Yldarr's House Rules

The Luck System

A deck of normal playing cards (52 + 2 different jokers) can be used as another way of rewarding players and giving them a "Heroic Edge" during play.

During character creation, a new stat is added to the PC sheet called Luck.

All beginning PC's start with Luck (1).

At the first game session, just before play begins, the GM shuffles the deck of cards and deals 1 card to each player.

This represents the PC's Luck of 1.

The players should keep the card's value secret for role-playing purposes, but this is not mandatory.

The card's suit can be interpreted as follows:

Red Suits = Mental Attributes


Diamonds = Intelligence and Perception


Hearts = Will and Charisma


Any Red Card = Magic Rating

Black Suits = Physical Attributes


Spades = Dexterity and Speed


Clubs = Strength and Constitution


Any Black Card = Combat Rating

The card's value is used to modify Action Table Results as follows:

Card # 2-10 = +# bonus modifier to roll (card is used before roll)


(ex., a 4 of Hearts would give a +4 bonus to any Will / Charisma Attribute roll or any skill roll based 
on Will / Charisma)

Jack = Shift Action Table Outcome up 1 level (card is used after roll)


(ex., a Jack of Clubs would turn a Mishap into a Failure or a Failure into a Partial Success on 
any Strength / Constitution Attribute roll or any skill roll based on Strength / Constitution)

Queen = Shift Action Table Outcome up 2 levels (card is used after roll)


(ex., a Queen of Diamonds would turn a Mishap into a Partial Success or a Failure into a Full 
Success on any Intelligence / Perception Attribute roll or any skill roll based on Intelligence / 
Perception)

King = Shift Action Table Outcome up 3 levels (card is used after roll)


(ex., a King of Spades would turn a Mishap into a Full Success or a Failure into a Critical Success 
on any Dexterity / Speed Attribute roll or any skill roll based on Dexterity / Speed)

Ace = Automatic Critical Success (card is used before roll)


(ex., an Ace of Hearts would allow an automatic Critical Success on any Will / Charisma Attribute 
roll or any skill roll based on Will / Charisma)

Joker = Automatic Mishap (card is used before roll)


(ex., a Black Joker would cause an automatic Mishap on any Physical Attribute roll or any skill roll 
based on Physical Attributes)

Face cards are played after the roll is made.

All other cards are played before the roll.

The player should role-play the effect of the card.

The GM may modify the player’s description and/or effect based on how well he role-played it out and the situation involved.

All cards are "Good Luck" except Jokers.

Jokers are "Bad Luck", but can award the player with bonus experience.

If a Joker is used to create a Mishap, then the GM should award the player an immediate XP bonus during the game.

The Mishap should be well role-played to receive an award.

A Minor Mishap should give an award of 1 to 3 points. (ex., losing your weapon during heated combat, wearing out of date fashions to the royal ball, etc.)

A Normal Mishap should give an award of 4 to 6 points. (ex., striking an ally by accident in combat, misinterpreting the runes of an ancient curse, etc.)

A Major Mishap should give an award of 7 to 9 points. (ex., setting off a powerful magic trap, turning an Aamanian Ambassador into stone instead of healing him, etc.)

A Joker should never be used to cause the own players death or to create an advantage for the players in any way.

Also, these XP awards are entirely up to the GM's judgment based on the situation and how well the player role-played it out.

The GM (and possibly the other players) has the right to veto or reinterpret any Mishap and/or bonus award.

Once a player has used his Luck card he does not get another one until the beginning of the next game session.

If a player does not use his Luck card he has two options:


1) He can turn in the card to the GM for an additional experience award. A small XP bonus is given 
to the player for not using Luck to alter fate during the game as follows:


Number Cards = 1 XP, Face Cards = 2 XP, Aces = 3 XP, Jokers = 0 XP (unless played)


2) He can hold on to the card for the next game session. Luck is a fickle thing though and changes 
like the wind. If he does not use it the next game session, then he must discard it without gaining any 
bonus XP award. Jokers must be discarded if not used and cannot be held for the next game.

A GM may also award a point of Luck to be added to the players Luck stat.

This reward should only be given at the conclusion of a long adventure, such as at the end of a written adventure or after the climax of a particular part of an ongoing campaign.

The player who receives the award is chosen by the GM according to the GM's judgment and perspective on the Luck stat.

The GM could an award a particularly lucky player if he believes that being lucky creates more Luck.

He could award the player with the worst luck, who played the least amount of cards or the most Jokers.

The award could instead be given to the best overall player, who did the most or role-played the best.

If the GM and/or players believe that the Luck stat should have more impact on the game, then the GM could allow players to increase their Luck by spending XP in the same manner as increasing skills.

A cost of 10x the new Luck level is suggested. (ex., to go from Luck (1) to Luck (2) would cost 20 XP)

Also, instead of one increase per game week, Luck can only be increased once per game month.

The normal GM award would still be given as well.

If the GM and/or players believe that the Luck stat should have less impact, then the GM could remove the Jokers from the deck, give one less bonus XP for turned in cards (Number Cards = 0, Face Cards = 1, Aces = 2) and have PC's begin with Luck (0). The only way to increase the stat at character creation would be to treat it as an Attribute during the 1 to 2 point Attribute shifting in step three of creation (the Luck stat cannot be lowered below 0). If the optional "Benefits & Hindrances" system from the Symposium is being used then the Luck stat can be bought up for five points as an Attribute. Either way, the stat can only be increased to Luck (1) before play. Only the GM award can increase it during play.

Each point of Luck equals a card, so, a PC with a Luck (2) would draw/be dealt two cards.

If he played one and kept the other he would receive one card the next session.

If he turned in both for XP then he would receive two cards next time.

This system is fairly balanced if you look at the overall advantages and disadvantages.

Let's say a group decided to use the "less impact" version and only 1 player ended up with a Luck (1).

During play he can either affect one roll in his favor or gain 1 or 2 extra XP per session.

The other players, on the other hand, would not have lowered other Attributes or bought Hindrances to increase their Luck.

They would be marginally better at a group of skills or have less or no Hindrances.

In the "more impact" version, a player who tried to abuse the system by buying up his Luck quickly would soon fall behind the other PC's in overall ability.

The high cost and time of increasing Luck is balanced against the lower cost of increasing known skills or learning a difficult new skill.

Finally, the Luck stat should have an upper limit, with 5 being the suggested number.

Hopefully your players will enjoy this system as a way to twist the odds in their favor at the same time as injecting a surprising role-playing moment that nobody expects.

The GM has the final say should anyone try and abuse this or mess up the game.

I suppose it works best with an experienced group of role-players where everyone knows each other fairly well.

I have converted this over from my homebrew system to Tal 4.

I present it to you, the public, to see if anyone else thinks it is worth using.

Some will like it, some won't and some may want to change it.

That's one reason I love rpgs; everyone has a different style, but we're all just trying to enjoy shared universes.

So... enjoy!


Yldarr
