Luck


The main thing that separates the PCs from most of the rest of the world is Luck. Luck is an integral part of successfully story. In real life we all have bad breaks, and come up short in a lot of ways, but in fiction the protagonists generally pull things off by skill and sheer luck. The antagonists too, for that matter, which is why those characters have a luck stat.


The typical person in the game world has a luck of 0. A character can use luck once per point of luck he has. So if a character has a 3 luck, he can use luck 3 times a game session. Luck can be used to do many different things, which will be covered in this section.


The first way, and generally most uncommon way to use Luck is the GM gimme. Say the character is in a modern game and is doing surveillance on a van, and when the van pulls up and parks by a parking meter, the player asks if they happen to pull up and park near a newspaper rack. Well, the gm at his discretion can determine that there is indeed a newspaper rack there if the character spends a point of luck to put it there. Anytime a situation requires just blind luck such as that the GM can decide to let the player put it there by spending luck. In this way the players can minorly affect the game world with their luck almost as if they are the GM.


Another way to use luck is to modify your own success rolls for skill or stat checks. By spending a point of luck, you can re-roll all basic failures in a skill or stat check. A basic failure is a die that failed to meet the target number on its first roll. Additional dice that are rolled due to a roll of an 8 do not get to be re-rolled. The learning die on re-rolls will not give learning checks for any 8 gained through the use of a luck point. Alternatively, the player can spend a point of luck to get an additional number of dice to roll equal to half his luck.


Luck can be used defensively also. If an attack roll is successfully made against a character, that character can spend luck to reduce how successful the attack was. Each point of luck spent will reduce the number of successes in the attack by one. If this reduces the number of successes to zero, then the character had a luckily was missed. Also, after the character has taken damage the character can elect to spend a luck point and reduce the wound to blunt damage, and be rendered unconscious for the duration of the combat. This way the character can save himself from a fatal wound. However this does not mean the character is safe. If all the player characters are unconscious and in the presence of a murdering group of villains, it could very well be the final chapter of their book.


As you can imagine, luck is critical to a characters survival. Most of the time, a character saves his last point of luck for the safety of avoiding a deathblow, but some climactic battles are so important to the plot of the story that the characters elect to put their lives on the line for a victory. Also some situations it may be better to succeed at an escape roll, for example, than to save the last luck point for the combat you are trying to avoid.

