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· Chapter Two: How to Play
· What Happens in a Game Session
In a regular game session, the following things happen:

· The players expand upon the game’s setting through the Newsreel, where the Lead Player describes a ‘news item’ and the other players create the details behind the headline.  
· The Newsreel continues until each player has introduced a single Newsreel headline.  
· The players alternate taking Player Turns.  During each Player Turn, the acting player roleplays the actions of his character.  When the result of an action is in doubt, the Resolution mechanics are brought into play.  

· When Resolution is called for, the players all play Tarot Cards to help determine the outcome of the action in question.  
·  Player Turns continue until it is time for the game session to draw to a close.  
·  The Tarot Cards are put away.
·  The players draw cards to determine the seating arrangement at the next session.
·  Each player discusses actions he plans for his character to take in the next session, to allow the Gamemaster to prepare appropriately.  
This is the outline of a regular game session.  

The first game session is rather different, as the players must do a number of ‘pregame’ tasks like discussing what they want out of the game and generating characters.  This will be discussed at length in Chapter Three, The First Session.  

· The Newsreel
Star, Moon, and Cross  encourages each play group to build their own private world.  The setting material in the game book and other historical reading are at most building blocks to build this private world.   The tool used to put these building blocks together is The Newsreel.  The Newsreel is based on the observation that setting material is only useful if it is shared among all the players.  The best way to make this happen is to make the sharing of this material into an enjoyable part of playing the game.  
The Newsreel works as follows:  the first player, known as the Lead Player, plays a Tarot card.  Using the card’s meaning as inspiration, she adds a new element to the setting – an event, character, or place.  Rotating around the table, each of the other players plays a Tarot card and adds expands on the element that the Lead Player has introduced.  After every player has played a card, the round is over.  Then the next player becomes the Lead Player and begins a new round.  The Newsreel continues until each player has led to a round of play.  
· What Happens in a Player Turn
The individual Player Turns are the heart of the action in Star, Moon, and Cross.  During a player’s turn, the player gets to take actions for their player character.  If these actions involve interacting with other characters in the game world, then the other players at the table will take on the roles of the characters that the player character is interacting with.  If these actions involve difficult tasks, then the other players at the table will determine their degree of success.  
There is a special role that one of the other players takes on called the Gamemaster.  The Gamemaster take the lead role in playing NPCs and adjudicating actions.  Having a Gamemaster helps keep the game focused and moving.  
· Rotating Player Roles:  Active Player, Gamemaster, Supporting Players
Player turns rotate around the table, beginning with the first player and then passing to the left as each player finishes their turn.  The Active Player is the player whose turn it currently is.  
Another feature of Star, Moon, and Cross is that the Gamemaster’s duties rotate around the table just as the player’s duties rotate around the table.  The player to the left of the Active Player is the Gamemaster for this turn.  Throughout the book, I will use the term ‘Gamemaster’ to refer to the current gamemaster.  

The players who are neither the Active Player nor the Gamemaster are called the Supporting Players.  

· What the Gamemaster Does

The gamemaster plays non-player characters with whom a player character is interacting.  He also is the arbitrator of simple actions in the game world; he answers the question “what is the result of this action?”  He serves as narrator, making up facts about the game world and relating them to the other players.  

He is not the sole arbitrator; at any point, any of the other players may disagree with his ruling and ask the playing group as a whole for a ruling.  But the Gamemaster makes the initial ruling; it should only be brought up for group discussion if there is significant disagreement.  The Gamemaster also makes the baseline judgment of when an event warrants the formal Resolution mechanics.  
· What the Gamemaster Does Not Do

There a number of powers which many games assign unilaterally to the Gamemaster that Star, Moon, and Cross  does not.  Among these are Scene Selection (determining which events to focus on in play), Scene Definition (setting the stage for those events), and Resolution of actions.  
· NPC Delegation

For scenes where more than one Non-Player Character (NPC) is present, the Gamemaster is advised to delegate the role of playing some of the NPCs to the Supporting Players.   This helps reduce confusion about which NPC said what.  
· Player turns under the microscope
Now that we’ve introduced the different player roles, we can explain a Player Turn in detail.  
First, the Active Player draws cards.  Then the Active Player states what actions her player character wishes to undertake.  The Gamemaster acts as arbiter.  When the results of an action are uncontroversial, he simply narrates the results to the Active Player.  When the results of an action are in doubt, he goes to Resolution.  In Resolution, all the players take a hand in deciding the outcome of the action, though the Active Player and the Gamemaster still play the leading roles (more details on this later).  
Occasionally, the Gamemaster may confront the Active Player with an action — someone wants to talk to the player character, or challenge them to a duel, or . . .   As Gamemaster, be careful not to use this technique too often:  it is, after all, the Active Player’s turn to do what she wants.  
· Player Turn Sequence

As you can see, the Player Turn sequence is simple, and consists of:

· Draw cards into your player hand
· Take actions for your player character, which may or may not require Resolution
· Scenes

A scene is an action (or series of short actions) that occur in a single setting at a given time.  A scene might be a discussion, or perhaps a discussion and a fight.  The action in a Player Turn may contain one of more set scenes.  It may also have no set scenes at all.  The actions may be all abstracted like “Khalid searches through the libraries of the city for information about ancient sources of copper.”  There, the action is never tied down to a specific place and time, thus it is not a scene.  Selecting and defining scenes are some of the most fundamental acts of roleplaying.  
· Scene Selection and Definition
Scene selection is the choice of which scenes in a character’s life will be played out in the game.  The basic criterion for scene selection is this: play out the interesting parts —if it’s not interesting, don’t play it out.  Hopefully, all the members of your play group will have a similar idea of what’s interesting.  Otherwise, some players will be bored while other players take their turns.  
What make scene selection important is that the power to select scenes carries with it power to create events and items in the game world.  Consider the statement “Jubala is returning from the mosque when she is rudely accosted by an unknown foreigner, a Frank by looks of her.”  If this is a scene selection statement, then whoever made the statement has not only created a new event in the life of Jubala, but they have also just created a new person in the game world.  
In selecting a scene, you choose the events, characters, and items which are essential to your vision of the scene.  Scene selection can be very sketchy on details, or not.  
Scene definition is the act of adding in the rest of the necessary elements to make the scene work.  At a minimum, these typically include when and where the scene happens and who is present (and who is not).  If the details in the scene selection were sketchy, then there is more to be done in scene definition than if the scene selection was detailed.  Scene definition need not all be done at the beginning of a scene.  Details which are obviously important should be filled in, but other details about the scene can be created as they are needed.  
There are a few different ways of selecting and defining scenes.  Some examples should serve to illustrate these.  

Mike (Gamemaster for Mary’s turn):  Mary, Jubala is returning from the mosque when she is rudely accosted in the street by a foreigner, a Frank by looks of her.   The woman approaches Jubala and attempts to hire her as a negotiator.  
This is an example of Gamemaster Scene Selection and Definition. Mike the Gamemaster has both selected the scene and defined its fundamental parameters.  If any more scene definition questions come up (what time is it?  How many onlookers are there?), we can expect that Mike will probably be the player who creates the answers.  

Mary (Active Player):  Jubala spends the morning sounding out all the imams in the city.  Eventually she finds one in rundown mosque in the Bedouin quarter.  Karam, the imam there, knows something about the foreigner.  Jubala tries to find out what he knows.   
This is an example of Active Player Scene Selection and Definition.  Mary the player has both selected the scene and defined its fundamental parameters.  If more scene definition questions come up, then Mary is probably the person who answers them.  
Mary:  Jubala wants to sound out all the imams in the city, and see if any of them know anything about the Frankish woman.  Once she’s found him, she wants to find out what he knows.  
Mike:  She finds a Kurdish imam in the main mosque who knows the Frank.  Let’s play out the discussion to see what Jubala learns.  
This is Active Player Scene Selection, Gamemaster Scene Definition.  

These three are not the only possibilities.  It is possible to have the Gamemaster select a scene and have the Active Player define it.  This game includes mechanics that give the Supporting Players powers for scene definition.  It also includes mechanics that allow the Acting Player to select the scene, and have the other players define it.  These mechanics will be explained in the section on “Free Exposition” and the chapter on Resolution.  
What’s so important about scene definition?  As you can see from the examples, the power to define scenes carries with it the power to make statements about the game world.  Different kinds of scene definition divide that power differently among the various player roles.  Your group should discuss them and figure out what works for you.  Star, Moon, and Cross does not demand any particular division (other than the caveat in the sidebar above).  
· Overview of Resolution
The Resolution mechanic is brought into play when the Gamemaster is uncertain as to the outcome of an action.  If an action is so easy that the character’s success is guaranteed, the Gamemaster simply narrates the results.  Actions so difficult as to be guaranteed failure are also simply narrated by the Gamemaster.  Resolution is only brought into play when the outcome of the action is in doubt, when the character could either succeed or fail.  
During the course of a Resolution, the Gamemaster plays cards for The Opposition.  The Opposition represents whatever is making the action difficult, be that opposing characters, forces, spirits, or just the inherent difficulty of the task.  
The Resolution mechanic uses the play of tarot cards to determine the results of an action.  The Resolution mechanic also uses the card play to generate details about the action, ie. how it succeeded or failed.   At the end of the Resolution process, one of the player is declared the winner.  The winner is given the right to narrate the outcome of the action.  If the Acting Player wins the Resolution, then he narrates a successful conclusion to the action.  If the Opposition wins the Resolution, then he narrates an unsuccessful conclusion to the action.  If one of the Supporting Players wins the Resolution, then the action is a draw and the winner narrates the conclusion appropriately.  This is all a bit of a simplification, but it will do for now.  
· Player Hands
In Resolution, the Acting Player plays Tarot cards from his hand.  Each player has a hand of Tarot cards that she uses when her player character is acting.  The number of cards in her hand is not constant, but will shrink and grow over time.  If her character performs strenuous tasks, the number of cards in her hand will shrink and her character must rest before her hand will recover.  Player hands are kept from session to session:  at the end of each session, all player hands are placed in labeled envelopes to keep them for the next game session.  
· The Kitty
During the course of Resolution, the Gamemaster and the Supporting Players play Tarot cards from the kitty.  The kitty consists of nine cards face up in the center of the table.  As soon as a card is played from the kitty, it is immediately replaced.  The kitty is not kept from session to session; a new kitty is drawn at the beginning of each game session.  
· How to use Resolution (
Resolution begins with a clear statement of what the stakes of the action are, and how much time and effort the character is willing to expend to attain those stakes.  This includes not only what actions the character is taking, but also the goals that he is hoping to achieve through that action.  As a Resolution evolves, the situation will evolve.  It is possible that in the course of the Resolution, a better method of achieving the characters’ goals will surface.  Rather than stop the current Resolution and begin a new one, the current Resolution continues.  Since the characters’ goals have been stated, the Resolution can adapt to the change in circumstances.  The following example illustrates stakes:
Mary (player):  Jubala wants to sound out all the imams in the city, and see if any of them know anything about the Frankish woman.  Once she’s found him, he wants to find out what he knows.  

Mike (GM):  OK, let’s make this a Resolution.  It sounds to me like the real stakes here are whether or not Jubala finds out any information about the Frankish woman.  Sound good?

Mary:  Absolutely.  
If the Resolution leads Jubala to other sources of information about the Frankish woman, she can pursue that lead in the course of the same Resolution .   The stakes of a Resolution never change, but the method of achieving those goals can change over the course of a Resolution.   For this reason, a properly phrased Resolution must state clearly both the character’s end goals and the actions she is taking to achieve those goals.  

That covers the basics of how to use Resolution.  When to use Resolution and when not to is also very important.  Resolution is time consuming and steals the spotlight.  So only invoke Resolution when it will be interesting.   This will be covered in more detail in the chapter on Resolution (Chapter Six).   
· Session Start, Session End, and Between Sessions
· Starting the Session

The following tasks must be done before the session starts:

· Recover the player hands from their envelopes
· Shuffle the deck, then draw nine face-up cards into the kitty

Both of these should be self-explanatory.  

· Final Tasks
The following tasks must be done before the session ends:

· Put each player hand in an envelope with the character’s name on it
· Draw seating positions for next session

· discuss scenes planned for next session 

The first of these should be self-explanatory.  
The second task is to draw seating positions for the next game session.  Each player draws a card.  The seating order will be clockwise around the table from highest card to lowest.  The highest card is the highest ranked suited card.  Trumps are all lower than suited cards, and are ranked by their card number, from The World (21) down to The Fool (0).  After the seating position has been determined, the card envelopes should be stacked in that order.  The player who draws the highest card will be the First Player for the next game session.  The First Player will take the first turn in The Newsreel and will take the first Player Turn.  
After this is completed, each player should quickly discuss any plans that they have for the next session.  This will give the other players time to prepare.  

· Between  sessions

Star, Moon, and Cross is designed to work well without any between-session work by the players.  However, this depends on the players’ capability to improvise well and quickly, and to remember the events of previous sessions.  Many play groups will have some players who will play better if they perform at least some intersession preparation.  

Some useful things to do between sessions are:
· Prepare Newsreel headlines. 
· Prepare scenes for your character, and communicate them to the player who will be your Gamemaster.
· Prepare scenes for the player character that you will be Gamemastering.

· Think about any scenes that have been communicated to you by the player you will be Gamemastering.  Create a detailed setting for that scene and think about the actions and motivations of any non-player characters that are likely to be involved.  

· Update the play group’s master list of Characters Known and create copies for each of the players.  
· Update the play group’s master list of Trump Interpretations and create copies for each of the players (if this doesn’t make sense on your first reading, don’t worry – it will be explained later).  
· Type up notes on last session’s play.  
·  Chapter Four: Character Generation and Development
[I have excepted just this two sections from this chapter – LOS]
· Motivations

Motivations represent your character’s strong drives, what really gets her going.  When you are Resolving a task for your character, then Motivations which give your character faith in her cause and help her to succeed will give you a bonus.  Motivations that give rise to doubts will give you a penalty.  
Suppose that Jubala has the Motivation “hates the Knights Hospitaller.”  This Motivation will give Mary a bonus when Resolving actions like “Jubala convinces the bishop to speak out against the Hospitallers” or “Jubala duels the Hospitaller knight Alberic.”  To qualify for the bonus, the action must be directly working to further the Motivation.  “Jubala aids a Templar enemy of the Hospitallers” is not direct enough to qualify for the bonus unless Jubala is aiding the Templar in an action against the Hospitallers.  
Motivation bonuses and penalties are powerful, so Motivations should only apply when the character is truly driven by the Motivation in question.  This should be considered when devising Motivations.  If a very broad Motivation is allowed, then it will be applicable in nearly any situation that the character might find themselves in.  That is not the intention of the rule:  Motivations are meant to apply only when the character is working to further their dreams and fighting for what they believe in.  To prevent overly broad Motivations, the play group should discuss each Motivation at the time it is created.  Any Motivation that is too broad should be refined to a more narrow scope.  
There are two basic tests any Motivation must meet:

· Is the Motivation something that will really drive the character and make them give their best effort?

· Is the Motivation broad and too widely applicable?
· Relationships As Motivations

Each player character begins with a few active motivations.  Some of these will be Free Motivations (explained below); the rest will be relationships.  Each player character begins with three active relationship Motivations, and at least two of these relationships must be with family members.  A relationship is an emotional attachment to another person or institution — a person or institution capable of motivating the character.  A relationship can be a narrowly defined relationship with a number of people, or a broadly defined relationship with a single person.  For example, “Relationship: Father Arnulf” is a valid motivation, and describes the character’s relationship to Father Arnulf, which may be a complex one.  “One-upmanship with his four brothers” is also valid, and describes a much more narrow relationship with a larger set of characters.  
· Background Elements and Concessions
Background Elements represent things in the character’s background that might be used to his advantage.  These include items he might possess, and friends and family members who might aid him.  They also might include long-term obligations that others have toward him, or benefits of an office he holds.  All of these are Background Elements.  A Background Element might be nearly anything that the player can devise, so long as she can make a viable case as to why the element would help her character complete some kind of action.  
Under appropriate circumstances, a Background Element will allow the player character bonus cards toward the completion of an action.  For example, Sir Raymond has a beautiful and spirited Arabian stallion as one of his background elements.  The stallion might aid Sir Raymond in escaping his pursuers, or in overcoming them in mounted combat.  In those cases, Sir Raymond’s player Mike would receive bonus cards to play during the Resolution of the action.  When Sir Raymond is attempting to negotiate with the local bishop, the stallion will not significantly aid with the action and Mike receives no bonus cards during the Resolution of that action.  
As with Motivations, Background Elements need to be of narrow scope.  As with Motivations, they should be discussed with the play group before being accepted in play.  

· Establishing Background Elements

All Background Elements begin play inactive.  To activate a Background Element, the player must use a scene to Establish it (details in Chapter Eight).  Before the Element is Established, it may not grant any bonus cards.  When a Background Element is Established, the player notes this on his character sheet.  
This does not mean that the character cannot have any Background Elements before play; it only means that they cannot begin play Established.  Before they are established, Background Elements are simply Persons Known or Possessions or Other Background, and are listed under the appropriate section of the character sheet.  

· Concessions

Concessions are much like Background Elements, except that they are disadvantages to the character.  Concessions might be enemies, obligations, a lack of possessions or authority that might be otherwise assumed, or any other disadvantage.  They are not only a way for the player to establish their character’s limitations, but they are also a way for the player to set up challenges for their character.  
Concessions have a value of from one to three points:

· One point Concession.  This is a minor Concession; it should be a continual small annoyance in the character’s life until resolved.  

· Two point Concession.  A concession of medium rank; important enough to warrant attention, but not an emergency by any means.  

· Three point Concession.  This is a major, important Concession.  It should important enough that the character will do little else until he has resolved it.  

Note that even one point Concessions are still pretty big deals; anything that ranks as a Concession is fairly important.  

All Concessions created during character generation must be Long-Term Concessions.  Concessions also play an important role in Resolution, and will be discussed in more depth in the chapter on Resolution.  

· Chapter Six: Resolution
· Introduction to Resolution

In many ways, Resolution is the fundamental mechanic of the game.  The concept  of Resolution was introduced back in Chapter Two: 
The Resolution mechanic is brought into play when the Gamemaster is uncertain as to the outcome of an action.  If an action is so easy that the character’s success is guaranteed, the Gamemaster simply narrates the results.  Actions so difficult as to be guaranteed failure are also simply narrated by the Gamemaster.  Resolution is only brought into play when the outcome of the action is in doubt, when the character could either succeed or fail.  

During the course of a Resolution, the Gamemaster plays cards for The Opposition.  The Opposition represents whatever is making the action difficult, be that opposing characters, forces, spirits, or just the inherent difficulty of the task.  

That’s what Resolution is and does; this chapter will explain the details. 
·  Types of Resolution
There are two different kinds of Resolution.  Both kinds of Resolution use the play of tarot cards to determine the results of an action.   Every card, as it is played, not only contributes to determining the success of the action, but also generates details about the action. 

In Quick Resolution , only the Acting Player plays any tarot cards.  He plays a maximum of three cards, with the Gamemaster determining the number and type of the Challenge Cards he must play.  Because at most three Challenge Cards are required, few details about the action are generated in Quick Resolution.  If the Acting Player meets the Challenge Card requirements, then his character is successful and he gets to narrate the results.  If the Acting Player does not meet the Challenge Card requirements, then the action is not successful and the Gamemaster gets to narrate the results.  
In Full Resolution, all of the players play cards, and each player might play as many as six cards.  Cards are played in Tricks, and the player who wins the most tricks wins the right to narrate the results of the action.  If the Acting Player wins, he wins the right to narrate a successful action.  If the Gamemaster wins, he wins the right to narrate an unsuccessful action.  If one of the Supporting Players wins, they win the right to narrate as they see fit.   Because many cards are played, many details about the action are generated.  

Those are the two different types of Resolution.  Some aspects are oversimplified in that summary, but the basics are correct.  
· When to use Resolution, and what kind
The first and most important detail is when to use Resolution.  Resolution won’t “click” for your play group if you use it at the wrong times.  

Resolution is time consuming and steals the spotlight.  So only invoke Resolution when it will be interesting.  How can you tell?  There are a few guidelines that will help with this choice, but there is no right answer.  Every play group will have different preferences.  
The guidelines for when to use Resolution are:

· Only use Resolution when the stakes matter to the players.  
· Only use Resolution by a consensus of all the players.  
· Only use Resolution when the task requires strenuous effort for the character

· Only use Full Resolution when the scope for development is broad

· Only use Quick Resolution when the scope cannot be made broad enough for Full Resolution in an interesting manner
Only use Resolution when the stakes matter to the players.  This gets back to the fundamental principle behind scene selection:  if you the players don’t care, then don’t play the scene out.  The same thing applies here:  if you’re going to spend the time and do a resolution, make sure that it’s interesting for you the players.  

Only use Resolution by a consensus of all the players.  This doesn’t mean you need to have a lengthy discussion or a vote.  What it means is that, even though the Gamemaster is the one who makes the original call on whether or not to have a resolution, any player who disagrees with him should speak up.  Only if there is disagreement should there be discussion .

Only use Resolution when the task requires strenuous effort for the character.  If the task does not require the character to exert himself, then his success is not in doubt.  If the players want to explore the details of undemanding actions, the Free Exposition mechanic allows them to do this without using Resolution.  Free Exposition is similar to Resolution, but there are important differences that will be explained later.  

Only use Full Resolution when the scope for development is broad.  That is, if the scope of the action is very limited, then do not use Full Resolution.  For instance, “Khalid tries to pick the lock” is much too narrow in scope to make for an interesting Full Resolution: there’s just not all that much of interest that can happen in the course of picking a lock.  

Only use Quick Resolution when the scope cannot be made broad enough for Full Resolution in an interesting manner.  An action which is too narrow in scope for Full Resolution can often be broadened to work with Full Resolution.  This generally makes for a more interesting action.  “Khalid tries to pick the lock” is much too narrow for Full Resolution, but “Khalid tries to break into the house and steal the necklace” changes that.  It not only widens the scope enough so that Full Resolution would be interesting, but it also really gets to the heart of what Khalid wants to do.  Do not broaden the scope of the action if is does not result in a more interesting action: in that case, keep the original action and use Quick Resolution.  
One final note: the principle only use Full Resolution when the scope for development is broad warns against making actions too small.  It is also possible to have actions that are too large.  If an action is interesting enough to warrant more detail than it will get in a single Resolution, then it should be broken up into multiple actions.  Each of these actions should get its own Resolution.  “Jubala wants to locate and recover the Philosopher’s Stone” is an example of this, and should obviously be broken down into more than one action.   

· Interpreting Tarot cards

When a card is played in Resolution, the player interprets the card by creating aspects of the action being resolved that correspond to the card's meaning.  The card's meaning, for a suited card, is defined by the card's suit and its Rank.  The Rank of a card is its position within the suit; the ace is of lowest Rank, the king of highest Rank.  For the Trumps, or major arcana, the card's meaning is defined by the divinatory meaning of the card.  These are listed in the play aid (the play aid uses Rider-Waite; feel free to substitute another source if you desire).  As play proceeds, this “book meaning” will become colored by the ways in which the card has been used in previous play, creating a special meaning for the card within your play group.  

Use of the divinatory meanings for the suited (minor arcana) cards is not recommended.  Unless your whole play group is very familiar with the tarot, this will simply be a distraction, and will slow play down.  The cards are not meant to be the focus of the game; the players' creativity and the game world should be the focus of the game.  The cards are meant to provide color, and to focus and channel the players' creativity.   

· The Tarot Deck

A standard tarot deck consists of 78 cards:  22 Major Arcana (or Trumps) and 56 Minor Arcana in 4 suits of 14 cards each.  Each suit consists of ten cards numbered one to ten, plus the Page (or Knave), the Knight, the Queen, and the King.  The Trumps have no suit, and are numbered from 0 (The Fool) to 21 (The World).  

· Interpreting the Trumps 

The Trumps should be interpreted according to their divinatory meanings.  The Play Aid lists the divinatory meanings for the Rider-Waite tarot.  It is perfectly fine to use other meanings than the Rider-Waite meanings, so long as the players all agree on which meaning will be used and they all use the same meanings.  

Each Trump card has two meanings:  the upright ("regular") meaning, and the reversed meaning (for when the card is "reversed", or upside-down).  The player is free to play the Trump as either upright or reversed, and should use the corresponding meaning.  

Here is an example:

The Tower: misery, distress, indigence, adversity, calamity, disgrace, deception, ruin.  The head of the family, Salim, was nearly killed by an Assassin posing as a spice trader.  Shamed by his disfigurement, Salim fell into despair and failed to manage the family’s finances.  Now the younger sons have all joined with Bedouin brigands to make a living.  
First, note that the full divinatory meaning was read aloud.  This is a good practice for the first several sessions, until the players become familiar with the meanings.  For suited cards, read aloud the suit's meaning or the portion of the meaning that the interpretation focuses on.  

Second, note that this play touches on most of the aspects of the meaning:  misery, distress, indigence, adversity, calamity, disgrace, deception, ruin all apply.  That is a good play; a poorer play would touch on fewer of the aspects.  

· Interpreting Suited Cards 

The four suits of the tarot are Swords, Cups, Coins (or Pentacles), and Wands (or Batons).  Each of these suits has a meaning within the game.  The standard meanings given here are intended to focus the game so that a well-rounded fantasy world is created.  
	Swords                 
	Combat

	Cups                   
	Stealth

	Coins (or Pentacles)     
	Psyche

	Wands (or Batons)        
	Leadership


Each suited card should be given a meaning appropriate to its suit.  That is, the interpretation of a Cups card should represent the use of Stealth, Perception, or Wits in the game world.  Similarly, a card of Coins should show the use of Intelligence, Lore, or Deliberation.  

The higher a card's Rank, the bigger its effect.  In resolving a duel, the Queen of Swords might signify striking a blow that disarms the opponent.  The Three of Swords might signify the sharp Damascus blade wielded by one of the combatants, or the spring in her step as she launches an attack.  

All of this is in relation to the action being resolved.  Consider this play:

Swords:, for Combat: the mercenary trips on a loose stone and leaves Sir Raymond an opening.  Sir Raymond cuts with his sword and the mercenary scrambles away, but not quickly enough.  He receives a deep but glancing cut to the forearm.  

This play would be a major step toward Sir Raymond’s goal if his stated action is to fend off an attack by the mercenary.  Because it accomplishes such a large part of the action, it would require a card of very high Rank, perhaps the Queen or King.  If Sir Raymond’s stated action is to raid a caravan that the mercenary is guarding, then that card play is a much smaller part of the action as a whole.  As such, it would require a smaller card and might be accomplished with a Three or Four.  

· Concessions

In Resolution, Concessions are consequences of the action that are disadvantageous to the acting character.  If the cards the Acting Player has played are not quite good enough to result in a successful action, the Acting Player can often take some Concessions in return for making the action a successful one.  The player who takes the Concessions chooses what the Concessions are, and if they are Long-Term or Short-Term.  
As noted previously, Concessions have a value of from one to three points:

· One point Concession.  This is a minor Concession; it should be a continual small annoyance in the character’s life until resolved.  

· Two point Concession.  A concession of medium rank; important enough to warrant attention, but not an emergency by any means.  

· Three point Concession.  This is a major, important Concession.  It should important enough that the character will do little else until he has resolved it.  

Note that even one point Concessions are still pretty big deals; anything that ranks as a Concession is fairly important.  

When a player has to take Concessions, the number of Concessions he has to take is given as a number of points.  To satisfy two Concession points, the player may take either two one-point Concessions or one two-point Concession.  A player may never take more than two different Concessions at once.  

Long-Term Concessions are concessions that represent long-term effects in the game world.  They will have a continuing effect on the player character, and will remain written on the character sheet until something happens in game play to remove them.  Long-Term Concessions are often a lever that the Gamemaster can use actively to disrupt the plans of the Acting Player, and the Gamemaster should feel no inhibitions against doing so.  
Short-Term Concessions are concessions that represent temporary disadvantages; perhaps the character is injured, or is out of money for the moment, or has to spend time in court defending against criminal charges.  Short-Term Concessions are not written on the character sheet; the character gradually recovers from them.  To represent the short-term disadvantages that the Concession confers, the player must discard one card for each point of Concession value.  
A Concession which has long-term effects in the game world, but the effects on the player character are short-term is a Short-Term Concession.  
· The basics of Quick Resolution

Quick Resolution is much simpler than Full Resolution, so we’ll cover it first.  The basic idea behind Quick Resolution is that the Acting Player has to play and interpret one to three cards from his hand.  If he plays appropriate cards, then his character succeeds at the action in question.  If he does not, then his character fails.  The required cards are known as Challenge Cards, and are always suited cards (never Trumps).  
The Gamemaster sets the number and type of Challenge Cards, based on the nature of the action.  If the action is very easy, there will only be one Challenge Card.  If the action is very difficult, there will be three Challenge Cards.  The harder the action is, the higher the Rank of the Challenge Cards.  An action that is relatively easy (but still difficult enough to warrant Resolution) might require a single card of lower Rank, say a Five.  An action that is very hard might require three cards, perhaps two Knights and a Queen.  

The Gamemaster also specifies the suit of the Challenge Cards, reflecting the nature of the challenges.  Each Challenge Card reflects one or more actual challenges.  Consider this example:  

Jane [Gamemaster]:  “There will be 3 challenges.  They will require a seven of Cups, a six of Coins, and a ten of Cups.  The first challenge is to take out the guard dog quietly.  This requires a Cups card, seven or higher”

The Acting Player might respond to the first challenge in one of two ways.  First, by playing a Cups card of seven or higher:

Joe [Acting Player] [plays the 8 of Cups from his hand]: “Cups, for Perception and Stealth.  I spent some time scouting, so I was aware of the guard dog.  I used my underground contacts to purchase some poisoned meat.  I sneak up to the gate undetected, drop the meat, and retreat quietly.  The dog detects me and barks a few times, but that’s not unusual, so no one pay it any attentions.  Twenty minutes later I return and the dog is asleep.“

Or, by playing a smaller card and taking a Concession
Joe [6 of Cups from his hand]:  ” Cups, for Perception and Stealth.  I’ll do this with a one point Concession.  How about the dog is found dead later by the owners?  [GM nods] Alright then, Khalid spent some time scouting, so he was aware of the guard dog.  He used his underground contacts to purchase some poisoned meat.  He sneaks up to the gate undetected, drops the meat, and retreats quietly.  The dog hears him and barks a few times, but that’s not unusual, so no one pays it any attention.  Twenty minutes later Khalid returns.  The dog is dead, and Khalid slips into the courtyard unnoticed.  “

Joe then proceeds to deal with the other two challenges for Khalid.  If he successful meets the challenges, Khalid is successful in his actions and Joe gets to narrate the results of the action.  If he does not meet the challenges, then Khalid is unsuccessful and the Gamemaster gets to narrate the results of the action.  

· The Quick Resolution Sequence
The sequence of actions for Quick Resolution is:  

· [1] The Acting Player describes the action, and the stakes are set
· [2] The Gamemaster sets the Type of Stakes

· [3] The Acting Player draws Bonus and Penalty Cards 

· [4] Resolve Stretch Cards, if Type of Stakes is Stretching

· [5] The Gamemaster sets the Challenge Cards

· [6] The Acting Player meets the challenges in order

· [7] The results are narrated by the Acting Player (all challenges met) or the Gamemaster (not all challenges met)

· [1] Describing the action

The Acting Player states the action her character is undertaking, and the stakes she hopes to gain by doing so.  Clear statements of what the action is and how she intends to accomplish it are essential for the Gamemaster to properly judge the difficulty of the action.  The statement may be as short as “Jubala wants to heal the wounds of the injured Assassin” or much more in depth for more complex actions.  
If the action involves the use of alchemy, then the player must play a Trump before describing the action and the Trump’s interpretation must be the action attempted.  

· [2] Setting the Type of Stakes

The Gamemaster then sets the Type of Stakes.  For Quick Resolution, there are two Stakes Types.  Challenge Stakes are used when the task is challenging, and what is at stake in Resolution is the character’s success or failure in the task.  Stretch Stakes are used when the task is beyond the character’s normal capacity.  Again, what is at stake in Resolution is the character’s success or failure in the task —but the stakes are higher: failure is more likely, and likely to be severe.  
There is a third kind of stakes, Exposition Stakes, that are only used in Full Resolution.  
· [3] Drawing Bonus and Penalty Cards

If the acting player character has any Motivations or Background Elements which will aid him in his task, he may draw one Bonus Card for each of them.  Bonus Cards are drawn face up in front of the player.  They must be played during the Resolution in which they are drawn, or they must be discarded at the end of the Resolution.  
If the acting player character has any Motivations or Long-Term Concessions which would hinder him in his task, he must draw one Penalty Card for each of them.  Penalty Cards are not used in Resolution, but will remain with the player after the Resolution is completed.  
Bonus Cards and Penalty Cards cancel each other on a one-for-one basis; a player never draws both Bonus Cards and Penalty Cards.  

Bonus Cards and Penalty Cards both are only awarded for Motivations when the action is question works directly for or against the Motivation in question.  This is discussed in detail in the section on Motivations in Chapter Four.  Similarly, Background Elements and Concessions must also be directly applicable to the task.  

Bonus Cards and Penalty Cards are never awarded for a Motivation, Background Element, or Concession which is shared by both the Acting Player and his opposition.  In battle, all characters apply their Motivation of Self-Preservation, so no Bonus Cards are awarded for Self-Preservation.  

· [4] Resolve Stretch Cards, if Type of Stakes is Stretching

An attempted action which is beyond the character’s normal capacities but which he might attain with extraordinary effort is referred to as Stretching.   When a character attempts to stretch, the Gamemaster assigns a number of Stretch Cards based on the task’s difficulty.  A more difficult task will have more Stretch Cards.  Usually there will be one (1) to three (e) stretch cards.  
After the number of Stretch Cards is determined, the acting player must play and interpret one Trump card for each Stretch Card.  For each point of active Motivation, he may discard one other card instead of a trump.  He must also draw from the top of the deck a number of cards equal to the Stretch Cards.  If any of these is a trump, he has failed catastrophically: use Detailed Resolution to interpret the Trump, and he must take five (5) points worth of Concessions (narrated after the Trump is interpreted).   
· [5] Setting the Challenge Cards
Challenge cards are set based on the nature of the difficulty involved in the action.  If the action is very difficult, then the Challenge Cards should be of higher Rank to reflect the greater difficulty.  The suit of the Challenge Cards should represent the nature of the difficulty: if the difficulty is intellectual, then a card of Swords [Air] is appropriate; if the challenge is athletic, then the suit should be Batons [Fire].  If the difficulty is partially intellectual and partially athletic, the Gamemaster may choose one or more cards from each suit.  
When setting the Challenge Cards for an action, the Gamemaster should keep in mind what Professions and Cultures the player character has.  The Challenge Cards should be relative to the professional and cultural knowledge that the character has.  Thus, a character with Primary Profession of Blacksmith could re-shoe a horse without even resorting to Resolution, while a character with a Hobby of Blacksmith might need to play one or two cards of middle rank, while a character with no professional training in Blacksmith might need three cards of high Rank (or even have no chance at all).  

What does not get factored into the Challenge Cards is the character’s ratings in the four Attributes of Combat, Intelligence, Leadership, and Stealth.  The Attributes determine which cards the player has in their hand, and that is how they affect the Resolution.  
If the Type of Stakes is Stretch Stakes, then the gamemaster must declare three Challenge Cards.  
· [6] Meeting the challenges

In meeting a challenge, a player may play a larger card than necessary but he receives no benefit from it (other than meeting the challenge).  The Active Player may also choose to meet a Challenge Card by playing a card from a different suit.  If he does so, the card is used at half rank value (fractions round down).  
Each challenge is entirely resolved before the next challenge is begun.  The Gamemaster may wish to revise the Rank of the Challenge Card he had selected if Long-Term Concessions from the previous cards affect it.  Example: Sir Raymond is dueling an Egyptian emir from Nubia.  During the first challenge, he elects to take “Fear of Nubians” as a Long-Term Concession.  It would now be fair for the Gamemaster to raise the Rank of the other  Challenge Cards as a result of this Concession.  
· Trumping challenges

A player may Trump a challenge by playing a Trump card, either in lieu of or in addition to the card played to meet the Challenge Card.  To do so, the player character calls upon their deity for aid.  The player must explain the character’s appeal to their god.  

A Trump that is played in addition to another card increases by five (5) the Rank of the other card played.  
A Trump that is played in lieu of meeting the Challenge Card is resolved with Full Resolution.  The player character is calling on their deity to intervene in the action.  The Full Resolution will resolve how their deity reacts to this request.  In order to call for supernatural aid, the character must vow to perform a major service for their god.  Mechanically, this means taking Concessions, or devoting their next scene (at least) to playing out the vows.  If the player desires, the vow  could be made into a Motivation.  
· [7] Narrating the results
Narrating the results of the action wraps up the events of the Resolution.  It ties together all of the events depicted in the card interpretations, and relates them to the character’s original goals.  The narrator is free to create new elements and tie together elements which were previously unconnected.  However, the narrator must respect all of the details generated with the cards that were interpreted during the Resolution; none can be negated.  The narrator also should not introduce new events that are significant.  
· An Example of Quick Resolution

Mary [Gamemaster]:  As Jubala approaches the market in the morning, she sees a crowd of onlookers gathering in front her cousin Ahmad’s stall, the one who sells dates.  As she approaches, she sees someone on the ground, with several concerned people examining him.  She can hear some yelling from one of the side streets nearby.  
Jane [Acting Player]:  Jubala ignores the ruckus in the side street, and crying “Ahmad! Ahmad!,” she rushes over to the prone man, pushing her way through if she has to.  She wants to get there and see who it is, and what kind of shape he’s in.  
Mary:  She pushes her way through the crowd, and finds that the man on the ground is indeed Ahmad.  He’s bleeding profusely from a cut to the stomach, and it doesn’t look good.  
Jane:  Jubala pulls out her kit, and calls for some hot water to wash up with.  She’s going to try to stop the bleeding and repair any damage to internal organs.  
Mary:  It’s a very tough task.  Jubala needs to have Medical Doctor as a Primary Profession, or she will simply fail.  
Jane:  She’s got it.  

Mary:  OK, then it will require Resolution; let’s make it a Quick Resolution.  [Step 1 started] I think your action statement  was pretty clear.  Anything you want to add to it?

Jane:  No [Step 1 Finished]

Mary: [2 started]  For Type of Stakes, I’m going to call that a Stretch.  It’s not much of a Stretch, only one card.  If the Stretch goes wrong, then Ahmad dies.  How to work that into your five points of Concessions is up to you.  OK? 
Jane:  Sure.  [2 finished]  [3 started] For Bonus Cards, I think I get one each for Relationship: Family and Family Honor.  Jubala is thinking about all the family meals where Ahmad brought dates and honey for dessert, and how it just wouldn’t be the same without him.  She’s also horribly conscious that this is all happening in public, and what a black mark it could be for the family.  
Mary:  No problem; go ahead and draw them both.  [Jane draws the Four of Coins and the Nine of Cups and places them face up in front of her] [3 finished].  OK, then let’s resolve the Stretch [4 started].  Jane, first you play your Stretch Card.
Jane:  [plays Death from her hand as the Stretch Card]  Death, reversed: inertia, sleep, lethargy, petrifaction, somnambulism.  While Jubala waits for them to bring the water, she prays to the Lord that Ahmad will recover up from the coma that he’s in.  

Mary:  OK, now I’ll draw the risk card.  [Draws the Knight of Batons and places it face up on the discard pile]  Nothing there [4 finished].  [5 started] The number of Challenge Cards is three.  The first will be the Page of Cups, to diagnose the problem.  The second will be the Nine of Coins, to determine the method of treatment.  The final will be the Queen of Cups, to correctly perform a very tricky surgery.  [5 finished] 

Jane [plays the Page of Cups from her hand]:  [6 started] Cups, for Perception.  Jubala finds that Ahmad has been slashed with a sharp blade across the stomach, leaving shallow cuts in some of his internal organs.  

Mary:  No Concessions, so the next card is the Nine of Swords.

Jane [plays the Knight of Coins from her hand]: Coins, for Intelligence and Lore.  Jubala can see that what she needs to do here is sew up the cuts in the internal organs and then sew the wound closed.  Easier said than done.  
Mary:  OK, just the Queen of Cups left.  

Jane [plays the Nine of Cups from the face-up Motivation cards]:  Cups, for Perception.  Jubala manages to find and stitch all of the cuts, but not without a certain amount of complications.  I owe four points of Concessions (13 for the Queen minus Jane’s Nine is 4).  I’ll start with a three-point Concession. Ahmad be bed-ridden for a long time and will never recover to full health.  He will always be frail and short of endurance, a shadow of his former robust self.  I’ll call this a short-term Concession, as its effects on Jubala are mostly short-term: she’s stressed and tired.  As the final Concession point, Jubala scalds her hands in the hot water while she’s performing the surgery.  OK?
Mary:  Fine with me.  You’ve got to cough up four cards, ouch!  
Jane: It’s a no-brainer that I ditch my face-up Four of Coins: I’ll just have to discard it anyway.  [Discards three more cards] There, I’m all paid up.  [6 finished] 
Mary:  [7 started] Since you succeeded, you get to narrate.  

Jane:  It takes Jubala a good thirty minutes to perform the surgery.  After it’s done, she will see to it that Ahmad is moved to his home.  While that’s underway, she’ll look around, exhausted.  She’s been focused and completely unaware of her surroundings.  [7 finished] So what’s been going on?  
· The Full Resolution Sequence
The sequence of actions for Full Resolution is:  

· [1] The Acting Player describes the action, and the stakes are set

· [2] The Gamemaster sets the Type of Stakes

· [3] The Gamemaster sets the Difficulty (which is also the number of tricks played), and the suit requirements

· [4] Play Background Tricks at the Gamemaster’s discretion [Challenge Stakes only]
· [5] The Acting Player draws Bonus and Penalty Cards for Motivations 

· [6] Resolve Stretch Cards, if Type of Stakes is Stretching

· [7] Play the card tricks

· [8] Determine the Winning Player (the player who takes the most tricks)

· [9] The Acting Player takes Concessions if the Gamemaster wins, or if he fails to meet the suit requirements

· [10] The Winning Player narrates the results of the action
· [1] The Acting Player describes the action, and the stakes are set

This is just as in Quick Resolution.  
· [2] The Gamemaster sets the Type of Stakes

This is as in Quick Resolution, with the exception that there is a third Type of Stakes in addition to Challenge Stakes and Stretch Stakes.  Exposition Stakes are used when the character is destined to succeed —more or less.  In this case, the character will basically succeed regardless of who the Winning Player is.  How well she succeeds and how it comes about – these are the stakes in Exposition Stakes.  Exposition Stakes are used when the players are interested in the action, even if it is destined to succeed.  
· [3] The Gamemaster sets the Difficulty and the suit requirements

The Gamemaster sets the Difficulty, which is rated from 1 (very easy) to 6 (very difficult).  He should keep in mind that even a “very easy” task here is still a task that is difficult enough that the player character might fail at it.  Any task which is easy enough to be an automatic success will not be taken to Resolution.  
The Gamemaster also sets the suit requirements depending on the nature of the action.  The suit requirements should reflect the challenges of the action.  If the action is mentally challenging, the Gamemaster will require the play of Swords [Air] cards.  If the action is athletically challenging, the Gamemaster will require the play of Batons [Fire] cards.  As with Challenge Cards, the Gamemaster may set suit requirements for more than one suit, if the action involves more than one element.  The Gamemaster may set as many suit requirements as the Difficulty (i.e., if the Difficulty is 2, the Gamemaster could require 2 cards of one suit, or one card of one suit and one card of another).  The Gamemaster must set at least one suit requirement.  
· [4] Play Background Tricks if the Gamemaster deems them warranted

Background Tricks are used to develop more detail on Resolutions of Challenge Stakes.  If the difficulty is low, the number of cards played will be small.  If the action is very interesting, more cards (and more detail) may be desirable.  In that case, the Gamemaster can call for up to three (3) Background Tricks.  Background Tricks are tricks that are played for the express purpose of generating more details.  All players play cards from the kitty, and interpret the cards as they play them.  The Gamemaster leads to each trick.  
Background Tricks are never played to Stretch Stakes.  
· [5] The Acting Player draws Bonus Cards

This is just as in Quick Resolution.  
· [6] Resolve Stretch Cards, if Type of Stakes is Stretch
This is just as in Quick Resolution.  
· [7] Play the card tricks

Card tricks are played much like tricks in regular card games like Hearts.  The player who won the last trick leads the first card, and all the other players attempt to follow suit.  The Acting Player always plays cards from their hand, while the other players generally play cards from the kitty.  The player with the highest Ranked card in the suit led wins the trick and leads to the next trick.  The group plays a number of tricks equal to the Difficulty.  The Acting Player leads the first trick.  The suit led must be the suit with the largest suit requirements.  In case of a tie, the player leading may choose.  

Playing a card from any suit with a suit requirement is considered to be following suit.  Each player cannot play a card from another suit if they have a card in the suit led or one of the requirement suits.  Trumps may always be played, but they never win tricks.  
If there is a tie for the highest Ranked card in the suit led, the tie goes first to the card in the actual suit led (as opposed to a requirement suit).  The tie next goes to the player who led this trick, then to the Acting Player, then to the Gamemaster.  If the tie is still unresolved, then the trick is a Passed Trick, and no one wins it.  A trick is also a Passed Trick if all the player play Trumps.  
The player who has the lead, the Gamemaster, and the Acting Player must play to every trick.  The other players may pass if they desire.  

Once during each Full Resolution, the Gamemaster may choose to flush the kitty.  All the cards in the kitty are discarded and nine new cards are drawn.  

Though the Gamemaster and the Supporting Players generally play from the kitty, they may choose to play from their hands at any time.  Once per Full Resolution, each Supporting Player may play a card from their and then draw a card to replace it.  To draw a replacement card, they must follow suit.  This may not be done during the Background Tricks.  
· [8] Determine the Winning Player (the player who takes the most tricks)

The player who wins the most tricks is the Winning Player.  If more than one player is tied, then a Showdown is used to break the tie.  For the Showdown, all tied players draw a single card from the kitty and interpret it.  The player with the suited card of highest Rank wins the showdown and is the Winning Player.   

If one of the Supporting Players is the Winning Player, the Acting Player may “buy” his status as the Winning Player.  To buy it, he offers Concessions.  After hearing his offer, the Winning Player may either accept or refuse or counteroffer.  
If a Supporting Player and the Acting Player are tied for the most tricks, the Acting Player may break the tie by offering Concessions to the Supporting Player.  If the two players reach an agreement, then there is no Showdown.  
· [9] The Acting Player takes Concessions if the Gamemaster wins, or if he fails to meet the card requirements

If the Gamemaster wins, then the Acting Player must take Concessions equal to the difference between the number of tricks he won and the number of tricks that the Gamemaster won.  He also must take Concessions if there are any suit requirements that he did not meet — two Concessions for each failed requirement.  
· [10] The results are narrated by the Winning Player
This is just as in Quick Resolution, with a twist.  If one of the Supporting Players is the Winning Player, then the result should be inconclusive: the Acting Player has not succeeded at his goals, but he has not failed yet either.  He might have succeeded and/or failed at some parts of his goals, but not all of them.  
· Example of Full Resolution
Jane:  Dame Madeleine and a small retinue of eight men-at-arms and a maidservant want to travel on horseback to Baalbek, undetected.  Then … 
Joe:  Hold it right there.  That’s easier said than done.  We’ll need to use Resolution for this, so why don’t you go ahead and formally state your action?   

Jane:  Sure.  Madeleine’s rounds up her eight most trustworthy men-at-arms —not her most competent —and takes them, herself, and a trustworthy but tough maidservant.  Their goal is to travel undetected and make contact with the city elders of Baalbek.  Madeleine wants to negotiate with them.  The party will be dressed in Frankish garb until they reach Moslem territory, then they will be dressed as Eastern Christians.  
Joe:  I’m going to call that Full Resolution, and the skates will be Challenge.  The Challenge comes in trying to make it there undetected; the party can certainly make it to Baalbek.  On to Step 3, setting the Difficulty.  Let’s call this a Difficulty of two, with a requirement of one Cups card.  For Step 4, let’s play one Background Trick to set the table.  
Joe:  [plays the Six of Swords — from the kitty, since this is a Background Trick]  Swords, for Warfare.  Hospitaller raiding parties have recently forayed into the territory of the emir of Homs.  They have taken some small amount of herd animals from the farmers in the region, and have avoided the emir’s patrols.  
Mary: [plays the Knight of Batons from the kitty] Batons, for Enthusiasm.  The emir’s younger brother Taki, in charge of Shaizar castle, is rash and hotheaded.  He recently raided the territory of Aleppo with a small party of horsemen:  too small a party of horsemen.  Only he and his picked men escaped, and he took a wound to the leg.   He cannot yet walk without help.  
Mike: [plays the Two of Coins from the kitty] Coins, for Intelligence and Lore.  Recently appointed vizier in Homs is Ali Rassan, more respected for his scholarship of logic and philosophy than for his government experience.  
Jane: [plays the Six of Cups from the kitty] Cups, for Flora and Fauna and Water itself.  There has been drought in Palestine this summer, and several tribes of Bedouin have migrated north into Syria in search of forage for their herds.  
Joe:  That finishes the Background Trick.  Step 5:  do you have any Bonus Cards, Jane?

Jane:  Not unless “Motivation: Hates the Seldjuk tribe of Turks” counts.  The emir of Homs is a Seldjuk, and Madeleine’s plan would cause him trouble even though Madeleine hopes to profit by it.  
Joe:  No, I think the connection isn’t direct enough; it sounds like Madeleine’s really doing this for other reasons.  Well, we have no Step 6, since this isn’t a Stretch.  On to Step 7 then, playing the cards.  Jane, you’re the Acting Player, so you lead.  It’s got to be a Cups card, since that’s the only required suit.  
Jane: [plays the Knight of Cups — from her hand, since she is the Acting Player]  Cups, for Stealth.  Madeleine knows one of the officers in charge of requisitioning supplies from the West for Krac des Chevaliers.  He arranges to hire her troop as caravan guards as far as the castle.  
Joe: [plays the Knight of Swords — from the kitty, since he is not the Acting Player]  Swords, for Warfare.  When the caravan gets to the castle, Madeleine is quite surprised to be conscripted into a raiding party.  The next morning they leave in the predawn gray, riding into the hills.  By late -afternoon, the plains come into sight and you can see all the way to the lake at Homs.  

Mary: [plays the Eight of Batons— from the kitty, since she is not the Acting Player]  Batons, for Leadership.  The knight in charge of the party, Odoric of Bayeau, leads by example.  With his energy driving the raiders, they make great time and reach the edge of the plains.  Several scouts have reported nearby Bedouin tribes, herding their animals far from the reach of the authorities.  
Mike: [plays The Star — from the kitty, since he is not the Acting Player]  The Star:  Loss, theft, privation, abandonment; another reading says—hope and bright prospects.  A couple of days later, the patrol of Hospitallers rides out of the foothills, scattering a tribe of Bedouin before them.  After the looting is done, Sir Odoric gives Madeleine a share and sends her on her way with his blessings, and rides back to the west.  
Joe:  The first trick is over.  Jane, you won, so you lead again.

Jane:  [plays the Eight of Coins — from her hand, since she is the Acting Player]  Coins, for Intelligence and Deliberation.  Dame Madeleine outfits her retinue in Bedouin robes and continues south toward Baalbek.  Once we pass into the mountains again, the party drops the Bedouin garb and becomes a city merchant from the coast and her guards.  
Joe:  There still aren’t any decent cards in the kitty!  I’m flushing it; that’s my prerogative as Gamemaster.  [He takes all the cards from the kitty and places them in the discard pile, and draws nine new cards into the kitty]  Still not much to work with!  Jane, I see that Dame Madeleine has “Reputed Smuggler” as a Long-Term Concession.  [He plays Justice — from the kitty, since he is not the Acting Player]  Justice, reversed: despotism, abuse of power , weakness, discord.  As you draw within sight of Baalbek, you see a large gathering outside the city gate.  A merchant who is headed north out of the city tells Madeleine that an army has come from Damascus, led by one of the sons of Duqaq, the emir.  They are searching everyone who enters the city.  Rumor has it that they are arresting everyone with undeclared goods – and some of those without.  
Mary:  Joe, you forgot that Cups still count as following suit.  [Grabs the Queen of Cups from the kitty and plays it]  Cups, for Stealth and Perception.  Shortly afterward, Madeleine meets Halima, one of her friends from Baalbek, who really is a smuggler.  Halima knows a place to stay outside the city that should be safe to hole up in for a while, and she offers to guide Madeleine there.  
Mike: I’ll pass.  
Joe:  That brings us to Step 8, determining the winner.  We’ve got a tie between Jane and Mary.  Jane, do you want to offer Mary any Concessions before we go to a Showdown?

Jane:  Sure.  Mary, how about I take a one-point Long-Term Concession, that I owe Halima a favor?  

Mary:  That’s fair for a tie.  

Jane:  So I win.  On to Step 9, and I don’t own any Concessions there.  Step 10, I get to narrate.  Halima guides Madeleine and her party to a large farm a couple of hours from the city.  Foraging parties from the army come by, but everybody stays quiet and the soldiers leave them alone.  The party stays there for a couple of days until the mamluks from Damascus march off to the north.  Perhaps they are going to Homs.  The day after they leave, Halima dresses us as locals and we enter the city and lodge at an inn.  I’ll end my turn now, but for my next turn, I would like to spend some time playing out my interactions with Halima.  
· Nuances of Resolution

· Cutting resolution short 

Occasionally, in the course of a Resolution, an action will occur that changes the player character’s goals.  In that case, the player is free to have their character abandon their present course of action and engage in a new one.  If this happens, the last player to play a card narrates the conclusion to the aborted Resolution.  
· Resolution of Gamemaster-initiated actions

From time to time, the Gamemaster will have a non-player character initiate an action in which the Acting Player’s player character is involved.  Suppose someone tries to rob the player character.  First the Gamemaster describes the actions and goals of the non-player character who is initiating the action (in this case, rob the player character).  Then the player states her character’s actions and goals in the situation (probably something like “avoid the bandits by fleeing down the road on my horse”).   Resolution is then used to judge the player character’s success at these goals.  The player character’s actions, not the actions of the non-player character, are the subject of the Resolution.    

This is used with both Quick Resolution and Full Resolution.  
· Social actions and Resolution

Consider the action “Dame Madeleine attempts to convince Sir Amalric to aid her mission with provisions and fresh horses.”  Much of the action here will consist of conversation between the two characters.  Some players have a strong preference for roleplaying out such conversations without the use of mechanics; this was mentioned in the section on gaming preferences in Chapter Three.  
There are different ways this action could be handled in Resolution, and each of them is more in accord with some gaming preferences than with others.  Two examples should serve to illustrate some of the possibilities.  The first example is the “Roleplay Then Resolve” method:
Jane:  [in Dame Madeleine’s voice]  Your grace, my companions and I are on a mission that would be of significant benefit to your order.  Might you offer some aid to succor us in our quest?  

Joe:  [as Sir Amalric]  What is this mission you speak of?  I would know of it before I commit my precious resources to it.  We are sorely pressed here, and can scarcely spare forage for your mounts.  

Jane:  Good Sir, we are on our way to the citadel of Baalbek.  There we hope to speak with the elders of the city.  We have heard that they are looking to purchase arms, with which to throw off the yoke of the emir in Homs.  You might profit by this arrangement, might you not?
Joe:  [breaking out of Sir Amalric’s voice] Why don’t we do this as a Resolution? 

Jane:  Sure.  Madeleine’s goals are to convince him to give our party fresh horses and provisions and any intelligence he might have.

Joes:  He’s just returned from the south and doesn’t have any up-to-date information.  Given that, the action is pretty simple.  Let’s make it a Quick Resolution.  I’ll call it Challenge Stakes with two Challenge Cards, Seven of Cups and Ten of Coins.  Do you have any Bonus Cards? 

Jane:  No, I don’t think Dame Madeleine has anything that applies.   
*Joe:  The first challenge is Cups, because I want Water to be the key to solving it.  Here’s the challenge: [back into Sir Amalric’s voice] But Madame, the emir of Homs would certainly take it ill if he knew I had given aid to his enemies.  I need assurance that he will not hear news of it.  
*Jane: [plays the Page of Cups]  Cups, for Perception.  Sir, if my eyes did not deceive me, then I saw your troops returning with horses in the emir’s livery.  Certainly that will have convinced the emir that your intentions are not peaceful.  
*Joe: For the next challenge, [Amalric’s voice] My lady, we have poor land here in the mountains and little to spare.  We must keep what we have, in store for the winter.  

*Jane: [plays the Eight of Coins]  Coins, for Deliberation and Commerce.  Good Sir, certainly a distraction in Baalbek will give you ample opportunity to raid the emir’s rich lands.  If that is not enough, we can compensate your for the provisions.  
Joe:  OK, that’s fine.  What are your two points of Concessions?  

Jane:  For one point, we had to pay him for the provisions; that is Short-Term.  For the other point, it’s Long-Term, and we owe Sir Amalric a favor.  
There is also the “Resolution First” method, which involves doing the Resolution first.  After the Resolution is done, the encounter may be either played out as a conversation, or simply narrated just like any other Resolution.  This example will illustrate the first of these:  
Joe:  Why don’t we do this as a Resolution? 

Jane:  Sure.  Madeleine’s goals are to convince him to give our party fresh horses and provisions and any intelligence he might have.

Joes:  He’s just returned from the south and doesn’t have any up-to-date information.  Given that, the action is pretty simple.  Let’s make it a Quick Resolution.  I’ll call it Challenge Stakes with two Challenge Cards, Nine of Cups and Ten of Swords.  Do you have any Bonus Cards? 

Jane:  No, I don’t think Dame Madeleine has anything that applies.   
Joe:  The first challenge is to observe something that will convince Sir Amalric that aiding you will not sour his relations with the emir of Homs.  That’s the Seven of Cups.  

Jane:  [Nine of Cups]  Cups, for Perception .  Madeleine points out to him that his troops have recently been raiding the emir’s lands, and relations are already quite sour.  

Joe:  The next challenge is to convince him that helping you is worth the cost of the goods involved.  That’s the Ten of Swords.  

Jane:  [Eight of Coins]  Coins, for Deliberation and Commerce.  Madeleine points out that a distraction in Baalbek will keep the emir otherwise occupied, and that is more than worth the little we are asking.  
Joe:  OK, that’s fine.  What are your two points of Concessions?  

Jane:  For one point, we had to pay him for the provisions; that is Short-Term.  For the other point, it’s Long-Term, and we owe Sir Amalric a favor.  

Joe: That finishes the Resolution.  Why don’t we play out the conversation now?  
Jane: [in Dame Madeleine’s voice] Your grace, my companions and I are on a mission that would be of significant benefit to your order.  Might you offer some aid to succor us in our quest?  

Joe:  [as Sir Amalric]  What is this mission you speak of?  I would know of it before I commit my order’s precious resources to it.   We are sorely pressed here, and can scarcely spare forage for your mounts.  

[and so on]
Your play group should consider the preferences of the different group members and use Resolution accordingly (if you use Resolution at all in conversational situations).  
· Relating the card interpretations to the action

Consider this play from the play example above:  

Joe:  Swords, for Warfare.  Hospitaller raiding parties have recently forayed into the territory of the emir of Homs.  They have taken some small amount of herd animals from the farmers in the region, and have avoided the emir’s patrols.  

That play was from the Background Trick.  It was in the Background Trick because it did not directly relate Madeleine’s action:  Madeleine was not involved in the events of the interpretation.  The events were simply background for Madeleine’s action.  

Contrast that with this interpretation, from the regular tricks of the Resolution:
Joe: Justice, reversed: despotism, abuse of power , weakness, discord.  As you draw within sight of Baalbek, you see a large gathering outside the city gate.  A merchant who is headed north out of the city tells Madeleine that an army has come from Damascus, led by one of the sons of Duqaq, the emir.  They are searching everyone who enters the city.  Rumor has it that they are arresting everyone with undeclared goods – and some of those without.  

In these events, Madeleine is involved in the events even if she is not the primary actor.  

These two plays were both appropriate:  in the Background Tricks, the acting player character should not be involved in the events of the interpretation.  In the regular tricks, the acting player character should be involved.  

This clean dichotomy does not hold if there are no Background Tricks.  In that case, it is acceptable to use cards in the regular tricks to create background for the character’s action —but these should be no more than one-half of the cards played.  





















A Note About Scene Definition


Many roleplaying games reserve nearly all powers of scene definition for  the Gamemaster, because it carries with it the power to make statements about the game world.  This game explicitly gives scene definition power to the Supporting Players and the Acting Player once Resolution is entered.  This may bother some players; this game will not work for them.  








A Note on Consensus


In most games, players will rarely disagree about whether to use Resolution.  If your group has disagreements often, it may be because the players find different things interesting.  Suppose Mike finds political machinations interesting and has built his character Sir Raymond around that interest. If Mary finds them tedious, then Mike and Mary will often differ on what actions are interesting enough to warrant Resolution.  In some cases, there may not be enough common ground for the two players to have fun gaming together.  There may be no solution to this problem but for them each to find separate gaming groups.  





Major NPCs.  


Sometimes a player will play the part of an important non-player character.   To maintain consistency for these NPCs, it may be desirable to have the same player portray that NPC.  This should be done only with the consensus of the play group and on a case-by-case basis.  














Broad Background Elements


Some play groups may wish to allow each character a single broad Background Element.  If allowed, such elements should be limited to one per character and should require two points from the Background Pool rather than one.  





Why are Motivations in the Game?


From a game design perspective, Motivations serve several purposes.  They let each player tell the other players what conflicts they are interested in playing out, what they would like to see screen time spent on.  They also give the players guidelines on how to present other players’ characters with dilemmas:  set up situations where the character has Motivations which aid the task and Motivations which hinder it.  The Motivation system also encourages players to have their characters act to further the characters’ Motivations.  





Character Possessions


In Star, Moon, and Cross, a character is assumed to have all the everyday possessions appropriate to their status and profession.  Possessions should be written on the character sheet only if they are notable and unusual —or if they are notable and unusual by their absence (in which case they are listed as Long-term Concessions).


























Past Tense Actions


When interpreting cards, it is perfectly acceptable to make statements about past actions.   See how Joe makes up stuff that Khalid did before the action being resolved: “Khalid spent some time scouting … He used his underground contacts …”  This play is perfectly acceptable.  





Consensus on Challenge Cards


Like everything else in this game, the value of the Challenge Cards is based on group consensus.  If the other players disagree with the Gamemaster’s assessment, they should feel free to bring the issue up for group discussion.  





An Alternative 


Alternatively, Joe and Jane could drop out of the first person point of view when the Resolution begins.  The starred text to the left would then be something like:  


Joe:  The first challenge is to convince Sir Amalric that aiding you will not sour his relations with the emir of Homs.  That’s the Nine of Cups, so it’s got to have something to do with Water.   


Jane:  [Nine of Cups]  Cups, for Perception.  Madeleine points out to him that his troops have recently been raiding the emir’s lands, and relations are already quite sour.  


Joe:  The next challenge is to convince him that helping you is worth the cost of the goods involved.  That’s the Ten of Swords.  


Jane:  [Eight of Coins]  Coins, for Deliberation and Commerce.  Madeleine points out that a distraction in Baalbek will keep the emir otherwise occupied, and that is more than worth the little we are asking.  
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