Quill Dragon's ToV Britannian Virtue and Vice v1.0


Britannian Virtue and Vice

All skills and spells are divided into 3 categories:

· Truth & Falsehood

· Love & Hatred

· Courage & Cowardice

	Truth & Falsehood
	Love & Hatred
	Courage & Cowardice

	Quickness
	Defence
	Attack

	Nimbleness
	Acrobatics
	Brawn

	Peer
	Recovery
	Chainbolt

	
	Restoration
	

	
	Resistance
	

	
	Telepathy
	


These 3 categories are connected to 8 virtues (Honesty, Compassion, Valor, Justice, Sacrifice, Honor, Spirituality and Humility) and to their 8 opposing vices (Deceit, Despise, Dastard, Wrong, Covetous, Shame, Hyloth and Pride):

· Truth is connected to: Honesty, Justice, Honor and Spirituality
· Love is connected to: Compassion, Justice, Sacrifice and Spirituality
· Courage is connected to: Valor, Sacrifice, Honor and Spirituality
· Neither Truth, Love nor Courage is connected to: Humility
· Falsehood is connected to: Deceit, Wrong, Shame and Hyloth

· Hatred is connected to: Despise, Wrong, Covetous and Hyloth

· Cowardice is connected to: Dastard, Covetous, Shame and Hyloth
· Neither Falsehood, Hatred nor Cowardice is connected to: Pride
Gaining virtue and vice points

During every game session the characters will gain points in the virtues and vices. A character receives these points based on its actions. The game master will keep track of the virtue and vice points, which a character gains during a game session. At the end of every game session the game master will tell each of the players which virtues and vices their characters have received points in.

There is no upper limit for how many virtue and vice points a character may receive per game session. Yet, the game master should seek to keep the number of points received in proportion to the actions performed.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Honesty 0, Compassion 0, Valor 0, Justice 0, Sacrifice 0, Honor 0, Spirituality 0, Humility 0.

Deceit 0, Despise 0, Dastard 0, Wrong 0, Covetous 0, Shame 0, Hyloth 0, Pride 0.

After the first game session, the game master tells Oberon, that he has gained 7 virtue points and 5 vice points. 3 honesty, 3 valor, 1 justice, 1 deceit, 1 wrong, 2 hyloth, 1 pride.

Oberon now has:

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Honesty 3, Compassion 0, Valor 3, Justice 1, Sacrifice 0, Honor 0, Spirituality 0, Humility 0.

Deceit 1, Despise 0, Dastard 0, Wrong 1, Covetous 0, Shame 0, Hyloth 2, Pride 1.


Invoking Virtues and Vices

Once a character has gained a score in a virtue or a vice, he can begin to invoke it. When a character invokes a virtue or a vice, the character is allowed to add an extra 2d6 to a skill or spell check.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Honesty 3, Compassion 0, Valor 3, Justice 1, Sacrifice 0, Honor 0, Spirituality 0, Humility 0.

Deceit 1, Despise 0, Dastard 0, Wrong 1, Covetous 0, Shame 0, Hyloth 2, Pride 1.

Oberon is about to engage in combat with a goblin. Before they make their quickness skill check to see who acts first, Oberon declares, that he wants to invoke his virtue of honesty in connection to the quickness skill check.

The virtue of honesty is connected to the "Truth & Falsehood" category and the quickness skill belongs to that category. Thus the virtue of honesty can be invoked in connection to a quickness skill check.

First Oberon performs his quickness skill check. He rolls 2d6 and gets 9. Then he adds his quickness skill score of 0 and gets 9 (9 + 0 = 9).

Then Oberon rolls 2d6 again because he has invoked his virtue of honesty in connection to this quickness skill check. He gets 7. Therefore Oberon rolls again and gets 8.

Oberon's adds the result of his quickness skill check (9) and the result of his invocation of the virtue of honesty (15) and gets a total quickness skill check result of 24 (9 + 0 + 7 + 8 = 24).


Rules concerning the invocation of virtues and vices

· You can only invoke virtues and vices, which you have gained a score in.

· You can only invoke a virtue or a vice in connection to a skill or spell check and the skill or spell must belong to the category, which the invoked virtue or vice is connected to.

· You cannot invoke a virtue if your score in that virtue is lower than your score in its opposing vice and you cannot invoke a vice if your score in that vice is lower than your score in its opposing virtue.

· If opposing virtues and vices have an equally high score, neither of them can be invoked.

· A virtue or a vice can only be invoked once per scene. 

· Virtue and vice invocations are mutually exclusive within the same scene.

· You must declare, that you want to invoke a virtue or a vice before the skill or spell check is made.

You can only invoke virtues and vices, which you have gained a score in.

You cannot invoke a virtue or a vice in which you have a score of zero. 

You must have at least a score of 1 in a virtue or a vice before you can invoke it. 

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Honesty 3, Compassion 0, Valor 3, Justice 1, Sacrifice 0, Honor 0, Spirituality 0, Humility 0.

Deceit 1, Despise 0, Dastard 0, Wrong 1, Covetous 0, Shame 0, Hyloth 2, Pride 1.

Oberon is able to invoke honesty, valor, hyloth and pride because he has a score of 1 or higher in all of these virtues and vices. On the other hand, Oberon is unable to invoke compassion, sacrifice, honor, spirituality, humility, despise, dastard, covetous and shame because he has a score of zero in all of these virtues and vices. 

You cannot invoke a virtue or a vice, which has a score of zero.


You can only invoke a virtue or a vice in connection to a skill or spell check and the skill or spell must belong to the category, which the invoked virtue or vice is connected to.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Honesty 3, Compassion 0, Valor 3, Justice 1, Sacrifice 0, Honor 0, Spirituality 0, Humility 0.

Deceit 1, Despise 0, Dastard 0, Wrong 1, Covetous 0, Shame 0, Hyloth 2, Pride 1.

Oberon is looking for a secret door. He cannot find it. Oberon declares, that he wants to invoke his virtue of honesty to help him find the secret door. The game master informs Oberon, that virtues and vices can only be invoked in connection to a skill or spell check. Looking for a secret door is not handled by a skill or spell check. Therefore Oberon cannot invoke a virtue to help him find the secret door.

Oberon finally locates the secret door only to discover it is locked. Oberon wants to pick the lock. Picking a lock is handled by the nimbleness skill. Oberon declares, that he wants to invoke his virtue of valor in connection to a nimbleness skill check. The game master informs Oberon, that it is impossible to do so.

The virtue of valor is connected to the "Courage & Cowardice" category in which we find the skills and spells: Attack, Brawn and Chainbolt. The virtue of valor can only be invoked in connection to attack skill checks, brawn skill checks and chainbolt spell checks.

The skill of nimbleness belongs to the "Truth & Falsehood" category. If Oberon wants to invoke a virtue or a vice in connection to his nimbleness skill check, then he has to invoke a virtue or a vice, which is connected to the "Truth & Falsehood" category. The virtues and vices connected to the "Truth & Falsehood" category are: Honesty, Justice, Honor, Spirituality, Deceit, Wrong, Shame and Hyloth.


You cannot invoke a virtue if your score in that virtue is lower than your score in its opposing vice and you cannot invoke a vice if your score in that vice is lower than your score in its opposing virtue.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Honesty 3, Compassion 0, Valor 3, Justice 1, Sacrifice 0, Honor 0, Spirituality 0, Humility 0.

Deceit 1, Despise 0, Dastard 0, Wrong 1, Covetous 0, Shame 0, Hyloth 2, Pride 1.

Oberon declares that he wants to invoke his vice of deceit in connection to his nimbleness skill check. The game master informs Oberon, that it is impossible to do so. Honesty is the virtue, which opposes the vice of deceit and Oberon's honesty score is higher than his deceit score. Therefore it is impossible for Oberon to invoke his vice of deceit.


	
	Virtue Score
	Opposes
	Vice Score
	

	Honesty
	3
	Opposes
	1
	Deceit

	Compassion
	0
	Opposes
	0
	Despise

	Valor
	3
	Opposes
	0
	Dastard

	Justice
	1
	Opposes
	1
	Wrong

	Sacrifice
	0
	Opposes
	0
	Covetous

	Honor
	0
	Opposes
	0
	Shame

	Spirituality
	0
	Opposes
	2
	Hyloth

	Humility
	0
	Opposes
	1
	Pride


If opposing virtues and vices have an equally high score, neither of them can be invoked.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Honesty 3, Compassion 0, Valor 3, Justice 1, Sacrifice 0, Honor 0, Spirituality 0, Humility 0.

Deceit 1, Despise 0, Dastard 0, Wrong 1, Covetous 0, Shame 0, Hyloth 2, Pride 1.

Oberon declares that he wants to invoke his virtue of justice in connection to his nimbleness skill check. The game master informs Oberon, that it is impossible to do so. Justice and wrong are opposing each other and Oberon's scores in justice and wrong are equally high. Therefore Oberon can neither invoke justice nor wrong.


A virtue or a vice can only be invoked once per scene. 

What is a scene? A scene is a period of time where the setting and timeframe stays approximately the same for the invoking character.

· A battle is one scene, so you can only invoke a virtue or a vice once per battle. 

· Rick trying to sneak attack and stealth his way into a goblin camp is one scene.

· Rick trying to find his way into a locked room is one scene.

The game master has the final word on when a scene is over and a character is able to invoke a virtue or a vice again.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Honesty 3, Compassion 0, Valor 3, Justice 1, Sacrifice 0, Honor 0, Spirituality 0, Humility 0.

Deceit 1, Despise 0, Dastard 0, Wrong 0, Covetous 0, Shame 0, Hyloth 2, Pride 1.

Oberon is fighting a goblin and during the first combat round he invoked the vice of hyloth.

It is now the beginning of the second combat round and Oberon would very much like to invoke the vice of hyloth again. Yet, the game master informs Oberon it is impossible. A virtue or a vice can only be invoked once per scene. A battle counts as one scene and Oberon has already invoked the vice of hyloth once during this battle. Oberon is not allowed to invoke the vice of hyloth again until the battle is over.


Virtue and vice invocations are mutually exclusive within the same scene

When you have invoked a virtue you are unable to invoke a vice for as long as the scene lasts.

When you have invoked a vice you are unable to invoke a virtue for as long as the scene lasts.

What is a scene? A scene is a period of time where the setting and timeframe stays approximately the same for the invoking character.

· A battle is one scene, so you can only invoke a virtue or a vice once per battle. 

· Rick trying to sneak attack and stealth his way into a goblin camp is one scene.

· Rick trying to find his way into a locked room is one scene.

So if you invoke a vice during combat, you are not able to invoke a virtue until after the battle is over and if you invoke a virtue during combat, then you are not able to invoke a vice until the battle is over. 

The game master has the final word on when a scene is over and a character is able to invoke a virtue or a vice again.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Honesty 3, Compassion 0, Valor 3, Justice 1, Sacrifice 0, Honor 0, Spirituality 0, Humility 0.

Deceit 1, Despise 0, Dastard 0, Wrong 0, Covetous 0, Shame 0, Hyloth 2, Pride 1.

Oberon is fighting a goblin and during the first combat round he invoked the vice of hyloth.

It is now the beginning of the second combat round and Oberon would very much like to invoke his virtue of honesty, but that is impossible. Oberon has invoked a vice and therefore he cannot invoke a virtue until the present scene is over. As one battle counts as one scene, Oberon cannot invoke his virtues until the battle is over.


You must declare, that you want to invoke a virtue or a vice before the skill or spell check is made

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Honesty 3, Compassion 0, Valor 3, Justice 1, Sacrifice 0, Honor 0, Spirituality 0, Humility 0.

Deceit 1, Despise 0, Dastard 0, Wrong 0, Covetous 0, Shame 0, Hyloth 2, Pride 1.

Oberon is fighting a troll. The troll attacks Oberon*. Oberon defends against the attack. Unfortunately Oberon's defence skill check is not high enough to allow Oberon to avoid damage. Oberon declares, that he wants to invoke a virtue in connection with his defence skill check to make it higher. The game master informs Oberon, that he must declare an invocation of a virtue or vice before he rolls the dice. Now it is too late.

* The game master should always tell the player the result of a monster's attack skill check.


Perfection of virtue or vice

If your virtue score is 100 points higher, than your score in its opposing vice, then you have achieved perfection in that virtue.

If your vice score is 100 points higher than your score in its opposing virtue, then you have achieved perfection in that vice.

	Example.

The Goblin G'buk

Honesty 7, Compassion 43, Valor 150, Justice 11, Sacrifice 88, Honor 5, Spirituality 6, Humility 5.

Deceit 33, Despise 76, Dastard 50, Wrong 38, Covetous 164, Shame 15, Hyloth 77, Pride 37.

G'buk has achieved perfection in the virtue of valor, since 150 valor is 100 points higher than his dastard score of 50 (150 - 50 = 100). Yet, G'buk has not achieved perfection in covetous, since 164 covetous is only 76 points higher than his 88 sacrifice (164 - 88 = 76).


	
	Virtue Score
	Opposes
	Vice Score
	

	Honesty
	7
	Opposes
	33
	Deceit

	Compassion
	43
	Opposes
	76
	Despise

	Valor
	150
	Opposes
	50
	Dastard

	Justice
	11
	Opposes
	38
	Wrong

	Sacrifice
	88
	Opposes
	164
	Covetous

	Honor
	5
	Opposes
	15
	Shame

	Spirituality
	6
	Opposes
	77
	Hyloth

	Humility
	5
	Opposes
	37
	Pride


Your perfection in a virtue is lost, if the virtue score is no longer 100 points higher than your score in its opposing vice. And your perfection in a vice is lost, if the vice score is no longer 100 points higher than your score in its opposing virtue.

	Example.

The Goblin G'buk

Honesty 7, Compassion 43, Valor 150, Justice 11, Sacrifice 88, Honor 5, Spirituality 6, Humility 5.

Deceit 33, Despise 76, Dastard 50, Wrong 38, Covetous 164, Shame 15, Hyloth 77, Pride 37.

G'buk has achieved perfection in the virtue of valor, since 150 valor is 100 points higher than 50 dastard (150 - 50 = 100). Yet, as the game session ends G'buk receives 10 deceit, 6 dastard and 5 sacrifice. This gives G'buk the following virtue and vice scores:

The Goblin G'buk

Honesty 7, Compassion 43, Valor 150, Justice 11, Sacrifice 93, Honor 5, Spirituality 6, Humility 5.

Deceit 43, Despise 76, Dastard 56, Wrong 38, Covetous 164, Shame 15, Hyloth 77, Pride 37.

This means G'buk loses perfection in valor, since its virtue score (150) is no longer 100 points higher, than the score in the opposing vice of dastard (56). (valor 150 - dastard 56 = 94)


Avatarhood

If a character achieves perfection in all virtues or if a character achieves perfection in all vices, then it becomes an avatar. An avatar is a pure expression of either virtue or vice and has the special ability of unlimited virtue or vice invocations during a scene.

An avatar is able to invoke a virtue or a vice as many times as he wants to during a scene.

Normally a virtue or a vice can only be invoked once per scene, but an avatar can invoke it as many times as he wants to.

Rules concerning the infusion of virtue and vice points into objects

An object can be infused with virtue or vice points. This is done by removing virtue or vice points from your character and placing them in the object instead. Anyone, who is in physical contact with the object infused with the virtue or vice points, will have those virtue or vice points added to his own virtue and vice scores, for as long as physical contact is maintained. 

	Example:
Oberon

Honesty 3, Compassion 0, Valor 3, Justice 1, Sacrifice 0, Honor 0, Spirituality 0, Humility 0.

Deceit 1, Despise 0, Dastard 0, Wrong 0, Covetous 0, Shame 0, Hyloth 2, Pride 1.

Oberon has found a ring, which has been infused with 5 points of sacrifice. Oberon picks up the ring and decides to wear it. Oberon now has:

Honesty 3, Compassion 0, Valor 3, Justice 1, Sacrifice 5, Honor 0, Spirituality 0, Humility 0.

Deceit 1, Despise 0, Dastard 0, Wrong 0, Covetous 0, Shame 0, Hyloth 2, Pride 1.

For as long as Oberon stays in physical contact with the ring he will have the 5 sacrifice points, which the ring has been infused with.


The following rules applies to objects infused with virtue or vice points:

· One object cannot be infused with virtue or vice points from two different characters. One object can only be infused with virtue or vice points from one and the same character. So if one character has infused an object with his virtue or vice points, then that object cannot be infused with anyone else's virtue or vice points.

· A single object can only be infused with one kind of virtue or vice points. A single object cannot be infused with virtue points from two different virtues and neither can a single object be infused with vice points from two different vices.

· Virtue and vice points cannot coexist in an object. If an object has been infused with virtue points, then it cannot be infused with vice points and if an object has been infused with vice points, then it cannot be infused with virtue points.

· If an object infused with virtue or vice points is destroyed or recrafted, then the infused virtue or vice points return to the original owner, even if the original owner is dead. So there is no way that one character can infuse a new or different object with another character's virtue or vice points. Only the original owner of the virtue or vice points is able to infuse an object with them.

· Virtue or vice points can only be retrieved from an object, if the object is destroyed or recrafted.

· Anyone can use an object infused with virtue or vice points no matter whose virtue or vice points the object has been infused with. Thus anyone, who is in contact with the object infused with the virtue or vice points, will have those virtue or vice points for as long as he is in physical contact with the object. But it is impossible to "suck" the virtue or vice points out of an object and permanently add them to your own. 

Why would anyone want to infuse objects with virtue or vice points?

Virtuous characters might want to infuse objects with their vice points in order to attain perfection in their virtues sooner. And viceful characters might want to infuse objects with their virtue points in order to attain perfection in their vices sooner.

Why would anyone avoid to infuse objects with virtue or vice points?

You are co-responsible for the deeds, which are carried out by the person, who is in physical contact with an object, which has been infused with your virtue or vice points. So if someone commits murder while he is physically in contact with an object infused with your virtue or vice points, then your are co-responsible for that murder. This will force you to gain virtue or vice points from actions, which you have not committed!

This is why the bad guys build deadly dungeons: to safeguard the objects infused with their virtue points from the good guys. Because if a good guy got his hands on an object infused with a bad guy's virtue points, then the bad guy might well be in for a massive virtue point gain in the very near future!

Also this is why the good guys build impregnable castles: to safeguard the objects infused with their vice points from the bad guys. Because if a bad guy got his hands on an object infused with a good guy's vice points, then the good guy might well be in for a massive vice point gain in the very near future!

