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FOREWORD

Over twenty years ago, when Wizards of the Coast opened the opportunity for other companies to publish products that were
compatible with their juggernaut fantasy role-playing game — either through the Open Game License (OGL) or their more-
restrictive d20 System Trademark license — the role-playing industry changed. My original anime RPG, Big Eyes, Small Mouth
or BESM, and its universal Tri-Stat System was on its way to establishing itself as the go-to destination for anime gaming
action and drama. Sure, I played the world’s most popular fantasy RPG too, but I scoffed at the idea of abandoning my beloved
Tri-Stat System in favour of the dominant d20 System. BESM was a better game, 1 told myself. Everyone should recognise that.

Yet, the financial draw of playing in the d20 sandbox was undeniable. And it wasn’t just the money, but the gaming
mindshare as well. I remember so clearly a 2002 convention road trip, driving from Las Vegas to Los Angeles with some
publishing peers. The incredibly brilliant John Zinser challenged my way of thinking about embracing the OGL community:
If you don’t publish an anime d20 game, someone else will. That single statement was the inception of the BESM d20 RPG.

Ego has its benefits, but it can also place nasty constraints on the creative process. My ego needed to continue reigning as the
King of Anime RPGs, and I tackled the process of converting BESM Tri-Stat to BESM d20 with impure creative intentions. I
steadfastly believed that Tri-Stat was better than d20, and I made my thoughts abundantly clear while converting between the
systems. I forcibly shoehorned most elements of Tri-Stat into d20 with no regard to the reasons why the system was so popular
and played by millions. '/ give you BESM d20, bur I'm going to force you to play it my way. The right way. The better way.

Although I look back at my approach to BESM d20 with creative disdain, it proved to be a popular product that offered
numerous innovative options to standard d20 gameplay. Many gamers have expressed their appreciation to me; BESM d20
helped them merge their love of anime with their enjoyment of d20 games. I am thankful for the opportunities that BESM
d20 provided to me and to others, even if I know that I made creative design compromises rooted in ego and arrogance.

Fast forward nearly 20 years. I had re-emerged into the role-playing field with BESM Fourth Edition — powered by the
latest and greatest version of my cherished Tri-Stat System. I had planned to devote my game development time exclusively to
BESM when suddenly the world came to a halt with a global pandemic. Like many people, I found myself isolated at home
with far too much time on my hands. I had the creative itch to revisit my work on BESM d20, and 2002-Mark had a very
different perspective on game design and life choices than 2020-Mark. During those two decades, I had come to the (now
obvious) realisation that it wasn't my place to tell others how they should be enjoying their games, or that my game preferences
were better than theirs. I was confident in my new mindset; if I tackled making an anime version of Fifth Edition, I could fully
embrace the system that made Fifth Edition so popular. This wouldn’t be simply an updated BESM d20; I would make the
Anime Fifth Edition role-playing game. Respect the game, 1 thought, and the right design paths will open.

I am extremely proud of my Anime 5E design work. My love of role-playing started in grade seven with the basic red boxed
set (and, later, the rest of BECMI), and I believe Anime 5E expands on the Fifth Edition game framework in all the right ways.
This book is 5E, but it's Anime 5E. Some rules aspects are tweaked or massaged in ways that enhance the foundations of Fifth
Edition, of course, as I have wrapped it within a balanced, points-based, and effects-based framework that evokes the sheer
awesomeness of anime action and drama. As I completed the design and playtesting and prepared to launch a crowdfunding
campaign to gauge interest, I had no idea if the Fifth Edition crowd would embrace what I was trying to accomplish with the
game. I had modest hopes as I pressed Kickstarter’s launch button.

Expectations blown. $608,702 was pledged by 8,073 backers, making Anime 5E the #21 most funded (by dollars) and
#13 most popular (by backers) role-playing game Kickstarter of all time. Backers unlocked a whopping 40 stretch goals and
have positioned Anime 5E as a significant player in the third-party Fifth Edition landscape. I had put out a general question
to backers, asking them why they pledged their support for Anime 5E. The majority of the responses could be distilled to a
simple answer: they love Fifth Edition and they love anime, and so supporting a game that blends these two elements together
is an obvious choice.

To everyone who first picked up BESM d20 so long ago. To all the BESM fans who have supported the game through four
editions. To all the 8,073+ Anime 5E Kickstarter backers, who took a chance on a small company with modest dreams. To
everyone who purchased this book online, or at a game convention, or from a retail store. To everyone who plays Anime 5E
but isn’t ready or in the position to buy the game. And to everyone who realises how fortunate we are to be welcomed into an
amazing community of like-minded gamers that can not only survive, but thrive, during a global pandemic.

THANKYOU.

.f At 7

Mark MacKinnon
May 2021
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ROLE-PLAYING
GAME MANIFESTO

Follow the rules. Or don’t. I'm a game manifesto, not a cop.
Always strive towards maximising inclusion, diversity, and sensitivity.
You can't be playing wrong when creating enjoyment for the entire group.
Should dice rolls conflict with great story development, the story always wins.
Moving beyond the rules with creativity and innovation is encouraged.
Your interpretation of the game rules is as official as the designer’s intent.
Role-playing intensity increases with honest and respectful communication.
Trust is an essential ingredient for an amazing game experience.
The Game Master works against the characters, but never against the players.
If you are no longer having fun playing the game: stop, regroup, and evaluate.
The game book contains the answers to all things.

When the above does not apply, make it up.
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CHAPTER 1

INTRODUCTION

In the myriad realms of imagination, there are many dungeons to explore, dragons to tame, and paths to find.
Anime 5E helps you unlock the realms of fantasy to experience them all.

Welcome to Anime 5E —the fantasy role-playing game for all your anime and manga adventures, which builds
upon the Fifth Edition rules of the world’s most popular storytelling game. Mark MacKinnon, creator of the
critically acclaimed Big Eyes, Small Mouth anime role-playing game, has adapted the best of anime dynamics
to Fifth Edition to give players and DMs unlimited control over their creations. Anime 5E brings a Point-based
balance to the standard Fifth Edition offerings and then layers a wide selection of new Races, Classes, Skills,
features, powers, game mechanics, and combat options on top of this foundation. What you hold in your
._hands is the beginning of a journey, so hold on tight as we welcome you to your next great fantasy adventure.

——

Big Eves,
&mall ¥lourh

“Anime” is the accepted term for animation from Japan. It has
garnered much more respect in its native country than North
American cartoons have in Canada and the United States. One
reason for the popularity of anime is its diverse subject matter,
ranging from fantasy and science fiction to romantic comedy
and horror. While North American cartoons tend to be written
for younger audiences (with a few exceptions), anime includes
many shows aimed explicitly at teenagers or older viewers. This
encourages more sophisticated storylines and a wider array of
genres.

Another factor in the appeal of anime is the ongoing multi-
episode story arcs that are a common feature of many live-
action TV dramas. A show can tell a complete story with a
beginning, middle, and end rather than simply present a series
of disconnected episodes that lurch onward until cancellation.
Science fiction and fantasy fare very well in anime. Freed
from the budgetary constraints imposed by the high cost of
live-action special effects, coupled with a willingness to tackle
stories that appeal to older viewers, many shows bring fantastic
visions to vivid life. Alien invasions, world-shaking sorcery,
transforming robots, super-powered heroes, demonic monsters,
obsessively detailed military hardware, and realistic depictions
of life in space are all a part of anime. Characters in these shows
are often larger than life: angst-ridden, utterly clueless, burning
for revenge, or hopelessly in love.

“Manga” can simply be defined as comics from Japan,
though the offerings are once again much more accepted and
widespread than their Western counterparts, with millions
of issues sold each week. With ongoing plotlines, engaging
characters, and a vast diversity of settings, genres, and topics,
manga has gained popularity in North America over the years.
With manga achieving mainstream respectability, bookstore
shelves often have a separate manga section, sometimes with
hundreds of titles available for purchase.

The first anime series produced in Japan was Tetsuwan Atom
(1963), created by Osamu Tezuka and his animation studio,
Mushi Productions. Later, this series became popular in the
West as Astro Boy. From the 1980s through the 1990s, anime
improved in both sophistication and quality, with series like
Space Battleship Yamato (1975, space opera), Urusei Yatsura
(1981, alien girlfriend comedy), Mobile Suit Gundam (1979,
military drama), Macross (1983, science-fiction soap opera),
Bishojo Senshi Sailormoon (1992, magical girl drama) and
Ranma 1/2 (1994, martial arts comedy) exemplifying particular
genres. A major breakthrough came in the early 1980s, when
direct-to-video (OVA; Original Video Animation) anime
releases caught on, allowing production studios to produce
shows aimed at smaller niche audiences or older viewers in
a much greater diversity of genres. The legacy of this “OVA
boom” (and the rise of speciality cable TV) was a renaissance in
original television anime in the late 1990s, of which the most
influential series was the mecha-conspiracy saga, Neon Genesis

Evangelion (1996).

In North America, relatively few anime-derived series were
translated and adapted for television in the 1970s and 1980s.
Most that did appear were heavily altered, often losing those
Japanese elements (such as a continuing story arc) that made
them interesting and so engaging. Notable exceptions were Star
Blazers (1979, the U.S. version of Space Battleship Yamato)
and Robotech (1985, a compilation of Macross and two other
series), whose adaptations left their story arcs largely intact.
The fandom that developed around these shows was sustained
by comics, books, and fan activities that helped fuel the first
anime-inspired giant robot board games and RPGs. In 1986,
the first American anime magazines appeared. More and more
Westerners became active in the distribution of Japanese-
language or fan-subtitled tapes, as fans became aware of the
“OVA boom” taking place in Japan. Successful comic book
translations of high-quality Japanese manga (such as Akira,
Lone Wolf and Cub, and Appleseed) and the theatrical release
of Akira captured new fans.

In the late 1980s, a number of American companies began
releasing quality subtitled and dubbed translations of anime
releases, including some of the best of the then-new science-
fiction OVA series like Gunbuster (1988) and Bubblegum Crisis
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(1988). In the 1990s, the growing popularity of anime allowed
companies to release longer TV series (notably, amongst them
was Ranma 1/2, one of the first successful non-mecha series in
America) direct to video. In 1995, the “impossible” happened
when the magical girl show, Sailor Moon, began appearing on
North American television — the first shojo (young girl) anime
to do so. Its success has added a new generation of young
female (and male) fans.

The end of the millennium (and the transition into the
new century) saw an explosion in anime with TV series being
translated and released on video within months of their
appearance in Japan. This is in addition to anime returning to
mainstream American television. Series such as Dragon Ball Z,
Gundam Wing, Tenchi Muyo!, Cardcaptor Sakura, Digimon,
Escaflowne, and Pokémon were broadcasting on network
television to high ratings. It seemed as though the high times
would continue for years to come.

ANIME EVOLUTION

All good things must come to an end, however, and around
the end of the decade, the bubble burst on the North American
anime market. This left doubts in people’s minds whether
anime in the West would even survive the large-scale changes
that were looming. With the advent and popularisation of the
streaming service Crunchyroll in 2008, fans could access anime
faster than ever before. While some criticised the streaming site
for initially allowing illegal uploads of Asian entertainment on
their site, Crunchyroll began obtaining legal anime licenses and
grew dramatically over the coming years.

With streaming becoming more and more popular in the
second half of this decade, multiple companies couldn’t keep up
with the changing marketplace and either went out of business
(ADV and Central Park Media) or closed up shop in the West
entirely (Bandai Entertainment and Geneon). Luckily for fans
in North America, more companies followed Crunchyroll’s lead
by opening their own streaming services, including Funimation
and Netflix — both of which have recently engaged the market
more heavily by helping to finance original productions.

Despite this new hurdle, the indomitable spirit of anime
lived on in Japan, with hundreds of new series released every
single year. Giant robot series, which included Code Geass
(2006) and Gurren Lagann (2007), continued to be popular.
However, series that adapted the story of Japanese dating-sim
games such as Fate/Stay Night (2006) and Clannad (2008) also
started to increase in prominence. While this was happening,
a new art style began to gain popularity in the form of bishojo
(pretty girl) or moe, a style that would become the calling
card of studios like Kyoto Animation. Bishojo art was well
represented throughout the next few years with Lucky Star
(2007), Toradora (2008), and K-ON! (2009) leading the

charge, and soon began appearing in overseas markets as well.

One thing that remained the same throughout the
transition into the new millennium was the popularity of
shonen (young male) and seinen (adult male) anime. Series like
Fullmetal Alchemist (2003) along with the subsequent (more
faithful to the manga source) retelling in Fullmetal Alchemist:
Brotherhood (2009), Death Note (2006), Fairy Tail (2009),
Attack on Titan (2013), Dragon Ball Super (2015), Black
Clover (2017), and Demon Slayer (2019) all took the world by

storm and made anime even more mainstream.
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As the years progressed, more anime aimed at a female
demographic started to emerge and grew in popularity in North
America and beyond. Such shows included the worldwide
figure skating hit, Yuri!!! On Ice (2016), and the resurrection
of the beloved magical girl series, Sailor Moon. The new
streaming series, Sailor Moon Crystal (2014), rebooted the
global anime phenomenon that more closely followed creator
Naoko Takeuchi’s original manga stories.

In 2012, Sword Art Online recaptured imaginations
and became arguably one of the most popular series of the
decade, helping usher in a new era of fantasy isekai (different
world) anime. While the concept of heroes transported to
different worlds, lands, or dimensions was not new to the
anime landscape, the success of SAO and its spinoffs paved
the way for many others of its kind, including Re:Zero
(2016) and That Time I Got Reincarnated as a Slime
(2018). This genre became so popular among manga and
novel authors by the latter half of the decade that multiple
publishing contests in Japan banned entries that fell

into the category. A g
%
A

By 2015, anime had reached &R
i 1

A
) “

a fevered pitch, with over three
hundred new series aired in
Japan in one year alone.
Animation  studios  were
becoming quite overworked
and understaffed, with the |
productions being scheduled |
years in advance. In 2019,
these  conditions  were
brought forward by a
worker for famed
animation studio
Madhouse, who
claimed to have
been forced to
work a shocking
400 hours of
unpaid overtime
in a single month.

Now more than a
year into the 2020s,
Japanese anime is on
the horizon of a new
era — and what will
come from the future
is anyone’s guess.
Certainly, quality
streaming services
have changed the
anime landscape.
Whether we will
see good times
or bad, one thing
remains the same:
anime will continue
to be a worldwide
phenomenon for all
ages for many years to
come. Anime 5E will
be your companion
for the journey.
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INTRODUCTION

Amime S antasy
Gaming

Watching anime movies or reading a manga series doesn’t
quite provide the immersive experience that some people crave.
These inspired individuals dont just want to passively watch
fantasy anime — they want to live it and experience it and be
consumed by it. Even playing anime-themed video games
doesn’t provide the creative outlet whereby players can live the
adventures of their favourite anime characters. An anime and
manga role-playing game — just like the one you're reading —
fills this dramatic need perfectly.

WHAT IS A ROLE-PLAYING

GAME?

For many people, a role-playing game (RPG) is the logical
evolution of the games we used to play as children: “House”,
“Cops and Robbers”, and “Superheroes”. A rule system assists
in settling conflicts and resolving actions, often using a random
generator (dice, cards, etc.) to add an unpredictable element to
the game. A game typically involves a handful of players (2-10)
and one person to act as the master of the dungeon (DM) —
alternatively known as game master, storyteller, referee, keeper,
director, moderator, or by numerous other titles. The players
tell the DM what their anime alter-egos would like to do, and
the DM describes the results of their actions. The DM is also
responsible for creating the plot and the setting for the game
adventures and works closely with the players to keep the game
interesting and fun for all.

In Anime SE, players assume the roles of fantasy anime
characters. The game system helps players assign some
strengths and weaknesses to their characters using numbers to
indicate relative ability. The remaining elements of a character’s
background, family, knowledge, hobbies, and interests are not
covered by the rules and are described by each player according
to their choice of character personality.

As a player, you control your character’s actions in the game.
They can be likened to one of the major characters in an anime
movie or series, working through the unexpected twists and
turns of the plot with the help of other major characters (i.e.
personalities controlled by the other players). Your character’s
actions can greatly affect the outcome of the adventure, but
you must keep in mind that every action has a consequence
that could be revisited upon your character in a future game
session. Role-playing is a group effort, and positive interactions
between your character and those of the other players are vital
to everyone’s enjoyment of the game.

As a DM, your contribution will be much greater than that
from any one player. You must establish the setting, conflicts,
and plot of the adventure, as well as all the non-player characters
(NPCs) your group of players will meet during the game.
Additionally, you must be able to project your imagination to
the players by describing in vivid detail the world in which
they live. Then, after all that, your game plot must remain
sufficiently flexible to allow the characters’ actions to make a

. definite impact on the adventure. A plot that is too rigid may

leave players feeling their characters have lost the free will to
affect their own destinies. Should you assume the role of DM,
you must possess creativity, good judgement, and the ability
to improvise in unexpected situations. It takes extra time and
effort, but the reward of a well-played adventure is certainly
worth it.

Each role-playing adventure or episode will require one or
two game sessions, each several hours in length. A number of
episodes using the same characters can be linked together to form
an anime campaign. Campaigns require more commitment
from everyone involved, but watching the characters grow as
the greater plot unfolds makes the extra effort worthwhile. The
most engaging campaigns can last years or even decades, but
keeping a campaign running for several months to a few years
is a significant accomplishment given the busy schedules we
find ourselves living.

For additional details about playing in and running Anime 5E
adventures, see Chapters 9 (page 178) and 12 (page 238).

WHAT DO YOU WANT IN

AN RPG?

If you ask a dozen gamers, “What is the most important
aspect of a role-playing adventure?”, you'll likely hear a dozen
different answers. Diversity in role-playing is one of the hobby’s
strengths, though establishing a common ground for your
game’s focus is essential to help meet everyone’s expectations.

Anime 5E was designed to create exciting anime and manga
fantasy adventures, accommodating nearly any setting, time
period, and player power ranking. The rules are straightforward
to use and thus do not include an overwhelming amount of
specific detail. In particular, the task resolution and combat
system are designed to be compatible with other Fifth Edition
(5E) RPGs, yet customised to capture the fast-moving nature
of anime and manga action. This system’s commonality with
“the world’s most popular role-playing game” makes it an ideal
choice for both novice and experienced players. Nevertheless,
the role-playing interactions between the DM and the players,
as well as between the players themselves, are the primary focus
of Anime 5E. To this end, the core mechanisms of the game are
merely a tool to accomplish this goal.

RECORDING GAME INFO

At the end of this book, you'll find a simple character sheet on
which you will record your creation. Document your characters
important game stats as you progress through Chapters 2-7,
including Ability Scores and modifiers, Experience Points, Race,
Class, Levels, Proficiency Bonus and proficiencies, Hit Dice and
Hit Points, features, Attributes, and Defects. As you and your
gaming group undertake adventures, make notations of changes
to your character details.

Throughout this book, examples are presented in blue boxes,

while de:zgner z‘mz‘g/ﬂty and important notes are prfsmted in pink.
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INTRODUCTION

Exploring Anime 5€

This single rulebook volume contains everything you need
to start creating and playing anime and manga RPG adventures.
It works as an excellent expansion and companion to other
Fifth Edition books as well, offering a unique perspective on
traditional fantasy tabletop gaming,.

ANIME 5E OBJECTIVES

Since Anime 5E was created as a hybrid approach between
the traditional Fifth Edition fantasy RPG and dramatic anime
and manga adventures, our role-playing game design focussed
on several distinct objectives.

Provide Effects-Based Rules For Fifth Edition

The 5E fantasy RPG is a powers-based system — character
abilities are prescribed as stemming from a particular power
source, such as magical ability, racial heritage, or Class training.
Conversely, Anime 5E introduces an effects-based system to
the game. This means that the game rules provide the effects or
outcome of an Attribute, and the players and DM define the
specific application of those effects. For example, a character
might achieve the capabilities of Flight (page 102) using:
wings, magic, anti-gravity fields, psionics, force of will, reality-
warping techniques, thermal riding, or many other methods.
Similarly, a Weapon (page 124) inflicts damage that could take
the form of a near-infinite number of sources, such as physical
trauma, fire, electricity, cold, acid, mental, poison, etc. Adding
an effects-based lens to character abilities in 5E provides a new
and dynamic perspective to the game.

Offer Point-Based Character Options

Traditional 5E fantasy RPG Races and Classes acquire
specific benefits as they gain Experience Points and progress
through character Levels. Some benefits offer a meagre
selection of options from which to choose, and the range is
tightly controlled. Conversely, Anime 5E layers a Point-based
system of benefits and hindrances on top of the Fifth Edition
foundation that gives characters exceptional diversity regarding
their special abilities, talents, and flaws. Points provide balance
between characters of different Races and Classes, and empower
the players to direct the creation and growth of their fantasy
alter egos in exciting directions with unique combinations.
Constructing characters from Points unshackles the players’
imaginations to progress beyond the Level-based approach to
character advancement.

Explore Rule Alternatives

Over three core books (PHB, DMG, MM), the Fifth Edition
RPG provides a solid rules foundation for playing and running
fantasy RPG adventures. Anime 5E expands on this ruleset by
providing alternatives and options to enhance gameplay. A few
of the new sections you'll find in Anime 5E include discussions
concerning: called shots, tactical actions, combined attacks,
critical hits and failures, wound difficulty penalties, and much
more. Use what you like, modify ideas as appropriate for your
gaming group, and discard what you don't like.

Not Just Fantasy — Anime Fantasy

Although Anime 5E can be integrated with any standard
high-fantasy Fifth Edition gaming campaign, the Races,
Classes, options, and new rules present a game that evokes
the best in fantasy anime and manga series. The artwork sets
a strong visual tone, of course, and this book features some
spectacular pieces by extremely talented illustrators. Also, some
story and character elements that are common in anime and
manga — but are not as common in Tolkien-esque high-fantasy
settings — provide additional flavour, such as pet monster
duels (the Monster Training Attribute), characters that attract
a swarm of admirers (Magnet Defect), and more. Finally,
Anime 5E provides excellent guidance for playing and running
campaigns to help you create an evocative anime-style flavour
in your adventures (see Chapters 9 and 12).

Purposefully Omitted From Anime 5E

Of course, it’s impossible to replicate the incredibly vast
amount of information from all other 5E game books in this
single volume. Anime 5E is a complete game unto itself, though
there are aspects that were intentionally omitted.

Details on Fifth Edition Races and Classes

Anime 5E provides a Point-based rebalancing of the standard
Fifth Edition Races (i.e. Dwarves, Elves, Halflings, etc.) and
Classes (i.e. Cleric, Fighter, Rogue, Wizard, etc.) for use in your
Anime 5E adventures, but does not reproduce the information
readily available in the PHB. Instead, this book details the new
Race and Class options.

Spells and Magic System

Fifth Edition includes a robust magic system with hundreds
of spells that works well for their included Races and Classes.
Anime 5E explores an alternative system for magical and
paranormal effects (see Dynamic Powers Attribute, page 99)
that can be used on its own or integrated with the existing Fifth
Edition spells presented in the PHB and other 5E sourcebooks.
Consequently, Anime 5E does not include any spell details.

Minor Rule Details

Anime 5E’s action and combat chapter (page 150) provides
the essential information for undertaking role-playing
adventures. There are hundreds of rules and detailed minutia
not reproduced from the PHB and other 5E sourcebooks, since
they are not critical to the core elements of running anime
adventures. This includes such sections as conditions, versatile
weapons, controlling a mount, underwater combat, spellcasting
elements, map/grid-based combat, and more. Of course,
gaming groups are welcome to integrate these materials into
Anime 5F adventures as desired. Since Anime 5E approaches
role-playing as a narrative framework for storytelling — rather
than a tactical combat game — much of these small additional
details are left to the discretion of the DM and players.

Campaign Setting and In-Depth World Building
The Fifth Edition DMG provides exceptional advice
about building fantasy worlds and creating campaign settings.
Much of what is written also applies to an Anime 5E game;
consequently, those sections are not repeated in this book.
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Monsters and Magical Items

Anime 5E includes a modest selection of companions,
monsters, objects, and weapons that DMs can integrate into
their games directly or use for inspiration to create their own.
The Fifth Edition core books contain hundreds of additional
entries that easily integrate with Anime 5E campaigns.

NAVIGATING ANIME S5E

Whether you're a Fifth Edition fantasy veteran or new to
d20 role-playing, knowing where to start with Anime 5E can
be daunting. We have organised the chapter flow in this book
to align with the information you need to know to get started.
As you progress through this guide, refer back to the terms in
the glossary (page 16) if you are unfamiliar with a game term.

Chapter 2: Character Basics outlines the essentials you
need as your gaming group starts their journey to adventure.
The DM will need to determine the characters’ starting Level,
which will set benchmarks to consider as you progress through
character creation. During the all-important session zero,
players will work collectively on their characters’ framework,
including their strengths, weaknesses, and background details.
This is where you'll be introduced to the concept of Point-
based creation, where every character feature — whether a base
capability, magical talent, paranormal power, learned skill,
innate trait, or specific flaw — is assigned a Point value. Points
are not used in the traditional Fifth Edition RPG, so this may
be a new aspect introduced to your game. Once you read the
brief section about game mechanics structure (page 23), you'll
move onto statting out your character.

Ability Scores come first. Once you generate these values
and assign them to the six Abilities, it will help you focus on
your character’s two most important components: their Race
(Chapter 3) and their Class (Chapter 4). Both Ability Scores
and Race assignments require you to assign Points from your
pool of Discretionary Points awarded by the DM, while your
choice of Class outlines its character benefits. You can select
from options exclusive to Anime 5E, or with DM permission,
you can use any traditional Race and Class from the Fifth
Edition PHB or other third-party Fifth Edition publications.

Next, you can acquire various features and benefits for your
character, called Attributes (Chapter 5), by allocating any
remaining Discretionary Points. Each Class Level also indicates
the Attributes your character unlocks, which are cumulative
with the Ranks you have assigned with Points. Some Attributes
can be customised with modifiers (Chapter 7), or you can use
them as they are written instead. If you assign Defects to your
character (Chapter 6), you'll gain some extra Points to spend on
even more Ability Score values or Attribute Ranks.

With character creation finished, the rest of Anime 5E
focusses on gameplay and adventuring. Chapter 8 details the
dice-rolling rules and combat game mechanics, providing
context to your Race, Class, Attribute, and Defect choices.
Adventuring is covered in Chapter 9, including gaining
Experience Points and advancing character Levels. Chapter 10
provides a robust section of items, equipment, and weapons,
followed by monster and NPC stats in Chapter 11. Finally,
Chapter 12 wraps up the book with sections that address both
creating and playing the game — including three sample world
settings — and provides valuable advice for players and DMs.
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ANIME 5E VS. BESM D20

In 2004, Anime 5E designer, Mark MacKinnon, adapted his
Big Eyes, Small Mouth game system to the d20 System under
the Open Gaming License (OGL) and called it BESM d20.
Many players familiar with BESM d20 may view Anime 5E as
its follow-up edition, and they aren’t completely wrong. When
physically comparing the two games, though, it’s clear that they
are quite different. Anime 5E has nearly twice the page count as
BESM d20 and thus substantially more material.

The list below outlines the significant differences between
Anime 5E and BESM d20:

» As implied by the name, Anime 5E is based on the Fifth
Edition ruleset under the OGL, whereas BESM d20 is
based on the 3e/3.5¢ OGL. The foundational differences
between Fifth Edition and 3e are significant, so Anime 5E
and BESM d20 are not directly compatible. Point costs
are balanced differently between the games.

» Since it was released under the d20 Trademark License,
BESM d20 is not a stand-alone game; it required the
PHB to play and did not provide full rules for character
creation. Conversely, Anime 5E is a complete core system
that integrates with the Fifth Edition PHB, DMG, and
MM, but stands alone and does not require them.

» BESM d20 was presented as a multi-genre d20 System
game that detailed technology and modern-day elements,
rather than a fantasy RPG. Anime 5E is an extension of
the fantasy setting and genre from Fifth Edition, and
consequently only addresses rules and game guidance
from a fantasy RPG perspective.

» Anime 5E introduces 14 new fantasy Races, whereas
BESM d20 only referenced the original PHB Races.

» BESM d20 shochorned standard Big Eyes, Small Mouth
rules onto a d20 System framework, and thus ignored
many mechanistic elements of the d20 System. Anime 5E
instead preserves all the core elements of the Fifth Edition
and instead offers an additional set of rules and options
that layer on top of the Fifth Edition game.

» Regarding Race Point cost determinations, Anime 5E
does not take the position that Human is the base form
— unlike BESM d20. Each Race is built independently
starting from 0 Points.

» Anime 5E presents customisation through Enhancements
and Limiters — modifiers that players can assign multiple
times to their Attributes to reshape how they function.

» Anime 5E provides numerous examples of Items and
monsters that players can either use directly or as inspiration
to create their own. BESM d20 did not include these
details and instead pointed players to the PHB and MM.

» Anime 5E includes valuable DM guidance for creating
adventures, deconstructing opponent Challenge Ratings,
and creating encounter threats. BESM d20 did not.

» There are many more examples and sidebars in Anime 5E
compared to BESM d20, providing additional guidance
and suggestions to gaming groups.

» Three brief example fantasy world settings from the
Anime Multiverse are explored in Anime 5E, whereas
BESM d20 did not contain any setting information.

» In the designer’s personal opinion, Anime 5E is objectively
a stronger and better-designed game than BESM d20.
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(reation Example

To provide context for what comes next, we create an Anime 5E
character below, from start to finish, as detailed in Chapters 2-7. As
you progress through this book, you'll gain a detailed understanding
of the character choices presented in this extended example.

Session Zero

Morgan is one of five players in a new Anime 5E mini-campaign
that his friend, Jordan, is organising as the DM. During session zero,
the group agrees that the game will be set on a standard high-
fantasy anime world in a tyrannical kingdom ruled by a half-demon
overlord. To reflect the experience of the seasoned adventurers,
characters will each begin the game at 5th Level with 6,500
Experience Points.

Morgan determines his character’s name now, which he bases
loosely on one of his favourite anime portrayals: Jingoro.

Discretionary Points

Morgan has 84 Discretionary Points (80 base + 4 for starting
at 5th Level) with which to assign his character Ability Scores and
Race, as well as additional Attributes and Defects (page 20).

Ability Scores

Jordan indicates that the players should roll their Ability Scores
using the standard Fifth Edition method (page 24): rolling four six-
sided dice (4d6), discarding the lowest number, and repeating the
process to generate six values from 3-18. Morgan will then assign
the six values to the Ability Scores of his choice.

Morgan generates the following values: 10, 8, 11, 10, 17, 14.
These Ability Score numbers sum to 70, which he deducts from the
84 Discretionary Points, leaving 14 remaining.

Envisioning his character as durable and tough, yet also smart,
he assigns the largest value, 17, to Strength, and the next value, 14,
to Intelligence. He then assigns the remaining scores: Dexterity 10,
Constitution 11, Wisdom 8, Charisma 10.

Race

Looking over the 14 available Races (page 28), Morgan takes
a liking to the Half-Dragon. This provides a number of dynamic
features that are worth a total of 13 Points, including +1 bumps to
both Strength (now 18) and Constitution (now 12). The 13 Points
are deducted from the remaining 14 Discretionary Points, leaving
just a single Point to spend later on Attributes.

Class

Morgan sees a change in Jingoro’s direction after he had embarked
on several adventures and decides that Multiclassing (page 51) is
the way to go. With his Half-Dragon’s connection to a fire breath
attack, Morgan decides that Jingoro started as a fire Bender Class
at 1st Level, but then diversified his training after completing 3rd
Level. He selects Shadow Warrior as the new Class upon reaching
the 4th Character Level, and continues on the path into the 5th
Character Level, advancing to a 2nd Level Shadow Warrior.

1st Level Bender Features

At 1st Level, Bender Jingoro has d8 Hit Dice and a Hit Point
maximum of 8 + 1 Constitution modifier = 9 HP. He also gains
light armour, shield, and simple weapon proficiencies, and both
Constitution and Wisdom Saving Throw proficiencies. For the four

// .« mnartial weapon proficiencies, Morgan selects the following options

to demonstrate a range of combat training techniques: crossbow,

longsword, warhammer, and whip. For his two Skill proficiencies,
Morgan chooses Engineering and Nature to reflect Jingoro’s insight
into how things grow and are built. Finally, Morgan selects the domain
of fire as a focus for Jingoro’s first Rank in Dynamic Powers — Lesser.

2nd Level Bender Features

Upon reaching 2nd Level, Jingoro gains 2 Bonus Points. Since
none of his fellow teammates seem to be creating a healer — which
would leave a big gap in their range of powers —Morgan assigns two
Ranks of the Healing Attribute for 2 Points (page 102).

Jingoro also gains 1d8 Hit Points, with a +1 Constitution modifier.
With a roll of 6, his Hit Point maximum increases by +7 to 16 HP.

3rd Level Bender Features
Jingoro gains another 1d8+1 Hit Points. With a roll of 4, his Hit
Point maximum increases by +5 to 21 HP.

Multiclassing at 4th Level

Rather than advance the Bender Class to 4th Level at 2,700
Experience Points, Morgan begins Multiclassing Jingoro and assigns
the 1st Level of the Shadow Warrior Class instead. Since the new
Class has d12 Hit Dice (+1 Constitution modifier) instead of d8 Hit
Dice, Morgan rolls 11 and increases Jingoro’s current 21 Hit Point
maximum by +12 to 33 HP total.

The Shadow Warrior Class also adds the Strength Saving
Throw Proficiency to Jingoro’s existing Constitution and Wisdom
proficiencies. The Class also provides one extra Skill proficiency,
and Morgan selects Culture to reflect the character’s extensive
adventuring interactions with diverse communities.

Since the Shadow Warrior Class is proficient in all armour
and shields, as well as all simple and martial weapons, there is a
duplication with the Bender’s more limited armour and weapon
proficiencies. Following Multiclassing guidelines (page 51), Jingoro
is granted Bonus Points equivalent to one-quarter the summed
values of the duplicated proficiencies. The Bender Class’s armour
proficiencies are worth 2 Points and weapon proficiencies are worth
another 2 Points, for a total of 4 Points in duplicated proficiencies.
One-quarter of this value equals 1 Point, which Jingoro gains as an
extra Bonus Point.

2nd Level Shadow Warrior Features

Upon reaching the 2nd Shadow Warrior Level, Jingoro gains
1d12+1 Hit Points. With a roll of 8, his Hit Point maximum increases
by +9 to 42 HP total.

Since Jingoro has reached his 5th character Level (Bender 3rd
and Shadow Warrior 2nd), his Proficiency Bonus increases to +3.

Attributes

When his 1 remaining Discretionary Point is added to his 1 Bonus
Point from duplicated proficiencies, Jingoro has 2 extra Points to
spend on Attributes. Morgan adds 2 Ranks of the Combat Technique
Attribute (page 94), and selects Blackout and Lightning Reflexes.

Defects

With his fire dragon heritage, Morgan envisions Jingoro as having a
weakness to cold-based attacks. He assigns the Vulnerability Defect
at Rank 2 (-4 Points; page 140), indicating an uncommon attack form.

Customisation

Morgan spends the extra 4 Points to improve Jingoro’s Healing
Attribute to Rank 5 with Enhancements (page 143): Area x2 and
Targets x2. Jingoro can now heal 1d8 Hit Points (effective Rank 1)
for up to 5 targets within 30 feet simultaneously, rather than only
one touched target as permitted by the standard Healing Attribute.
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Anime 5E Glossary

Ability Score (or Ability): Numerical assignments that reflect
your character’s basic capabilities, with higher Ability Score
values indicating advanced accomplishment. The six Abilities
are: Strength, Dexterity, Constitution, Intelligence, Wisdom,
and Charisma. The values of these abilities range from 0 to 30,
with a normal Human range from 3 to 18. The normal Human
maximum is 24, but legendary characters or supernatural
characters may have higher ratings up to 30.

Advantage: A positive modifier that provides a benefit to
the character when rolling a d20 die to determine the outcome
of a task. When an advantage is applied to a roll, instead of
the normal single d20 die roll, the player rolls two d20 dice
simultaneously and uses the higher of the two rolls for the d20
die value. An advantage is the opposite of a disadvantage.

Armour Class (AC): A numerical measure of how hard it is

to hit a target with sufficient force to inflict damage. A standard
Medium-sized naked Human has a 10 AC.

Attribute: Specialised aspects of your character that
represent innate talents, learned skills, racial traits, magical or
psychic abilities, paranormal powers, and more.

Class Level: When a character attains a Level, they select a
Class assignment for that Level. Characters may attain Levels
in more than one Class.

Character Level: This is a measure of the character’s total
advancement, rather than advancement in each Class Level.
Character Level equals the sum of all the character’s Class Levels.

Check: An alternative word for roll, used when determining
if a character is successful at a specific task. Commonly used

when making an Ability check or Skill check.

Defect: Flaws, penalties, and drawbacks through which a
character must suffer in order to overcome the hardships of
day-to-day life. They can be considered “negative Attributes”
that return Points for allocation elsewhere.

Disadvantage: A negative modifier that imposes a penalty
on the character when rolling a d20 die to determine the
outcome of a task. When a disadvantage is applied to a roll,
instead of the normal single d20 die roll, the player rolls two
d20 dice simultaneously and uses the lower of the two rolls for the
d20 die value. A disadvantage is the opposite of an advantage.

DM: The DM is the “master of the dungeon”, sometimes called
a Game Master (or GM) more generally. They are the one who
organises and oversees the role-playing game implementation
by narrating the details of the story that are not controlled by
the players.

DMG: This is a short form that refers to the guide the master of
the dungeon (DM) uses in traditional Fifth Edition RPG games.

Enhancement: A positive modifier that enhances the usage
of a character’s Attribute beyond its baseline description,
providing an additional benefit or otherwise improving the
Attribute. In exchange for this benefit, adding an Enhancement
to an Attribute decreases its effective functioning Rank by one
Rank. An Enhancement is the opposite of a Limiter.

Experience Points (XP): Experience Points are a numerical
measure of the knowledge, maturity, and training the character
gains through adventuring. When a character reaches specific

* XP totals, they gain a Character Level.

Fifth Edition: The rule set used by the world’s most popular
fantasy role-playing game, published in 2014.

Hit Dice (HD): Each Class has a specific Hit Die type, ranging
from d4 to d20, which determines a character’s Hit Point total.

Hit Points (HP): A character’s Hit Points are a numerical
measure that defines how tough and resilient they are in
combat and other dangerous situations. HP are temporarily
lowered when the character receives damage. A character’s
maximum HP total increases as they advance Levels. Hit Points
are determined by the character’s Hit Dice.

Initiative: This determines the order in which characters
will act during a particular scene (often involving combat).
Initiative rolls are made by participants using a d20 die and
adding appropriate modifiers, with characters obtaining higher
generated Initiative values acting before lower ones.

Level: A character who reaches a specified Experience Point
total advances in capability and unlocks new features. This
advancement is measured in discreet rankings called Levels,
which typically range from 1-20, but can progress as high as 30.

Limiter: A negative modifier that decreases the usage of a
character’s Attribute below its baseline description, imposing
an additional drawback or otherwise weakening the Attribute.
In exchange for this drawback, adding a Limiter to an Attribute
increases its effective functioning Rank by one Rank. A Limiter
is the opposite of an Enhancement.

MM: This is a short form that refers to the manual of
monsters used in traditional Fifth Edition RPG games.

Multiclassing: If a character attains Levels in more than a
single Class, they are Multiclassing.

Multiverse: The optional multi-dimensional background
setting for Anime 5E that features an infinite number of worlds
connected by waylines across the vast cosmic web of all creation.

NPC: A non-player character whose actions in the game are
usually controlled by the DM rather than a player. Every major,
minor, and background entity that appears in a game scenario
that is not one of the players’ characters is an NPC.

PHB: This is a short form that refers to the handbook that
players use in traditional Fifth Edition RPG games.

Points: These are collectively a numerical measure of the
relative capability of characters. Those with higher Point totals
are typically at a higher Level as well, and are more powerful or
competent than those with lower Point totals. Players construct
the various starting aspects of their characters using starting
Discretionary Points assigned by the DM during character
creation, or with those granted by the first Class Level. As the
character advances in Levels, their selected Class may provide
extra Bonus Points to spend on additional Attributes. Point
value assignments often follow feature entries in bold brackets
for characters and monsters (for example, “+1 Weapon [2]”).

Proficiency: If a character is knowledgeable in the use of
specific armour, weapons, tools, Skills, or Saving Throws,
they are said to have proficiency in it. When making certain
d20 die rolls, characters add their Proficiency Bonus (based
on Character Level) if they are proficient with the object or
technique they are using.

Saving Throw (Save): A Saving Throw represents an
attempt to resist a spell, trap, poison, disease, or similar threat.
Character’s don’t normally decide to make a Save; they are
forced to make one because they are at risk of harm. Each
Saving Throw is tied to a specific Ability Score.
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CHAPTER 2

CHARACTER BASICS

And so, it begins. Designing new characters for an Anime 5E game should involve a thoughtful collaboration
between you, the other players, and the DM. Your objective is to create a character who is fun to play
and has a strong motivation to undertake adventures, while simultaneously ensuring a good fit with the

DM'’s plans for the dynamic anime fantasy stories that will unfold. In Anime 5E, you can choose to spend
as little as a few minutes or upwards of an hour designing a character. The difference lies in the amount of
detail and individuality you build into your character. At no time during a role-playing campaign do you have
more control over the destiny of your character than during the creation process, because that’s when you
establish their adventuring foundation. As questions arise concerning specific game mechanics or special
character abilities, the discussions you have with your DM and fellow players are of paramount importance.

Sesston erv

Session zero of your game establishes the essential baseline of
what comes nextand takes a broad perspective of your upcoming
adventures. This is the time to answer big-picture questions,
such as: What are the setting, sub-genre, and tone? Will we be
having adventures in an existing anime or manga series (and
perhaps taking on the roles of those main characters), or are
we playing in an original creation? What sorts of things will
our characters be doing? What are our characters’ roles in the
adventures? With how much money and gear will they start?

Your group will also need to discuss the practical, real-
life aspects of the upcoming game as well. How often are we
meeting to play (weekly, bi-weekly, monthly, or on some other
schedule)? Is there a fixed number of sessions until we finish,
or are we playing an open-ended campaign? What is the ideal
number of players for the game storyline? Where are we playing
and who is hosting the game nights? Or are we playing online
instead? Your group may not have all the answers at this point,
but discussing such parameters now ensures everyone is on the
same page about the time commitment expected.

Now is the ideal time to also discuss your preferences
involving game issues such as: theme and story maturity;
combat intensity and frequency; drama versus comedy ratio;
and the roles that players can take to co-create the adventures.
When you establish the foundation for your game together,
you'll discover and actualise an amazing experience that you all
want to play.

COLLECTIVE CREATION

When preparing for the launch of a new role-playing
campaign, players typically create their characters in isolation
based on the setting information the DM provides. This
tendency may not produce the best results for a strong start
to the adventures, though, since both the characters and the
players lack cohesion for this innately social activity.

Consider the benefits that a group character creation
session provides to the team. Discussing the nature and roles
of everyone’s character ideas together ensures that the group
dynamic is balanced and that every character has unique

* Benefits that will allow them to shine during the game.

0,

Establishing character connections is also easier in this initial
group meeting, since you can co-develop resonant backstories to
provide friendship contexts in the game setting. Finally, group
character creation reduces the chances of missed opportunities
when designing your team (i.e. having a hole in your party).
Traditional dungeon-crawling adventures may be significantly
more challenging if your group is missing a spell caster, healer,
warrior, or thief!

After scoping the game, spend the rest of session zero
talking about the ideal composition of your character team
and the strengths and individuality that each character
member can bring to the group. Everyone should ideally be
open to concepts they may not have considered earlier, and
look at their character’s role in the larger context of the game.
Spending additional time with the players and DM at this stage
of character creation will yield great benefits compared to the
typical isolated development tendency.

STARTING LEVEL

Once the DM and players together have outlined the general
framework of the upcoming adventures, it’s time to discuss your
group’s starting character Level. A character typically starts at
Ist Level with zero Experience Points, which is the launching
point for their adventuring life. Alternatively, your group may
want to play more accomplished heroes that start at 2nd Level
or higher. Consider the six Level groupings described herein
and how they align with the players’ visions for their characters.

Novice (1st Level)

The characters are just starting their new lives as brave and
heroic adventurers, and are eager to embark on their first quest.
The characters may have known each other for a long time — or
perhaps they could be recently associated companions — but
they have never adventured together before.

Capable (2nd to 4th Level)

The characters have some previous experience working as
heroes (or even villains!), though they are still rough around
the edges. They have been learning the traits and abilities that
define their chosen Class, and feel more comfortable extending
themselves in slightly dangerous situations. They may be
starting to build their reputation if they have been journeying
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together as a party during this time, or they may be applying
their individual adventuring experiences collectively in a new
group dynamic.

Seasoned (5th to 10th Level)

The characters now have a solid understanding of their roles
— and responsibilities — as adventurers. They are unlocking
mid-ranged powers and abilities, crossing into new areas of
competence and effectiveness. Wealth and magical items are
no longer seemingly unreachable goals, and the characters
now have a firm reputation — individually, collectively, or
both. They have expanded the scope of their quests, and
are comfortable confronting dangers that threaten cities,
kingdoms, organisations, and influential nobles.

Veteran (11th to 16th Level)

The characters have achieved a status that few adventurers
ever reach, since by this milestone most have retired comfortably,
stopped adventuring due to grievous injury, or perished along
the way. Their fame has certainly expanded across multiple
kingdoms and their talents and abilities are sought after by
numerous nobles, guilds, and prospective apprentices. Wealth
and resources are available to the characters in abundance, and
thus it’s clear that the adventuring life itself — rather than the
potential awards that can be gained — continues to drive the
characters towards larger and more dangerous achievements.

Mythical (17th to 20th Level)

The characters have advanced so far in their adventuring
lives that they are now considered mythical archetypes of their
Class and masters of their respective domains. Stories about the
characters’ brave (or perhaps infernal!) exploits are told across
the world, expanding with each telling. It’s not uncommon for
the fate of the world, or even the cross-dimensional multiverse,
to lie in the hands of the characters and their legendary actions.

Epic (Above 20th Level)

With this challenging power tier, the character’s abilities are
potentially forceful enough to single-handedly change the world
(or even worlds). Few obstacles can stand in the characters’ way
and pose a significant threat. Players and the DM should be
cautious about starting their adventures at this extreme degree
of ability, since with great power comes great responsibility —
and certainly great complications! Nevertheless, this seemingly
godlike character range does reflect the power intensity of some
popular anime shows.

Starting Experience Points

Novice characters that begin the game at 1st Level start with
zero Experience Points (XP). Otherwise, characters start the
game with the minimum amount of XP needed to attain their
starting Level (see Table 08, page 50). For example, characters
created to start at 3rd Level begin their adventures with 900 XD,
while those that start at 9th Level are granted 48,000 XD

Starting Level-Based Benefits

If the characters are starting the game at a Level beyond
1st, they will also gain the features and benefits of every
skipped Level up to their starting Level. For example,
if the players start their characters’ adventures at 6th
Level, their characters also start with all the benefits of
Levels 1st through 5th from their choice of Classes.
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DISCRETIONARY POINTS

In addition to benefits a character receives from their starting
Level and Class (page 48) —and every Level beneath their starting
Level — they also start with a fixed number of Discretionary
Points that they use to assign a Race, Ability Scores, and
additional Attributes. A player can increase their character’s
pool of Discretionary Points by also burdening their creations
with one or more Defects. Details concerning these options

are provided later in this chapter and in Chapters 3 through 7.

Characters have 80 Discretionary Points to allocate during
character creation (modified up or down, as the DM prefers).
If a character begins the game above 1st Level, the DM can also
award an additional 1 Point for each Level above 1st as a bonus.
These extra Points reflect the treasure items and special perks
the characters could have gained while adventuring through
those missing Levels. Such extra Points are in addition to the
normal starting Level-based benefits described earlier.

CHARACTER

BENCHMARKS

Anime 5E offers nearly endless possibilities when spending
Points on your creation. Problems relating to balance and
suitable challenges could arise if players focus their Point
allocations in only a few options, when compared to players
that have created less-optimised characters.

For example, if all the characters in a fantasy story are only
protected by modest protective armour (such as chain mail),
but one character has complete immunity to all weapon damage
(Rank 6 of the Immunity Attribute, page 103), it is difficult to
confront the group with an opponent that can threaten the
highly protected character without being a vastly overpowered
enemy to the majority.

Unlike the strictly Levelling-based enhancements provided
to characters that only use the base Fifth Edition rules —in which
character abilities are prescribed with numerous restrictions —
Anime 5E’s options can present challenges to players and DMs
unfamiliar with the flexibility of Point-based games. In short,
it’s possible to create “broken” characters in Anime 5E without

helpful benchmarks.

Table 01 presents a list of optional, but suggested, minimums
and maximums when creating your character to avoid widely
varying character abilities in your group. As you build your
character and progress through Chapters 3-7 of the creation
process, refer back to this section to ensure you aren’t straying
outside the recommendations. Players and the DM can

TABLE 01 ¢« CHARACTER BENCHMARKS

collectively decide to modify or ignore specific benchmarks (or
all benchmarks), or permit appropriate exceptions where desired.

Maximum Ability Scores
Two values are listed here, limiting the character’s highest
and second highest scores.

Maximum Attribute Ranks (Effective Rank)

These benchmarks are for Attributes that increase linear
bonuses (such as the +1 Hit Point/Rank for the Regeneration
Attribute, or +1 Check bonus/Rank for the Inspire Attribute) or
have descriptive Rank benefits (such as those for the Connected
or Mind Control Attributes). Attributes related to size (page
44) may exceed these limits. The benchmarks also do not apply
to Attributes that offer one choice per Rank from a selection
of discreet and unconnected benefits, such as the Combat
Technique, Sixth Sense, and Special Movement Attributes.
Furthermore, the Weapon Attribute Rank limit is determined
by the maximum normal damage benchmark column instead.

Maximum Proficiency Bonus
A bonus ceiling is imposed in games that allow access to the
Enhanced Proficiency Attribute.

Maximum Armour Class

A characters’ maximum AC includes all aspects available to
them, including physical armour and shields, Dexterity bonus,
Class features, spells, the AC Bonus Attribute, etc.

Maximum Normal Damage

The typical maximum damage from a single attack includes
all base sources of normal damage — including mundane weapons,
the Weapon Attribute, other Attributes, Race features, Ability
bonuses, spells, etc. — but before considering additional damage
from critical hits, called shots, Defects, etc.

ESTABLISHING

BOUNDARIES

No, not character boundaries— real-life boundaries. Although
Anime 5E is a wonderfully social game, it’s incumbent upon
us all to ensure that the sensitivities of the DM, the players,
and even bystanders and passers-by, are all considered during
the game. We don’t know everyone’s real-life history and story,
and consequently the care and compassion we show to each
other during character creation and gameplay is of paramount
importance. Not everyone will share the same perspective
concerning sensitive concepts, and thus having both advanced
and ongoing conversations with the group is the best approach.

MAXIMUM MAXIMUM MAXIMUM MAXIMUM MAXIMUM

CHARACTER LEVEL ABILITY ATTRIBUTE PROFICIENCY ARMOUR NORMAL

SCORES RANKS BONUS CLASS DAMAGE
Novice (1st Level) 1@18 |1 @ 17 4 +3 20 25
1 Capable (2nd - 4th Level) 1@19|1@18 5 +4 22 40
J Seasoned (5th - 10th Level) 1@20|1@19 6 +5 24 60
' 7 . Veteran (11th - 16th Level) 1@22|2@20 8 +7 26 100
L / Mythical (17th - 20th Level) 1@24|2@ 22 10 +10 30 200

’
k: // No maximums No maximums No maximums No maximums No maximums

. +Epic (Above 20th Level)

,l
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Social Sensitivity

It is impossible to create an exhaustive list of every topic
that might evoke sensitivities in your group. The few topics
listed below can serve as a reminder and starting point for your
considered thoughts, and perhaps might generate insightful
conversations that guide your role-playing:

» The role of LGBTQ+ in your game and how the tone
(serious vs. comedy) impacts the participants

» Character gender identity and orientation

» Gender roles and associated power structures

» Nudity, sexuality, violence, and consent

» Race, minority rights, inequality and oppression, and
stereotypes — even in a make-believe fantasy setting

» Mental health and addiction, as well as differing physical
and mental abilities

» Poverty, class, tribalism, and privilege

» Religion, faith, spirituality, ideology, and dogma

» DPolitics across the entire left/right/centre spectrum

» Law and order, and how it touches upon many of the
above topics both positively and negatively

Your (baracters
S ramework

A character outline is a broad concept that provides you
with a frame on which to build your character. It is not
fully detailed; there is no need to concern yourself with the
character’s specific skills, powers, or background details at this
stage. Use the game scope established in your earlier discussions
as the starting point for your character, and build your outline
on that foundation. Continue discussing your character ideas
with your group to ensure your creation works well with the
concepts of the other players and with the overall themes and
focus of the upcoming game.

Character Strengths

In many campaigns, the players may find it advantageous to
create complementary characters with unique sets of abilities.
For example, a team fighting supernatural evil in dungeons
across the kingdom might include a combat specialist or two for
bashing monsters, a spiritualist for dealing with ghosts and the
undead, a psychic or sorcerer for handling magical opponents,
and an information broker for digging up background
information. A degree of specialisation helps players enjoy their
characters by giving them a unique identity.

At the same time, it is equally important that the characters
not be too specialised, or the group will lack cohesion; other
players may sit around bored while each specialist has their own
little adventure within the game. It is a good idea to identify
a minimum set of capabilities that everyone should have. For
example, in a campaign that will focus on fantasy martial arts,
perhaps everyone will be a competent warrior, but individual
characters may possess different fighting styles and unique
backgrounds — which could be reflective of different fighting
Classes such as Hunter, Ninja, Samurai, Shadow Warrior, etc.
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The group of characters may be independent fantasy
adventurers. In other game concepts, the characters may be
part of a larger organisation and would logically have helpers
in supporting roles. An example of this scenario is an elite
infiltration force in a thieves guild. A guild leader, information
specialist, tools and weapons expert, healers, cooks, and other
personnel may support the rogues on their missions. A few of
these roles may make worthwhile player characters, but often
this “supporting cast” is best filled by background characters
created and controlled by the DM. These characters may
become the group’s friends, colleagues, love interests, or rivals
as the game progresses, but they also free the characters to take
on roles that let them share in the same story action.

Character Weaknesses

Game characters may be larger than life — sometimes even
figures of myth and legend — but usually they still have one
or more weaknesses. Is the character vulnerable to some forms
of magic? Does it take a while for the character’s powers to
activate or can they be negated by a special substance? Does
the character struggle with a particular life aspect? Providing
weaknesses to a character adds greater depth and potential for
role-playing opportunities, but be sure to consider aspects of
social discomfort concerning your choices (page 134).

Defining Your Character

You should decide on your character’s Race, age, and sex or
gender, determine a broad archetype for their personality, and
sketch an idea of ethnic and social background. Of course, it
is equally important that a character has room to grow beyond
your initial concept. A character that you have spent hours
perfecting and detailing may quickly become stagnant and
uninteresting once play begins. A good character outline usually
focuses on one or two main personality traits and leaves plenty
of room for you to explore and develop the character into a fully
rounded individual over time. Although the starting archetype
should be an integral part of the character, it should not rule all
of their actions. At some point during the game, your pacifistic
martial artist may be driven to an act of vengeance, or your
angst-ridden rogue may finally discover a cause in which to
believe. As long as these developments proceed naturally from
events in the game, they should be a welcome part of the role-
playing experience.

Background Details

One of the most effective ways to better visualise your
character is to provide detail through your creation of a
background history, a character story, a character drawing, or
other unique creation (perhaps using a website, video camera,
music collection, etc.). Spending time to develop your character
without rules will enhance your role-playing greatly, and can
give the DM a window into your character’s motivations.

This step in character creation gives you a chance to answer
important character questions before gameplay begins. What
formed their outlook on life? Where do they live? Work? Earn
money? What are your character’s likes? Dislikes? What about
family? Friends? Romantic interests? Enemies? These details add
depth to your character, but you should not become obsessed
with them. Leaving room for growth can provide development
opportunities during the course of the adventures. :
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Character Quiz

To help spark creative inspiration for your character’s
background, answer the 30 questions listed on the character
quiz (page 26). If you have the time and desire, write and
answer your own additional questions, too.

Group Connections

Work with the other players to establish background
connections between your characters before the game
adventures begin. Perhaps some of your team grew up together
and have been friends for their entire lives. Or instead, they

could have worked together in the past and have maintained

a professional relationship (or rivalry!) ever since. The

characters can even be related by blood or marriage, though
this revelation might have been a recent surprise rather than
a long-established situation. Furthermore, dont neglect
establishing group connections with background organisations
and cabals, since they can provide excellent future hooks.

What’s in a Name?

You have the freedom to name your character whatever you
like, but the DM may have some ideas for character names that
fit a particular setting. Anime series are often notorious for
employing odd, but plausible, fictional names for fantasy
characters. Sometimes these are actually borrowed from
Western or Asian mythology or named after objects
such as cars, gemstones, motorcycles, or rock stars,
making them sound suitably exotic without being totally
unfamiliar. Unless your campaign is a comedy, however,
avoid a silly name since it may ruin the suspension of
disbelief for the other players.

BALANCE AND UNIQUENESS

Theres good reason why the traditional dungeon exploration
party consists of a group of adventurers that fill the roles of
Fighter, Rogue, Cleric, and Wizard. Each character has a
unique set of features they bring to the party, which provide a
balanced approach to the game table.

Anime 5E%s Point-based buffer-style approach breaks down
some of these imposed areas of expertise. In standard fantasy
gaming, only a Fighter has enhanced toughness, only a Cleric
casts healing spells, and only a thief can move stealthily and
check for traps — but in Anime 5E, all characters can allocate
Points to any feature they want to acquire. When a Wizard has
Jjust as many Hit Points as the Fighter and can still cast spells,
some players may be left wondering how they fit into the party.

Its important that each player creates their character with an eye
on both balance and uniqueness. This is why collective character
creation with the whole gaming group is so important. If you
want a particular aspect of your character to be their central
strength that offers an exclusive contribution to the party, discuss
your ideas with the other players. Your group will not only want
to ensure that all important adventuring aspects are covered —
someone tough in battle, someone who is stealthy and highly
skilled, someone who has mystical ability, etc. — but also make
each characters contribution to the party important and valued.
You can even use backgrounds from the Fifth Edition PHB.
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rructure of the
Game Nlechanics

With the foundational basics of character creation nearly
complete, you'll soon move onto the construction of your
adventuring hero. Of course, it's somewhat challenging to
create a character properly without understanding the context
of the rules. Although you could jump ahead to Chapter 8
(page 150) for a more detailed explanation of the Anime 5E
system, the brief summary presented herein provides the
essential knowledge you need to understand the next steps. Of
course, if you are already experienced with other Fifth Edition
games, these rules will be quite familiar.

DICE AND NOTATIONS

Like all Fifth Edition games, Anime 5E uses polyhedral
(multi-sided) dice at various points in the game. This typically
includes dice with the following number of sides: 4, 6, 8, 10,
12, and 20. When a random number needs to be generated
through a dice roll, the exact dice to be rolled will be indicated
by the formula XdY+Z, where:

» X is the number of dice rolled

» d represents the word “dice”

» Y is the type of die rolled (number of sides)

» Z is a fixed value added to the roll (omitted for a zero)

For example, 2d8+4 indicates you should roll two eight-
sided dice and add 4 to the generated value. Similarly, 2d10-2
means roll two 10-sided dice and subtract 2 from the result.

ROLLING DICE

When using dice to resolve the outcome of unknown events,
you usually roll one twenty-sided die (d20). You'll roll other
polyhedral dice with different numbers of sides to determine
attack damage, Hit Points, spell effects, and more.

Depending on the task you are attempting, one or more
game values are added to your die roll result and then this
“check total” is compared to a Difficulty Class (or DC) to
determine if your character was successful. When attempting
to hit someone in combat, the check total is instead compared
to the target’s Armour Class (AC). If someone is opposing your
action, though — such as in a contest of Strength or Skill — you
instead compare your check total to the opponent’s check total,
with the higher value winning the contest.

Difficulty Class (DC) Range

The Difficulty Class (DC) against which check totals are
compared range from DC 5 (Very Easy) to DC 30 (Nearly
Impossible). DC 15 is considered Medium Difficulty. See
Table 20 (page 152) for a complete list of DC values.

Ability Check

An Ability check is used when innate talent in one of the
six abilities — Strength, Dexterity, Constitution, Intelligence,
Wisdom, or Charisma — is more important than learned
expertise or combat capability to resolve the action.

Ability Check Total = d20 die roll + Ability Score modifier

ANIME 5E | FIFTH EDITION FANTASY ROLE-PLAYING ADVENTURES

Skill Check

A Skill check is a subset of an Ability check, except it is used
when the task is governed by both an ability and a particular
Skill (page 154). If the character is proficient with the Skill
involved (page 113), they add their Proficiency Bonus to the
roll when determining the Skill check result.

Skill Check Total = d20 die roll + Ability Score modifier +
Proficiency Bonus (if proficient with Skill)

Saving Throw

A Saving Throw (or Save) represents an attempt to resist a
spell, a trap, a poison, a disease, or a similar threat. You don't
normally decide to make a Saving Throw; you are forced to
make one because your character is at risk of harm. Each
Save is tied to a specific ability (such as a Dexterity Saving
Throw to avoid a trap). If the character is proficient with the
Saving Throw Ability Score required — linked to their Class or
modified by Attributes — they add their Proficiency Bonus to
the roll when determining the Saving Throw result.

Saving Throw Total = d20 die roll + Ability Score modifier +
Proficiency Bonus (if proficient with Saving Throw)

Initiative Roll

All characters make an Initiative roll at the beginning of
combat to determine the order of character action. An Initiative
roll is the same as a Dexterity check.

Initiative Roll Total = d20 die roll + Dexterity modifier
Attack Roll

An attack roll is made when attacking with a melee or ranged
weapon (and some spells) during combat. The Ability Score
modifier is usually Strength for melee attacks and Dexterity for
ranged attacks. If the character is proficient with the weapon
used in combat — or if a character is making an attack roll using
a spell or Weapon Attribute — they add their Proficiency Bonus
to the roll when determine the attack roll total.

Attack Roll Total = d20 die roll + Ability Score modifier +
Proficiency Bonus (if proficient with Weapon)

Damage Roll

Each weapon and spell specifies the damage it inflicts upon a
successful hit. You roll the damage die or dice (such as 1d6, 1d8,
2d6, etc.), add any modifiers, and subtract the damage inflicted
from the target’s remaining Hit Points. When attacking with a
weapon or while unarmed, you add your Strength or Dexterity
ability modifier — the same modifier used for the attack roll — to
the damage.

Damage Roll Total = Dice Roll + Ability Score modifier

WHAT ARE HIT POINTS?

Hit Points, or HP are an abstracted game value that represents a
combination of physical resilience, mental durability, and will
to live, as well as overall luck during physical conflict. A painful
dagger slash or piercing spear thrust will lower a character’s HD
as will poison, searing fire, an exhaustively long forced march,
etc. Characters and creatures that have many Hit Points are more

difficult to overcome, injure, and kill than those with few HP
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Ability Scores

A character’s core, base abilities are determined by six values
known as Ability Scores. These values describe the character’s
innate, natural aptitude at interacting with the world. The six

Ability Scores are:

» Strength (STR)

» Dexterity (DEX)

» Constitution (CON)
» Intelligence (INT)
» Wisdom (WIS)

» Charisma (CHA)

The values of these abilities range from 0 to 30, with a normal
Human range from 3 to 18. The normal Human maximum is
24, but legendary or supernatural characters may have higher
ratings up to 30. A character’s starting Ability Scores can be
later modified by their choice of Race, Class features, special
abilities, Attributes, and Defects.

Establishing Ability Scores

Players have several options for establishing their characters’
Ability Scores, which they record on their character sheet (page
270). Consult the DM to determine which method you'll use.

Randomly With 4d6

Roll 4d6 and sum the total of the three highest die values to
generate an Ability Score between 3 and 18. Repeat this process
five times, and then assign the six numbers to the six Ability
Scores in the order of your choice.

Randomly With Excess 3d6

Roll 3d6 and sum the die values to generate an Ability Score
between 3 and 18. Repeat this process seven times to create a
list of eight numbers. Discard the lowest two of these numbers,
and then assign the remaining six numbers to the six Ability
Scores in the order of your choice.

Strict 3d6 in Order

Beginning with Strength and moving through the six
Abilities until Charisma, roll 3d6 and sum the die values to
generate an Ability Score between 3 and 18 for each. The
generated values must stay with their assigned Abilities; do not
assign the six numbers to the six Abilities in the order of your
choice (as recommended in the earlier two suggestions).

Random Variant: Re-Roll 1s

As a variant to any of the above three methods, re-roll any Is.
Then follow the remaining instructions as described.

Fixed Numbers

Rather than generating random by rolling dice, each
character will start with the following six values: 15, 14, 13, 12,
10, and 8. Assign these six numbers to the six Ability Scores in
the order of your choice.

Players’ Choice
Assign a number of your choice from 3-18 to each of the six
Ability Scores. Check with the DM for limitation theyare placing
on this assignment method (such as “maximum of one 18”
*.6r “nothing higher than 177).

TABLE 02 e ABILITY SCORE MODIFIERS

SCORE MODIFIER DESCRIPTION

1 -5 Inept

2-3 -4 Infant

4-5 -3 Child

6-7 -2 Significantly below adult Human; youth

8-9 -1 Below adult Human average; teenager
10-11 0 Adult Human average
12-13 +1 Above adult Human average
14-15 +2 Significantly above adult Human average
16-17 +3 Highly capable
18-19 +4 Extremely capable; normal maximum
20-21 +5 Best in the region; adventurer maximum
22-23 +6 Best in the country
24-25 +7 World-class capability; Human maximum
26-27 +8 Excessive capability
28-29 +9 Legendary capability

30 +10 Cosmic capability

Ability Score Cost

Abilities cost a number of Points equal to the Ability Score,
which are paid for with the character’s starting Discretionary
Points. Consequently, a character with high Ability Scores
will spend more of their Discretionary Points and have fewer
remaining to select a Race and assign Attributes. If a character
has insufficient Discretionary Points to pay for the Ability
Scores generated, you can either reduce one or more Ability
Scores to (or below) an affordable value or you can burden the
character with one or more Defects (page 132).

ABILITY SCORE

DEFINITIONS

Every task that a character attempts in the game is covered by
one of the six Abilities. This section explains in brief detail what
those Abilities mean and the ways they are used in the game.

Ability Modifiers

Each Ability has a modifier that is the number you add to or
subtract from dice rolls when your character tries to accomplish
something related to that Ability (see Table 02).

Strength (STR)

Strength measures bodily power, athletic training, and the
extent to which you can exert raw physical force. Strength
provides a modifier to:

» Strength checks

» Strength-based Skill checks

» Strength-based Saving Throws
» Melee attack and damage rolls

Any creature that can physically manipulate objects has at
least 1 point of Strength. A character with no Strength score
can't exert force, usually because it has no physical body or
because it doesnt move. Such a creature automatically fails
Strength checks.
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Lifting and Carrying
A Medium-sized character can push, drag, or lift 30 Ib
times their Strength Score. They can freely manoeuvre and
comfortably carry one-half that amount (15 Ib times Strength).
For each size category (page 44) away from Medium,
multiply (for larger than Medium) or divide (for smaller than
Medium) the character’s lift and carry capacities values by 5.

Jumping Distance

A Medium character can typically jump forward with a
running start a distance in feet equal to their Strength (or half
that distance from standing). For vertical leaps, a character can
jump up to 3 + their Strength modifier in feet (1 foot minimum).

Strength Skill Example
Athletics

Dexterity (DEX)

Dexterity measures agility, reflexes, balance, and hand-eye
co-ordination. Dexterity provides modifiers to:

» Dexterity checks

» Dexterity-based Skill checks

» Dexterity-based Saving Throws

» Ranged attack and damage rolls

» Armour Class (restricted wearing some armour; page 193)
» Initiative rolls

Any creature that can move has at least 1 Point of Dexterity.
A creature with no Dexterity score cant move, but if it can act
through magical means, it applies its Intelligence modifier to
Initiative rolls instead of a Dexterity modifier.

Dexterity Skill Examples
Acrobatics, Artisan, Climbing, Sleight of Hand, Stealth

Constitution (CON)

Constitution measures health, stamina, and vital force.
Constitution provides modifiers to:

» Constitution checks

» Constitution-based Skill checks

» Constitution-based Saving Throws

» Hit Point maximum at each Level, determined by Class

Any living creature has at least 1 point of Constitution. A
creature with no Constitution has no body or no metabolism.
It is immune to any effect that requires a Constitution Save
unless the effect works on objects.

Constitution Skill Example
Controlled Breathing, Swimming

When a character’s Constitution modifier increases by 1, their
Hit Point maximum increases by 1 for each Level moving
Jforward as well as for each Level previously attained. For
example, if a 7th Level character has a Constitution score
of 17 (highly capable; a +3 modifier) and increases it to 18
(extremely capable; a +4 modifier) upon reaching 8th Level,
their Hit Point maximum immediately increases by 8 — one for
their current Level plus one for each of the earlier seven Levels.

Intelligence (INT)

Intelligence measures mental acuity, accuracy of recall, and
the ability to reason. Intelligence provides modifiers to:

» Intelligence checks

» Intelligence-based Skill checks

» Intelligence-based Saving Throws

» The number of prepared spells for Wizards

» The Saving Throw DCs of spells that Wizards and
Psionicists cast

» Spell attack rolls for Wizards

Any creature that can think, learn, or remember has at least
1 point of Intelligence. A creature with no Intelligence score is
an automaton, operating on simple instincts or programmed
instructions. It is immune to all mind-influencing effects
(charms, compulsions, phantasms, patterns, and morale effects).

Intelligence Skill Examples

Arcana, Alchemy, History, Investigation, Nature, Religion

Wisdom (WIS)

Wisdom reflects how attuned you are to the world around
you and represents perceptiveness and intuition. Wisdom
provides modifiers to:

» Wisdom checks

» Wisdom-based Skill checks

» Wisdom-based Saving Throws

» The number of prepared spells for Clerics/Druids/Rangers

» The Saving Throw DCs of spells Clerics/Druids/Rangers cast

» Spell attack rolls for Clerics/Druids/Rangers

Any creature that can perceive its environment in any
fashion has at least 1 point of Wisdom. Anything without
a Wisdom score is an object, not a creature. Additionally,
anything without a Wisdom score also has no Charisma score,
and vice versa.

Wisdom Skill Examples

Animal Handling, Insight, Medicine, Perception, Survival

Charisma (CHA)

Charisma measures your ability to interact effectively with
others. It includes such factors as confidence and eloquence,
and it can represent a charming or commanding personality.
Charisma provides modifiers to:

» Charisma checks

» Charisma-based Skill checks

» Charisma-based Saving Throws

» The number of prepared spells for other spellcasters

(including Bards, Paladins, Sorcerers, and Warlocks)
» The Saving Throw DCs of spells other spellcasters cast
» Spell attack rolls for other spellcasters

Any creature capable of telling the difference between itself
and things that are not itself has at least 1 Point of Charisma.
Additionally, anything without a Charisma score also has no
Wisdom score, and vice versa.

Charisma Skill Examples

Deception, Intimidation, Leadership, Performance, Persuasior\l
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CHARACTER QUIZ

H What are your character's central strengths and weakresses?

* What is your character s Primary emotiona state?

* What role does your character £/ in a group?

K Describe your character's family or tride.

* Who are your character's three most valuable cortacts?

* What perSona/ valetes and beliefs does your character hold?

* To whom is your character closest and cohy?

K What does your character need 2he rmost?

* What are your character s life goals?

K What does your character fear the most?

# Describe your character 'S appearance.

K Yo does your character define * heroiss’ ?

#K Describe your character's hobbies, interests, desires, and lifes.

* phat cwoetld your character do if they Killed an innocent bystander?
* For what does your character have litt/e patience and tolerance?
* Does your character Aide amy emctions in public?

K Yo does your characler view death and 5eyond 7

#* What does your character dislike about themseles?

# Describe your character 's bedroom or rest location.

H Describe a perfect date n::g/ﬂ‘ or other e/‘?joycaé/e oaz‘flzg.

# Describe your character s reladionship with rroney.

#H Describe your character's views on audhoridty and the law. |
* Who has impacted your character 'S life direction the most? ,
K Yow does your character view /’orgf\/ene\ss and re\/e/ge?

* What are Zhe or{gl‘n\S of your character s Special abilities?

X What is 2he prime motivation behind your character ‘s actions?

* In which way does your character focus their persond/ grouth?

* Describe the accomplishment of which your character is most proud.
* Yow does your character 2hink they might die?

K Yo worlld your character describe themselves in a Sfrg/e Sentence?
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CHAPTER 3

RACES

Anime 5E Races are archetypes for humanoid and part-humanoid species. The Fifth Edition PHB includes
standard high-fantasy Races such as Elves, Dwarves, Humans, and Halflings, as well as less-common Races
such as Gnomes and Dragonborn. Anime 5E provides an additional selection of 14 Races that evoke an

intangible anime essence, including demonic Archfiends, sylvan Fairies, playful Nekojin, and slippery Slimes.

Races provide a set of proficiencies and Attributes (and sometimes Defects) that reflect the baseline

capabilities for the majority of characters belonging to those Races. Since there are a near infinite number of

possible fantasy worlds in an anime multiverse, the Races outlined herein simply represent a small sampling

of concepts that can be used in your adventures. With your DM’s permission, you may design your own Race
@ Package by combining different characteristics and determining the appropriate Point cost.

——

)/

A

,l

TABLE 03 ¢ RACE COST SUMMARY

(osting Races

When determining the Point cost of the Fifth Edition Races’ Archfiend 15

Dragonborn 9
special abilities and talents, each one was examined closely. If the y - .
e : . : j Asrai kil Dwarf - Hill 12
ability has a reasonable comparison to an Attribute in Anime 5E, - .
that value is used. For example, a +1 bonus to an Ability costs Blinkbeast 10 Dwarf - Mountain L
1 Point; an advantage on a particular type of Saving Throw Demonaga 14 EIf - Dark 13
(poison, charm, fright, etc.) costs 1 Point; darkvision (a Feature Fairy 4 EIf - High 12
Attribute, page 101) cost 1 Point; etc. Some Race abilities are Grey 142 EIf - Wood 11
not worth any Points, since its utility is worth less than a full Half-Dragon 13 Eneme - Forest 4
Point, such as slightly increased or decreased speeds, or an Elf’s
; Half-Troll 9 Gnome - Rock 4
sleepless trance. Movement speed of 30 feet (+/- 5 feet), being . . =
Medium-sized, and speaking one language costs 0 Points. SEL L g 2
Kodama 10 Half-Orc 8
Race Sizes Other than Medium Nekojin 8 Halfling - Lightfoot 3
Parasite 16 Halfling - Stout 5
One of the significant differences between Anime 5E and — 7 Humaf .
the standard Fifth Edition rules involves the benefits/drawbacks y
Slime 11 Tiefling 12

and costs of a Race that’s bigger or smaller than Medium. None
of the nine Races in the PHB are larger than Medium, but
two are Small: Halflings and Gnomes. Being Small has net BUILDING A
unfavourable modifiers that return 5 Points to the character,

and this hindrance is reflected in the -5 Point allocation to both RACELESS CHARACTER
Halflings and Gnomes. Note that Anime 5E speed for Small
Races is one-half the normal 30" speed of Medium-sized Races;
consequently those two Races each have a 15’ speed instead of
the 25 speed presented in the Fifth Edition PHB. For more
information about Anime 5E character sizes, see page 44.

Selecting a pre-existing Race is a simple way to get started
with species-specific abilities, but sometimes the package of
Race féﬂlures doesn’t match with the vision fm’ your character.
For example, instead of a standard Nekojin build, you may
envision an aquatic version that possesses numerous water-
related features. Alternatively, you may plan to play a Human,
but want to save your Discretionary Points to acquire 7 Points
in Attributes rather than allocate them to the Humans six
+1 Ability Score bonuses and one choice of language.

Race and Discretionary Points

The cost for each Race is paid from the character’s pool of
Discretionary Points that remains after assigning Ability Scores.

If a character has insufficient Discretionary Points left to pay In these instances, you can either craft a new set of features
for their selected Race, you can either choose a different Race and assign them to a Race template of your own design (with
with a lower Point cost, or you can burden the character with DM input), or designate your character as “Raceless”. Of
one or more Defects (page 132). course, Raceless characters still identify with a Race (even if it

unique), but that identity is not associated with a specific set
of Attributes acquired with Points. Instead, Raceless characters
skip this chapter and save their Discretionary Points to spend on

Raceless Characters
Every character is part of a Race, even if it’s simply Human.

- A player can forego the selection of a Race, though, and avoid Attributes they desire.

any associated Race cost. They still may be Human or Fairy or
. Slime, but considered “Raceless” when allocating Points to Race. Companions (page 95) and monsters (page 214) are Raceless creations.
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TABLE 04 « RACE COST BREAKDOWN

TABLE 04 « RACE COST BREAKDOWN

POINTS

+2
0
+1
+1
+2
+1
+1
+1
+1
+1
+1
+2
+2
+2
0
+1
+1
+1
+1
0
+1
+1
+2
+1
+1
+1
+2
0
+1
+1
+1
-2
+4
+2
-5
+2
+1
+1
+1
+1
+1
+1
+1
+1
+2

RACE

Dwarf
Dwarf
Dwarf
Dwarf
Dwarf
Dwarf
Dwarf
Dwarf
Dwarf
Hill Dwarf
Hill Dwarf
Mountain Dwarf
Mountain Dwarf
EIf
EIf
EIf
EIf
EIf
EIf
EIf
EIf
High EIf
High EIf
High EIf
High EIf
Wood EIf
Wood EIf
Wood EIf
Wood EIf
Dark ElIf
Dark EIf
Dark EIf
Dark EIf
Dark Elf
Halfling
Halfling
Halfling
Halfling
Halfling
Halfling
Halfling
Lightfoot Halfling
Lightfoot Halfling
Stout Halfling
Stout Halfling
Stout Halfling

FEATURES

Constitution +2

Speed: 25’ (in Heavy Armour, too)
Darkvision 60’

Advantage on Save vs. poison
Resistance against poison
Weapon proficiency: 2 martial
Tool proficiency: one artisan
Stonecunning

Languages: Common + Dwarvish
Wisdom +1

+1 Hit Point/Level

Strength +2

Armour proficiency: light + medium
Dexterity +2

Speed: 30

Darkvision 60’

Skill Proficiency: perception
Advantage on Save vs. charm
Resilient to sleep

Trance

Languages: Common + Elvish
Intelligence +1

Weapon proficiency: 3 martial
1 cantrip

Languages: one choice
Wisdom +1

Weapon proficiency: 3 martial
Speed: 35’

Mask of the Wild

Charisma +1

Superior darkvision 120’
Disadvantages in sunlight
Drow magic (cantrip + spells)
Weapon proficiency: 3 martial
Small Size (page 44)

Dexterity +2

Speed: 15’

Lucky

Advantage on Save vs. fright
Nimbleness

Languages: Common + Halfling
Charisma +1

Stealthy

Constitution +1

Advantage on Save vs. poison
Resistance against poison

Some Race and Class combinations may exceed the benchmark
maximums listed in Table 01 (page 20), especially when
creating low-Level characters. DMs are encouraged to allow
such exceptions when appropriate for the gaming group.

ANIME 5E | FIFTH EDITION FANTASY ROLE-PLAYING ADVENTURES

POINTS RACE FEATURES
+6 Human +1 to each Ability Score
0 Human Speed: 30’
+1 Human Languages: Common + one choice
+2 Dragonborn Strength +2
+1 Dragonborn Charisma +1
0 Dragonborn Speed: 30’
+2 Dragonborn Breath weapon
+3 Dragonborn Resistance against damage type
+1 Dragonborn Languages: Common + Draconic
-5 Gnome Small Size (page 44)
+2 Gnome Intelligence +2
- Gnome Speed: 15 feet
+1 Gnome Darkvision 60’
+2 Gnome Advantage on Save vs. some magic
+1 Gnome Languages: Common + Gnomish
+1 Forest Ghome  Dexterity +1
+1 Forest Ghome  Minor illusion cantrip
+1 Forest Gnome  Languages: small beasts
+1 Rock Gnome  Constitution +1
+1 Rock Gnome  Artificer’s Lore
+1 Rock Gnome  Tool proficiency: tinker’s tools
+2 Half-EIf Charisma +2
+2 Half-Elf 2 Abilities +1 each
0 Half-EIf Speed: 30
+1 Half-EIf Darkvision 60’
+1 Half-EIf Advantage on Save vs. charm
+1 Half-EIf Resilient to sleep
+2 Half-EIf Skill Proficiency: 2 of choice
+1 Half-EIf Languages: Common + Elvish
+2 Half-Orc Strength +2
+1 Half-Orc Constitution +1
0 Half-Orc Speed: 30’
+1 Half-Orc Darkvision 60’
+1 Half-Orc Skill Proficiency: Intimidation
+1 Half-Orc Relentless Endurance
+1 Half-Orc Savage Attacks
+1 Half-Orc Languages: Common + Orc
+1 Tiefling Intelligence +1
+2 Tiefling Charisma +2
0 Tiefling Speed: 30
+1 Tiefling Darkvision 60’
+3 Tiefling Resistance against fire
+4 Tiefling Infernal Legacy (cantrip + spells)
+1 Tiefling Languages: Common + Infernal
Note that the Point assignments in Table 04 consider both !

the base ability plus additional advantages that accumulate
at higher character Levels. For example, the 4-Point Ticfling
Infernal Legacy ability includes the cantrip known at st Level,
plus the additional spells gained at 3rd and 5th Levels.
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RACES
@
Q/{ b M ARCHFIEND
r 6‘ zg Size: Huge
“We have been travelling with Kaernak for a little over RANK POINTS
a year now, so yeah, I've got something to say about 4 4
his value to us while exploring these unclaimed lands. ; 3
I've seen a tribe of over 100 goblins throw down their
weapons and run away from us in terror once they i .
glimpse his stature. Those few that are stupid enough 2 2
to fight him soon discover their spears and swords just 2 2
bounce off his tough skin. Kaernak is brave and loyal 1 it
and fearsome, and seems to actually enjoy pain because
it feeds his rage and his power. Have you ever seen an 4 4
Archfiend wrestle a dragon to the ground? | have, and 1 1
it’s the most amazing thing | have ever seen!” i 4
A B ; : il 1
Towering up to 30 feet tall and weighing up to an incredible
15 tons, an Archfiend can be a terrifying sight to behold for 2 2
those unaccustomed to their harsh appearance. Their thick,
leathery skin ranges in hues on the blue-black-brown spectrum _1
and is pulled taught over rippling muscles that emphasise their 4 4
incredible power. Many Archfiends carve out their subterranean 4 -4
homes themselves using their innate tunnelling abilities. As a 5 P
greater demon from the Material Plane, Archfiends can exert
minor magical control over their minor brethren to carry out 1 )
their bidding. 18

Adventuring Notes

Archfiends use their size and strength to great advantage
while adventuring, and typically lean towards physical Classes
such as Hunter, Shadow Warrior, and Warder. Their exploration
and social options are limited, though, since they are too big to
fit into cramped dungeons, and few villages and cities have the
facilities to accommodate them.

Base Speed
Huge — an Archfiend’s base speed is 120 feet/round.

Conversion

Archfiends grow in power when injured, gaining 1 Point
to spend on Attributes for every 10 damage received (i.e. when
Hit Points are reduced by 10). Damage that is avoided due to
the Archfiend’s Protected Attribute — and thus the damage does
not reduce Hit Points — is ignored and not considered by the
Conversion Attribute. Archfiends usually allocate these Points
during combat to Attributes that augment their Class features.

Tunnelling

Powerful muscles and an intimate connection with the earth
allow the Archfiend to excavate tunnels up to 1 foot/round,
which is equivalent to 600 feet/hour. They aren’t known for
their craftsmanship, though; their tunnel designs are crude and
functional, rather than carefully sculpted.

Subrace Variation

Members of the most common Archfiend Subrace do not
have wings and thus cannot fly. Massive, leathery wings sprout
from the backs of the Subrace known as Aerial Archfiends,
allowing them to fly up to 90 feet/round (Flight Rank 2) —

+ though they typically lose the Conversion Attribute.

ATTRIBUTE / DEFECT

Augmented (Strength)

Conversion (1 Point per 10 damage)
Edge (Strength dice rolls)

Fast (x4 speed; 120 feet/round)
Features (Darkvision 120" x2)
Language (Common, Infernal)

Massive Damage — Lesser
(+4 Strength Impacts)

Mind Control — Lesser (Demons)
Protected (-4 Standard damage)
Tunnelling (1 foot/round)

Unique Attribute
(x4 Thrown Weapon Distance)

Charisma -1
AC Penalty (-4 AC)
Inept Attack (-4 attack rolls)

Unique Defect
(Big, Heavy, and Obvious)

Vulnerability (Lightning)

TOTAL
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Asrar

“The Wood Elven Kingdom has always co-existed RANK POINTS ATTRIBUTE / DEFECT
peacefully with the Asrai and we welcome them with

i 4 1 Dexterity +1

open arms as our forest neighbours. Our two nations 3
y il Intelligence +1
complement each other: we provide stealth and 5
wisdom in the bush and grass, while they keep watch for 2 Chansma +2
trouble from the skies. They do have the strange habit 1 3 Flight (30 feet/round)
of wandering off unexpectedly in seemingly random 2 2 Language (Common, Elvish, Sylvan)
directions, claiming that nature is guiding them. They i 1 Sixth Sense (Danger)
are children pf the for_es_t'//'ke us, though, so who are we 1 1 Special Movement (Zen Direction)
to judge their eccentricities?”
11 TOTAL

Asrai resemble beautiful Humans in most ways, except for
their small feathered wings that cause many people who see
one to believe they are angelic creatures. They have an inherent
connection to the natural world that guides their daily life, and
were created by the planet goddess itself to serve as stewards
of the land and leaders of the peoples. Asrai typically live in
pastoral forest societies alongside Elves and other woodland
creatures, and are peaceful folks that are always eager to help
those in need. Those Asrai that decide on a life of adventure
instead are sometimes shunned by their tiny community for
acting violently and out of character, though there has always \\\x
been a role for Asrai with martial talents. :

Adventuring Notes

Their gentle nature and modest demeanour often result in
many adventurers underestimating the Asrai. Well-rounded o
and adaptable, Asrai favour Classes that use a diversity of 3
talents, including Bender, Dynamic Spellbinder, Magical Girl/
Guy, and Pet Monster Trainer.

Base Speed

Medium — an Asrai’s base speed is 30 feet/round for both
ground movement and flying.

With their small and agile wings, Asrai do not

need much room to manoeuvre during flight. //

Sixth Sense

Whenever Asrai are in the presence of /
a creature, condition, or environment
that may cause them harm, their

feathered wings encourage alertness by
vibrating intensely with a faint hum.

Special Movement

Their connection with the land will lead an
Asrai’s movements in the right direction when they
are open to receiving such guidance. This can sometimes lead
them to unexpected destinations, but the earth is rarely wrong.

Subrace Variation

A rare Subrace known as the Blessed Asrai have an even
deeper link with nature that allows them to gently reshape their
native lands. The Blessed have Rank 1 Dynamic Power (Nature).
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ﬁliﬂé&mf BLINKBEAST

“Oh, you Elves think that the trees and the bushes are RANK POINTS ATTRIBUTE / DEFECT
your allies. But you merely adopted the forest. We are 1 1
born in it, moulded by it. We are one with it, and | can
feel every step you take, hear every breath you exhale,
while you think you are hiding so cleverly in the leaves.
Blinkbeasts may not be as pretty or elegant as you and

Alternate Identity (Human Form)
Dynamic Powers — Lesser

1 5 (Vegetation; Area: 30’ -2;
Concentration +1; Unpredictable +1)

your Asrai cousins, but we are a prideful race and we 1 1 Language (Colmmon, Sylvan)
demand the respect we deserve as forest protectors.” 2 6 Teleport (100°)

-2 Dexterity -2

-1 Charisma -1

Blinkbeasts are often feared and misunderstood, but they are
rarely respected. They are natives of the Bloom — an insidious 10 TOTAL
realm of fierce trees and murderous beasts — and survive on
their rapid teleportation and mastery of plant life. In spite of
their power, Blinkbeasts elicit contempt from many sylvan and
demonic woodland creatures due to their binary nature — they
are both beast and Human. Their skin tones range across the
rainbow spectrum from purple to red, and shift in patches
from flesh to wood.

Adventuring Notes

Though often clumsy and lacking the elegant presence of
most woodland creatures, Blinkbeasts are a crafty Race with
a dual identity that helps them blend into society. They are
drawn to Classes that integrate well with their forest origins,
including Hunter, Ninja, and Warder.

Base Speed
Medium — a Blinkbeast’s base speed is 30 feet/round.

Alternate Identity

In addition to their natural form, all Blinkbeasts have a second
identity as a Human (or occasionally, a different humanoid).
Their Human form shares none of their wooden features and
is normally indistinguishable from other Humans.

Dynamic Powers — Lesser

From birth, Blinkbeasts have a deep spiritual connection with
the trees, bushes, grasses, and flowers in their immediate area
(30’ radius). They can tap into the vegetation’s life energy
and manipulate it in many ways, though their control is
rudimentary unless practiced and perfected. Their use
of Dynamic Powers can produce unpredictable results
should they not establish sufficient control.

Teleport

The “blink” in Blinkbeast is rooted in their
teleportation talents that allow them to instanty
disappear and translocate to any perceived or known
destination up to 100 feet away.

Subrace Variation

¢ Instead of only one Human identity, the Multi Blinkbeast

/ Subrace has a total of six wildly varying humanoid forms that
manifest upon puberty (Alternate Identity Rank 6 total). These
/‘ forms often resemble familiar sylvan creatures (Elves, Satyr,
: goblins), though further-ranging Races are not impossible.
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‘Demonaga DM

“Yeah, Flaergon took some getting used to, no doubt. RANK POINTS ATTRIBUTE / DEFECT
We Dwarves tend not to trust those we can’t see

eye-to-eye with, and Demonaga are so bloody huge! g # G e
| can’t deny that she has an extensive network of 4 5 fe il elc: el
merchants and collectors that helps us track down 1 1 Fast (x2 speed; 60 feet/round)
valuable artefacts, though — connections that are worth 3 9 Immunity (Fire)
her weight in gold. Well, maybe just my weight. She ) ) Language
holds her own in battle, too, and I’'ve come to trust her (Common, Draconic, Primordial)
guarding my back where my axe can’t reach. And she ) ) Massive Damage — Lesser
has literally pulled our party’s arses from the fire on (+2 Strength Impacts)
several occasions, if you can believe it. Neither of us is 2 2 Protected (-2 Standard damage)
the hugging type, but | gladly call her a friend.” : ; Unique Attribute
(x2 Thrown Weapon Distance)

Created as a magical fusion between a naga serpent and a 2 W|sd.om 2

summoned flame demon over a millennium ago, Demonaga -2 Charisma -2

can measure up to 16 feet from horns to tail. They comfortably 2 2 AC Penalty (-2 AC)

project a height of up to seven to eight feet, with their tail 2 -2 Inept Attack (-2 attack rolls)
trailing behind for balance and attacks. Their scaly hide, Unique Defect
fearsome horns, and chiselled features make for an impressive (Big, Heavy, and Obvious)
sight. The lines of flame that radiate from their torso, eyes, and

; o y L 14 TOTAL
mouth complete their terrifying visage. A Demonaga’s hairless
skin tones tend towards the muted browns and greens, though
red and purple hues are also possible.

Adventuring Notes

Once a solitary mountain Race, Demonaga have been
expanding their range over the past hundred years and have
limited success integrating into humanoid society. They enjoy
challenging assumptions about their nature, and often select
Classes that align with this goal, including Broker, Pet Monster
Trainer, and Psionicist.

Base Speed

Large — a Demonaga’s base speed is 60 feet/round.

Edge — Saving Throw
Demonaga are naturally resistant to the mystical arts and
gain an advantage to all Saving Throws vs. magic.

Immunity

With their demonic origins from a hellscape plane, they are
immune to fire and heat.

Language

Demonaga have retained their native Primordial elemental
language throughout the centuries (with Ignan speciality), and
have also learned Draconic from their mountain dragon allies.

Subrace Variation

Aqua Demonaga are a rare hybrid variation that combined
a naga with a water demon rather than a flame demon.
Aquas are not immune to fire, but instead can breathe
and live underwater (Rank 1 Resilient: Underwater).
Additionally, they can detect nearby sources of water
(Rank 1 Sixth Sense) and swim at incredible speeds
(Water Speed Rank 3 — 300 feet/round). Aqua Demonaga

and Fire Demonaga are mortal enemies.
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RACES

Fasry

“Halflings have always had good relations with Fairies
because we enjoy their playful approach to life. No need
to take everything so seriously! I've been on several
adventures with them, and they put on quite a light
show. It confuses those stupid kobolds and goblins so
easily. It was effortless sneaking into their camp and
steal—, I mean liberating, the ill-gotten treasure. It’s
difficult to land a punch on a fairy — they are so fast,
flittering across the sky — but they can be knocked flat
by only a single hit since they are so delicate. You know
what they say about it all being fun and games....”

Fairies are minute, pixie-like sprites that maintain a psychic
connection to the wild. They are usually no more than eight
inches tall but are surprisingly proud and charismatic for their
stature. They fly rather quickly for their size on shimmering
wings, which they vastly prefer to walking. Many are skilled
at weaving webs of deception using their control of light to
fool unsuspecting targets, and they sometimes have animal
companions as well. Most Fairies are good and honourable by
nature, but dark forces have corrupted some; the humanoids’
despoiling of their wilderness lairs has angered others.

Adventuring Notes

Fairies frequently have positive relations with other fey and
woodland denizens, though their mischievous nature often
annoys their forest neighbours. As befitting their small stature,
Fairies often select less physically aggressive Classes, including
Adventurer, Dynamic Spellbinder, and Psionicist.

Base Speed

Diminutive — a Fairy’s base speed is 4 feet/round, though
they fly at 90 feet/round.

Control Environment

Fairies have rudimentary control over light in their
immediate area (10’ radius) that they typically use to confuse
territorial invaders, search for missing objects, or assist lost
travellers. They also set small light spheres dancing throughout
the area during celebrations and mating displays.

Features

Fairies have exceptional directional sense and thus rarely lose
their way. They also emit no scent and are difficult to track.

Spell-Like Ability

Fairies can cast Major Image illusion from Fifth Edition PHB:
a 20’ diameter multi-sensory illusion with a 120’ range and
10-minute duration. Fairies ignore the spell’s Level restriction.

Subrace Variation

Making their homes in mountain ranges, Rock Fairies are
cousins of the Woodland Fairies that are so large (up to 2-feet

tall) they are often called Giant Fairies. They are Tiny instead of

Diminutive, and also gain +1 Constitution as well.

FAIRY

Size: Diminutive

RANK
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ATTRIBUTE / DEFECT

Wisdom +1

Charisma +2

AC Bonus (+6 AC)

Combat Mastery (+6 attack rolls)
Control Environment (Lights)
Features (Direction Sense, Scentless)
Flight (90 feet/round)

Heightened Senses (Smell)
Language (Common, Elvish, Sylvan)
Spell-Like Ability (Major Image)
Unique Attribute

(Small, Light, and Unobtrusive)
Degraded (-8 Strength)

Limited Damage
(-6 Strength Impacts)

Obstacle (Strength dice rolls)
Slow (+8 speed; 4 feet/round)
Susceptible (+6 Standard damage)

Unique Defect
(Thrown Weapon Distance +8)

TOTAL




RACES

ey

“When our party entered the inn, we froze in our tracks.
Hundreds of bulging black orb eyes turned in our
direction, seemingly staring into our very souls. We had
heard rumours of these bizarre Grey tribes, but had
never encountered one in our dozen years of adventuring.
Suddenly, we had entered one of their hive gatherings.

A large cloth banner hung from the inn’s rafters with

the phrase ‘Leadership Conclave’, and it was clear we
needed to find another place to bed down for the night.”

The Grey are an advanced space-faring Race who expand
their knowledge by travelling between planets and gathering
both information and samples. They vary in height from four
to six feet tall, with large almond eyes, inverted teardrop head,
and hairless grey skin. Over two centuries ago, a Grey science
vessel encountered a space-time anomaly that transported
them to the fantasy world they now inhabit, leaving them
stranded with none of their ship equipment. Over numerous
decades, the Grey have settled into their new home world and
spread throughout many civilisations across several continents.
None of the original stranded Grey are still alive, though their
galactic legacy is remembered by their descendants.

Adventuring Notes

The Grey are a hard-working Race that have a unique
perspective regarding the boundaries between science and magic.
They favour Classes that make use of their intellect, including
Dynamic Spellbinder, Psionicist, and Techknight.

Base Speed
Medium — a Grey’s base speed is 30 feet/round.

Features

Though they prefer the surface, Grey share the Darkvision
trait common amongst subterranean Races. They are also naturally
ambidextrous. In addition to speaking the Common tongue,
they can communicate with sonar pulses in the ultrasonic range.

Heightened Senses

Grey have an extreme hearing advantage compared to most
Races, and have thousands of discriminating receptors on their
tongues that enhance their sense of taste as well.

Mind Control

Millennia of genetic enhancement has allowed the Grey to
exert minor psychic control over touched creatures.

Spell-Like Ability
Grey can cast Cure Wounds from Fifth Edition PHB, restoring
1d8 + Proficiency Bonus Hit Points to a touched target.

Subrace Variation

The rare Elite Grey Subrace — traditionally leaders
amongst their kind — has expanded Mind Control
abilities: Rank 3 with the Area Enhancement -2 (one
target in a 30’ radius).
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GREY
Size: Medium
RANK POINTS ATTRIBUTE / DEFECT
2 Intelligence +2
Features (Ambidexterity, Darkvision 60’,
3 3 ) Bl
Ultrasonic Communication)
2 2 Heightened Senses (Hearing, Taste)
1 3 Mind Control (Basic, non-aggressive)
2 2 Spell-Like Ability (Cure Wounds)
12 TOTAL




CH-3 RACES

H alf-Dragon HALF-DRAGON

“When | decided to form an adventuring party to discover RANK POINTS ATTRIBUTE / DEFECT
fame and fortune, | specifically chose to recruit a Half-

; 5 i Strength +1
Dragon for the team. Laisera has been worth her weight g
? / , . 3 i Constitution +1
in gold, if you’ll excuse the pun, and after travelling with y
her for three years, | certainly count her as one of my 3 Flight (3_0 feet/round.)
few friends. Her fire breath has saved us more than once 3 Immunity — Lesser (Fire)
when we’ve been backed into a corner while dungeon 1 1 Language (Common, Draconic)
crawling — especially when she scorches monsters from Weapon: Fire Breath (2d6 damage;
above. Laisera has quite a temper, though, so don’t piss 4(3) 4 Continuing -1; Range: 30’ -2;
her off, okay? So ... are you ready to sign on with us?” Spreading: 3 targets -2; Save +4)

13 TOTAL

Some shapeshifting gold dragons are occasionally impressed
enough with a humanoid (usually a great mage or hero) to take
them as a mate. The coupling may produce a Half-Dragon
offspring. The typical Half-Dragon is humanoid with small
wings, curving horns, and a reptilian tail. They tend to be feisty
individuals — thematically suited to their fire-based breath
weapon — but often have trouble fitting in with either of their
parents. Consequently, they typically either live in exceptionally
cosmopolitan areas or spend their time wandering the wilds.

Adventuring Notes

Half-Dragons make formidable opponents while adventuring,
and even better allies; most are fiercely loyal to their friends.
They prefer action and thus have an affinity for aggressive
Classes, including Ninja, Samurai, and Shadow Warrior. Half-
Dragons also fit well with the Isekai Student Class — their Human
body gaining draconic properties when they cross over.

Base Speed

Medium — a Half-Dragon’s base speed is 30 feet/round for
both ground movement and flying.

Flight
Possessing only small leathery wings means a Half-Dragon
does not require much space to manoeuvre during flight.

Immunity — Lesser

Since they share traits with both parents, Half-Dragons have
inherited partial resistance to fire rather than full immunity.
Any fire- or heat-related damage is reduced by half.

Weapon

Half-Dragons can breathe a 30-foot cone of flame that can
target up to three opponents in a line or tight formation. The
fire inflicts 2d6 damage upon a successful hit, plus one-quarter
that damage the next round as the flames continue to scorch
the targets’ skin. Targets caught in the flame cone can avoid
or reduce damage with a successful Dexterity Saving Throw
against DC 10 + Half-Dragon’s Proficiency Bonus.

Subrace Variation

i Though Gold Half-Dragons are the most common type,

other metallic dragons have also been known to take humanoid
/ " mates and have children. The Half-Dragon’s Lesser Immunity
# and breath Weapon change according to the dragon type:

/R Hghtning for Bronze, acid for Copper, and cold for Silver.
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RACES

H alf-Troll

“I met Isbjorn in a city alleyway one night when he saved
me from a gang of cutpurses who were anxious to take
advantage of my drunken stupor. He could have just left
me at their mercy — he had nothing to gain by interfering.
Yet, interfere he did. He gently carried me to his room
and stayed with me until | slept off the ale by the next
afternoon. Isbjorn was kind and gentle, but shy and

so unsure of himself. Trying to get him to talk was like
convincing a dragon to let you borrow some coins! | kept
at him over the next several days, though, and | hired
him to guard me on my next caravan. That was six years
ago, and we’ve been happily married for the last five.”

On those rare occasions when a troll mates with a humanoid,
the resulting offspring takes on few monster traits; they retain
much of their humanoid sensibilities and physical appearance.
A Half-Troll’s skin usually has a pale green or brown tone,
allowing them to pass as a Half-Goblin or even a Half-Orc —
and thus avoiding the inevitable glares and probing questions
from strangers. Their most significant tie to their troll origins
lies in their incredible regenerative ability.

Adventuring Notes

Usually searching for companionship and their place in
the world, Half-Trolls can make an excellent addition to an
exploration party due to their ability to quickly recover from
injury and keep going. They typically prefer to serve as support
for the team, and thus favour Classes like Bender, Dynamic

Spellbinder, and Magical Girl/Guy.

Base Speed
Medium — a Half-Troll’s base speed is 30 feet/round.

Heightened Senses

Like their troll parent, Half-Trolls have an exceptionally
keen sense of smell, with both enhanced range and precision.

Language
Most Half-Trolls have picked up multiple languages to help

them integrate with various societies. These usually include
Draconic, Goblin, and Orc.

Regeneration

Half-Trolls regenerate up to an astounding 4 Hit Point each
round. Their bodies will even naturally repair traumatic injuries
within several days, including severed limbs and severe organ
damage. Unlike their troll parent, though, their regeneration
ability is not negatively impacted by acid or fire damage; all
bodily trauma is regenerated in the same manner.

Subrace Variation

When the parent is a member of the water troll Subrace, the
child is similarly part of the uncommon Water Half-Troll Subrace.
Such characters can breathe for extended time underwater
(Rank 1 Resilient: Underwater) and can also swim quickly
(Water Speed Rank 2 — 90 feet/round). They lose their darkvision
feature, but instead gain Heightened Senses: Taste.
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HALF-TROLL
Size: Medium
RANK POINTS
1
1 s
1 1l
3 3
4 4
-1
9

ATTRIBUTE / DEFECT

Wisdom +1

Features (Darkvision 60’)
Heightened Senses (Smell)
Language

(Common, Draconic, Goblin, Orc)
Regeneration (4 HP/round)
Constitution -1

TOTAL
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RACES

JH aud

“We didn’t have a chance against the invaders. One of
them looked like a giant lizard but struck with the speed
of a cobra. | know Gralx and his archers hit it in the face
with two poisoned arrows, but it didn’t slow down. It
Just licked the blood off its face with a long black tongue
and kept on coming. So we had to run, see? Mercy!”

The Haud are an intelligent and aggressive Race with both
reptilian and serpentine traits. They favour warm, swampy
habitats that they build into comfortable homes and gathering
grounds. They are less primitive than their lizardfolk cousins,
and tend to congregate in small societal pockets based on
democracy and rationality — not “might makes right”. Their
sharp claws and balancing tails help them react quickly in
combat, which they use to their deadly advantage.

Adventuring Notes

Though a steamy swamp provides the ultimate in comfort,
some Haud leave their boggy homes and venture into larger
humanoid societies to explore, learn, and battle for riches. They
typically select Classes that complement their natural physical
advantages, including Adventurer, Hunter, and Warder.

Base Speed
Medium — a Haud’s base speed is 30 feet/round.

Edge
Haud rapidly assess combat situations, granting them an
advantage on Initiative rolls.

Extra Actions
Precise reflexes and quick minds further assist the Haud in
combat, granting them an Extra Action each round.

Heightened Senses
A Haud’s long tongue and huge eyes have heightened their

sense of taste and sight.

Immunity — Lesser

Their constant exposure to noxious swamp fumes and harsh
diet gives the Haud partial resistance to poison rather than full
immunity. Damage from poison is reduced by half.

Special Movement
Haud can use their claws for gripping and tail for balancing
to crawl along all but the smoothest vertical surfaces.

Bane and Obstacle

The Haud’s body cannot withstand the cold. Exposure to
temperatures below freezing inflicts 1d8 damage/round, and
they suffer a disadvantage when making Saving Throws vs. cold.

Subrace Variation

The Leaping Haud Subrace has increased musculature
(Strength +2) that helps them jump great distances — up to 10
times that of a normal Haud (Jumping Rank 2).

i

HAUD

Size: Medium

RANK
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POINTS

ATTRIBUTE / DEFECT

Intelligence +1

Edge (Initiative)

Extra Actions (1 Extra Action/round)
Features (Darkvision 60’)
Heightened Senses (Taste, Vision)
Immunity — Lesser (Poison)

Language
(Common, Draconic, Goblin)

Special Movement (Wall-Crawling 2)
Charisma -1

Bane (Cold)

Obstacle (Saving Throws vs cold)

TOTAL




RACES

Kodama

“So there | was clearing the tables just before closing
when in walked a half-dozen foot-tall ghosts! | nearly
dropped the empty ale mugs on the floor they gave

me such a fright. Turns out they weren’t ghosts at all,
but a race of forest spirits called Kodama. So polite and
charming! These Kodama came to the tavern looking for
a place to stay the night because they were tired from
sending a demon back to hell. It’s the truth, that’s what
they told me. After | saw them walk right through the
walls heading to the water closet, | believed it, too.”

Kodama are tiny natural tree spirits that stand just over a foot
tall, with humanoid bodies, pale white skin, enlarged heads,
and bulbous (rather than delicate) features. Their connection
with the natural environment grants them numerous talents,
including the ability to change into liquid, gas, or incorporeal
states at will. Kodama can also peer briefly into the past, cure
wounds, and banish beings to other dimensions. In the natural
wilds, they form small tribal groups with other Kodama for
mutual companionship.

Adventuring Notes

Kodama usually don’t engage in the politics of their worlds,
but some curious individuals have been known to venture
beyond their natural homes and into more urban settings to
explore and learn about other societies. They tend not to wear
armour or carry complex weapons, and thus favour Classes
such as Broker, Magical Girl/Guy, and Pet Monster Trainer.

Base Speed
Tiny — a Kodama’s base speed is 8 feet/round.

Change State

Over the course of one round, Kodama can change their
body into multiple states of matter — liquid, gaseous, or
incorporeal. This allows them to blend into any environment
to hide and observe, escape, or travel.

Postcognition
With a brief thought, Kodama can see events that occurred
in their immediate area up to one hour into the past.

Spell-Like Abilities

Kodama have access to two spells from Fifth Edition PHB.
Cure Wounds restores 1d8 + Proficiency Bonus Hit Points to
a touched target. Banishment can send one target to another
plane of existence — either to a harmless demiplane (for creatures
native to the Kodama’s current plane) from where they will
return in one minute, or to the banished target’s native plane

permanently. Kodama ignore the spell Level restriction for %

‘.,

\

Banishment.

Subrace Variation

The powerful Void Kodama Subrace does not possess
the ability to cure wounds. Instead, they can negate ;/-;"'
up to two Ranks of a touched target’s Attributes that *
derive their source of power from magic (Nullify Rank 2).

A
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KODAMA
Size: Tiny
RANK POINTS ATTRIBUTE / DEFECT
il Wisdom +1
4 4 AC Bonus (+4 AC)
Change State (Liquid, gaseous,
3 9 :
and incorporeal)
2 2 Cognition (Postcognition)
4 4 Combat Mastery (+4 attack rolls)
1 1 Language (Common, Sylvan)
5 5 Spell-Like Ability (Banishment)
2 2 Spell-Like Ability (Cure Wounds)
) ) Unique Attribute
(Small, Light, and Unobtrusive)
4 -4 Degraded (-4 Strength)
4 2 Limited Damage
(-4 Strength Impacts)
4 -4 Obstacle (Strength dice rolls)
2 -2 Slow (+4 speed; 8 feet/round)
4 -4 Susceptible (+4 Standard damage)
2 9 Unigue Defect
(Thrown Weapon Distance +4)
10 TOTAL
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CH-3 RACES

ekojin

“Katra is the life of the party — literally, as in our dungeon RANK POINTS ATTRIBUTE / DEFECT
adventuring party. She’s always go, go, go. She picks 2
up sounds that none of us can hear, giving us ample
warning of the monsters we can expect to meet around
the corner. And that girl is luck incarnate! I've seen her
run through a trap-filled corridor without a scratch while
we all struggle to avoid getting impaled or squashed!”

Dexterity +2

2 Edge (Initiative)

1 Features (Darkvision 60)

1 Heightened Senses (Hearing)
2 Mulligan (4 re-rolls/session)
1 Special Movement (Cat-Like)

Easily Distracted
(Things that distract cats)

S5 TR SR = ¥}

A Nekojin is a humanoid with large cat ears, a tail, and some -1
feline facial features and behavioural traits. Some have some fur

as well — with colours and textures as diverse as actual felines — 8 TOTAL
though it might only cover a portion of the body. It is unclear
if a Human and a cat were genetically fused in a laboratory,
if they mixed during an evolutionary process, or if they are
simply a separate species. The majority of scholars support

the last supposition. Most cat people in anime tend to be / -

female, very genki (highly energetic and cheerful), and
extremely agile.

Adventuring Notes

Nekojin typically love to explore as part of an
adventuring group, and they keep teammates on their
toes with enthusiasm. Nekojin fit well with the Isekai
Student Class — their Human body gaining feline properties
during their interdimensional exile. The Bender, Broker, and
Techknight Classes are also common.

Base Speed
Medium — a Nekojin’s base speed is 30 feet/round.

Edge
A Nekojin’s natural energy and high Dexterity grant them
an advantage on Initiative rolls.

Heightened Senses

Their feline ears have evolved to pick up sounds beyond a
range that is audible to other humanoids.

Mulligan
Nekojin are blessed with good fortune and outright luck.
They can re-roll dice up to four times each game session.

Special Movement

Quick reflexes and a flexible body help the Nekojin to
always land on their feet after a fall. They usually only suffer
half damage from impact when landing (see page 179).

Easily Distracted

Balls of yarn, the smell of meat, light beams, and small
rodents instinctively capture a Nekojin’s attention.

Subrace Variation

Panthera are a stronger, more fearsome Nekojin Subrace,
v ,  with black skin and sharp teeth. They gain +1 Strength,
: / +1 Constitution, and Rank 2 Weapon: Fangs that inflict
; 1d6 + Strength Bonus damage. They do not possess Mulligan.
rd

i
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RACES

‘Parasite

“I've come to terms with this thing living inside me. It
acts on instinct. It isn’t evil or good because it’s just an
animal. My choices determine my morality. Of course, |
wish | didn’t fall into that underground crypt lake where
it was waiting — but it isn’t all bad. | react more quickly
and you’ve seen the damage that my arm blades can do.
But yeah, I'd have this Parasite extracted if | could.”

This form-changing species require host bodies with which
to bond, and consequently a second Race is assigned to reflect
this dual identity. These oily-black Parasites live within their
host and constantly struggle for dominance and control of
its body. Once bonded, a Parasite grants several combat and
survival abilities to its host, including stretching and reforming
limbs into deadly sharp weapons. Parasites are immune to
electricity but have a weakness to loud sounds, which disrupt
their malleability and control over their host. Parasites
reproduce through asexual binary fission independently from
their hosts’ procreation methods.

Adventuring Notes

Parasites have the neutral morality of an animal and co-exist
with their host once a balance is established after bonding.
Consequently, their demeanour and team contributions can
vary as widely as that for any humanoid. Parasite hosts are
typically attracted to physically aggressive Classes such as
Hunter, Ninja, and Samurai.

Base Speed

Medium — a Parasite’s base speed is 30 feet/round.

Flasticity

A Parasite grants significant elasticity to two limbs (often
arms) of a host’s body, allowing stretching up to five times their
normal dimensions.

Extra Actions — Lesser

With two bodies in a single unit, a Parasite gains an
additional action each round. The Extra Action cannot be used
to attack or cast spells, but is otherwise unrestricted.

Immunity

AParasite’sbody composition providesimmunity to lightning
and electrical damage to their host.

Massive Damage — Lesser

Parasites have a natural understanding of how bodies function,
allowing them to inflict an additional 1d8 unarmed attack damage.

Weapon
Sharp blades can project from their host’s body that inflict
unarmed damage similar to a longsword (1d8 + Strength Bonus).

Subrace Variation

Parasites do not have Subraces. Since they bond to a host
body, though, such characters often have two Races assigned
(such as Parasite and Human, Parasite and Fairy, etc.). Such a
character gains the Attributes and Defects of both Races.
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PARASITE
Size: Medium
RANK POINTS
2 4
il 2
2 6
4 4
D) 2
1 -2
16

ATTRIBUTE / DEFECT
Elasticity (Two limbs stretch 5x;
+4 grappling checks)

Extra Actions — Lesser
(1 Extra Action/round; not attacks)

Immunity (Lightning)
Massive Damage — Lesser
(+1d8 unarmed attacks)

Weapon: Extending Blades
(1d8 slashing damage)

Bane (Loud Sounds)
TOTAL

N
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RACES
r SATYR
d Size: Medium
“Why would | take myself too seriously? Life is about RANK

exploring and having fun. We beat up monsters, take
their stuff, and move onto the next dungeon. It’s that
awesome! You should see me go; I’'m like voom-gone!
No one can catch up with me. I’ll jump behind them —
stab, stab, stab —and let my party get in some shots too.
Then | get to — hey, look how cute that bunny is!”

Playful Satyrs, with their Human torsos and goat lower halves,
make their traditional homelands in isolated mountainous
regions. Their natural speed, heartiness, and leaping prowess
help them thrive in places where other folks would struggle.
While they are a fun-loving people, most Satyrs have learned to
keep to themselves to avoid conflict with goblins and Humans.

Adventuring Notes

Retaining their childlike enthusiasm throughout their lives,
Satyr make for interesting adventuring companions. They jump
into new experiences — sometimes with reckless abandon — yet
work well as part of a larger team. They are typically quick to form
bonds with the rest of their party with their infectious positive
attitude. They prefer the more active Classes such as Dynamic
Spellbinder, Magical Girl/Guy, and Pet Monster Trainer.

Base Speed
Medium — a Satyr’s base speed is 60 feet/round (Fast Rank 1).

Extra Actions — Lesser

Fast on their hooves, Satyrs gains an additional action each
round. The Extra Action cannot be used to attack or cast spells,
but is otherwise unrestricted.

Fast

Satyrs are natural runners. They have an enhanced movement
speed twice as fast as would be normal for their size.

Jumping
Their powerful goat haunches propel Satyrs through the air
with incredible leaps up to three times their normal distance.

Easily Distracted

Whether only a few years old or many decades into their
lives, Satyrs are still distracted by shiny, fun, and playful things
that hold a child’s interest. This includes sweets, toys, music,
laughter, cute animals, and dramatic action.

Subrace Variation

In addition to the normal Mountain Satyr, two Subraces
may be encountered: Forest Satyr and Under Satyr.

As their name implies, Forest Satyr make their homes in
woodlands. They have significantly larger horns that they
use to impale targets during a charge (a Weapon Rank 2 that
inflicts 2d4 + Strength Bonus damage).

Under Satyr live most of their lives underground in caves
and tunnels. They have Rank 1 Features (Darkvision 60°) and

. partial resistance to acid damage (Immunity — Lesser Rank 2).

[

POINTS

ATTRIBUTE / DEFECT

Constitution +1
Charisma +1

Extra Actions — Lesser
(1 Extra Action/round; not attacks)

Fast (x2 speed; 60 feet/round)
Jumping (3x normal distance)
Language

(Common, Elvish, Sylvan)

Easily Distracted
(Things that distract children)

TOTAL
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ome

“Skootch is, by far, the most interesting companion I've
ever had. They tend to shy away from cities when we
travel, so we stay in smaller villages or camp under the
stars. | think they find dealing with too many humanoids
tiresome. When we come across abandoned ruins or an
ancient crypt, though, Skootch is always up for exploring
and knocking some heads. They’re a shrewd negotiator,
both with our party and with town merchants when we
barter our found treasures for travel goods. They bring
a new definition to the term ‘slimy bastard’. I’'m not sure
we would call ourselves ‘friends’ yet, but we are close.”

These intelligent drops of dense goo are typically the size
of a wine cask and the shape of a teardrop or onion — though
some unusual Slimes are as small as a thimble or as large as a
tavern. Although some Slimes have small wings and can fly,
most are wingless and scoot merrily along the ground. Slimes
are not as fluid as they seem; they can be caged if the bars
are packed close together. There are dozens of Slime varieties,
and each Subrace has a distinct magical ability according to
its colour. Most Slime civilisations of villages and towns are
composed of a monochromatic population (all blue, all red,
all copper, etc.), though “polychrome” towns are not unique.

Adventuring Notes

Much to their frustration, Slimes are often disregarded as
unintelligent monsters. They are typically well aware of their
limitations in humanoid societies, though, and approach such
interactions accordingly. They select Classes that accommodate
their physicality, including Adventurer, Broker, and Warder.

Base Speed

Small — a Slime’s base speed is 15 feet/round.

Elasticity

Slimes have great control over their physical dimensions and
can distort their body up to five times their normal size.

Regeneration
Their highly malleable bodies allow Slimes to J

regenerate two Hit Points each round.

Special Movement
Slimes effortlessly maintain a low profile while
slithering across land.

Unique Defect

To the frustration of tavern servers and the
cleaning staff at inns, Slimes leave a thin yet
slippery slime trail behind them.

Subrace Variation

The stats provided here are for the most common Blue
Slime, though dozens of other Slime colours and sizes can be
found across the world. Such variant Slimes exhibit Attributes
such as Features, Flight, Healing, Immunity, Mimic, Mind
Control, Size Change, Supersense, Telepathy, and Weapon.
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SLIME
Size: Small
RANK POINTS ATTRIBUTE / DEFECT
1 Constitution +1
2 Charisma +2
2 2 AC Bonus (+2 AC)
5 10 Elasticity (Ent‘ire body stretches 5x;
+10 grappling checks)
2 2 Combat Mastery (+2 attack rolls)
1 1 Language (Common, Undercommon)
) 2 Regeneration (2 HP/round)
i 1 Special Movement (Slithering)
1 1 Unique Attribute i
(Small, Light, and Unobtrusive)
) 9 Limited Damage
(-2 Strength Impacts)
4 -4 Obstacle (Strength dice rolls)
1 -1 Unique Defect (Leaves Slime Trail)
1 -1 Slow (+2 speed; 15 feet/round)
2 -2 Susceptible (+2 Standard damage)
1 1 Unigue Defect _
(Thrown Weapon Distance +2)
11 TOTAL
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RACES

Size Templares

Size templates help describe the modifiers your character
receives for being any size other than Medium (i.e. Human-sized).
Anime 5E sizes are shown in Table 05 along with a summary of
effects. In brief, larger characters gain the following modifiers
compared to smaller characters: taller, heavier, stronger, faster,
enhanced throwing distance, more damaging, less susceptible
to standard types of damage (including bludgeoning, piercing,
and slashing; see page 173), easier to hit, have difficulty hitting
targets, and have restrictions on spaces in which they can fit.

The Attributes and Defects associated with Size Templates
cross all Race boundaries and are created to have the widest
application possible. Each size larger than Medium consists of a
package of Attributes and Defects that costs a total of 5 Points:
Large = 5, Huge = 10, Gargantuan = 15. Conversely, each size
smaller than Medium returns 5 Points to the character (i.e. the
value of Defects exceed the value of the Attributes by 5 Points):
Small = -5, Tiny = -10, Diminutive = -15.

If your character is approximately the same size as a Medium
Human - ranging from 4’ to 8 tall, which applies to most
Races in Anime 5E — you can ignore this size template section.

EXAMPLE: SMALL SIZE TEMPLATE

RANK POINTS ATTRIBUTE / DEFECT

2 2 AC Bonus (+2 AC)
2 2 Combat Mastery (+2 attack rolls)
1 1 Unique Attribute _

(Small, light, and unobtrusive)
2 -2 Limited Damage (-2 Strength impacts)
4 -4 Obstacle (Strength dice rolls)
1 -1 Slow (+2 speed)
2 -2 Susceptible (+2 Standard damage)
1 1 Unique Defect _

(Thrown weapon distance +2)

-5 TOTAL

EXAMPLE: HUGE SIZE TEMPLATE

RANK POINTS ATTRIBUTE / DEFECT
4 4 Augmented (Strength)
4 4 Edge (Strength dice rolls)
2 2 Fast (x4 speed)
4 4 Massive Dam_age — Lesser
(+4 Strength impacts)
4 4 Protected (-4 Standard damage)
) 5 Unique Attribute _
(x4 Thrown weapon distance)
4 -4 AC Penalty (-4 AC)
4 -4 Inept Attack (-4 attack rolls)
2 -2 Unique Defect (Big, heavy, and obvious)
10 TOTAL

Look at Table 05 and select the size associated with your
character’s Race. Then select an appropriate weight for that
size. Record the size modifiers in terms of the Attributes and
Defects detailed below (larger sizes in red; smaller sizes in blue):

Height and Weight Modifier
Each x2 Height and x8 Weight adds a Unique Defect
(Big, heavy, and obvious) [-1 Point]

Each +2 Height and +8 Weight imposes a Unique Attribute
(Small, light, and unobtrusive) [+1 Point]

Strength Bonus

Each increase in bulk multiplies lifting and carrying capacity
by x5 (that’s x5/x25/x125) and adds 4 Strength [+4 Points]

Each decrease in bulk divides lifting and carrying capacity
by +5 (that’s +5/+25/+125) and removes 4 Strength [-4 Points]

Large and Small sizes do not gain +4/-4 Strength modifier, but
lifting/carrying capacity is changed. [+0 Points for Large/Small]

Strength Check Dice
An advantage on Strength-related checks for all sizes above
Medium adds 4 Ranks of the Edge Attribute [+4 Points]

A disadvantage on Strength-related checks for all sizes below
Medium imposes 4 Ranks of the Obstacle Defect [-4 Points]

Strength Damage Inflicted Modifier
Each +2 Strength-related damage modifier adds 2 Ranks of
the Massive Damage — Lesser Attribute [+2 Points]

Each -2 Strength-related damage modifier imposes 2 Ranks
of the Limited Damage Defect [-2 Points]

Strength Damage Received Modifier
Each -2 resilience modifier to Standard type damage (page
173) adds 2 Ranks of the Protected Attribute [+2 Points]

Each +2 vulnerability modifier to Standard type damage
(page 173) imposes 2 Ranks of the Susceptible Defect [-2 Points]

Armour Class Modifier
Each -2 Armour Class detriment imposes 2 Ranks of the
AC Penalty Defect [-2 Points]

Fach +2 Armour Class benefit adds 2 Ranks of the
AC Bonus Attribute [+2 Points]

Attack Modifier
Each -2 attack penalty imposes 2 Rank of the Inept Attack
Defect [-2 Points]

Each +2 attack bonus adds 2 Ranks of the Combat Mastery
Attribute [+2 Points]

Throwing Distance Modifier
Each x2 distance adds a Unique Attribute (x2 Thrown
weapon distance) [+1 Point]

Each +2 distance imposes a Unique Defect (+2 Thrown
weapon distance) [-1 Point]

Speed Modifier
Each x2 speed adds 1 Rank of the Fast Attribute [+1 Point]

Each +2 speed imposes 1 Rank of the Slow Defect [-1 Point]
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FITTING IN Wee Folk

Although playing characters smaller than Medium may not
limit adventuring options the same way as playing someone
larger, a character’s modest proportions will present their own
unique challenges. Children are often Small-sized (as are
numerous humanoid Races, such as Halflings and Gnomes),
and thus most fantasy settings can accommodate Small sizes easily
enough. Tiny and Diminutive characters may have a difficult
time finding appropriately sized clothing, armour, weapons,
and adventuring gear, and they have limited carrying capacity.
And, of course, their heavy damage penalties and susceptibility
to physical injury pose significant combat and adventuring risks.

Assigning a size template larger than Medium may greatly
restrict the character’s ability to fit in with society and embark
on standard fantasy RPG adventures. It’s difficult to join your
teammates on a dungeon crawl when you're 30 feet tall and can’t
even fit in the front door at the dungeon entrance! Similarly,
if the fantasy setting is dominated by more common Medium-
sized Races such as Humans, Dwarves, and Asrai, most
community amenities like inns, taverns, shoppes, academies,
and temples won't easily accommodate Large characters — and
are off-limits completely to Huge and Gargantuan adventurers.

TABLE 05 e SIZE MODIFIERS

TYPICAL LIFT & DAMAGE DAMAGE AC& RANGE &
SIZE HEIGHT/ TWYEPIIC(_;::# CARRY STBR(;EI':LGJ;H STEIEECGIZH INFLICTED RECEIVED ATTACK SPEED

LENGTH CAPACITY MODIFIER MODIFIER MODIFIER MULTIPLIER
Diminutive  6”to 1’ Uptollb +125 -8 Disadvantage -6 +6 +6 +8
Tiny ilit) 2/ 1-81lb +25 -4 Disadvantage -4 +4 +4 +4
Small 2 tod 8-601b =5 0 Disadvantage -2 +2 +2 +2
Medium 4108 60 - 500 Ib = = = = = = —
Large 8 to 16" 500 Ib -2 tons x5 0 Advantage +2 -2 -2 X2
Huge 16'to32" 2-16tons x25 +4 Advantage +4 -4 -4 x4
Gargantuan 32'to 64’ 16-125tons  x125 +8 Advantage +6 -6 -6 x8

HITTING MODIFIERS

While many of the effects of size make intuitive sense (for
example, having larger characters with greater lifting capacities),
the combat modifiers to AC and attack rolls might seem odd.
The example below illustrates the logic of the rules.

Consider firing a bow at three targets — a coin, a wagon, and a
tavern — from across a field. Clearly, the coin would be the most
difficult to hit, and the tavern the easiest. A similar analogy can
be made with a melee attack. Thus it makes sense that if a Huge
character (a giant) was fighting with a Diminutive opponent (a
Fairy), the giant would suffer a penalty to hit the Fairy, and the
Fairy would gain a bonus to hit the giant.

Now consider two opponents the same size — two Humans, two
giants, two fairies, etc. Since they are the same size relative to
each other, no modifiers should apply. That is, any bonuses they
receive to hit should balance with any penalties they receive to be
hit. Since Anime 5E involves the attacker rolling a d20, adding
modifiers, and comparing the final value to the targets Armour
Class, a pemz/t)/ on the attack roll is ﬁnctional{y the same as a
bonus to the targets AC. Similarly, a bonus on the attack has the
same effect as an AC penalty.

Consequently, a larger-than-Medium character receives a penalty
10 both their AC and their attack rolls against all opponents. A
smaller-than-Medium character receives a corresponding bonus
to AC and attack roll against all opponents. If two combatants
the same size clash — whether Medium, Small, Large, etc. —
the bonuses and penalties cancel each other out. Similarly, the
bonuses/penalties cancelling also applies to the damage-inflicted
and damage-received modifiers for each Size Rank.

As you can see, the size combat modifiers might not be intuitive,
but they work well across all size categories.
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Of course, some Race/Class combinations are more common
”cg than others for a variety of reasons.
° ° » The physicality of some Races — especially sizes other than
C” m &zm tzom Medium — make some pairings more or less common.
» Some Race bonuses synergistically align with particular
Classes making them more optimal choices.

There are no Race or Class prerequisites in Anime 5E that » Narratively, some Races are naturally drawn to certain

preclude specific combinations. Players can select any Race and Classes, such as woodland Races selecting the Druid Class.
Class they desire from Anime 5E and standard Fifth Edition

books, provided they have sufficient Points to pay for their
selection, and the DM approves their choices.

TABLE 06 * COMMONALITY OF RACE/CLASS COMBINATIONS

Table 06 categorises Race/Class combinations in one of
three commonalities: RARE , COMMON , or PREFERRED .

< <
9 & S ¥ S
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CLASS TN QRRQT O S DR S QGG Gy QEFRQEL WSl 2 M -2 S DR AS
Adventurer c ¢c ¢c c P CcCccC &P CCcCcocCc P c p C C C P C P C
Bender c p C C C R C P C C P C C R P C C P C R C P C
Broker R R C P C C C C C P P R C P Cc R R P C P C P C
Dynamic Spellbinder C¢C P C C P P C P R C C R P C R C P C P C C P C
Hunter P C P C R C C C P C C P C R c ¢ ¢c c c P R P P

Isekai Student c ¢ ¢c c CcC R P R CUR P C C C c ¢ ¢c c c c c P R
Magical Girl/Guy R P C R C C C P C P C C P C P R C C P C R P C

Ninja c R P CCCUZP R COCC P C R c ¢ P R C C P P C

Pet Monster Trainer C C R P C C R C C P C C P R p ¢ ¢ ¢ R R C P P
Psionicist c R C P P P C C C C R C R C R ¢ p C C C R P P
Samurai c ¢ R C CC®PCCRC P C C C/'P C miWP C C P B
Shadow Warrior P R C C C P P C C R C C C R P P R C R C C P C
Techknight c ¢ ¢ R R P CC R C P C R R c R C P C R P P C
Warder P C P C C R R C P C R C C P R ¢ P C C C P P R
Barbarian P R C C R R C C P C P C C R c P R C R P C P R

Bard R R ¢ P C C C R C C C P C c ¢c ¢c c P R P P C

Cleric c p C R C C C P C C R C R C c p C C Cc C C P R

Druid c P P R P CCTCTCZP C R C P R C P C C C C P C
Fighter P e plfe € e P e PjEe € P[E @© P P C C C P C P C

Monk c ¢c R CCZP R COCUZP P CC P c ¢ C R R C C P C
Paladin R P C R R P CC C R C C C R P C R R C C R P C
Ranger c ¢ p C P R C P CCC R P C c ¢ p C C C C P C

¢ Rogue c R R C C Cc ¢C R P C C C P P R ¢ € P C C P P C
; Sorcerer c ¢c ¢c c c c P C R P P C R C P R C C C R C P P
‘,- ’/' Warlock P C C C C C R P C R C P C C c R C C P C R P P
'L //” . +Wizard c ¢ ¢c c c P P R CC R P C C c ¢ P P C R R P C
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CHAPTER 4

CLASSES

Classes frame the archetypal roles that a character plays, or life paths that a character follows. They include
occupations, lifestyles, callings, and status. Each Class provides a starting set of Hit Dice (Hit Points for each
character Level), proficiencies (including armour, weapons, Skills, tools, and Saving Throws), Attributes, and

other abilities that you use as a framework on which to grow your character.

The Fifth Edition PHB includes 12 Classes that cover the standard fantasy tropes, such as Fighters, Wizards,

Clerics, and Rogues. You can use all of these Classes with Anime 5E, which have modified features and

abilities from the PHB to provide balanced Point totals across all Classes. Anime 5E broadens the Class list

with 14 new character options that take advantage of the game’s expansive selection of Attributes. These
._new Classes are outlined in Table 07, with full descriptions and details provided later in this chapter.

——

(Vass Progression

As briefly discussed in Chapter 2, Classes progress through
Levels (from 1st to 20th) that unlock a selection of increasingly
powerful features as a character gains adventuring experience.
Each Class presents its own progression chart that indicates
what new Abilities, proficiencies, Attributes, spells, talents, and
Bonus Points your character gains as they advance through their
Class Levels. Unlike when assigning a Race, Class selection does
not require the allocation of Discretionary Points (page 20).

Selecting a Class

If starting the game at 1st Level, players can select from
any one Class that marks the beginning of their characters’
adventuring life — whether it’s a new Class in Anime 5E, or a
rebalanced Class from the PHB. If creating characters at 2nd
Level or higher, players can select multiple Levels of one Class
or instead spread their characters’ Levels over multiple Classes.
See Multiclassing for more information (page 51).

1ST LEVEL FOUNDATION

The 1st Class Level provides the character with an expanded
set of features and benefits compared to those offered at higher
Levels. This establishes the character with a foundation for Hit
Dice and numerous proﬁciencies.

Proficiency Bonus

Each Class grants the character a +2 Proficiency Bonus at 1st
Level (worth 4 Points; see Table 10, page 82). This modifier is
added to d20 dice rolls if the character is proficient in certain areas:

» Attack rolls, when using spells or proficient weapons

» Skill checks, when related to proficient Skills

» Ability checks, when using proficient tools

» Saving Throws, when related to proficient Ability Scores

Hit Dice and Hit Points

Each Class grants the character a number of Hit Points (or
HP) at each Level that are determined by the Class’s Hit Dice,
which range from d4 to d12. At 1st Level, the character’s Hit
Points equals the maximum possible die roll value (i.e. 4 for d4,

"6 for d6, etc.), plus their Constitution modifier.

Proficiencies

Each Class lists character proficiencies at 1st Level, including:
armour, weapons, tools, Saving Throws, and Skills. When
making d20 dice rolls for circumstances that involve the
character’s proficiencies, the character adds their Proficiency
Bonus to the roll. If a character wears armour with which
they lack proficiency, they suffer a disadvantage (page 153) on
Ability Checks, Saving Throws, and attack rolls that involve
Strength or Dexterity, and they can’t cast spells.

LEVELLING BENEFITS

All Classes gain various character bonuses at each Level,
with the exact type and frequency depending on each specific
Class. Most benefits are granted in the form of one or more
Attribute Ranks. The bonuses granted to each Class are
presented in a chart in their respective sections. Benefits that
share commonality across multiple Classes are described below.

Proficiency Bonus

All Classes begin with a +2 Proficiency Bonus at 1st Level,
increasing to +3 at 5th Level, +4 at 9th Level, +5 at 13th Level,
and +6 at 17th Level. Each increase is equivalent to Rank 1
Enhanced Proficiency Attribute [2 Points].

Bonus Points

Rather than assigning specific features to a Level advancement,
some Classes provide flexible Bonus Points. Players can spend
these extra Points immediately to acquire Attributes for their
characters or eliminate Defects, or save them for future use.

Ability Score Improvement

Players can either increase one Ability Score of their choice
by +2, or two Ability Scores of their choice by +1. Unless granted
DM permission, characters can’t increase an Ability Score above
20. Equivalent to Rank 2 Augmented Attribute [2 Points].

Attribute Ranks

When an Attribute is listed in a Class progression chart —
which is the most common benefit when gaining Levels — your
character gains one or more Ranks in that Attribute upon
achieving that Class Level. If the character already possesses
one or more Ranks in that Attribute, their Rank increases;
otherwise, the character gains the Attribute for the first time.
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TABLE 07 e CLASSES

CLASS DESCRIPTION 1
DIE

The most flexible of all characters with the

Adventurer ) . dé
ultimate freedom to become anything.

haddar A master of their specific element who can a8
bend forces of nature to their will.

Broker A character who thrives on connections to a6
find the obscure and obtain the desired.

Dynamic A magical manipulator who has extensive d6

Spellbinder  control over a chosen sphere of influence.

Hunter A cunning prof_essmnz_al vyho_seeks out their d10
prey for bounties, thrill, justice, and more.

Isekai An enigma who was suddenly transported 44

Student from Earth and now has wondrous abilities.

Magical A champion for love and justice who fights a8

Girl/Guy for the forces of light and goodness.

nie A master warrior of the shadow arts who is

Ninja ; e d8
wrapped in mystery and traditions.

Pet Monster A collector of (and loyal friend to) cute pets 44

Trainer that serve as companions and weapons.

ooy A character who expands their humanoid %y,

evolution to unlock amazing mental powers.

A deadly, yet honourable, fighter who

SEITLED follows the ancient Code of the Warrior. ¢io
Shadow A champion knight who achieves harmony d12
Warrior with the negative dimensional planes.

: A member of the martial Order of the
Techknight Techknights who protect the innocent. dio
Wardaa A free-spirited warrior who has learned the d6

mystical arts of inscribing wards on flesh.

Some Attributes — including Combat Technique, Monster
Training, Sixth Sense, Special Movement, Undetectable, and
more — provide a choice of options. Unless the sub-category is
specifically mentioned for these Attributes in the Levelling chart,
the player may select an option of choice for their character.

Duplicate Benefits

Onceyoureachaspecific Class Level, you may get undesirable
duplicate Attribute entries due to the character’s Race abilities
or alternate earlier Class Levels. In these situations, remove the
excess Ranks, and instead convert their associated cost to Points
that can be allocated to different Attributes.

PRIMARY SAVING THROW ARMOUR AND
ABILITY PROFICIENCIES WEAPON PROFICIENCIES

Dexterity & Light and medium armour;
Dexterity Constitution & simple weapons; select
Wisdom 2 martial weapons

(i ) Light armour; shields; simple

Constitution - weapons; select 4 martial
Wisdom
weapons
Wisdom Wisdom Simple weapons
Intelligence Intelligence Simple weapons
Constitution & Ught and'med|um armour;
Strength . shields; simple weapons;
Intelligence ;
martial weapons
Charisma Charisma Simple weapons
_ Wisdom & Light arm.our; shields; 5|_mp|e
Wisdom ; weapons; select 2 martial
Charisma
weapons
Doty Do ot Light arm.our; shlelds; simple
weapons; martial weapons
) Dexterity & .
Charisma Charisma Simple weapons
: Intelligence & Light arm.our; shields; S|.mple
Intelligence i weapons; select 2 martial
Charisma
weapon
Strength & Light, mgdlym, fan.d heavy
Strength - armour; shields; simple
Wisdom

weapons; martial weapons

Light, medium, and heavy
Strength Strength armour; shields; simple
weapons; martial weapons

Light, medium, and heavy

Dexterity Dexte_nty_ & armour; shields; simple
Constitution .
weapons; martial weapons
Constitution Constitution Shields; simple weapons

For example, a HalfTroll (page 37) has the Regeneration
Attribute ar Rank 4. If the player assigns the Shadow Warrior
Class, the character would normally also gain +1 Rank of
Regeneration at Ist Level. If the player prefers to keep their
HalfTroll Shadow Warrior at Rank 4 Regeneration — rather
than increasing it to Rank 5 — the 1 Point normally assigned to
that extra 1 Rank of Regeneration can instead be reallocated to
the cost of acquiring a Rank of a different Attribute.

Of course, if the player is satisfied adding the Race and Class
benefits rogether and increasing their character to Rank 5
Regeneration, then no changes or reallocations are needed.
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POINT COST INDICATORS

Associated Point values may follow the entries for various
Attributes, features, and character elements — usually expressed
in bold brackets. For example, the Levelling chart for the Magical
Girl/Guy Class (page 67) indicates they gain at 1st Level:

+1 Alternate Identity [1]; +1 Companion [5]; +1 Weapon [1]

These three + 1 Attribute Ranks therefore sum to 7 Points (1+5+1)

CLASSES

EXPERIENCE POINTS

Table 08 summarises the Experience Points (XP) a character
needs to advance between Levels from 1st through 20th, as well
as the Proficiency Bonus granted at each Level. For information
about earning XB, see page 181.

TABLE 08 e LEVEL ADVANCEMENT

EXPERIENCE POINTS LEVEL PROFICIENCY BONUS

0 1st +2
300 2nd +2
900 3rd +2
2,700 4th +2
6,500 5th +3
14,000 6th +3
23,000 7th +3
34,000 8th +3
48,000 9th +4
64,000 10th +4
85,000 11th +4
100,000 12th +4
120,000 13th +5
140,000 14th +5
165,000 15th +5
195,000 16th +5
225,000 17th +6
265,000 18th +6
305,000 19th +6
355,000 20th +6

CLASSLESS AND NPCS

All player characters belong to one or more Classes, but variation
exists with NPCs — some identify with a Class, while others are
Classless.

More individualised and powerful NPCs are assigned Classes,

whether its the standard Fighter for city guard or a hired sword,

Cleric for a temple healer, Ninja for an efficient member of
the Assassins Guild, or Broker for the local shopkeeper who

specialises in magical artefacts. These NPCs are treated the same
way as player characters.

Conversely, weaker background NPCs may be Classless. This
includes the multitude of farmers, merchants, labourers, etc.,
who focus more on everyday living than on adventuring.
Any character benefiss, features, or drawbacks they have are
constructed from DPoints. All their game stats are assigned
individually with Points, including Ability Scores, Hit Dice,
Proficiency Bonus, all proficiencies, Attributes, and Defects. If
these NPCs expand their scope and gain additional benefits
during their lives, they don't advance in Level like characters do;
rather, they gain Points to spend on Attributes directly.

Though villainous characters may be important NPCs that are
assigned a Class, typical monsters are Classless and acquire all
game stats through Points directly. See page 214 for examples.
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N ulticlassing

Multiclassing allows characters to gain Levels in more than a
single Class. The player can mix the abilities of selected Classes
to realise a character concept that might not be reflected in only
one of the Class options.

Characters may gain a Level in any Class whenever they
advance in Level, instead of being required to gain a Level in
their current Class. The Levels of all Classes are added together
to determine the character Level. For example, a character
with 3rd Level Ninja, 2nd Level Magical Girl, and 1st Level
Adventurer is a 6th Level character (3+2+1=6).

As a character advances in Levels, they might primarily
remain a member of their original Class with just a few Levels
in different Classes, or they might change course entirely
and never look back at the Classes left behind. Compared to
a single-Class character of the same character Level, theyll
sacrifice some focus in exchange for versatility.

Prerequisites

Unless otherwise indicated by the DM, there are no
minimum Ability Score prerequisites needed to obtain Levels
in multiple Classes.

Multiclassing XP

The Experience Point cost to gain a Class Level is always
based on the character’s total Level (Table 08, page 50) and
not their Level in a particular Class. For example, a 6th Level
Psionicist/1st Level Hunter — 7th character Level — requires
34,000 XP to reach 8th character Level before they can take
their 7th Level as a Psionicist or 2nd Level as a Hunter.

Hit Points and Hit Dice

A character gains a random number of Hit Points from
their new Class, as determined by the Class’s Hit Dice — plus
Constitution modifier as normal (alternatively, players can
instead assign a mid-ranged fixed value, as indicated in the
Class descriptions). They only automatically gain the maximum
possible die roll value if their 1st Class Level is also their 1st
character Level (i.e. brand new characters).

Characters add together the Hit Dice granted by all their
Classes to form their pool of Hit Dice. If the Hit Dice are the
same die type, the dice are simply pooled together. For example,
both the Samurai and the Techknight have d10 Hit Dice, and
thus a Samurai 3/Techknight 6, has nine d10 Hit Dice. If the
Classes provide Hit Dice of different types, keep track of them
separately. For example, a Broker 7/Bender 3 has seven d6 Hit
Dice and three d8 Hit Dice. The types and sizes of Hit Dice
are important not only when randomly rolling new Levelling-
based Hit Points, but also when spending and regaining Hit
Dice during short and long rests (page 175).

Proficiency Bonus

A character’s Proficiency Bonus is always based on their total
character Level (see Table 08, page 50), and not their Levels in
a particular Class. For example, a Warder 3/Wizard 2 has the
Proficiency Bonus of a 5th-Level character, which is +3.
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TABLE 09 e« PROFICIENCY VALUES

PROFICIENCY

Shields

Light Armour

Medium Armour (Pre-requisite: Light Armour)
Heavy Armour (Pre-requisite: Medium Armour)
All Martial Weapons

5-6 Martial Weapons

3-4 Martial Weapons

1-2 Martial Weapons

Saving Throw for a Specific Ability Score (each)

POINT VALUE

N PN WD B PR

Duplicate Proficiencies

Some Class combinations will result in duplicate proficiencies
for the character when a new Class is added — armour, weapons,
or Saving Throws. In these situations, ignore the duplicate
proficiencies. The character is instead immediately granted a
number of Bonus Points equal to one-quarter of the summed
value of the duplicated proficiencies (round down), according
to the values in Table 09.

For example, a 3rd-Level Shadow Warrior is proficient in all
armouy;, shields, and martial weapons, and is also proficient
in Strength-based Saving Throws. If they advance a Level
and want to gain Ist Level in a new Hunter Class, several of
the Hunters proficiencies are duplicates of what the Shadow
Warrior Class already possesses: light armour [1 Point], medium
armour [1 Point], shields [1 Point], all martial weapons
[4 Points], and Strength-based Saving Throws [2 Points]. The
total of these duplicate proficiencies equals 9 Points, and thus
the new Ist-Level Hunter immediately receives 2 Bonus Points

(9+4, round down) in lieu of the duplicated proficiencies.

Since Anime 5E Skill and tool proficiencies offer the
character their choice from a selection, such proficiencies can
always be unique and are never duplicated. If encountering
duplicated Skill or tool proficiencies when Multiclassing with
other Fifth Edition Classes, the player can select alternate Skill
or tool proficiencies for their character instead. See pages 113
and 119 for a list of such proficiencies.

For example, a new 1st-Level Psionicist begins their adventuring
career with two Skill proficiencies; lets assume the player selects
Medicine and Survival. If the character Levels up and decides
to Multiclass into the Ist-Level Druid Class, they also gain two
Skill proficiencies from a list of 8 choices — but cannot select
Medicine or Survival, since they are already proficient.

Duplicate Attributes

Though not as common, some Multiclassing combinations
may also create duplicate or excessive Attribute entries. In these
situations, remove the duplicated or excess Ranks, and instead
convert their associated cost to Points that can be allocated to
different Attributes.










CLASSES

Adventurer

“You know that feeling, when your heart is pounding
so hard that you can actually hear it? | live for that!
I've been diving to lake bottoms and crawling through
ancient tombs for over a decade now, and the
excitement never fades. Dungeon traps have nearly
killed me countless times, but | won’t stop until |
retrieve that treasure! Unfortunately, I've travelled
with many companions that don’t have talents that
are quite as flexible as mine — I’'m on my, what, eighth
party now? —and their narrow focus is almost always
the end of them. Why just concentrate on learning one
or two tricks when there’s a world of hidden talents to
explore?”

Abandoned ruins, secured locations, and tales of lost or
hard-to-get treasure are like a siren’s call for the Adventurer,
whose penchant for getting into trouble gives them endless
opportunities to develop potential that would otherwise
remain untapped. Adventurers are a varied lot, as likely to
find themselves exchanging witticisms in a social gathering as
they are swinging from a dangling chain in a crumbling crypt.
Depending on their personal preferences, they can specialise
in particular areas, but one thing will always remain true:
wherever they are, Adventurers can expect to run into trouble,
even if they are not actively seeking it out.

Preferred Races: Fairy, Haud, Slime

Rare Races: None — Adventurers are common for all Races

CHARACTERISTICS

Adventurers are flexibility personified. With no particular
feature to distinguish them, they have the freedom to become
whatever they want to be. They are not particularly strong
or innately talented, but they make up for it with dedication
and courage. They can learn any trade they want and become
increasingly better at it as they grow in experience. During their
adventures, they discover many things about themselves and
can awaken abilities that lay dormant until then, surprising
friends and foes alike with each new development. They have
few limits except those that they set for themselves.

Relationships With Other Classes

The adaptability that characterises an Adventurer helps them
get along well with almost everybody, although this does not
exempt personality clashes and romantic rivalries with other
people without regard to their callings. Their insatiable thirst
for excitement brings them closer to Hunters, Ninja, Shadow
Warriors, and Warders. With their acquisition and disposal
networks, Brokers are frequent allies as well. Isekai Students
and Magical Girls/Guys are natural trouble magnets and
“trouble” may be the Adventurer’s presence itself. They have
no particular relationship with Benders, Dynamic Spellbinders,
or Techknights, but their oddities attract an Adventurer’s
curiosity. They adapt easily to the rest of the Classes if they
have a common interest, complicating each other’s existence
just by being close.
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CLASS FEATURES ADVENTURER

Adventurers gain the following Class features: iEvel PR%I(:)IEI SSNCY R TRE:
Hit Points _
» d6 Hit Dice + Constitution modifier each Level [3] st 2 izl
» 6 + Constitution modifier Hit Points at 1st Level 2nd +2 +2 Points (2]
» 1d6 (or 4) + Constitution modifier HP at higher Levels 3rd +2 +3 Points (3]
f - 4th +2 +3 Points [3]
Proficiencies 5th +3 +4 Points [4]
» Light and medium armour proficiencies [2] 6th +3 +4 Points [4]
» Simple and two martial weapon proficiencies of choice [1] 7th 3 +5 Points [5]
» Two tool proficiencies of choice [2] St 3 +5 Points [5]
» Dexterity, Constitution, and Wisdom Saving Throw _
proficiencies [6] 9th +4 +6 Points [6]
» Five Skill proficiencies of choice [5] 10th +4 +6 Points [6]
11th +4 +6 Points [6]
Total 1st-Level Base Points = 19 + 4 Proficiency Bonus = 23 12th +4 +6 Points [6]
Levelling Points (Hit Dice/Proficiency Bonus/Attributes) = 65 13th +5 +6 Points [6]
B.onLIJs romts ’fhrough Levels 1-2IO =102 14th +5 +6 Points [6]
Final Class Points Over 20 Levels = 190 15th 5 +6 Points [6]
16th +5 +6 Points [6]
Unrestricted Bonus Points 17th +6 +6 Points [6]
Unlike every other Class, the Adventurer doesn’t gain any 18th +6 +6 Points [6]
Attributes or other features as they advance in Levels. Instead, 19th +6 +7 Points [7]
they gain unrestricted Bonus Points that can be allocated to 20th +6 +7 Points [7]

desired Attributes, as permitted by the DM.

The total number of Points awarded to an Adventurer is
lower than that for all other Classes: 190 Points, or 5% fewer
than the normal 200 Points over 20 Levels. Their unrestricted
Point gain at each Level provides the greatest degree of flexibility
in their character growth, though. Such adaptability itself is a
powerful feature; consequently, the Adventurer Class balances
well with other Anime 5E and standard Fifth Edition Classes.
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‘Bender

“Thank you, thank you, quiet down. As you know, I’'m
Yotoshi, and I’'m the regional clan master of the Eastern
Light Benders. Welcome to this year’s conference,
where we will vote on our clan’s direction over the next
three years. As Light Benders, we shine brilliance across
the land to eliminate the darkness that lurks in the
hearts of man and beast. Light is our life, and no mage
nor priest understands the cleansing power of radiance
like we do. Like fine clay in the hands of a master sculptor,
we mould luminosity into resplendent works of art.”

Though many tavern songs celebrate the accomplishments

\ of famous magi and warriors, tales of dynamic specialists

W who tap into the power of the world itself are shared far

 and wide. The Bender Class designation stems from their

ability to bend elements, concepts, or forces of nature to

their will. Elemental Benders (such as Water Benders,

Fire Benders, etc.) are common, though wildly exotic areas

of specialisation — Insect Benders, Friction Benders,

Silence Benders, Blood Benders, and more — can rise

_ to fame and prominence as well. Unlike standard

Fifth Edition spellcasting Classes, Benders are not limited to

a specific spell list. While their Dynamic Powers Rank effects

are framed by traditional spell power Levels, the scope of their

effects within their specialisation area ranges well beyond, and
is primarily limited by their Rank and creativity.

Preferred Races: Asrai, Half-Troll, Nekojin
Rare Races: Grey, Slime

CHARACTERISTICS

Benders focus their lives on improving and diversifying their
_area of specialisation, and are eager to undertake adventures that
B give them a chance to flex their control. Their personalities
'\ often align with their area of specialisation. For example,
|\ Fire Benders are hot-tempered and quick to anger; Friction
g/ Benders are smooth talkers who navigate through stressful
situations with grace; Earth Benders are stable, reliable,
and firm in their resolve; Silence Benders are quiet and
contemplative individuals; etc. Though not immune to
the allure of treasure and glory, Benders care more about
their internal personal power than mere external wealth.

Relationships With Other Classes

With their intense focus on forces that shape the natural
world, Benders find commonalities with similar Classes that
they regard asawakened, such as Dynamic Spellbinders, Magical
Girls/Guys, Psionicists, Shadow Warriors, and Warders. They
also appreciate the enthusiasm of Adventurers, Isekai Students,
and Ninja while on adventures of exploration. Benders
frequently regard with indifference (or perhaps disdain) the
more externally focussed Classes — Brokers, Hunters, Pet

Monster Trainers, Samurai, and Techknights.
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CLASS FEATURES

Benders gain the following Class features:

Hit Points
» d8 Hit Dice + Constitution modifier each Level [4]
» 8 + Constitution modifier Hit Points at 1st Level
» 1d8 (or 5) + Constitution modifier HP at higher Levels

Proficiencies
» Light armour and shield proficiencies [2]
» Simple and four martial weapon proficiencies of choice [2]
» No tool proficiencies [0]
» Constitution and Wisdom Saving Throw proficiencies [4]
» Two Skill proficiencies of choice [2]

Total 1st-Level Base Points = 14 + 4 Proficiency Bonus = 18
Levelling Points (Hit Dice/Proficiency Bonus/Attributes) = 159
Bonus Points through Levels 1-20 = 23

Final Class Points Over 20 Levels = 200

Ability Score Improvement

When a Bender reaches 4th Level, and again at 8th, 12th,
16th, and 19th Level, they can increase one Ability Score of
choice by 2, or two Ability Scores of choice by 1 each. Ability
Scores can only be raised above the Level-based benchmarks
with DM approval (see Table 01, page 20).

Dynamic Powers — Lesser

At 1st Level, Benders select one specific minor category area
of influence for their Lesser Dynamic Powers (page 99), and
they gain that Attribute at Rank 1. Then at every subsequent
odd Level (3rd through 19th), Benders gain an additional
+1 Rank in the same (or different, in rare instances) Lesser
Dynamic Powers category.

Edge
Upon reaching 6th Level, Benders gain an advantage on
attack rolls related to their use of Dynamic Powers (page 100).

Energised

To help fuel their Dynamic Powers use, Benders need access
to increased Energy. At 4th, 8th, and 12th Level, they gain
+10 Energy (page 101).

Forced Disadvantage

Upon reaching 14th Level, characters suffer a disadvantage
when making attack rolls against Benders (4 Ranks; page 102).

Immutable

A Bender is protected against spells and other effects that
transform, alter, or displace their body. At 2nd, 10th, and 18th
Level, they gain a +2 check bonus to resist effects (page 104).

Skill Proficiency

Benders are open to learning new talents while adventuring.
At 5th, 10th, and 15th Level, they gain one additional Skill
Proficiency (page 113).
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BENDER
PROFICIENCY

LEVEL BONUS FEATURES

1st +2 +1 Dynamic Powers — Lesser [5]

2nd +2 +2 Points [2]; +1 Immutable [1]

3rd +2 +1 Dynamic Powers — Lesser [5]

4th + +2 'Ffoints [2]; +1 Energised [1];
Ability Score Improvement [2]
+1 Dynamic Powers — Lesser [5];

Sth +3 +1 Skill Proficiency [1]

6th 3 +2 Pom.ts [2]; +2 Edge (Attacks with
Dynamic Powers) [2]

7th +3 +1 Dynamic Powers — Lesser [5]

sth 3 +2 Points [2]; +1 Energised [1];
Ability Score Improvement [2]

9th +4 +1 Dynamic Powers — Lesser [5]
+2 Points [2]; +1 Immutable [1];

10th e +1 Skill Proficiency [1]

11th +4 +1 Dynamic Powers — Lesser [5]
+2 Points [2]; +1 Energised [1];

. g Ability Score Improvement [2]

13th +5 +1 Dynamic Powers — Lesser [5]

14th i +2 Points [2]; +4 Forced Disadvantage
(All Attacks Against Character) [4]
+1 Dynamic Powers — Lesser [5];

15th e +1 Skill Proficiency [1]
+2 Points [2];

Lo £ Ability Score Improvement [2]

17th +6 +1 Dynamic Powers — Lesser [5]

18th +6 +3 Points [3]; +1 Immutable [1]
+1 Dynamic Powers — Lesser [5];

—— . Ability Score Improvement [2]

20th +6 +4 Points [4]




CH-4 CLASSES

Broker

“Welcome to Hafiz’s Shoppe of Wonders! | can tell by
your battle-worn armour and expansive selection of
weapons that you are mighty adventurers in search of
unique treasures for the upcoming dungeon-crawling
extravaganza? | have many fine weapons and magical
artefacts of exceptional quality that will give you an
edge over your competition. Or perhaps ... well, | don’t
mean to pry, but | can sense you may be carrying an
object enchanted with a dark aura? I’'m sure you want
to divest yourself of it, and I’'m sure | can find the right
buyer who will pay you handsomely for it. Let’s see!”

When adventurers are searching for something specific,
something rare, something unique, they need look no further
than the multi-talented Broker. Many years of training have
honed supernatural and intuitive talents in the most respected
Brokers, who can not only detect hidden features in objects
but also tap into their business networks to extract additional
information or locate potential buyers. Brokers have the widest
range of skilled knowledge and tool competencies amongst
all the Classes, and they put their expertise to good use. If an
adventuring party has the coin and the connections, a Broker
can get what they want or tell them more about what they have
— or perhaps instead relate a fascinating tale about the unknown.

Preferred Races: Demonaga, Kodama, Nekojin, Slime
Rare Races: Archfiend, Asrai, Parasite

CHARACTERISTICS

Brokers thrive on connections — with people, information,
artefacts, history, resources, and of course, coins and treasure.
Shrewd negotiators and master manipulators, Brokers are an
essential component of successful adventuring explorations —
whether characters are aware of this need or not. Always friendly,
often garrulous, yet rarely impractical, Brokers are generous
with their assistance and helpful when caught in tight places.
They make excellent allies and confidants; they know the value
of keeping secrets and carefully guarding information. Brokers
aren’t the first Class that parties seek to recruit for a dungeon
crawl, yet their resourcefulness, diverse skill set, and quick
Ability Score advancement make them worth consideration.

Relationships With Other Classes

Brokers are consummate professionals who easily form
bonds with individuals of all Classes. They are drawn to Classes
that share similar societal perspectives, though, including
Isekai Students, Magical Girls/Guys, Psionicists, and Warders.
Additionally, Brokers will curate relationships with Classes
that rely on artefacts and other objects, such as Hunters, Pet
Monster Trainers, and Techknights. Brokers often develop
wariness of Classes that are widely varied in their talents, since
diversified characters may not regard the Broker’s abilities as
highly as others; this includes such Classes as Adventurers,
Benders, and Dynamic Spellbinders.
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CLASS FEATURES

Brokers gain the following Class features:

Hit Points
» d6 Hit Dice + Constitution modifier each Level [3]

» 6 + Constitution modifier Hit Points at 1st Level
» 1d6 (or 4) + Constitution modifier HP at higher Levels

Proficiencies
» No armour proficiencies [0]
» Simple weapon proficiency [0]
» Four tool proficiencies of choice [4]
» Wisdom Saving Throw proficiency [2]
» Four Skill proficiencies of choice [4]

Total 1st-Level Base Points = 13 + 4 Proficiency Bonus = 17
Levelling Points (Hit Dice/Proficiency Bonus/Attributes) = 145
Bonus Points through Levels 1-20 = 38

Final Class Points Over 20 Levels = 200

Ability Score Improvement

When a Broker reaches 2nd Level, and again at every even
Level (4th through 20th), they can increase one Ability Score of
choice by 2, or two Ability Scores of choice by 1 each. Ability
Scores can only be raised above the Level-based benchmarks
with DM approval (see Table 01, page 20).

Connected

Brokers rely on their networks for business and adventuring
activities. At Ist Level, they select one organisation of choice
with which they are associated at Rank 1 Connected (page
98). At 7th, 11th, 14th, and 17th Level they gain another
+1 Connected Rank, which can increase their standing in the
original organisation, or establish an association with a new one.

Features

Brokers develop new physical traits over time, either through
practice or paranormal augmentation. At 3rd, 7th, 11th, and
17th Level they gain one new Feature (page 101).

Item

Brokers come across many wondrous objects in their trade.
At 5th Level, they gain a Rank 1 Item (page 105). At 10th and
15th Level they gain another +1 Item Rank — and an extra +2
Item Ranks at 20th Level — which can empower their original
Item, or be assigned to new ones.

Pocket Dimension

Private extradimensional storage spaces are essential tools in
a Broker’s repertoire. At 4th Level, they gain access to a tiny
Rank 1 Pocket Dimension (page 110). At 9th, 14th, and 19th
Level they gain another +1 Pocket Dimension Rank, which can
increase the size of their original dimension, or create new ones.

Saving Throw Proficiency

Thanks to their adaptability, at 8th and 16th Level, Brokers
gain one additional Saving Throw Proficiency (page 112).

Sixth Sense
Brokers have the ability to detect things that may be hidden
to normal senses, or affinities for specific objects or people. At
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BROKER
LEVEL PR%’;E'SSNCY FEATURES
1st +2 +2 Points [2]; +1 Connected [1]
+2 Points [2]; +1 Sixth Sense [1];
and e Ability Score Improvement [2]
+2 Points [2]; +1 Features [1];
=il - +1 Skill Proficiency [1]
+2 Points [2];
4th +2 +1 Pocket Dimension [2];
Ability Score Improvement [2]
5th +3 +2 Points [2]; +1 Item [4]
6th 3 +2 Points [2]; +1 Skill Proficiency [1];
Ability Score Improvement [2]
th 3 +2 Points [2]; +1 Connected [1];
+1 Features [1]; +1 Wealth [3]
+2 Points [2];
8th +3 +1 Saving Throw Proficiency [2];
Ability Score Improvement [2]
+2 Points [2]; +1 Sixth Sense [1];
9th +4 +1 Pocket Dimension [2];
+1 Skill Proficiency [1]
+2 Points [2]; +1 Item [4];
i 1 Ability Score Improvement [2]
+2 Points [2]; +1 Connected [1];
11th 5 +1 Features [1]
+2 Points [2]; +1 Skill Proficiency [1];
e gt Ability Score Improvement [2]
+2 Points [2]; +1 Sixth Sense [1];
Lo = +1 Wealth [3]
+2 Points [2]; +1 Connected [1];
14th +5 +1 Pocket Dimension [2];
Ability Score Improvement [2]
+2 Points [2]; +1 Item [4];
15th 5 +1 Skill Proficiency [1]
+2 Points [2];
16th +5 +1 Saving Throw Proficiency [2];
Ability Score Improvement [2]
+2 Points [2]; +1 Connected [1];
L7 A +1 Features [1]; +1 Sixth Sense [1]
+2 Points [2]; +1 Skill Proficiency [1];
1810 e Ability Score Improvement [2]
+2 Points [2]; +1 Pocket Dimension [2];
Lot .- +1 Wealth [3]
20th i +2 Item [8];

Ability Score Improvement [2]

2nd, 9th, 13th, and 17th Level they gain one such Sixth Sense
category (page 112).

Skill Proficiency

Brokers are quick to pick up new talents while adventuring.
At 6th, 9th, 12th, 15th, and 18th Level, they gain one
additional Skill Proficiency (page 113).

Wealth \

Brokers will increase their collections of coins, gems, and \
valuable trinkets over time. At 7th, 13th, and 19th Level, the e
gain +1 Wealth Rank (page 121). F \\
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‘Dynamic
Dellbinder

“Well met, travellers. May the Light ever illuminate your
heart. | am Lothinora of the Sky Heart Fellowship, and |
was informed by our mutual friend that you are seeking a
practitioner of The Art to join your adventuring troupe?
My talents are even more beneficial than what a mere
wizard can offer, though, for | am Truth Spellbinder of
considerable experience. There is more to Truth than
just honest words! The Truth of the land reveals hidden
entranceways and dangerous dungeon traps. With the
Truth of your soul, | can unlock great combat potential.
And the Truth of ... well ... let’s have a drink, shall we?”

The World is alive, and there is no one better to prove it
than the Dynamic Spellbinder. A being of power incarnate
with dominion over a major sphere of influence, the Dynamic
\ Spellbinder knows how to harness the hidden energies that

\ \ move the world and shape them into whatever form they desire.

Such mystical knowledge can come from a variety of sources,

whether wrenched from the secrets of an ancient civilisation,
inherited from an occult tradition, or granted by powerful
entities. Sometimes, the Dynamic Spellbinder may not even
be of the humanoid Races, but rather an otherworldly being
whose very nature allows it to use The Art at will.

Preferred Races: Asrai, Fairy, Grey, Half-Troll, Satyr
Rare Races: Haud, Parasite

CHARACTERISTICS

The main feature that distinguishes Dynamic Spellbinders
from others is their extensive control over their chosen sphere of
influence — be they major elements, ideologies, broad concepts,
or natural phenomena. This power develops slowly over
time, manifesting in the spells or spell-like effects they can
invoke, as well as in the deepening of their understanding.
The Dynamic Spellbinder’s stores of energy expand to fuel
their increasing paranormal might. The path of dynamism
requires a Spellbinder to be exceptionally knowledgeable
and in tune with their craft to understand what they are
doing and, more importantly, how they are accomplishing
it. The forces of the world itself offer insight as well,
encouraging Dynamic Spellbinders to grow as people at

the same time that they grow in power.

Relationships With Other Classes

Dynamic Spellbinders feel most comfortable with other
Classes that have an understanding of aspects of The Art,
such as Benders, Magical Girls/Guys, Psionicists, Shadow
Warriors, and Warders. Spellbinders also form close, yet
practical, relationships with Adventurers, Brokers, Isekai
Students, and Pet Monster Trainers. Connections with
the more violent martial Classes — such as Hunters, Ninja,
Samurai, and Techknights — are frequently strained, though.
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CLASS FEATURES

Dynamic Spellbinders gain the following Class features:

Hit Points
» d6 Hit Dice + Constitution modifier each Level [3]

» 6 + Constitution modifier Hit Points at 1st Level
» 1d6 (or 4) + Constitution modifier HP at higher Levels

Proficiencies
» No armour proficiencies [0]
» Simple weapon proficiency [0]
» No tool proficiencies [0]
» Intelligence Saving Throw proficiency [2]
» Two Skill proficiencies of choice [2]

Total 1st-Level Base Points = 7 + 4 Proficiency Bonus = 11
Levelling Points (Hit Dice/Proficiency Bonus/Attributes) = 169
Bonus Points through Levels 1-20 = 20

Final Class Points Over 20 Levels = 200

Dynamic Powers

At 1st Level, Dynamic Spellbinders select one specific major
category area of influence for their Dynamic Powers (page 99),
and they gain that Attribute ac Rank 1. Then at every subsequent
odd Level (3rd through 19th), Spellbinders gain an additional
+1 Rank in the same (or different, in rare instances) Dynamic
Powers category.

Energised

To help fuel their Dynamic Powers use, Spellbinders need
access to increased Energy. At 2nd, 6th, 12th, and 16th Level,
they gain +10 Energy (page 101).

DYNAMIC SPELLBINDER

PROFICIENCY
LEVEL BONUS FEATURES
Ist +2 +1 Dynamic Powers [10]
2nd +2 +2 Points [2]; +1 Energised [1]
3rd +2 +1 Dynamic Powers [10]
4th +2 +2 Points [2]
5th +3 +1 Dynamic Powers [10]
6th +3 +2 Points [2]; +1 Energised [1]
7th +3 +1 Dynamic Powers [10]
8th +3 +2 Points [2]
9th +4 +1 Dynamic Powers [10]
10th +4 +2 Points [2]
11th +4 +1 Dynamic Powers [10]
12th +4 +2 Points [2]; +1 Energised [1]
13th +5 +1 Dynamic Powers [10]
14th +5 +2 Points [2]
15th +5 +1 Dynamic Powers [10]
16th +5 +2 Points [2]; +1 Energised [1]
17th +6 +1 Dynamic Powers [10]
18th +6 +2 Points [2]
19th +6 +1 Dynamic Powers [10]
20th +6 +2 Points [2]
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JH unter

“Runners are stupid if they think they can evade me for
long. | have the skills, the connections, the equipment,
the coin, and the time. | will find them. People — ugh, so
often men — underestimate the pretty woman with pink
hair and slim waist, and that’ll be their downfall. Hunting
is my profession, and I’'m damned good at it. | hone my
skills between jobs by dungeon diving in small groups to
clear out nests of nasty creatures. | find there’s a type

of tranquillity in taking down cruel monsters; call it a
hobby, | guess. So let’s get this contract started, yes?”

Hunters hunt, but not just for any prey. They possess
a very particular set of skills — skills they have acquired
over a very long adventuring career, skills that make them
a nightmare for their bounties. Hunters are professional
researchers, investigators, explorers, trackers, interrogators,
warriors, and negotiators. They are connected to one or more
organisations that advance their bounty business, and have the
wealth and access to equipment and other resources to complete
their contracts efficiently and effectively. For most Hunters, it’s
not personal; that is, unless you are standing between them and
the successful completion of their contract.

Preferred Races: Archfiend, Blinkbeast, Haud, Parasite
Rare Races: Fairy, Slime

CHARACTERISTICS

Many people assume that Hunters would follow the path
of the lone wolf, but that’s rarely true. Hunters value their
social networks, and work to establish relationships with many
people (and some monsters!) from diverse backgrounds. These
connections may unexpectedly help Hunters find contracts or
locate their bounties, and have the added benefit of keeping
Hunters grounded. A Hunter’s individual motivation is not
easy to predict, since their reasons for following this Class’s
path are diverse. Some do it for the thrill and danger, while
others seek coin and fame; some are secking to right wrongs
and bring moral balance to their corner of the world, while
others enjoy exacting revenge and inflicting pain. The world
has much to offer, yet in the end, there is always the hunt.

Relationships With Other Classes

Hunters are comfortable allying with members of any Class
that can provide them assistance, or at least won't get in their
way. They get along exceptionally well with Brokers, since both
professionals value the connections and resourcefulness of the
other. Hunters recognise and respect the dedication of other
martial Classes such as Ninja, Samurai, Shadow Warriors,
Techknights, Warders — and even Pet Monster Trainers,

since their pets are often extensions of combat

prowess. Hunters are often uncomfortable around

those with magical and paranormal powers — such
as Benders, Dynamic Spellbinders, Magical Girls/Guys, and
Psionicists — since their mystical talents can be more difficult
to anticipate.

-
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CLASS FEATURES

Hunters gain the following Class features:

Hit Points
» d10 Hit Dice + Constitution modifier each Level [5]

» 10 + Constitution modifier Hit Points at 1st Level
» 1d10 (or 6) + Constitution modifier HP at higher Levels

Proficiencies
» Light and medium armour and shield proficiencies [3]
» Simple and martial weapon proficiencies [4]
» One tool proficiency of choice [1]
» Constitution and Intelligence Saving Throw proficiencies [4]
» Three Skill proficiencies of choice [3]

Total 1st-Level Base Points = 20 + 4 Proficiency Bonus = 24
Levelling Points (Hit Dice/Proficiency Bonus/Attributes) = 174
Bonus Points through Levels 1-20 = 2

Final Class Points Over 20 Levels = 200

Ability Score Improvement

When a Hunter reaches 4th Level, and again at 8th, 13th,
16th, and 19th Level, they can increase one Ability Score of
choice by 2, or two Ability Scores of choice by 1 each. Ability
Scores can only be raised above the Level-based benchmarks
with DM approval (see Table 01, page 20).

Combat Technique

Hunters train rigorously to ensure they have sufficient
martial skill to overcome their opponents. At 2nd, 13th, and
18th Level they gain one Combat Technique (page 94).

Connected

Hunters rely on their social networks to track down their
contracted prey. At 1st Level, they select one organisation of
choice with which they are associated at Rank 1 Connected
(page 98). At 6th, 10th, and 17th Level they gain another
+1 Connected Rank, which can increase their standing in the
original organisation, or establish an association with a new one.

Extra Actions
Battle experience and quick reflexes assist Hunters in combat,

granting them an unrestricted Extra Action each round starting
at 5th Level, and again at 10th and 15th Level (page 101).

Heightened Senses

Hunters push their senses to function beyond normal range.
At 9th and 14th Level they gain one Heightened Sense (page 102).

Item

Hunters frequently discover magnificent artefacts while
adventuring. At 7th Level, they gain a Rank 1 Item (page 105).
At 14th Level, they gain another +1 Item Rank, which can
empower their original Item, or be assigned to a new one.

Massive Damage — Lesser

Hunters focus on inflicting additional damage under one
specific condition that they use frequently (page 106). At 6th
Level, damage from those particular attacks is increased by
+1d6 (equivalent to 3 Attribute Ranks). This is increased to
+2d6 at 12th Level and again to +3d6 at 18th Level.

ANIME 5E | FIFTH EDITION FANTASY ROLE-PLAYING ADVENTURES

HUNTER
PROFICIENCY
LEVEL BONUS FEATURES
1st +2 +1 Connected [1]
+1 Combat Technique [1];
2nd w2 +1 Skill Proficiency [1]
+2 Points [2];
=il - +1 Special Movement [1]
+1 Wealth [3];
Sl e Ability Score Improvement [2]
5th +3 +1 Extra Actions [4]
6th 3 +1 Connected [1]; +3 Massive
Damage — Lesser (+1d6 One Type) [3]
7th +3 +1 Item [4]
+1 Skill Proficiency [1];
8th ¥ Ability Score Improvement [2]
+1 Heightened Senses [1];
Sth - +2 Weapon [2]
10th +4 +1 Connected [1]; +1 Extra Actions [4]
11th +4 +1 Skill Proficiency [1]; +1 Wealth [3]
+3 Massive Damage — Lesser
12th 4 (+1d6 One Type) [3]
+1 Combat Technique [1];
L i Ability Score Improvement [2]
14th +5 +1 Heightened Senses [1]; +1 Item [4]
15th +5 +1 Extra Actions [4]
+1 Wealth [3];
15t 42 Ability Score Improvement [2]
+1 Connected [1]; +2 Weapon [2];
L7 A +1 Skill Proficiency [1]
1sth 6 +1 Combat Technique [1]; +3 Massive
Damage — Lesser (+1d6 One Type) [3]
+1 Special Movement [1];
Lo . Ability Score Improvement [2]
20th +6 +4 Weapon [4]
Skill Proficiency

Hunters are eager to learn new talents while adventuring. At
2nd, 8th, 11th, and 17th Level, they gain one additional Skill
Proficiency (page 113).

Special Movement

Non-conventional movement assists Hunters while tracking
and preparing for the inevitable encounter. At 3rd and 19th
Level they gain one such type of movement (page 116).

Wealth

Contracts provide Hunters with coins and other valuables, in
addition to excitement. At 4th, 11th, and 16th Level, they gain
+1 Wealth Rank (page 121).

Weapon
Hunters learn to turn their bodies into weapons over time,

either through practice or paranormal augmentation (page g

124). At 9th Level, their Rank 2 Weapon attack inflicts 1d8

damage (plus Ability bonus, as appropriate). This is increased to v

2d8 damage at 17th Level (+2 Ranks) and again to 4d8 damage A ]

(+4 Ranks) at 20th Level. !
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Jsekat ytudent

“Where do | begin? | was playing volleyball — oh, it’s

a game when you bounce a ball repeatedly over a tall
net, without letting it touch the ground — | was playing
volleyball outside during gym class when | saw a faint
red glow coming from the equipment building. Naturally,
| was curious and went to investigate, but when | opened
the door, the next thing | remember was waking up

on the floor of the cave Lothinora and the party were
camping in. It took me a long time to face the reality
that this is my home now, and I've been here three
years. | think. There’s been so much ... look out, | can
sense orcs approaching from the north. Let’s get ready!”

Normal school life is adventure enough without the need
to go gallivanting after lost treasures or joining armies. When
they find themselves 