Solar System - Standard Ability Check Diagram

Unopposed check: Requires at least one Success Level (SL) to succeed

Competitive check: One or more SL counts as success; the character with the most SL wins overall

Resisted check: The character with the most SL wins; for ties, the instigator loses; players may choose to Bring Down the Pain
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Note: Success levels can never be increased above 6
or decreased below 1 for Weapons and Armor




Solar System — Bringing Down the Pain Diagram

Player in Resisted

Ability Check Conflict
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difference in SL from
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Intentions of all
characters in the
conflict

Broken Harm (6)
causes a permanent
penalty die and
requires a Pool spent
for each action

Bloodied Harm (4-5)

causes a permanent

penalty die on Abilities

associated with that
Pool

Bruised Harm (1-3)

causes a temporary

penalty die on next
volley

If BDTP is not yet
finished, start the next
volley!

*

If BDTP ends, all
participants Shake Out
Harm, meaning Harm
levels shift to the lowest
levels
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past Broken, their
opponent's Intention
automatically happens
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Participants modify
stated actions in
response to actions of|
others, as necessary
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Determine if the
action is Parallel or
Perpendicular

» action is Defensive

Determine if the

(using Endure, React
or Resist)

Hint: If the actions
block one another,
they are
perpendicular

If Defensive, the
Ability is determined
by opponent's action

and is considered

Perpendicular
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All participants add
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difficulty, etc.)
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Participants roll dice
and count Success
Levels (SL)
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Participants may roll
additional bonus dice
for Pools and Secrets
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Participants total Success
Levels and determine the

winner; If tied, both

participants can change

Intention freely

Decrease SL for
characters facing
opponents with
relevant Armor

<@ relevant Weapons
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and at least one
success

v

If Parallel, both
characters take Harm
equal to opponent's

If Perpendicular, loser
takes Harm equal to
difference in SLs

If loser's action is
defensive, he takes
Harm equal to
difference in SLs

If winner's action is

defensive, he does no
® Harm but gains bonus
dice equal to difference in

SLs for next volley

Note: Success levels can never be increased above 6
or decreased below 1 for Weapons and Armor




