EXALTED DRAGON BLOODED CAMPAIGN


What is it like not only to have the power of a Demi-God but also rule the world?  Welcome to the Exalted Dragon Blooded Campaign.  Gamers will be playing characters who have “Exalted” or who have been touched by the divine elements and been given power well beyond that of mortals. They are the hereditary rulers of Creation and protect the world from threats beyond mortal reckoning.  PCs will play the Dynastic masters of the Realm who do as they will and whose words are law.  

THE WORLD OF CREATION


The Exalted Campaign takes place in the world of Creation.  The world is filled with gods, magic, and the spirits of the dead.  Most people live very conservative lives, know little of the world, and rarely travel for all the dangers that beset them.  The world is made up of the five elements marked by the elemental Poles of earth, air, fire, water, and wood.  Surrounding Creation is the Wyld, the uncontrolled chaos of infinity.   Creation is divided into The Realm, or Blessed Island, which is a continent in the center of Creation surrounded by the Inner Sea, and Threshold, the rest of creation surrounding the Inner Sea. 


For a thousand years Creation has been rule by the Scarlet Empress, she who saved humanity and the world from the invasion of the Wyld, demons, the dead, and most terrifyingly the Anathema, after the Great Contagion killed 90% of the population of the world.  The Dragon-Blooded or Dynasts, humans who have “Exalted” and who are demi-gods who have had elemental divinity passed down through their dynastic bloodlines, have ruled and guarded the world from the threats that would see Creation destroyed.  There are approximately 10,000 of these beings in the Realm, all living hundreds of years and possessing powers well beyond mortals; it is the Dragon-Blooded have kept Creation safe. A special group of Dragon-Blooded, called the Wyld Hunt, search out Creation for threats against humanity, primarily the Anathema.  


All has been stable for a thousand years…but recently there are rumors.  The Scarlet Empress has disappeared and has been missing for five years.  The politics of the Realm is in chaos and even the Wyld Hunt has been hindered from doing its duty.  Spirits and gods have begun to reassert their power.  The Wyld has again begun to expand.  Demons and savage tribes have begun to appear at the borders of Creation.  The Death Lords, masters of the realm of the afterlife, have begun to advance into the realms of the living.  And most terrifying of all, the Anathema have returned.  It is said that one of them can destroy a city and a group of them can decimate a kingdom.  Rumors of dozens or even scores must surely be exaggerated, for Creation could not possibly survive such an onslaught.  

CAMPAIGN BACKGROUND


The campaign begins in the year768 of the Scarlet Throne, five years after the disappearance of the Empress.  The primary PCs begin in the Realm and are blessed to be Dragon Blooded Dynasts.  


BEFORE EXALTATION:  All PCs begin as members of one of the eleven great Dynastic Families.  PCs grew up in extreme wealth and power, but also under intense pressure.  Dynastic Families train and expect great things from its members whether or not they Exalt.  In exchange Dynasts rule the world. PCs were educated in the finest institutions in Creation and trained to be the best in preparation for their rule.  The PCs are all family friends of the same general age group (18-24 years old) who met and were educated together where they developed early bonds.  

EXALTATION: Exaltation is traced through family bloodlines and generally happens during early adolescence (9-14 years old). There is a ratio of about 10,000 people to one Dragon Blooded in the Realm.  An average of less than 5 Exaltations take place in each family per year, so when the PCs Exalted they instantly became leaders and stars within their Families.   There are approximately 10,000 Dragon Blooded Dynasts and they rule the nobility the way the nobility rule the rest of the world.  Once a person Exalts they become more than human.  Dragon Blooded live 250-300 years and are stronger, faster, and smarter than humans.  Dragon Blooded are also touched with the powers of one of the five elements.  A single young Exalt can destroy a dozens of average soldiers in combat, while an experience Dragon Blood can decimate small armies.  

 Combined with their strength, power, wealth and skill, the Dragon Blooded Dynasts have ruled the world for a millennia.

CURRENT SITUATION: PCs are still young and recently graduated from one of the four secondary schools (Cloister of Wisdom, House of Bells, Spiral Academy, Heptagram) and are between 20-24 years old.  Being incredibly long lived, Young Dragon Bloods are expected to take time to travel and “adventure” for a few years before they face the responsibility of ruling the Realm.  

In a few nights the PCs will attend a Realm Ball in honor of the Lord of House Cathak, Cathak Cainan’s 350th birthday. The Dragon Blooded will be sending Henchmen to help set up the party while they contemplate their futures.  Rumors persist that House Cathak is looking for young Dragon Blooded to travel to one of their Satrapy in Threshold called Harborhead.  

DYNASTIC FAMILIES:  

Cathak (Fire): Generals, strategists and martial philosophers. 

Cynis (Wood):  Decadent hedonist and slave traders.

Iselsi (Water):  A dying house with agents spread throughout the Realm.

Ledaal (Air):  Scholars and historians preparing for the Realm’s turbulent future. 

Mnemon (Earth):  One of the Realm’s mightiest pillars of strength. 

Nellens (None):  The Bastard House, with few Dragon Blooded, working to consolidate its political and economic strength. 

Peleps (Water):  Leaders of the Imperial Navy and master politicians. 

Ragara (Earth):  The cornerstone of the Realm’s economy. 

Sesus (Fire):  Consumed with burning political ambition. 

Tepet (Air):  A fallen house that dreams of its return  to its fallen martial glory. 

V’neef (Wood):  Merchants and traders growing rapidly in influence. 

DRAGON BLOODED CHARACTER CREATION 

When you are creating your PCs, think in terms of the following elemental archetypes: Air, Earth, Fire, Water, and Wood.  

Players were originally exceptional (though mortal) people in the world of Creation even before they Exalted.  They are of Imperial lineage and well above even the nobility. PCs can be from almost any “Fantasy/Historic” type background (since most flavors exist in this world). The setting of Exalted is a classic fantasy world with sorcerers, monsters, magic, bandits, heroes, etc. Players should be somewhat conservative in the creation of their PC’s background given their Dynastic lineage and are subject to GM approval.  

MORTAL HENCHMAN CHARACTER CREATION


In addition to creating a Dragon Blooded Demi-God, players will also be creating a Mortal Henchman.  Each player will create one Henchman that will serve another player’s Dragon Blooded. The GM will be deciding which Henchmen will serve which Dragon Blooded during Character Creation. Mortal Henchmen are completely dependent on their masters, and better be ready to serve their master’s needs and whims.   

REALM DRAGON BLOODED PC CREATION

PLAYER CHARACTERS BEGIN WITH THE FOLLOWING STATS:
CHOOSE CASTE ASPECT: Air, Earth, Fire, Water, Wood, 
ATTRIBUTES: 7/6/4    (with a base of one in each)

ABILITIES: 35 pts. First select 3 Favored Abilities (Abilities that will be easiest for you to advance in) and cannot be same as Aspect Abilities.  Next divide 35 points for abilities (None higher than 3) & 1point must go toward each Favored Ability. Aspect Abilities are as follows: Air Aspect (Linguistics, Lore, Occult, Stealth, Throw), Earth Aspect (Awareness, Craft, Integrity, Martial Arts, Resistance, Fire Aspect (Athletics, Dodge, Melee, Presence, Socialize), Water Aspect (Bureaucracy, Investigation, Larceny, Sail, War), Wood Aspect (Archery, Medicine, Performance, Ride, Survival),
At least 13 must be from Aspect or Favored Abilities (with at least one in each Favored Ability).  PCs must have the following:  Archery 1, Martial Arts 1, Melee 1, Performance 1, Presence 1, Ride, Lore 2, Socialize 2, War 1,  
CHARMS:  6 pts (or 5 pts Immaculate) PCs may exchange Elemental Paths for Charms (up to level 3 only)

BACKGROUNDS:  12 pts (none higher than 3 without spending Bonus Points) Unless they have a great story all PCs must have the following Backgrounds:  Backing 1 (House/Family), Connections 1 (House/Family or other), Henchman 1, Resources 3, Reputation 1, 

VIRTUES:  5 pts (with a base of one in each) (none higher than 3 without spending Bonus Points)

WILLPOWER: 2 highest virtues,    

ESSENCE:   2,    

PERSONAL/PERIPHERAL ESSENCE:   (Essence + Willpower+ Breeding)  & 4x Essence + Willpower + 2 Highest Virtues +Health Levels (7) + Breeding,  

ADVANTAGES/MERITS:   PCs may purchase advantages with Disads and Bonus points

DISADVANTAGES:   1 pts (PCs must take a minimum of 1 pts and a max. of 10 pts)    

BONUS POINTS:   15 pts. 

BACKGROUNDS:  Allies, Artifact, Backing, Breeding, Command, Connections, Familiar, Henchmen, Manse, Mentor, Reputation, Resources, 
PC BONUS:


In addition to being able to take standard Dragon Blooded Charms, PCs may also take Dragon King (Elemental) Magic.  

BONUS POINT COSTS:  

TRAIT:



COST: 

Attribute:


4

Ability:



2(1 if a Favored or Aspect Ability)

Background:


1 (2 if the Background is being raised above 3)

Specialty:


1 (2 per 1 if a Favored or Aspect Ability)

Virtue:



3

Willpower:


2

Essence:


10

Charm:



7 (5 if a Favored or Aspect Ability)

Immaculate Charm:

10 (7 if in Favored or Aspect Ability)

Aspected Elemental Path:   
4 (8 if being raised above 3)

Unaspected Elemental Path:  
5 (10 if being raised above 3)

Merit



Listed Cost

ANIMA POWERS FOR DRAGON BLOODED

All Anima Powers cost 5 motes for the scene or come into play if they have spent 11+ Peripheral motes.  Also note that Dragon Blooded Anima’s begin to destroy the area around them after spending 8+ Peripheral motes of Essence. 

Air: Triple leaping distance, take no damage from falls, and add Essence to defense values versus archery or thrown attacks. 

Earth:  Increase Stamina by Essence, soak Lethal damage with full Stamina, and add Essence versus Knockback and knockdown. 

Fire:  Any barehanded or grappling attacks cause the attacker to take your Essence in Lethal damage, and you add Essence in Lethal damage to your open hand attacks. (And set things on fire with a touch). 

Water:  Breath water, water walk, and free action in water in all ways, including your missile attacks. 

Wood: Immune to plant based poisons, develop poison skin, and add Essence to defense against weapons that have any wood in them. 
SIDE NOTES:  

1.  Backgrounds of level 4 or 5 have significant impact on the game.

2.   Disadvantages are very disadvantageous for the points they earn you, meaning even a 1-point disadvantage will take its toll on you!

3.  The Dragon Blooded have become incredibly corrupt, callous, and powerful over the last thousand years.  They are much more akin to Melniboneans than humans.  This is true for both individuals and their society.  Think of Rome if it were being run by almost immortal demi-gods, partying, scheming, and generally ignoring what is going on in the rest of the world, and when they do know they generally don’t care.
MORTAL HENCHMAN PC CREATION
ATTRIBUTES: 6/4/3   (None higher than 3 without spending Bonus Points)

FAVORED ABILITIES:  3 (My not be the same as Aspect Abilities),  

ABILITIES: 22 pts. At least one in your Favored Ability (None higher than 3 without spending Bonus Points)

BACKGROUNDS:  5pts (none higher than 3 without spending Bonus Points) PC mortal must purchase Mentor 1 (PC Dragon Blooded).  PC mortals may not purchase any Background higher than their Mentor Background OR higher then their Mentor’s Background.

VIRTUES:  5 pts (none higher than 3 without spending Bonus Points)

WILLPOWER: 2 highest virtues (may not start higher than 8 unless at least 2 Virtues are 4 or higher)

ESSENCE:   1*    

ADVANTAGES:  May be purchased with Bonus Points

DISADVANTAGES:  Mortals may take a maximum of 10 pts.

BONUS POINTS:   21 pts. 

Backgrounds (Mortals have different Backgrounds):  Allies, *Artifact (Talisman), *Familiar, Followers, *Manse, Mentor, Command, Contacts, Followers, Henchmen, Influence, Library, Mentor, Reputation, Resources, 

NOTE:  PC  mortals must have a Mentor PC and their Mentor Rating must be equal to or greater than all other Backgrounds.  Also, Mortals cannot have Backgrounds greater than their Mentor’s.  Backgrounds with an * can only be purchased with Bonus Points.

PC RESTRICTIONS:


THAUMATURGY:  PCs may purchase Thaumaturgy if they first purchase appropriate Supernatural Merits. 

BONUS POINT COSTS:  

TRAIT:


COST: 

Attribute:

4

Ability:


2(1 if a Favored or Aspect Ability)

Background:

1 (2 if the Background is being raised above 3)

Specialty:

1 (2 per 1 if a Favored)

Virtue:


3

Willpower:

2

Essence 2:

10 (Requires Essence Mastery Merit)

Art:


5

Art Specialty*:

2  

Ritual


2+1 per level of Ritual

Procedure/Formula
1

Merit


Listed Cost

*(You do not have to buy the relevant Art to buy a Specialty in that Art)

