Dramatic Systems (Feats & Actions)

Automatic Feats:  

These require the character to spend an action, but usually do not require a die roll

Getting to Feet (take multiple action if want to carry out additional actions)

Movement (walk: 7 yds/turn, jogging: 12+DEX yds/turn, running: 20+(3xDEX) yds/turn)


Walking doesn’t count as an action for dice pool purposes 

Readying a Weapon (no roll required if no other action taken)

Yielding (forfeiting action on your initiative – can then act at end of turn)

Mortal Affairs:

Climbing  (Dexterity + Athletics)

Encumbrance (Strength; may carry 25 pounds per point of STR without penalty)

Jumping (Strength, or Strength + Athletics)

Lifting (Strength; examples:  STR 1 = rip a shirt/lift 40 lbs, STR 4 = smash barrel/lift 400 lbs)
Opening/Closing door or lock (Strength)

Swimming (Stamina + Athletics)

Throwing (Dexterity + Athletics)

Crime and Administration:

Bribery and Corruption (Intelligence + Politics, Manipulation + Commerce)

Buying and Selling (Manipulation + Commerce)

Gathering Rumours (Hearing News: Charisma + Alertness; also use Commerce, Etiquette, Politics, and Perception)
Managing a Household or Business (Seneschal, plus Intelligence, Charisma, Leadership)

Pursuit (Dexterity + Athletics/Ride)

Shadowing (Dexterity + Stealth)

Sneaking (Dexterity + Stealth)

Tracking (Perception + Survival)

Inquiry (Perception + Investigation)

Interrogation (Manipulation + Empathy/Intimidation)

Intimidation (Strength/Manipulation + Intimidation)

Social Endeavors:

Carousing (Charisma + Empathy)

Fast-Talk (Manipulation + Subterfuge)

Seduction (Appearance + Subtergfuge, Wits + Subterfuge, Charisma + Empathy)

Artistic and Academic Endeavors:

Artistic Creation (Perception + Expression, Perception + Crafts)

Oration (Charisma + Expression/Leadership)

Performance (Charisma + Performance)

Research (Intelligence + Academics)

Courtly Life:

Finding Political Allies (Perception + Politics, Charisma + Empathy)

The Poison Tongue (Manipulation + Politics)

Sport and War:

Hunting and Hawking (Perception + Alertness, Stamina + Ride, Wits + Ride, Dexterity + Melee, Perception + Melee, Dexterity + Archery; Hawking: Wits + Animal Ken) 

Maintaining Weapons and Equipment (Perception + Crafts)

Treating Wounds (Intelligence + Medicine/Hearth Wisdom, Wits + Hearth Wisdom)

Magic Powers:

Casting spell/ritual (Magic Rating + level of spell/ritual vs. diff of spell/ritual +4)
(Only one success is needed to cast the spell)

Duration (Duration + level of spell/ritual vs. diff of spell/ritual +4)
Extend (Extend + level of spell/ritual vs. diff of spell/ritual +4)

Faith Powers:

Blessing (True Faith + Theology vs. diff 8)

Exorcism (True Faith + Charisma)

Healing (True Faith + Medicine vs. diff 6)

