Granularity of Resolution

Clarity & Relevance of Player Intent

Tasks. Resolution is broken into a

Scenes. Resolution for an entire scene
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chain of tasks, resolved separately.

“Long conflict.”

is accomplished in a single iteration of
the resolution method. “Short conflict”.

Opaque. Player does not
clearly state intentions.

Clear. Player clearly
states intentions.

Relevant. Player’s clearly stated inten-
tions affect resolution.

Classic “traditional” play
often occurs in this space.
Players’intentions aren’t
factored in, rolls are called
for to resolve tasks that
shed no light when success-
ful; failure is often boring.

Play is healthier in this
column. Clear intentions
at least make sure that
the GM isn’t addressing
what the player’s charac-
ter is doing in a way
that’s inappropriate or
wasteful of game time.
Even if the players’
intentions don’t directly
affect how resolution
proceeds, the fact that
the intentions have been
openly stated will tend to

Task-by-task, lengthier conflict resolution can
occur here. Here, we have “intent-relevant
task resolution” Many task-by-task resolution
games can be played in this way, simply by
adding the clear statement of player intent,
and making sure that the principle of “say yes
or roll the dice”is strictly adhered to.

Spirit of the Century, for example, can very
comfortably operate at this level,and Dogs in
the Vineyard certainly uses bits of this.

Some players may feel that sticking to
task-by-task resolution helps them stay “true
to character” while still being clear about
what they intend to get out of a conflict.

Opaque, scene-by-scene
resolution is possible, but
rarer, in part because
rolling up all of the things
you might do in a scene
into a single resolution roll
tends to cause people to
step back and look at the
“why” of a scene. But this
can happen, and when it
does, it’s just like the above
--only faster.

improve play, getting
players and GM on the
“same page’

As a taste issue, this
may be as far along the
horizontal axis as players
want to go; they feel that
going further might force
them into a stance they
aren’t comfortable with,
or require “out of charac-
ter knowledge” (whether
or not that’s actually

Scene-by-scene, shorter conflict resolution can
occur here, and often does. In the indie set,
nearly every scene-by-scene resolution system
sits firmly and explicitly in this quadrant, with
the preamble being the statement of intents,
and the resolution being a single, short iterac-
tion of system that determines whether that
intent is satisfied.

In these situations it is sometimes very easy
for the player’s character’s motivation to bend
to fit. In other words, players preferring “char-
acter stance” may struggle with this method.

A strong example of this method is P.T.A.
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true).

Some Forge-based thinking calls this
column “conflict resolution”... J

...And these columns “task resolution”

(I disagree with those labels)




