Exalted Mechanics Changes/House Rules:  7/1/10
1.  Training Time for PCs (GMO):  PCs require no training time and can gain abilities simply by spending experience points.  Though they cannot increase in the middle of a scene and usually require about a day.  Or PCs automatically gain the Lore Charm: Elemental Concentration Trance.  
2. Training NPCs: Basic Training Times for Others (pg. 273-4 & GMO):  

Tutor’s Roll: Charisma + War or Lore, difficulty Magnitude + current level, minimum of 1

Training requires 8 hrs/day, six days a week

Basic Training Times with a Tutor: All times are doubled without a tutor

Attributes:  Next rating in months

New Ability: 3 weeks

Favored Ability:  Next rating x weeks

Other Abilities:  Next rating x2 weeks

Specialty:  2 weeks

Virtue:  1 month

Willpower:  1 month


Drill: next level x Months
3. 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, instead the weapon rate increases. 
4. Resources (GMO):  See Jadestone Economics Sheet-we will use D&D standard for awhile. 
5. Social Combat (GMO):  Will take place in combat time. 
6. Mass Combat Challenges (pg. 167): Leaders of enemy units (or designates) can be forced into one-to-one combat.
7.  Movement (GMO, pgs 143 &145): Base Movement is Dexterity in yards (as before), and a Dash is Movement x2 (not move +6).  
8. Damage to the Environment (GMO): PCs and NPCs who stunt, use Charms/powers or do amazing things have a very good chance of damaging the environment. This will never directly harm the PCs.
9.  Interrupt & Extra Actions (GMO Experiment):  (6/-2)  PCs can take more actions, but instead of losing dice for extra actions, they lose one auto success for each extra action they take, in addition to the highest Speed modifier and the cumulative DV penalties until the PC refreshes with his next action.  

In addition, PCs can “Interrupt” others.  To do so, the PC must decide to interrupt either before or immediately after another PC/NPC has declare an action, but before he has rolled any dice.  If two or more PCs decide to Interrupt at the same time conflict is resolved the same as if they acted on the same tick (which they are).  Interrupts have the same consequences as extra actions (lose auto successes and DV penalties).  In addition, any Interrupt action has a Speed 6 modifier and a -2 DV penalty AND the Speed modifier is added to the current action adding significantly to refreshing action time.    

10.  Channeling Virtues (pg. 102):  PCs can only channel Willpower through Virtues equal to the strength of the Virtue per game.  PCs should mark down Virtue use to take note. 

11.  Changing Attribute Alignments (GMO):   To lessen the God Attribute Dexterity and spread out Attribute + Ability alignment, there will be some changes to the matchings.


Strength + Martial Arts, Throw

Perception + Archery


Dexterity + Dodge, Melee,
12.  The Great Curse & Limit Break (pg. 103 & DB pg 123): Terrestrial gain Limit break, though less than Celestials.  See specific Caste to determine the effects of Limit Break.

PC gain a point of Limit whenever the following happens: A) Whenever they resist “Unnatural” Mental Influence and B) When they violate or ignore the Primary Virtue (pg. 102-3).  PCs should make a note of their Primary Virtues and what would violate it. 
Compassion:  Measure of how much a PC cares for others, and is moved by injustice and suffering.



Use Passion To:  Protecting or aiding the sick, innocent, or oppressed, fighting for justice, bringing aid to the needy, and fighting for or engaging in romantic love.



Failed Roll allows PC To:  Slay a defeated foe, ignore the pleas of the oppressed or impoverished, ignore the powerful abusing the helpless, publicly humiliating a friend or loved one.

Conviction:  Represents a person’s devotion to a cause.


Use Passion To:  Convert others to your cause, resist acts of persuasion or compulsion that go against beliefs, commit heinous acts in name of cause. 


Failed Roll allows PC To:  Not respond to attacks on their beliefs, act in a way that violate the tenets of their cause, refuse to take an action that would clearly benefit their cause (even if it results in the suffering of others).  

Temperance:  The measure of a PCs self-control.

Use Passion To:  Resisting temptation, holding your temper when taunted or struck, holding your tongue when insulted or intoxicated, overcome the effects of illusions, drugs, poisons, and mind control.



Failed Roll allows PC To:  Act dishonestly, show bias in important matters, overindulge, act on thoughtless impulse or break a sworn oath. 

Valor:  Using martial skills to defend the helpless and/or honor. 

Use Passion To:  Defend the helpless, defeat those who prey on the innocent, fight an honorable foe in combat, resist fear, pain, and fatigue. 


Failed Roll allows PC To:  Strike a foe from ambush or other underhanded means, avoid battle out of fear for personal safety, allow others to suffer depredations from monsters or tyrants. 

