Fist of the Daystar Style – Chung hack

"Solar Hero Style" is the natural unarmed combat magic of the Solar Exalted. There is nothing formal to this fighting style, but there is an unstoppable and unchallengeable grace to it. This is a honest battle art, for champions, gladiators and heroes. It was forged in the dawning of the world so that the Solar Exalted could face the greatest monsters with nothing save their hands and skill and be undaunted by them.

The Charm cascade beginning with Fists of Iron Technique is considered a tree of native Solar Charms for Solar Exalted. It is considered a Celestial Martial Arts Style to non-Solars, named Fist of the Daystar Style by the Five-Score Fellowship during the Primordial War. Its form weapons are punch, kick, clinch and any brawling aids (or their artifact equivalents) that function along similar principles, such as fighting gauntlets, khatars, iron boots and spiked harnesses, as well as improvised weapons. It is compatible with armour, but not compatible with inhuman natural weapons or body patterns, such as the shape of a tyrant lizard or mutation-produced razor-spiked tentacles. All repurchases and expansions are native Solar Charms and are inaccessible to characters learning this style as a Celestial Martial Art. They are not required in order to complete the style.

New Keyword - Hero: Charms marked Hero have a subsection describing their function for the Exalt type for which these Charms are considered native. Learning a Hero Charm as the appropriate Exalt type's Charms using the Eclipse anima power or a similar effect also allows their use. To learn any given Hero Charm as a native Charm, if the Hero Charm has prerequisites that are also Hero Charms, those must also be learned as native Charms.

Usage: This hack is meant to replace the existing Solar Hero Style in its entirety. It is mutually exclusive with all official Solar Hero Style Charms, save those explicitly noted here: Iron Talon Technique, Armour-Shattering Strike, Shadow Foot Trap, Hero's Fatal Resolve, Horizon-Hurling Tactics, Thunder Breaks Clouds.



Charm Tree Structure

Solar Brawl

Fists of Iron Technique (2/1)
|
|> Sledgehammer Fist Punch (3/2)
| |> Ricepaper World Understanding (4/2)
| |> Heaven Thunder Hammer (4/2)
| | |> Shockwave Technique (5/3)
| | | |> Shatterer of Worlds (5/5)
| | |
| | |> Horizon-Hurling Tactics (5/5)
| |
| |> Lightning Strikes Twice (5/4)
| | |> Split the Chase (5/5)
| | |> Flicker-Fade Recursion (7/7)
| |
| |> Ox-Stunning Blow (4/2)
| | |> Knockout Blow (5/3)
| |
| |> Hammer on Iron Technique (4/2)
|
|> Dragon Coil Technique (3/2)
| |> Crashing Wave Throw (4/2)
| |> Leaping Tiger Technique (4/2)
| |> Inexorable Progress of Dawn (5/2)
| |> Shadow Foot Trap (3/3)
| |> Iron Talon Technique (6/6)
|
|> Fist of the Daystar Form (4/2)
| |> Irrepressible Bravery Tactics (4/2)
| |> Branding Judgment Attack (3/3)
| |> Thunder Breaks Clouds (4/3)
| |> Hero's Fatal Resolve (4/3)
| |> Dancing With Strife (5/3)
| |> Armour-Shattering Strike (5/3)
|
|> Solar Counterattack (4/2)
| |> Immortal Blade-Deflecting Palm (4/2)
| |> Eye-for-an-Eye Response (5/3)
|
|> Thunderclap Rush Attack (5/2)
|> Orichalcum Fists of Battle (5/3)

Fists of Iron Technique
Cost: 3m; Mins: Martial Arts 2, Essence 1; Type: Reflexive (Step 1 offensive, Step 2 defensive)
Keywords: Combo-OK, Hero
Duration: Scene
Prerequisites: None

The pugilist infuses her body with the glorious might of her Essence, striking with unbridled power. While this Charm is active, the base damage of her unarmed Martial Arts attacks is increased by her Essence rating. Her unarmed Martial Arts attacks may inflict Lethal damage if she so chooses, and she may parry Lethal damage unarmed without penalty. In addition, the pugilist's natural punch, kick and clinch weapons are considered Perfect quality. The points granted by this status are allocated when the Charm is purchased, and may be altered after the fact for 1 XP.

Hero: In addition to Perfect quality, the Solar adds the orichalcum Magical Material bonus (+1 Accuracy, +1 Defense, +1 Rate) to her natural punch, kick and clinch weapons and adds the Piercing tag to punch and kick. At Essence 3, the Charm may be activated as an Innate Ability.


Fists of Iron Technique (2.5)
Cost: 3m; Mins: Martial Arts 2, Essence 1; Type: Reflexive (Step 1 offensive, Step 2 defensive)
Keywords: Combo-OK, Hero
Duration: Scene
Prerequisites: None

The pugilist infuses her body with the glorious might of her Essence, striking with unbridled power. While this Charm is active, the base damage of her unarmed Martial Arts attacks is increased by 4. Her unarmed Martial Arts attacks may inflict Lethal damage if she so chooses, and she may parry Lethal damage unarmed without penalty. In addition, the pugilist's natural punch, kick and clinch weapons are considered Exceptional quality. The points granted by this status are allocated when the Charm is purchased, and may be altered after the fact for 1 XP.

Hero: In addition to Exceptional quality, the Solar adds the orichalcum Magical Material bonus (+2 Accuracy, +1 Defense, +1 Rate) to her natural punch, kick and clinch weapons. At Essence 3, the Charm may be activated as an Innate Ability.

Sledgehammer Fist Punch
Cost: 3m; Mins: Martial Arts 3, Essence 2; Type: Supplemental
Keywords: Combo-OK, Hero
Duration: Instant
Prerequisites: Fists of Iron Technique

The pugilist's killing intent blazes for a moment, fierce and powerful, and she strikes like the judgement of the Unconquered Sun. This Charm supplements an unarmed Martial Arts attack, doubling base damage. Against inanimate objects, it doubles raw damage instead. This alternate use was known in the First Age as the Pillar-Breaking Blow.

Hero: For Solar Exalted, this Charm is Reflexive (Step 1) and costs 1 mote.



Dragon Coil Technique
Cost: 3m; Mins: Martial Arts 3, Essence 2; Type: Reflexive (Step 1 offensive or Step 2 defensive)
Keywords: Combo-OK, Hero
Duration: Action
Prerequisites: Fists of Iron Technique

The grip of the heroes of the dawn is inexorable. The pugilist may, if she chooses, crush the life from the strongest opponent. This Charm adds half the pugilist's Essence in bonus successes to all clinch-related rolls, as well as adding her Essence to the base damage of clinch crush attacks and her Strength + Athletics total for dragging a clinched opponent.

Hero: While this Charm is active, the Solar may act freely while maintaining a clinch that she controls. If she is in control of a clinch, she may defend and fight normally without the usual restrictions placed on grapplers. In addition, she needs only one hand to maintain a clinch, no matter the size of the enemy.


Fist of the Daystar Form ("Solar Hero Form")
Cost: 4m; Mins: Martial Arts 4, Essence 2; Type: Simple (Speed 3, DV -1)
Keywords: Form-type, Obvious, Hero
Duration: Scene
Prerequisites: Sledgehammer Fist Punch, Dragon Coil Technique

The pugilist suffuses her body with the Essence of the Sun. She becomes a paragon of strength and skill, radiant with the power of a legendary hero returned. She may reflexively spend 1 mote in Step 7 to count bonus successes on her unarmed Martial Arts attack rolls twice for the purposes of damage.

Hero: For a Solar Exalt, this Charm is Combo-OK. It is activated as a Reflexive (Step 1) Charm instead of Simple. In addition, the Solar adds Essence to raw damage when using the Charm's activated power on top of the overflow success doubling. The prerequisite is Fists of Iron Technique. At Essence 5, this Charm no longer counts towards the number of Form-type Charms the Solar may have active at any given time.


Heaven Thunder Hammer
Cost: - (3m); Mins: Martial Arts 4, Essence 2; Type: Permanent
Keywords: Hero, Obvious
Duration: Permanent
Prerequisites: Fist of the Daystar Form

The fury of the Dawn scatters enemies like leaves before a storm. This Charm improves Sledgehammer Fist Punch. Whenever an attack enhanced by Sledgehammer Fist Punch hits, the pugilist may pay 3 motes reflexively in Step 7 to blow her target away, inflicting knockback equal to one yard for each point of raw damage, halved for vertical, to a maximum of (Martial Arts x10) yards. Targets that strike a surface take one die of bashing damage for each yard they would otherwise have traveled. This damage is piercing, and may also be lethal (or worse) if the surface is hard or sharp. Damage incurred by impacting a wall of soulsteel spikes, for example, would be both lethal and piercing. Regardless of distance traveled, the target is also rendered prone.

Hero: A Solar Exalt may choose to hammer her opponents to pulp rather than blow them away. Any vector of travel is considered valid, including straight down into the ground. In addition, the Charm calculates impact damage as if the target had traveled no distance upon landing, regardless of the actual distance traveled, ensuring the target always takes maximum damage. The prerequisite is Sledgehammer Fist Punch.


Crashing Wave Throw
Cost: - (3m); Mins: Martial Arts 4, Essence 2; Type: Permanent
Keywords: Hero, Obvious
Duration: Permanent
Prerequisites: Fist of the Daystar Form

The effective application of strength crushes the life from enemies or hurls them like toys. This Charm improves Dragon Coil Technique. Whenever the pugilist ends a clinch enhanced by Dragon Coil Technique by throwing her opponent, she may reflexively pay 3 motes to hurl her victim an additional (Martial Arts x10) yards horizontally, halved for vertical travel. Damage upon impact is delivered as with Heaven Thunder Hammer.

Hero: As with Heaven Thunder Hammer. The prerequisite is Dragon Coil Technique.


Ox-Stunning Blow
Cost: 5m; Mins: Martial Arts 4, Essence 2; Type: Supplemental
Keywords: Combo-OK, Crippling, Hero
Duration: Instant
Prerequisites: Fist of the Daystar Form

The Essence-driven fists of the Sun's Chosen lay even the mightiest low. This Charm enhances an unarmed Martial Arts attack. The enhanced attack ignores the target's non-magical sources of soak. Every success on the damage roll imposes a -1 internal penalty upon the target until the end of the scene.

Hero: Solar Exalted ignore all natural soak in addition to all non-magical soak. The prerequisite is Sledgehammer Fist Punch.


Hammer on Iron Technique
Cost: 3m 1w; Mins: Martial Arts 4, Essence 2; Type: Extra Action
Keywords: Combo-OK, Hero
Duration: Instant
Prerequisites: Fist of the Daystar Form

As the Unconquered Sun blazes unrelenting in the sky, so do his Chosen crush their foes. This Charm creates a magical flurry of Essence +1 unarmed Martial Arts attacks that must be directed at the same target. Speed and DV penalty are equal to the highest in the flurry and Rate is ignored.

Hero: The Solar may use Essence or Dexterity to calculate the number of attacks she makes, whichever is higher. At Essence 4, she may repurchase this Charm to add an additional 2 attacks to the flurry. The prerequisite is Sledgehammer Fist Punch.


Shockwave Technique
Cost: 6m; Mins: Martial Arts 5, Essence 3; Type: Simple (Speed 5, DV -1)
Keywords: Combo-OK, Obvious, Hero
Duration: Instant
Prerequisites: Heaven Thunder Hammer, Crashing Wave Throw, Ox-Stunning Blow, Hammer on Iron Technique.

The hero burns with Essence, then strikes a blow so mighty that it sends shockwaves rippling through the fabric of the world. This Charm produces a single unarmed Martial Arts attack that is applied to everything within Essence yards of the chosen target except the pugilist herself. As this is a single blow that strikes multiple targets, Charms and other effects are activated and paid for only once.

Hero: Solar Exalted pay 4m instead of 6m, use the higher of Martial Arts or Essence to determine area of effect, and may selectively exempt any targets they do not wish to hit from the attack. Prerequisite is Heaven Thunder Hammer. At Essence 4, the Solar may choose to pay an additional 1w in order to render the attack unblockable and doubling the distance of any knockback effects associated with it.




Solar Hero Expansions


Thunderclap Rush Attack
Cost: -; Mins: Martial Arts 5, Essence 2; Type: Permanent
Keywords: None
Duration: Permanent
Prerequisites: Fists of Iron Technique

When the Chosen of the Sun strike, they are swifter than lightning. This Charm enhances Fists of Iron Technique. While Fists of Iron Technique is active, set the Speed of attacks made with the Solar's punch, kick and clinch weapons to 3.


Orichalcum Fists of Battle
Cost: -; Mins: Martial Arts 5, Essence 3; Type: Permanent
Keywords: Obvious, Holy
Duration: Permanent
Prerequisites: Fists of Iron Technique

The heroes of the dawn are first and foremost matchless weapons, forged to slay the errant makers of the world. This Charm enhances Fists of Iron Technique. While Fists of Iron Technique is active, the Solar may choose to activate this Charm's effects on any given attack during Step 1 of attack resolution or during the resolution of clinch crushing damage as an Innate Ability. As an Obvious effect, add the Solar's highest Virtue to her punch, kick and clinch weapons' Accuracy and Damage. As a Holy, Obvious effect, attacks made by those weapons inflict aggravated damage to creatures of darkness. Blows thus enhanced always produce an Essence display, which is always linked to the Solar's iconic anima banner.
Orichalcum Fists of Battle (2.5)
Cost: -; Mins: Martial Arts 5, Essence 3; Type: Permanent
Keywords: Obvious, Holy
Duration: Permanent
Prerequisites: Fists of Iron Technique

The heroes of the dawn are first and foremost matchless weapons, forged to slay the errant makers of the world. This Charm enhances Fists of Iron Technique. While Fists of Iron Technique is active, the Solar may choose to activate this Charm's effects on any given attack during Step 1 of attack resolution or during the resolution of clinch crushing damage as an Innate Ability. As an Obvious effect, add 2 to the Solar's punch, kick and clinch weapons' Accuracy and Damage. As a Holy, Obvious effect, attacks made by those weapons inflict aggravated damage to creatures of darkness. Blows thus enhanced always produce an Essence display, which is always linked to the Solar's iconic anima banner.


Ricepaper World Understanding
Cost: -; Mins: Martial Arts 4, Essence 2; Type: Permanent
Keywords: None
Duration: Permanent
Prereqs: Sledgehammer Fist Punch

With comprehension of the fact that the world is inherently breakable comes the power to bring that vision to life, with hands that tear stone and steel like ricepaper screens. This Charm enhances Fists of Iron Technique and Sledgehammer Fist Punch. Weapons enhanced by Fists of Iron Technique ignore Hardness and gain the Overwhelming tag with a value equal to Essence +1. Use of Sledgehammer Fist Punch against inanimate objects allows the Solar to ignore the object's soak in addition to doubling raw damage.

Ricepaper World Understanding (2.5)
Cost: -; Mins: Martial Arts 4, Essence 2; Type: Permanent
Keywords: None
Duration: Permanent
Prereqs: Sledgehammer Fist Punch

With comprehension of the fact that the world is inherently breakable comes the power to bring that vision to life, with hands that tear stone and steel like ricepaper screens. This Charm enhances Fists of Iron Technique and Sledgehammer Fist Punch. Weapons enhanced by Fists of Iron Technique ignore Hardness and gain the Overwhelming tag with a value of 3. Use of Sledgehammer Fist Punch against inanimate objects allows the Solar to ignore the object's soak in addition to doubling raw damage.

Branding Judgment Attack
Cost: - (2m per attack); Mins: Martial Arts 3, Essence 3; Type: Permanent
Keywords: Crippling, Obvious, Stackable, Merged
Duration: Indefinite
Prerequisites: Fist of the Daystar Form

"You are already dead."

As the Thrown Charm of the same name.


Dancing With Strife
Cost: -; Mins: Martial Arts 5, Essence 3; Type: Permanent
Keywords: Overdrive, Form-Enhancing, Native
Duration: Permanent
Prerequisites: Fist of the Daystar Form

The Solar whirls through battle, laughing, for he is alive, he is fighting, and by his hands, his enemies are broken. This Charm creates a 10 mote Overdrive pool. While Fist of the Daystar Form is active, any offensive, attacking stunt made within the thematics of Solar Hero Style convert stunt dice to automatic successes and gain the stunt's rating (1-3) in Overdrive motes regardless of success or failure. The Overdrive gain is independent of and unrelated to the standard stunt reward, and may be spent immediately. If this occurs within combat resolution, the motes are gained in Step 1. The Solar also gains the ability to spend Overdrive motes on non-Charm offensive innate abilities such as Heaven Thunder Hammer and Fist of the Daystar Form, so long as they are activated on an attack that qualifies for this Charm's effect. This Charm cannot produce more than Overdrive motes per action than the maximum rating of a single stunt.

Note: Because the stunt rules can be interpreted different ways, and this style was constructed under the assumption that you only got, at most, one offensive stunt applied to your entire offensive flurry action, the restriction was implemented to ensure that people with looser stunt restrictions didn't break the style.

Knockout Blow
Cost: - (1w); Mins: Martial Arts 5, Essence 3; Type: Permanent
Keywords: None
Duration: Permanent
Prerequisites: Ox-Stunning Blow

Solar Exalted with this Charm may topple behemoths with a single punch. This Charm enhances Ox-Stunning Blow. The Solar may pay an additional 1w while activating the Charm in order to use the following effect: if the post-soak damage pool equals or exceeds the target's total remaining number of health levels, the target is knocked unconscious for the scene in addition to the internal penalty, rendering him Inactive and incapable of any actions. Both the knockout and the penalty are considered the same Crippling effect, and are applied or resisted together.



Leaping Tiger Technique
Cost: 3m or 3m 1w; Mins: Martial Arts 4, Essence 2; Type: Reflexive (Step 1)
Keywords: Combo-OK, Obvious, Mirror (Owl Seizes Mouse)
Duration: Instant
Prerequisites: Dragon Coil Technique

As the Mirror Charm.

Inexorable Progress of Dawn
Cost: - (Deactivation); Mins: Martial Arts 5, Essence 2; Type: Permanent
Keywords: None
Duration: Permanent
Prerequisites: Dragon Coil Technique

Restraining the heroes of the dawn is an exercise in futility. This Charm enhances Dragon Coil Technique. The Solar may reflexively end Dragon Coil Technique to perfectly and automatically escape from any and all clinches she may be involved in at that moment. This effect may also be used in order to automatically escape from any form of purely physical restraint which resembles a clinch, such as being tied up with rope or chained in shackles. Restraints that are not indestructible are destroyed in the process, torn apart by the Solar's might. For purposes of charm conflicts, this effect is considered a defense.


Solar Counterattack
Cost: 3m; Mins: Martial Arts 4, Essence 2; Type: Reflexive (Step 9)
Keywords: Combo-OK, Counterattack, Merged
Duration: Instant
Prerequisites: Fists of Iron Technique

As the Melee Charm of the same name.

Irrepressible Bravery Tactics
Cost: (+2m); Mins: Martial Arts 4, Essence 2; Type: Permanent
Keywords: None
Duration: Permanent
Prereqs: Solar Counterattack, Fist of the Daystar Form

Lesser pugilists must choose between the ferocity of their assault and the solidity of their defense. The Solar Exalted rise above, with panache. This Charm enhances Fist of the Daystar Form. When activating Fist of the Daystar Form, the Solar may choose to add 2 motes to the Charm's cost in order to have her unarmed Martial Arts attacks inflict 1 less DV penalty upon her (to a minimum of 0) while Fist of the Daystar Form is active.

Eye-for-an-Eye Response
Cost: -; Mins: Martial Arts 5, Essence 3; Type: Permanent
Keywords: None
Duration: Permanent
Prerequisites: Solar Counterattack

This is the lesson of retaliation: when struck, strike back with greater force. Against the retribution of the Solar Exalted, the fiercest assaults break and falter. This Charm enhances Solar Counterattack. Set the cost of Solar Counterattack to 0 after the first invocation against attacks within the same flurry.


Immortal Blade-Deflecting Palm
Cost: 4m; Mins: Martial Arts 4, Essence 2; Type: Reflexive (Step 2)
Keywords: Combo-OK, Obvious
Duration: Instant
Prerequisites: Solar Counterattack

This is immutable law: when an unstoppable force meets an immovable object, the object is not moved. The Solar Exalt internalizes this principle, and laughs into the teeth of the greatest assaults. The Solar may declare the use of Immortal Blade-Deflecting Palm in Step 2, automatically parrying any attack, including attacks that cannot be parried. This Charm costs an additional mote when used in conjunction with Defend Other, as the Solar's surety in her own invincibility does not necessarily apply to the defense of others. This Charm suffers from one of the Four Flaws of Invulnerability. A repurchase at Essence 4 sets the cost of all invocations past the first against attacks in the same flurry to 0.

Immortal Blade-Deflecting Palm (2.5)
Cost: 8m; Mins: Martial Arts 4, Essence 2; Type: Reflexive (Step 2)
Keywords: Combo-OK, Obvious
Duration: Instant
Prerequisites: Solar Counterattack

This is immutable law: when an unstoppable force meets an immovable object, the object is not moved. The Solar Exalt internalizes this principle, and laughs into the teeth of the greatest assaults. The Solar may declare the use of Immortal Blade-Deflecting Palm in Step 2, automatically parrying any attack, including attacks that cannot be parried. This Charm costs an additional mote when used in conjunction with Defend Other, as the Solar's surety in her own invincibility does not necessarily apply to the defense of others. This Charm suffers from one of the Four Flaws of Invulnerability. A repurchase at Essence 4 sets the cost of all invocations past the first against attacks in the same flurry to 0.


Shatterer of Worlds
Cost: - (+X*4m); Mins: Martial Arts 5, Essence 5; Type: Permanent
Keywords: Obvious, Stackable (Special)
Duration: Permanent
Prerequisites: Shockwave Technique

With this blow are legends made: the Solar's blows shatter the world itself. This Charm enhances Shockwave Technique. The Solar Exalt may pay an additional 4m when activating the Charm's Essence 4 upgrade, multiplying area of effect by her Essence and increasing the knockback distance multiplier by 1. At Essence 6, she may stack this effect up to twice, applying an Essence^2 area multiplier and increasing the knockback multiplier by 2. At Essence 8 and 10, the stacking limit increases to three times and four respectively.


Lightning Strikes Twice
Cost: - (1m); Mins: Martial Arts 4, Essence 4; Type: Permanent
Keywords: Obvious, Martial (Melee, Archery, Thrown)
Duration: Permanent
Prerequisites: Heaven Thunder Hammer

Upon a successful knockback involving Heaven Thunder Hammer or throw involving Crashing Wave Throw, the Solar may reflexively activate Lightning Strikes Twice as an Innate Ability for 1m. This allows him to make an immediate reflexive Martial Arts attack at his full dice pool in place of a single instance of impact damage caused by either Charm, intercepting his opponent just before impact with a punishing blow. If he is not within range to perform this attack, he instantly crosses the intervening distance in a flash of impossible motion. This Charm is mutually exclusive with other Charms that replace the impact damage of Heaven Thunder Hammer or Crashing Wave Throw, may not be activated if there is no impact damage to replace, and may not be chained: a Lightning Strikes Twice attack cannot be triggered off another Lightning Strikes Twice attack. If a Heaven Thunder Hammer strike hits multiple targets, such as through the use of Shockwave Technique, only one use of Lightning Strikes Twice is allowed: the Solar must choose a target.


Split the Chase
Cost: - ; Mins: Martial Arts 5, Essence 5; Type: Permanent
Keywords: Obvious
Duration: Permanent
Prerequisites: Lightning Strikes Twice

This Charm permanently enhances Lightning Strikes Twice, allowing the Solar to make the attack produced by Lightning Strikes Twice automatically Unexpected for the additional cost of 1 Willpower, as she strikes too fast for the eye to follow. Any Charms activated to enhance the attack produced by Lightning Strikes Twice do not count as Charm activations.

Split the Chase
Cost: - ; Mins: Martial Arts 5, Essence 5; Type: Permanent
Keywords: Obvious
Duration: Permanent
Prerequisites: Lightning Strikes Twice

This Charm permanently enhances Lightning Strikes Twice, allowing the Solar to make the attack produced by Lightning Strikes Twice Unblockable and Undodgeable for the additional cost of 1 Willpower, as she strikes too fast for the eye to follow. Any Charms activated to enhance the attack produced by Lightning Strikes Twice do not count as Charm activations.


Flicker-Fade Recursion
Cost: - (+1w); Mins: Martial Arts 7, Essence 7; Type: Permanent
Keywords: Obvious
Duration: Permanent
Prerequisites: Split the Chase

This Charm permanently enhances Lightning Strikes Twice. The limit on using Lightning Strikes Twice in conjunction with area attacks is removed: for an additional 1w, the Solar may strike all the targets she hurls into the sky at once, with one activation of Lightning Strikes Twice, making one attack roll and applying it to all applicable targets. Whether this is accomplished by impossible multiplicity or impossible speed is equally impossible to tell. Further area-attack Charms may not be used on the follow-up attacks.


Normalne Expansions dozwolone przez Chunga:

THUNDER BREAKS THE CLOUDS

Cost: 10m, 2wp; Mins: Martial Arts 4, Essence 3; Type:

Reflexive (Step 10)

Keywords: Combo-OK, Obvious

Duration: Instant

Prerequisite Charms: Solar Hero Form

The character’s fists blaze with the revelatory truth of the Unconquered Sun. This Charm may be activated whenever the Solar successfully strikes a being with an unarmed attack. Tongues of cleansing golden flames erupt from the target’s eyes and mouth and she screams in pain as every instance of unnatural mental influence affecting her abruptly terminates regardless of source or potency. Only the fealty of akuma, the bindings of demons, the Great Curse and similarly inviolable effects chosen by the Storyteller ignore this Charm.

Horizon-Hurling Tactic

Cost: 15m, 1wp; Mins: Martial Arts 5, Essence 5;

Type: Reflexive

Keywords: Combo-Basic, Knockback, Obvious

Duration: Instant

Prerequisite Charms: Heaven Thunder Hammer

This Charm may be activated whenever the character releases an enemy from a clinch by throwing her, provided the Infernal is capable of lifting that enemy’s weight with a feat of strength. The Exalt hefts her up one-armed into the air and slams her with a thunderous punch from his other hand. The opponent flies up to (Martial Arts x 4) miles away over the course of approximately five minutes and plummets back to earth, impacting the land at terminal velocity to suffer the usual damage and inflict the same damage to the impacted surface (see Exalted, pp. 126-127). Everyone within (the Solar’s Strength x 10) yards of the impact point (including the Solar) must check for knockdown at a difficulty of (the Solar’s Strength). Anyone blasted back by this Charm who is stopped prior to reaching maximum distance still suffers all effects of a terminal velocity impact. Lifted inanimate objects may also be hurled extreme distances with this Charm to the same overall effect.

ARMOR-SHATTERING STRIKE 
Cost: 4m; Mins: Martial Arts 5, Essence 3; Type: Supplemental 

Keywords: Combo-OK, Obvious, Shaping Duration: Instant 

Prerequisite Charms: Solar Hero Form
Exalted on the field of battle cannot be concerned with such trivia as leather and plate. If an attack supplemented by this Charm successfully strikes a target, any nonmagical armor the target is wearing is immediately destroyed. Heavy armor explodes off the victim’s body in a spray of rivets and plates, while lighter protection produces an eruption of torn leather and flying chain links. 

Should the attack also actually inflict damage, the Solar may pay an extra 1m to immediately cancel all Charms, spells and astrological powers with a duration greater than Instant but less than Permanent which provide the target with increased soak or hardness. This nullification is a Shaping effect. 

A second purchase of this Charm, at Essence 5+, upgrades its Shaping effect to also force instant loss of attunement to magical armor.

IRON TALON TECHNIQUE 
Cost: 5m, 1wp; Mins: Martial Arts 6, Essence 6; Type: Supplemental 

Keywords: Combo-OK, Obvious, Mirror (Ultimate Inevitability of the Grave) Duration: Instant 

Prerequisite Charms : Dragon Coil Technique 

Once a Lawgiver has laid his hand upon an enemy, his wrath becomes inescapable. Even the Primordials learned this, to their sorrow. This Charm may be used to enhance a roll to maintain or gain control of an ongoing grapple, giving it an automatic threshold of one success more than the Solar’s opponent. If another effect contests this one, add (Essence) in extra dice to the resulting roll. 

A second purchase of this Charm at Martial Arts 9+, Essence 9+, allows it to be invoked as an inherent ability, which does not count as a Charm activation. 

Shadow Foot Trap

Cost: 2m; Mins: Martial Arts 3, Essence 3; Type: Reflexive (Step 1)

Keywords: Combo-OK, Martial, Obvious

Duration: Instant

Prerequisite Charms: Dragon Coil Technique

Before the Solar Exalted, light could only chase shadow; due to the Lawgivers, it may capture it as well. This Charm may enhance a Martial Arts attack. The character lashes out at his target’s shadow, pinning it to the ground, a wall, a tree or other immobile scenery; this attack is unblockable and undodgeable without the use of magic. When pinned in such a way, the victim is trapped within a yard of his shadow until he is able to pull it free, a feat requiring a miscellaneous (Strength + Athletics) roll at a difficulty of the Solar’s (Martial Arts rating x 2). The successes gained on multiple attempts to pull free are added together cumulatively, but the target may make only one such attempt per action. While rooted, the target may not be moved by knockback effects; if knocked back, such as by Heaven Thunder Hammer, the target is considered to strike a hard surface after traveling only one yard.

Martial: Archery, Melee, Thrown

Hero’s Fatal Resolve 

Cost: —; Mins: Martial Arts 4, Essence 3; Type: Permanent

Keywords: Native, Overdrive

Duration: Permanent

Prerequisite Charms: Solar Hero Form

The Solar Hero’s lot is to stand against the forces of evil. All of them. Often a Solar cannot pick where or when these battles must be fought. This Charm creates a new Essence pool capable of storing up to ten motes of Peripheral Essence for the Solar, in accordance with the Overdrive Keyword. Whenever an opponent rolls Join Battle, the Solar experiences a surge of adrenaline which adds a number of motes equal to (half the opponent’s Essence, rounded up) to this temporary pool.

Expansions niedozwolone przez Chunga, ale dozwolone przeze mnie (na moją odpowiedzialność):

Swallowing the Lotus Root

Cost: —. Mins: Martial Arts 5, Essence 2; Type: Permanent

Keywords: 

Duration: Permanent

Prerequisite Charms: None

The greatest among the Exalted find it no great feat to master the arts of their subordinates. The experience cost of Terrestrial Martial Arts Charms is reduced to 4xp, or 5xp if Martial Arts is not a Caste or Favored Ability (or if the character has no Favored Abilities, as in the case of Alchemicals), and their training time is halved. During character creation, Terrestrial Martial Arts Charms cost half as much as native Charms, meaning that each starting Charm (or Charm purchased with bonus points) allocated to such a style provides two Charms instead. As a final benefit, the character no longer needs to pay a surcharge when using elementally aspected Terrestrial Martial Arts styles. Should a character who already knows Terrestrial Martial Arts learn this Charm, the experience cost of those Charms is retroactively lowered and the character is refunded the difference. This is a stand-alone Celestial Martial Arts Charm, which may only be learned by Celestial Exalted and akuma. Non-Solar Exalted know the Charm by different names; Abyssals call it Blood-Soaked Lotus Roots, while the Green Sun Princes know it as Roots of the Brass Lotus and Sidereals have dubbed it Perfected Lotus Mastery. Lunar Exalted know the Charm as Terrestrial Bloodline Integration. Alchemical Exalted achieve an identical effect through the use of a Perfected Lotus Matrix submodule called Lotus Filament Conduction (Essence 2; 6xp).

Teahouse-Shattering Symphony

Cost: 5m, 1wp; Mins: Martial Arts 3, Essence 3; Type: Extra Action

Keywords: Combo-OK

Duration: Instant

Prerequisite Charms: Hammer on Iron Technique

To provoke the ire of a Lawgiver is to bring down the thunder. Upon paying the activation cost of this Charm, the Solar may make up to (Dexterity x 2) attacks against a single opponent or (Dexterity / 2, round up) attacks against all opponents within (Dexterity) yards, contingent on the following factors: the Solar must make each attack with a different improvised weapon; the Solar  seizes and swings a different object with each attack; each improvised weapon may not be reused during the tick these attacks occur on; the Solar may only use objects within (Dexterity) yards; and only objects the Storyteller deems the Solar can lift and swing may be employed. Upon a successful hit, every character struck with this Charm must roll (Dexterity + Athletics) at difficulty 2 or suffer knockdown. In addition, suitably large objects (such as banquet hall tables, wooden beams, or temple pillars, subject to the Storyteller’s discretion) may be used to strike all opponents within (Dexterity) yards, even when the character has chosen only one target for this Charm; if he has chosen multiple targets, this attack does not reduce the number of attacks he may make against each target singly. Lastly, if the Storyteller deems there are no objects for the Solar to wield, this Charm may not be used, and if the Solar runs out of appropriate props to attack with, the Charm ends prematurely. All objects wielded with this Charm are considered to have accuracy +1 in spite of their improvised status. The first unwitting victim of this Charm was a Lunar stalker who offended a Solar in an emporium of musical instruments.

Hewer-Sharpened Fist

Cost: 1m; Mins: Martial Arts 4, Essence 3; Type: Supplemental

Keywords: Combo-OK, Martial-ready

Duration: Instant

Prerequisite Charms: Fists of Iron Technique

The idea that he can be harmed exhilarates the Solar Hero, honing his attacks with renewed will to win. This Charm may enhance a Martial Arts attack, adding the Solar’s current wound penalty in dice to the attack’s Accuracy rating. This bonus does not count as dice added by a Charm. If Solar Hero Form is active, Hewer-Sharpened Fist does not count as a Charm activation.

The Abyssal Exalted are eager to share their agony with the world, and subsequently possess an identical Charm called Agony’s Crucible Strike, which does not count as a Charm activation while Dark Messiah Form is active. Its prerequisite is Ravaging Blow.

Martial-ready: Archery, Melee, Thrown.

Bloodied King Rebuke

Cost: 1m; Mins: Martial Arts 4, Essence 3; Type: Supplemental

Keywords: Combo-OK, Martial-ready

Duration: Instant

Prerequisite Charms: Hewer-Sharpened Fist

The idea that he might actually die invigorates the Solar Hero, turning his fading life into renewed strength with which to strike down his enemies. This Charm supplements a Martial Arts attack, adding twice the Solar’s current wound penalty to the attack’s raw damage. If Solar Hero Form is active, Bloodied King Rebuke does not count as a Charm activation.

A deathknight who remembers the pain of life is most suited to inflict it on others. Abyssals known a similar Charm called Ragged Shade's Revenge, which does not count as a Charm activation while Dark Messiah Form is active, but is otherwise identical to Bloodied King Rebuke. Its prerequisite is Agony's Crucible Strike.

Martial-ready: Archery, Melee, Thrown.

Daunting the False Savior

Cost: 5m; Mins: Martial Arts 5, Essence 4; Type: Reflexive

Keywords: Combo-OK

Duration: One action

Prerequisite Charms: Solar Hero Form 

Solars of the Dawn Caste are the greatest of all warriors, capable of feeling the truth of a foe’s conviction in the spirit of his attacks. A hand that lies has no strength over the Lawgiver, and only the truest salvos may strike the Solar Hero. A character activating this Charm modifies his opponent’s attacks. For one action, all attacks against the Exalt suffer an internal penalty equal to the difference between the Ability being used and the lowest of the attacker’s Archery, Martial Arts, Melee and Thrown ratings. Daunting the False Savior must be activated while the character is using a Form-type Charm and may expressly enhance any Form-type Charm the character knows. The Sidereal Exalted employ an identical Charm called Eyes Toward an Ending, whose prerequisite is Throne Shadow Form.

World-Rupturing Blow

Cost: — (1m per yard); Mins: Martial Arts 5, Essence 5; Type: Permanent

Keywords: Obvious 

Duration: Permanent

Prerequisite Charms: Heaven Thunder Hammer

The Solar’s might is like a black hole, having gravity sufficient to crush worlds with his fist. This Charm permanently enhances its prerequisite. On a successful strike with Heaven Thunder Hammer, the character may choose to spend up to his Strength rating in motes for the purpose of subtracting yards from the distance his target would have flown, to a minimum of zero yards. This creates a well of force which sucks the victim in, preventing him from being launched away as the Solar visibly strains against his own might, gathering a terrible force which spills out into the surrounding landscape, shattering scenery and fracturing air at the motonic level. This moment of devastating collision cannot last. A blast tears through his victim as the Solar completes his attack. The target is ripped away with the force of a hurricane and hurled across the landscape. Multiply the number of reduced yards by three and convert them into automatic damage. Add (Essence) to the number of yards which remain from the effects of Heaven Thunder Hammer for calculating the total distance the target will fly after breaking the Solar’s inertia. These extra yards are treated exactly as those accumulated by this Charm’s prerequisite. The target suffers any impact with scenery as per the rules of Heaven Thunder Hammer.

Break Through the World

Cost: 7m, 1wp; Mins: Martial Arts 5, Essence 5; Type: Reflexive (Step 1)

Keywords: Combo-OK, Native, Obvious

Duration: Instant

Prerequisite Charms: Sledgehammer Fist Punch

The loftiest works of men, gods, and Primordials alike are as dust before the fury of the Solar Exalted. This Charm supplements an unarmed Martial Arts attack directed against a nonmagical structure. The Solar ignores the structure’s soak, hardness, and health levels, and automatically destroys a volume of the structure encompassing (Essence x 10) yards from the point of the attack’s impact, distributed as the player sees fit. At Martial Arts 6+, Essence 6+ this Charm may be activated for a cost of ten motes, one Willpower to encompass a volume of (Essence x 50) yards. This tends to cause palaces to collapse, city walls to crumble, and the sides of mountains to cave in. At Martial Arts 7+, Essence 7+ this Charm may also be applied to non-imperishable magical structures.

Sky Breaker Throw

Cost: 7m, 1wp; Mins: Martial Arts 6, Essence 6; Type: Reflexive (Step 9)

Keywords: Combo-OK, Counterattack

Duration: Instant

Prerequisite Charms: Horizon-Hurling Tactic, One With the Wave

For the most part, the Solar Hero is a picture of gentility. However, the ill-timed flailing of an assassin or a Yozi with poor table manners may catch a Lawgiver in the worst of moods. The Solar may activate this Charm to make an unarmed Martial Arts counterattack in response to a successful close range attack. On a successful counterattack, rather than inflicting damage, the Solar automatically throws his opponent 100 yards for every die of pre-soak damage on the attack that triggered Sky Breaker Throw, inflicting appropriate falling damage on impact. If the attack exceeds 20 pre-soak dice, Sky Breaker Throw hurls the opponent ten miles. If the Solar uses Sky Breaker Throw to respond to an attack inflicting 30+ pre-soak damage, the Solar may fling his opponent from his position half the distance across Creation.

Against an attack of 50+ raw damage, the range of the throw becomes infinite, allowing the character to designate a fitting location for his foe to touch down. For example, the Solar may choose to bounce his victim off the tip of the Imperial Mountain, in which case the target is catapulted to one of the far ends of Creation. Alternately, the character may express his displeasure by hurling his victim into the heart of the sun. If the Solar is particularly wroth however, he may fling his foe out into the stars, where his victim smashes through an unseen layer of Creation and comes screaming down over the brass skyline of Malfeas to leave a crater in the street. Any impact triggered by a throw of 20 or more pre-soak dice carries a penalty of arbitrarily high damage, sufficient to kill on impact. Due to a peculiarity in the distance between Creation and the Demon City, if the Lawgiver’s victim survives being slammed into Malfeas, he will be unable to move from his crater of impact for five days, until time has caught up with him. Being targeted with a social or physical attack causes time to catch up with the character, allowing him to rise and act as normal. The player and Storyteller may work together to come up with additional interesting results for a throw of this magnitude. Note that Sky Breaker Throw requires that the victim be hurled into a specific location; the player may not choose to throw his victim into a limitless vacuum of empty space or send them infinitely sailing across the Wyld.

When used in realms other than Creation, Sky Breaker Throw may not be used to throw opponents into Creation save through stable passage points (such as a shadowland during the day, or an open portal between Creation and Autochthonia; under no circumstances may a Yozi be hurled out of Malfeas). Players should work with their Storyteller to define new and interesting parameters for a victim’s landing inside of their current realm. Possibilities include, while fighting in the Underworld, banking the First and Forsaken Lion off the well of Stygia and into the maw of Oblivion; or while in Malfeas, throwing Ligier down Isidoros’s throat.

This Charm’s magic will not function without the Solar channeling his retributive fury into it; as such, it may never be used for the purpose of intentionally facilitating rapid transportation, rather than acting as a weapon.

Stance Breaker Instinct 

Cost: — (5m); Mins: Martial Arts 5, Essence 4; Type: Permanent

Keywords: None

Duration: Permanent

Prerequisite Charms: Fists of Iron Technique

The killer instinct of the Solar Hero is sufficient to break an opponent’s strategy. Whenever the Solar uses a Martial Arts attack to do at least three lethal or aggravated or six bashing health levels of damage to his opponent, he may pay five motes to remove that damage from the attack. This may reduce levels of damage inflicted on his opponent to 0. Instead of taking the full damage of the Solar’s attack, his victim’s Form is broken; that is, if his opponent had a Form-type Martial Arts Charm active, a successful application of Stance Breaker Instinct removes it from the target. Victims of this attack may still find themselves injured or killed by the attack. As a point of clarification, if the attack on the damage does more than three lethal or six bashing levels, the remaining health levels of damage still apply. 

Furthermore, the Exalt may not knock the same Martial Arts Form-type Charm off her target more than once in ten actions. Having knocked her opponent out of form, she may attack different Form-types her opponent assumes before ten actions have been completed, but doing so resets the ten action count for all Form-type Charms she has knocked off her opponent in the current battle. For example, the Lawgiver may punch her opponent hard enough to knock him out of Tiger Form; five actions later, she knocks him out of Snake Form; she may not remove either Tiger or Snake Form from her opponent for another ten actions. As a further point of clarity, two or more Solars attacking a single opponent with this Charm track these actions separately.

Hellraiser’s Instinct 

Cost: — (6m); Mins: Martial Arts 5, Essence 3; Type: Permanent

Keywords: Native, Obvious

Duration: Permanent

Prerequisite Charms: Sledgehammer Fist Punch

This Charm allows the Lawgiver to deliver an ironic comeuppance to his enemy. Whenever the Solar uses a throw to ram his opponent into scenery, or a Charm which causes such an impact directly (such as Heaven Thunder Hammer), he may pay six motes to trigger this Charm’s effects: 

• When the opponent impacts with a solid surface, the impact causes extreme damage to the structure in question. To determine how much damage is done, use the Lawgiver’s ratings to roll a (Dexterity + Martial Arts + Essence) dice attack against the structure in question. Treat this attack as one being enhanced by Sledgehammer Fist Punch (see Exalted, p. 242), doubling the pre-soak damage of the attack. 

• When the target takes health levels of damage from such an impact, the Exalt’s player may choose to defer a number of health levels from the victim and transfer them into the structure his victim has impacted with. Each health level deferred in this way translates to five automatic levels of damage done to the structure in question. If the attack would have been sufficient to kill the opponent, and accrued more than seven successes on the damage roll, the damage done to the structure is automatically sufficient to destroy it. 

• If the opponent takes any health levels of damage upon impact, he is dazed by the collision and takes a -5 internal penalty as a Crippling effect for one action. This effect applies even if the Lawgiver uses this Charm to reduce the health levels of damage his victim receives to 0. 

At Essence 4+ this Charm expressly allows the Solar to destroy magical objects or structures, but does not allow him to destroy imperishable objects or structures (such as daiklaves or the Imperial Manse). In addition, victims of this Charm may never be used to destroy magical objects or structures they do not own (see Exalted, p. 238). Therefore, hurling a peasant at his master’s manse will only make a mess, rather than destroy the manse.

