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INITIAL JOSS POINTS





Roll 1D100 on the chart below to determine a character’s initial number of Joss points.
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EARNING ADDITIONAL JOSS





In Powers and Perils Joss can be earned through combat and magic experience.  For every factor of 100 experience points crested, a single Joss point is earned.


Joss can also, optionally, be earned through acts serving the interests of supernatural powers.  These acts can encompass as many different types of actions as the Referee wishes.  They are not limited to good or Lawful actions.  The Referee will find these useful as a reward at the end of a quest or for undertaking certain activities successfully.





The maximum number of Joss points any Character can have is 14.





Character Class Humans also possess Joss.  Non-Humans may never possess Joss.



































USING JOSS





Joss can be used in the following ways.  The cost is listed in parentheses.





Decrease Difficulty Ratings (1)


Spending a Joss point can make activities easier.  The difficulty of a problem will decrease by one rank.  (i.e. from impossible to very difficult or from moderate to easy)


No Expertise will be gained for any skill Joss is spent on.





Increase Damage Class (1)


Spending a Joss point can change the result of an attack.  Any Miss becomes a Shield Hit, any Shield Hit a Hit, any Hit a Severe Hit, and any Severe Hit a Deadly Hit.


No Experience will be gained for the specific attack that Joss is spent on.





Decrease Enemy Damage Class (2)


Spending a Joss point to Decrease an Enemy’s Damage Class works in the opposite manner of the previous Joss category.


There is no Experience or Expertise penalty for spending Joss in this fashion.





Reduce Effects of Poison (2)


Spending a Joss point can reduce the Base Line of a Poison by half.  (i.e. a BL10 Poison would become only a BL5 Poison)


There is no Experience or Expertise penalty for spending Joss in this fashion.





Increase Magical Success (1 or 2)


Spending a Joss point can increase the chances of success when casting magic.  An Abysmal Failure becomes a Failure, a Failure becomes a Success.  Using Joss in a peaceful situation costs 1 point.  In a stressful or combat situation, the cost is increased to 2 points.  The Referee is, as always, the final arbiter.


No experience OR expertise is gained when using Joss with magic.


