EXALTED CAMPAIGN


What is it like to have the power of a Demi-God or Hero of ancient mythology?  Welcome to the Exalted Campaign.  Gamers will be playing characters who have “exalted” or who have suddenly been touched by the divine and been given power well beyond that of mortals.  It is their place in the universe to save all of Creation from threats beyond mortal reckoning. 


Exalted is a high fantasy campaign where PCs have powerful magic, martial arts and fighting abilities.   In this campaign there will little moral ambiguity and lots of combat. 

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 divinity passed down through their dynastic bloodlines, have ruled and guarded the world from the threats that would see Creation destroyed.   Living hundreds of years and possessing powers well beyond mortals, 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 more than a couple of 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 year766  of the Scarlet Throne.  While PCs can be from anywhere in Creation, they will have traveled to the Southeast.  While the South is marked by the Elemental Pole of Fire and are lands of heat, sand, volcanoes, immense mineral wealth, and lack of water, the Southeast is a wide expanse of grassland and the people are cattle-herders.   The distinct skin tone of the Southeast is milk chocolate distinct from the Ebony of true Southerners or mahogany of the Near South.  

Cities in the South include Gem (known for its mineral wealth), Paragon (ruled by a god-king whose citizens are magically bound to him), Chiaroscuro (the largest city in the south and ruled by the Tri-Khan), Yane (capital of the Varang city-states where the time of a persons birth determines their caste), and Lap (an agricultural center build into the side of a mountain carved to look like a huge meditating hermit).  PCs can come from any village or town they wish.  


The game will begin in a small southeastern town named Surta, which is beholden to the city of Lap.  PC will begin the game as slaves.  For whatever reason the Player wishes, their PCs have been taken captive and are currently imprisoned in Surta, which has a locally well known gladiatorial arena (not uncommon in the South). PC’s initial language is Flametongue.   

CHARACTER CREATION

When you are creating your PCs, think in terms of the following Archetypes or Castes:  Warrior, Rogue, Priest, Sorcerer, and Bard. I am requiring that the group of Players create one of each of these Archetypes. (If we have to, we will negotiate who will play which archetype).

Players are to create exceptional (though mortal) people in the world of Creation.  They may be any class of citizen.  They can be from almost any “Fantasy/Historic” type background (since most flavors exist in this world) though they are human. The setting of Exalted is a classic fantasy world with  sorcerers, monsters, magic, bandits, heroes, etc. Players may be somewhat liberal in the creation of their PC’s background, subject to GM approval.  


GM RECOMMENDATION/REQUIREMENT:  PCs should take minimum of two points in some combat ability and/or defense:  Archery, Brawl, Martial Arts, Melee, Throw, &  Dodge.  This is going to be a high combat game, and even the sorcerers will be involved in hand-to-hand fighting. PCs who are not Dawn Caste are required to take one Favored Combat Ability (archery, brawl, martial arts, melee, throw). 

PLAYER CHARACTERS BEGIN WITH THE FOLLOWING STATS: 

CHOOSE CASTE ARCHETYPE: Warrior, Priest, Sorcerer, Rogue, or Bard

ATTRIBUTES:   6/4/3  (None may be higher than 3)

ABILITIES:  First select 5 Favored Abilities (Abilities that will be easiest for you to advance in) and cannot be Caste Abilities.  Next divide 22 points for abilities (None higher than 3) & 1point must go toward each Favored Ability .  Caste Abilities are as follows: Warrior (archery, brawl, martial arts, melee, throw), Priest (endurance, performance, presence, resistance, survival), Sorcerer (craft, investigation, lore, medicine, occult), Rogue (athletics, awareness, dodge, larceny, stealth), Bard (bureaucracy, linguistics, ride, sail, socialize).

VIRTUES: 1 point (each already has a base of one point) Compassion, Conviction, Temperance, and Valor. This one must be chosen as your primary Virtue

WILLPOWER:  3

BACKGROUNDS: None, PCs will be starting off with nothing

EXAMPLES OF PC CASTE TYPES

DAWN (WARRIOR) CASTE:  Mercenary, General/Officer, Barbarian, Ranger, Paladin, Ninja, Boxer, Martial Artist, Constable, Monk, Swordsman, Archer, Weapon Master, Common Soldier, etc.

ZENITH (PRIEST) CASTE:  Druid, Ranger, Shaman, Monk, Actor, General/Officer, Performer, Musician, Paladin, Wise Old Maser, Heretic, Hunter of the Dead, Fisherman, Hunter, Logger, 

TWIGHLIGHT (SORCERER) CASTE:  Shaman, Necromancer, Detective, Sage, Librarian, Scholar-Adventurer, Doctor, Smith, Hedge Magician, Witch, Village Wise Woman, Architect, Alchemist, Scientist, Philosopher, etc. 

NIGHT (ROGUE) CASTE:  Cat Burglar, Bandit, Assassin, Ninja, Common Thief, Detective, Constable, Beggar, Gambler, Circus Performer, Crime Boss, Fence, Information Broker, Guard, Scrounger, Peasant, Spy, etc.

ECLIPSE (BARD) CASTE: Merchant, Con Artist, Ship’s Pilot, Captain, Pirate, Knight, Outrider, Aristocrat, Sideshow Medicine Man, Performer, Musician, Diplomat, Madame, Rogue, Trader, Sage, Horse Trainer, etc. 

