EXALTED COMBAT RULES 

CALCULATED COMBAT STATISTICS
1. Dodge Defensive Value (DDV):  (Dexterity + Dodge + Essence) / 2.  Add shield DV if used.  Round Up if Exalted.  Round down if Mortal.

2. Parry Defensive Value (PDV):  (Strength + Melee + Weapon Defense) / 2 or (Dexterity + Martial Arts + Weapon defense) / 2.   Add shield DV if used.  Round Up if Exalted.  Round down if Mortal.

3. Mental Defense Value (MDV):  (Will Power + Integrity + Essence) /2.  Round down.  Mortals do NOT get to add their essence rating.
4. Walk:  Dexterity Attribute value less movement penalties due to wounds and armor.  Not an action.
5. Dash:  Walk value +6.  This is an action
6. Soak:  Three types

a. Bashing:  Equal to your Stamina for Exalted and Mortals

b. Lethal:  Equal to half-Stamina for Exalted.  None for Mortals

c. Aggravated:  None for any character.  Armor Lethal soak equals Aggravated soak

COMBAT SEQUENCE:

1. Determine if Fatigued:  (Modified core page 374).  At the beginning of combat, make a Stamina + Resistance check versus the fatigue difficulty of armor and other elemental factors.  If the check is failed, the fatigue penalty is imposed for the scene.  

2. Determine Surprise (pg 155) – if needed.  (Wits + Awareness) vs (Dexterity + Stealth) of the attacker.  Awareness < Stealth check, the defender’s DV becomes zero (0).   

3. Join Battle (pg. 141): 6 minus (Wits + Awareness dice successes).  Low is good.  Minimum 0, Maximum 6.  Ties are settled by Dexterity then Wits.  If still a tie, roll-off Dexterity (dice).
4. Declare Attack: (Or other combat actions – see below) Declare type of attack & Charms, any Charms not declared usually cannot be used. (See charm chart below)

5. Declare Defense:   Declare type of defense & Charms, any Charms not declared usually cannot be used.
6. Attack Roll:  Use appropriate dice pool.  Extra successes count towards damage

7. Attack Rerolls:  Use appropriate charms

8. Subtract External Penalties/Apply Special Defenses:  First subtract penalties (External) and then DV

9. Defense Rerolls:  Use appropriate charms

10. Calculate Raw Damage:  Usually Strength + Weapon Value + Successes

11. Apply Hardness, Soak, & Roll Damage:  Check for Hardness, subtract Soak Rating, roll damage (Minimum of attacker’s Essence)
a. Knockback (optional. page 153, modified):  Each three (3) dice of potential damage sacrificed by the attacker equals one (1) hex knock back.  Defender gets a reflexive Dexterity + Athletics to remain standing.  (Otherwise, 1 action to stand.)  Being pushed into immovable objects doesn’t cause more damage to the defender but it’s cinematic damage to the environment.

12. Counterattacks:  Using appropriate Charms

13. Determine Effect/Apply Effects: Any non-damaging effects are applied
14. Defense values refresh at the start of your action
15. End of Combat:  Check for Disease (Core 350), Infection (Core 151), poison  (core 130), and bleeding  (Core 151).
ACTION OPTIONS:  (Speed / Defensive value impact)
1. Activate Charm/Combo/Power (varies/varies): Unless a Charm says otherwise, the Speed is 6.  
2. Aim (3/-1):  Aiming allows attacker to add extra dice, usually one per tick up to 3, and allows abort to attack
3. Attack (varies/-1):  Standard attacks, each of which lowers PC DV by 1. An attack rolls Attribute + Ability and must obtain more successes than the targets Defense Value after calculating all penalties and bonuses.
4. Dash (3/-2): Dex + 6 (minus wounds & Mobility Penalty), minimum Dash is 2, PC cannot Parry without a stunt.  PCs may also Dash as a single action or as part of a Flurry.
5. Flurry (varies/varies):  Multiple actions, and combine all DV penalties, taking the longest Speed modifier in the Flurry. Each extra action in a Flurry subtracts dice from the dice pool, and lowers a PCs Defense Values cumulatively.
6. Guard (3/none):  Taking complete defensive action, it allows PCs to abort to other actions, 
7. Inactive (5/special):  Unconscious, paralyzed, helpless, in Clinch, unaware, etc.
8. Move (0/none):  PCs may move reflexively on their actions up to their move rate which is equal to their Dexterity, minus any penalties (including wound and armor).  PCs may also Move as part of an action.
9. Miscellaneous Action (5/varies):  
A. Coordinating Attacks (5/-1): Charisma + War difficulty ½ the participants (rounded down).  Successes lower opponents DV (maximum, the number of participants). 
B. Drawing / Readying Weapon (5/-1 DV): 
C. Rising from Prone (5/-1 DV): 
D. Jumping (5/-1 DV)  (Page 127):  Can only take one jump until DV refreshes.  Jumping distance (hexes) for Exalted PC’s straight up is Strength + Athletics.  One Will power adds 2 hexes, stunts or virtue channeling adds hexes equal to the bonus dice.  Double the distance for horizontal jumps.  Mortals can leap half as far as Exalted characters.
COMBAT COMPLICATIONS:
1. Combat Actions (pg. 141):  PCs can take many types of combat actions from aiming, to attacking, to flurries. Most combat actions cost the player time and a Defense Penalty based on the value of the action.  For example a regular attack with a punch (5/-1) would mean that once the attacker threw a punch, his Defense Values (both Parry and Dodge) would go down by one until his next action, and his next action would not occur until five more Ticks had passed.
2. Timing:  Time in combat is counted down in ‘Ticks’, and each Tick is approximately one second. 
3. Simultaneous Actions (pg. 141):  Individuals can and will act on the same Tick.  All actions during the Tick are resolved at the same time.  This means that people can easily kill each other at the same time.  See below about timing of Defense Penalties (except Onslaught Penalties, see below).
4. Renewing Defenses: Defenses are renewed at the beginning of the Tick you act on, and Defense Penalties do not take place until the end of the Tick you act on, except for Onslaught Penalties. 
5. Onslaught Penalty:  For each attack an opponent makes after the first, the defender lowers all his Defense Value by one.  This make Flurries very useful.
6. Incapacitation/Death (pg. 150):  Anyone taking lethal damage below Incapacitated is mortally wounded, inactive, and dying. Each combat action they suffer another lethal health wound. Each PC has a number of “Dying Levels” equal to their Stamina, and when these run out they are dead.  Only with magic, advanced medical tools, and/or legendary skill, can someone can be brought back from the brink.
7. Knockback/Knockdown (pg. 152):  Will only be used in specific or cinematic situations. 
8. Unexpected Attacks:  An unexpected / surprise attack makes the defender’s DV 0.
9. Grappling (pg. 157): See rules. 
10. Stunts: Exalted 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 (1-2 for Mortals).  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. Mortal PCs CAN stunt.  Stunts can also be the cause of Dramatic Editing!!!
11. Emergency Reroll (House Rule):  In a dire emergency, PCs may reroll any die roll at the cost one experience point.
12. 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). 
Charm Summary
	Charm Type  (Page 182)
	Use

	Simple
	During action phase.  Once per the action phase.  Cannot take multiple use actions when using a simple charm.  Speed 6 / DV -1 unless noted otherwise

	Supplemental
	Can use multiple times in a round.  Maximum number is one time per flurry.  Cannot be used on its’ own

	Reflexive
	Can be used an unlimited number of times in an action.  It counts towards your limit of one charm per action

	Extra Action
	Useable once per round and cannot add multiple actions by mundane means

	Permanent
	No maintenance cost and cannot be dispelled.  Does not count against a charm as an action.


Healing Rates
	Healing Rates  (Core page 149)

	Damage Level
	Mortals
	Exalted

	Bashing Damage
	1 point per 12 hours
	1 point per 3 hours

	-0:  Bruised
	1 day rest or 2 days w/activity
	6 hours rest or 12 hours w/activity

	-1:  Hurt
	1 week rest or 2 weeks w/activity
	2 days rest or 4 days w/activity

	-2:  Wounded
	2 weeks rest of 4 weeks w/activity
	4 days rest or 8 days w/activity

	-4:  Maimed
	1 month rest.  Cannot heal w/o rest
	1 week rest or 2 weeks w/activity
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