EXALTED RULES MECHANICS

The mechanics in Exalted are based on other White Wolf games with some differences. 

1.  Initiative  (pg. 227): is Wits + Dex + D10. Highest initiative controls initiative

2.  Multiple Actions (pg. 92):  Extra actions subtract dice from the dice pool.

3.  Battle Map Squares:  Each battle map square is onemeter/3 feet.

4.  Movement (pg. 87): PCs walk 1/2 their running speed/turn and keep full dice pools (round up).  PCs run at Dex +12 meters but lose an action.  PCs may sprint at Dex x3 + 20 meters and do nothing else. Check FAQ for jumping while injured. 


5.   Injured Movement (pg. 233):  PC movement is slowed when they are injured.  Your Wound Penalty indicates impaired movement: 0 wound levels suffer no penalty, -1 penalty can Sprint at (Dexterity x2)+ 12 yards or about 70%, -2 penalty cannot Sprint and move at 40%, and –4 penalty moves at 10% of their base speed and cannot Run or Sprint.  

6.  Lethal Damage  (pg 231):  Exalted soak Lethal Damage with 1/2 their Stamina, round down. 

7.  Bleeding (pg. 233): Mortals bleed a lot!  Exalted must only make a Stamina roll to prevent/stop bleeding.

8.  Death (pg. 233):  If a PC is reduced below Incapacitated, they have a number of turns to be brought back equal to their Stamina + Endurance.  This duration is shortened by damage that exceeds Incapacitated.  Only magic can bring a PC back from beyond Incapacitated.

9.  Recovery (pg 234):  Unlike mortals, Exalted characters heal very quickly.  Lethal 0 level wounds heal in 6 hours, -1 heal in two day, -2 heals in four days, and –4 heal & Incapacitated heal in one week.  All Bashing Damage heals one level every three hours. 

10. Reflexive Actions (pg. 92): Reflexive Actions are always taken at full dice pools.

11. STUNTS (pg. 90): PCs may receive bonus dice to actions if their description of the action impresses the GM and/or the other Players.  Stunts are cinematic maneuvers that Players come up with to inspire powerful images.  If a Player describes a “cool” maneuver their PC tries to perform, they will gain between 1-3 Bonus Dice.  If they succeed, they gain back two points of Essence per die awarded & if they are awarded Two or Three dice they may gain back a point of Willpower.  Stunts can be for ANY actions/ability (social, mental or physical)

12. Difficult Conditions  (pg. 237, pg 204 PH): PCs fighting under difficult conditions lose dice to their dice pool.  Penalties cannot lower Exalted dice pools below Essence!

13. Soaking Damage (pg. 228):  After determining the raw damage score, the defender then subtracts their soak.  Whatever is left over is rolled for to determine damage.  Even if a defender soaks all the damage, the attack still rolls one die of damage.

14.  Extras (pg. 240):  Against Exalted, most enemies are nothing.  Because of their might, normal opponents fall easily before the mighty. Because of this, one Exalted can destroy a battlefield full of regular soldiers. 

15.  Unconscious:  If a single attack does Stamina +2, the opponent is knocked unconscious for 5 turns to an entire Scene if they fail a Stamina roll.

16.  Knockdown/Knock back  (pg. 234): If someone takes more Pre-Soak Damage than their Stamina + Resistance they must roll to keep their feet, by rolling Stamina + Resistance. Knock back usually only happens with a stunt.

17. Called Shots (pg. 238): PCs may take called shots to do interesting maneuvers.  

18.  Rear Attacks  (pg.  238):  Opponents may not Dodge, Parry, use Shields, or defend against attacks from behind (without Charms). 

19.  Shields  (pg. 229):  Shields subtract from the success roll of the attacker.

20.  Cover  (pg.  229): Cover subtracts from the success roll of the attacker. 

21. Resources (pg. 325):  PCs can buy any object (within reason) that is of LOWER points then their Resources.  They may buy ONE object equal to their Resources, but their Resource level temporarily lowers one point for a time (one month to one year).

22.  The Rule of 10 (pg. 90):  10’s are not re-rolled.  Instead a 10 is two successes.

23.  Difficulty (pg. 88):  The required roll for success is 7.

24.   Parry/Dodge (pg. 230):  PCs may abort to Parry or Dodge a single attack at any time during the turn, but must use their full action to do so.   

25.  Full Parry/Full Dodge (pg. 205, PH):  Doing nothing but defense for a turn, PCs can parry/dodge multiple attacks.  They subtract one die from each attack defended against.  Parries are still limited to the rate of the weapon.

26.  Combos (pg. 213-14):  PCs may create Combos, or Charms that work together, by spending extra Experience Points.   Otherwise, only Reflexive Charms may be used in the same round as any other Charm. 


27. Virtues (pg. 130): PCs may spend a Willpower point to gain extra dice through their Virtues.  PCs must act according to their Virtues if they are 3 or above.  PCs may spend a Willpower point to avoid acting their Virtue, but add one to their Limit Break. 


28.  The Great Curse/Virtue (pg. 130-131):  Exalted can lose control of themselves.  Every time they fail to act within their Virtue they must roll to gain a point of Limit.  Once the Limit reaches 10, the PC suffers a Limit Break. 


29.  Compulsions (pg. 131/147):  All PCs must pick a Compulsion for their Limit Break.  

30.  Anima Banner (pg. 148-49): When PCs use Peripheral Essence their Anima Banner begins to flare and they draw attention to themselves.  

31. Charms (pg. 153-4): There are 4 types of Charms.  Only ONE type of Charm can be use per turn (unless a Combo is used) except Reflexive Charms.  Simple Charms  & Extra Action Charm may only be used once per turn & dice pools may not be split.  Supplemental Charms can be used multiple times per turn and dice pools may be split.  Reflexive Charms are like Supplemental Charms, but may be used at any time during the turn and during turns where PCs use other Charms.


32. Botches: (pg. 89-90):  PC ONLY botch if they have NO successes and roll at least one “1”.


33.  Power Combat (pg 199, PH):  We will use Power Combat system in the Player's Handbook.   


34.  Minimum Damage (pg 203, PH):  Without effects that specify otherwise, a Character's soak cannot reduce the damage of any attack below the Permanent Essence of the attacker (Hardness in an exception). 


35.  PC Memories:  Once Exalted, PCs begin to have memories of a past life (lives?) of thousands of years.  These memories are vague and blurry.  Players are allowed to invent any memories they choose to add flavor to their PC and are encouraged to do so.


36.  Dodge Bonus (pg 205, PH):  An Exalted's Permanent Essence is added to all dodge attempts.


37.  Emergency Reroll (House Rule):  In a dire emergency, PCs may reroll any die roll at the cost one experience point. 

