SIMPLE CONTEST RESULTS TABLE

GROUP SIMPLE CONTEST RESULTS TABLE

Contestant B

Difference
between Results

Winning Group's
Victory Level

Winner Negative
Consequences

Contestant A Critical Success Failure Fumble
Low roll has c Ah c Ah c Ah 0 No wi : It tied ori lusi
Critical marginal victory, ontestant A has ontestant A has ontestant A has o winner; result tied or inconclusive
else tie minor victory major victory complete victory
1 Marginal Hurt
Contestant B has Low roll hgs Contestant A has Contestant A has
Success X . marginal victory, ; ; L .
minor victory else tie minor victory major victory 2 Minor Unharmed
. Contestant B has Contestant B has Low roll has Contestant A has 3-4 Major Unharmed
Failure S - - marginal victory, - -
major victory minor victory else tie minor victory 5+ Complete Unharmed
Contestant B has Contestant B has Contestant B has -
Fumble lete vict {or vict : ict Tie
complete victory major victory minor victory AUGMENT RESULTS TABLE
* In a group simple contest (see p. 32), the Narrator may declare that both contestants suffer a marginal defeat to indicate Success Level Bonus
although their results cancel out with respect to each other, their situation worsens compared to other contestants. Complete Victory W
CONSEQUENCES OF DEFEAT TABLE RESISTANCE CLASS TABLE Méjor Vl-ctory +9
Defeat Level State of Adversity Penalty Class value Minor Victory +6
- : - N
Marginal ot _3 penalty to appropriate Nearly Impossible Base +W2 Marginal Victory 3
g abilities Very High Base +9 Marginal Defeat
: Minor Defeat
Minor Impaired —6 penalty to appropriate High Base +6 -
P abilities Moderate Base Major Defeat
Automatic bump down Low Base -6 Complete Defeat -3
Major Injured on uses of appropriate Very Low Base -W or 6
ability ’
Complete whichever is lower
Dying No actions allowed BASE VALUES TABLE
Sessions to Date | Base Value | Augment Value
RESOLUTION POINT TABLE CONSEQUENCES OF 1-2 14 14
VICTORY TABLE 3-4 15 14
Level of Success -
Victory Level Bonus 5-6 16 15
Level of Success Critical Success Failure Fumble Marginal +0 7.8 17 15
Critical 1 2 3 5 Minor +3 9-10 18 16
11-12 19 16
Success Major +6
2 1 2 3 J 13-14 20 17
] Complete +9
Failure 3 2 1 2 15-16 21 17
17-18 22 18
Fumble 5 3 2 N/A and so on...




PASS/FAIL RESISTANCE ASSIGNMENT TABLE

Previous Two Results Resistance for
Present Contest
3-4 Defeats Very Low
2 Defeats Low
2 Ties Low
1 Defeat + 1 Victory or Tie Moderate
2 Victories, 0 Defeats High
3-4 Victories, 0 Defeats Very High

CLIMACTIC SCENE VICTORY LEVEL TABLE

State of Adversity Victory Level
Hurt Marginal
Impaired Minor
Injured Major
Dead or Dying Complete

CLIMACTIC SCENE
CONSEQUENCE TAELE

RISING ACTION CONSEQUENCE TAELE

Total RPs Scored
against Character

State of Adversity

Difference between

Loser Megative

Winner Negative

Winner's Victory Level

RESOURCE DEPLETION TABLE

Contest Omtcome

Depletion Penalty

0 Unharmed
1 Dazed

2 Hurt

3 Hurt

4 Impaired
5 Impaired
s} Injured

T Injured
8 Dwing
O+ Dread)|

Complete Victory 8]
Results Consequences Consequences / Loser's Defeat Level —
Major Victory -3
1 Hurt Hurt Minor Victory -3
Marginal )
2 Hurt Unharmed 5 Marginal Victory -3
Marginal Defeat -G
3 hmpaired Unharmed £
Minor Minor Defeat -5
i ]
4 hmpaired Unharmed Majer Defeat "
5 Injured Unharmed Complete Defeat 0
Major
] Injured Unharmed
7 Dying, Unharmed RESOURCE FLUCTUATION TABLE
Contest Outcome Depletion Penalty
8 Dead Unharmed Complete = - P -
Complete Victory +9
Q 1
c Dead Unharmed Major Victory 0
Minor Victory +3
Marginal Victory 8]
Marginal Defeat 0
Minor Defeat -3
Major Defeat -6
Complete Defeat -9




Decision Tree: Choosing
Y our Contest Typc

Has your creative infuition

already answered this question

for you?
YES
lgnare this chart NO
and go with
your gui. Are players
emotionally
NO

Simple contest
or automatic

/ invested? .\Y ES

Daes failure offer
an inferesting

SUCCess N branchz
Automatic YES
success [or h 1 ]
mack contest] . y
) wald oo ['he Hero's Journe
SEEMm peculiur? Crossing the Fourth Threshold:
YES Freedom to Live
r— Ordinary World and
NO FOURTH THRESHOLD nany 2
Call 1o Adventure/Hook/
Auvtomatic ACT THREE: World Dancer/ Wrap-u B;:rgain wi:rrcu:"linowlng or ACT ONE:
ncer
. UNIFICATION P T.:g—“grlds Refusal of the Call SEPAR ATION
Is cn|}r one » Incorporation .
. Meeting rhe Mentor/
|:l|l:I‘,"Er invested Supernatural Aid/Meeting the White Spirit
in the outcome? Resurrection
Y

U

Road of Trials/ Tests:

« Whale's Belly
NO ORDINARY WORLD - Enomics
* Allies
Simple contest Showdown « Obstacles
What ore the Catharsis/ Climax
stokes? m
Low ; | THIRD THRESHOLD I WORLD FIRST THRESHOLD
' HIGH Crossing the Third Threshold:

Sacrifice (Action)/Plot Polnt #2

NAVEL

Crossing the First Threshold:

4 Final Test/Plot Point #1
Auvtomatic (p. 300) (p. 80-100)
SUCEESS How much time Approach 1o the Inmost Cave
remains in the
session? Death of Dreams/ Black Moment/ Heiros Gamos (Sacred Marriage)/ Meeting the Shadow Self
PLENTY Dark Night of the Soul (Realization) SPECIAL WORLD « Wild Bride & Bridegroom
= Meeting the Goddess / God
\ NOT = At-One-Ment with Father/ Mother
= Finding Love in the Underworld
ded ENOUGH R fi Without
E)den e escue frrom ol Ordeal
contest - * Dlsmemberment
Use 5ImF:||e| ASCENT: Refusal of the Rerurn/ Elixir Theft/ « Wandering DESCENT:
contest, or delg Magic Flight Apotheosis/ Realm of the Ultimate Boon/ ® Harmowing of the Soul The Abyss
undJ begi ¥ Wild Woman or Man SECOND THRESHOLD Reward
gin
o Crossing the Second Threshold:
r!e:-d session This model Is my own interpretation of information frem the following Mew Rules/Midpoint/ Reversal
with extended books: Joseph Campbell's *Hero With A Thousand Faces™ and “The (p- 200)
contest Power of Myth,” Clarissa Pinkola Estes’ “Women Who Run With Wolves,”
Rachel Pollack's "Seventy-Elght Degrees of Wisdom,” Robert Ray's ACT TWO.
“The Weekend Movellst™ and Christopher Vogler's “The Writer's Journey” *
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