Gear Points and Rolling Luck

Monster of the Week House Rules on The Critshow

When we started playing Monster of the Week on The Critshow, we discovered
that our narrative was best served by adding a couple custom mechanics. We've
always thought of these simply as our House Rules, but we're frequently asked to
explain these mechanics in more detail to Keepers who want to incorporate them
into their own games.

Keepers, ask and you shall receive! Below are the codified systems we use for
purchasing new equipment with Gear Points, and for Rolling Luck.

We've tried to be as thorough as possible in our descriptions to make sure
everything stays balanced when using these mechanics. However, any of these
can and should be adjusted per Keeper discretion based off the needs of your
specific game.

Acquiring new gear via Gear Points

At the end of your mystery, take the hunters through the End of session questions
as usual. In addition to the experience points awarded, each question answered
with a yes awards two Gear Points to each hunter.

Gear Points can be spent to acquire new weapons, armor, or vehicles according
to the price schedule below. Gear purchases should take place between
mysteries as well, unless there is a narrative justification to support mid-session
acquisitioning (e.g., your hunters make a stop at their organization’s
headquarters).

Gear Price List

Standard Weapon: Weapons that exist in the current playbooks cost 1 Gear Point
for the weapon itself plus 1 Gear Point per each point of damage it inflicts.

Customized Standard Weapon: If a hunter wishes to modify any of the tags on
a playbook weapon, the cost is 1 Gear Point for the weapon, 1 Gear Point per
point of damage, and 1 Gear Point per tag swapped or added. Swaps and
additions must be approved by the Keeper, and applicable negative weapon
tags may be added at the Keeper’s discretion at no additional cost.
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Custom Weapon: A hunter may work with the Keeper to create weapons beyond
those within the playbooks, at the cost of 1 Gear Point for the weapon itself plus 1
Gear Point per damage it inflicts and 1 Gear Point per beneficial weapon tag.
Applicable negative weapon tags may be added at the Keeper’s discretion at no
additional cost.

Mundane Gear: Gear that is mundane but not readily available that the hunters
wish to have on hand (silver bullets, rock salt shells, climbing gear, flails, etc) can
be purchased for 1 Gear Point per item (or set of items).

Tactical Gear: ltems that would be considered specialty or military grade, such as
surveillance gear, throat mics, gas grenades, and the like, may be purchased for 2
Gear Points per item (or set of items).

Armor: A +1 armor item (flack vest, heavy leather coat, etc) costs 3 Gear Points.
This armor would be the outermost layer, would not stack with other work armor,
and should have a justifiable reason within your canon for how the hunter would
acquire it.

Vehicle: A vehicle costs 1 Gear Point per wheel and 1-2 Gear Points per beneficial
tag at the Keeper’s discretion. Applicable negative tags may be added by the
Keeper at no additional cost.

Rolling Luck
In addition to Gear Points, the other House Rule we use regularly is Rolling Luck.

When something should be left up to fate (the weather, traffic, cell reception, etc)
the Keeper will ask you to roll Luck. Your Luck is 2d6 plus half of your remaining
Luck points, rounded down.

e On a 10+, the stars align, and things are exactly when/where/how you need
them to be.
e Ona7-9,luckis not on your side, but neither is it against you. Things are

not laid out in your perfect scenario — but neither are they laid out in a way
that will negatively impact your planned actions.

e On a miss, fate is against you. There is sun when you need rain, bad traffic
when you're in a hurry, and only AA batteries when you need AAA.
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