Modified-Jail of the Night-Mechanics Part I: 12-7-20
Quick Reference pg. 23

Basic Mechanics (Old School Renaissance/Rules-OSR): The mechanics of the Jail of the Night is Godbound- with a number of changes as shown below.  
1.  Hit Points/Hit Dice:  PCs are mortal, and begin at 1st Level, which means they have 1 HP (as per Godbound) (+ Con modifier), however these hit points are equal to 10 hit points or one level in old school D&D.    

2.  Levels/Advancement: PCs begin at 1st level Characters.  PCs will gain Skills/Attributes, and powers incrementally during the game. 
3.  Attributes:  While Attributes are generally the same as D&D, modifiers are different, as follows: 


Score:

Modifier:


3

-3

4-5

-2

6-8

-1

9-12

No Modifier

13-15

+1

16-17

+2

18

+3

4.  Skills/Attribute Checks (GB pg. 18, GMO):    Attribute Check (To make an attribute check, roll 1d20 and compare it to the most relevant attribute’s check number. If the roll is equal or greater than the score, they succeed. If the roll is lower, then something happens to complicate the situation and it doesn’t work out as they desire. 
A natural roll of 1 on a check is always a failure, while a roll of 20 is always a success, assuming success is at all possible.). Gain +0-4 based on Skill Level.  PCs are at -4 if you do not have the skill (or no chance for some skills, like computer).
5. Expertise (GMO based on Class):  Allows a reroll once per game on a failed skill check based on class. 

6.  Saving Throws (pg.18): Saving throws are a type of Attribute Check.  The three types of Saving Throws are Hardiness, Evasion, and Spirit. These use the better of two Attributes for modifiers: Hardiness (Strength or Constitution), Evasion (Dexterity or Intelligence), Spirit (Wisdom or Charisma), PCs base saving throws are 16 minus their level, minus their highest applicable attribute modifier.

7. Combat: 

A.  The Combat Round: A round is 6 seconds and during a round a PCs may move 30’ and take an Action.  PCs may move, attack, and then move, but are subject to disengaging rules. (This is a GMO rule we will try).
B.  Actions (pg. 24):  Actions include an attack, use of a power, and extra move, or anything else that is equivalent.  On Turn Actions are minor actions such as drawing a weapon or dropping an object is a free action while it is the PCs turn. Instant Actions are those PCs can perform at anytime even when not their turn, or in reaction to something else. 

C.  Initiative: Roll a D20 and add Dexterity Modifier.  Highest goes first in descending order. 
D.  Movement:  Normal PCs may move 30’ in a round before and after attack (though see Disengage below)

E.  Attacking a Foe:  Roll d20 and add Attack bonus, modifiers, and Opponents AC. If the total is 20 or higher you hit.  20 always hits and 1 always misses. 

F.  Disengaging: A combatant who moves away from an opponent without spending an action, is subject to a free attack by all nearby foes.   
G.  Damage/Damage Chart: Damage is one of the key differences in this game.  Damage rolled converts as follows: 



Damage Rolled: 
Damage Taken: 




1 or less

None



2-5


1 point



6-9


2 points



10 or more

4 points


Note:  Some powerful/terrifying opponents deal “Straight Damage” which is given directly, and not modified by the above chart.  

G.  Range (pg.13 & GMO):    Unless stated otherwise, Thrown weapons and pistols have a range of 40 yards.  Bow/Crossbows have a range of 300 yards.  Rifles have a range 500 yards.  

8.  Death/Dying/Healing (pg. 21): Normal Foes and people brought to 0 hit points are dead, dying, or subdued.  If not given some form of first aid, they usually die in 1-6 rounds. 
9.  Morale (pg. 20): When foes are given a reason, they may flee.  Morale scores range from 2 to 12.  Roll 2d6, on a roll higher than their morale they flee or surrender. (You might want to remind the GM)
10.   Fear and Horror (GMO):  Fear Checks are Spirit saves, and Horror checks are Hardiness saves.  The  margin by which you fail a save has effects.
11.  Madness (GMO, pg. 26): Normal PCs start with 0 Madness score (your PCs are different..).  If your score ever reaches a total of 100 you lose your PC.  See Madness rules document. If you are given a Madness Save it is a Spirit Save, and again, the margin by which you fail has effects. 

Also see PC Madness rules.  
