THE ATLANTIS CAMPAIGN

Legends speak of a time before history, of a great island empire whose people wielded powerful magic and ruled much of the world.  Their pride may prove their undoing.  Will you be able to stop the foretold cataclysm?

Introduction & Character Background
You are entering a high fantasy game of heroic mortals where your deeds and exploits may be told by historians and philosophers for eons to come.  Please note that this will be a somewhat dirty and gritty game using the Exalted rules.  The characters will be heroic mortals of an alternate Earth.  In order to originate a comprehensive character history, each player needs to develop a character background based on the following:
· The period is before recorded history on Earth.  In today’s calendar, your characters will live in the Bronze Age about 12,000 years ago.  

· It’s highly recommended to read the Campaign Background handout.

· All the characters will be from Atlantis.  Choose which family you belong to.  (Ten families possible, each founded by one of Poseidon’s ten sons.)  See page 8 for the ten families.
· Your characters will know each other before the start of the campaign.  The party has traveled together for the last three months and are well acquainted.  It’s recommended to establish relationships with other characters before the game starts.  It’s possible to be from the same family.  In your background, please specify what is commonly known about your character.
· While you are away from Atlantis, you represent your nation and family.  You were told to behave with integrity. 

· All the characters are in a desert at the start of the campaign.  More will be revealed during play.     

· Your character is at least twenty (20) years old.  Select your age.

· Your character needs to have at least one secret.  This can be something simple to complex.  Ideas include secretly wanting to marry somebody, a desire for political power, or that you killed a stranger one night by accident. Come up with something appropriate.  It can be an intimacy.  
· What do you want out of life?  What is your character trying to accomplish?   What are your long and short term life goals?  What is you Motivation?
· Minor character changes will be allowed after the first two game sessions. 

(Many thanks and much appreciation goes to Mark, Robert & Paul for play-testing and recommendations.)
Character Creation 

· Exalted 2.5 version rules.
· Only the following books can be used by Players:

· Exalted Core book
· Dragon Blooded Manual of Exalted Power 

· Scroll of Heroes
· Scroll of the Monk (Dragon Blooded Martial Arts only)

· Scroll of the Monk – Imperfect Lotus (Dragon Blooded Martial Arts only)

· 25 Lotus Petals - (Terrestrial Martial Arts only)
· The Thousand Correct Actions of the Upright Soldier (Errata)
· Book of Sorcery Vol III – Oadenol’s Codex 
· The Scroll of Errata
· Your character will be human.
· Concept:  All characters must be heroic in nature.  They have a strong desire to protect their homeland of Atlantis and keep their civilization from collapsing.  Players should originate a two or three word archetype that describes their character.  Examples include:  Wandering Sword Master, Unstoppable Barbarian General, Militant Rebel Leader, Arrogant High Patriarch, Mysterious Sorcerer, Wandering Outcaste Healer, Rogue Ninja, Famous Bard Singer, etc.
· Merits & Flaws will not be used.  
· Family House.  Choose your family house you belong (see page 8 of this document)
· Motivation:  Choose a Motivation or a single driving goal for your character  (Page 88 Core)
· Intimacies:  Select two things you care about most  (Page 90 Core)
· Attributes:  Attribute dots:  6, 4, 3.  All Attributes begin with one free dot.  None may exceed 3 without spending bonus points.

· Favored Attribute:  Select one favored Attribute.  This is the attribute that will be easiest for you to advance.  No other Attribute can ever rate higher.  Since you do not have an aspect element at this time, you do not get the five free favored attributes per other Terrestrial campaigns.  
· Abilities:  You have 25 dots for your Abilities.  None may exceed 3 without spending bonus points. All start at zero (0).  (No free dots.)
· Favored Ability:  Select one favored Ability.  This is the Ability that will be easiest for you to advance.  No other Ability can ever be rated higher. 
· Virtues/Passions:  Each virtue starts at a base of one (1).  Choose an additional 4 dots for your Virtues.  The highest virtue is your primary virtue.  None may be higher than 4 without spending bonus points.  Low virtues are very bad and will be played accordingly.  See the Virtue descriptions.  (Core book page 102.)
· Limit Break:  Select an appropriate limit break based on your highest virtue and character concept.  (If there is a tie, choose the most appropriate.)  These effects would come into play upon failure of a virtue check and being unwilling or unable to expend a point of Will Power to overcome the emotional circumstance. See Core page 106 for descriptions..  
· Will Power:  Starts at five (5) dots.
· Backgrounds:  Each character has a total of five (5) background points.  None may be higher than three (3) without spending Bonus Points.  Only select from those noted below:  

· Backing (Core pg 111)

· Breeding (Dragon-Blooded pg 105) – how closely the character is related to Poseidon 

· Command (DB pg 106) – Can take military rank but soldiers are unavailable at this time

· Connections (DB pg 107) 

· Destiny (Scroll of the Monk pg 151)

· Family (DB pg 109)

· Mentor (Core pg 113.  Scroll of Errata pg 147)

· Reputation (DB pg 110)

· Bonus Points:  You have 15 bonus points to spend on the following items:  

· Attribute increase

4 (3 if a favored Attribute)

· Ability



2 (1 if a favored Ability)

· Specialty


1 (2 dots per 1 bonus point in a favored Ability)

· Virtue



1 per dot  
· Will Power


1 per dot  
· Background


1 per point.  (2 per dot if raising background above 3)

· Intimacies


1 per additional intimacy

· One degree of thaumaturgy
5 bonus points  (page 138)

· Three thaumaturgy procedures
1 bonus point  (page 138)
· Three alchemy formulas

1 bonus point (Sorcery Vol III - Oadenl’s Codex 129)

· Resources: per the standard Exalted game will not be used.  Instead, we will use the standard D&D monetary system modified below.
· Health Levels: -0 x1, -1 x2, -2 x2, -4 x1, incapicated x1.  Death occurs at the 10th wound level after incapicated.
· Essence:  1.  As a mortal you cannot access your essence pool .  You are a mortal.  
· Essence Pool:  Not available at this time.

· Equipment:  All characters receive the following:  
· $1,000 silver pieces.  This can be used to purchase non-magical equipment per the D&D Players Handbook and DMG only.  Convert the equipment statistics to the Exalted system.  Consult with the referee if you need assistance.
· One Perfect item (Page 365 of the Exalted Core book, modified per below)
· One Exceptional item (See below or page 365 of the Exalted Core book)
· One Fine item  (See below or page 365 of the Exalted Core book)
· Note:  these items can be tools, combat equipment, or miscellaneous items.  As such, these three items are defined as “mortal magics” and are not classified as Exalted “Artifacts”.
Above all else, have fun!  Good Luck!
House Rules
· Equipment:  It’s assumed a character doesn’t go adventuring without the proper equipment like food, a blanket, rope, and other normal camping gear.  Therefore, it’s not necessary to note every piece of equipment on the character sheet.  Note any unusual or special piece of equipment on the character sheet.  If there is doubt whether a character brought along a specific piece of equipment, they must make a (Wits+Bureaucracy) roll to determine possession.  For example, it can be assumed a 50-foot length of rope is carried.  However, a check would need to be made for a 100-foot length of spider-silk rope.  The difficulty is based on the uniqueness of the item (GMO).  A character cannot make a check for an unusual piece of equipment and then sell it as a way to generate income.  The purpose of assumed equipment is to lessen the administrative burden of the Player.

· Helms  add +1L/2B soak.  However, they incur a +1 difficulty to Awareness & fatigue checks.
· Martial Arts:  Characters can learn Terrestrial and limited Celestial level martial arts charms (when available).  They cannot learn Solar, Abyssal, or any other type of Martial Art charms.
· Sorcery spells are available for Terrestrial Exalted at Essence 3. (Per the standard rules.)
· Training Time:  Will not be used.  A character can spend their unused experience points at any time provided it’s not in the middle of a scene 

· For Mortals, rolling a “10” (ten) is only one (1) success.  For Exalted characters, ten’s count as two (2) successes.  One’s do not subtract successes.
· Weapon Speed (GMO): Regular weapons are either Speed 5 or 6.  Any regular weapons rated at Speed 4 are now rated at Speed 5.  Nothing can lower speeds below 3.  In cases where this happens, increase the weapon rate instead.  See the equipment list noted below.
· Resources (GMO):  The Exalted resources system will not be used.  We will be using the D&D gold-piece monetary rules.  However, we will be using silver pieces (sp) instead of gold.  Therefore, replace all references of gold-pieces with silver pieces.  In addition, we will not worry about anything having a value less than one sp; assume the price is negligible.

· Social Combat (GMO):  Will take place in long-ticks.  (There will be Social Combat.)

· Mass Combat Challenges (pg. 167): Leaders of enemy units (or designates) can be forced into one-to-one combat.
· Channeling Virtues (pg. 102) (GMO):  PCs can only channel Willpower through each virtue once per game session per dot of that virtue.  
· Changing Attribute Pairs (GMO):   To lessen the overwhelming importance of the Dexterity Attribute, the following skill changes will be used: 

· Martial Arts:  Dexterity + Martial Arts  (no change)

· Dodge:  Dexterity + Dodge  (no change)

· Throw:  Strength + Throw

· Archery:  Perception + Archery

· Melee:  Strength + Melee  
· Summoning Spells (GMO):   Summoning via spells, sorceries, and thaumaturgies of all types will not be available for Player Characters.  
· Languages  (Pg 110):  All characters start knowing how to read and write Atlantean.  Each dot of Linguistics grants the PC the ability to speak, read and write an additional language. Some language examples include Khemet (Egyptian), Hellas (Greek), Jotunland (Norse), Alba/Iber  (Great Britian) 
· Diseases:  Exalted are immune to mundane diseases, Mortals are not.  If a diseased creature damages a Mortal, a Stamina + Resistance check against the virulence of the disease is needed.  A failure results in contracting the disease and it can be difficult to cure.  (Wits + Medicine vs the virulence difficulty.) (Disease types page 350.)
· Alchemy:  To create potions while traveling requires a “Traveling Alchemy Lab” which costs $500 sp.  In addition, the cost to create an alchemy item is as follows:  Level 0 item: $0 - Free, level 1 item: $10, Level 2 item: $50, Level 3 item: $250, Level 4 item: $500, Level 5 item: $1,000. If the role is a failure, the materials are wasted.  Using special items is considered a stunt and can lower the cost, difficulty, add special abilities or all three.  (Page 129 Oadenol’s Codex.)
· Greek-fire grenades do a maximum of 5d of damage.  One use produces 5 dice worth of grenades.  See pages 131 & 141 Scroll of Kings for more information.
· Alchemical explosive arrows do a maximum  of 4d of additional damage.  (When crafting, each success is an arrow.)  See pages 132 & 141 Scroll of Kings for more information.
· Luck Check:  Will be a raw Essence dice roll.
· Firewands and other selected items are unavailable in this campaign.  See the Equipment list below.
· Iniative Order:  Players are responsible for keeping track of their own initiative order, or the tick when they take action.  If a Player misses their tick, it will be assumed the Character was “holding” their action.  If there is a doubt as to which tick your character takes action, always choose the slowest action.  There will be no “take backs” in the combat sequence.

· Will Power: gets replenished one point automatically each morning or roll the character’s highest virtue in dice.  If you roll, it is possible to get back no will power.
· Detect Magic can be done by an essence user by touching the object.  An Occult + Perception check is made.  One success detects magic.  Additional successes determine the properties and use of the item.  Non-essence users (mortals) will need some sort of device in order to detect magical items.  An example is the Alchemical Touchstone.
· Fatigue will be used but modified (Core page 374).  At the beginning of a scene, make a Stamina + Resistance cheek versus the fatigue difficulty of armor and other elemental factors.  If the check is failed, impose the fatigue penalty for the scene.  
· Emergency Reroll (House Rule):  In a dire emergency, PCs may reroll any die roll at the cost one experience point.
· Limit Break (GMO):  Will occur immediately if a Virtue check is failed and the PC fails to expend a point of Will Power.  There are no long-term mechanical effects from failing a limit break beyond the immediate repercussions.    
Experience / Bonus Points & PC Advancement
PCs will gain additional bonus points as experience at the end of each game session.  Expect 3 to 5 points for each successful session.
Experience Point Costs:  

Trait:



Cost: 
Attribute increase

4 (3 if a favored Attribute)
Ability



2 (1 if a favored Ability)
Specialty


1 (2 dots per 1 bonus point in a favored Ability)
Charms



5
Virtue



1 per dot  

Will Power


1 per dot  

Background


1 per point.  (2 per dot if raising background above 3)
Intimacies


1 per additional intimacy
One degree of thaumaturgy
5 bonus points  (page 138)
Three thaumaturgy procedures
1 bonus point  (page 138)
Three alchemy formulas

1 bonus point (Sorcery Vol III - Oadenl’s Codex 129)

Meta-Gaming Notes
· It will be best to use a Dragon-Blooded character sheet.

· It’s highly recommended to review the Virtue descriptions in the Core (Solar) book page 102.  A “one” in a virtue can be bad unless you plan to play your character accordingly.  Due to the new house rule, I expect Limit Break reactions to occur more frequently than in past games.
· Even though your character will technically be living in the Bronze Age, we will not adjust equipment statistics.  The role-playing aspects of the age will be used for campaign setting and flavor.  

· Replacement characters will use the same character generation as original characters.  
· It’s assumed any needed replacement characters are traveling with the rest of the party.  They will be introduced when needed.

· At essence three (3) some Celestial Martial Arts will become available for the characters to learn.  However, this is a very long way off so don’t count on it for the first few chapters. 
· This campaign is going to be hard, dirty, and deadly.  Death can be quick for Heroes in the Exalted system.  Please be prepared with an alternate character.
· As far as you know, death in this campaign is permanent; resurrection is not possible.
· This is not D&D!  Do not get into a fight unless you have to.

· The characters will “Exalt” as Terrestrial (Dragon-blooded) Exalted at some point in the future.  However, you will NOT be able to remake your character.  You will be given bonus points to allocate to your character but you cannot reallocate or remake the entire character.  (Some exceptions will be made depending on the circumstances.)   Please plan accordingly.  

· Exaltation will not occur soon in the story.  Get use to being a mortal for a long while.
· The first chapter has a lot of “dungeon crawl” elements.
· This first chapter is setup so that the referee can learn the game mechanics.
· No “evil” characters!
· This chapter is focused on action and adventure.  Make sure to develop a character that has depth that you will enjoy playing.

· All characters will need fighting skills.  Make sure you have a defense as well.
· Stunting is greatly appreciated and expected.
· It’s recommended to know additional languages.  Khemet (Egyptian) and Hellas (Greek) will be helpful for the first part of the campaign.
· Magic items will be less available and more scarce than a standard D&D campaign.  Please adjust your treasure expectations.
· If the first part of the campaign is successful, it is anticipated that these characters will be used in multiple games in the future.  Please plan your personality and development accordingly.

· This will be a very long-term campaign that I anticipate coming back to for many years.  (I already have lots of games in mind.)
Character Niche Ideas
It is best for each character to be unique.  Noted below are some ideas:

Fighter – melee
(unusual weapon)
Brew Master



Merchant
Fighter – ranged 


Noble




Priest
Thief / Rogue



Military Leader



Enlightened Merchant
Sorcerer – thaumaturgies

Treasure Hunter


Philosopher
Crafter 




Hunter / Ranger



Boxer
Bard




Alchemist

Monk




Artist – seeking inspiration

Ninja




Bureaucrat
ATLANTEAN EQUIPMENT
Equipment Changes

Regular weapons are either Speed 5 or 6.  Any regular weapons rated at Speed 4 are now rated at Speed 5.  Nothing can lower speeds below 3.  In cases where this happens, the weapon rate increases.   Available armor, shields, helmets and weapons are noted below.

The classical weapons noted below replace the standard Core weapons and armor found on pages 366 to 376 as amended by the Scroll of Errata on page 14.  For any other type of weapon please consult the referee.
	Weapons
	Speed
	Accuracy
	Damage
	Defense
	Rate
	Minimums
	Cost ($sp)
	Tags

	Cestus
	5
	+0
	+2B
	+1
	3
	Str (
	5
	---

	Club

(Throw Range 10 yds)
	5
	+1
	+6B
	+0
	2
	Str (
	5
	T

	Falcata
(Long  or Straight Sword)
	5
	+2
	+3L
	+1
	2
	Str ((
	30
	---

	Great Axe
	6
	+0
	+7L
	-2
	1
	Str ((
	30
	2, R

	Great Scythe
	6
	+1
	+5L
	+0
	1
	Str ((
	30
	2, R

	Great Sword
	6
	+1
	+6L
	-2
	1
	Str (((
	50
	2, R

	Great Trident (1)
	6
	+1
	+5L/+8L
	+1
	2
	Str ((
	40
	2,L,T,Th

	Great Hammer / Tetsubo
	6
	+0
	+10B
	-3
	1
	Str ((
	20
	2, R

	Hammer / Mace
	5
	+1
	+8B
	+0
	2
	Str ((
	5
	---

	Hand Axe / Hatchet

(Range 10 yards)
	5
	+1
	+5L
	-2
	2
	Str ((
	10
	T

	Hand Scythe
	5
	+1
	+3L
	+0
	2
	Str ((
	15
	---

	Javelin
	5
	+1
	+2L
	+0
	2
	Str ((
	5
	T,Th

	Khatar (Punch Dagger)
	5
	+0
	+2L
	+1
	2
	Str ((
	10
	Th

	Knife / Dagger

(Range 15 yards)
	5
	+2
	+1L
	+0
	3
	Str (
	5
	T,Th,P

	Kopesh

(Chopping Sword)
	5
	+1
	+4L
	-1
	2
	Str ((
	10
	---

	Needles

(Range 10 yards)
	5
	-1
	+1L
	0
	3
	Dex (
	1
	P

	Sai – normal

Sai – weapon clinch
	5

6
	+1

+2
	+2L

+1B
	+2

+0
	3

1
	Str (
	15
	T,Th,P

	Scimitar

(Slashing  Sword)
	5
	+1
	+3L
	+0
	3
	Dex ((
	25
	---

	Self Bow

(Range 100 yards.  Damage = arrow type)
	6
	+0
	+0
	+0
	2
	Dex ((
	25
	2

	Short Spear
	5
	+2
	+2L
	+1
	2
	Str ((
	10
	R

	Short Sword
	5
	+1
	+2L
	+1
	2
	Str ((
	10
	---

	Sling

(Range 10 yards)
	5
	-1
	+3B
	+0
	1
	Str (
	1
	---

	Spear
	5
	+1
	+3L/+6L
	+1
	2
	Str ((
	15
	2,R,Th

	Staff
	5
	+2
	+5B
	+2
	2
	Str ((
	5
	2,R

	Trident

(Spear)
	6
	+1
	+4L/+7L
	+2
	2
	Str ((
	20
	2,L,T,Th

	Unarmed – Punch

Unarmed – Kick
	5

5
	+0

+1
	+0

+3B
	+2

-2
	2

3
	Str (
Dex ((
	---

---
	---

---


Tags
R – 
Reach

2 – 
2-handed weapon

L –
 Lance type weapon.  Use the 2nd damage indicator when braced or set for a charge
Th – Thrusting - This tag indicates that a weapon is a Thrusting weapon, A Thrust action is identical to an Attack action, save that its DV penalty is -2 and it carries the Piercing tag.

P –
Piercing weapons ignore four points of soak from the target’s armor. If this would give the armor in question an effective soak value of less than 2, the weapon does not ignore the armor’s final 2 points of soak.

T –
Can also be used as a Thrown weapon.
*1:  Great Trident:  This large polearm has a long shaft with a large trident head mounted on the top.  Longer than the standard trident, this two-handed weapon provides reach and is a favorite of the regular armies of Atlantis.
Restricted Weapons
The following weapons are not available in this campaign:


Flame Weapons

PoleAxe


Long Bows


Fighting Gauntlet


Crossbows


Iron Boot

Exceptional Equipment  (Page 365 Core book.) 
Weapons and equipment noted below are considered high quality masterwork weapons and/or magical by mortal standards.  

FINE:  Fine weapons add +1 to one statistic (Accuracy, Damage, Defense, Range, or reduce a requirement one dot.  Not speed.  Not rate. ) Armor add +1L/+1B soak for armor.  Cost double a normal item.  Other equipment adds +1 die to an Ability check.  (In D&D a +2 magical weapon equivalent.)
EXCEPTIONAL:  Weapons gain three +1s that can be added to the weapons statistics (no more than a single +1 in any category).  Rate can be increased but Speed cannot be adjusted.  Armor gains two +1’s that can be used to add +1L/+1B soak or to subtract 1 from either mobility penalty or fatigue.  Other equipment adds +1 dice to an Ability check and are more artistic and worth more than a Fine piece of equipment. (In D&D a +5 magical weapon equivalent.)
PERFECT:  Weapons gain two +1’s and a single +2 modifier per Exceptional equipment.  (Cannot increase Rate by +2).  Speed can be reduced one category by using the +2 modifier.  Armor reduces mobility and fatigue penalties by 1 each and gains two +1’s which can be used for additional soak or further reduce penalties.  Other equipment adds +2 dice to an Ability check.  (In D&D a +7 magical weapon equivalent.)
Armor / Shields / Helmets

Other armor beyond what is referenced below is unavailable.  

	Armor
	Soak
	Mobility
	Fatigue
	Cost ($sp)

	Light Armor
	
	
	
	

	Padded Clothing
	0L/1B
	-0
	0
	5

	Animal Skins
	1L/1B
	-0
	1
	10

	Leather
	1L/1B
	-0
	1
	10

	Studded Leather
	2L/1B
	-0
	1
	25

	Chain Shirt
	2L/2B
	-0
	1
	100

	
	
	
	
	

	Medium Armor
	
	
	
	

	Animal Hides
	3L/3B
	-1
	2
	50

	Scale Mail
	4L/4B
	-1
	1
	100

	Chain Mail
	5L/4B
	-2
	2
	150

	Breast Plate
	5L/4B
	-2
	1
	200

	
	
	
	
	

	Heavy Armor
	
	
	
	

	Splint Mail (Reinforced leather)
	5L/5B
	-2
	2
	250

	Banded Mail (Lamellar)
	6L/6B
	-2
	2
	500

	
	
	
	
	

	Shield
	DV
	Mobility
	Fatigue
	Cost ($sp)

	Small Buckler / Hand-to-Hand
	+1 melee
	-0
	0
	10

	Large / Target
	+1 melee & ranged
	-1
	1
	20

	Tower / Extra Large
	+1 melee /+2 ranged
	-2
	1
	30

	
	
	
	
	

	Helmet
	Soak
	Mobility
	Fatigue
	Cost ($sp)

	Masked / Pot / Slotted (Styles):  

Note: +1 difficulty to Awareness checks
	+1L/+2B
	-0
	1
	10


Ten Kings
Element
Area

Personality
Atlas
Water
City of Atlantis
Noble, ethical, high-minded, idealistic

Gadeirus
Fire
North of Atlantis
Prideful.  Expansionist ideals through war/action

Ampheres
Wood
Southern Reaches
Likes growing things and agriculture.  

Evaemon
Air
Southern Reaches
Experiments with plants.  Supports Ampheres

Mneseus
Earth
Northern Hills
Likes architecture and building structures

Autochthon
Earth
S.W. Mountains
In charge of forges and metal working

Elasippus
Wood
W. Centeral Plaines
Focused on animals, beasts of burden

Mestor
Water
Northern Island
Provides fruits and veggies for citizens

Azaes
Air
Southern Islands
Forest lands, provides timber for citizens

Diaprepes 
Fire
Southern Islands
Mining specialty and orcachalcum mines
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