EXALTED-OVERTHROW 
PATRIN-STEWARD-LUNAR CAMPAIGN
What is it like not only to have the power of a Demi-God and take the form of any creature in Creation, and yet be bound within an infinite prison for eternity?  Welcome to the Exalted-Overthrow campaign.  Gamers will be playing “Patrin-Stewards” which are people who have “Exalted” beyond the powers of mortals and have acquired the ability to shapechange and other powers equal to the gods.  Yet where once the Patrin were the Stewards of all the mortal races of the multiverse, now they are imprisoned inside the horrifying realm of “The Labyrinth” and must find a way out.
HISTORY AND THE PATRIN (This history is unknown to all but the Exalted and a few Gods): 
Uncounted millennia ago virtually infinite beings know as the Primordials became self-aware and lifted themselves out of the cosmic vastness, primordial ooze and madness of chaos.  These unknowable beings separated a part of the madness and stabilized it, thereby beginning the Multiverse.  According to their whims and in order keep the Multiverse stable and functioning, the Primordials created their servants, the Gods. The Gods were powerful spirit beings whose purpose was to maintain the Multiverse and yet who were bound by mystical oaths, while the Primordials continued to simply exist, tinkering inhumanly with their infinite creation of reality.  In addition, the Primordials created the mortal races.  The purpose of the mortal races was to pray and worship, thereby satiating the spiritual hunger of the Primordials.  Of all the mortal races, man was the most important due to his weakness and prevalence.  Yet man was gifted with free-will which allowed him to produce vast quantities of mana, faith, and worship.  
The Gods were not satisfied with their slavery to their Primordial creators, beings who were both vastly older and completely alien to them.  The gods plotted rebellion, yet they themselves could not directly take a hand against their creators.  Luckily, one of the Primordials was also disenchanted with her brethren.  The Primordial Gaia agreed to help the Gods rebel.  The Gods created the Exalted Shards, 2800 pieces of perfect Essence filled with their unlimited power and potential.  These Shards were designed to connect with the mortals races, which had one key characteristic the Gods did not have, free will.  The Exalted mortals rose up in a terrible cosmic war that tearing the very fabric of reality, and defeated the Primordials, binding some, slaying others, and casting most outside of the walls of Creation.  
The Gods then rebuilt creation from the remains of the Primordials.  They set themselves in the Astral Realms of the Outer Planes where they could rule the Multiverse and monitor the Prime Material Planes, where the mortal races began to flourish.  At first, the Exalted were given freedom and a place in the Prime Material Plane, to rule and regulate the mortal races as their reward for their success in the Primordial War.  But as time went on, the Gods slowly grew fearful of the power of their Exalted, their ambitions, and their growing madness.  The Gods struck quickly and with precision, and bound the 2800 Exalted Shards in various prisons throughout the Multiverse.  For many millennia the Exalted Shards have remained in their various prisons…
The 300 Patrin Shards were created by the most powerful Gods of life and change to be defenders against chaos and entropy.  The inheritors of these shards were able to change their shape and take the form of the various creatures throughout the Multiverse.  After the Primordial war, the Patrin became the Stewards of the mortal races, monitoring and protecting them and their societies, usually from a distance.  When the Gods captured the Patrins, they cast them into the Labyrinth, the bound and comatose remains of one of the Primordials floating in the Astral Realm, the first one that the Patrin defeated in during the Primordial War. 
THE LABYRINTH (In Character (IC) Patrin Perspective): 

This Exalted Campaign takes place in the Labyrinth.  The Labyrinth is a prison that is nothing more nor less than remains of a bound and comatose Primordial that spans the distance of thousands of worlds.  The Patrin were imprisoned millennia ago in a hellish world meant to cage, and ultimately destroy them, leaving their Shards floating free without a host for eternity, or until they were once again required by the Gods.  While the Labyrinth is filled with monsters and horrors, it also now has thousands of surviving mortals due to the labor of the surviving Patrin.  The only way any of the mortal races survive is through the unknown and unrelenting protection of the Stewards.    

Yet while stewarding mortals was once enough for the Patrins, now they have another equally important goal: to escape the Labyrinth.  The Patrin believe that no prison is perfect, and through the millennia they have searched for a way out.  The Labyrinth is divided into “chambers” each of which is the size of a world.  When the Patrin began to explore the World Chambers, they always found one exit or “Gate”.  Each Gate the Patrin passed through led to another World Chamber equally large, yet often more deadly than the previous one. In the recorded history and ancient memory of the eldest Patrin, their race has passed through more than 10,000 Gates.   


Every race, creature, and life form in the Labyrinth, not directly a result of Patrin breeding is hostile and deadly.  The purpose of every life form is to destroy the Patrin and what they protect.  While there are some somewhat safe areas in the Labyrinth, most of the endless prison is nothing but a living death trap, including the flora, fauna, climate, and geography.  

The Wyld Lands:  The majority of the Labyrinth consists of the Wyld Lands.  The Wyld Lands are areas of the Labyrinth that are unstable, in flux, or are changing.  Depending the stability (or lack thereof) unwary Patrin can be killed quickly while mortals may be changed into hideous monsters or even become part of the geography.  

The Labyrinth consists of very small sections (in immense geographic terms) called Stable Realty, which were created by and safe guarded by the Patrin. About half of the Labyrinth consists of lands called Bordermarches, which while slow to change, are dangerous and can cause mutations and madness. The Middlemarches make up about a third of the Labyrinth and change much more quickly, often bending the rules of nature.  The Deep Wyld is a much smaller part of the Labyrinth, yet much more dangerous.  Where the Bordermarches and the Middlemarches bend or break the rules of nature, the Deep Wyld throws the rules out the window. The final and most dangerous part of the Labyrinth is Pure Chaos. Pure Chaos borders the other areas of the Labyrinth and is nothing but reality in flux.  Mortal beings are consumed by Pure Chaos upon entering unless under the protection of powerful Patrin magic.
CAMPAIGN BACKGROUND (IC Mortal PC Perspective):


The Patrin Campaign begins with the PCs starting out as exceptional mortal adventurers, living normal adventuring lives, in what appears to be a normal fantasy world called Yrth.  Yrth is a world consisting of a number of independent countries which have traded and warred with one another for the past few hundred years.  (I will provide a “What PCs know about Yrth” page).  In addition, most of the lands between major cities of Yrth are called Wyld Lands. For mortals, the Wyld Lands are hostile realms where nature can betray a man and where terrible monsters of legend dwell. 
CURRENT SITUATION:  


PCs begin as a band of adventurers who know one another and have been together for some time.  They are exceptional people living in the world of Yrth and are coming back to the city of Blythe in the land Caithness.  The PCs have been exploring about 30 miles from Blythe in the village of Briscane and the surrounding swamps, and have been very successful.  
CHARACTER CREATION: 

Unlike previous Exalted campaigns where players have created mortals who later Exalted, and therefore did not have to worry about their character transforming until it happened, in this campaign it will be important for players to consider both their pre-Exaltation and Post Exaltation.  Players will create mortal PCs who are exceptional for mortals.  They will also create their PC after they have Exalted into Patrins.  While the PCs are not “locked in” to the choices the player makes until the Exaltation actually happens, it is very useful (if not necessary) to plan ahead for the change.  Below are the following rules for creating PCs as both mortal and Patrin. 

NOTE:  When PCs transform with Exaltation, they may rearrange previous use of Bonus Points.  Also, Exalted may not buy Charms, Knacks, or Essence with Bonus Points. I will provide GM character creation examples to give players an idea of character creation.
Some key elements in Character Creation include the following:
Motivation:  This is the primary drive and focus of the character.  As a mortal, Motivations can be simple, but as an Exalted, Motivations should be Epic.  
Intimacies:  Intimacies are what the PC cares about.  They are weaker than the PC’s Motivation but no less important.  A PC may begin with a number of Intimacies equal to their Compassion, but may gain more in play up to their Willpower + Compassion. 
Spirit Shape:  When the PC Exalts as a Patrin, they will gain a second True Form known as their Spirit Shape. PCs may pick any animal as their Spirit Shape that is not Wyld Tainted.  This includes mammals, avians, reptiles, amphibians, fish (though this will be a land based game), and insects.  PCs may even choose dinosaurs or dire versions of animals.  If there is contention between players over Spirit Shapes, we will roll dice to determine who gets the shape. 
Tell:  Every Patrin has a physical characteristic that mimics their spirit shape.  In normal circumstances, these “Tells” would stand out and be completely noticeable, such as a forked tongue, horns, cloven hooves, etc.  Yet the power of the Patrin psychically masks the Tell, causing them to go unnoticed by all but the most powerful beings. 

EXALTATION: When the PCs Exalt they will not gain all of their powers immediately (such as Charms), but it is a good idea to think about the Charms the PCs wants/needs early on. 

EXALTED PC CREATION-BEFORE PATRIN EXALTATION
PLAYER CHARACTERS BEGIN WITH THE FOLLOWING STATS: 

PLAYERS SHOULD CHOOSE SOME FORM OF TWO OR THREE WORD ARCHETYPE: Wandering Sword Master, Unstoppable Barbarian General, Militant Rebel Leader, Arrogant High Patriarch, Mysterious Sorcerer, Wandering Outcaste Healer, Rogue Ninja, Famous Bard Singer, etc. 

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

INTIMICIES:  Begin with 2 Intimacies or things you care about
ATTRIBUTES:   6/4/3  (None may be higher than 4) and all begin with a free base 1 point. 

ABILITIES:  First select 1 Favored Ability (Abilities that will be easiest for you to advance in) Next divide 22 points for abilities (None higher than 3) & at least 1point must go toward Favored Ability.  

Athletics, Archery/Marksmanship, Bureaucracy/Politics, Art/Crafts, Dodge, Integrity, Investigation, Larceny, Linguistics, Lore/Academics/Science, Martial Arts, Medicine, Melee, Occult, Performance, Presence/Command, Resistance/Fortitude, Ride, Sail/Pilot, Socialize/Empathy, Stealth, Survival/Animal Ken, Throw, War,

VIRTUES/PASSIONS:  PCs choose 4 Virtues from the following list to define their PC.  5 points (each already has a base of one point). Their highest Virtue is their Primary Virtue. List of Virtues/Passions: Conviction, Courage, Duty, Endurance, Expression, Harmony, Intellect, Loyalty, Order, Piety, Valor, Vengeance, 

WILLPOWER:  4  
BACKGROUNDS: Ignore for now, but take anything that is appropriate to the character concept.  

BONUS POINTS:  5 which can be spent on anything (though maximums still exist),


BONUS POINT COSTS: 

TRAIT:

COST:  
Attribute
4
Ability

2 (1 if a Favored Ability)

Specialty
1 (2 per 1 in Favored Ability)

Virtue

3

Willpower
2


Intimacies
3 to increase starting Intimacies to (Willpower + Compassion)


Thaumaturgy 
5 Initiate


10 Adept



1 per 3 Spells
AFTER EXALTATION BECOMING A CASTELESS PATRIN
BECOME CASTELESS PATRIN: 

MOTIVATION:  Change Motivation and make it epic.
INTIMICIES:  Do not Modify Intimacies, though they may change over time.
SPIRIT SHAPE AND TELL: Choose a Spirit Shape and Tell
ATTRIBUTES:   Gain +2/2/1, for a total of 8/6/4 (None may be higher than 5)
FAVORED ATTRIBUTES:  Choose two Favored Attributes
FAVORED ABILITIES:  Survival/Animal Ken becomes a Favored Ability and retain previous Favored Ability.
ABILITIES:   Gain +3 points, for a total of 25 points (None may raise higher than 3 at this time, but may be raised up to 5 using Bonus Points).  PC must have at least one point in Survival.

VIRTUES: No Changes. Retain the same Primary Virtue, which must be the highest.
WILLPOWER:  Add two highest Virtues together
BACKGROUNDS: None, PCs will be starting off with nothing


CHARMS:  PCs gain 0 Knacks/Charms. 

ESSENCE: PCs gain an Essence of 2, which cannot be raised at this time
ESSENCE POOL:  Personal Essence: Essence + (Willpower x2), Peripheral Essence:  (Essence x4) + (Willpower x2) + (Highest Virtue x4) + Health Levels (7 + any gained from Charms).
BONUS POINTS:  Gain 10 Bonus Points (And PCs may rearrange previous 5 Bonus Points to better fit their character due to their Exaltation for a total of 15).
BASIC EXALTED/PATRIN POWERS: Age (3,000+), Soak 1/2 Stamina-Lethal, Poison/Disease/Infection Resistance, Essence User, 10s count as 2 successes, Attune Artifacts/Manses/Hearthstones & Magical material Benefit, Minimum damage dealt equal to Essence, Slow bleeding and not crippled due to incapacitation, Minimum dice pool equal to Essence, Fast healing, Inherently better Ability use, Dodge bonus equal to Essence, Most everyone else an “Extra”, Round up, Stunt, Change into Spirit Shape (1m), Sacred Hunt, 
BONUS POINT COSTS: 
TRAIT:

COST: 

Attribute

4 (3 If a Favored Attribute)
Ability

2 (1 if a Favored Ability)

Specialty

1 (2 per 1 in Favored Ability)
Virtue

3

Willpower
2


Intimacies
3 to increase starting Intimacies to (Willpower + Compassion)
Knacks/Charms/Essence cannot be bought with Bonus Points

EXPERIENCE POINT COSTS: 

TRAIT:



COST: 



Attribute



Current Rating x4
Caste/Favored Attribute

Current Rating x3

Favored/Caste Ability

(Current Rating x2) -1
Out-of-Caste Ability

Current Rating x2
Virtue



Current Rating x3 (does not increase Willpower)
Willpower


Current Rating x2



New Ability


3
Specialty



3
Favored/Caste Charm

10

Out-of-Caste Charm

12

New Spell (Favored/Caste)

10

Spell (Out-of-Caste)

12

New Knack 


11

Merit



Level of Merit x2
