Conflict Resolution 

Role-playing games exist as a structure by which to tell stories.  These games use different rules sets to assist the players in telling the tales of their characters, defining capabilities within characters, deciding the winners of conflicts and often supplying some level of randomization and luck.  Different systems create environments for different types and modes of play.  Some games employ a number of exact statistics measuring a wide vagary of aptitudes.  Others use very few statistics, or even none at all.  


Unlike in many other games, it is not the lot of the player to play come in second to the “Game Master” and have little impact on the development of the continuing story.  Bruise uses a mechanic that places more narrative control in the hands of the player, allowing them to tell their own stories in conjuncture with the other players and the Tale Weaver.  

Just as in many other games, Bruise uses a randomizer as an adjunct to its narrative system.  Conflict resolution requires the use of a standard deck of playing cards.  Each player, including the Tale Weaver, should have his or her own deck of cards.

Defining Conflict

A conflict is any significant action that a character undertakes that could result in failure.  This happens most often when two characters find themselves opposing each other in action.  This conflict does not necessarily have to be physical in nature.  Conflict can arise when two characters are attempting to seduce the same person or outwit each other over a game of chess.


Conflicts can also arise between a character and an inanimate object.  Perhaps a character is trying to break a door from its hinges or find the password for a computer program to activate it.


Conflict should always be of some significance to the game and characters at hand.  If the conflict is minor enough that it won’t impact the developing storyline or obstacles that are of no great importance to the characters involved shouldn’t even be considered conflicts.  Such divergences can slow down game play and act as distractions from the general flow of things.   If the Tale Weaver and players cannot see how the obstacle would relate to themes or struggle at hand, then they should feel free to simply decide the outcome of the action without conflict and move on.
Time and Conflict
Conflicts are broken down into segments of time called Turns.  A turn is a measure of time that marks how long it takes for one instance of conflict to be resolved.  This measure dilates depending upon the conflict at hand.  Some conflicts take many hours, days or even longer periods of time to resolve while others happen inside of seconds.  


The Tale Weaver decides the length of any given Turn.  The Turn can encompass anything from the complete translation of an ancient manuscript to one exchange of blows between two swordsmen.  Indeed, entire wars can be fought using only one Turn.  
The Steps of Conflict Resolution

There are a few steps toward the resolution of any conflict that may come up in play.  These steps are as follows:


Step One: Determine Conflict

Step Two: Draw a Hand of cards.


Step Three: Compare Hand to Difficulty Rating.


Step Four: Determine Quality, Quantity and Color of Success.


Step Five: Narration of Outcome.  

The Draw
Once it has been decided that a character is in conflict, the player will need to take steps toward its resolution.  The player will be assigned two character traits that best match the type of conflict in which the character is embroiled, an attribute and a skill.  The ratings of these two traits are added together, forming a Draw.  Your draw is the number of cards that a player takes from the top of their deck of cards to use for conflict resolution.  These cards will be compared with cards drawn by the Tale Weaver, representing any opposition the player has in this conflict.  


The opposition of the Player’s intended action determines the Tale Weaver’s draw.  When a player is in direct opposition with another character, the Tale Weaver will use the Traits of that character to determine their Draw.  In other instances a player may be involved in a conflict with no opponent, such as trying to jump over a chasm or break down a door.  In these cases the Tale Weaver will draw a number of cards based upon what he perceives to be the difficulty of the attempted action.  

Memes and the Draw
All characters have a list of Memes, which represent societal personality traits and personal beliefs.  Memes are the core building blocks of a person’s psyche and represent what they may have learned from the society that they once lived in as well as the path their life has led them along.  It is these traits that perhaps best define a character and it is often the beliefs of a character that will bring them through the fire.  

Memes are rated in the same scale as other Traits.  Whenever a character is involved in a conflict that engages one or more of their Memes, the player may use the rating in one of those Memes as a substitute for either the character’s Attribute or Skill rating.  


Memes can only be used as a substitute for another Trait when the Meme in question is directly related to the conflict at hand.  Memes do not stack.  Thus, if a character has two Memes that are appropriate for the conflict, the player should chose one of the two to be used for substitution.  


A player should always tie in to narration any Memes that were invoked during conflict.  The invocation of a Meme represents the character reaching into himself and finding the ability to succeed contained within his own beliefs and faith.   

Anatomy of the Cards

After drawing a hand of cards, the player will need to check for three things.


First, he will need to see as to the Quality of his success.  The highest number card in his draw measures this.  This number is compared to the highest card drawn by the Tale Weaver.  Simply, the player with the highest Quality wins the hand and has the outcome of the conflict fall in their favor.  Sometimes a player will find himself acting against another player.  In this instance the players simply draw appropriate hands and compare both of their Quality cards, the highest winning and using the Quality from the losing players hand to determine Quantity, as below.  


After checking for Quality of Success, a player needs to check for Quantity.  The Quantity of Success in a given draw is equal to the number of cards drawn that are equal to or higher than the Quality of the losing player’s hand.


Finally, after both the Quality and Quantity of Successes has been determined, a player needs to check for the Color of the conflict.   Color is linked to the suit of the highest card drawn.  Each suit offers a different spin or mood that affects the way the conflict is narrated towards its outcome.  In the instance that there are two high cards in your hand of equal value (i.e.: two jacks or two nines, etc.) then the player may chose which of the two suits are to be used in the narration.  

The Whims of Destiny and Fate
All people exist in a constant state of potential, a vying of forces between two opposite ends of reality.  As the Maker is a force of duality, so is every living thing. 


All characters have ratings in two traits representing the absolute potential for universal good and universal evil, their Destiny and Fate.  These ratings exist on a wheel, the Wheel of Potential.  There are ten stations on the wheel.  At the beginning of play, all characters have a wheel that is even, having five points devoted to both Destiny and Fate.  As a character acts in one way or another, this scale will tilt, drawing a character closer to one of his eventualities.    


Players also have a number of Destiny points and Fate points equal to the rating of the matching potential on the Wheel.  These points are called Karma, and can be spent to influence conflicts.


Whenever a character is involved in a conflict that is tied to either their Destiny or Fate, the player may use a point of the appropriate Karma to discard and number of cards from their initial draw as they like and draw a new set of cards to replace those discarded.    This point of Karma can be spent after the initial drawing of cards, but not after the Quality of a draw has been determined.  

The use of Karma represents the pure Potential of a person altering the face of outcome in an attempt to ensure the outcome that would best serve its purpose.  As with the invocation of Memes, a player should always be sure to incorporate the use of Karma in the narration of any outcome.  

Narration

After the outcome of the conflict has been determined through the use of the cards, it falls to the player that won the hand to describe the results of that particular conflict.  When narrating, a player should always keep in mind the developing storyline that he is helping to create and the personalities of the characters involved in the conflict.  


The ability for any player to narrate the outcome of a conflict gives the players a great deal of control over the unfolding story.  Two things should temper this.  First, the narrating player should keep in mind the cards that came up in the winning draw.  He shouldn’t narrate a greater success than the Quantity of his draw would allow.  He should also always use the Color of his draw to add style and mood to the telling.


Also, the Tale Weaver should never be afraid to step and simply tell a player if they have gone too far.  The Tale Weaver is an arbiter and as such should make sure that play progresses smoothly and that, while some characters may be more powerful thank others, the players all exist on the same level ground in regards to narrative powers.  In most instances it is not necessary to nullify everything that a player has described in their narration, but to simply tailor small editorial adjustments upon the whole cloth of the narrative.  

Wrapping It Up

After every turn of conflict, all cards should be returned to their decks and all decks should be reshuffled in preparation for the next turn of conflict.

Tying It All Together: Conflict Resolution In Action

The following examples exist to illustrate how the conflict resolution system can be used in different conflicts that are common to most games.  

The Duel

Jonathan’s character, Zel, has been found trying to break out from her prison in Legionnaire’s citadel in Karak.  She has managed to steal a sword from one of her opponents and stands ready to defend herself.  Four Legionnaires stand in front of her in a hallway at the end of which is her freedom.  Initiative has determined that she will act first this Turn.


“I want to try and run through one of the guards and push him back,” Jonathan says, “to like break through the line of guards.”


Mary, the Tale Weaver, gives Jonathan a knowing nod and asks him to draw Clubs and Melee.  She also draws a hand formed from the guard’s Spades and Dodge.


“Why am I drawing Clubs?” Jonathan asks, not putting up too much of a fight since Zel is a pretty strong woman.


Mary smiles at Jonathan while looking over her notes for the Traits of the Legionnaires.  “Well, you are trying to shove this guy around, right?  That seems pretty physical to me.”


Jonathan laughs a little and draws his hand, using a Clubs of 4 and a Melee Trait of 2 to form his draw.  His six cards reveal a Jack of Hearts, a Jack of Diamonds, a 10 of Spades, a Seven of Clubs, a Four of Clubs and a Three of Diamonds.  Jonathan declares his Quality at a Jack.


“That beats me!” Mary says in fake desperation.  “My Quality is only a Nine.  Gimme a total Quantity and your Color.”


Jonathan checks over his hand and sees that his Quantity of success is three.  He also sees that he has two high cards, having drawn both the Jacks of Hearts and Diamonds.  Jonathan thinks about his character for a second and decides that it would make more sense for her to just put determination and pure strength of mind into this than intellect or wit.  He tells Mary that his Quantity is Three and that his Color is Hearts.


Mary takes a look at the damage ratings for the sword that Zel is wielding.  “That’s going to be a pretty grievous wound, Jonathan.  Why don’t you tell us what happens?”


Jonathan clears his throat a little and takes a sip off of his bottle of water.  “Alright… ‘In one last desperate attempt to get past the Legionnaires, I bring up my blade and let out a horrible cry, running forward.  My blade pierces through the belly of the Legionnaire closest to me and splatters blood on my face, my eyes. I grit my teeth and keep pushing, pure determination forcing the sword all the way through him, down to the hilt.  I lift my enemy up off of the ground and force him backward. He grabs feebly at the hilt of the sword as I shove him back with a growl and force my way through the line. After a couple of steps, I tip my sword down and the legionnaire slides off of it with a horrific sucking sound, but I don’t stop running.’”


Everyone at the table makes a wincing face for a moment at the description.  After a minute, Mary chimes in with “Well, I guess that description earns you a Legacy Point. What do you guys think?”
The Chase

Bettie’s character has run into a bit of a snag.  You see, Goran has been unlucky enough to rouse the attention of a rather hungry pack of Wasters by stealing one of their Lev-bikes.  Bettie’s Tale Weaver, Don describes the beginnings of the chase.


“Alright Bettie, your character Goran jumps on one of the bikes and immediately revs it up into high gear.  The lev-pod of the bike hums into life and you spring up off of the ground and float in mid air for a moment.  You turn to see the Wasters behind you, getting on their bikes and preparing to give chase.  What are you going to do?”


Bettie mulls over her options for a minute.  “You said that the chasm we’re in is kinda tight and has all of those, like, pillars everywhere, right?”  Don nods in agreement.  

The Ancient Manuscript

Jason is playing Udo, a young criminal that has fallen in with a group of Archen seekers in a game that Tim is the Tale Weaver for.  They have found a small craft left behind by the colonizers hundreds of years ago.  The group has decided to try and see if they can get the reactor back online so they can charge their lev-bikes.  The only thing standing in their way is a manual for the reactor that is written in a language that none of the characters recognize, except for Udo.


“The manual is written in an antiquated version of Skev.”  Tim looks over to Brian, Jason’s Doula for Udo.  “Udo knows Skev, right?”  Brian nods enthusiastically, waiting impatiently to get their lev-bikes back up and running.


Jason smiles and claps his hands together.  “Ha, I know Skev!  I am so cool!”  Jason suddenly looks puzzled.  “Hey, wait a minute… what is Skev?”


“It’s a language from the Covenance,” Tim says with some authority.  “It’s kinda like what Haxorz would develop into if given about five thousand years to germinate.  It’s a language of slang, abbreviations and technical jargon gone horribly awry.”  Everyone at the table chuckles and throws out a couple of Haxorz jokes.  Tim calms the group after a minute.


“I’m going to try and decode it, then,” Jason says hopefully.


“Well, it’s not exactly going to be easy,” Tim states with a little bit of sympathy.  “Skev mutates and changes drastically over time as new technology and slang enters into it.  You can try though.  Gimme a draw of Diamonds and Linguistics.”


Jason looks over to Brian with puppy dog eyes.  “Please tell me I’m a linguistic genius.”


“Yeah, you are,” Brian says through laughter.  “You’ve got a 3 in Linguistics.”


Jason quickly notes his newly discovered skill on his character sheet and then draws for his hand, taking four for his Diamonds and three for his Linguistics Trait.


“My quality is a King!” Jason yells, looking over his hand greedily, thinking that he’s got this conflict in the bag.


“You just beat my Queen,” Tim says with a wicked little smile.  


“Aw, crap.  Well, hey, at least I won the conflict, and I do have a quantity of One,” Jason looks down at his hand in disbelief.  “Oh, man, my Color is Spades?!  How am I supposed to use that to decode an ancient Skev manual?”


Everyone at the table giggles a little.  “Be creative, man!” Brian says, giving him a brotherly punch in the shoulder.  


Tim takes a second to compose his thoughts and then smiles slightly.  “Okay, I’ve got it… ‘I pick up the manual and take a flip through the pages, absorbing in all of the tiny typefaces and cramped words.  “Hey, I recognize this text, everyone!”  I yell out.  “Gimme just a couple of minutes and I should have this.”  I start pacing up and down the pilot’s compartment of the ship, slowly at first, and then with more and more speed.  As I pick up more momentum I start to recognize some of the words.  I go running into the engine chamber, reading the entire way.  As I run into the chamber I start reading bits and pieces of the text out loud, the more I read the more bounce pops up in my step.  I’m getting really excited by recognizing this.  I run up the stairs to the second level of the engine chamber and start looking over the surface of the reactor.  I find some text written on the side of the chamber on top of a little box containing a switch.  I don’t recognize the writing at first, but then I hang myself off of the edge of the landing by my feet and look at the writing upside down.  I giggle loudly and yell out “I found the power plug!”’”  Jason looks around at the other players.  “Does that sound right, you think?”

The Ambush

Amanda is the Tale Weaver for a group of friends.  Her friends’ characters are walking through the gutted remains of a city.  Little do these characters know that the city isn’t exactly abandoned.  Amanda has a couple of evil little monsters crawling through the buildings surrounding the characters, waiting to pounce on them and pick their bones clean.  


Amanda has some notes on the Traits of the PCs with her and looks down at them.  “Alright, everyone, I’m going to need all of you to draw some cards for me.”  She reads off numbers from her notes that are the totals of each PCs Diamonds and Awareness.  She wants to see if the PCs can detect the presence of these monsters.  As all of the Players are drawing their cards Amanda draws a hand to represent the two monsters.  Her Quality is a Jack.


Amanda asks around the table and finds that only one player beats her Quality and that’s Teresa, with a Queen.  Teresa figures her Quantity at Two and her Color at Hearts.


“Well, Teresa, why don’t you tell us what has happened?”


Teresa smiles.  “I think I can do that.  Our characters are standing in like a town square or something, right?”  Amanda nods in reply.  “Okay, well, 

The War

The Romance

· Each player has their own deck of standard playing cards, jokers included (I think. I haven’t decided exactly what I want them to do yet.). 

· All actions are declared with implied intent. "I want to lunge forward and swing my sword at his legs." 

· Player draws (attribute + Skill rating) in cards, looking for highest cards drawn. 

· Cards are compared to a difficulty rating. (I’m not sure if the difficulty should be static or of the GM should draw a set of cards as well to find difficulty.) 

· Highest number wins. Every card scoring equal to or over the difficulty is a success. Successes are a benchmark for quality of outcome. Suit of the highest single card drawn shows the “flavor” of the outcome. 

· Winning player narrates the scene, describing what has happened during the conflict based on Successes and Flavor of the draw. 

· Players reshuffle deck after every conflict resolution. 

So, as always, here’s an example of play. 

Example: Jonathan’s character, Zel, is in a desperate brawl with some Legionnaires of Karak for her life. She’s managed to take one of their swords and is trying to fight her way to freedom. Jonathan declares “I’m going to try and run up to one of the guards and run him through and keep running, pushing him like a linebacker.” Mary, Jonathan’s Tale Weaver giggles a little at the description and tells hi to draw Body + Melee as she draws cards from her deck for the Legionnaire’s defense. Both call out their high card, Jonathan getting a Jack and Mary coming away with only a 9. Jonathan looks at his hand as sees that four of his cards beat the 9 , a pretty high number of successes. He also notices that his high card is a Heart, meaning will, charisma or spirit will be involved in the outcome. He narrates the outcome as follows: 

“In one last desperate attempt to get past the Legionnaires, I bring up my blade and let out a horrible cry, running forward.  My blade pierces through his chest and splatters blood on my face, my eyes. I grit my teeth and keep pushing, pure determination lifting my enemy up off of the ground and forcing him backward. He grabs feebly at the hilt of the sword as I shove him back with a growl and force my way through the line. After a couple of steps, I tip my sword down and the legionnaire slides off of it with a horrific sucking sound, but I don’t stop running.” 

Everyone at the table makes a wincing face for a moment at the description and then Mary chimes in with “Well, I guess that description earns you a Legacy Point. What do you guys think?”
Combat and Conflict
As with any other conflict, a player uses the above systems to decide the outcome of an action during combat.  

