Black Dice for Skill Checks


Degrees of Success for Skill checks
	Difficulty
	Black Dice

	Very Easy
	Automatic Success

	Easy
	+5 to dice pool

	Average
	0

	Difficult
	3

	Very Difficult
	6

	Extremely Difficult
	12

	Successes Gained
	Degree of Success

	1
	Partial – just managed

	2
	Success – completed methodically

	3
	Good – completed with some flair

	6
	Impressive – completed with mastery

	10
	Virtuoso – amazing performance

	15
	Awesome – stories told for years

	≥20
	God like – world record


Combat Order

Initiative – opposed Dex + Wits + Per – winner gains +2 DP during combat
Melee – opposed Dex + weapon skill (including initiative bonus)
Ranged – Dex + Weapon skill Vs Dex + Dodge unless they shoot back, then unopposed Dex + Skill
Firing into Melee – 3 black dice per opponent of target, dodgers DP is halved
Damage – Roll damage rating of weapon (+ Str for melee). Target removes pips equal to (successes from damage roll + successes from attack roll) – Armour Value
Multiple Opponents – 1/n times DP for n opponents
Mounted Combat – weapon skill is never higher than riding skill, lower it if necessary
Unarmed Combat – untrained martial artists take 3 black dice if opponent has melee weapon
Readying a Weapon – if weapon not drawn at start of combat -3DP to initiative and -2 to first round of combat

Black Dice penalties for attacking into cover

    Healing – Modifiers to Wits +Medicine roll
	Cover
	Ranged
	Melee

	Feet to waist or lying prone
	3
	2

	One side or feet to chest
	6
	4

	Feet to Neck
	12
	8

	Equipment
	Modifier

	Skyloft hospital
	+5 DP

	Med kit
	0

	Neovictorian Hospital
	+3 black dice

	Improvised
	+6 black dice


Automaton Healing – Modifiers to Wits + Ad-hoc repair or Engineering (clockwork) roll
	Equipment
	Modifiers

	Fully-equipped workshop
	+5DP

	With toolkit
	0

	Improvised
	+3 black dice


Perils

	Intensity
	Damage DP
	Difficulty of Avoidance
	Examples

	Minor
	1-2
	+5DP
	Wood fire, weak poison, falling up to a yard, hitting thumb with a hammer

	Moderate
	3-6
	0
	Burning car, moderate

poison, falling up to three yards, accident with a chainsaw

	Major
	7-12
	+3 black dice
	Burning oil refinery,

struck by lightning,

strong poison, falling up to six yards, caught in a collapsing building

	Deadly
	≥13
	+6 black dice
	Fall into volcano, deadly poison, falling >6  yards, squashed by falling sky city.


Drinking – modifiers to fort DC 2 to avoid moving up a level on the inebriation table
	Drink
	Modifier

	Beers
	+1 BD

	Wines
	+2 BD

	Spirits
	+3 BD


Inebriation Levels – move up one for each failed fort check. Effects cumulative

	Step
	Level
	Effect

	1
	Tipsy
	You are having a good time.* +1 BD per Step to Resolve roll to resist having another drink.

	2
	Merry
	Everything is funny* to you. Resolve roll not to laugh at anything said to you, with (step -1)BD

	3
	Hammered
	Your balance just went. Physical actions have (step-2) BD

	4
	Bladdered
	You have trouble thinking. Mental actions have (step -2)BD

	5
	Legless
	The world is starting to spin and become very vague. Half all DP

	6
	Plastered
	You are only just capable of basic thought. Quarter all DP

	7
	Paralytic
	You pass out until you can drop back to step 6.


* or sad if you are trying to cheer yourself up
Feats of Strength. To do more than attribute, Str + Might, DC twice the difference between attribute and required.

	Strength Attribute
	To lift a
	To bend of break
	To throw a ball (yards)

	≤3
	Light bag of groceries
	Thick Balsa Wood
	1

	-2 to -1 
	Heavy bag
	Thick plywood
	5

	0
	Child, 2 heavy bags
	Wood boards
	10

	1 – 2
	Adult Female
	Copper pipe
	20

	3 – 5
	Adult Male
	Wooden Door
	30

	6 – 9
	Street vendor cart
	Iron bar
	40

	10 – 11 
	Rowing boat
	Prison Bars
	60

	12-13
	Ganger Automaton
	Steel bar
	80


Fate Points

Fate points can be added to a dice roll to give one automatic success. However, these successes can be cancelled by black dice like any other success, and only a maximum of 3 fate points can be spent on a single dice roll.

Fate points can be used to reduce the damage from an attack. Each point spent reduces damage taken by one Health pip. However, damage cannot be reduced to zero – a successful attack will always cause at least 1 point of damage.

A fate point can be used to grant a success on the Fortitude+Resolve roll required to stay conscious/alive when you have taken severe damage. If the fate point is spent, you do not need to make the roll.

Fate can extend the time you have to live. When you have run out of Health pips, spending a fate point gains you an extra round in addition to your Resolve+Fortitude before you expire.

3 fate points can be used to avoid getting a permanent injury (see p.106).

It is possible for a character to use fate points on each others’ rolls. However, it costs twice as much as it would normally. The character spending the fate points must be in the same place as the benefactor, and you should decide how they are helped. Maybe you noticed something about the lock that was being picked, or your long skirts accidentally staunched the wounds of the injured character you were kneeling next to. You can spend up to 6 points on another’s behalf in a turn, but each point you spend is one less point you can spend on your own behalf in that round.
Scripting Dice

A scripting die may be used to reroll an action or effect roll. The player must decide to reroll the dice before the effects of the dice roll in question are applied (in other words, immediately). If the new dice roll is worse, the player may choose to keep the original roll. However, only one scripting die can be used on a single roll – you can’t keep spending scripting dice until you get the result you want.

When a character dies, a scripting roll can be used to save her from her fate. A mortal wound turns out not to have been so deadly after all, merely knocking the character unconscious. A character falling from a height might land on something soft. The character doesn’t get any health back, beyond being stabilized, but she is still alive.

A scripting die may be used to change an aspect of the story in the players’ favour. For instance, an autophrenometer might malfunction just as the PCs are about have their identities checked at a Desolation city-block checkpoint, causing the autocrat in charge to wave them through while he attempts to mend it. Or a character, unarmed in the villainous captain’s cabin and facing a fate worse than death, might find a heavy candlestick just by her hand.

There are three very important rules to remember when using scripting dice:

The GM may veto any use of a scripting die which they feel is too potent or destructive to the story.

The player must use his imagination to explain how the scripting die helps. He cannot say “I use a scripting die to stop that happening.” Unless he comes up with a good reason for how and why he gets a break, the use of the scripting die will be disallowed.

A scripting die cannot change what has already happened. It can adjust or amend what is unclear but not what definitely occurred. So you cannot spend a scripting die to make a guard fail to notice you when he’s already succeeded in his roll, but you can spend one to ensure that a drunken ruffian staggers out of a nearby tavern and picks a fight with him while you escape.
Levelling Up

	Characteristic
	Cost

	Attribute
	4 times new level (0 or less costs 2 points)

	Skill
	New level

	Speciality
	4 points

	Talent
	Twice the talent cost

	Buy off a complication
	10 per complication


