SOCIAL COMBAT: 8/5/25

The goal of Social Combat is to influence individuals and groups, change opinions, gain support, and compel behavior.  It closely mirrors physical combat. 

SEQUENCE OF SOCIAL COMBAT:  We will use the New Initiative System..
1.  Join Debate (pg. 169): 6 minus Wits + Awareness,

2.  Declare Attack: Declare type of attack & Charms, any Charms not declared usually cannot be used.

3.  Declare Defense:  Declare type of defense & Charms, any Charms not declared usually cannot be used.

4.  Attack Roll:  Use appropriate dice pool,  

5.  Determine Effect: 

6.  Apply Effects: Any non-damaging effects are applied,

ACTION OPTIONS:  

1.  Move (0/0) and Dash (3/-3):  Little roll in Social Combat, though people may simply leave.

2.  Guard (3/-0):  Same as Combat.

3.  Inactive (3/special):  Same as Combat.

4.  Monologue/Study (3/-2):  Equivalent of a Combat Aim action. 

5.  Flurry (varies/varies):  Same as Combat.

6.  Activate Charm/Combo/Power (varies/varies):  Same as Combat.

7.  Attack (varies/-2):  

8. Miscellaneous Actions (5/-2): 

A.  Join Debate (5/-2):  Initiative, 6 minus Wits + Awareness,

B.  Attack ():  Physical attacks require a Join Battle roll. 

C.  Read Motivation (5/-2):  Chance to learn someone’s Motivation, Intimacies, and Virtues. 

SOCIAL COMBAT ELEMENTS:  

1.  Motivations (pg. 88 & 172):  Motivation is the PC/NPC’s primary goal, and should be epic for the Exalted.  Mortals do not need to have such lofty ambitions.  Motivations have significant effect in Social Combat either adding +3 Mental Defense Value (MDV) or subtracting 3 MDV. Changing Motivation is very difficult.

2.  Intimacies (pg. 76, 90, 172-173):  Intimacies are what your PC cares about.  PCs begin with a number of Intimacies equal to Compassion and can gain as many as Willpower + Compassion. Intimacies also play a significant role in Social Combat adding +1 MDV or subtracting the same.  Intimacies can be built or eroded with Social Combat. 

3.  Dominant Virtue (pg. 172):  Social Attacks that counter Dominant Virtues (any rated at 3+) defend at +2 MDV, where any attack that supports that Virtue is at -2 MDV. 

4.  Relative Appearance (pg., 172):  Appearance modifies MDV.  Characters with greater Appearance have a +1 MDV per point difference and those with a lower Appearance have -1 MDV per point difference, maximum +/- 3 points. 

5. Timing:  Social Combat takes place in ‘Long Ticks’, which means that each combat Tick lasts one minute. 

6.  Sequence of Attack (pg.) :  A. Declare attack, B. Declare defense, C. Attack roll, D. Determine effects, E. Apply effects,

7. Social Attack (pg. 171-173):  PC declares his attack using the appropriate Attribute + Ability.  If he overcomes the opponents MDV, he has an effect.   

8.  Dodge Mental Defense Value (pg. 172):  Halve (Willpower + Integrity + pertinent Specialty + Essence) round down.  Mortals don’t get the Essence value.  

9.  Parry Mental Defense Value (pg. 172):  (Charisma or Manipulation) + Ability (+ Specialty)/2 (round up).   

10. Social Attack Damage/Effects (pg. 173-4):  Successful Social attacks either compel behavior or cause willful resistance. If successful, PCs can build/erode Intimacies, Compel Behavior, or Break Motivations.

 Opponents can resist by paying one Temporary Willpower point.  In a given scene, a character can suffer only two points of Willpower drain from natural persuasion. Once this happens, they are immune to further attempts by anyone. NPCs won’t spend Willpower to resist Social Attacks unless the counter Motivations, and possibly Intimacies.  

Unnatural Persuasion attempts do not suffer from this, and can drain Willpower to zero in a single scene.  Characters with zero Willpower can be convinced to counter Intimacies and Virtues easily, though countering Motivations takes time and effort. NPCs usually only resist with Willpower if it counters Intimacies, Virtues, or Motivations. 

11.  Concealed Social Attack (pg. 169):  Manipulation + Socialize vs. opponents Perception + Investigation. 
SITUATIONAL MODIFIERS:

1.  Attack by Surprise:  Attack rolls (Manipulation + Socialize) vs. (Perception + Investigation).  As usual, surprise attacks lower MDV to 0.   

2.  First Impressions:  Appearance + Presence, 0 successes means -2 to all attacks, 1 success is neutral, 3 successes adds +1 to specific Ability, and 5 successes adds +2 to an Ability. 

3.  Clothing (Resource equal to whatever the current base is), Resource add/subtract dice from all attacks (maximum +3/-3) dice to specific Abilities. 

4.  Symbols of Wealth and Power (Jewelry, Medals, Signet Rings, and symbols of Backgrounds (above the average base) (maximum +3/-3) to specific Abilities. 

5.  Eating:  Anyone refusing to eat the requisite offered food is at -2 attack penalty (Monks), while anyone eating too much is at a -1 penalty.  Roll for Temperance.

6.  Drinking:  Anyone refusing to drink the requisite offered alcohol is at -2 attack penalty (Monks), while anyone drinking too much is at a -1 penalty.  Roll for Temperance, and Stamina + Resistance for drunkenness. 

7.  Drugs:  Anyone refusing to use the requisite offered narcotic (Marajuana, Quat, etc.) is at -2 attack penalty (Monks), while anyone drinking too much is at a -1 penalty.  Roll for Temperance, and Stamina + Resistance for drunkenness/addiction.

8.  Seduction:  Anyone you have successfully seduced is at -3 MDV until the next social combat, and then, -2 & -1 respectively. 

9.  Presents/Entertainment:  In order to bring an acceptable present/successful entertainment, PCs should make a Wits + Investigation. 0 successes means -1 attacks, 1 success meets the minimum. 3 successes adds +1 to one Ability, and 5 successes adds +2 to some Ability. 

10.  Refusing to Engage/Leaving abruptly:  This lowers the characters MDV -3 and gives a -3 situational modifier on the next engagement, -2 on the following, and -1 on the third. 

11.  Not Present at Event:   Anyone not present during social combat has only their Backing to support them, which will function as an Intimacy with Conviction of equal level. 

12.  Being Shown Up:   If you are humiliated/shown up in a debate in front of others, you lose -1 to attacks and MDV for the Scene (rest of the event). 

13.  Written Social Attacks: Use standard rules, but Linguistics take the place of Appearance. 


14.  Social Units:  For Social Units, use Charisma/Manipulation + Socialize.


15.  Veiling Intentions: Use Manipulation + Socialize. 

EFFECTS OF SOCIAL COMBAT: 


Assuming the PC/NPC won’t or can’t spend Willpower to resist a social attack they can suffer one of the following effects: 

1.  Building/Eroding Intimacies:  Intimacies have strength equal to Conviction.  In order to permanently break/build an intimacy you must succeed in a number of social attacks equal to the Conviction, but these successes must happen over separate scenes.  

2.  Breaking Motivation:  Motivations are very difficult to break/change.  In order to do so, the NPC’s Willpower must be lowered to 0.  Then they must go (permanent Willpower + Essence) days without recovering.  In this state, a successful attack can cause them to betray their Motivation.   

3.  Compelling Behavior: PCs/NPCs who fail to resist can be “convinced to act/think against their better judgment and spend the rest of the scene doing any one task provided it does not violate their Motivation.  

EXAMPLE USES FOR SOCIAL ATTACKS: 

COMPELLING BEHAVIORS: 

Convince someone to do something short term

Asking for Favors

Avoid being asked for Favors

Building short term bonds with others

Convince others to build short term bonds with you 


Learn rumors

Information Gathering

Exchanges

Concealing information/misdirection

Lying/deceiving successfully

Short term Interrogation

Any form of short term Trade uses Bureaucracy

Making First Impressions

Changing Existing Impressions

BUILDING/ERODING INTIMACIES: 

Building long term bonds with others

Convince others to build long term bonds with you

Eroding a bond/alliance

Eroding another’s bond/alliance

Building another’s bond/alliance

Gaining more powerful allegiances

Long term Interrogation

Any form of long term Trade uses Bureaucracy

Guard (Others taking/using your Backgrounds)

