EVENT RESOLUTION


Well, you've got your character sheet, and you have a clear set of goals, but how do you interact and do things in the game?


Most events are resolved simply by stating to the Referee what you want to occur and how you are attempting to accomplish them (i.e. I'm peeking through the window, what do I see?).  The Referee then determines the results of your action after carefully weighing how it affects the adventures plot.


Occasionally a character will attempt an activity who's outcome may be in doubt (i.e. I'm attempting to leap the chasm, was I successful?). Under these circumstances a 1d20 saving throw should be made against the characters appropriate ability score.  Modifications to the native dice roll should be made depending on the difficulty of the task (i.e. moderate tasks would provide no modifications, easy tasks would increase the chance of a save, difficult tasks would decrease the chance of a save, and formidable tasks would severely decrease the chance of a save).  Any other applicable modifications should also be factored into the saving roll (i.e. the character has a magic device that allows him to leap twice his normal rate).  Of course, if it is important to the plot that the action succeed, the Referee should modify the situation (i.e. you just missed making it to the opposite edge of the chasm, but as you fell you managed to grab on to an overhanging branch, temporarily stopping your fall).


When attacked or when being attacked, the event resolution is usually determined by referring to a number of special matrix tables:  


If the attack is in the form of Death, Mutation, Area Affect, Rays, or Cast Magic; the victim makes a 1d20 saving throw against the appropriate Lifestyle matrix table.  As with any saving throw, applicable modifications should also be factored into the roll.  Some attack forms (such as poisonous chemicals) may still cause injury even if a successful saving throw is made.


If the attack is in the form of a conventional pinpoint weapon (such as Spears, Rocks, Fists, Clubs, Muskets, and Arrows), the Attack matrix is used.  Unlike saving throws (which are made by the victim), the 1d20 roll (with appropriate adjustments) is made by the attacker.  Distances under 6 yards are considered Close Combat range.  Victims can reduce their chances of being hit by such actions as increasing their Experience Level, increasing their Armor Class, Dodging, using magic, and hiding behind shields or cover.  


If the weapon that scores a hit is classified as a grappling weapon (such as tentacles and whips), the attacker may choose to grapple instead of causing damage.  Constriction damage is scored if the attacker saves vs. Dexterity.  A grappled victim can only break free by subtracting his strength score from his attackers (or attackers weapons) strength score, then rolling a 1d20.  A score equal or ABOVE the subtracted number allows the victim to break free.


If the weapon that scores a hit is classified as a disarming (dismounting, etc.) weapon, the attacker may choose roll a 1d20 against his Dexterity score to disarm (dismount, etc.) the victim, instead of causing damage.  


Besides the above, there are other events that require special handling:

TURNING & CALLING


This is a special ability granted only to Clerics (never Druids) and Oracles.  Please refer to the Subordination matrix for further details.

Using PSIONICS


This is a special ability granted only to certain gifted individuals.  Please refer to the section on Psionics for further details.

CASTING MAGIC


Cast magic is different from other magic in that it requires the expenditure of Manno points as well as other restrictions described below.  Note that Spells (typically performed by magic users) and Miracles (typically performed by religious clerics) are two totally different forms of cast magic, so a caster trained in casting the one type can not cast the other.  


To cast magic, the caster must first verify that he has enough Manno points for the magic attempted.  Once a magic casting ritual is begun, the Manno points are subtracted from the magic casters total, regardless of the success or failure of the ritual.  If a caster takes hit point damage or is otherwise interrupted during the casting ritual, the magic normally automatically fails.   


At the completion of the casting ritual, the caster must roll a 1d20 and save against his Intellect score.  If a possible adversary is within close combat distance of the caster, the caster must also make a 1d20 saving throw against his Dexterity score.  When not involved in a distracting activity (including carefully watching a nearby adversary or concentrating on an important conversation), the caster may add a bonus to his saving roll equal to his experience level.


Depending on the type of cast magic, a victim may attempt to make a saving throw vs. Cast Magic in order to avoid being hit.  Although a victim may avoid being hit, the magic still executes close to the intended victim (and so the Referee must determine what happened, or more likely didn’t happen, as a result).


Scrolls, including Notebooks, Gems, and similar cast magic storage mediums, are unique in that they do not require the user to have Manno (the Manno is stored in the item itself); but they do require that the user have the ability to execute a casting ritual of that type.  In the specific case of Scrolls, because the stored Manno is released only at the conclusion of the casting ritual (at that moment rendering the Scroll incapable of being used as a storage medium again); if the caster is interrupted during the casting ritual, the Scroll remains intact and still usable for another attempt.  In all other respects Scrolls are treated as if they were normal cast magic.

DODGE


A dodge is a special defensive posture that lessens the chance of the dodger being hit (in exchange for giving up an effective riposte).  To attempt a dodge, the character must first announce his intention to the Referee.  Making the announcement forfeits the characters ability to use any attribute based bonuses when making a counterattack (negatives still apply), as well as the ability to score a critical hit (regardless of dice roll).  The character then must make a save vs. his Agility (or Fly/Swim) score.  A successful roll allows the character to subtract 2 from all his attackers chance of scoring a successful hit.  Note that a dodge can only be made if the character is aware of the attackers, or incoming projectiles, presence.  Characters riding on a mount can not dodge, but they can request their mount to dodge (whether verbally or through per-arrainged signals such as rein pulls).  If their mount decides to dodge, the rider and mount are both benefited and restricted as above.  As a disadvantage however, the rider can not successfully hit with any missiles (including hand thrown).

MORALE


Morale (fear) checking is an aspect of the game that should be downplayed.  Details are provided here only because the conditions for making a morale check are fairly consistent, and the players may attempt to exploit them.  Player characters are never subject to a morale check, nor are henchmen or pets while they are in the presence of, or under the directives of their controlling player character.  Morale checking is only applicable to creatures operating in concert, in groups of 6 or more, and affects the group as a whole.  Creatures without fear, intellect, etc., never check for morale.  Many creatures (leaders especially) are aware of the conditions that cause morale checks, and attempt to modify the results or avoid the conditions (i.e. have their reserve troops sit with their back to the battle, boldly display the presence of the leader with flags, etc.).  


Although party leaders can request a morale check, only the Referee can decide if it is appropriate.  Common catalysts for checking moral are if a group is being charged, if a group is badly outclassed in terms of weaponry, if a group is outnumbered more than 2 to 1, if a group has suffered over 50% casualties, if a group has witnessed a friendly group fail morale, or if a groups leader has been seriously injured.  Morale is checked by rolling a 1d20.  1-11 is the base chance of saving, which is modified by the group leaders Hireling Loyalty Adjustment (or, whenever the leader is severely injured, by the Close Combat Hit Adjustment of the strongest member of the group).  Player characters (and certain henchmen or leaders) may, after an appropriate period, attempt to rally the demoralized groups by taking morale boosting action and saving vs. Charisma.

