and 

deformities, they are referring to one, two and four-point 

negative mutations, respectively. 

Requires (Mutation): This mutation requires the mutation 

listed in the brackets as a prerequisite. 

Stackable: When used on a mutation, this keyword 

indicates that it can be taken as multiple times; all other 

mutations can only be taken once per creature, with a 

scaling point cost. If the mutation in question has variants 

(such as Fast [Movement], which can affect different kinds 

of movement) then the Stackable keyword only permits the 

creature to have more than one of its variants, rather than 

stacking the same variant multiple times. 

Thereafter follows a description of the mutation’s 

mechanical effects, and some suggestions as to how it 

might manifest itself. 

DEOXY-RIBO-SOMETHING (WHAT IS THE “M” 

VALUE?) 

A number of mutations use a value based off their own cost 

in mutation points. This is labelled “M”. So for a Natural 

Weapon that cost two mutation points, M would be two. 

The same applies to negative mutations; for Hallucinations 

worth three negative mutation points, M would be three. 

FOR REFERENCE: NATURAL ATTACKS 

Natural attacks are the “weapons” that are part of a 

character’s body; their fists, claws, feet, tentacles, etc. They 

are signified by the N tag, and function as detailed in 

Exalted (pp.373); a character cannot be disarmed of their 

natural attacks, they use Martial Arts (or Brawl), and can 

only be used to parry bashing attacks without using a stunt. 

By default, every character has the following natural 

attacks: 

Light Attack: Speed 5, Accuracy +1, Damage +0B, Defense 

+2, Rate 3, Tags N 

Heavy Attack: Speed 5, Accuracy +0, Damage +3B, Defense 

-2, Rate 2, Tags N 

Clinch Attack: Speed 6, Accuracy +0, Damage +0B, Defense 

—, Rate 1, Tags C, N, P 

MUTATIONS INDEX 

Below are listed a variety of mutations for use by players 

and Storytellers. They are divided into physical, mental and 

spiritual mutations, and further subdivided into thematic 

categories such as “Toughness” or “Community”; these 

latter categories are purely for ease of navigation, and have 

no mechanical impact. 

PHYSICAL MUTATIONS 

Physical mutations are split up into the following 

categories. 

Adaptation mutations refer to those oddities that directly 

mimic a specialty. 

Attack mutations refer to those oddities that enhance a 

creature’s natural attacks. 

Healing mutations refer to those oddities that change a 

creature’s regeneration and immune system. 

Hunger mutations refer to those oddities that affect a 

creature’s diet or breathing. 

Life mutations refer to those oddities that evolve a 

creature’s basic functions. 

Limb mutations refer to those oddities that alter the way a 

creature’s limbs work. 

Mien mutations refer to those oddities that adjust a 

creature’s appearance. 

Movement mutations refer to those oddities that vary the 

way a creature moves. 

Sensory mutations refer to those oddities that transform 

the way a creature perceives things. 

Size mutations refer to those oddities that increase or 

reduce a creature’s size. 

Toughness mutations refer to those oddities that adapt a 

creature’s ability to resist damage. 



Tropism mutations refer to those oddities that tamper with 

a creature’s other mutations. 

 

ADAPTATION MUTATIONS 

A single mutation point is approximately as powerful as a 

single specialty. Rather than list countless mutations that 

take this approximation literally, we will provide you with a 

template for such mutations, and some examples. Note 

that the upper limit for such mutations is three, just as with 

specialties. 

(INSERT MUTATION NAME HERE) 

Cost: 1-3pts; Keywords: Physical 

The creature adds (M) dice to any roll based on (area of 

activity no broader than a specialty). 

Such mutations must be appropriately representable as a 

physical trait; a mutation is unlikely to add dice to a Melee 

rolls using a slashing sword, for example, or Lore rolls on 

the rules of Gateway. Examples of how this template might 

be used follow: 

ENHANCED (SENSE) 

Cost: 1-3pts; Keywords: Physical, Stackable 

The creature adds (M) dice to any roll based on the chosen 

sense, be it smell, sight, hearing, or taste. Perhaps it has 

eyestalks or feline pupils, a canine snout or quadruple-

nostrils, oversized ears or sound-sensitive cheekpads, a 

forked tongue or taste-buds on its lips. 

(SUBSTANCE) DETECTION 

Cost: 1-3pts; Keywords: Physical, Stackable 

The creature adds (M) dice to any roll that would allow it to 

detect the chosen substance, be it blood, flowers, drugs, or 

laser-pointers. 

(ENVIRONMENT) CAMOUFLAGE 

Cost: 1-3pts; Keywords: Physical, Stackable 

The creature adds (M) dice to any roll to conceal itself in 

the chosen environment, whether through a patterned 

hide, floral mimicry, or simply being the appropriate colour. 

IMPROVED IMMUNE SYSTEM 

Cost: 1-3pts; Keywords: Physical 

The creature adds (M) dice to any roll to resist disease. This 

mutation might manifests itself through a fierce 

complexion, pockmarked skin, or thick, obvious veins. 

(ELEMENT) RESISTANCE 

Cost: 1-3pts; Keywords: Physical, Stackable 

The creature adds (M) dice to rolls to resist the effects of 

environmental hazards or other natural deleterious effects 

stemming from the chosen element or substance, whether 

fire, air, acid, earth, electricity, or showers of frogs. 

STEADY 

Cost: 1-3pts; Keywords: Physical 

The creature is less easy to knock over; it might have wide 

feet, a balancing tail, internal gyroscopes, multiple legs, or 

grips on its heels. In any case, it adds (M) dice to any roll to 

resist knockback (including knockdown) or ignore unstable 

footing. 

(ENVIRONMENT) NATIVE 

Cost: 1-3pts; Keywords: Physical, Stackable 

The creature adds (M) dice to any roll to navigate, forage or 

find shelter in the chosen environment, be it the desert, 

the ocean, the jungle, or frozen wastelands, mountains, or 

the Silver Forest. 

Negative mutations can be generated in a similar fashion. 

However, the nature of specialty penalties as opposed to 

bonuses (the latter must be sought out, the former simply 

avoided), means that the upper limit of such Adaptations is 



only two, while the penalties they apply are doubled. 

Examples might include: 

(ENVIRONMENT) STRANGER 

Cost: 1-2pts; Keywords: Physical, Devolve ([Environment] 

Native), Stackable 

The creature suffers an internal penalty of -(M x2) to any 

roll to navigate, forage or find shelter in the chosen 

environment, be it mountains, marshes, frozen wastelands, 

or the Pole of Oil. 

WEAK IMMUNE SYSTEM 

Cost: 1-2pts; Keywords: Physical, Devolve (Improved 

Immune System) 

The creature suffers an internal penalty of -(M x2) to any 

roll to resist disease. 

ATTACK MUTATIONS 

NATURAL WEAPON 

Cost: 1-6pts; Keywords: Physical 

The creature’s strikes are more dangerous; it might have 

bone studs on its knuckles, oversized arms, hooked 

toenails, great bludgeon-fists, or fangs like daiklaves. One 

of the creature’s natural attacks has its Damage trait 

increased by (M), or by (M + 1) if (M) is greater than three. 

EXPANDED WEAPON 

Cost: 1-2pts; Keywords: Physical, Requires Natural Weapon 

All of the creature’s natural attacks benefit from the 

Damage increase provided by the prerequisite. This 

mutation costs two points if more than three points were 

spent on Natural Weapon. 

NATURAL MISSILE 

Cost: 1-6pts; Keywords: Physical 

The creature has a ranged attack; it might spit acid, breathe 

fire, shoot laser beams from its eyes, launch psychic bolts, 

fling regenerating bone spikes, or fire missiles pods from 

ports in its body. One of the creature’s natural attacks gains 

a Range trait of (M x10), allowing it to be used at a 

distance. These attacks use Archery, unless they are made 

within twenty yards of the target, in which case they may 

instead use Thrown. 

EXPANDED MISSILE 

Cost: 2pt; Keywords: Physical, Requires Natural Missile 

All of the creature’s natural attacks benefit from the Range 

increase provided by the prerequisite. 

LETHAL ATTACK 

Cost: 2-3pts; Keywords: Physical 

Whether due to claws, fangs, horns, razor-spines, or some 

other extrusion, the creature can choose to deal Lethal 

damage with one of its natural attacks. If such an attack 

would be made Lethal by another effect (such as a Martial 

Arts Form), it instead has its Damage trait increased by 2. 

The three-point version of this mutation extends this to all 

the creature's natural attacks. 

PIERCING ATTACK 

Cost: 2-3pts; Keywords: Physical 

The creature has a smashing arm-piston, or a crushing 

pincer, or drips corrosive saliva. One of the creature’s 

natural attacks has the Thrust tag. The three point version 

of this mutation applies this tag to all of the creature's 

natural attacks. 

TOXIC ATTACK 

Cost: 1-6pts; Keywords: Physical, Poison 

One of the creature’s natural attacks inflicts a single dose of 

poison every time it successfully causes even one level of 

damage. This poison has the following traits: Damage 

(M)/action, Toxicity (M ÷ 2), Tolerance —, Penalty -(M ÷ 2). 

All divisions are rounded up, and the poison deals the same 



type of Damage as the natural attack applying it. Any of the 

poison’s traits can be voluntarily reduced upon purchase by 

the creature’s player, to a minimum of zero. If the Damage 

of a poison is reduced to zero, it can instead be made into a 

Crippling effect, representing a bioelectric shock or muscle-

aggravating strike; otherwise, it functions in the exact same 

way. 

EXPANDED TOXIN 

Cost: 1pt; Keywords: Physical, Requires Toxic Attack 

All of the creature’s natural attacks benefit from the poison 

provided by the prerequisite, and it may spit, sweat, or 

otherwise smear this venom onto something else (such as 

an actual sword) as a miscellaneous action. 

(HAZARD) BODY 

Cost: 1-6pts; Keywords: Physical 

Whether it is wreathed in flames, exudes a deathly aura, or 

crackles with frost, the creature’s body constitutes an 

environmental hazard, with the following traits: Damage 

(M)L/action, Trauma (M ÷ 2), rounded up. This hazard does 

not extend beyond the creature’s actual physical form, 

though depending on its nature it might provoke additional 

hazards (such as a fiery body igniting flammable 

substances) at the Storyteller’s discretion. 

EXPANDED HAZARD 

Cost: 1-6pts; Keywords: Physical, Requires (Hazard) Body 

The environmental hazard provided by the prerequisite 

gains a radius of (M) yards, with the creature at its center. 

CONTROLLED HAZARD 

Cost: 1pt; Keywords: Physical, Requires (Hazard) Body 

The creature can activate or deactivate the hazard provided 

by the prerequisite with a diceless, miscellaneous action, 

once per action. If the hazard has a radius (as per Expanded 

Hazard), the creature can instead choose to expand or 

retract the hazardto anywhere within that maximum 

radius. 

HEALING MUTATIONS 

SUPERIOR HEALING 

Cost: 3pts; Keywords: Physical 

The creature closes bleeding wounds, ignores re-opened 

wounds, resists infection, recovers from disabling wounds, 

and heals health levels of damage as though it were a 

supernatural being, like a spirit or one of the Chosen 

(Exalted, pp. 148-152). The Exalted cannot take this 

mutation. 

ACCELERATED HEALING 

Cost: 2pts; Keywords: Physical, Requires Superior Healing 

The creature’s basic rate of natural healing doubles, 

allowing it to (for example) heal a single level of bashing 

damage in an hour-and-a-half of rest. 

LIMB REGENERATION 

Cost: 2pts; Keywords: Physical 

The creature can heal entirely amputated body-parts 

without any medical care, as though each amputation was 

a single -4 health level filled with lethal damage. 

WEAK HEALING 

Cost: 3pts; Keywords: Physical, Devolve (Superior Healing) 

Any attempt to close or treat any of the creature’s wounds 

suffers a -1 external penalty, and the base amount of time 

necessary to heal its wounds doubles. 

NO HEALING 

Cost: 3pt; Keywords: Physical, Negative, Requires (Weak 

Healing) 

Perhaps it is an unliving construct of some sort, or simply 

has a crippled capacity to restore itself. The creature 

cannot heal naturally at all. Any attempt at healing it or 

closing wounds requires direct medical attention, which 

suffers the Weak Healing penalty as normal. Even if it does 



receive direct and constant medical care, the base amount 

of time it takes to heal is tripled, rather than doubled 

FAILING BODY 

Cost: 1-6pts; Keywords: Physical, Negative 

Every day, the creature rolls (Stamina + Resistance), at a 

difficulty of ([M ÷ 2, rounded up] + days since 

maintenance). If it fails, it immediately suffers a single level 

of unsoakable bashing damage, which cannot be healed 

without medical care that includes maintenance. If the 

creature begins to suffer lethal damage due to this 

mutation, each level of lethal damage it suffers includes a 

single disabling injury, as limbs become useless and 

mangled. "Maintenance" takes at least (M) hours per day, 

and its nature varies depending on the nature of the 

creature; for necrotech constructs, it might take the care of 

a surgeon-engineer with needle, thread and oilcan, while a 

Wyld-entity of burning coals might need to hibernate in a 

fireplace. 

SUPERIOR TOLERANCE 

Cost: 4pts; Keywords: Physical, Internal 

The creature resists disease, poison and infection as though 

it were a supernatural being. The Exalted cannot take this 

mutation. 

(DISEASE) IMMUNITY 

Cost: 1-6pts; Keywords: Physical, Internal, Stackable 

The creature is completely immune to a specific disease. It 

cannot catch it through any means, magical or mundane. 

The disease in question cannot have a Morbidity greater 

than (M +2). 

(DISEASE) CARRIER 

Cost: 0pts; Keywords: Physical, Requires (Disease) 

Immunity, Internal, Stackable 

The creature does not avoid catching the disease it is 

immune to, it simply avoids any and all symptoms. While it 

remains unharmed, others can still catch the disease off it, 

as though it were infected as normal. A version of this 

mutation wherein the creature still displays the cosmetic 

symptoms of the illness exists; it has the Negative keyword, 

lacks the Internal keyword, and “costs” one point. 

INFECTOR 

Cost: 1pt; Keywords: Physical, Sickness 

The creature sweats diseased ooze, or is host to colonies of 

bacteria, or otherwise cultivates disease like farmland. Any 

rolls to resist infection caused by the creature suffer a -1 

external penalty. 

(POISON) IMMUNITY 

Cost: 1-6pts; Keywords: Physical, Internal, Stackable 

The creature is completely immune to a specific poison. 

The poison in question cannot have a Toxicity greater than 

(M +2). Poisons with the L tag increase their effective 

Toxicity by two, while those with the M tag decrease it by 

two. 

HUNGER MUTATIONS 

SMALL APPETITE 

Cost: 1-4pts; Keywords: Physical 

The creature requires 25% less food and water in each “full 

meal” than its size would normally dictate, and the interval 

necessary for its deprivation penalties to increase is raised 

to two days. The two-point version of this mutation 

reduces the amount of food the creature requires by 50%, 

while the three-point version reduces its dietary needs by 

75%, and the four-point version leaves it requiring only 10% 

of the normal amount of food for its size. 

LARGE APPETITE 

Cost: 1-4pts; Keywords: Physical, Devolve (Small Appetite) 

The creature requires 25% more food and water in each 

“full meal” than its size would normally dictate, and the 

interval necessary for its deprivation penalties to increase is 

reduced to half a day. The two-point version of this 



mutation increases the amount of food the creature 

requires by 50%, while the three-point version increases its 

dietary needs by 75%, and the four-point version leaves it 

requiring twice as much food in each full meal. 

RESTRICTED DIET 

Cost: 1-3pts; Keywords: Physical, Negative 

By default, characters are considered to be omnivorous. 

This one-point mutation restricts the creature to being 

either carnivorous or herbivorous, rendering it unable to 

digest the other type of food. The two point version of this 

mutation narrows the diet further, restricting the creature 

to one type of food, such as insects, fish, birds, leaves, 

fruits, bamboo shoots, or dried food-pellets. The three 

point version of this mutation narrows the diet to some 

rare or difficult-to-acquire food, such as the Peaches of 

Immortality, demonflesh. Used alongside the Expanded 

Diet mutation, this mutation costs points based on how 

broad the food in question is; sunlight would provide one 

point, while hair would provide two and uranium would 

provide three. 

EXPANDED DIET 

Cost: 1-2pts; Keywords: Physical, Stackable 

The creature can digest a physical substance that would not 

normally be considered food, such as rocks, metal, wood, 

plastic, glass, sand, bone, or hair. The creature does not 

suffer any harm from ingesting this substance, regardless of 

their usual properties. The two-point version of this 

mutation expands it to more ethereal substances, allowing 

the creature to consume some kind of energy, such as light, 

noise, heat, prayer, or electricity. 

(SUBSTANCE) ALLERGY 

Cost: 1-5pts; Keywords: Physical, Negative, Stackable 

The creature has a dreadful allergy to an otherwise 

harmless substance, such as fungus, thick pollen, certain 

drugs, dairy products, sunlight, or salted peanuts. If it 

consumes or directly inhales that substance, it treats it as 

poison, with traits of (M x2)B/action, Toxicity (M), 

Tolerance —, Penalty -(M). If it is simply exposed to a 

concentration of that substance, it treats it as a hazard with 

traits of (M)B/minute, Trauma (M). 

HUNGER FRENZY 

Cost: 1pt; Keywords: Physical, Negative 

The creature applies starvation penalties to any 

Temperance roll it makes to avoid taking food or drink. If it 

fails such a penalized roll, it must gorge itself until 

completely satiated, attacking anyone who gets in its way 

like a partially-controlled Berserk Anger (Exalted, pp.105). 

(ELEMENT) METABOLISM 

Cost: 1pt; Keywords: Physical 

Within the boundaries of a demesne or manse of the 

relevant aspect, the creature requires (rating x10)% less 

food and water for each full meal. However, they require 

50% more sustenance while away from such an energy-

source. If the number of creatures regularly leeching off a 

given demesne or manse is greater than Magnitude 

(rating), it suffers Essence Buildup or Power Failure every (4 

-excess Magnitude) weeks, to a minimum of one day. Note 

that supremely powerful concentrations of Essence, such as 

Elemental Poles, the Daystar, or Primordial jouten, are 

treated as being level 5 manses for this purpose. They 

cannot be exhausted by any number of creature, and span 

a far greater area than mere dragon-knots. 

(SUBSTANCE) BREATHER 

Cost: 2pt; Keywords: Physical, Stackable 

The creature has the ability to breathe something other 

than air, allowing it to ignore any suffocation or 

environmental harm that would normally come from 

inhaling that substance. Perhaps it amphibiously breathes 

water through gills, or smoke and poison through a heavily-

scarred throat, or even dirt through strange grinding lungs. 

LARGE LUNGS 

Cost: 1-3pts; Keywords: Physical 



The creature adds (M x2) dice to any roll to hold its breath, 

thanks to oversized lungs or semi-vestigial gills. 

AIR DROWNER 

Cost: 3-6pts; Keywords: Physical, Negative 

The creature cannot breathe air. Attempting to do so 

results in suffocation, just as in water, except that all 

intervals are at one hour rather than 30 seconds. The four, 

five and six point versions of this mutation decrease the 

length of such intervals to ten minutes, one minute, and 30 

seconds, respectively. For obvious reasons, it is 

recommended that these creatures also have at least one 

example of the (Substance) Breather mutation. 

LIFE MUTATIONS 

LONGEVITY 

Cost: 1-5pts; Keywords: Physical, Internal 

Common lore holds that the natural life of a creature is a 

century, though malnutrition, disease, and wear-and-tear 

reduce this considerably. With this mutation, the creature 

ages (M x20)% more slowly than normal, with its maximum 

lifespan increased by an equal number of years. 

IMMORTALITY 

Cost: 5pts; Keywords: Physical, Internal, Requires Longevity 

(5) 

At some point, usually early adulthood, the creature simply 

stops aging. It will not die of old age, unless such a 

condition is deliberately imposed on it through Abyssal 

time-magic or strange raksha stories. Humans with this 

mutation are rendered ineligible for Exaltation, as their soul 

mingles too closely with their body for it to attract the 

spark of divinity. 

SHORT-LIVED 

Cost: 1-5pts; Keywords: Physical, Internal, Devolve 

(Longevity) 

With this mutation, the creature ages (M x20)% more 

quickly than normal, with its maximum lifespan reduced by 

an equal number of years. If this would reduce the 

creature’s lifespan to zero years, it instead lives for a 

timespan ranging between one hour and five years, as 

determined by the creature’s player. At the three-point 

level, this mutation loses the Internal keyword. 

WEIRD BODY 

Cost: 1pt; Keywords: Physical, Stackable 

This mutation grants the creature an additional functional 

organ of some sort, or moves one of its existing organs to 

be somewhere other than one might naturally expect; its 

brain might be located in its tail, its eyes might be set into 

its palms, or its genitalia might be found in its knees. This 

has no direct mechanical effect, but the organs are not 

cosmetic; they provide access to certain stunts, and might 

allow the creature to play dead or avoid a disabling injury 

aimed at the wrong spot by a misinformed enemy. 

SHORT GESTATION 

Cost: 1-6pt; Keywords: Physical, Internal 

Common lore in the Realm holds that the natural period of 

a pregnancy is nine months so that the unborn may witness 

a full cycle of Ascending, Resplendent and Descendant 

months each for the body soul, and mind. Those conceived 

or born on odd-months are thought to have unbalanced 

characters because of this. Creatures with this mutation 

reduce the number of months their offspring must gestate 

by (M). Despite having a cost in mutation points, Short 

Gestation does not cost xp; instead, children born from a 

shortened gestation period must bear at least (M) points of 

negative physical or mental mutations, which they receive 

mutation points for as normal. 

LONG GESTATION 

Cost: 1-6pt; Keywords: Physical, Internal, Devolve (Short 

Gestation) 

The creature increases the number of months their 

offspring must gestate by (M). Despite having a cost in 

mutation points, Long Gestation does not award xp; 



instead, children born from a lengthened gestation period 

must bear at least (M) points of positive mutations, which 

cost xp as normal. 

ALTERNATE REPRODUCTION 

Cost: 0pts; Keywords: Physical 

The creature’s method of reproduction differs from the 

default of “sex followed by live birth”, in either conception, 

or birth, or both. Perhaps it lays eggs, or expels spores, or 

asexually buds, or utilizes pails of incestuous genetic slurry. 

Whatever the case, the process must still be recognizably 

biological, and still burdens at least one character in some 

way for the normal gestation period; they might not need 

to be pregnant, but will have to tend to their eggs, or 

monitor the larvae, or water the pods. 

(CLIMATE) SENSITIVITY 

Cost: 2pts; Keywords: Physical, Negative, Stackable 

In a given climate or condition, such as cold, sunny, moist, 

or hot, the creature applies a -1 internal penalty to all non-

reflexive dice pools. 

NATURAL PROVIDER 

Cost: 1-6pts; Keywords: Physical 

Whether by being milked, laying infertile eggs, or having 

shearable wool, the creature can provide food or some 

other resource without harming itself. If it provides food, 

the creature can produce sustenance equivalent to a full 

meal up to (M) times per week, taking two hours per meal 

(this mutation expresses a permanent ability to produce 

nutrients, rather than the temporary provisions of pregnant 

mammals). If it provides Resources, the creature can 

produce raw materials worth approximately Resources (M 

÷ 2) each year, rounded up. If the creature suffers from 

starvation penalties, (M) is reduced for the purposes of this 

calculation, by the average penalty it suffers across the 

week or year. 

NATURAL TOOL 

Cost: 1pt; Keywords: Physical, Stackable 

The creature has a tool as part of its body, using wood-

sawing jaws for carpentry, a brush-like tail to paint, or rock-

dissolving spit to engage in earthworks. This mutation does 

not offer the usual dice bonus of a tool (which would be 

represented through a related Adaptation), but instead 

allows the creature to perform work that would normally 

require the tool in question without any penalties. 

LIMB MUTATIONS 

ADDITIONAL ARM 

Cost: 3-4pts; Keywords: Physical, Appendage, Stackable 

Whether through an extra arm, a flailing tentacle, 

prehensile hair, or a tumorous crystalline claw, the creature 

has one more than the standard duo of manipulators. All 

the creature’s natural attacks gain +1 to their Rate value, to 

a maximum of 5. Any multiple action penalties stemming 

from a flurry of actions that involve using that arm 

alongside another are reduced by one, to a maximum 

reduction of (Wits). The creature has access to an 

additional "arm", which is capable of wielding a weapon, 

parrying attacks, carrying objects, etc; this can also be 

represented by multiple manipulators that are incapable of 

significant action unless working together. This arm is 

always an “off hand” (Exalted, pp. 148). This mutation 

normally costs four points, but its cost is (retroactively) 

reduced to three points if the creature has it more than 

twice. 

MISSING ARM 

Cost: 4pts; Keywords: Physical, Devolve (Additional Arm), 

Stackable 

All the creature’s natural attacks have their Rate value 

reduced by one, to a minimum of 1. Any multiple action 

penalties stemming from a flurry of actions that involve 

using both arms are increased by one. The creature has one 

less arm available for wielding weapons, parrying attacks, 

carrying objects, etc. This mutation can be taken a 

maximum of twice. 

AMBIDEXTROUS 



Cost: 1pt; Keywords: Physical, Mental, Internal 

The creature ignores all off-hand penalties, allowing it to 

use its hands equally. Characters can gain this mutation as 

a result of training for (7 - Dexterity) months; acquired in 

this manner, it has the Natural keyword. 

OMNIDEXTROUS 

Cost: 2pts; Keywords: Physical, Requires Ambidextrous 

The creature may use its feet as hands; as such, it can 

spend a miscellaneous action to apply the effects of the 

Missing Legs mutation to itself, in exchange for also 

acquiring the effects of the Additional Arm mutation. Note 

that it is not actually acquiring or losing any new 

appendages; it is simply using the rules for these mutations 

to simulate its omnidexterity. The creature can switch back 

to not applying the effects of these mutations reflexively. 

LOPSIDED ARMS 

Cost: 2-4pts; Keywords: Physical, Negative 

Only one of the creature’s arms is healthy; the rest are 

withered and frail, or simply designed for a different task. 

The creature suffers an effective -2 Dexterity or -2 Strength 

when using all but one of its arms. Tasks that require the 

use of more than one arm instead suffer a -1 internal 

penalty to related rolls, for simplicity. The four point 

version of this mutation applies to both Dexterity and 

Strength at once. This mutation cannot be taken if the 

creature has only one arm, or no opposable thumbs. 

NO OPPOSABLE THUMBS 

Cost: 6pts; Keywords: Physical, Devolve (Omnidextrous) 

Paws or hooves make a poor substitute for fingers. The 

creature cannot engage in fine manipulation of any kind; it 

cannot use its hands to pick objects up, wield weapons, 

turn doorknobs, etc. It can use its mouth to do this, but 

suffers a -4 internal penalty to do anything more complex 

than holding a suitably sized object (and is rendered 

vulnerable to any poisons on such an object). 

EXTENDED ARMS 

Cost: 2-6pts; Keywords: Physical 

With long, snake-like arms, or telescoped joints, or pulsing 

telekinetic tendrils, the creature extends its effective reach 

by a number of yards equal to its (approximate) height in 

yards. Note that three feet equals one yard; therefore, a 

roughly six-foot tall human with Extended Arms would have 

its reach increased by two yards, allowing it to interact with 

things further away, including making attacks; all its attacks 

gain the R tag when made anywhere inside their maximum 

range. Enemies can target the creature’s arms when they 

themselves are out of range as a called shot with an 

external penalty of -2. The four and six-point versions of 

this mutation double and triple this increase, respectively. 

MIEN MUTATIONS 

COSMETIC 

Cost: 0pts; Keywords: Physical, Stackable 

If a mutation has no mechanical impact, it does not cost 

any mutation points at all. Such things might include oddly-

coloured skin or hair or eyes, natural markings, lisping, 

baldness, odd-smelling blood, a lack of fingernails, or twin 

sets of eyebrows. Such oddities cost nothing, and are, in 

fact, fairly widespread outside the stasis of the Blessed Isle; 

shades of blue hair are common throughout the West, 

while a number of tribes in the South-Eastern jungles have 

teeth in the shades of sunset. Note that this is not intended 

to permit magic that applies mutations to also inflict an 

infinite amount of mechanically-null weirdness with each 

application; such powers cannot apply a greater number of 

cosmetic mutations than they could actual, functional 

mutations. 

SHIFTING 

Cost: 1pts; Keywords: Physical, Requires (Cosmetic) 

One or more of the creature’s cosmetic mutations can be 

altered with a diceless miscellaneous action. The most 

common manifestation of this mutation is a conscious 

alteration of colour, as skin or eyes or hair shifts shades. 

The mutation is still cosmetic; still has no direct mechanical 

effect, though it might be used as part of a stunt, or as a 



signal. A visual language based around a given variety of 

Shifting can be learned as a tribal tongue, but (obviously) 

requires the relevant mutation to actually speak. 

POKER FACE 

Cost: 1-6pts; Keywords: Physical, Mental 

Whether through supreme mental control, or a literally 

blank face, those attempting to pick the creature’s 

thoughts are often left stumped. The difficulty to read the 

creature’s motives increases by (M). The creature suffers 

an equal internal penalty to any social attack (or parry) 

based on its own emotions, such as an impassioned appeal 

or fearful plea. Characters can gain any number of points in 

this mutation as a result of training for (7 + M - Wits) 

months; acquired in this manner, it has the Natural 

keyword. 

LUMINESCENT 

Cost: 1pt; Keywords: Physical 

The creature (or one specific part of it) glows, projecting 

light with the same intensity as a torch. This natural lighting 

can be reflexively turned on or off once per action. 

SKULKER 

Cost: 3pts; Keywords: Physical 

The creature has chameleonic skin, a natural foggy shroud, 

or a transparent glass body, and can hide in plain sight, 

allowing it to make rolls to hide (including re-establishing 

surprise) in places where there is no cover or other 

obstructions that would normally allow it. 

INVISIBLE 

Cost: 4-6pts; Keywords: Physical, Requires (Skulker) 

Whether through perfect shifting camouflage, an optical 

phase-field, or an ethereal form, the creature is actually 

invisible, imposing a -2 external penalty on attempts to 

notice or interact with it that would rely mostly on sight. 

The six-point version of this mutation allows the creature 

to phase in or out of visibility once per action, as a diceless 

miscellaneous action costing one point of temporary 

Willpower (or four motes, if it is an Essence-user). 

MUTE 

Cost: 2pts; Keywords: Physical, Mental, Negative 

Perhaps the creature lacks a mouth, or its throat is 

deformed, or parts of its mind are simply undeveloped; 

whatever the case, it cannot speak any language, verbally 

or telepathically. Instead, it must remain silent or produce 

nothing but meaningless groans. 

HYPNOTIC (ASPECT) 

Cost: 2-6pts; Keywords: Physical, Mental, Compulsion, 

Obvious 

The mutant may pay a point of Willpower (or four motes, if 

it is an Essence-user) whenever it makes a social attack 

against a single character, producing an Obvious display of 

some kind; perhaps its eyes glow in patterns, or it releases 

coloured gasses, or its voice takes on a reverberating hiss. 

The target of the social attack can try to avoid the display if 

they are aware of its effects (such as by looking away or 

closing its eyes for a visual display, or blocking its ears or 

discordantly humming into an audial display) by applying a -

2 internal penalty to any Awareness rolls based on that 

sense for the next action. If they do not, they treat the 

social attack as unnatural mental influence. The six-point 

version of this mutation can enhance social attacks made 

against multiple targets. 

DISTURBING (ASPECT) 

Cost: 3-4pts; Keywords: Physical, Obvious, Sickness or 

Emotion 

Anyone attacking the creature in close combat suffers a -1 

external penalty on attack rolls against it. If this is due to a 

horrifying appearance or chilling cry, it is a fear-based 

Emotion effect, automatically resisted by characters with a 

Dodge MDV of 8+. If this is due to a disgusting stench or 

putrid aura, it is a Sickness effect, resisted with a (Stamina + 

Resistance) roll at difficulty 4. Either way, the effect can be 

ignored for a scene by those who spend two points of 

temporary Willpower. The creature reduces its effective 



Appearance to 0 for the purposes of determining MDVs 

(with the usual effects on intimidation) when engaged in 

social combat with a character who lacks its variant of this 

mutation. The four-point version of this mutation affects 

attacks made at any range. 

MOVEMENT MUTATIONS 

FAST (MOVEMENT) 

Cost: 1-6pts; Keywords: Physical, Stackable 

Hooves, powerful flippers or wide wings push the creature 

along through its chosen medium. This mutation covers 

one kind of movement, whether swimming, flying, ground 

movement, climbing, or burrowing. The creature increases 

its effective Dexterity for the purposes of calculating the 

relevant Move and Dash distances by (M). For every two 

points spent on this mutation, it increases its long-distance 

dramatic travel speed (Exalted, pp.264) by one level; from 

“Foot” to “Drawn Carriage” to “Horse” and so on. If a 

creature has more than one iteration of this mutation, the 

total cost of all but the most expensive example is halved, 

rounded down. 

SLOW (MOVEMENT) 

Cost: 1-6pts; Keywords: Physical, Devolve (Fast 

[Movement]), Stackable 

This mutation covers one kind of movement, whether 

swimming, flying, ground movement, climbing, or 

burrowing. The creature decreases its effective Dexterity 

for the purposes of calculating the relevant Move and Dash 

distances by (M). For every two points spent on this 

mutation, it decreases its long-distance dramatic travel 

speed (Exalted, pp.264) by one level; from “Horse” to 

“Drawn Carriage” to “Foot” and so on. If a creature has 

more than one iteration of this mutation, the total cost of 

all but the most expensive example is halved, rounded 

down. Obviously, this mutation cannot be taken for 

movement the creature cannot engage in. 

IMMOBILE 

Cost: 3pts; Keywords: Physical, Requires Slow [Movement] 

(6), Negative 

Plants and legless turtles alike prefer to remain stationary. 

The creature cannot make Move, Dash or Jump actions of 

any kind; it is unable to move under its own power. 

JUMPER 

Cost: 1-6pts; Keywords: Physical 

Whether through powerful muscles, incredibly light weight, 

or a literal spring in its step, the creature increases its 

effective Strength for the purposes of calculating Jump 

distances by (M). It also increases the number of yards it 

has to fall before taking damage by (M x2). 

STUMBLER 

Cost: 1-6pts; Keywords: Physical, Devolve (Jumper) 

The creature decreases its effective Strength for the 

purposes of calculating Jump distances by (M). It also 

decreases the number of yards it has to fall before taking 

damage by (M x2). 

NATURAL SWIMMER 

Cost: 2-4pts; Keywords: Physical 

Natural aquadynamism can stem from any number of 

shapes. The creature adds one automatic success to all 

attempts to swim (or Athletics rolls to take actions 

underwater), making botches impossible without an 

external penalty. The four-point version of this mutation 

removes the need to roll for anything but turbulent water, 

and allows the creature to use its full movement rates 

when swimming. 

GLIDER 

Cost: 4pts; Keywords: Physical 

The creature does not take damage from falling, unless 

deliberately forced to the ground by a Knockdown effect or 

similar. When falling (or jumping), it may land anywhere 

within (Strength x2) yards of its normal landing point. For 



simplicity’s sake, characters and objects are typically 

considered to fall at 25 yards per tick; fast enough that 

most falls are resolved on the tick they occur, but slow 

enough that, in an epic tumble (such as a vault off the 

snout of Heshiesh), they can be resolved more 

dramatically. A creature with Glider can choose to slow 

their fall, to a minimum of five yards per tick. 

FLIER 

Cost: 4pts; Keywords: Physical, Requires Glider, Appendage 

The creature can take Move or Dash actions in three 

dimensions, allowing it to move into the air on wings, 

propellers, fleshy gasbags or an organic, muscular jetpack. 

It no longer falls unless it is forced to by a Knockdown 

effect or similar, or if it chooses to. Note that the creature 

is considered to be constantly exerting itself while flying; it 

is never “at rest” in the sky. 

FLOATER 

Cost: 3pts; Keywords: Physical, Requires Flier, Negative 

This mutation alters its prerequisite. The creature is no 

longer considered to be exerting itself while in the air 

unless it is actually moving - however, it can no longer 

move more than three yards away from a solid, continuous 

surface, such as a floor, wall or ceiling. 

WALL-CRAWLER 

Cost: 2-5pts; Keywords: Physical 

The creature adds one automatic success to all attempts to 

climb (or gain a foothold, etc), making botches impossible 

without an external penalty. The four-point version of this 

mutation removes the need to roll for anything but sheer 

or unstable surfaces, and allows the creature to use its full 

movement rates when climbing. The five-point version of 

this mutation allows the creature to dicelessly climb and 

hang from any non-frictionless surface, including ceilings; 

they need only stay in physical contact with one of their 

limbs at a time. 

CREEPER 

Cost: 1-6pts; Keywords: Physical 

Whether it possesses rubbery bones, a ridiculous number 

of joints, or a semi-liquid body, the creature can move 

through impossibly small spaces, allowing it to squeeze 

through gaps (or fit into spaces) up to (M x2) times smaller 

than itself with a successful (Dexterity + Athletics) roll. This 

boneless contortionism also has appropriate applications in 

stunts. 

BURROWER 

Cost: 2-6pts; Keywords: Physical 

Spade-like claws, a drill-body, or a worm-like consumption 

of earth allows the creature to burrow with ease. The 

creature can use Move or Dash actions to "swim" through 

sand or soil as though it were water, with the usual 

restrictions on movement distances, breathing and need 

for Athletics rolls. The four-point version of this mutation 

adds one automatic success to all attempts to dig (or 

Athletics rolls to take actions underground), making 

botches impossible without an external penalty. The six-

point version of this mutation removes the need to roll for 

anything but quaking ground, and allows the creature to 

use its full movement rates when burrowing. 

ROCK-DIGGER 

Cost: 2pts; Keywords: Physical, Requires Burrower 

The creature can move through stone as well as soil or 

sand, though the difficulty of any Athletics roll to do so is 

increased by one, and the creature's movement distances is 

halved from that provided by Burrower. An alternate 

version of this mutation sometimes found in Autocthonia is 

Metal-Digger, allowing native fauna to tunnel through the 

machine god's metallic hide. 

TUNNELER 

Cost: 2pts; Keywords: Physical, Requires Burrower 

The creature can leave tunnels in the earth it passes 

through. If it does so, then other characters can follow it 

into the ground as though they possessed the two-point 

version of Burrower, provided they take the exact same 



path that it did. Tunnels created in this way close at the end 

of the scene, unless Craft rolls are made to expand and 

fortify them. 

SENSORY MUTATIONS 

HYPER-AWARENESS 

Cost: 2pts; Keywords: Physical, Mental 

Eyes in the back of the head, or radial ears, or a tingling 

danger-sense. The creature is always treated as being 

actively wary for detecting unexpected attacks (see Exalted, 

pp. 155). This grants a single bonus die to all rolls to detect 

ambushes, and allows the creature to ignore any penalties 

on such rolls for being distracted. 

NO (SENSE) 

Cost: 2-6pts; Keywords: Physical, Negative, Stackable 

The creature is blind, or deaf, or anosmic; it lacks a single 

sense, and so suffers a -4 internal penalty to all Awareness 

or Investigation rolls that should involve that sense. On 

rolls that solely involve that sense, it automatically fails. 

The two-point version of this mutation removes taste, 

while the three-point version removes smell, the five-point 

version removes hearing, and the six-point version removes 

sight. 

NIGHT VISION 

Cost: 2pts; Keywords: Physical 

For the purposes of determining visibility (Exalted, pp. 135), 

the creature treats “No Moon” as “Full Moon”, treats “Full 

Moon” as “Day”, and treats “City or Forest” as “Grass or 

Leafless Forest”. 

SONAR 

Cost: 2pts; Keywords: Physical 

The creature can use its hearing in place of sight, reducing 

any penalties for blindness or darkness to a -1 internal 

penalty. This form of sight obviously lacks colour, and is 

affected by penalties that would inhibit the creature’s 

hearing; for a creature relying on its sonar, a deafening 

sound would have the same effect as blinding light would 

on someone using their eyes. 

(EMOTION) SENSE 

Cost: 2pts; Keywords: Physical, Stackable 

The creature can use one of its senses to detect a single 

variety of base emotion, such as fear, anger, lust, or joy, 

through a standard roll to detect sensory information. 

(SPIRIT) SENSE 

Cost: 2-6pts; Keywords: Physical, Spiritual 

The creature can use one of its senses to detect one kind of 

immaterial being, at -1 internal penalty; it might smell 

demons, hear gods, or see ghosts. The four-point version of 

this mutation allows the creature to apply all of its senses 

to that kind of immaterial being, or one sense to all kinds of 

immaterial beings. The six-point version allows the creature 

to apply all its senses to all kinds of immaterial beings, 

though it still suffers the penalty. 

SIZE MUTATIONS 

LARGE 

Cost: 1-6pts; Keywords: Physical 

By default, creatures are considered to be roughly the size 

of a human being. With this mutation, they are instead a 

larger size. The creature's Strength increases by (M) for the 

purposes of inflicting damage, performing feats of strength, 

and gaining control of (not performing) a clinch. The 

effective range of its natural and close combat attacks 

increases by (M ÷ 2) yards, rounded down, as do its Move 

and Dash distances. It also gains (M) additional health 

levels. The wound penalty associated with each of these 

health levels increases by one each time, to a maximum of -

4, before cycling around again. However, the creature's 

Defense pools and Stealth rolls suffer a –(M) internal 

penalty, as do any roll it takes to engage in fine 

manipulation of an object significantly smaller than it. The 

one-point version of this mutation covers creatures about 



the size of a horse or lion, or a very large human being. The 

three-point version covers creatures roughly the size of a 

bear or rhinoceros. The six-point version is for creatures 

about as big as an elephant. 

GIANT 

Cost: 4pts; Keywords: Physical, Requires Large (6) 

This mutation simply stacks its cost onto Large for the 

purposes of (M), and renders the creature as large as a 

yeddim or tyrant lizard. Further upgrades to represent even 

larger entities are possible, as the square-cube law simply 

does not exist in Creation. However, most such creatures of 

these are behemoths or other supernatural creatures, 

which do not generally rely on the mutations system. 

SMALL 

Cost: 1-6pts; Keywords: Physical, Devolve (Large or Giant) 

By default, creatures are considered to be roughly the size 

of a human being. With this mutation, they are instead a 

smaller size. The creature’s Stamina decreases by (M) for 

the purposes of calculating natural soak, to a minimum of 

zero. It suffers an internal penalty of -(M) to its dice pools 

for performing feats of strength and gaining control of (not 

performing) a clinch, and any Strength-based pool of 

damage dice suffers the same penalty, to a minimum of 

one die. Its Move and Dash distances decrease by (M) 

yards, to a minimum of one. It also loses an equal number 

of health levels (chosen by its player), which can reduce it 

to a minimum of one health level. Anyone attempting to 

attack or spot it suffers an external penalty of (M ÷ 2), 

rounded down. The one-point version of this mutation 

covers creatures about the size of a child or dog. The three-

point version covers creatures roughly the size of an infant 

or housecat. The six-point version is for creatures about as 

small as a mouse. Any creatures smaller than this are 

mechanically negligible unless acting as a swarm (which 

uses the environmental hazard rules rather than creature 

traits). 

COMPONENT CREATURE 

Cost: 2pts; Keywords: Physical 

The creature can fuse with other, willing creatures of its 

type (which must also have this mutation) by spending a 

miscellaneous action while in physical contact with its 

fellow component-creature. The fusion completes when all 

involved creatures have taken that miscellaneous action, 

producing a new, more powerful beast. Reduce the Genesis 

rating of each component creature by one, before adding 

them together; this is the final Genesis rating of the 

creature their fusion produces. The same type of creature 

is always produced by a given fusion, and its Motivation, 

intimacies and Virtues should be based off the creatures 

that formed it. 

TOUGHNESS MUTATIONS 

NATURAL ARMOUR 

Cost: 1-6pts; Keywords: Physical 

The creature has scales, fur, thick skin, a leathery hide, or a 

tough carapace. The creature’s natural soak is increased by 

(M)L/B. 

NATURAL PLATING 

Cost: 2-6pts; Keywords: Physical, Requires Natural Armour 

(2) 

The creature's natural armour is thick and tough enough to 

rival actual protective equipment. The two-point version of 

this mutation provides the creature with armour that 

provides 3L/B soak, but inflicts a -1 mobility penalty. The 

four and six-point versions double and triple these effects, 

respectively. This armour is fused with the creature's body; 

it cannot be removed or destroyed without killing it. 

WEAK SKIN 

Cost: 1-6pts; Keywords: Physical, Devolve (Natural Armour) 

Peeling skin, a soft hide, or raw flesh offer little protection. 

The creature’s natural soak is decreased by (M)L/B. 

SUPERIOR SOAK 

Cost: 2-5pts; Keywords: Physical 



The creature calculates natural soak as though it were a 

supernatural being, and can reflexively close bleeding 

wounds in the same manner. The six-point version of this 

mutation increases the creature's base natural lethal soak 

to its Stamina rating (rather than half). The Exalted cannot 

take this mutation. 

NATURAL HARDNESS 

Cost: 4pts; Keywords: Physical, Requires Superior Soak (2) 

Whether plates of bone armour, steely scales or a stone 

body, the creature has natural bashing and lethal hardness 

equal to half its Stamina, rounded down. 

FRAGILE 

Cost: 3-6pts; Keywords: Physical, Negative 

The creature’s bones splinter easily, and its flesh bruises 

even easier. Whenever the creature suffers levels of 

bashing damage in Step 10, half of those levels (rounded 

down) are instead converted directly into levels of lethal 

damage (this can lead to disabling injuries as normal). The 

six-point version of this mutation instead converts all 

bashing damage the creature suffers into lethal damage. 

VULNERABILITY 

Cost: 2-4pts; Keywords: Physical, Negative 

Whenever the creature suffers damage from a specific 

source, that damage is converted to aggravated (at the 

start of Step 7, if the damage stems from an attack). 

Narrow vulnerabilities, such as silver, iron, rowan wood, 

salt, or mistletoe, are a two-point mutation. Broader 

(generally elemental) vulnerabilities, such as fire, ice, wood 

or stone, are a four-point mutation. The spiritual Creature 

of Darkness mutation includes its own version of this 

mutation, rendering such creatures vulnerable to Holy 

Essence. 

BLADE PROOF 

Cost: 1pt; Keywords: Physical 

The creature can parry lethal attacks barehanded without a 

stunt, thanks to its natural toughness, or smooth plates of 

bone that can deflect blades. 

NATURAL DEFENSE 

Cost: 2-4pt; Keywords: Physical, Requires Blade Proof 

Shield-like protrusions or cartilage hooks or a ragged 

membrane of misdirection allow the creature to better 

defend against its opponents. The creature’s non-clinch 

natural attacks increase their Defense value by (M ÷ 2), 

rounded down. 

NATURAL COUNTERATTACK 

Cost: 2-4pt; Keywords: Physical, Counterattack 

Whether venomous pustules that burst on impact, quills 

that shoot out in response to pain, or acidic blood, the 

creature has a defense mechanism that makes attacking it 

a bad idea. Whenever the creature suffers even one health 

level of damage, it may target one character within close-

combat range with a single counterattack in Step 9. This 

counterattack has a dice pool of (Stamina + levels of 

damage inflicted), treating lethal or aggravated damage as 

two levels, and deals (threshold successes on attack roll + 

Stamina) damage. The four point version of this mutation 

targets all characters within close-combat range. 

INEXHAUSTIBLE 

Cost: 1-5pts; Keywords: Physical 

Rather than gaining a point of fatigue penalty every hour 

past its limit (Exalted, pp. 130), the creature’s fatigue 

increases every two hours, and the interval of each fatigue 

roll for wearing armour is doubled. The three point version 

of this mutation raises the interval before a fatigue penalty 

increases to four hours, and reduces by half the amount of 

rest or sleep necessary to reduce the penalty, but has no 

further effect on armour. The five-point version of this 

mutation simply renders the creature immune to all 

mundane fatigue penalties. This mutation has no effect on 

sleep deprivation. 



EASILY EXHAUSTED 

Cost: 2pts; Keywords: Physical, Devolve (Inexhaustible) 

Rather than gaining a point of fatigue penalty every hour 

past its limit, the creature’s fatigue increases every half-an-

hour, and the interval of each fatigue roll for wearing 

armour is halved. 

PAINLESS 

Cost: 2-6pts; Keywords: Physical, Mental 

Whether through quick-release chemical anesthetic, 

deadened nerve receptors, or a leathery soul, the creature 

is more inured to pain than most. It reduces any wound 

penalties it suffers from bashing damage by (M ÷ 2), 

rounded down. 

ENHANCED PAINLESSNESS 

Cost: 2-4pts; Keywords: Physical, Requires Painless 

This mutation permanently expands its prerequisite, 

allowing it to reduce wound penalties suffered by lethal 

damage. This mutation's cost is increased to four points if 

Painless costs more than five points. 

IGNORES (POISON OR SICKNESS) 

Cost: 2-3pts; Keywords: Physical, Stackable, Requires 

Painless 

This mutation permanently expands its prerequisite, 

allowing it to reduce penalties from another source. The 

two-point version of this mutation affects Sickness, while 

the three-point version affects Poison. 

TROPISM MUTATIONS 

ALTERNATE FORM 

Cost: 2pts; Keywords: Physical, Stackable 

The creature’s player groups together any number of its 

other mutations, physical or otherwise (the majority of 

which must be positive mutations) as a single set. By 

default, these mutations are demanifested; they have no 

mechanical effect, and are Internal for the purposes of 

anyone trying to detect them. The creature may manifest 

that entire set of mutations as a miscellaneous action 

costing a single point of Willpower (Essence-users may 

instead pay four motes), and demanifest them in the same 

way. After manifesting or demanifesting a set of mutations, 

the creature may not do so again until its DV has refreshed 

twice. 

INVOLUNTARY TRANSFORMATION 

Cost: 0pts; Keywords: Physical 

This mutation functions in the same way as Alternate Form, 

except that the creature has no control over when its 

chosen mutations manifest; instead, they do so upon 

encountering a specific external trigger, such as the full 

moon or cold water. 

INTERNAL MUTATION 

Cost: (M ÷ 2)pts; Keywords: Physical, Internal, Requires 

(Physical Mutation) 

This mutation alters whatever its prerequisite is, adding the 

Internal keyword to it. It cannot be applied to mutations 

that have the Appendage keyword. Its cost is equal to half 

the cost of its prerequisite, rounded up. 

EXTERNAL MUTATION 

Cost: 1pt; Keywords: Physical, Devolves (Internal 

Mutation), Requires (Physical or Mental Mutation) 

This mutation alters whatever its prerequisite is, removing 

the Internal keyword from it. It cannot be applied to 

mutations that initially lack the Internal keyword. 

APPENDAGE MUTATION 

Cost: 1pt; Keywords: Physical, Negative, Requires (Physical 

or Mental Mutation) 

This mutation alters whatever its prerequisite is, adding the 

Appendage keyword to it. It cannot be applied to mutations 

with the Internal keyword, or Negative mutations. 



DEATHLY CONSTRUCT 

Cost: 0pts; Keywords: Physical, Mental, Spiritual, Natural 

This is a combination of a number of mutations, and 

represents mindless undead creatures, raised by 

Necromancy, constructed through necrotech, or animated 

by some other dark magic. It is included here as a 

"package" for convenience. Where mutations could have 

multiple point costs, the default is listed here; more 

expensive variants can be freely applied (at a 

commensurate increase in cost). Note that not all undead 

creatures will use this template, only the mindless 

constructs that fill the ranks of the Deathlords; more 

complex mortuary entities may well ignore it entirely. The 

positive mutations included are the three-point version of 

Disturbing Stench, the five-point version of 

Inexhaustible,Infector, Machine Mind, the three-point 

version of Sleepless, and the two-point of Small Appetite. 

The negative mutations included are one-point version of 

Restricted Diet (Carnivore), Creature of Darkness, Creature 

of Death, the one-point version of Failing Body, Hunger 

Frenzy, Mute, No Healing, Weak Healing. 

MENTAL MUTATIONS 

Mental mutations are split up into the following categories. 

Savant mutations refer to those oddities that directly 

mimic a specialty. 

Capacity mutations refer to those oddities that change the 

creature’s intellectual capabilities. 

Emotional mutations refer to those oddities that shift the 

creature’s emotional balance. 

Integration mutations refer to those oddities that make 

the creature automatonesque, or part of a hive mind. 

Madness mutations refer to those oddities that simulate 

some kind of insanity. 

Psychic mutations refer to those oddities that expand the 

creature’s mind beyond the norm. 

Reflection mutations refer to those oddities that alter the 

way the creature remembers and dreams. 

SAVANT MUTATIONS 

Mental mutations can be used to mimic specialties as 

directly as Physical ones, using the template laid out in the 

Adaptations section. Of course, such mutations have the 

Mental rather than Physical keyword, and will likely grant 

bonuses to very different areas. Note that they still lack the 

Internal keyword (which is possessed by most other mental 

mutations); whether through enlarged lobes or a semi-

visible spine, mental mutations are still visible by default. 

CAPACITY MUTATIONS 

QUICK LEARNER 

Cost: 3pts; Keywords: Mental, Internal 

The creature halves all training times, whether it is working 

with or without a tutor. The Exalted cannot possess this 

mutation; it is replaced by their natural aptitude for certain 

Abilities or Attributes. 

SLOW LEARNER 

Cost: 2pt; Keywords: Mental, Devolve (Quick Learner), 

Internal 

The creature doubles all training times, whether it is 

working with or without a tutor. If applied to the Exalted, it 

increases the time necessary to train their Favoured/Caste 

Abilities to one day. 

MUTE 

Cost: 2pts; Keywords: Physical, Mental, Negative 

Perhaps the creature lacks a mouth, or its throat is 

deformed, or parts of its mind are simply undeveloped; 

whatever the case, it cannot speak any language, verbally 

or telepathically. Instead, it must remain silent or produce 

nothing but meaningless groans. 

(SPECIES)-TONGUE 

Cost: 0-2pts; Keywords: Mental, Internal 



The creature knows a single language shared by all other 

characters with this same mutation; all dogs can speak 

"Dog-tongue", with different breeds acting as regional 

dialects. This language is not entirely spoken; rather, it is 

instinctual, a mixture of scents and sounds and body-

language. It cannot be written, and reduces the creature’s 

effective Intelligence by one for the purposes of 

communicating higher concepts. The zero-point version of 

this mutation renders the creature unable to gain normal 

languages through its Linguistics ability. 

AMBIDEXTROUS 

Cost: 1pt; Keywords: Physical, Mental, Internal 

The creature ignores all off-hand penalties, allowing it to 

use its hands equally. Characters can gain this mutation as 

a result of training for (7 - Dexterity) months; acquired in 

this manner, it has the Natural keyword. 

EMOTIONAL MUTATIONS 

EMOTIONLESS 

Cost: 4-6pts; Keywords: Mental, Internal 

The creature is biologically incapable of feeling emotion, 

rendering them immune to natural Emotion effects, and 

preventing them from acquiring or maintaining intimacies 

with an emotional context through natural mental 

influence. They also suffer a -2 internal penalty to any 

social attacks with an emotional component. The six-point 

version of this mutation immunizes the character to even 

unnatural Emotion effects or unnaturally-acquired 

emotional intimacies. 

MOOD SWINGS 

Cost: 2pts; Keywords: Derangement, Devolve 

(Emotionless), Internal 

The creature suffers from a -2MDV penalty against Emotion 

effects. In addition, while characters normally only suffer 

from Emotion effects if applied by some outside effect 

(whether social interaction, drugs, or passion-inducing 

magic), the creature always feels an Emotion effect of some 

variety (Manual of Exalted Power: Alchemicals, pp. 147), 

unless magic would render them absolutely emotionless. 

This Emotion in question is chosen by the Storyteller and 

the creature’s player as-is appropriate to the scene. 

(EMOTION) TRIGGER 

Cost: 1pt; Keywords: Derangement, Internal, Stackable 

Phobias and philias and inexplicable furies. Upon 

encountering a single “trigger”, the creature immediately 

feels a single base Emotion (fear, lust, rage, anxiety) that 

lasts until the end of the scene, and costs two Willpower to 

suppress (or one if the source of the trigger is no longer 

present). The trigger might be a colour, or a scent, or even 

a particular phrase. 

(MADNESS) TRIGGER 

Cost: 3pts; Keywords: Derangement, Internal, Requires 

(Emotion) Trigger, Stackable 

Rather than the associated emotion, the trigger forces the 

creature into a controlled Virtue Flaw (Exalted, pp.103) 

appropriate to it; rather than simply feeling fury, the 

creature would be sent into a Berserk Anger, while a Heart 

of Tears might replace mere sadness. This Virtue Flaw lasts 

until the end of the scene, and costs the same amount of 

Willpower to suppress as the Emotion effect, though doing 

so only replaces it with the Emotion effect in question. A 

common trigger for this derangement is the full moon, 

when Luna’s grip on the Wyld’s raw Essence is at its most 

slack. Applied to an Exalted character, this mutation 

instead provides another trigger for the Exalt to gain a 

single point of Limit per scene. 

CURSED (MADNESS) 

Cost: 6pts; Keywords: Derangement 

The creature constantly suffers from the controlled version 

of a single Virtue Flaw. Any effect that would apply a 

controlled Virtue Flaw of any kind (such as Hunger Frenzy 

or Madness Trigger) instead render its normal Virtue Flaw 

uncontrolled. The controlled Virtue Flaw may be 

suppressed for a scene (reducing it to an equivalent 

Emotion effect) by paying five points of temporary 



Willpower. A creature who possesses this mutation reduces 

the cost of the (Madness) Trigger mutation to one point. 

The Exalted cannot possess this mutation. 

INTEGRATION MUTATIONS 

PACK INSTINCTS 

Cost: 1pt; Keywords: Mental, Internal 

This mutation links the creature to a single “pack”. The 

pack’s makeup may change over time, but all of its 

members must have this mutation. The difficulty for any 

member of that pack to launch a co-ordinated attack 

(Exalted, p. 144) is halved, provided all of the attackers are 

its packmates (or reduced by one, if only the majority of 

the attackers are its packmates). Whenever the creature 

receives teamwork bonuses, the maximum co-operation 

bonus increased by (relevant Ability ÷ 2), rounded up, 

provided all of its helpers are members of its pack (or one, 

if only the majority of helpers are its packmates). 

COLONY COMMUNICATION 

Cost: 2pts; Keywords: Mental, Internal, Requires Pack 

Instincts 

This mutation provides the benefits of Silent 

Communication, except that it can only be used to 

communicate with fellow members of the creature’s pack, 

and cannot distinguish between packmates in the 

creature’s immediate presence. 

ONE MIND IN MANY 

Cost: 1pt; Keywords: Mental, Internal, Requires Colony 

Communication 

For any member of the pack to benefit, all members of the 

pack created by Pack Instincts must have this mutation. All 

members of the pack share the same intimacies and 

Motivation; they are literally of one mind. They are all 

affected by any mental influence applied to one member. 

They must all have the same Ability and Virtue ratings; any 

member who increases one of these ratings forces the 

others to increase them as well, as a Training effect. This 

only applies within the range of the silent communication 

provided by its prerequisite; should any one of the 

creatures leave this range, they immediately drop to 

Intelligence 0, becoming mindless. This state persists until 

they re-enter the range of their hive mind. The Exalted 

cannot possess this mutation. 

MACHINE MIND 

Cost: 4pts; Keywords: Mental, Internal 

The creature lacks intimacies or Virtues; it has no Virtue 

channels, and automatically fails all Virtue rolls (with an 

effective rating of 1) unless they support its Motivation, in 

which case it automatically succeeds (with an effective 

rating of 5). It regains a single point of Willpower every 

hour it spends working toward its Motivation, but no longer 

regains Willpower from sleep. It cannot take any actions 

that do not directly further its Motivation; it treats mental 

influence that would lead it to do so as unacceptable 

orders. This mutation models the consequences of a 

removed soul, but can be used to represent other 

eventualities. The Exalted cannot possess this mutation. 

PROGRAMMED IMPERATIVE 

Cost: 1pt; Keywords: Mental, Internal, Stackable, Requires 

Machine Mind 

Despite normally lacking the ability to acquire or retain 

intimacies, the creature has a single intimacy, with a 

subject and context defined by the player applying the 

mutation, which represents subsidiary programming or 

residual instincts. This intimacy cannot be removed or 

changed, and the creature is unable to act against it in the 

same manner as its Motivation, treating mental influence 

that would cause it to do so as unacceptable orders. If the 

intimacy and Motivation’s dictates clash, the Motivation 

always takes primacy. 

MADNESS MUTATIONS 

(THING) ADDICTION 

Cost: 1-3pts; Keywords: Derangement, Internal, 

Compulsion, Stackable 



The creature is addicted to a specific thing; a substance, 

person, sensation or place. When presented with an 

opportunity to indulge in that addiction, it must succeed on 

a Temperance roll to avoid doing so for the scene. If it fails, 

it may suppress the addiction as though suppressing a 

Virtue, but otherwise must indulge as much as possible for 

the rest of the scene. This does not preclude other actions, 

but the creature must prevent others from deterring it, 

with violence if necessary. If the creature’s addiction would 

be actively harmful to its well-being, this mutation costs 

three points. 

(ACTION) OBSESSION 

Cost: 1-3pts; Keywords: Derangement, Internal, 

Compulsion, Stackable 

The creature is obsessed with performing a specific action. 

Perhaps it must clean itself, or compulsively cuts its own 

flesh, or organizes small objects in alphabetical order. 

When presented with an opportunity to engage in that 

action, it must succeed on a Temperance roll to avoid doing 

so for the scene. If it fails, it may suppress the obsession as 

though suppressing a Virtue, but otherwise must perform it 

at least once in the scene. If the creature’s obsession would 

be actively harmful to its well-being, this mutation costs 

three points. 

SEVERE (ADDICTION OR OBSESSION) 

Cost: 1pt; Keywords: Derangement, Internal, Compulsion, 

Requires (Thing) Addiction or (Action) Obsession, Stackable 

This mutation makes its prerequisite more severe, applying 

an internal penalty to the Temperance roll equal to the 

number of days since the creature indulged in its addiction 

or obsession. If this penalty exceeds the creature’s 

Temperance, it must seek out a way to indulge its addiction 

or obsession, a Compulsion it can suppress for a day by 

spending a point of Willpower. The creature can reset the 

penalty back to -0 by suffering temporary insanity for a 

scene, which mimics the effects of a partially-controlled 

Virtue Flaw appropriate to the situation and the addiction 

or obsession, such as Berserk Anger or Slothful Apathy. 

(IDEA) DELUSION 

Cost: 1-3pts; Keywords: Derangement, Internal, Illusion, 

Stackable 

The creature is convinced of a single, untrue thing. Perhaps 

it knows that rocks fall upward, or is certain that it is a frog, 

or believes that the Guild is run by the god of Sloths. If 

presented with evidence that the delusion is untrue, the 

creature can reject it for a day by spending two points of 

Willpower, or else must ignore, deny, or attempt to explain 

away the evidence of their own senses. The creature’s 

delusion must be relevant to it, or else it would not have 

come about; a purely subterranean entity is unlikely to 

develop the delusion that the sky is green, because it has 

never experienced the sky (green or otherwise), so this is 

more of a misconception than a delusion. If the creature’s 

delusion would be actively harmful to its well-being, this 

mutation costs three points. 

(THING) HALLUCINATION 

Cost: 1-3pts; Keywords: Derangement, Internal, Illusion 

The creature’s senses are mistaken about one specific 

thing. Perhaps it replaces one colour or scent with another, 

or hears all speech as a whisper, or perceives an imaginary 

companion. The creature can be convinced that its 

hallucination is unreal, but this will not end it; any rolls to 

interact with a situation other than that presented by the 

hallucination suffer from an internal penalty based on how 

much the hallucination differs from the actual situation, 

ranging from -1 for a minor difference to -4 for a complete 

alteration. A creature who is convinced of the falsehood of 

its hallucination can ignore it for a scene by spending two 

points of Willpower. If the creature’s hallucination would 

be actively harmful to its well-being, this mutation costs 

three points. 

ADDITIONAL PERSONALITY 

Cost: 3-4pts; Keywords: Derangement, Internal, Stackable 

The creature has an additional personality, with distinct 

Intimacies and its own Motivation. It also has distinct 

Virtues, but its total Virtue dots cannot exceed those of the 

primary personality. Each personality retains the 

experiences of the others, "remembering" what the others 

did while in control. Each personality (including the primary 



personality) must be assigned a distinct trigger that allows 

it to take control, which can be no narrower than “fail a 

(Virtue) roll”; examples might include nightfall, hearing a 

common word, or head trauma. Additional personalities 

past the first are worth only three mutation points. 

SEGREGATED MEMORIES 

Cost: 1-2pts; Keywords: Derangement, Internal, Requires 

Additional Personality 

None of the creature’s personalities are able to access the 

memories of its other personalities, past the point of their 

creation. If the creature has more than three distinct 

personalities, this mutation "costs" two points. 

PSYCHIC MUTATIONS 

READER OF OTHERS 

Cost: 3-5pt; Keywords: Mental, Internal 

Whether through hypersensitivity to bodily cues, or 

rudimentary telepathic capabilities, the motives of others 

are laid bare. The creature can make a roll to evaluate 

another character’s motives (Exalted, pp. 131) with an 

unflurried miscellaneous action (or reflexively once per 

action, if they are operating on a social timescale), rather 

than a few minutes of analysis. The five-point version of 

this mutation allows the creature to perform such 

evaluations even if it cannot perceive its target, generally 

incorporating some kind of rudimentary telepathy; so long 

as the target is within (Perception x5) yards of the creature, 

it can make an evaluation roll. Characters can acquire the 

three-point version of this mutation by training for (10 - 

Perception) months; acquired in this manner, it has the 

Natural keyword. 

POKER FACE 

Cost: 1-6pts; Keywords: Physical, Mental 

Whether through supreme mental control, or a literally 

blank face, those attempting to pick the creature’s 

thoughts are often left stumped. The difficulty to read the 

creature’s motives increases by (M). The creature suffers 

an equal internal penalty to any social attack (or parry) 

based on its own emotions, such as an impassioned appeal 

or fearful plea. Characters can gain any number of points in 

this mutation as a result of training for (7 + M - Wits) 

months; acquired in this manner, it has the Natural 

keyword. 

(PERSONAL OR IDEAL) DETACHMENT 

Cost: 1pt; Keywords: Derangement, Internal, Stackable 

The creature has trouble forming certain kinds of 

attachments. It doubles the number of scenes necessary to 

acquire intimacies toward specific people, or to abstract 

causes, respectively. 

HYPER-AWARENESS 

Cost: 2pts; Keywords: Physical, Mental 

Eyes in the back of the head, or radial ears, or a tingling 

danger-sense. The creature is always treated as being 

actively wary for detecting unexpected attacks (see Exalted, 

pp. 155). This grants a single bonus die to all rolls to detect 

ambushes, and allows the creature to ignore any penalties 

on such rolls for being distracted. 

HYPNOTIC (ASPECT) 

Cost: 2-6pts; Keywords: Physical, Mental, Compulsion, 

Obvious 

The mutant may pay a point of Willpower (or four motes, if 

it is an Essence-user) whenever it makes a social attack 

against a single character, producing an Obvious display of 

some kind; perhaps its eyes glow in patterns, or it releases 

coloured gasses, or its voice takes on a reverberating hiss. 

The target of the social attack can try to avoid the display if 

they are aware of its effects (such as by looking away or 

closing its eyes for a visual display, or blocking its ears or 

discordantly humming into an audial display) by applying a -

2 internal penalty to any Awareness rolls based on that 

sense for the next action. If they do not, they treat the 

social attack as unnatural mental influence. The six-point 

version of this mutation can enhance social attacks made 

against multiple targets. 



SILENT COMMUNICATION 

Cost: 4pts; Keywords: Mental, Internal 

The creature can silently communicate, through telepathy 

or Elsewhere-routed hypersonic whines, to any character 

within its immediate presence. It can do so with any 

language it knows, as though talking, and can make social 

attacks as normal. Its voice is not disguised at all when 

doing so, and can be recognised as normal. 

DISTANT COMMUNICATION 

Cost: 1-6pts; Keywords: Mental, Internal, Requires Silent 

Communication or Colony Communication 

The communication range of this mutation’s prerequisite is 

increased to (M x50) yards, unless it costs more than three 

points, in which case it is increased to (M x100) yards. 

REFLECTION MUTATIONS 

PERFECT MEMORY 

Cost: 3-5pts; Keywords: Mental, Internal 

The creature has a near-eidetic memory, allowing it to 

make (Perception + Awareness) rolls to notice sensory 

details of a scene even after it has ended. This does not 

allow the creature to notice something it would have been 

functionally unable to notice at the time (such as a 

temporarily blind creature “remembering” visual details), 

but has no other time limit. Other applications, such as 

reading through a training manual once and perfectly 

recalling its advice years later, are also possible (though this 

would not actually decrease training times any more than 

simply having the manual on hand would). This mutation 

does not offer a roll-off against memory-altering magic, but 

does grant one automatic success to any rolls to defend 

against such. The three-point version of this mutation 

applies to only a single area of memory, no broader than a 

specialty, such as “books”, “faces”, “dialogue” or “people 

I’ve killed”, while the five-point version applies to all 

memory. Characters can gain this mutation as a result of 

training for (10 + M - Intelligence) months; acquired in this 

manner, it has the Natural keyword. 

FLEETING MEMORY 

Cost: 2-6pts; Keywords: Mental, Internal, Negative 

Sorry, what is this mutation called, again? The creature 

automatically maintains those memories necessary to 

justify its Motivation, intimacies, and Ability ratings. 

Otherwise, they slip through its fingers like sand; at the end 

of each interval, the creature loses all additional memories, 

and must roll (Wits + Investigation) to remember events 

from such lost scenes, suffering a -1 external penalty for 

each day that has passed since that event was relevant. In 

addition, if it has not interacted with an intimacy even once 

during an interval, it treats the end of the interval as a 

scene spent eroding it. The length of the interval is 

determined by the points cost of this mutation; at two 

points, it is one week, while at four points, it is one day, 

and at six points, it is one scene. 

(ELEMENT) DREAM COMMUNION 

Cost: 1-4pts; Keywords: Mental, Internal 

Essence comforts and cushions the sleeping mind, shaping 

the glamour-stuff of the Wyld into pleasing phantasms. 

Within the boundaries of a demesne or manse of the 

relevant aspect, the creature benefits from (demesne 

rating) additional dice on any roll to regain Willpower from 

sleeping, to a maximum of (M). Just as with (Element) 

Metabolism, appropriate sources of aspected Essence can 

also act as demesnes or manses for this purpose. 

(ELEMENT) DREAM DEPENDENCY 

Cost: 1-4pts; Keywords: Mental, Negative, Internal 

Unfamiliar surroundings produce jagged, distressing 

dreams; how much worse when even the local geomancy is 

lacking? The creature suffers from an external penalty of -

(M) to rolls to regain Willpower from sleeping when 

outside the boundaries of a demesne or manse of the 

relevant aspect. 

LUCID DREAMING 

Cost: 4pts; Keywords: Mental, Internal 



Within a natural dreamscape or trained memory-palace, 

work proceeds apace through slumber. The creature can 

treat any time spent dreaming as time spent working on 

purely intellectual problems or projects (such as plans or 

mental training), and remembers any events (such as 

intruding Lunar Exalted) that take place in its dreams, as 

though it were awake. Characters can gain this mutation as 

a result of training for (12 - Perception) months; acquired in 

this manner, it has the Natural keyword. 

SLEEPLESS 

Cost: 3-5pts; Keywords: Mental, Internal 

The creature is unable to sleep (and therefore cannot 

regain Willpower through sleeping), but does not suffer any 

penalties for sleep deprivation. The five-point version of 

this mutation allows the creature to sleep if it desires, 

although it halves its effective Conviction for the purposes 

of regaining Willpower, rounded down. 

NARCOLEPTIC 

Cost: 1-3pts; Keywords: Mental, Internal, Devolve 

(Sleepless) 

The creature must roll to avoid falling asleep when they are 

alone with nothing to do, even if they suffer from no sleep 

deprivation penalty. Such rolls are made at difficulty 1, and 

while success tides the creature over for an hour, failure 

sends them to sleep for a minimum of an hour. The three-

point version of this mutation also forces the creature to 

roll even if it is not alone with nothing to do, provided it 

suffers a sleep deprivation penalty; simply being at ease 

(Exalted, pp. 115) is sufficient relaxation to provoke a roll, 

albeit at -1 difficulty (to a minimum of difficulty 1). 

SPIRITUAL MUTATIONS 

Spiritual mutations are split up into the following 

categories. 

Essence mutations refer to those oddities that alter the 

creature’s Essence. 

Nativity mutations refer to those oddities that designate a 

creature’s origins. 

Pneuma mutations refer to those oddities that expand the 

creature’s responses to spirits. 

Virtue mutations refer to those oddities that change how a 

creature reacts to the shinmaic principles of Virtue. 

Charm mutations refer to those oddities that specifically 

mimic a Charm of some kind. 

ESSENCE MUTATIONS 

RACIAL ENLIGHTENMENT PATH 

Cost: 2pts; Keywords: Spiritual, Internal 

By the very nature of their conjoined souls, no human 

(demi or semi or otherwise) bears awakened Essence from 

birth. They must rely on thaumaturgy, such as the steady, 

quinquennial art of the Essence-Enlightening Sutra 

(Oadenol’s Codex, pp. 139), or the blessings of supernatural 

patrons (spiritual or Exalted), or the touch of enlightening 

artifacts. This creature, however, has another method of 

acquiring enlightenment naturally, which can be no simpler 

than spending the training time meditating in a place of 

specific spiritual power, such as a demesne of a single 

Aspect. The creature might need to dedicate itself to 

performing a series of ritual murders over the course of the 

training time, or have to spend the time in complete and 

total isolation, or need to travel at least thousand miles 

away from the point of its origin from the start to the end 

of the training time. At the end of its training, the creature 

gains the Enlightened Essence mutation. This training 

always takes a total of two years, though it is reduced to 

one year if the character is being tutored by an Essence-

user who either enlightened through the same method, or 

resonates with the method of enlightenment (i.e. a Water 

Aspect or Water elemental or river god or aquatic demon 

for a creature who enlightens through periods of 

submerged meditation). This mutation’s cost is refunded 

when the creature actually enlightens, though it can still be 

passed on to any offspring. 

ENLIGHTENED ESSENCE 

Cost: 6pts; Keywords: Spiritual, Natural, Internal 



The creature is enlightened, gaining access to a single pool 

of Personal Essence calculated as an enlightened mortal: 

(Essence x 5) + (Willpower) + (sum of all Virtues). As an 

enlightened being, the creature may spend its Essence as it 

pleases (to fuel thaumaturgy, attune to artifacts, pay tolls 

to ghosts, etc), and with a proper tutor can gain access to 

Emerald Circle Sorcery and Terrestrial martial arts. Note 

that this mutation (or enlightened Essence in general) is not 

necessary for a creature to raise its Essence rating. This 

mutation is not, by default, passed on through the blood; 

any creature who does inherit enlightened Essence (i.e. is 

born as an Essence-user) lacks a truly human soul and so 

cannot Exalt. 

LIMITED AWAKENING 

Cost: 2pts; Keywords: Spiritual, Negative, Internal, Requires 

Enlightened Essence 

The creature has free access to only one-third of its total 

motes. If it wishes to spend more than this, it must spend a 

single point of Willpower, freeing up the remainder for the 

rest of that scene. 

(ELEMENT)-ASPECTED ESSENCE 

Cost: 1pt; Keywords: Spiritual, Negative, Requires 

Enlightened Essence 

The creature’s Essence is aspected toward a specific 

Element (or other metaphysically-potent aspect of 

Essence). It suffers the same out-of-aspect surcharges on 

martial arts as Dragon-bloods of the appropriate Aspect. 

Some Storyteller-interpretation may be necessary here; a 

Half-Caste with the Solar-Aspected Essence mutation will 

not have to pay a surcharge on Golden Janissary Style. 

Detecting this aspect with Essence-sight requires a 

(Perception + Occult) roll at difficulty (5 –creature’s 

Essence). Those Dynasts who fail to Exalt but awaken their 

own Essence nevertheless often bear this mutation 

appropriate to their Breeding. 

ANIMA BANNER 

Cost: 1pt; Keywords: Spiritual, Negative, Internal, Requires 

Enlightened Essence 

The creature’s mote pool is split into Peripheral and 

Personal pools, consisting of two-thirds and one-third of its 

motes, respectively. Expending motes from the Peripheral 

pool produces a glowing anima banner (though the 

creature lacks an anima power of any kind), at the same 

intervals as a Lawgiver (Exalted, pp.114). The aesthetic of 

the anima is not that of an Exalt; most fundamentally, non-

Exalted lack Caste Marks (though equivalent sparkles of 

power flicker about them at the appropriate levels of anima 

flare). Pure mortals tend toward colourless auras of power, 

but they are vanishingly rare in Creation nowadays; some in 

the Bureau of Nature doubt that there is a single human in 

Creation who does not carry at least a drop of Dragon’s 

blood, or remains untouched by Wyld taint, Lintha-strain, 

or genesis-meddling. Perhaps the hermit preserved in the 

amber-demesne of Mount Meru, but no-one else. 

NATURAL ATTUNEMENT 

Cost: 2pts; Keywords: Spiritual, Internal 

Despite lacking access to an Essence pool, the creature can 

still attune to an artifact it owns. This requires the usual 

interval of time, and requires that the creature spend a 

single point of Willpower for every mote the artifact would 

normally need committed to it. This false attunement is 

less persistent than the real thing; it must be renewed at 

least once every (6 –artifact rating) weeks, breaks after only 

an hour’s bodily separation, and the artifact is not treated 

as attuned for the purposes of hostile or thieving powers 

targeting it. The creature can attune to a maximum of one 

artifact at a time in this fashion. This mutation is removed if 

the creature actually becomes enlightened, with xp 

refunded as normal. 

(MATERIAL) RESONANCE 

Cost: 1pt; Keywords: Spiritual, Requires Natural 

Attunement or Enlightened Essence 

The creature can gain the benefits of attuning to a single 

kind of magical material, as though it were the relevant 

variety of Exalt. 

NATIVITY MUTATIONS 



NATIVE TO (REALM) 

Cost: 0pts; Keywords: Spiritual, Internal 

By default, all creatures are native to Creation. This 

mutation renders them native to another realm of 

existence, such as the Underworld, Malfeas, Yu-Shan, 

Autochthonia, or Gnosis. This has no mechanical effects on 

its own, but some magics have greater, lesser, or altered 

effects when applied to creatures native to a certain realm. 

LIMITED RESPIRATION 

Cost: 2-3pts; Keywords: Spiritual, Internal, Negative, 

Requires Native to (Realm) 

The creature can only naturally respire motes in its native 

realm of existence, and halves the number of motes it 

receives from manses or demesnes outside of its native 

realm. If it would already be limited in this respect (as with 

creatures of death), this mutation costs only two points. 

(REALM) GATEKEEPER 

Cost: 2-3pts; Keywords: Spiritual, Internal, Stackable 

The creature can spend one point of Willpower (or two 

motes, if they are an Essence-user) to learn the general 

direction of the nearest passage to a single realm of 

existence, adding one automatic success to any navigation 

roll to locate it. This might be the nearest Heavenly Gate, 

the quickest way to Cecelyne through a place of desolation 

(the secret paths to Hell are not so easily uncovered), a 

shadowland, or some more obscure area. If the creature is 

native to that particular realm, this mutation costs only two 

points. 

CREATURE OF DARKNESS 

Cost: 4pts; Keywords: Spiritual, Internal, Negative 

The creature (or its source, or its breed, or something that 

has contaminated it) has been marked as a threat to 

Creation by the Unconquered Sun. It is a creature of 

darkness, and thus more susceptible to Holy Essence. The 

exact effects of this vulnerability vary, but often mimic the 

results of the Vulnerability mutation. This mutation does 

not indicate any actual affinity toward darkness; the 

shining, rayborn hyll are creatures of darkness just as much 

as the Ebon Dragon. Most applications of this spiritual 

mutation carry the Natural keyword. Just as the Exalted do 

not pay bonus points for their awakened Essence, or gain 

them for having an anima, Exalted who are creatures of 

darkness or creatures of death do not gain bonus points in 

exchange for their state; their character creation system is 

a complete whole, needing no reference to this list of 

mutations. 

CREATURE OF DEATH 

Cost: 1pt; Keywords: Spiritual, Internal, Negative 

Some things are dead, and some are alive, and some keep 

walking regardless. Normally, creatures respire Essence at 

half-rate in the Underworld. Creatures of death respire 

Essence at the normal rate in the Underworld, but at half-

rate everywhere else. In addition, if a creature of death 

leaves a ghost when it dies, that ghost’s Essence rating is 

equal to their own, not reduced. Most creatures of death 

are also creatures of darkness, thanks to Sol’s fair disgust at 

their existence; similarly, most applications of this spiritual 

mutation carry the Natural keyword. 

CREATURE OF THE WYLD 

Cost: 2pts; Keywords: Spiritual, Internal, Negative 

All things can eventually trace their ancestry back to the 

Wyld, but this creature is more directly descended from 

chaos than most; of these entities, the raksha are the most 

well-known in Creation. Such creatures rely on the infinite 

energies and elastic physical laws of the Wyld; they suffer a 

poor reaction to the static, limited realms outside Pure 

Chaos. The specifics vary from creature to creature; for 

raksha, this takes the form of Stasis, while the abatwa 

undergo a more destructive conceptual combustion. If 

applied to a creature without any specific mechanics for it, 

simply treat this reaction as a two-point version of the 

Allergy mutation, reacting only to exposure to Creation. 

Again, most applications of this spiritual mutation carry the 

Natural keyword. 

PNEUMA MUTATIONS 



(SPIRIT) SENSE 

Cost: 2-6pts; Keywords: Spiritual, Physical 

The creature can use one of its senses to detect one kind of 

immaterial being, at -1 internal penalty; it might smell 

demons, hear gods, or see ghosts. The four-point version of 

this mutation allows the creature to apply all of its senses 

to that kind of immaterial being, or one sense to all kinds of 

immaterial beings. The six-point version allows the creature 

to apply all its senses to all kinds of immaterial beings, 

though it still suffers the penalty. 

COMPLETE SPIRIT SENSE 

Cost: 1pt; Keywords: Spiritual, Physical, Requires (Spirit) 

Sense 

This mutation removes the -1 penalty from (Spirit) Sense. 

CHAKRA EYE 

Cost: 6pts; Keywords: Spiritual, Obvious 

The creature can spend three points of Willpower (or ten 

motes, for Essence-users) as a miscellaneous action to 

benefit from the effects of All-Encompassing Sorcerer’s 

Sight for the rest of the scene. This is accompanied by an 

Obvious display of some kind, most commonly in the form 

of the creature’s eyes (however many it may possess) 

glowing, or a mandalic design of veins throbbing into 

existence on its forehead. If the creature also has the six-

point version of Spirit (Sense), this mutation’s cost is 

reduced by two. 

AWAKENED VISION 

Cost: 3pts; Keywords: Spiritual, Obvious, Requires Chakra 

Eye 

The activation cost of Chakra Eye is reduced to two points 

of Willpower, or six motes. 

SORCERER’S SIGHT  

Cost: 1pt; Keywords: Spiritual, Obvious, Requires 

Awakened Vision 

The creature constantly benefits from the effects of its 

prerequisite (including its Obvious display), at no additional 

cost. If it had (Spirit) Sense, it may remove that mutation, 

with its experience cost refunded as normal. 

SPIRIT WALKER 

Cost: 4pts; Keywords: Spiritual 

The creature can interact with immaterial things as though 

they were material, and vice-versa. This mutation grants no 

ability to actually perceive the immaterial, however. 

MARKED FOR (SPIRITS) 

Cost: 2-3pts; Keywords: Spiritual 

This mutation consists of an immaterial mark, addressed to 

a specific spirit or variety of spirit (no broader than a single 

demon breed or godly job title), with similar effects to the 

one placed by Plague of Menaces (Books of Sorcery: Roll of 

Glorious Divinities I, pp. 165). This mark need not be 

murderous in nature, however; it might ask that the spirit 

offer the creature shelter, or refuse to answer its questions, 

or report its location to their dark and forbidden mother. 

The three-point version of this mutation is addressed to all 

spirits of a given type; demons or elementals or gods or 

ghosts (or other, stranger things). This mutation gains the 

Negative keyword if the mark conveys something harmful 

to the creature who bears it. 

VIRTUE MUTATIONS 

LACKING (VIRTUE) 

Cost: 1pt; Keywords: Spiritual or Mental, Negative, 

Internal, Stackable 

An imbalance in the soul, or in the mind? Some savants 

claim they are much the same. One of the creature’s 

Virtues cannot be channeled, and is treated as having a 

rating of one for all purposes. An Exalt's Primary Virtue 

cannot be affected by this mutation. 

OVERPOWERING (VIRTUE) 



Cost: 1pt; Keywords: Spiritual or Mental, Negative, 

Internal, Stackable, Devolve (Lacking [Virtue]) 

One of the creature’s Virtues always succeeds in its rolls 

(this does not affect its channels) and the cost to suppress 

it for a scene is increased to two points of Willpower. 

CHARM MUTATIONS 

Mutations cannot, by default, exactly mimic the effects of 

Charms. Most Charms (or similar powers, such as Paths) are 

expressions of the Essence-patterns of a given kind of 

entity, and thus are exclusive to it. Solars are the only ones 

who can learn Solar Charms, while Sidereals are the only 

ones who can learn Sidereal Charms, and they learn them 

as Charms, rather than mutations. 

There are, however, exceptions. Certain Charms apply 

mutations to creatures that mimic the effects of Charms, 

such as Locust Mana Plague, which provides the Charm 

Transcendent Desert Creature as a six-point mutation 

(Manual of Exalted Power: Infernals, pp. 127), or Two-And-

A-Half Breaths Inversion, which provides the Arcanos 

Charm Dead Child’s Madness as a six-point mutation. Such 

mutations are always Spiritual. Charm mutations almost 

always cost six-points, though sometimes their functions 

may be split between multiple, separate mutation costs. 

The Charms that can be applied as mutations are generally 

Permanent, introducing some fundamental benefit or 

alteration to a creature’s operation. As such, these effects 

are most commonly found in Primordial Charm sets. 

However, the customisability of Spirit Charms means that 

they are sometimes used to model Essence-fuelled 

mutations granted by other Charms. 

In any case, Charm mutations are not “general” mutations, 

as with the ones presented throughout this revision. They 

are (as with other, similar ones, such as the [Grace] Bearer 

mutation) exclusive to the power that produces them; an 

Infernal might be able to colonize her servants souls with 

Cecelynian magic, but wandering into Chaos would not. 

IT WAS THE MONSTER MASH (THE GENESIS 

SYSTEM) 

What follows is a brief system for generating creatures 

using the mutations described above. Storytellers can use it 

to produce monsters as they please (though as with all 

mechanics the Storyteller interacts with, it is mostly a 

system of guidelines rather than outright restrictions), 

while players will sometimes gain access to Charms or 

other magic allowing them to produce monsters or animals, 

such as Goblin-and-Ghoul Manufacture, or Great Mother’s 

Wame. Characters can also craft their own monsters 

through Medicine, as described later. 

Creatures created through the Genesis system, whether in 

the laboratories of disgraced Shogunate scientists, the 

island-wombs of Kimbery, or the mad dreams of the Wyld, 

each possess a rating. This “Genesis rating” determines a 

creature’s capabilities, providing them with points to spend 

on their traits and mutations. It also determines how 

difficult it is to create that creature; in this sense it acts as a 

rough analogue to an Artifact rating. 

To design a creature, determine its Genesis rating, and then 

consult the creation template below (or vice-versa). 

GENESIS CREATION TEMPLATE 

Mutations: Each creature starts with (Genesis rating x 5) 

mutation points, which it may spend on mutations in any 

way it pleases. It may also expend these points to increase 

its Attributes or Willpower, as described below. Negative 

mutations can offset this total cost, but cannot increase the 

total maximum by more than half. 

Attributes: Each creature starts with all its Attributes rated 

at 1 (or 0, if its player wishes). It may raise these traits by 

spending mutation points, at a rate of one point per dot (or 

two points per dot for Dexterity), to a maximum rating of 5 

or (Genesis), whichever is higher. 

Abilities: Each creature starts with all its Abilities rated at 0, 

but may distribute up to (Genesis rating x 4) dots between 

these Abilities as it pleases. None may be raised higher 

than the creature’s Genesis rating or 10, whichever would 

be lower. Up to (Genesis) of these dots can be freely 

converted into mutation points, which can then be spent 

normally. 

Attacks: Creatures have the usual three natural attacks. 



Health Levels: Each creature starts with the normal seven 

health levels: -0/-1/-1/-2/-2/-4/Incap. These health levels 

are reduced, as normal, if they are used as extras. 

Virtues: Each creature starts with its Virtues rated at 1, but 

may raise these traits by spending mutation points, at a 

rate of one point per dot, to a maximum of 5 each. 

Willpower: Each creature starts with Willpower 2, but may 

raise this trait by spending mutation points, at a rate of one 

point per dot up to Willpower 5, or two points per dot past 

that, to a maximum rating of ten. 

Essence: Each creature starts with Essence 1, but may raise 

this trait (to a normal maximum of 3) by spending mutation 

points, at a rate of six points per dot. Creatures are 

unenlightened by default. 

Creatures possess Motivations appropriate to their Virtues 

and Intelligence; most base animals will lack a Motivation 

any more complex than “survive”, while smarter and more 

passionate entities may develop their own Motivations. 

Magic that creates beings wholesale often carries a ready-

made Motivation along with it; by default, the creator has 

no control over a creature's Motivation. Creatures develop 

intimacies as normal. 

The appearance and effects of applied mutations assume 

an essentially humanoid form is being used as a base; this is 

for simplicity’s sake, not a representation of how Genesis 

actually works in a world constructed by supersapient 

geography. 

ALL CREATURES GREAT AND SMALL (EXAMPLE 

CREATURES) 

What follows is a few examples of mundane creatures that 

might be created through this method. 

BEAR (GENESIS 4) 

Strength 5, Dexterity 2, Stamina 3 

Charisma 3, Manipulation 1, Appearance 1 

Perception 2, Intelligence 1, Wits 2 

Athletics 2, Awareness 2, Integrity 2, Investigation 2, 

Martial Arts 3, Presence 3, Resistance 3, Survival 3    

Valor 3, Conviction 1, Compassion 1, Temperance 1 

Willpower 4, Essence 1 

Large (3), Lethal Attack (3), Intimidating Roar [Presence 

Adaptation] (3), Snuffling Snout [Investigation Adaptation] 

(2), Natural Armour (3), Painless (2), Bear-tongue (0) 

Large Appetite (-1), No Opposable Thumbs (-6) 

CROW (GENESIS 3) 

Strength 1, Dexterity 3, Stamina 2 

Charisma 1, Manipulation 2, Appearance 1 

Perception 2, Intelligence 1, Wits 3 

Athletics 3, Awareness 2, Dodge 2, Martial Arts 1, 

Resistance 1, Stealth 1, Survival 2 

Valor 1, Conviction 1, Compassion 1, Temperance 1 

Willpower 3, Essence 1 

Glider (4), Flier (4), Bird-tongue (0) 

Small (-3) 

HORSE (GENESIS 3) 

Strength 4, Dexterity 4, Stamina 3 

Charisma 1, Manipulation 1, Appearance 2 

 

Perception 2, Intelligence 1, Wits 3 

Athletics 3, Awareness 2, Dodge 1, Martial Arts 1, Presence 

1, Resistance 2, Survival 2 

Valor 2, Conviction 1, Compassion 1, Temperance 1 

Willpower 2, Essence 1 

Large (1), Fast Running (4), Steady (1), Horse-tongue (0) 



Herbivore (-1), No Opposable Thumbs (-6) 

SIAKA (GENESIS 6) 

Strength 6, Dexterity 4, Stamina 4 

Charisma 2, Manipulation 1, Appearance 1 

Perception 4, Intelligence 1, Wits 2 

Athletics 3, Awareness 2, Dodge 2, Integrity 2, Investigation 

3, Martial Arts 3, Presence 1, Resistance 3, Stealth 2, 

Survival 3 

Valor 3, Conviction 5, Compassion 1, Temperance 1 

Willpower 5, Essence 1 

Large (6), Lethal Attack (3), Inexhaustible (1), Water 

Breather (2), Blood Sense [Investigation Adaptation] (3), 

Fast Swimmer (2), Shark-tongue (0) 

Carnivore (-1), No Opposable Thumbs (-6), Air Drowner (-5), 

Slow Runner (-3) 

TYRANT LIZARD (GENESIS 7) 

Strength 7, Dexterity 3, Stamina 6 

Charisma 3, Manipulation 1, Appearance 1 

Perception 3, Intelligence 1, Wits 2 

Athletics 3, Awareness 2, Dodge 1, Integrity 2, Investigation 

2, Martial Arts 5, Presence 5, Resistance 4, Survival 3 

Valor 3, Conviction 1, Compassion 1, Temperance 1 

Willpower 4, Essence 1 

Large (6), Giant (4), Lethal Attack (3), Superior Soak (2), 

Natural Armour (4), Fast Runner (1), Tyrant-tongue (0) 

Carnivore (-1), Poor Sight [Awareness Adaptation] (-3), Cold 

Sensitivity (-1), Large Appetite (-3) 

ZOMBIE (GENESIS 2) 

Strength 5, Dexterity 2, Stamina 3 

Charisma 0, Manipulation 0, Appearance 0 

Perception 2, Intelligence 1, Wits 3 

Athletics 1, Awareness 1, Dodge 1, Martial Arts 2, Melee 1, 

Resistance 1, Stealth 1 

Valor 1, Conviction 1, Compassion 1, Temperance 1 

Willpower 2, Essence 1 

Deathly Construct (0) 

Slow Running (-1) 

 

SUBSYSTEMS 

WE BELONG DEAD (MAKING CREATURES WITH 

GENESIS AND NECROTECH) 

Building a creature from scratch requires a Medicine 

workshop of at least exceptional quality, along with raw 

materials with a total Resources cost equal to half the 

Genesis rating of the creature, rounded up to a maximum 

of five. Creatures with a Genesis rating higher than five also 

require (Genesis rating ÷ 4) appropriate exotic ingredients, 

to a maximum of five. Such creatures are not actually 

artifacts, but require a similar degree of exotic investment. 

Examples of exotic ingredients might include demon's 

blood, the hair of an animal avatar, or divine fire for 

incubation. A prospective genitor cannot build a creature 

with a Genesis rating more than twice his Occult rating 

(including any relevant specialties), and the maximum 

Genesis rating a creature built in this way can possess is 25. 

Making the creature is an extended roll, with an interval of 

one month and a cumulative difficulty of (Genesis rating x 

10). It uses dice pool of (Intelligence + Medicine), at a 

difficulty of (Genesis rating + 2). A botch halves the number 

of currently accumulated successes or decreases it by 

(Genesis), whichever would be higher; if this would reduce 

the accumulated successes below zero, the creation fails, 

and any resources expended on it are wrecked. Despite not 

being a craft project, the difficulty of making creatures 

through Genesis can be decreased with existing plans as 

normal. 



When the roll is complete, the creature is birthed, 

decanted, solidified, hatched, animated, or whatever word 

best describes the process of its completion. Just as with 

other mundane crafts, genesis (or necrotech) creations 

require no expenditure of experience points on the part of 

their creator, unless such a creature becomes part of a 

Background; a Familiar or Follower or Ally, in which case it 

is tied to them and costs experience points as normal for 

that Background. 

If creating a Familiar using this system, the creature should 

have a Genesis rating no more than three times its Familiar 

rating. A mundane crow-Familiar (albeit one with the 

unshakeable loyalty of a Familiar) is Genesis 3, and so 

would be Familiar 1 - a crow-Familiar rated at 2 would have 

three more dots of Genesis to play with, allowing increased 

traits and additional mutations, justified by thaumaturgical 

breeding, its link to the Exalt’s Essence, belonging to a 

divine bloodline, or Wyld-exposure. The abilities noted in 

the canon Familiar background are not available, though 

the exclusive communication can be bought for any 

Familiar as a one-point mental mutation, with the sense-

sharing acting as an upgrade costing two points. Familiars 

with the Enlightened Essence mutation can acquire Spirit 

Charms at a cost of six mutation points each. Such Charms 

must be appropriate to the Familiar’s nature, and can never 

be All-Encompassing. 

EVERY LIVING CREATURE THAT MOVES (CREATING A 

RACE) 

Creating a new species functions in the same way as 

creating a single creature, but in bulk; a creator can 

produce multiple examples of a single template for which 

she possesses existing plans with a single extended roll. 

Doing so increases the effective Genesis rating of the 

creature for the purpose of calculating the cumulative 

difficulty and Resources cost by (number of additional 

creatures x [Genesis rating ÷ 5]), rounded up. Therefore, 

creating eight Genesis 2 creatures would effectively be a 

Genesis 9 project for the purposes of cumulative difficulty 

and resources cost, while creating four Genesis 7 creatures 

would effectively be Genesis 15 for those purposes. 

SECRET OF THE OOZE (APPLYING MUTATIONS TO 
EXISTING CHARACTERS) 

Another way to use Genesis is to apply physical mutations 

to an existing creature. Whether adding wings to a horse, 

hooves to a bird, or a drooling carnivorous maw to a bonsai 

tree, applying mutations requires a subject who is either 

willing, or restrained for the duration of the operation. A 

genesis operation requires exceptional Medicine tools or a 

fine Medicine workshop, as well as raw materials with a 

Resources value of (M - 1), to a minimum of 1 and a 

maximum of 5. Such an operation can take many forms; 

one genitor might take to a patient with thaumaturgically-

infused scalpels and syringes, while a less sophiscated 

practitioner might daub the ritually tattooed 

shoulderblades of a subject in gooseblood and have him 

consume nothing but quills and egg-whites. Floaty tubes of 

indeterminate liquid were a common element in the First 

Age. 

Whatever its form, this kind of Genesis operation is an 

extended roll with an interval of (M) days, a difficulty of (M 

+ 3), a cumulative difficulty of (M x 5) and a dice pool of 

(Intelligence + Medicine). Although multiple mutations can 

be applied with a single operation (with their costs 

combining to form M for the purposes of the operation), 

the maximum cost of mutations that can be applied in a 

single operation is equal to the genitor’s (Occult +1). 

Negative mutations reduce the total cost of these 

mutations for the purposes of determining difficulty, but 

count toward the total cost for the purposes of determining 

cumulative difficulty, intervals, and how many mutations 

can be applied in a single operation. 

The creature suffers (M) unsoakable dice of lethal damage 

at every interval, making death mid-operation a very real 

risk; this is effectively internal surgery, and carries all those 

risks (Exalted, pp. 137), whether through the patient 

bleeding out on the slab, or having feathers grow into the 

lining of the stomach. 

As such, pausing the operation to administer medical aid 

(or simply go back to the biothaumaturgic drawing board) is 

not unusual. The genitor may put the operation on hold 

mid-interval, though he loses one of his accumulated 

successes for every day (past the first in a given interval) 

that he is not actively working on the operation. The 

creature is not treated as being at rest for the purposes of 

healing while it is being worked on. A genitor with access to 

an appropriate workshop (i.e. a surgery or actual genesis-



lab) can double the length of the interval to reduce the 

difficulty of the roll by one. 

Once the operation is complete, the mutations fully 

manifest (or set in, or become functional) over the next (M) 

days, at a rate of one mutation point per day. As 

permanent mutations, they cost experience points, paid as 

a Training effect. Physical mutations applied through 

Genesis carry the Natural keyword. 

MY DAD’S DENIM TROUSERS (INHERITING 

MUTATIONS) 

By default, all permanent mutations can be passed on to a 

creature's offspring, regardless of their source; this is the 

foundation of the mutant tribes produced by demesnes 

and marches. So long as two creatures share a common 

ancestor, they can breed (and even such loose distinctions 

are removed by the Wyld); a cat that has developed an 

octopus-beak and a tentacle-tail can breed perfectly well 

with an ordinary moggy. Generally, the Storyteller should 

combine the total points of mutations possessed by both 

parents, and then divide this total by two (rounded up) to 

determine the child's mutation points; in the cat example 

given earlier, the kitten might have an octopus beak, but 

lack a tentacle tail; with a few more generations, the 

mutations might be almost entirely bred out. 

This is only a guideline, however; Storytellers should feel 

free to dictate different terms of inheritance as they please, 

excluding certain mutations or sources of mutation from 

being inherited, allowing children with "all the strengths, 

and none of the weaknesses", or producing consequences 

for inbreeding with heretofore-unseen negative mutations. 

The obvious exception to the "all mutations are 

inheritable" rule is for mutations that are not actually 

mutations, but simply used to represent different effects; 

amputated limbs, addictions, prosthetics, enlightenment, 

trauma (physical or otherwise), or learned skills such as 

improved memory. 

For reference, here are a few examples of how engineered 

races, beastmen, or mutant tribes of the Age of Sorrows 

would be built in character creation: 

Air People: Enhanced Sight (1), Flier (4), Glider (4), Fragile (-

3) = 4bp 

Dune People: Albino (0), Night Vision (2), Sunlight Allergy (-

1), Sunlight Sensitivity (-1) = 0bp 

Earth People: Lethal Light Attack (2), Slate Skin (0), Superior 

Soak (2), Wall-Crawler (2) = 4bp 

Sea People: Natural Swimmer (4), Water Breather (2) = 4bp 

Tree Folk: Ambidexterity (1), Green Skin (0), Omnidexterity 

(2) = 2bp 

Djala: Ambidextrous (1), Longevity (3), Spotted Skin (0), 

Small (-1) = 2bp 

Arczeckhi: Enhanced Hearing (1), Fast Running (1), Forest 

Native (1), Lethal Attacks (3), Night Vision (2), Lacking 

Compassion (-1), Personal Detachment (-1) = 4bp 

Snakemen: Desert or Forest Native (1), Enhanced Smell (1), 

Lethal Clinch (2), Natural Armour (1), Cold Sensitivity (-2) = 

2bp 

EVEN GOD HAS A SENSE OF HUMOUR (FURTHER 

MUTATIONS) 

Again, the list of mutations above is not comprehensive, 

and likely never can be; if a player or Storyteller requires an 

effect in their mutations that is not catered for above, or 

needs to be more specific, they should feel free to create 

their own mutations, using the guidelines provided. On the 

other end of the scale, if Storytellers feel their players are 

abusing the intent of this system, they are encouraged to 

find ways to trip them up with the logical holes in their 

creations, or else simply put their foot down and ban 

certain combinations; all efforts have been made to keep 

the system balanced, but the ingeniousness of gamers 

knows no boundaries. 

The Genesis system written with thanks to Dustin Shampel, 

who wrote the original necrotech mechanics it pillages so 

heavily from.

  



THE WHISPERS OF LUNA 

The Commentary of the Developers 

TERRIFYING ARGENT WITCHES - AN 

OVERVIEW (EARTHSCORPION) 

4uk4ata wrote: I wouldn't mind trying out some of 

the things proposed by Earthscorpion, but I can't 

shake the feeling that the "definitions" of attributes 

limit them somewhat, and by doing so narrow the 

feeling of what lunar powers should be. 

EarthScorpion’s reply: Damn straight. Yes, the well-

intended "but Lunars should be flexible" idea is 

something I believe is fundamentally a terrible thing 

for the splat, because "flexibility" just results in 

worse-than-Solar Charms. I fully intend to corset the 

splat with these statements; they are the trimming 

blade shaping the bonsai tree. I certainly want 

narrowed Lunar powers, which make them into 

Dionysian witch-kings ruling with silver claws over 

the kingdom they love, freakish shining horrors who 

let you stab them and then their body eats your arm, 

and alluring-yet-dangerous tricksters who cheat you 

out of everything and then use the wealth to bribe 

someone else into doing what they want. 

Notice how that means of the Social Charms, the 

Appearance ones are largely self-focussed, the 

Charisma ones work best when working at the scale 

of things you personally care about, and the 

Manipulation ones mandate give and take and 

having to pay a price to get effects. Look what that 

produces. Lunars who will never ever be as good at 

controlling large scale societies as Solars because 

they can't personally care about everyone in them 

and they can't just tell people what to do, they have 

to offer them something they want. And in return, 

they get to persuade the rocks to reshape 

themselves into structures and a perfect from the 

terrain moving to protect them, but, importantly, 

they could never have built the First Age, and large 

teams of Dragonblooded are better at building large 

scale societies. Their physical Charms don't make 

them shining heroes; they make them cheats (who 

have a tree encouraging them to be hit and run 

snipers), who brute-force problems (and not just 

physical problems; they scare a village into 

submission) and who change to fit in with new 

circumstances (and who make men and beasts into 

monsters who are better suited for their new 

circumstances). Their mental Charms come with a 

cost of learning to be mad and inhuman and don't 

make them conventional crafters or builders (though 

they can reshape terrain and make monsters); 

they're the Dionysian witch in the woods, not the 

Apollonian priest in his temple. 

They are the monsters of the Incarnate Exalted, the 

scouts and the terrorists, the outriders who left 

Lintha children nailed to their ships in the night for 

their parents to find the morning before battle and 

the witch-kings who lead corrupted devas against 

their masters. They infest, they devour, they bribe 

and they steal. And they are all of that because they 

are the Chosen of Luna, and they exist in her image. 

... 

So, yes, I certainly intend to limit Lunars with this. 

And because I limited them and systematically chose 

a set up where they're not good with infrastructure 

and can wreck it much better than they can build, 

where they can inspire small groups but are better at 

bribing or scaring larger ones, where their Charms 

violate the precepts of society... because I imposed 

limitations at the conceptual level rather than the 

individual Charm level... it means their individual 

Charms can be Solaroid-level, and one against one a 

Lunar is a match for an equal XP Solar as long as they 

act within their themes - and the setting holds 

together with this version of Lunars. 

HOW LUNARS GET CAKE 

(EARTHSCORPION) 



Full Moons break into the sanctum of the local god 

of baking, and intimidate them into making a cake 

for them. After the first cake does not live up to their 

standards, they beat up the least god of the new 

cake until it improves itself. 

Full Moons steal your cake, sneaking into your house 

in the dead of night garbed in midnight. It tastes 

even better than it did before, because your rage at 

the person who stole your cake is delightfully 

piquent. 

Full Moons engage in a long term plan to mutate the 

local animals so the cows (now with bee-like traits) 

produce honey, the wild grains grow to the height of 

trees, and milk can be tapped from trees. Their plan 

to have their people be able to eat cake every day 

from the bounty of nature is ruined by the Realm 

demolishing the forest to make a new jade mine. 

House Cynis also steals the cows. The Lunar swears 

his vengeance, especially when he finds out what 

House Cynis is doing with the honey-cows. 

Changing Moons open their hearts, and tell the birds 

of the sky and the animals of the land and the fish of 

the waters to bring them their heart's desire, which 

is cake. There then follows a Disney sequence as 

animals are brought together to work in harmony to 

make cake, birds plucking wild grass seeds before 

they are crushed by herbs into flour, and so on. The 

cake does require animal hair to be picked out of it. 

Changing Moons find a baker, and temporarily trade 

their skill in the bedroom for the baker's ability to 

bake. While the baker heads home to his husband, 

the Lunar makes a cake, and mixes her own blood 

into the mix, which means that people who choose 

to eat it are ensnared in a binding contract where 

they are obliged to enjoy the cake no matter what it 

actually tastes like. 

Changing Moons cut off their own face, and steal 

forty cakes from the town while invisible. They then 

take the best bits from all the forty cakes, leaving 

thirty-nine terrible cakes, and one uber-cake. They 

then eat the uber-cake, and enjoy it so much, they 

give the baker good dreams. 

New Moons find some random edible material, and 

willfully hallucinate it is the best cake they have ever 

had. Yes, external observers may say that it's just a 

dead rat, but it tastes like cake, looks like cake, 

smells and feels and has the texture of cake, and 

even has all the calories and nutrients of cake. So, 

frankly, reality can go jog off while they enjoy their 

cake. 

New Moons find a loaf of bread, and stare through it 

into the Beyond, finding the cake it could-have-been 

had the baker chosen to make cake instead. They 

then pull the cake into the place of the bread, and 

cast the bread out of reality. The cake tastes of 

purplish-green and smells of morning sunsets, and 

mortals who eat it catch sight of impossible horrors. 

Oramus asks for a second serving. 

New Moons find a merchant prince who sells cake, 

and demand it of him. If he refuses to give it to 

them, they infect him with madness-causing 

parasites and destroy half his wealth via a sequence 

of nonsensical minor acts which hit critical 

weaknesses in his business model. She repeats this 

until he gives her cake. 

CASTE DIFFERENCES (EARTHSCORPION) 

Isator Levi wrote: This, mind, is why we really need a 

good sense of what kinds of people become each of 

the Lunar Castes. 

Not what the Castes do, just what kinds of people 

become them. 

(I mean this as something that ideally should 

reinforce your characterisations, rather than 

undermine them) 

EarthScorpion’s reply: The mental "checklist" I've 

been provisionally using is that Full Moons are 

superhero-type personalities, stripped of the 

protagonistic-centric nature of the medium, and 

tend to be pretty goal-focussed, Changing Moons are 

the sort of people who when they have a belief, hold 

onto it (which doesn't mean they're high Conviction; 

they can just as well flit between beliefs), and New 



Moons are the people who are always half a step 

outside society, the kind of people who take a step 

back from the world as to get a better look at things. 

Hence, Smoke-and-Honey is a Changing Moon for all 

her violence and Dex Charms because she's so very 

goal-focussed; she has her belief, she has the things 

she cares about, and she will not stop. Ma Ha Suchi 

is the same phenomenon, and so is Nekaay, for that 

matter. You can see the same "edge of outsider who 

steps back" in both Amandetha and Raksi. And 

Koworai and Snowy are both... okay, they're both 

kind of superhero types, so maybe that's a bit more 

shallow. 

EXALTATION CRITERIA (EARTHSCORPION) 

This, incidentally, shows the Exaltation criteria of the 

Terrifying Argent Witches. 

Specifically, they are people who choose to change. 

Faced with adversity, faced with opportunity, faced 

with a threat... they're people who cease being what 

they are and what their culture wants them to be 

because what they are gets in the way of their way. 

Nekay Pai abandoned her gods and went to the dead 

because if the dead could tempt the living, she 

reasoned they had something worth getting. Lunars 

are warriors who discard their honour and their lord 

to seek revenge, and barbarians who break their 

taboos to survive. They are aristocrats who fall in 

love with their rivals and cease to hate the Capulets 

because they love Juliet. They are immaculate monks 

who no longer believe, and former members of Solar 

brainwashed cults who cast aside the indoctrination 

because they really, really want to not be used as 

cannon fodder again. 

Often, that means they Exalt having survived 

situations, but the specific "button" is their choice to 

change. You won't Exalt as a Lunar for surviving the 

fiercest snow-storm in your tribe's history, but you 

will if you did so by cutting down a tree sacred to 

your people and burning it. 

And yes, it does mean that "it was said that 

goddesses bathed in this pool, and no man should 

dare to watch them. Well, I did it anyway," is a valid 

Exaltation reason for a Lunar. And is one of the ones 

which is probably disproportionately likely to get you 

personal attention from Luna, because... sigh, oh 

Luna. Leave those goddesses alone. 

USING (AND BEING USED BY) THE 

TERRIFYING ARGENT ELDERS 

(EARTHSCORPION) 

     There's kind of two settings; "Silver Pact" games, 

and "Guanxi" games. 

    The Deliberative-elders are wicked old men and 

women who may once have had a point and a plan, 

but... you can't do the things they've done for a 

thousand years and remain anywhere near heroic, 

and the ones among them who took risks are long 

dead. So they're old, cautious monsters who might 

value you as assets, but whose goals are really pretty 

awful and even if they can be damn persuasive, 

when away from them and their Warden-keyworded 

Charms and doing their messy work, players will 

likely rebel. A Silver Pact game has a lot in common 

with an Abyssals game in that way; the Silver Pact 

Deliberative-elders and those other elders who 

stayed with them are sick fuckers and fanatics who 

are just using you for horrific goals and they 

probably want (in the long run) everyone you know 

and love from your pre-Exaltation life to suffer as 

they smash infrastructure and break the world 

down. A game where they're heavily involved is 

indeed one where they're evil old monsters who'll 

attack what you love (collateral damage), try to draw 

you into a war you don't care about, and poison your 

connections with just their presence (you were 

getting on fine with the elemental courts, until they 

interfered and replaced the leader with a prayer-

fattened militant). 

    But there are few enough of them around, and 

they're geographically limited enough that they're 

not going to be everywhere... especially in areas 

where the Shogunate-era ones who hold grudges are 

strong... that this is by no means the default. 



    That is deliberately in contrast to the 

Shogunate/Realm-elder backing (or no mentor) 

game, which is... well, rather more "neo-feudal", so 

to speak. In that kind of set-up, you'll probably have 

a Shogunate-elder as a mentor-patron. They'll have 

influence and control over a fair area, and they'll ask 

for your aid in their projects in return for them 

helping you. They'll have the upper hand, because 

they have more that they can offer to get your help 

while at first you'll just have your labour, but given 

time, you'll get bargaining chips too. This kind of 

Lunar set up is a lot more "give and take" for both 

parties, and it's sort of much more the default as I 

see it. Lunar society is a loose set up of guanxi and 

promises and favours owed and trading. Malachi 

loaned you the service of the Weaver of Voices 

because you can't summon 2nd Circles so you pay it 

off by paying off one of his debts by killing a 

merchant prince in Nexus and you take advantage of 

that to steal his position in the Guild, and so in-debt 

another young Lunar to you by using your new 

contacts to bring food supplies to the mortals of the 

area he comes from, and in return you ask that he 

recover a data-print of a First Age wonder from a 

Lookshyian dig which you're going to give to Raksi in 

return for her tutoring aid to allow you to learn 

Labyrinth Circle Necromancy. 

    And these kind of favour grids make up more than 

Lunars; they're not some kind of special "Silver 

Network". They're just how Lunar Charms (especially 

Manipulation) + Lunar "we see each other 

sometimes, and don't have very close meetings" end 

up working out. There's like a loose chain of contacts 

between clusters of Lunars. Much like Discword 

witches, Lunars aren't very social (not like DBs, say), 

but they like to keep in track of the others in the 

area... not least because that means that if you really 

need help, you're not totally on your own. Indeed, I 

took Discworld witches as a deliberate inspiration for 

"mainstream" Lunar "society", because that kind of 

loose set-up just works for them.  

 

LIMITATION ALLOWS FOR GREATER 

CREATIVITY (ALEPH) 

... well, I suppose I'm "the" EarthScorpion Lunar, in 

that ES would probably never have done this were it 

not for me bugging him to let me play a Dionysian 

witch-king Alex Mercer (who, ironically, I didn't end 

up making due to the character concept undergoing 

several radical shifts). So I guess I might as well say 

my piece. 

Obviously, I love the themes. And here's the thing, as 

others have said, I think that limitations 

fundamentally allow for a greater creativity and 

spread of ideas and slew of possibilities. It's 

something I know about from writing; a blank page 

with "I dunno, write something cool and action-y" is 

far harder to write for, and generally far less 

interesting than, a blank page with "write me an 

action-horror scene in the bowels of a living 

labyrinth, fighting warped once-human monsters 

with 22nd-century weapons". I can come up with 

loads more ideas for the latter, taking "living 

labyrinth" in different ways (plant, single huge 

creature, millions of smaller ones, still-living animal 

organs used as building materials) or coming up with 

different ways the once-humans look like (need I 

begin?) or... you get the picture. Constraints don't 

stifle creativity, they make it explode - heck, we can 

see this on the map! All a constraint basically does is 

give you a hint, a plot hook, something to start from. 

A "Scorpion Empire" that you can take as already 

there, and then build into anything you like. I have 

love for constraints. Constraints rock. And weird 

constraints like this make for creative, evocative, 

unnerving and amazing Lunars, whereas the fairly 

vague and unlimited themes they have in canon 

render them - at least in my opinion - pretty bland 

and boring. 

Second, re: forcing. While the themes do have a very 

"witch-king" bent, my Heaven's Reach Lunar 

character, who has inspired many of them, is a 

somewhat tsundere, incredibly naive and fairly 

friendly religious preacher who really believes in her 

almost-certainly-false religion and seeks to spread it 



to the heathen masses, and who doubles as a sniper 

when things get violent. She uses - or will use - a lot 

of ES Lunar Charms, but there's nothing strongly 

Dionysian about her. Certainly no more than a 

Modern setting Solar Olympic athlete who soars to 

world fame for his incredible athletic skill could be 

described as a god-king. So while that's only one 

character, I don't really think that it forces you into 

any more of a mould than Sidereals or Alchemicals 

do. 

Thirdly, ES has mentioned this, but I do like how his 

constraints allow me to actually play at a pretty 

decent Celestial level. No more of Lunar Charms 

being nerfed until they are - as far as my 

understanding goes - almost useless in most 

situations so that they won't outshadow Solars. No, 

this allows Lunars to operate at a near-Solar level 

and present a very real threat to a Solar for similar 

experience investment, simply because there are 

some places their Charmsets do not go. They can't 

empire-build or rule civilisations through magical 

power, not because their magic sucks, but because 

they just don't have Charmtech for it in the way that 

Solars or even Dragonblooded do with Bureaucracy 

Charms. It keeps the First Age and the way it fell 

without Solars as something that makes sense, 

because Lunars can't build or maintain empires like 

that, they can only really break them. 

And lastly, I do love the thematic role it gives the 

Lunars. I love the way they parallel the Solars - I'm 

personally not a fan of Solar Bond, and would prefer 

it be something the Lunar did, rooting their identity 

in something - be it god, country, Solar, mortal, 

whatever - for various rewards, not the least of them 

being a buffer against losing their sense of self and 

going Chimera. Obviously, Solars are good for this 

due to the twin facets of being a) damn near 

immortal and b) unshakably strong and human 

anchors (anchoring your identity in another Lunar, 

by contrast, would be using another shifting 

amorphous Beyond-horror as the foundation of your 

sanity, which... might not be a good idea). But with 

or without that, this paradigm makes them alien 

reflections of the Solar Exalted, witch-kings to their 

god-kings. Their shadows, their knives in the dark, 

who treat with the raksha on their own terms as an 

alternative to the golden hammer of the Solars, 

granting them concessions in return for influence 

over their actions. Who trick and bedazzle and foul 

the plans of the Primordials and their deva armies. 

Who see the things that even the Solars can't, as 

they are of the world and the Lunars are not, 

entirely. Who act, in other words, rather like Luna 

does to Sol (including stabbing Laashe-alikes in the 

back just when they think they've won, because 

Lunars do not play fair). 

And I love the way it makes them world-wanderers, 

with as many of them scattered over Malfeas, Yu 

Shan and the Underworld as the Wyld. I love the way 

it allows you to play the mystic shamen, who knows 

forbidden things and sees the shape of things she 

cannot know by observing the mad tides of the 

Beyond. I love the way it lets you play the beguiling 

selkie, or the man who wears a thousand faces but 

has none of his own, understanding that all shapes 

are the same to him and that he has no true form. I 

love the way that it lets you fight in ways other than 

"LUNAR SMASH", encouraging you to use trickery 

and deceit and to never, ever stop changing and 

adapting and evolving. I love the way it rewards you 

for being like Luna - a mad, brilliant shoggoth-

goddess who tricks and deceives and confuses, 

changing her Motivation - the single driving force of 

her personality - on a whim. 

To sum up, the three major complaints as I see them 

are that the thematics limit you in Charm-writing, 

that the thematics limit you in character-concept, 

and that the thematics are simply not the right ones 

for the Lunar Exalted. Well, I don't believe they limit 

you in Charm-writing; rather, they act like the stable 

in Narnia which is bigger on the inside, allowing 

whole worlds of fantastic, surreal magic to exist 

within them. I don't think they limit you in character-

concept - they encourage and reward you for acting 

in certain ways, sure, but so do large parts of the 

Solar Charmset, and it's fairly easy to make ones that 

don't follow the trend. Your powers are weird, yes, 

but Infernal Charms are freaky as hell, and it doesn't 



stop you making almost-Solar character concepts 

with them. And... well, if you don't like the 

thematics, I guess that's not something I can argue 

against. But I do think that they fit Luna herself 

extremely well, and the Charms of the various other 

splats do very much show the influences of their 

patron. This paradigm allows Lunars, like Luna 

herself, to be something that can make even a fairly 

inhuman Infernal a bit creeped out, and to pick and 

choose abilities from wonderful microcosms of the 

many different alien aspects of the Incarnae of the 

Moon. 

So. Uh. Wow. That's quite a lot, there. More than I 

was expecting to write, certainly. To sum up my 

summation, I like this paradigm a lot (unsurprisingly, 

having inspired half the Charms that ES has done for 

it in one form or another). I don't agree with the 

arguments that others have made against it, and I 

think it works well in giving the Lunars a "feel" and a 

spread of roles to play. And hopefully, provided ES 

doesn't lose interest for any reason, we'll see more 

of it as time goes on! ^_^ 

NINE CHARACTER CONCEPTS EACH 

DEFINED BY ONE ATTRIBUTE (ALEPH) 

Okay. Well, nothing really makes either Infernals or 

Lunars inherently destructive pyschos. You can give 

them the same ultimate goals as Solars, and while 

they will go about them in different ways, they will 

still be (for instance) fighting against slavery or 

restoring a town's historic stature and importance in 

the region. So. Hmm. How about I try to take each 

Attribute and describe a character who might use 

those Charms a lot (though of course they won't use 

only those Charms), as an example of how you can 

have a fairly non-monstrous and interesting OC for 

characters to interact with while still using this 

paradigm. Here goes: 

Strength: Khealon Sa has a problem with gods. 

Specifically, those that make themselves a problem. 

His home city on the slopes of the Summer 

Mountains paid exorbitant tribute to the local river 

gods for the life-giving water they needed to survive. 

When Khealon spoke up against the extortion, he 

was banished, and almost died of thirst before 

Exalting. Now, with the unstoppable force granted to 

him by the Bloody Huntress, he crushes such divine, 

tyrannical despots before they can ruin other lives. 

His methods may be crude but they are certainly 

effective, and after a few brutal demonstrations of 

his might, the terrified local deities have slunk 

grudgingly back to their proper roles, leaving him 

free to move outward in search of fresh targets. 

Dexterity: Grey Jackal is a young Exalt, but one who 

is swiftly making a name for himself in the South-

western oceans. He Exalted after surviving a Lintha 

attack, left clinging to a barrel after the demonic 

pirates sunk the trading vessel he was on. After 

nearly four days at sea, surviving on what paltry 

rations he was able to salvage from the wreck before 

being borne away on the currents, he was near 

death and hallucinating vividly. The Fickle Lady came 

to him then, and Exalted him. Now he takes the form 

of fish and bird alike to navigate the seas, and rains 

deadly missiles down upon Lintha ships from far 

beyond their range. Already, their raids are being 

driven away from his hunting grounds near the 

bottom of Wavecrest as captains refuse to venture 

into territory that leaves the mutilated corpses of 

night watchmen scattered across their decks, or 

sparks apparent in-fighting and betrayal amongst 

their crews. 

Stamina: The laughing man who calls himself 

Tempest roams the Eastern Bordermarches freely. 

He knows the Wyld of old, and claims a different age 

and origin every time he is asked. He is well known 

amongst the tribes and towns near the Wyld for 

bringing impossible wonders to trade with, chuckling 

and joking with the elders and ruffling the children's 

hair before taking the sack he carries - made from 

the opalescent skin of some unknown beast - and 

striding away with a spring to his step and a gleam in 

his eye. He shifts his form as easily as his footing 

when threatened, twisting his flesh to adapt to 

whatever situation he finds himself in with an ease 

that insults his enemies as much as his ever-present 

cheer. Sometimes he shifts others, too, turning 



plagues into mere stomach bugs or twisting the stub 

of a lost arm or ruined eye into new and healthy 

growth - though such limbs and organs rarely match 

the colour and race of those they are bestowed 

upon. Still, there are many who owe their lives to 

Tempest, and many more who would defend him if 

he was threatened or ill-spoken of. 

Charisma: Snow Feather knows her path. When she 

came back to her tribe's smoke lodge after a hunt to 

find it annihilated by the Concussive Essence Cannon 

of the nearby Terrestrial-ruled city, she thought 

herself doomed. But she struck out for the next-

nearest smoke lodge anyway, determined not to 

fade away without a struggle. The White Navigator 

came to her then, and told her of her destiny - to 

induct others into the beauty and worship of Luna. 

She rose with calm certainty, and walked away from 

that place, to spread the word of divine truth. Her 

impassioned speeches have swayed many more to 

the worship of her goddess, and she has found 

herself able to bend even the matter of Creation 

itself to aid her. Surely, with such transcendent faith, 

nothing can stand against her. 

Manipulation: Deals and bargains, pacts and 

contracts. These are the children of Fireth Kinheld, 

and he nurtures them carefully. The people of 

Stonehalt have benefited much from his services, for 

he has bought fruitful harvests with blood, peace 

and order with time and safety with effort. The city 

blooms, unaware of the debt it has amassed in his 

favour, and while he has yet to call it in, it will not be 

long before he begins to ask for favours in return. His 

spider-like bloodchildren bring him news and gossip 

from far and wide, and he puts that information to 

use in completing his part of the agreement with 

Stonehalt. They bring him more than just 

information, too, and some of the trinkets they have 

taken for him are put to uses that perhaps 

Stonehalt's citizens are better off not knowing. 

Appearance: Sable Destiny is a mystery, a whisper, a 

rumour that runs through the streets of Lookshy. 

Citizens murmur of a ghost, or a spirit, or perhaps 

something stranger still, who appears in a swirl of 

dark silk and vanishes just as quickly into the night. 

Acts of charity and retribution alike are attributed to 

the dark shadow, with no apparent pattern 

connecting them other than the wisps of dark silk 

left behind at every scene. They say that Sable 

Destiny walks the streets by day, and that anyone 

you pass could be the enigmatic being - and that 

kindness or cruelty visited upon them will be 

returned tenfold three nights hence. None can agree 

on who or what he or she is, for every description is 

different. Some have claimed Sable to be an 

elemental, a Child of the Dragons - even a disguise of 

Tien Yu herself. Few suspect the truth, for what 

Anathema would be mad enough to hide in the city 

of the Seventh Legion itself? The Lunar's goals are 

unclear and their methods mysterious, and they 

have yet to be found by the authorities despite 

considerable efforts to track them down, but their 

actions grow ever more blatant, and soon their plan 

will reach its conclusion. 

Perception: Who would ask wisdom of Slaking 

Malachite? Not the fearful, that is for sure. Her 

nature may be kind (though firm), but her 

appearance is often shocking to those unprepared 

for it. Dark eyes ring her stony head, and great 

pointed ears twitch and angle towards even the 

tiniest sound. Nothing escapes the notice of the wise 

woman of Semaltire, and even that which goes 

unsaid rings clearly in her ears. She walks the wild 

places, gathering knowledge that has been forgotten 

or concealed, and shares it freely with those who 

gather the courage to talk with her. Most come away 

from such conversations shaken, but with much to 

think about and a confidence in themselves that they 

did not possess before. 

 

Intelligence: Elira Rjordsdottir is known by some as 

the Witch of Alahi. She has laid claim to an island just 

off the Violet Coast, and is restoring it to the level of 

the Shogunate bit by painful bit. She uses Sorcery 

and Necromancy to tackle the insane volcano gods 

of the central regions, and to contain the Wyld zones 

that have sprung up there with iron butcher birds 

that stand as deadly sentinels. Under her ditzy 

exterior lurks a mind that is cold, vast and 



calculating, often split into two or three fragments to 

work on her plans and projects. She has cajoled and 

convinced the gods and tribal leaders of the island to 

support her, each of them thinking her goals are best 

aligned with their own, and she speaks to those she 

deals with in their own language, as fluently as they 

do themselves. 

Wits: With a secretive smile and a calculating gleam 

in her eye, Eshe Veilsinger slips through the South-

eastern jungles as an ocelot with a hide of sunlight 

and shadows. She is known to the oligarchies there - 

they, after all, were the ones who birthed her. But 

that was long ago, and the war that she has fought 

with them since rebelling against their way of life 

and running away is entering its second century. 

Their once-mighty stocks of magitech are long-since 

ruined, reduced to nothing more than scrap metal by 

a soft touch and a brush of silver Essence. The 

oligarchs toss and turn in their palaces over the 

doubts and poisoned words that they are beset by, 

and many have given up the barbaric wars and 

sacrificial rites that she so despises. Some, though, 

are stubbornly holding on, and Eshe is content to 

quietly target their weak points and vulnerabilities 

with her stiletto daggers and gleaming claws until 

they too fall. 

Hope that helps. 

YOU HAVE TWO COWS, ARGENT WITCH 

STYLE (ALEPH) 

A Full Moon has two cows. He beats the crap out of 

them until they start producing twice as much milk 

in fear of him, and then punches the least gods of 

the milk into making it the best damn milk in the 

region. Then he takes it to the marketplace and 

shouts at people until they pay him twice the going 

rate for it. 

A Full Moon has two cows. They seem strangely 

productive. He sells ten times the amount of milk 

that two cows should be able to produce, while all of 

the farmers who live near him find that their own 

milk disappears in the night. When they form a 

vengeful mob and come to kill him, he quickly puts 

one of the cows inside the other, puts that one in his 

pocket, and ducks out through a convenient shadow. 

Then he makes off with the rest of the farmers' milk 

while they're searching his farmhouse for him. 

A Full Moon has two cows. He mutates one of them 

into a cow-manatee so that it can swim in the sea 

and eat krill, and the other into a winged cowagus 

that soars through the air on magnificent wings and 

forages from the treetops. He also mutates their 

udders such that they can produce caramel milk, 

chocolate milkshake, milk with honey, milk with 

cinnamon, banana smoothie and vodka. 

A Changing Moon has two cows. She loves them very 

much. They milk themselves, are capable of speech, 

and help her do the household chores every morning 

and evening. The woods they live in bring them 

delicious food and drink whenever they get hungry, 

and the birds and beasts of the forest take their milk 

to market and sell it for her. 

A Changing Moon has two cows. By feeding them 

her own blood, she gets them to produce milk with 

rare and magical properties. She gives it to people in 

return for favours to be payed back to her in the 

future. Due to a number of bargains, deals, contracts 

and favours she has made, she is owed 248 more 

cows by various people. She is willing to allow them 

to keep their cows for now, though. As long as 

they're willing to pay her back for it. 

A Changing Moon has two cows. She approaches 

them in the form of a cow, and they treat her like 

one of their own. They dream of being milked every 

night, and their udders are empty by morning. Those 

who watch them as they sleep are mystified, for 

nobody approaches them the whole night long. 

A New Moon has two cows. The cows are platypi. 

They are also polar bears. They are also beetles, and 

algae, and everything other than cows. Their milk is 

the colour of C flat, and tastes like melancholy, and 

bubbles in an alarming manner. It also has a 

distressing tendency to dissolve the milk bottle. 

Drinking it allows you to see possible ways that 



events of the past never occurred, and drives 

mortals who try it insane. 

A New Moon has two cows. They live in the world 

made of her love for them, and their milk is 

delicious. Other people seem to think that they're 

rats, or that their milk tastes terrible, but it's clear to 

her that such people are just delusional. She's 

thinking of getting some more cows, but isn't sure 

where she should get them from. That rock pool 

over there will probably have some. 

A New Moon has two cows. He knows all their flaws 

and weaknesses, and the very farmyard itself carries 

their private conversations to him. With honeyed 

words and poisoned insinuations, he turns them 

against one another to waste their energies 

bickering and competing to produce more milk than 

the other. If ever they realise how he has tricked 

them and set aside their differences to rebel, they 

will die from his subtle poisons. 

ATTRIBUTE THEMES (REVLID) 

Dex Davican wrote: I've paid very little attention to 

recent homebrew on the forum, but I'm curious (in 

part because I recently made a thread altering the 

Lunar Castes). Where should I begin reading about 

this paradigm, in order to gain an educated opinion? 

Revlid’s Reply: The idea is that each Lunar Attribute 

should be expressed through a particular statement, 

which should (along with the more general 

understanding of that Attribute, and basic Lunar 

themes) color any Charms belonging to that 

Attribute. The statements are as below: 

Strength is "Violence solves problems". Strength 

allows both conceptual and literal applications of 

brute force and violence. It is often filtered through 

aesthetic of the more violent superheroes. Examples 

include causing supernatural fear in those who see 

you punch someone's head off, or squeezing 

someone you're grappling until they mutate. 

Dexterity: "Nothing is cheating if you win". Dexterity 

focuses on precision and dishonesty. It is often 

filtered through the aesthetic of shadows and the 

moonlit night. Examples include swapping one item 

for another through perfect sleight of hand, or 

stapling your flaring anima to some other poor 

schmuck. 

Stamina: "Stasis is death". Stamina allows the Lunar 

to change in order to survive (or force others to do 

so). It is often filtered through the aesthetic of body-

horror. Examples include growing temporary natural 

armour in response to a new threat, or acquiring 

mutations rather than suffering Shaping effects. 

Charisma: "Creation longs to be commanded by one 

who feels". Charisma can be applied to the world 

itself, as much as people, and reflects the Lunar's 

own emotional concerns. It is often filtered through 

an aesthetic of living nature. Examples include 

altering the weather to suit your mood, or rendering 

intimacies inviolate through magical bonds. 

Manipulation: "Everything and everyone has a 

price". Manipulation allows the Lunar to uncover 

and apply leverage, generally through an exchange 

of some sort. It is often filtered through an aesthetic 

of blood. Examples include bribing the Wyld to take 

the form you desire, or learning someone's utmost 

desire. 

Appearance: "Seem to be anything, be nothing". 

Appearance teaches the Lunar that the more 

beautiful they become, the more their actual shape 

becomes irrelevant. It is often filtered through an 

aesthetic of dreams. Examples include shapeshifting 

into new forms more quickly, or rendering an object 

completely unidentifiable. 

Intelligence: "To change the world, change your own 

mind". Intelligence gives the Lunar the ability to 

meddle with her own brain, and thereby influence 

reality. It is often filtered through an aesthetic of 

data. Examples include producing persona-shards to 

plan away in your subconscious, or trading your 

understanding of one language for another. 

Perception: "To look beyond the normal opens your 

eyes forever". Perception can be applied to other's 

perceptions as much as the Lunar's own. It is often 



filtered through an aesthetic of Beyond. Examples 

include forcing others to ignore the sheer 

impossibility of your existence, or freezing 

everything within the light of your anima through 

quantum observation. 

Wits: "To topple an empire, kill an ant". Wits 

provides the Lunar with an understanding of weak 

spots and cascade effects. It is often filtered through 

an aesthetic of parasitism. Examples include 

instantly deducing an enemy's vulnerable spot, or 

infecting opponents with horrible wasting poisons. 

WRITING TAW CHARMS (REVLID) 

Spigot wrote: But how is your approach less narrow? 

Golden Demon wrote: Oh, I don't know, because the 

Charms a Lunar could develop for an Attribute are 

not limited to what can be philosophically 

extrapolated from a single axiom? 

Duh? 

 Spigot wrote: The way I see EarthScorpion's 

statements for the Attributes is as hooks to hang 

ideas off, rather than constraints. 

Fitter Happier wrote: Sure. 

And the thing is, I like EarthScorpion's paradigm, and 

I think it has produced very fruitful results, and that 

it's generally very good. 

I think it's just too... over-thought, perhaps? A little 

too pat? I dunno, I don't want to sound like I'm being 

terribly critical, because I think the work is good, but 

I have a certain amount of ambivalence toward it. 

It's cohesive, and strong, and I don't give a shit about 

2E's mechanics so I won't get into that, but it's not 

really something I'd necessarily use. So I am 

sympathetic to GD as well, because he's basically 

espousing my own design paradigm. 

It reminds me of one of the Abyssal themes threads 

from a while back, where lots of posters made very 

long and thoughtful posts about just what exactly 

made an Abyssal Charm thematic and I was kinda 

like, "uh, is it a kinda-sorta horrible effect that draws 

on the power of death? Then you're golden." 

Revlid’s Reply:  Just to clarify why I thanked this: 

Generally, this is how I write, too. 

What EarthScorpion's paradigm has been good at, 

for me, is inspiring new Charms based off my 

speculation on how you could interpret those 

statements, and taking more straightforward Charms 

and giving them cause for weird mechanical twists. "I 

instantly learn a new language" is a very obvious 

Intelligence effect - Solars and DBs both have it 

under Linguistics, Alchemicals probably have 

something similar - applied under "Change your own 

mind, change the world", it gets the twist of trading 

in a language you already know, which both allows 

the main Charm to be cheaper and allows an 

amusing repurchase. 

Note that if any Lunar book were to be released 

using these "statements" as guidelines for Charm 

design, they wouldn't be explicit. The Terrestrial 

book isn't explicit about how Craft is mostly about 

working with Earth and Occult should include lots of 

singing, etc. The Sidereal book isn't explicit about 

how each of its Abilities should work, we're left to 

puzzle it out ourselves based on the Charms we 

have. In such a Lunar book, these statements would 

occur more along the lines of readers noticing: 

"Hey, Lunar Strength includes non-literal applications 
of brute force, too. Cool." 
or 
"Lunar Perception seems to have a lot of crazy 
Beyond effects - I should probably use that in my 
homebrew." 
or 
"Lunar Appearance makes what you actually look 
like irrelevant. This is terrible, counter-intuitive 
design and I will complain about it on the forums." 

You could probably write similar statements for 

Sidereals or Terrestrials. I've tried, for the former! 

But for the most part, they come across as general 

weird tendencies in each Trait rather than artsy-

fartsy straightjackets for anyone wanting to write 



that splat. Even Solars have these, they're just pretty 

rare and often barely-noticeable. 

Those who argue against such weird tendencies are 

likely only doing so because they've been made 

explicit, and therefore seem far more restrictive than 

they actually are. The reason they've been made 

explicit here is that there isn't lots of Charms to base 

them off, so if EarthScorpion is trying to establish a 

new set-up, he might as well start by laying down 

foundations for it. I don't think he was trying to start 

(or provoke, for god's sake) a crusade in doing so. 

It's not a question of "my way or the high way" - or, 

for that matter, the moon-messiah coming to Earth. 

These are just fairly novel, cool ideas. Which are a 

scarcity for Lunars, one must admit. 

And for the record: Lunars as the "Animal Exalted" - 

as straightforward werebeasts with excellencies and 

animas - would be better than current Lunars. Lunars 

as the "Wyld Exalted" - as universally crazy, 

practically unplayable chimerae allied with the 

raksha - would be better than current Lunars. Lunars 

as the "Witch Exalted" - as weird, transmutative 

monsters of love - would be better than current 

Lunars. Lunars as the "Shoggoth Exalted" - as one 

huge blob of shifting intelligent moonsilver formed 

from 300 Lunar Exaltations fused in the Usurpation - 

would be better than current Lunars. 

Because we'd know what to do with them.

COMPILER NOTES 

This is a compilation I did of my own initiative, and thus I have no contact with the TAW developers beyond we 

tend to frequent the same corners of the internet. This is based off the Hub tread maintained by Imrix on the first 

the White Wolf Exalted forums, and later RPDOM. Therefore, if you find errors between there and here, let me 

know so I can fix them ASAP, and leave the devs alone! On that note, the following charms are not in the main 

charm section, and will not be added until the prerequisites have been updated for TAWs instead of canon Lunars. 

Feel free to update them as you see fit though! 

MANIPULATION 

MADNESS DECEIVED BY BLOOD 

Cost: 25m, 1wp, 1 lhl; Mins: Manipulation 5, Essence 
3;  
Type: Dramatic Action 
Keywords: Wyld, Shaping, Combo-OK, Obvious 
Duration: Instant 
Prerequisite Charms: Silver Coin Bargain 

Once upon a time, Luna stepped out into the Wyld, 

and opened up her veins, pouring out her blood onto 

the ground, which burned like argent fire, sweeping 

across the madness lands, before sinking into the 

earth. “If you can unmake my shape, you can have 

the world,” she said to the Wyld. Now, the Wyld was 

suspicious, it not being a fool, and told her that she 

clearly was tricking her, and this was just an illusion. 

“This is me. Can you not feel my blood within my 

veins? I give myself to you fully,” the Argent 

Madonna said, pointing at the ground, and the Wyld 

swept in, to twist and change her. But the ground, 

blessed by her blood, twisted and changed with the 

Wyld and yet remained the same. And so intent was 

the Wyld on the blood of Luna, sending the land into 

flux, that it could not focus on anything else; indeed, 

once it had accepted the gift of her blood, it was 

hers to toy with. The Chosen of the Moon smile 

when they hear this story, and do much the same. 

This Charm forces the Wyld to have less of a 

mutagenic effect on people within a single waypoint, 

at the cost of increased variability in the terrain, and 

allows the Lunar to influence the waypoint. 

Madness Deceived by Blood is an extended Dramatic 

Action, which affects a single waypoint. The dice 

pool used is the Lunar’s (Manipulation + 

Performance), as they must coax and trick the Wyld 

with sacrifices of their blood into taking the forms 



they wish. The activation cost of this Charm must be 

paid for each roll, rather than just at the start. Each 

roll takes 8 hours, or 4 hours during the hours of 

darkness. This roll has a base difficulty of 1 in regions 

of Pure Chaos, 3 in the Deep Wyld, 5 in the 

Middlemarches, and 8 in the Bordermarches of the 

Wyld. However, in the Boardermarches, nothing that 

requires more than 3 successes may be created, for 

too much of the solidity of Creation infuses those 

places. 

The Lunar may spend accumulated successes at any 

point to influence the Wyld. This functions as 

follows; 

Blood Binding: This must be carried out before any 

other change can occur. The Lunar binds her blood 

into the land, focusing the Wyld energies into the 

terrain and gaining some control over it, and so 

sparing people who enter this waypoint. This costs a 

number of successes equal to (11-Essence) divided 

by 2, rounding up. The landscape shows a variation 

from Creation as if it was one step further away from 

Creation, but has a mutagenic effect as if it was one 

step nearer. For example, if used on the Middle 

Marches, it would change as if it was part of the 

Deep Wyld, but only mutate people within it as if it 

was part of the Bordermarches. This does not 

actually change the status of the land for other 

effects. If used in Pure Chaos, the land cannot 

become more tainted, but the reduction in 

mutagenic effect still occurs; no one has ever 

accused the Chosen of Luna of playing fair. 

Thematics: The Lunar changes the thematics of the 

land, much as proximity to the Elemental Poles does. 

1 success allows a change within the current theme, 

such as turning a lake of fire into a blasted desert 

where fire-rain falls from the sky. 3 successes allow a 

moderate change, such as turning a lake of fire into a 

plateau where sugar foundries spring from the 

ground, to harvest the molten caramel that springs 

from the ground and hammer it into filigree blades. 

5 successes allow a theme completely unlike that of 

the area, such as a freezing wasteland in the deep 

south. 

Features: To create a feature which will remain 

relatively constant no matter how much the 

landscape changes, the Lunar must spend successes 

equal to its Resources value. This means that a 

palace, which will remain a regal place to live 

whether the sky rains fire or the walls ignite, is 

harder to create than a hovel. Any feature created 

must be within the current thematics of the 

landscape. The Lunar may spend up to 5 successes at 

any one time. 

Witch-kin: To create extras, the Lunar spends a 

number of successes equal to the number of 

Background dots needed to have them as followers. 

They must conform to the current thematics of the 

area, and will suffer one point of lethal damage per 

scene if removed from a place suitable for their 

thematics, or if taken into Creation. The witch-kin 

are born of the blood-tainted land, and so are always 

notable inhuman, frequently incorporating aspects 

of the shapes in the Lunar’s Heart’s Blood library. 

The witch-kin have no souls, and are not self-aware; 

they are incapable of truly original thought and 

cannot become heroic. If the Lunar changes the 

thematics of the land, any witch-kin she created will 

shift; if anyone else does it, they will suffer and die 

as described before. The Lunar may spend up to 5 

successes at a time. 

Things made by this charm are not innately real; they 

are things of the Wyld, tricked and altered by the 

blood of the Lunar into the pretense of shape. Their 

half-reality stems entirely from the Lunar, a creature 

of borders. If the Lunar dies, all effects of this Charm 

instantly end, though traces of their alterations may 

be incorporated by the Wyld; in addition, if the 

“background” level of Wyld would change, the Lunar 

must reflexively roll their (Manipulation + Socialise) 

at Difficulty 3, or any Blood-Binding is broken as the 

Wyld forgets the lies the Lunar has told it. In 

addition, if things made using this Charm are taken 

into Creation, or into Pure Chaos which has not been 

Blood-Bonded, they begin to unravel. For each story 

which passes when the thing is taken out the border 

regions where it can exist, roll the Lunar’s Essence at 

Difficulty 2. Failure indicates that it disappears in a 



puff of unreality, fading into nothingness. Some say 

that things lost in this way do not return to the Wyld, 

but instead are cast adrift into the tides of the 

Beyond. 

Use of the Blood Binding option in this Charm 

creates silvery scar-traceries upon the skin of the 

Lunar’s true forms, which, with a successful 

Intelligence + Occult roll at difficulty 3, can be 

recognised as depictions in the mad un-logic of the 

Wyld of the areas bound by this Charm. Multiple 

uses will begin to weave the traceries together, 

allowing the educated observer to deduce how many 

waypoints separate each location and the Magnitude 

of the waypoints currently ensnared by Madness 

Deceived By Blood. 

INTELIGENCE 

MANY-MINDS GENIUS PRISM 

Cost: 4+ m; Mins: Intelligence 4, Essence 3;  
Type: Simple 
Keywords: Crippling, Stackable, Compulsion 
Duration: One project 
Prerequisite Charms: Counting the Elephant's 
Wrinkles 

The brilliance of the Lunars is like the brilliance of 

Luna; fractured, subtle and wonderful. The mind is a 

mutable thing, and much like cutting a diamond, 

splitting one's mind can produce priceless gems. 

Taking a Simple Action, the Lunar fractures his own 

mind, devoting at least one point of Intelligence 

towards a purely mental action. Up to five points of 

Intelligence may be committed to a single mental 

project, such as designing a manse, writing a poem, 

or planning a war, and this reduces the effective 

Intelligence of the Lunar, as a Crippling effect, by an 

equal amount. The committed Intelligence is 

deemed a fracture. A valid project for this Charm 

must be able to be done purely mentally; one can 

design a manse, but one cannot build one, and 

likewise although one may be able to work on the 

motonic theory for a new spell in this manner, it may 

not be used for the testing and experimentation 

which is a vital, and dangerous, part of designing a 

new spell. 

This may be done multiple times, on multiple 

different projects which will be carried out in 

parallel, each fracture reducing the effective 

Intelligence of the Lunar for the duration of each 

project. It may also be used to sleep, the Lunar 

delegating all his tiredness into a single fracture, 

although this does not provide rest for the body, 

only the mind. Moreover, within the gleaming 

vortices of the Steward's mind, these shards of pure 

intellect work at a rate incomparable to his flesh-

weighted body, making the project proceed at 

(Essence x Points of Intelligence committed to this 

fracture) times faster than normal. A Lunar may 

reduce their effective Intelligence to no lower than 

0, and an Intelligence 0 Lunar is rendered in a coma 

for the duration of the project, with not enough of a 

mind left in their body to end the project early if 

they are threatened. 

From the perspective of the fracture, they are fully 

themselves, with full access to all their Abilities and 

the appropriate Attributes for the project, and find 

themselves in a mental sanctum which represents, in 

a symbolic manner, the psyche of the Lunar. A Lunar 

born in the Southern deserts may find themselves on 

an expanse of sand around a central mountain, 

memories filed in leather-wrapped scrolls hidden in 

cool caves, while an Easterner may find themselves 

climbing a world-tree, where every branch and every 

leaf is a memory. The fracture has full access to tools 

that may exist from the memories of the Lunar, as if 

Counting the Elephant's Wrinkles was in effect; one 

who has read the Book of Three Circles but once will 

find it replicated within their mental sanctum, and 

may use it as reference material. They make their 

Intelligence-based rolls as if their Intelligence was 

the number of points committed to the project, 

which affects their dice-caps, and are affected by an 

irresistible compulsion forcing them to devote their 

full attention and effort to the project. They share 

the same Willpower pool and Virtue channels as the 

Lunar, but do not have access to his mote pool. 

Instead, the Lunar may commit extra motes when 

using this Charm, and the fracture may freely use 

any mental charms which cost up to the number of 



motes committed. Use of Charms by a fracture do 

not count as a Charm activation. 

From the perspective of the mind in control of the 

body, he has no idea what his fractures are doing 

until the project is completed. The points of 

Intelligence committed remain inaccessible until the 

project is complete, whereupon the fracture re-

merges, the Lunar having full knowledge of what was 

learned or devised, and the subjective experience of 

being the fracture, or until he de-commit the motes, 

which restores the Intelligence, but the work on the 

project and the memories of the fracture are lost 

with nothing but wisps and fancy left. Upon the 

successful completion of a project, the Lunar regains 

1 willpower, as the restoration of his psyche and the 

satisfaction of knowledge fill his mind. At most 1 

willpower per scene may be regained by this 

method. 

PERCEPTION 

OBSERVATION-NEGATES-POSSIBILITY 

Cost: 12m; Mins: Perception 5, Essence 4;  
Type: Simple 
Keywords: Shaping, Combo-OK, Obvious 
Duration: One Scene 
Prerequisite Charms: Eyes as Moonbeams Method 

For everything that happens, there is a moment 

where that-what-was becomes that-which-is. The 

Lunar Exalted know, however, that in the Beyond, 

there are universes of never-can-be, and through 

their gaze lit by the unlight of their souls, they can 

delay that-which-will-be by observing those frozen 

moments. When using this Charm, the Lunar's anima 

banner flares totemic, and remains so for the 

duration of the Charm. Everything within (Essence x 

10) yards of them has no subjective time pass for it 

as long as it remains illuminated, as a Shaping effect. 

Anything so affected cannot be damaged, for no 

time exists for the damage to happen in. No damage 

from ambient environmental effects occurs; the 

Lunar can climb a frozen fire to get to the top of a 

burning building, and need only worry about a lack 

of handholds. If the character is in the Wyld, the 

affected area is rendered part of Creation for the 

duration of the Charm. Attacks made into an 

affected area are resolved with an external penalty 

equal to the Lunar's Essence, for it takes a fraction of 

a second for the light to strip away that-which-will-

be. Attacks from surprise ignore this penalty. While 

this Charm is active, the Lunar may reflexively 

commit a number of motes equal to the permanent 

Essence score of any non-hostile sapient being 

within sensory range to exempt them from the 

frozen that-which-will-be for as long as the motes 

remain committed. 

At Essence 6, this Charm may be repurchased. The 

affected area is increased to (Essence x 100) yards, 

the Lunar's bonfire of Essence expanding to titanic 

proportions, or, as a Wyld effect, it affects the entire 

waypoint the Lunar is in. Any beings not naturally 

Shaped (Raksha and any other denizens of the Wyld) 

who are affected by this lose 1wp as a Shaping 

effect, and gain an Intimacy of Existential Horror 

towards the Lunar, as this Charms forces them to 

confront the terrifying fact that they now rely on the 

linear time that Creation imposed to exist within.

Also of note is Witch-Fire Soul-Pyre, which used to be an anima enhancer of the same kind as Shedding Infinite 

Radiance, but that was cannibalized for the TAW anima effects. As such its more or less useless in its current 

iteration, and thus not included. 

And finally, a heartfelt thank you Earthscorpion, Revlid, Aleph, Imrix, and most recently Omicron for their hard 

work on the Terrifying Argent Witches, and making the Lunars fun to play. You guys are fucking awesome. 

Happy games and stories, 

Kylar 
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