A quick summary of the plot

Opening Act: Office Space

Dingy office in a run-down part of Heaven. Mountains of yellowing paperwork. Chainsmoking green-skinned eight-armed god with permanently sour disposition. Solar circle supposed to be overthrowing Dragon-Blooded overseer of village two days' ride from Nexus instead of whoring it up in Nexus in a tea-house. Fix this.

Act Two: The Obligatory Tea-House Brawl

Happy Boddhisattva Tea House and Garden - the last tea house, sake house, tavern or inn in Nexus willing to accept the 'Fate-designated protagonist circle' and their bizarrely sociopathic, self-centred business. Solar circle on a three-day drunk, sake house running dangerously full on sake and chicken wings. Yeddim theft tempting, despite promises to the Emissary to play nice. The circle basically need to shut the tea house down or demolish it or something in order to get the solars out.

Act Three: On the Road Again

(This scene is optional and can be added or removed based on how the game is doing for time.)

It's a one-day ride to the village. Solar circle will decide to blow up Gem, a city hundreds if not a thousand miles away. They must be kept on the right track by any means necessary. If this proves impossible the circle are going to have to masquerade as the Solars and perpetrate the overthrow themselves.

Act Four: All Hail Our Glorious Saviours, I Guess.

Tyrannical swornbrother hood of EBIL TERRESTRIALS. Village under EBIL TERRESTRIAL YOKE. Golden, shining (hungover, psychotic) heroes are due to liberate it. This is important. 

Well, someone has to. If the circle can't manipulate events in order to get the solars to do their duty then they're going to have to take out the dragon-blooded circle themselves - something they should have relatively little trouble with, but OH GOD PAPERWORK. Try to maneuver them into acting like Sidereals – indirectly, behind the scenes – but don't push it. The game is supposed to be fairly light-hearted after all. Once the Dragon-bloods are dealt with the game's over.

Act One – Office Space

Setting: Yu-Shan is a faded glory. Heaven is the heart of the Celestial Bureaucracy, but high unemployment rates mean that there are golden-paved slums and shanty towns built from the debris of Paradise across the city. It is in one of these run-down tenements that the smokey, crowded offices of the Convention on Plot Coherence are to be found. The offices are stacked floor to ceiling with unfinished paperwork, desks groaning under the weight of ignored, yellowing parchment. The place smells faintly of cigarette smoke, cats and despair, the gold lamé on the walls peeling off from years of exposure to the acrid concoction that Dutiful Aya has chain-smoked constantly for decades. Always a place of either filth-ridden boredom or manically cramped excitement, the offices are currently the latter – there's a job on.

NPCs: The party are the entirety of the Convention on Plot Coherence, and their overseer is not a Sidereal at all, but a god – Dutiful Aya, Lesser God of Weaving and Haruspicy in Chickens and   Small Waterfowl, to be precise. Aya is a squat, dumpy, vaguely humanoid green figure with luminous blue eyes and six arms, at least two of which are holding foul-smelling hand rolled cigarettes at all times while another two roll their replacements, leaving the standard human complement of hands to do the actual work. No-one's sure what Aya did to get landed with this job, but whatever it is it's not happy about it. Aya's voice is like sarcastic gravel, and its long-suffering patience with the fuckups under its command is legendarily thin.

Key Events: This is pretty much an expository scene, and it shouldn't take too long. Aya will gather the party together in its office – make much of them having to sit on conveniently moulded stacks of ignored bureaucratic paperwork, precariously threatening to collapse under their weight - while it fills them in on the details. A 'plot-significant protagonist group' of Solar Exalted has been tagged in the Loom of Fate has been tagged as being in Nexus when they should be in a village two days' ride away, overthrowing the evil overlords therein rather than doing whatever it is they're doing in Nexus. Whoring and boozing, probably. Moral judgements aside that particular village is due a glorious liberation, and if someone doesn't do it in the next four days then Fate in the region is going to start to fray: down becomes up, Tuesday goes sideways, rains of cats and dogs, snakes giving birth to women-headed young, that sort of thing. Bad for business, and especially bad because a reputable Convention will a) have to deal with it and b) bureaucratically cock-slap the Plot Doctors as they are disparagingly known from here until Calibration. As if things weren't bad enough.


Once the player's questions are answered – basic information about Nexus, the nameless village (it's too small to have one), the Solar Circle and the Dragon-Blooded brotherhood is pretty much everything Aya knows [Details on the NPCs will be available at the end and a description of Nexus will be available in the next act, use your discretion on how much to reveal to them] they'll be shooed off to the Nexus gate with a three day deadline and the following instructions: if they can't get the Solars to do it, they'll have to do the job themselves. And while that'll preserve Fate the paperwork involved will be heinous. And for once, they'll be expected to do it.

So no fuckups. And off they go... oh yes. Interact with the solars as little as possible. If they don't know you were ever there, that's best, but try to keep social interaction with them to a minimum. The LAST thing anyone wants is them kicking heavens' doors in. Seriously. And for the love of all the gods on't get into a fight with them! 

 Act Two – Things to do in Nexus When You Don't Exist

Setting: Nexus. The River Jewel, the River Whore's Legs, The Cesspit, city of a thousand names, most of them insults. If it's legal, you can buy it. If it's illegal, you can buy it at twice the price. If it exists, it's there. The only law is Thou Shalt Not Disrupt the Flow of Trade, and it's a solemn commandment. Other laws crop up from time to time, such as Thou Shalt Not Joyride Yeddim, but we'll get back to that.... Nexus is a bustling hive of activity, crowded and dirty and cramped and alive. Exactly not the sort of place you want a bunch of demigods with the mental and social capacity of the average social maladjust and swords the size of surfboards to go on a week-long bender, in short. Congratulations, you're looking for a shiny golden needle in a whole stack of needles.

NPCs: Before we talk about NPCs, let's talk about Arcane Fate. Sidereals, due to shenanigans involving the destruction of the metaphysical concept of stealth – are almost too well-hidden. Normal mortals can't remember meeting them at all as soon as they leave, and even Exalts can have difficulty recalling them unless they're in regular contact. Because of this, each of the circle has what is called a Resplendent Destiny, which is like an RPG character archetype they can play so that Fate can remember them. Combined with a basic disguise, people may not remember Johnny Sidereal, but they'll remember Johnny Ship's Captain, whom the sidereal is roleplaying. Each of the party has one, and can wear or remove their resplendent destiny at will depending on how they want to interact with people. Anyway, for the information gathering just invent shopkeepers, winesellers, lovable urchins with shivs in their sleeves and dimples on their cheeks, that sort of thing. The Solar Circle are currently drinking their way through the sake collection of Mistress Fong's Lucky Boddhisattva tea-house and garden, which is populated by Mistress Fong (a formidable matron in her mid-fifties) Mistress Fong's bullyboys and the usual gaggle of wandering martial artists, tavern rowdies and disguised female invincible sword goddesses that populate such dens of iniquity.

Key Events: Armed only with a basic description of the circle's physical characteristics and the knowledge that they're in the city somewhere, our intrepid hero-enablers set out on the mean streets of Nexus. Appropriate rolls here might include Charisma+Presence, Wits+Investigation, Manipulation+Investigation, that sort of thing, depending on how they choose to go about their investigation. Lead them about for a while, but a few successes will reveal they basically just need to follow the trail of destruction. Bar-brawls, unlicensed sorcerous displays, casual murders, and at least one instance of joyriding an enraged yeddim (a 10-ton 15-foot at the shoulder quadrapedal beast of burden) down the streets of Nexus should start cropping up pretty quickly. Furthermore, asking around the taverns will reveal they've been barred more or less from everywhere and are only still in the city after apologising to the Emissary (the enigmatic and terrifying guardian of Nexus) for being naughty boys and girls. This trail of wreckage and mayhem and sated hookers should lead the group to Mistress Fong's, the only sake house dingy enough to still accept their patronage. And the solars aren't leaving any time soon. They know about the village already, and are – sort of – on their way there. Ish. If someone can get them moving.

The challenge for the sidereals is to get them out of Fong's and on the road. Once they're no longer welcome there they'll literally have no reason to stay in Nexus, but the sake isn't running out any time soon. It's up to the ingenuity of the players to work something out, and outlandish schemes are encouraged – just remind them they want to keep contact with the Solar circle to a healthy minimum. Some examples of possible plans include burning the place to the ground, stealing or destroying the sake stores – lightly guarded but nothing they can't handle – starting a Crouching Tiger style tea-house brawl and getting the solars involved, something like that. Ideally the Solars should be on the road by day two, day three at the outset.

Act Three: On the Road Again

Note: This scene is basically optional and exists to pad out some time if you need to. If the game's far enough in to the slot or you started late, you can ignore this and skip to Act Four. I include it as an option to round out some extra time and keep the game moving.

Setting: The road from Nexus to the village is along the Nexus-Thorns route, a thoroughfare little used even before the fall of Thorns thanks to the convenience of sea travel compared to going overland. Small caravan trains head along the route to supply the various villages along the path and to gather their meagre produce for sale in Nexus. The Solar circle are travelling at a leisurely pace, having fallen in with a supply train heading toward the village for their date with destiny... unless they get distracted by something shiny, of course. And they will... The Sidereals are travelling incognito behind the caravan train, keeping pace with the Solars as they move.

NPCs: The honest drovers and the like don't require stats – any one of the Circle could tear them in half barehanded. However, one of them's about to be trouble – a drover named Irad is a in exile from Gem, the firedust-producing city far to the South. He will tell anyone who'll listen – an easily distracted, money hungry Solar circle, for instance – about the tyranny the people of Gem live under, the dangers of living atop the biggest firedust mine in existence, and of course its unimaginable wealth. All of which is tempting to a self-centred group of Solars, who are basically looking for any excuse to derail the plot.

Key Events: The Solars will hear of the tyranny, the combustibles, and the fabulous wealth, and make the impulsive decision that is the absolute cornerstone of any Exalted campaign that runs on long enough: time to blow up Gem. Since travelling thousands of miles out of their way and blowing up a random city doesn't tie in with Fate has in store for them, the sidereals need to keep them travelling. They've a few options for how to do this, from slitting Irad's throat before he talks too much and ruining everything to posing as battered villagers on the run from their Terrestrial overlords, whose plight will – hopefully – get the Solars back on track. Either way it shouldn't take terribly long, and ideally the Solars should arrive in the village with a day to spare. Alternatively you can make it that the Solars are entirely enthralled by the idea of Gem and will be splitting off to go to the coast for a ship to take them south – forcing the Sidereals to do the job themselves. This might be a good option if you think there hasn't been enough combat, the players aren't getting in to the sneakier approach Sidereals generally prefer or you simply want to fuck with them. If they're being sneaky, manipulative and gently steering the headstrong Solars, however, then it might be best to continue with the assumption the protagonists are going to do what they're meant to for once in their lives.

Act Four: All Hail Our Golden Heroes... I Guess.

Setting: The village is so small it doesn't really have a name – it's pretty much a wide spot in the road, maybe a dozen houses. It's only getting hassle at all because a bored brotherhood of Dragon-Blooded fresh from the academy and so wet behind the ears their collars are damp are looking for someone to push about to make them feel good about being Princes of the Earth – or something. Why they're there is irrelevant, all that really matters is they're fodder on the Solar Circle's path to gore-spattered infamy, and they're due a kicking. The houses are baked mud, thatched with straw. The people are dirt poor. It's a nowhere place that for some reason is a Fate nexus.

NPCs: The village headman's name is Nakti, other than that the other people are probably too timid to talk to anyone. The sworn brotherhood consist of one of each aspect, and they've taken residence in the headman's hall – a mud building about twice as big as all the other mud buildings. Details and stats for the Sworn Brotherhood are in the NPC section.

Key Events: Basically, this scene should be fairly short assuming all's gone well. Ideally the Solar circle are gonna swan in to the village and challenge the Dragon-Blooded to an unholy beatdown. Since the Dragon-Blooded are starting characters and the Solars are Blessed by Fate (i.e. They can't lose in this Fate Nexus unless they deviate from the strand completely) this battle will be run through narratively. The Solars brutally and cinematically take the Dragon-Blooded apart, kicking them through walls and demolishing buildings with blasts of sorcery. The village is saved! And demolished. Don't forget demolished. As the surviving villagers gather weeping in the smoking, gore-spattered ruins of their home, the Solars triumphantly stroll off into the sunset, to do whatever the fuck it is player-characters do. The siderals return to Nexus to get the gate back to Yu Shan in time for tea and paperwork.

Alternatively they have to fight the Dragon-Blooded themselves, if it turns out the Solars had something better to do. The fight is actually going to be fairly easy – the Dragon-Blooded are starting characters and the Sidereals not only outstrip them in native powerlevel but are more experienced. It's entirely possible that the Sidereals can kill them with a minimum of property destruction, so in that way the village will be a bit better off. Once the Dragon-Blooded are down it's back to Yu Shan for tea and a bollocking, followed by excessive amounts of paperwork. 

Should the Sidereals somehow fail the snarl in Fate gets worse and has to be dealt with by the Convention of Fire, who govern fate to the south. Cue all sorts of bueaucratic horribleness, assuming of course they aren't somehow dead.

And that's basically it.

NPC Stats

Mortal Brawlers

The mortal brawlers in Mistress Fong's Happy Boddhisattva Tea House can be considered to be extras – scenery for the characters to beat up. There are, however, about thirty all told, so things could get messy. With only three health levels one strike should drop one, and they pose little danger to trained Celestial Exalts. These combat stats can apply to burly drovers in the supply train or particularly suicidal villagers, if that seems appropriate.

Combat pool: 5 dice (some with daggers and some with clubs – those who use daggers are inflicting Lethal damage and those who are using clubs or their fists are inflicting Bashing.)

Dodge DV: 3

Soak: 1B/0L

Health levels [-0][-2][-4][I]

The Solar Circle

The Solar Circle are a bunch of trigger-happy, sociopathic, money-hungry player-characters who seem incapable of being where they're supposed to be. However, fate has tapped them for this purpose, and they are what the sidereals refer to as Narrative Designate Protagonists – as long as they stay on the path to the village, they cannot be hindered or defeated in any meaningful way. As such, combat stats are irrelevant and combat plays out narratively. Only Celestial Exalts can shake loose of Fate enough to threaten them – and the only other Celestials nearby are the Sidereals. If the Sidereals for some insane reason engage in open combat with the circle the game is over – I don't like instant loss buttons at all, but it invalidates their entire mission. The outcome of the fight is irrelevant – but seriously, if this comes up something is very wrong. In truth the solar's characters don't matter much, and they represent archetypal characters rather than specifics.

Invincible Sword Princess: A walking, talking, stunningly beautiful death-blender with a golden sword as tall as she is, the Invincible Sword Princess is the Dawn Caste of the circle. She's death incarnate and loves every second of it.

Excessively Righteous Priest: The Circle's Zenith caste is maddened by the righteousness of his holy crusade in Sol Invictus' name, and will commit more or less any atrocity he feels is appropriate – though his zeal doesn't stop him drinking like a fish. He fights with a giant golden hammer – a goremaul.

The Great Sorceror: Completely indifferent to the suffering of others, the Sorceror cares only about the enhancement of his art. When not monomaniacally pursuing knowledge, he likes putting his terrifying offensive array of spells to good use,, including such fan favourites as Death of Obsidian Butterflies (a huge wave of razor-edged obsidian flakes in butterfly shapes manifest and fly forward from the sorceror, slicing all in their path) and of course MAGMA KRAKEN. (giant fiery magma tentacles rip themselves free of the earth and lay waste to the sorceror's foes.) He prefers not to fight directly however.

The Silent Killer: A sociopathic Night Caste with a taste for silent death and a proficiency for knives, the Silent Killer is always one step behind his foes, his daggers ready to slit another throat. His fighting style is acrobatic and evasive, and he enjoys his talents that little bit too much...

The Silver Tongue: The group's Face, the Silver Tongue is a tricky, manipulative, lying bastard who always smiles at those he's tricking or betraying. A competent martial artist, he prefers to let the rest of the circle do the heavy lifting in fights, but he can hold his own.

Sworn Brotherhood

Adolescent Dragon-Blooded fresh out of the various Academies of the Isle, the sworn brotherhood who've been bullying the village around probably don't deserve what's about to happen to them. Such are the vagaries of Fate for you though. Their houses are Cynis, Ragara, Peleps, V'Neef and Mnemon. Their combat pools are basically identical.

Combat pool: 9 (archery, extra successes+4L dice of damage on a successful hit. The Earth and Water aspect use different kinds of martial arts and thus inflict Bashing damage on their attacks instead.)

Dodge DV: 5

Charms: Relevent combat charms include First Ability Excellency (may spend up to 2 motes to add up to four dice to archery rolls) for their appropriate combat skill Second Dodge Excellency (may spend two motes to increase Dodge DV by one or four motes to increase it by two.)

Soak: 4B/3L/0A

Willpower: 5

Essence pools: 10 personal / 18 peripheral.
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