The Jadestone Outcaste Campaign:

What is it like not only to have the power of a mythical hero?  Welcome to the Exalted Jadestone Outcaste 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 Terrestrial Outcastes Dragon Blooded who have recently exalted and will by the only force capable of helping a small barony near the edge of creation and far from the safety of the Realm. 
Players were originally exceptional (though mortal) people in the world of Creation even before they Exalted.  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. 
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 and Outcastes, 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 and perhaps that many more throughout the rest of Creation, 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 year 768 of the Scarlet Throne, five years after the disappearance of the Empress.  The primary PCs begin in the country of Damara and have only recently exalted.  Damara is in the extreme northeast of Creation, not far from the borders of reality and very far away from the safety of either the Realm or the Empires of the Scavenger Lands.   


BEFORE EXALTATION:  All PCs begin as refugees from the northern portion of the country of Damara.  PCs grew up in any area they choose, under most conditions they choose.  PCs can be any age or ethnicity, and can come from virtually any position in society, high or low.  However, once the war began the PCs lost almost everything including most of their family, friends, and possessions.   

EXALTATION: Exaltation is traced through family bloodlines and generally happens during early adolescence (9-14 years old), though it can happen at any age. All of the PCs have exalted within the last month of so, and therefore were unable to have an impact on the Damara War. 

The Recent History of Damara and Vaasa: 
For many years the Kingdom of Damara has been at war with the Kingdom of Vaasa, its neighbor to the north.  Vaasa, ruled by an evil sorcerer of incredible power, has been slowly crushing its southern neighbor.  Recently disaster befell the armies of King Virdin of Damara at the Battle of Goliad a little over a month ago.  The king was killed and his forces routed. Now, the once-great Kingdom of Damara is a vassal state of Vaasa. 

The Northern provinces of Damara are now completely under the sway of Vaasa.  A steady stream of refugees has been moving south.  Many were the people who had to abandon home, wealth, and friends to flee a terrible fate at the hands of the invaders. 
Current Situation: 


For now the situation has stabilized.  The Kingdom of Damara is no more, but some of the more powerful dukes and barons in the southern provinces have become effectively independent.  As long as they pay tribute to Vaasa and acknowledge the power of their northern neighbor, they can maintain some shade of an independent existence. 

The PCs are all refugees from the north.  Each of the PCs are on the road and are about to come to the town of Valls, the capital of the Duchy of Arcata.  PCs may or may not know each other as they choose.  
Notes to Players:


This campaign will consist of 4 games consisting of multiple sessions.  PCs will begin at Essence 2 and increase their Essence automatically one point each game.  Each game I will hand out a set of experience points which can be spent instantly or be held.  It is likely I will actually hand out experience points in-game, so players should be ready to advance characters and plot, at least to some extent, their advancement in advance. 

Character Focus/Niche: As always it is more enjoyable for players if their PC has a niche that makes them special in their own area. This will be a high combat game with mass combat and social combat, in that order of importance. In this game everyone is required to be proficient in combat.  But even if all the PCs are warriors, there are many types of combat specialties and martial arts.  In addition PCs should have one or more niches in other areas of the game.  Some examples include (but not limited to):  Ability Specialty (Lore, Investigation, Craft, Performance, etc.), Combat Skill Specialty, Martial Arts style, War, Thaumaturgy, Elemental Paths, Sorcery, Necromancy, etc.

PC Power Parity: For the benefit of everyone in the campaign, all PCs should be relatively similar to each other in power.  This usually makes it more enjoyable for the players and much easier for the GM plotting encounters.  I will examine PCs and if there is a lack of parity, I will require PCs either increase and/or decrease their overall power level to better match the group.
OUTCASTE DRAGON BLOODED PC CREATION

PLAYER CHARACTERS BEGIN WITH THE FOLLOWING STATS:
Character Concept-Players should choose some form of archetype.  Some Examples Include:  A Master Linguist who controls conversations, An Occultist who punishes rogue spirits, A Druid who understands all elements of a plant and can grow them under any conditions, A Zen Earth Master who senses anything touching the ground, A Former Constable who can sniff out any crime or lie, Famous Bard Singer who’s music can kill, Militant Rebel Leader seeking to save his country, A former Patriarch who can sway the masses, Wandering Hermit Healer, A simple Cutpurse on his way to becoming the world’s greatest thief, A Weather Witch who specializes in helping small villages, etc. 

MOTIVATION:  Choose a Motivation or a single driving epic goal for your character 

INTIMICIES:  Intimacies are things the PC feels strongly about (either negative or positive). Begin with a number of Intimacies equal to their Compassion. Negative Intimacies are things you hate: Vaasa, slavery, Anathema.  Positive Intimacies are things you like: your circle mates, a country, freedom, etc.  PCs may increase the number of intimacies during the game up to Willpower + Conviction. 
CHOOSE CASTE ASPECT: Air, Earth, Fire, Water, Wood, 

ATTRIBUTES: 7/6/4    (with a base of one in each)

ABILITIES: 25 pts. (13 must go to Aspect or Favored) First select 3 Favored Abilities (Abilities that will be easiest for you to advance in) and cannot be same as Aspect Abilities.  
Next divide 25 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),

PCs must have the following minimums: 2 in any combat Ability (Archery, Melee, Throw, Dodge), 2 in Martial Arts, and 1 in War.  

CHARMS:  5 Charms (Ox Body, 1 Excellency, 1 Terrestrial Martial Art, and any other 2 in Aspect/Favored) PCs may exchange Dragon Elemental Paths for Charms.  PCs cannot begin with either Celestial Martial Arts, Sorcery or Necromancy, but they can be gained later in game (at Essence 3). 
BACKGROUNDS:  PCs begin with no Backgrounds, but do have Basic Clothing, 2 Resource 1 Objects, 1 Resource 2 Object, and 100 gps, 

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), & 4x Essence + Willpower + 2 Highest Virtues +Health Levels (7)
BONUS POINTS:   15 pts. 
PC BONUS:


In addition to being able to take standard Dragon Blooded Charms, PCs may also take Dragon King (Elemental) Magic and Thaumaturgy.  Also, PCs can have Merits and Flaws, but only under special circumstances and specific GM approval. 
Bonus Point Cost:  

Trait:



Cost: 

Attribute:



4

Ability:



2 (1 if a Favored or Aspect Ability)

Background:


None except: 2 Resource 1 Objects, 1 Resource 2 Object, and 100 gps,
Specialty:



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

Virtue:



3

Willpower:


2

Essence:



Cannot be raised at this time
Charm:



7 (5 if a Favored or Aspect Ability)

Celestial Martial Art Charm:

Cannot be bought until Essence 3

Aspected Elemental Path:   

4 (8 if being raised above 3)

Unaspected Elemental Path:  

5 (10 if being raised above 3)
Thaumaturgic Specialty:

5
Thaumaturgic Procedure:

1 (for 3 Procedure Points)
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 (Damage (Essence)/Minute; Toxicity (Essence); Tolerance (None); Penalty [(Essence)/2], rounded up.), and add Essence to defense against weapons that have any wood in them. 

SIDE NOTES:  

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

Resources:

Resources 1:  Peasant Clothes, Fodder for horse for a month, Knife, Short Sword, Axe, Mace, Spear, Self Bow, Chakram, Javelin, Hammer, Cestus, Lance, Fighting Gauntlet, Buff Jacket, Premade Prayer, Found Good luck Talisman, 

Resources 2: Fine Example of a Resource 1 object, Chopping Sword, Slashing Sword, Straight Sword, Great Axe, Pole Axe, Tiger Claws, Long Bow, Breast Plate, Chain Shirt, Reinforced Buff Jacket, Pot Helm, Slotted Helmet, Target Shield, Fancy Clothing, Fine Clothing, Unskilled Slave, Domestic Animal (Horse, Cow, Camel), Special Prayer Paper, Found Disease Talisman, Tower Shield, Great Sword, 

List of Thaumaturgic Paths: 

The Art of Alchemy:  Creating potions and magical substances

The Art of Astrology:  Divining the future

The Art of the Dead:  Lesser Necromancy

The Art of Demon Summoning:  Lesser Summoning

The Art of Elemental Summoning:  Lesser Summoning

The Art of Enchantment:  Creating lesser magical items

The Art of Geomancy:  Detecting a manipulating essence flows, blessings and curses,
The Art of Husbandry:  Calling and controlling animals

The Art of Spirit Beckoning:  Lesser summoning

The Art of Warding and Exorcism:  Creating magical barriers and casting out possession

The Art of Weather Working: As it says
List of Terrestrial Martial Arts: 
Crimson Pentacle Blade Style:  Spear/polearm style
Even Blade Style:  Sword style
Falling Blossom Style:  Guardian and living shield for others style
First Pulse Style:  Fast attack style
Five-Dragon Style:  The basic striking and sword style
Fivefold Shadow Hand Style:  5 Lesser Elemental styles
Golden Exhalation Style:  Gun style
Golden Janissary Style:  Demon killing style
Ill Lily Style:  Poison style
Jade Mountain Style:  Large club and strength style
Lightning Hoof Style:  Horse mounted style
Night Breeze Style:  Stealth style
Orgiastic Fugitive Style:  Drunken master style
Seafaring Hero Style: Shipboard style (not useful in this campaign)
Terrestrial Hero Style:  The basic grappling style
Terrible Ascent-Driven Beast Style:  Lesser mixed animal style
The Path of the Arbiter Style:  Meditation and faith style
White Veil Style:  Subtle strike style
List of Elemental Dragon Paths: 

The Celestial Air Path (Temperance):  See, attack, and summons spirits
The Clear Air Path (Compassion):  Increased perception and understanding
The Solid Earth Path (Temperance):  Molding and commanding earth, stone, & crystal
The Yielding Earth Path (Compassion):  Healing and repairing people and objects 

The Blazing Fire Path (Valor):  Creation and command of light & flame
The Flickering Fire Path (Valor):  Increase movement and athletics
The Flowing Water Path (Conviction):  Seeing and moving through objects
The Shimmering Water Path (Conviction):  Stealth and veiling 

The Growing Wood Path (Compassion):  Growing and manipulating plants and wood
The Shaping Wood Path (Temperance):  Shapechanging
PC Advancement:


PCs will gain experience points possibly multiple times during each gaming session.  Because of this, please have a series of Charms and Attributes planned for increasing in advance. I plan to give out experience in the following increments: 10 experience points toward Charms/Magic Traits, 3 toward Non-Magic Traits, and 2 toward either.
PCs will gain a point of Essence each full game.
Experience Point Costs:  

Trait:



Cost: 

Attribute:



rating x4

Favored/Caste Ability:

(rating x2) -1

Out of Caste Ability: 

rating x2
Background:


Can only be raised in game
Specialty:



3
Virtue:



rating x3

Willpower:


rating x2

Essence:



Can only be raised in game
Favored/Aspect Charm:

10

Out-of-Aspect Charm:

12
Celestial Martial Art Charm:

12

Martial Arts Unfavored:

15

New Aspected Path: 

6

New Unaspected Path: 

7
Aspected Elemental Path:   

rating x4
Unaspected Elemental Path:  

rating x5

Thaumaturgic Specialty:

10

Thaumaturgic Procedure:

1 per Procedure Point
GAME NOTE:  If you have specific mechanics or campaign background information questions just ask.  
