Convince Encounter

Convince encounters are where the players must influence an NPC to the course of act on desired where roleplaying is encouraged.
A Convince Encounter is broken down into four phases.

Phase 1: The players that want to participate wager 1 Determination Point (DP). This cost increases each round by one. If a player does not have enough DP left, they cannot wager and thus may not attempt to convince the target. If no PC wagers, the Convince encounter ends in a failure.
Note: If a PC does not wager, they may still participate using side-bar commentary once per round to give another PC of their choice a +1 to a check, after the result of the check is known.

Phase 2: Each PC describes the method they choose to convince the target. (Logic-Intelligence, Sympathy-Wisdom or Charm-Charisma).

Phase 3: Roll a Check using the attribute or skill associated with the PCs selected approach. On a Failure the PCs DP wager is lost. 
Critical Success (Natural 20 on the check) counts as 2 successes in Phase 4.
Critical Failure (Natural 1 on the check) results in a failure and the Threshold being increased by +1.

Phase 4: The GM tally’s the successes the PCs achieved in Phase 3 and adds it to any successes in previous rounds. If the number is higher than the Encounter Threshold, the encounter succeeds. The GM narrates the targets response upon success, need for more successes or failure.
If there are not enough successes, the encounter continues with a new Phase 1, with DP increasing to be the same number as the Convince round.

