New Initiative Rules:  8-3-25

 Exalted 2nd Edition's default initiative system can be fiddly and slow due to tick-based combat. Here's a simpler, faster initiative system that keeps the feel of Exalted but improves play speed and ease of use.



⚡ Simplified Initiative System for Exalted 2e

🎲 1. Roll Initiative

At the start of combat:

· Everyone rolls Wits + Awareness, difficulty 1.

· Add successes + Dexterity to get Initiative Score.

· Highest Initiative goes first; descending order after.

Optional: Add specialty dice, charms, etc. as usual if desired.


🔁 2. Turn Order and Rounds

· Combat proceeds in standard turns and rounds, NOT ticks.

· Once everyone has acted, a new round begins.

· You can use "Delaying" to act later in the round, but can't interrupt.



⚔️ 3. Speed and Recovery (Replacing Ticks)

Each action has a Speed Rating:

· Light actions (punch, move, activate Charm): Speed 1
· Medium actions (attack with weapon, simple Charm): Speed 2
· Heavy actions (powerful Charm, full defense, summon): Speed 3
After taking an action, add its Speed to your initiative score for your next turn.

📌 Example:
Your Initiative is 13.
You make a melee attack (Speed 2).
You act again on Initiative 15 (13 + 2).



🌀 4. Initiative Track

· Use tokens or a simple list to track everyone's next turn.

· After acting, bump their initiative number by their action's Speed.

· When multiple characters act on the same number, break ties with Wits.



♻️ 5. Reset Initiative Every Round (Optional Variant)

To simplify further, you can reset initiative every round:

· Reroll Wits + Awareness at start of each round.

· Fast, cinematic, unpredictable!

Use this if you want faster combat flow and don’t mind a bit of randomness.



✅ Advantages

· Eliminates complex tick tracking

· Retains a sense of action speed and momentum

· Easier for players and STs to manage

· Faster, more heroic pacing



Would you like this reformatted into a printable 1-page PDF or reference sheet for the table?

