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Chapter One 

So, you have been asked by a friend of yours to 

play in a role-playing game, but you are hesitant 

to join because you do not really know what it is. 

Is it a cult? Will you become addicted, losing 

yourself in an imaginary world, or even worse? 

Does it carry a geek-laden social stigma where 

you can kiss your chances of “making it” with the 

opposite sex goodbye? The realistic answer is no. 

Rests easy, role playing games have hit the main-

stream. At last count, several million people in 

the US alone regularly play in RPG’s. GenCon, the 

premiere gaming convention in the world, host 

tens of thousands of gamers, of which several 

thousand play exclusively in RPG’s. Now that we 

have established that neither your reputation nor 

your sex appeal will be negatively affected by 

playing in a RPG, we can continue with the practi-

cal details of a game. The DragonBall Z Role-

Playing Game is about acting out a story with 

your friends, where you make up the script as you 

go along! Depending on your preferences, it can be 

like a strategy game: carefully planning your 

moves and trying to become more powerful than 

your enemies can. Alternatively, it can be like a 

soap opera, with dramatic moments and a crazy 

cast of characters. It also has strong improv ele-

ments, like the TV show 

“Whose Line Is It Any-

way?” (Moreover, sometimes 

is just as funny). Primarily, 

DragonBall Z RPGs is a reg-

ular social activity where 

you get together and have 

fun. The rest is up to your 

imagination.  

 

So sit down, kick back, grab 

a beer and let’s smash some 

faces……… 

DRAGON BALL Z is a mystical action 

adventure game of riveting stories, driven 

by extraordinary characters that embody 

the essence of good and evil. It is a game 

filled with magical moments of wonder 

that reveal the charm, humor, strengths, 

weaknesses and follies of the characters 

adventures, wise sages and diabolical 

villains that make up its casts of players. 

The most unique aspect of the DragonBall 

Z universe is the DragonBalls. It is said 

that he who holds the seven crystal 

DragonBalls will be granted one wish by 

the Eternal Dragon which is summoned by 

gathering together all of the balls. The 

wish may be for power, untold wealth 

or even immortality - - the 

possibilities are endless. However, he 

who seeks to have his wish granted is 

wise to choose his desire carefully, 

for one the wish is granted, the 

DragonBalls are once again scattered 

to the four corners of the planet, 

where they await the next determined 

wish seeker. There exists a rumor that 

there is another set of DragonBalls. 

The original set that is even more 

powerful than the Earthly ones. The 

rumors suggest that the original 

DragonBalls remain on the planet they 

were first created, Namek many, many 

years ago. 
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The Dragon Ball Z Realm  

The Universe is the totality of existence, including plants, star, and gal-

axies, the contacts of intergalactic space, and all mater and energy. There 

are ten Universes in the Dragon Ball Z realm and in the Seventh Universe 

is where the plant Earth is located. The Dragon Ball Z Cosmos is a big 

ball. This ball is divided up in two halves: the lower half is the realm of 

the living and the upper half is Other World with Hell located between the 

two halves. The realm of the living is divided into four quadrants based 

on the cardinal directions; each ruled by a Kai chosen from the Shin-jins 

which are from the Planet Kaishin. There is a single Check-In Station for 

the four quadrants of the realm of the living, which allows its inhabit-

ants to go to the Other World. The Kai live in the Other World, on plan-

ets positioned at the four cardinal points of the cosmos; notably, North 

Kai’s planet is at the end of Snake Way which starts at the Check-In Sta-

tion.  There are roads leading to each of the Kai’s planets. The Grand 

Kai’s planet is above Heaven, which is a gigantic planet in the center of 

the cosmos. The planet Kaioshins, the top-tier deities of the universe who 

watch over both the Other World and the living World is located, outside 

the ball that makes up the cosmos, in the Sacred World of the Kai. The 

Kaioshins are Gods of Creation who provide the catalyst for life and 

planets to be born. In order to provide a balance to the constantly in-

creasing number of planets, the God of Destruction regularly destroys 

life and planets. There are ten Gods of Destruction, one for each universe. 

Lord Bills is the God of Destruction of the Seventh Universe. Below the 

four Kai’s of the Universe are the Guardians, 

which watch over each planet. Every planet in 

the Universe has a Guardian. These Guardians 

are a selected chosen from the realm of the 

living by meeting very specific moral ethics 

and codes. The Demon Realm, where the Maka-

Dragon Balls 

Dragon Balls are the namesake artifact of 

the North quadrant and the DragonBall Z 

engine. They are orange, crystalline sphere 

with the ability to call forth the Eternal 

Dragon Shenron who has the ability to 

grant wishes to anyone who gathers all 

seven of them in one place. The Dragon 

Balls were and are created by the peaceful 

farming warrior race called Namekians. 

Namekians living on planet Namek which 

located in the North quadrant of the Uni-

verse, 4339 years and 3 months away from 

Earth with normal modern day technology. 

The only other known planet to have Drag-

on Balls, besides planet Namek, is planet 

Earth. However, the Dragon Balls from 

planet Namek are much stronger than those 

of Earth. The Namek dragon Porunga can 

grant up to three wishes at a time with the 

ability to bring someone back from the 

dead more than once, where Earth’s balls 

can only grant a single wish and can only 

bring someone back from the dead once.  
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Earthling  

Earthling, often referred to 

as just humans, are the main 

inhabitants of the planet 

Earth. They share the planet 

with other intelligent life 

forms, including anthropo-

morphic animals. They are even 

led by an anthropomorphic dog 

named King Furry. In fact, 1% 

of Earthlings are half-breeds 

with some other race, 7% are 

monster-type, 17% are animal-

type, and that 75% are the 

regular true blue human-type. 

With the exception of uncom-

mon hair colors and occasion-

ally odd features (ranging 

from longer lifespans to 

werewolfism), Earthlings are 

identical to real-life man. Hu-

mans in the Dragon Ball Z 

world also seem to be able to 

utilize or be affected by cer-

tain elements of magic.  

Saiyan 

Saiyans are a naturally aggres-

sive warrior race who nearly 

all obliterated by a powerful 

Arcosian were named Frieza. The saiyans are 

a fighting race who, since ancient times, 

has lived a violent and inhumane life-

style, where they attack numerous planets 

to build up wealth and goods. Saiyans are 

from the planet Vegeta originally named 

planet Plant. The Saiyan used to share 

the planet with another raced the Tuffles, 

after many years of war the Saiyans de-

stroyed nearly all the Truffles on planet 

Vegeta. Saiyan are able to breathe in low-

er to almost no atmosphere and typically 

can survive in no atmosphere minutes 

longer than any other race. Before the de-

struction of planet Vegeta the Saiyan 

race as a whole we employed by Frieza as 

hired mercenaries in a galactic planet 

trading scheme. Saiyans are known not 

only physical physique, but the appearance 

of tails from their lower back.  

Earthling Playability 

Earthling characters are the ever heroic 

and vigilant defenders of the planet Earth 

willing to protect her at all cost. Filled 

with moments of heroism earthling play-

ers will never experience a dull moment. 

Even with, obvious, less natural powers 

compared to some other species Earthling 

characters are able to keep up with the 

best of them. Coupled with the desire to 

never fail and unparalleled heroism 

earthling characters are without a doubt 
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Half-Saiyan 

A termed used to describe a Saiyan not 

from the Planet Vegeta and not of pure 

blood. All known half-breed Saiyans are 

part earthling and part Saiyan. This 

mixture seems to create a powerful fu-

sion between the two races granting the 

offspring abilities of both species. It 

is known that a Half-Saiyan can trans-

form into a Legendary Super Saiyan as 

well as they are born with a tail and 

the ability to transform into Ozaru 

during the full moon. There are mixed 

feelings in the remaining Saiyan social-

ly about half-breeds, yet many times they 

aren’t view any different than pure 

bloods. With no home planet and gener-

ally being raised “earthling” many Half-

Saiyans are much more, personality wise, 

different than pure bloods. Having been 

raised on Earth seems to have a great 

effect on them, and even when full blood 

Saiyans have extended stays on Earth 

they too are affected, causing them to be 

Arcosians  

Arcosians are known by many names; Ar-

cosians, Frost Demons and Glaeris. Not 

much is known of their origins, or their 

home planet. Seemly very rare and manly 

solitary from others of their race, the 

Arcosians are believed to live on a natu-

rally cold planet with gravity hundreds 

of times stronger than Earth’s. Known to 

be one of the strongest races in 

the North Galaxy, it seems most of 

the known Arcosians are part of 

the Planet Trade Organization, if 

not the leaders themselves. Ar-

cosians seem to view mercy only as 

a way to get oneself killed and 

willing to destroy anyone who they 

view as a threat. This leads to the 

assumption that as a civilization, 

or just an inherent untrusting na-

ture, Arcosian social is generally 

deceitful. So little is known about 

the Arcosians there is very little 

history to speak of. It is known that they are able to survive in outside 

of atmosphere and the more notable Arcosians are able to destroy planets 

with a single Ki blast. As they gain power, they create for themselves new 

forms to disguise their actual power levels from opponents and allies 

alike. (It is important to note in the Dragon Ball Z engine to achieve this 

type of effect Arcosian abilities are slightly reversed and altered.) Trans-

forming up into their next form greatly increase their power level, lead-

ing to the idea that the forms work like a buffer to hold in such intense 

Saiyan & Half-Saiyan Playability 

Without a doubt one of the most 

powerful combatants in the 

North Quadrant and more than 

likely known universe, Saiyan 

are known for their natural 

combat skill and ability to im-

prove after each battle. Search-

ing for a good, yet always fair, 

fight Saiyan characters will al-

so be up for a bout. Saiyans al-

so have two special and almost 

equal power transformations, 

Ozaru and the Legendary Super 

Saiyan which are listed and de-

scribed in the Transformation 

Chapter. Saiyans bring pure, raw, 

unadulterated power to the bat-
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Arcosian Playability 

Cunning and menacing Arcosians as a species are rather cold creatures. 

Willing to step on the small guy for a shot at power, however, there are 

some Arcosians who are capable of showing compassion to the weak and, to a 

certain extent, mercy and patience. Arcosians are definitely one of the most 

powerful damage dealers of the DragonBall Z engine, not to say they can’t be 

out classed. Arcosians also have the ability to transform or Metamorphosis 

Namekian 

Namekians are a race from the planet Namek; 

they are humanoid, born from eggs, with slug-

like characteristics, including green skin, pink 

patches and antennae.  They seem to be instantly 

recognizable by many space-faring races, at one 

point in the not-too-distant past the Namekians 

used to trade with other off-world civilizations 

as well as travel through space. However, there 

was a great cataclysm on Namek which destroyed 

nearly all the natural resources on the planet 

and ever since then the Namekians have become 

secluded.  Namekians have also been known to 

vast knowledge of technology, possible from 

their past space-trading or simply a great abil-

ity to understand technology. It is believe that 

just over one hundred Namekians remain on 

their home planet, but this number is not con-

firmed. Namekians are natural healers and even 

beyond that are strong warriors. Able to recov-

er from physical damage quickly and even regrow 

lost limbs. With such powerful physical proper-

ties it is no surprise to learn the Namekians 

are able to extend their limbs beyond their nor-

mal lengths. Namekians also have amazing hear-

ing and it is rumored that some can hear across 

the universe, although this might not be completely actuated. In addi-

tion Namekians have a rather great resistance to colder climates. All 

this coupled with rare, if at all, eating habits and typically only 

drinking water Namekains are strong, powerful and peaceful warri-

ors. Namek is also home to the Dragon Balls, it is unsure if all 

Namekians can create them or just a selected few from special blood 

lines. What is known is that is takes great patients, time and a pure 

Namekain Playability  

Peaceful warriors and powerful healers coupled with unmatched sense 

Namekians are strong and reliable fighters. They host a number of 

natural abilities from Fission, Super Hearing, Telepathy and even the 

ability to create some objects out of thin air. Universal in combat, 

Namekians cover all the bases from; physical strength, powerful en-

ergy, jack-of-all-trades, to impenetrable defender. Namekians have a 

host of tools at their disposal most notable are healing and Fission 

which are covered in later chapters.  
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Android 

Artificial humans are robot-

ic/cyborg humans, most of 

them created by the evil scien-

tist Dr. Gero. Android are 

said to have unlimited energy 

and eternal life. Due to their 

inorganic nature, they also 

have no aura or Ki to sense. 

There are three types of an-

droids, those with unlimited 

power supply and nearly with-

out drawbacks, those that need 

constant intake of energy, 

usually stolen from victims, 

to keep their power reservoir 

from draining, which would 

cause the android to malfunc-

tion and the third kind are 

bio-androids which seem to 

have the abilities of both the 

latter.  However, because of their modifica-

tions any type of Android is unable to con-

sume any type of food or water. 

Android Playability 

Powerful constructs built and created for battle, never slowing down, 

never giving up. Able to take extreme damage and dishing it out Androids 

are deadly and commanding characters on the battlefield. Android charac-

ters are said to have unlimited energy coupled with this Characters can-

not sense Android characters Ki, nor can they be tracked by any sort of 

Other Races 

There are many, 

other seemly count-

less, races in the 

Dragon Ball Z uni-

verse. Here we cov-

er the main and no-

table spices in the 

DragonBall z realm 

up and including 

the Perfect Cell 

Saga. We included 

only these species 

for a verity of reasons. Additional races include; Ogres, Tuffles, 

Makaioshin, Demons, and many, many other unnamed Alien races. Due to 

the sheer vast amount of species we just couldn’t cover them all. How-

ever, players and their storytellers are encouraged to create and dis-

cuss other races in the DragonBall z realm for storytelling or for 

play,  
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Chapter Two 
The first rule for every player to know and 

probably the most important rule is never forget 

to have fun. RPG’s are all about bringing friends 

together, having fun and sharing in laugher and 

joy. Alright, now assuming that your group has a 

Storyteller or Game Master and a storyline or 

plot, there are several rules and regulations that 

players should be aware of. So first off the Drag-

onBall Z Core Rulebook is setup like an instruc-

tion book and each chapter will help complete the 

last and build onto the next. First we will cover 

the rules of the game and setup the system so that 

players and Storytellers will know how the Drag-

onBall Z engine works inside and out. There are a 

few basic rules in the DragonBall Z RPG and they 

are very simple to understand. 

Continuity 

Many times throughout this Rulebook we will make 

reference to the ability for players and Storytell-

ers to make changes as they see fit. If a rule or a 

guideline isn’t working for the group free feel to 

make a change, however, as an editorial note the 

rules and guides were design and built around the 

system as a whole and groups are encouraged to 

keep the continuity for the Rulebook by adhering to 

as many guides and rule as they can. 

Defender Wins 

In the case of a tie in any instance the defender 

will always win.  

General Over Specific 

Specific rules hold rank over 

general rules, meaning if a 

general rule, such as standard 

success rate is eight and a 

specific rule, such as Warrior 

of Humanity says lower a char-

acters success rate by one 

would supersede the general 

rule.  

The Law  

Game Master has the final say, 

if they decide to change a rule 

or make a judgment called, or 

simply wish to change how 

something works out in the 

game world they reserve that 

right. Players should adhere to 

the change and honor it, if 

there is any disagree it is en-

courage discussing the change 

outside of the game or after 

Successes  

A success is when 

a player rolls a 

D10 and scores an 

eight or better.  

Eight is the standard success rate for 

everyone from players to Storyteller. A 

success determines rather or not a char-

acter effectively stuck an enemy or passed 

a check to escape a narrow passage as it 

closed. DBZ uses this style of system for 

all aspects of its engine. In most instanc-

es player’s will be given a numeric DC or 

difficulty class this number is the amount 

of successes required to complete or be 

successful at a task. Difficulty classes 

can verity and help determine the situa-

tion, actions and even the environment. A 

character’s Success Rate cannot, even 

though trickery, be lower than six. 



 

 

 

 

 

 

 

 

 

 

Page 13 

Combat Sequence 

A typical combat encounter is a dash be-

tween two sides, a flurry of punches, 

feints, deflections, energy blast and me-

lee combat. The DragonBall Z engine or-

ganizes the chaos of combat into a cycle 

of rounds and turns. The actions in a combat encounter happen almost simul-

taneously in the game world. To make combat manageable, combatants take 

turns acting-like taking turns in a board game. If your turn comes up before 

an enemy’s, your actions take place before the enemy’s actions do. The order of 

turns is determined at the beginning of a combat encounter, when combatants 

roll initiative. 

 Rounds: In a round, every combatant takes a turn. A round is the combina-

tion of every combatant in the Initiative Order. In direction from greatest 

initiative to the lowest initiative. A round equal about six seconds in the 

game world. 

 Turns: Each combatant gets a single turn during a round. Combatants can 

perform different actions during their turns. See “Action types” for what 

actions can be executed and when they can be accomplished. 

Combat 

Now let’s jump into the Combat 

sandwich. Whether it is a skirmish 

against a handful of thugs or an 

all-out battle with soldiers and 

their ruthless sovereign, combat is 

the staple of the DragonBall Z ad-

venture. Combat encounters usually 

begin when you enter an area con-

taining enemies. Sometimes enemies 

enter your area instead – when ban-

dits attack your group in the mid-

dle of the night, for example – or 

you and the enemy stumble upon each 

other. You might meet on the street, 

or you might be flying through the 

air when you run into a hostile ad-

versary. This selection will cover 

all the mechanic, rules and guide-

lines of all the types of combat 

there are in DBZ. We like to point 

out there are simply guidelines and 

rules used to create a balanced and 

fair gaming system. At any point if 

the Storyteller or players feel the 

system is broken or not working as 

intended we encourage players to 

find a working solution. 
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1. Establishing Positions: The Storyteller and players decide and deter-

mine where the combatants involved in the encounter are positioned at the 

start of battle. For example, if the PCs (Player Characters) just entered 

a room, the Storyteller might decide that only two of the PCs can fit 

through the door at a time or that the enemy is waiting in attack posi-

tion on the other side. 

2. Determine Surprise: The Storyteller determines whether any combatants 

are surprised. If any characters notice an enemy combatant without being 

noticed in return,  

3. Rolling Initiative: All combatants involved in a combat encounter must 

roll initiative, determining the order of turns for each combatant. Play-

ers roll initiative at the beginning of combat encounters. 

4. Surprise Round Actions: If any combatant gains a surprise round, they 

act in initiative order each one taking a single action. (Surprised com-

batants take no actions during the surprise round.) The surprise round 

then ends and the first regular round of combat begins.  

5. Taking Turns: In initiative order, all combatants take their respective 

turns, which include various actions. (Combatants can also take certain 

actions on other’s turns.) 

6. Ending a Round: Once all combatants have taken their turn the round 

ends and the second round begins. This continues until one side is defeat-

ed, captured, flees, or is otherwise overcome, 

Six steps of setup 

There are six steps to setup combat which players should always follow 

for each encounter. This will help players and the Storyteller during cha-

os moments of battle, laughter and dice rolling.  

Surprise Round 

Some battles begin 

with a surprise round. 

A surprise round oc-

curs if any combatants 

are unaware of the ene-

my combatants’ pres-

ence or hostile inten-

tions. For example, if a 

character fails their Perception 

check to notice a concealed enemy, 

the character will be surprised. Al-

ternatively, if the “supposed” allies 

spring an attack and a character 

fails their Insight check to notice 

the attack; you are surprised. If any 

combatants achieve a surprise they 

act during the surprise round fol-

lowing the normal rules to turns. 

Limited Actions 

If a character is able to act in the 

surprise round, they are limited in 

the actions they can make. After 

every non-surprised combatant has 

acted the surprise rounds end the 

round restarts and normal combat 

resumes. 

 

Surprised 

If a character is surprised they 

cannot take any actions (Not even 

free actions) and any attacker is 

granted the Combat Advantage Sur-

prise until the end of the round. 
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Initiative 

Before the first round of combat all players must roll initiative by roll-

ing a single D10 plus the character’s initiative value. Which is calculated 

by adding a character’s Dexterity or Reflex whichever is higher and Wits 

scores. The Storyteller will determine initiative for enemies. Throughout a 

battle, combatants act in order from highest initiative to lowest. The order 

in which combatant take their turn is called the Initiative Order. In case 

of ties combatants will compare DEX scores if these attributes are still a 

tie compare REF scores or simply roll off using a single D10 highest wins. 

Standard Action: A standard 

action is the core of a char-

acters turn. Character nor-

mally only have one standard 

action a turn. This includes 

things such as attacking an 

enemy, using a piece of equip-

ment or a device; anything that takes a character’s focus to perform is a 

standard action.  

Move Action: Move actions involved the movement of a character from one 

place to another.  A movement action is required only if you character is 

moving more than one yards. Sometimes in the throw of battle a charac-

ter might move without declaration, willingness, or with the flow of 

combat. It is up to the player and the storyteller to decide if a charac-

ter has to use their move action. 

Counter Action: Counter actions are a response to an enemy entering me-

lee range or a character leaving said range and attempting to make a 

ranged attack in melee range. Characters have a specific number of coun-

ters per round equal to their Perception Attribute. Characters can only 

counter with a physical attack and cannot counter a counter.  

Triggered Action: An action that is effected by something about to hap-

pen or will happen during a combat encounter. Characters can choose to 

hold any one of the other action types until an event, or effect has hap-

pened. As soon as the trigger is fulfilled the action takes place instant-

ly before continuing on.  

Free Action: Free actions take almost no effect or time to perform. Char-

acters can take as many free actions in combat as they wish. However, 

storytellers might limit free actions on a case to case bases or alto-

gether. Free actions are simple things such as speaking a few sentences, 

dropping a held item, or letting go of a grabbed enemy.  

Number of actions 

Each round player’s characters have a num-

ber of actions they can perform. Characters 

can perform a number of actions equal to 

the perception plus Wits or Intelligence, 

whichever is lower, divided by two rounded 

down.  

 

Action Types 

A combat turn is made up of actions. Fir-

ing a Ki ball, using a piece of equipment, 

running across a room, opening a door – 

each of these activities, along with many 

others, is considered an action. You use 

different action types to do different 

things. For example, attacks are called 

standard actions, and moving from one 

spot on the battlefield to another is nor-

mally a move action. A typical combat 

round or turn can include up to five dif-

ferent action types: Standard, Move, Coun-

ter, Triggered and Free.  
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Starting Combat 

Once players and their storyteller has determined positioning and initia-

tive has been calculated it is time to take the first turn. Over the next 

few pages we will describe a standard turn and how it works as well as 

the rules for attacking and defending. 

Effects Phase 

Before a character takes any ac-

tions, there are a few things they 

must do; track certain effects 

that occur at the start of the 

character’s turn, and check any 

other effects that might be oc-

curring during your turn that 

doesn’t actually specifically ef-

fect your character, but the whole 

encounter. These things take al-

most no time in the game world 

and are simply the mechanical ef-

fects. 

Ongoing Damage: If a character is 

suffering from ongoing damage char-

acters will suffer those effects at 

this time. 

Mechanical Effects: Deal with any oth-

er effects that will occur during a 

characters turn. 

Ending Effects: Some effects and me-

chanics might automatically end at 

the start of a character’s turn. 

No Actions: A Character cannot take 

any actions during the start of a 

turn until all of the above statements 

have been fulfilled. 

Action Phase  

When a character’s turn arrives in the initiative order, it is their turn to 

perform actions in the round. A characters turn has three step processes; 

Effects, Actions and End. During the action phase Characters must decide 

what to do with their actions; aid an ally, achieve a victory or chase a vil-

lain. “See Action Types” On a character’s turn they can take one standard 

action and one move action, or declare a trigger. Characters can also 

choose to substitute their standard action for an additional move action 

allowing them to move twice in one turn. Character can also mix up the 

order in which they perform these actions, such as a character can move 

then use their standard action or perform their standard action then move.  

Also remember all the while a character can be using free actions as they 

see fit and are allowed. It is important to know that other combatants in 

the encounter can use free actions on another characters turn as well. 

Actions 

Following actions are 

the three standard 

actions players can 

take on their turn. 

 Standard  

 Move 

 Free 

 

Actions on other 

turns 

Following are the on-

ly actions players 

can take on other 

combatant’s turns. 

 Trigger 

 Counter 

 Free 

Actions on other turns 

Most of characters actions will take place on 

their turn, but some actions can be taken at any 

point such as free actions or actions activated by 

a trigger, “See Action Types” for the definitions 

of each different action if you are still confused.   

Attacking & Defending 

Battle in the DragonBall z game is won through 

cleverly chosen attacks, able defenses and luck. On 

a typical turn characters will use their standard 

action to mount an attack, whether on foot or 

flying through the air. Moreover, a character’s 

defense will be frequently tested by foes’ attacks. 

Notably and probably the most used tool in the 

Dragonball Z engine is the Ki Meter. Players will 

use it to attack other combatants. 
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Ki Meter  

Used during combat to perform attacks characters will spend Ki points 

from this meter to perform actions, Simple actions such as defending cost 

nothing where actions such as a physical attack cost two and an Energy at-

tack cost three. Additionally it is important to note that characters can 

only spend a specific amount of Ki points per turn, this is governed by 

their Power Level. At the start of every en-

counter combatants Ki Meter refresh by one 

level category up to their maximum, we will 

cover level categories later.  

Ki Points 

A character’s Ki meter is based on their 

Stamina or Endurance whichever is low + 

Manipulation added together. For each dot 

a character gains six Ki points to their 

Ki Meter, there are many things besides 

simply attacking that players can spend 

their points on we will go over this is the 

extended actions section. Additionally, 

characters can only spend some many 

points per round based on their power lev-

el.  

 

Power Level 

Power level regulates the number of Ki points a 

player can spend per round. Characters’ Power Level 

starts at one during character creation and can be 

increased later by role-playing or experience points 

at the cost of eight plus current. To determine the 

number of max Ki points a character can spend per 

round reference the chart below. 

Power Level 1 2 3 4 5 6 7 8 9 10 

Max Ki per 

round 

6 10 14 18 22 26 30 34 38 42 

Energy Thresholds 

There are three energy thresholds; Weakened, drained and exhausted. When 

characters reach three-fourths of their total Ki points that become weak-

ened and all damage values are lowered by one. At half Ki points charac-

ters are drained and their damage values are lowered by two. At one-

fourth Ki points characters are exhausted and damage values are lowered 

by three. Additionally if characters are exhausted grant combat advantage 

to all enemies. Characters can roll a steadfast check to resist the effects 

of an energy threshold, see damage and life points for steadfast.  If char-

acters past the check they gain determination granting them a bonus plus 

two to their damage value and combat dice pools until the end of their 

next turn.   
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Physical Attacks 

A Physical attack 

can either use a 

mundane weapon 

or the combatant’s own fist and usually targets a single enemy within a 

character’s melee range. (Some weapons have greater reach than the standard 

melee range, theses weapon will determine the range of an armed character’s 

attack). Physical Attack Pool is the characters Dexterity attribute along 

with any other bonuses. Characters will then subtract the target’s defense 

value from the pool. Roll the remaining amount of dice, if any and all suc-

cessful rolls carryover to the damage step which we’ll explain soon. All 

physical attacks cost two Ki points to perform. To insure players will not 

roll simply roll one dice from their attack pool at a time, slowing down 

and clogging up combat, it is said rolling a single dice or not rolling all 

dice declared in an attack at the same is consider cheating and should not 

be attempted by anyone including the storyteller. Physical attacks cost lit-

tle to no effort to perform, however, there are exception to rule such a 

Combination actions which we’ll cover here in a bit.  

 Example: Ronan declares a physical attack on Garrett, let’s say a punch. 

Ronan has a physical attack pool of four. Garrett has a defense of two. 

Ronan subtracts two from his attack pool and rolls the remaining. He 

scores no successes, his attack misses Garrett. He subtracts two Ki 

points from his meter. 

Dice Pools 

A dice pool is a mixture of dice 

built from taking several stats 

and adding them together to 

create a pool. Each of stat 

trees has a dice pool associated 

with it. A characters Physical 

Dice Pool, a pool of dice used 

solely for taking physical ac-

tions, is based on several modi-

fiers typically including the 

Attribute Strength.  Characters 

Energy Dice Pool, a pool of dice 

used solely for taking energy 

actions, is created by several 

modifiers typically including 

the Power Attribute. Character-

istically modifiers for one pool 

will not be compatible for another, however there are 

exceptions. When referencing a bonus or modification 

generally the rule or guideline will specify which pool 

the bonus belongs too.  



 

 

 

 

 

 

 

 

 

 

Page 19 

Energy Attack Types  

An Energy attack is the standard term used 

when attacking at range with a normal ener-

gy blast. However players need not fear if 

this type doesn’t fancy them they will be able 

to create their own unique attack later on in 

the Signature Technique section. There are 

four other types of energy attacks which we 

will in the Technique section. Each type has a 

“dot” associated with it, these dots correlate 

with a players Manipulation. Players cannot 

use specific energy attacks if the type ex-

ceeds the number of dots in the character’s 

Manipulation score, but for right now let’s 

cover the basics.  

Energy Attacks 

An Energy attack is a strike against a tar-

get at any range, even melee. An Energy at-

tack usually targets a single enemy; however, 

some Energy attacks have an area of effect 

ability. When performing an Energy attack 

character must spend three Ki points, these 

points don’t add to a character’s attack pool 

they are simply a cost. Energy Attack Pool is 

the characters Precision attribute along 

with any other bonuses. Characters will then 

subtract the target’s defense value from the 

pool. Roll the remaining amount of dice, if 

any and all successful rolls carryover to the 

damage step. To insure players will not roll 

simply roll one dice from their attack pool 

at a time, slowing down and clogging up 

combat, it is said rolling a single dice or 

not rolling all dice declared in an attack at 

the same is consider cheating and should not 

be attempted by anyone including the story-

teller.  

 Example: Garrett has an energy attack 

pool of six. Ronan has a defense of two. 

Garrett subtracts two from his attack pool and rolls the remaining. 

He scores two successes and strike Ronan. Garrett then subtracts three 

Ki Points from his meter.  

Provoke Counter 

When character attempt to attack with an energy attack while within me-

lee range of an enemy they grant the enemy a counter action against them. 

If there are multiple enemies in melee range they all may take a counter 

action. Characters may spend an additional Ki point per energy attack to 

give their attack Haste which makes their energy attack not provoke a 

counter action. However, Haste attacks cannot score criticals hits.  

 Example: Rohan using and energy with haste would cost four Ki points, 

but not provoke a counter action.  
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Defense  

A Characters ability to avoid injury and 

other ill effects is measured by their de-

fense. Character’s defense is equal to a char-

acter’s Reflex Attribute. A character’s de-

fense is subtracted from an attacker’s attack 

pools each time they attack. During a round 

if a character is attacked multiple times 

their defense is lowered by one each time they 

are attacked. Meaning if a character has de-

fense three and is attacked by an enemy their 

defense is reduced to two, so fourth and so 

on. Characters defense reset to full at the 

start of each new round. Some other skills 

or bonuses might apply to a character’s de-

fense so remember to always check your char-

acter sheet and possible situational bonuses. 

If a character’s defense is reduced to zero 

they can only defend by struggling. Struggle 

allows a defenseless character an attempt to 

dodge an incoming attack if their defense has 

been reduced to zero. Characters are always 

able to struggle and only get struggle if 

their defense is reduced to zero. When char-

acters struggle they roll a bonus defensive 

dice pool equal to their Defy Skill plus one 

up to a maximum of five; each success a char-

acter score with struggle is subtracted from 

the current attacker’s attack pool.  

 Example: Garrett defense is zero after be-

ing attack three times already this round. 

He is attacked a fourth time by Rohan. 

Critical 

Sometimes in combat characters score a hit so devastating or perform an 

action so well they get a critical success. A critical success is when any 

single dice rolls a ten, ten being the character’s Critical Rate. When 

rolling a ten character automatically gains one success as normal char-

acters then get a bonus or free dice to roll in attempts to score another 

success. This second roll is called confirming a critical and characters 

will need to roll an eight or better to confirm the critical, this target 

value is called Critical Target.  A Critical Target is the success rate of 

the bonus roll and this value cannot be modified in any way. When attack-

ing if the bonus roll is a success or the critical is confirmed the char-

acter adds one dice to the respective pool. Also important to note that 

criticals must also be naturally rolled, meaning characters cannot roll a 

nine on the dice and manage to turn it into a ten to score a critical. 

When confirming criticals if a character rolls another ten on their bonus 

roll they score a heroic critical. Heroic criticals causes the characters 

free dice from a critical to count as two extra dice.  

 Example: During an attack Garrett rolls a ten, two eights and a four. 

Garrett scored three successes and will roll a bonus dice in attempts 

to score a bonus fourth success. He gets another ten which causes his 

bonus fourth success to become two extra dice.  
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Damage 

If a character scores even a single success with a respective attack pool 

they have struck the target with their attack. Once a successful hit has 

been determined characters will build a damage pool. A character’s damage 

pool consists of the respective attribute and carryover, along with any 

other bonuses. Characters add either their strength attribute for physical 

attacks or their Power attribute for energy attacks to the damage pool. 

Carryover is the amount of successes the attacker scored with their attack 

pool. Players will then roll their damage pool any for each success they 

will inflict damage to the target’s Life Points. Physical attacks cause 

four points of damage for each suc-

cess scored during the damage step 

and energy attack causes six points 

of damage for each success.  

 Example: Rohan’s physical damage 

pool against Garrett is three and 

he scores two successes when roll-

ing. Garrett suffers eight points of 

damage. 

 Example: Garrett attacks back 

and has an energy damage pool of 

four and he scores two successes 

when rolling. Rohan suffers twelve 

points of damage. 

Success & Critical Rate 

These are the target numbers 

needed during a roll to score a 

critical or a success. As ex-

plained before a characters suc-

cess rate is eight. Above criti-

cals are define as ten.  

 

Critical Target 

When rolling to confirm a criti-

cal characters will need to roll 

an eight or better to score a 

success,  

Life Meter 

This is the measurement of character ability to stand up to punishment, 

turn deadly strikes into glancing blows and stay on their feet throughout 

a battle. Life Points represent more than the physical endurance of a 

character, if represents a character’s skill, luck and resolve – all the 

factors that combine to help a character stay alive in a combat situation. 

Once all battle calculation for an attack has been complete and a damage 

value is determined a character then records the damage on their charac-

ter sheet. A Life meter is the visible depiction of a character health. Every 

character has an amount of Life Points equal to their Stamina plus En-

durance Attributes added together. For each dot they gain eight life 

points. When characters suffer damage they will reach thresholds, these 

thresholds are degrees for overall damage inflicted to the character. Each 

of these thresholds can cause the character to lose their willingness or 

focus during a fight.  
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Bloodied  

When a character’s life points reaches three-fourths or fewer they become 

bloodied. When characters are bloodied they suffer a loss of focus and sub-

tract one dice from all dice pools. This negative doesn’t affect character’s 

Steadfast or saving throw checks.  

 

Injured 

Once a character has reached half of their life points or fewer they become 

injured. This increasing the effects of bloodied by one and causes the char-

acters critical target to become ten instead of eight. This negative doesn’t 

affect character’s Steadfast, however will effect saving throw checks.  

 

Wounded   

Once a character’s life points are reduced to one-fourth or fewer they are 

wounded increasing the effects of bloodied to three. Characters can no 

longer score criticals and the effects of bloodied while wounded effects all 

dice pool including steadfast.  

Steadfast 

Whenever characters are considered bloodied, or at the beginning of their 

turn are injured or wounded, they must make a steadfast check. To roll a 

steadfast check players use their Constitution Attribute plus fortitude 

skill and must score at least two successes. If they score two successes 

the character resists the effects of a damage threshold until the beginning 

of their next turn, at which point 

they will need to roll another 

steadfast check to resists the ef-

fects once more. Additionally if 

character rolls a ten during their 

steadfast check they gain an addi-

tional Dragon Rush for the encoun-

ter. Characters can only gain one 

additional Dragon Rush per stead-

fast check.  

Devastating Blow 

Sometimes enemies strike a char-

acter with a fatal blow. All play-

ers have a Devastated Threshold 

which is equal to their wounded 

value. If at any point an enemy 

with a single attack inflicts 

enough damage to a character and 

exceeds their devastated threshold 

they scored a devastating blow. 

When scoring a devastating blow 

the attacker will roll a single 

dice on the devastating Damage 

chart. 
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1 or 10 Crippling strike – Target is stuck with such force you causes 
external or internal trauma. See Crippling chart on the next 
page. 

2 or 9 Powerful strike – The target is struck in the torso or head 
Characters roll a d10 eight or low is torso and higher is head. 
Torso, Targets suffer two damage points directly to their life 
points each round until healed or treated. Their steadfast DC is 
also increased by three for a total of five instead of two. Head, 
The targets demise target is increased to nine. Targets suffer 
four damage points directly to their life points each round un-
til healed or treated. They automatically fail all steadfast 
checks and are now under the effects of dazed until the end their 
next turn. 

3, 4, 7 
or 8 

Serious hit – You strike the target in a vulnerable area and 
they suffer grievance injuries to either their arms or legs. 
Characters roll a d10 six or low is legs and higher is arms. 
Legs, characters halve their speed and reduced their initiative by 
d10. Additionally characters lose three actions per round to a 
minimum of one. Arms, characters reduce their physical damage 
value by three and their damage pool by two both to a minimum 
of one. Additionally their energy attack pool is reduced by four 
to a minimum of one. 

5 or 6 Glancing – The target managed to turn the blow into a glancing 
hit and suffers on additional ill effects. 

devastating Damage chart 

Crippling Strike  

If you score a crippling strike roll a single dice and view the results 

below. Characters cannot recover from these results without the proper 

medical treatment or assistance. Additionally any characters under the 

effects of a crippling strike can no longer gain attack modifiers and 

1, 2, or 
3 

Arms – A powerful blow to the targets arm causes them to reduce 
their actions per turn by one, their damage & speed value by half. 
Their steadfast DC is also increased by two for a total of four 
instead of two. 

4, 5, 6 
or 7 

Legs – The strike inflicted serious damage to the targets leg 
characters cannot longer walk and reduce their speed and initia-
tive to one. Additionally characters lose two actions per round to 
a minimum of one. Their steadfast DC is also increased by two for 
a total of four instead of two. 

8 or 9 Torso – Characters extremely hurt internally and the blow could 
possibly spell death. Characters lose three actions per round to a 
minimum of one. All damage values are reduced by three and their 
speed and initiative are halved. Their steadfast DC is also in-
creased by three for a total of five instead of two. 

10 Head – This type of crippling strike could out right kill a tar-
get. The targets demise target is increased to nine. Targets reduce 
their actions per turn to one. They automatically fail all stead-
fast checks and are now under the effects of dazed until the end 
their next turn. 

Demise Check 

When a character suffers a crippling strike to the torso or Head they must 

roll a Demise check if they fail they are defeated out right and reduced to 

zero life points. Characters roll a single d10 and if they score an seven or 

higher they pass the check. If they do not past the check they have failed 

and are defeated.  
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Defeated & Death  

In DragonBall Z death might only be permanent, 

once a character reaches zero Life Points they 

are considered defeated, possibly dead, simply 

unconscious or just otherwise incapacitated 

and cannot longer perform any action inside 

combat and only minor actions outside of com-

bat, such as speaking or slowly walking. Typi-

cally, for enemies zero Life Points spells death 

however you storyteller might resolve other-

wise. Death looms over everyone is the Dragon-

Ball Z world and it isn’t something to scoff at 

even with unearthly ability of the Dragonballs 

to bring someone back from the dead, for even 

their power is limited.  

Healing 

Over the course of battle character take dam-

age from attacks and lose Life Points healing 

these points back take time and even require 

some medical attention. Healing can take only 

place outside of combat, unless the skill or 

rule specifically states so otherwise. Healing 

a target can take place in two forms, from 

magical special ability to modern medicine. 

Characters 

can even 

be healed 

after they have reached zero Life 

Points if they are considered to 

still be alive. Characters in combat 

can also attempt to drop out of 

combat to aid a fallen teammate, re-

member however everyone on the bat-

tle field is subject to attacks. 

Characters that drop out of combat 

to aid a teammate can re-enter com-

bat simply by rolling a new initia-

tive score and waiting a single 

round; characters cannot abuse this 

rule to their advantage to gain a 

better position in the Initiative Or-

der. When healing damage naturally 

characters heal five points of dam-

age every eight hours or roughly a 

fourth of the day. Sometimes charac-

ter will be dealt a crippling strike 

which they cannot recover naturally 

and must seek medical, magically or 

therapeutic assistance.  
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Expanded – Actions in Combat 

During a characters turn they can choose from a wide variety of actions. 

Usually the most important decision a character makes in combat is what 

to do with their standard action each 

turn. This section describes the actions 

other than attacking and moving a char-

acter can perform during their turn in 

combat. This list is not exclusive and is 

simply a common list of actions that are 

available to a character. Characters can 

come up with other actions that might 

not be described here, it is suggested 

these are discussed with the group and 

storyteller. Characters can imagine any 

sort of action to do in the game. The fol-

lowing the list can be used as a guideline 

to help perform those actions.  

Charging  

Characters can charge their attacks to release a single devastating 

strike. When characters charge they are unable to perform major task 

such as attacking, opening a door or picking something up; charging re-

quires a single action. When charging characters gain one dice to their 

next attack pool for each action they spend charging, additionally their 

next damage value is also increased by two dice each action they charge. 

Characters also cannot fully defend themselves from incoming attacks 

granting Combat Advantage to all enemies in combat and reduce their de-

fense to one. Important to note at any point you are attacked or takes 

damage you must roll an Energy Concentration check (MAN + WITS). The 

difficultly level is determined by the number of rounds you have stored, 

results are listed in the Skills section under the Accumulation skill. If 

the character decides to drop the charge, meaning they lose all stored 

dice, they can defend as normal and the attacker loses their Combat Ad-

vantage. Characters can only charge for an amount of actions equal to 

their Accumulation Skill and each turn they must spend the required 

amount of Ki Points for the attack being charged. Charge physical at-

tacks cost two Ki points per action charged.  

 Example; Ronan is charging a physical attack for three actions. Each 

action he must pay two Ki Points for a total of six. Rohan’s physical 

attack pool is two he adds a number of actions he charged. This makes 

his charged energy attack pool five and damage value seven.  

Aid Another 

Characters can spend their turn helping 

a teammate, aiding a teammate is used 

when performing a skill check or dur-

ing a physical grapple or when the sto-

ryteller says it is appropriate. Any 

character who aids another grants two 

additional dice to helped ally or an 

amount of dice equal to the appropri-

ate skill whichever is higher. No more 

than two characters can assist another 

character at a time.  



 

 

 

 

 

 

 

 

 

 

Page 

27 

Energy Duels  

Sometimes combatants become entangled in fierce energy combat. This takes 

place as Energy Duels. When two characters enter this situation due to the 

extreme power other combatant cannot aid them or enter the affray.  An 

Energy Duel begins when a player who is the target of a charged energy at-

tack forgoes their defense and returns an energy attack or charged energy 

attack back at the attacker. Combat is paused and the duel is carried out 

immediately. Energy Duels are performed by a neutral member of the group 

or the storyteller rolling a single 

dice called the Neutral Target; both 

players involved in the duel then 

roll a single dice as well called the 

duel rate. Characters then compare 

number of actions they have charged, 

the player with the highest amount 

of actions or has been charging 

longer with be granted a bonus of 

three, if needed, to their the face 

value result of their duel rate. 

Characters can use this bonus to add 

or subtract from their results. No-

tably characters only gain this bo-

nus on the first Duel Rate roll, each 

roll after that the bonus is reduced 

by one. Whichever player scores a du-

el rate result closest to the Neutral 

Target’s value wins, repeat this pro-

cess five times or until one combat-

ant has won three times. The winning 

player builds their Energy Attack 

per normal rules charged or other-

wise; additionally they are granted 

Combat Advantage and Power Attack. 

The defending player does not get 

their defense.  

Dragon Rush 

Desperate times call for desperate 

measures. During times of great outcry some characters will raise above 

the rest. At the beginning an each encounter characters gain a single Drag-

on Rush which characters can use with any action during combat.  When us-

ing a Dragon Rush Players either can add an additional two bonus dice to 

any dice pool, before the pool is rolled, or increase the face value of a 

single dice after is has been rolled by three. Additionally character can 

use their dragon rush to increase their damage value of a single attack by 

two after the damage pool has been rolled. This ability can only be used 

during combat and cannot be used to aid another character. Notable play-

ers can earn more Dragon Rush through role-playing accomplishments, 

scoring a ten on a steadfast check or at the storyteller’s discretion.    

 Example: Garrett is attacking Rohan and decides to use a Dragon Rush, 

he add two additional dice to his attack pool and rolls. During the 

damage step he is able to use a second Dragon Rush which he uses to in-

crease one of his unsuccessful dice from a five to a nine changing it in-

to a success. 
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Power surge 

Power surge can only be used a num-

ber of times per encounter equal to 

the character’s Power Level plus one 

to a maximum of ten. This backup 

power is the energy or potential 

characters are holding back, a second 

wind of sorts. Power surge is action. 

When used this ability allows the 

players to recover an amount of Ki 

Points equal to their Manipulation 

Attribute plus Empower Skill value 

back to their Ki Meter. Each dot re-

stores four Ki points back to the 

character’s Ki meter.  

Grapple  

Characters can seize a target and keep 

them from moving or attempt too. 

Characters must have an Attack Modi-

fier of any type granted to them in 

order to grab a target. The grappler 

and the target both roll opposed dice 

pools by adding together their; 

Strength or Stamina and Resolve or 

Endurance attributes, whichever is 

higher respectively. If the grappler scores more successes then the 

target they win the grapple and can move the target up to halve their 

speed, hold the target, or make a single attack, they can also simply 

release the target. If character choose to attack it is carried out 

normally and the grappled target then the target is released after-

wards, the target’s defense is reduced to one against attacks against 

them while grappled. If the target wins they may make a normal physi-

cal attack at the grappler with Combat Advantage and Power Attack. 

Any character trapped in a grapple must use their standard action to 

try an escape, escaping a grapple works the same as initializing it.  

Pursue  

A pursue is a common term used to describe a combat situation in which 

a target is fleeing from a character and the player is giving chase. To 

add a unique spin to the DragonBall Z engine the Pursue Action was add-

ed. All combatants engaged in a Pursue, rather on the ground or through 

the air roll a Pursue pool. A Pursue Pool on the ground formed by add-

ing together a characters Stamina and Endurance Attributes together 

plus a character Athletics skill. An air Pursue Pool is formed by adding 

together a characters Manipulation and Endurance Attributes and Flight 

or acrobatics Skills, whichever is higher, together. All combatants then 

roll their respective pools and add their speed to the amount of success-

es scored. Players use those results to create an initiative order list 

from the results with highest to lowest respectively. Combat is then car-

ried out as normal. After all combatants have taken a turn the Pursue is 

continued, repeat the Pursue Pool process again until the Pursue is con-

cluded.     
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Rushing 

Characters throw themselves into a fight, dashing forward or flying at a 

target launching an attack. To Rush a characters at any minimum distance 

even melee combat and no more than fifteen yards away from the target and 

have a clear line of slight as well as path. Characters who Rush are grant 

power Attack. Note a Rush can only be a Physical Attack and cost one Ki 

point to perform. It is also important to remember that any combatants 

that rushes at target while within melee range of enemy will provoke a 

counter action. Any character who use Rush grants Combat Advantage to all 

enemies in combat until the start of their next turn. furthermore charac-

ters can pay an additional Ki point to give rush the haste rule as dis-

cussed in the energy attack section.  

Flight 

In Dragonball Z players can fly through the air, this can make combat dif-

ficult for the group to follow so in the spirit of keeping things simple 

during combat all combatants are considered to be on the same Level of 

elevation during combat. This helps keep combat smooth and contained if 

groups wish to create rules for three-dimensional combat we defiantly en-

courage them to do so. Players can also use flight for travel, to find out 

a character’s Speed in the air by ref-

erence the Flight Skill. 

Tripping 

Characters engaged in melee combat while on the ground have the ability to 

trip their enemies to gain attack modifiers. Characters can try to trip an 

opponent with a physical attack that knocks the target down for one 

round if the strike is successful, any damage causes is discarded. If a trip 

is successful the target falls to the ground and grants prone to all ene-

mies in combat. Tripped targets can regain their footing on their next 

turn as a move action. Attempting a trip can only be done if the character 

Saving Throw 

They are used to represent the char-

acter’s ability to avoid or resist a 

threat, such as dodging a trap, or 

being able to resist the effects of a 

poison or mental effect. For this 

reason, they are often modified by a 

character Constitution Attribute 

plus another appropriate attribute 

such as Perception. Sometimes even 

magical items or effects can modify 

saving throw values. A successful 

saving throw typically either negates 

or reduces the effectiveness or dura-

tion of the negative effect. Most of 

the time storytellers or rule will 

determine the stats and skill needed 

by the character for a saving throw.  
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Attack Modifier 

Combat rarely consist of foes standing toe to toe and bashing each other. 

Movement and position are key, if one character fires from a hiding place 

at an enemy in the open the hidden character gains an Attack Modifier. 

Temporary advantages and disadvantages in combat are reflected in a set 

of common Attack bonuses. An Attack Modifier is a bonus that is applies 

to a character’s dice rolls and in-

creases the amount of dice the player 

roll. Attack Modifier can range from 

bonuses to an attacking characters or 

a defending target. If a character 

gains an Attack Modifier advantage 

or disadvantage more than once simply 

increase the effects by one for each 

additional duplicate modifier.  

Blind 

Characters that have become blinded grant attackers Combat Advantage and 

blind combatants suffer three dice from all pool to a minimum of one.  

 Bonus: Blind characters grant attackers Combat Advantage to attack 

rolls made against them. 

 Detriment: Characters affected suffer the loss of three dice during any 

dice rolling. 

 Visionless: Blinded characters cannot see nor give flanking bonuses or 

gain any attack advantage modifiers. 

Circumstance Modifier 

Blind -3 

Combat Advantage +2 

Cover +2/+4 

Dazed -2 

Deafened -1 

Demoralizing -- 

Internal Damage -- 

Helpless +4 

Mega Damage -- 

Prone +5 

Power Attack +2 

Unconscious -- 

Combat advantage 

One of the most common attack modifiers is combat advantage; it repre-

sents a situation in which the defender cannot give full attention to an 

attacker. Multiple enemies’ press the defender at the same time; stunned, 

distracted or otherwise caught off guard can grant attackers combat ad-

vantage. Characters who are granted combat advantage gain a plus two 

dice bonus during attacks rolls made at the target.   

 Bonus: Characters gain a +2 bonus to attack rolls made against a tar-

get that grants or when they have combat advantage.  

 Line of Sight: Character must have a clear view of a target to be grant-

ed combat advantage. 

 Advantage 
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Cover 

If characters are considered to have cover while being attack they gain an 

Attack Modifier to their defense. Cover grants the covered +2 defense. If 

a character has superior cover they gain an addition +4 to their defense. 

This gain is temporary and when a character leaves their cover they lose 

this bonus.  

 Bonus: Defending character gain a +2 bonus to defense for cover and a 

bonus +4 with superior cover. 

 Line of Sight: Characters that have cover exposed only half their bodies 

and a character with superior cover exposed only a forth of their bod-

ies. 

 Advantage 

Dazed 

A dazed character grants Combat Advantage to at-

tackers and dazed combatants suffers a negative 

two dice to all combat pools to a minimum of one.  

 Bonus: Dazed characters grant attackers Combat 

Advantage to attack rolls made against the dazed 

character. 

 Detriment: Characters affected suffer the loss of 

two dice from all combat rolls, to a minimum of 

one. 

 Incoherent: Dazed characters cannot give flank-

ing bonuses or gain any attack advantage modi-

fiers. 

 Disadvantage 

Deafened 

A Character that becomes deafened grants enemies 

Combat Advantage and suffers a negative one dice 

to all combat pools to a minimum of one. 

 Bonus: Deafened characters grant attackers Com-

bat Advantage to attack rolls made against the 

dazed character. 

 Detriment: Characters affected suffer the loss of 

one dice from all combat rolls, to a minimum of 

one. 

 Incoherent: Dazed characters cannot give flank-

ing bonuses or gain any attack advantage modi-

fiers. 

 Disadvantage 

Demoralizing  

Characters sometimes cause such a physiology impact on a target than can 

demoralize them. Targets that are demoralized grant Combat Advantage to 

all enemies.  

 Bonus: Attackers gain Combat Advantage. 

 Duration: The effects of a demoralizing attack can last no longer than 

three rounds and no shorter than one round. Targets can roll a Saving 

Throw – Resolve plus Wits to stop the effects. The DC is equal to half 

the damage successes caused by the attack which inflicted the effect.  

 Disadvantage 
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Flanking 

When two or more combatants are attacking a single target they grant 

flanking. When flanking increase a character’s to attack pool by one for 

each additional ally focusing attacks on the same target. 

 Bonus: Characters gain a plus one attack bonus when attacking a 

flanked target. 

 Adjacent: Flanking is only granted when two or more allies or combat-

ants are adjacent to the target. 

 Limit: Characters cannot receive more than plus three bonuses from 

flanking.    

 Advantage 

Helpless 

When a character is considered 

helpless they become susceptible 

to attack, attackers gain a Com-

bat Advantage. Helpless increases 

that bonus by an additional two 

for a total bonus of four. Help-

less combatants cannot gain at-

tack modifiers. 

 Bonus: Attacking characters 

gain a +4 bonus to attack 

rolls made against a target 

that is helpless. 

 Falling: If a character is 

knocked Helpless while flying 

they will safely descend to the 

ground a distance equal to the 

number dots in flight multi-

plied by ten yards.  

 Helpless: Characters are una-

ble to perform any actions 

and cannot gain any attack 

advantage modifiers. 

 Disadvantage 

Internal damage 

During an attack targets can be in-

flicted with so much force that they 

suffer internal damage to their bodies. 

Internal damage is a combat disad-

vantage that causes a character to 

suffer one damage point each round 

they are affected. 

 Bonus: Characters suffer a damage 

point each round they are affected.   

 Duration: The effects of an internal 

damaging attack can last no longer 

than three rounds and no shorter 

than one round. Targets can roll a 

Saving Throw – Resolve plus Endur-

ance to stop the effects of internal 

damage. The DC is equal to half the 

damage successes caused by the at-

tack which inflicted the effect. 

 Disadvantage 

Mega Damage 

Mega damage is a damage pool 

multiplier used when a charac-

ter is attacking an object that 

isn’t considered a combatant 

or living. Mega damage changes 

the all damage to Catastrophic 

Damage. When characters are 

under the effects of Cata-

strophic Damage they multiply 

their damage value by a factor 

of ten.  

 Bonus: Character gain Cata-

strophic Damage. 

 Object: The target must be considered a non-combatant or living ob-

ject such as; a rock, building or mountain.  

 Advantage 
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Prone 

When a character becomes prone they grant Combat Advantage to all ene-

mies. Prone increases that bonus by an additional three. Prone combatants 

cannot gain a Combat Advantage. 

 Bonus: Attacking characters gain a +5 bonus to attack rolls made 

against a target that is Prone. 

 Falling: If a character is knocked prone while flying they will safely 

descend to the ground a distance equal to the number dots in flight 

multiplied by ten yards.  

 Helpless: Characters are unable to perform actions and cannot gain any 

attack advantage modifiers. 

 Disadvantage 

Power Attack  

Often characters will gain an advantage over their target, not with speed; 

but brutal force. When characters are grant Power Attack add two addi-

tional dice to the damage step of attacks. 

 Bonus: Characters gain a +2 bonus to damage rolls made against a tar-

get that grants Power Attack.  

 Limits: Character cannot gain the effects of Power Attack more than 

once. 

 Advantage 

Surprised 

As explained earlier in the 

chapter during a surprise 

around any combatant that is 

allowed to act gains Combat Ad-

vantage over any combatants not 

able to perform an action.  

 Bonus: Characters gain Com-

bat Advantage bonus when at-

tacking a surprised target. 

 Hidden: Combatants must able 

attacking from a hidden 

place, stealth, or during a 

surprise round for enemies 

to get surprised. 

 Disadvantage 

Restrained 

Character that are restrained, for 

whatever the reason, grant Combat Ad-

vantage to all enemies. A restrained 

target grants attackers Combat Ad-

vantage as well Power Attack.  

 Bonus: Attacking characters gain 

Combat Advantage as well Power At-

tack made against a target that are 

restrained. 

 Immobilized: Characters restrained 

are unable to perform any actions 

other than trying to escape the re-

straint and cannot any attack ad-

vantage modifiers.  

 Disadvantage 

Unconscious 

Any combatant that becomes unconscious cause all attacks to automatical-

ly count as a Coup Da Grace, meaning all attackers can attempt to slay 

the target.  Additional characters defense is reduced to one while uncon-

scious.  

 Bonus: Attacking characters attacks count as Coup Da Grace. 

 Falling: If a character is knocked unconscious while flying they will 

safely descend to the ground a distance equal to the number dots in 

flight multiplied by ten yards.  

 Unconscious: characters are unable to perform any actions and cannot 

any attack advantage modifiers. 

 Disadvantage 
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Chapter Three 
In this section we will cover the basics  

for character creation, attributes and 

the specific bonuses and traits each 

playable race in has. Firstly, let’s cover 

experience points the vital spark of the 

character development and advancement. 

Experience points allow a character to 

increase everything from attributes to 

signature techniques to skills and 

traits.  

Experience Points  

An experience point is a unit of meas-

urement used in many role-playing 

games (RPGs) to quantify a player char-

acter’s progression through the game. 

Experience points are generally awarded 

for the completion of quests, overcoming 

obstacles and opponents, and for suc-

cessful role-playing. In many RPGs, 

characters start as fairly weak and un-

trained. When a sufficient amount of experience is obtained, the character 

“levels up”, achieving the next stage of character development. Such an 

event usually increases the character’s statistics, such as maxi-

mum health, magic and strength, and may permit the character to acquire 

new abilities or improve existing ones. As players gain more experience 

points, the amount of experience needed to gain new abilities typically in-

creases. Alternatively, games keep the amount of experience points per lev-

el constant, but progressively lower the experience gained for the same 

tasks as the character’s level increases. Thus, as the player charac-

ter strengthens from gaining experience, they are encouraged to accept 

tasks that are commensurate with their improved abilities in order to ad-

vance. Experience points is an umbrella term that encompasses the points 

players spend into their character’s attributes, skills and other abilities. 

Experience points can be spent in any way to help improve characters abil-

ity in combat and in role-play. it is important to keep track of a charac-

ter running total experience because it might come into play later in the 

your game. The storyteller can also award experience points for complet-

ing missions, special task and defending enemies in combat or even over-

coming a challenge.  

Game Difficultly 

Getting started characters gain an amount of bonus experience to spend on 

their character depending on the difficultly of the game. A game’s story-

teller will decided the difficulty during character creation. This experi-

ence value gives the game difficulty either from how little you get or how 

much you get. An easy game player get 18 experience points, a moderate 

game they get 24 experience points and a hard game they get 30 experience 

points.  

 Easy: Characters get 30 experience Points 

 Moderate: Characters get 24 experience Points 

 Hard: Characters get 18 experience Points 
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Size & Speed 

Before we jump into attributes and race traits lets cover a few small 

rules for every character, size and speed. There are many different body 

types in the DragonBall z realm in the spirit of keeping thing simple we 

cover only five sizes; they naturally range from one to five. Size one 

would be the height of kid goku or Chiaotzu. Being size one characters 

gain plus two defense, however they lose two dice to physical damage 

pools. Characters that are size two, roughly Krillin or teen gohan’s 

height, gain only plus one defense and only lose one dice to physical dam-

age pools. When characters chose to be size three they range from vegeta 

to Tien Shinhan’s height, this size grants no additional benefits though. 

Being size four would be the height of Android 16 to Recoome. Characters 

with size four gain plus one to physical damage pools, but lost one to 

their defense. Size five roughly the size of King Cold gain two physical 

damage dice and lose two defense. A character’s size also helps determine 

their speed; character’s Speed determines how far they can travel on the 

ground and in the air. Speed is a 

combination of a character’s Dexteri-

ty and Reflex attributes minus their 

Size value. One point in Speed equal 

five yards, so a character with a 

Speed of three can travel up to fif-

teen yards in a turn.   

 Size one: Plus two defense, nega-

tive one physical damage dice & dam-

age value 

 Size Two: Plus one defense, nega-

tive one physical damage dice 

 Size Three: This size grants no ad-

ditional benefits 

 Size Four: Plus one physical dam-

age dice & damage value, negative one 

defense  

 Size Five: Plus two physical dam-

age dice & plus one damage value, neg-

ative two defense  

Attributes 

Attributes are the lifeblood of a 

character and they are divided into four respective Trees; Physical, Ener-

gy, Mental and Protection; each tree has a set of skills that are based 

off the respective attribute.  At character creation a player will pick 

one tree to be their primary, one to be their secondary, then tertiary and 

auxiliary.  Characters primary tree gets five dots to spend; a dot is a 

single filled in circle. Characters secondary tree gets four dots, their 

tertiary gets three dots and their auxiliary gets two. These free points 

must be spent at character creation and players cannot have any attribute 

over four. Remember that some races also gain special bonuses to specif-

ic stats so spend wisely. Every attribute has five levels, dots, one being 

the average norm and five being above super human. To increase an attrib-

ute dot characters can spend experience points. New attribute dots cost 

seven experience points plus current. 

 Example: Attribute increases cost seven experience points plus current 

dots in the respective attribute being increased.  

 Example: Rohan increases his strength attribute by one, its current 

value is three. Rohan pays ten aptitude points increasing his strength 

to four. 
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Physical Attributes 

Strength 

-Strength (STR) – Is the raw, brute power of a character. It governs 

how much weight a character can lift, how much he can physically push 

and how hard he can hit another character or object. For each dot in STR 

characters increase Physical Damage Pool by one.  

• Poor: You can lift about 25kg (50lbs.) 

•• Average: You can lift about 50kg (100 lbs.) 

••• Good: You can lift about 100kg (200 lbs.) 

•••• Exceptional: You can lift about 150kg (300 lbs.) 

••••• Outstanding: You can lift about 250kg (500 lbs.) 

 

Guidelines: The char-

acter can automati-

cally lift items that 

weigh up to 1 level 

below their strength 

rating. To success-

fully lift at their 

maximum strength 

level, or higher, a 

strength roll is re-

quired. 

Dexterity  

-Dexterity (DEX) – 

The dexterity attrib-

utes measures a 

character’s general 

physical prowess. It 

encompasses the 

character’s speed, agility and overall quickness, as well as indicating 

the character’s ability to manipulate objects with control and precision. 

For each dot in DEX characters increase Physical Attack Pool by one. 

• Poor: You are clumsy and awkward. Put the gun down before you hurt 

yourself. 

•• Average: You’re no clod, but you’re no ballerina, either.  

••• Good: You possess some degree of athletic potential. 

•••• Exceptional: You could be an acrobat if you wished. 

••••• Outstanding: Your movements are liquid and hypnotic – almost su-

perhuman. 
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Stamina 

-Stamina (STAM) – The stamina trait reflects a character’s physical shape 

and ability to perform physical task. It indicates how long a character 

can exert themselves and how much they can take before becoming exhausted. 

For each dot in STAM a character gains eight Life Points. Additionally No 

skill in the physical tree may exceed a number of dots equal to a charac-

ter’s STAM score. 

• Poor: Short on breathe. 

••Average: Power Walker! 

••• Good: Running is fun!  

•••• Exceptional: A 10k that is nothing. 

Energy Attributes 

Power  

-Power (POW) – Power is the unyielding force over Ki a character has. It 

determines a characters energy strength, how hard an attack is and how 

much damage it causes. For each dot in POW characters increase their En-

ergy Damage Pool by one.  

• Poor: You can break a flower pot. 

•• Average: You are moderately dangerous, to yourself. 

••• Good: You can destroy boulders. 

•••• Exceptional: Exploding a man is no small laughing matter. 

••••• Outstanding: Moon? What noon, boom! 

Precision 

 - Precision (PEC) – Is the raw energy characters wield and use to for en-

ergy base actions. Every living thing has Ki rather small or large 

amounts. Ki is the essence of life and life cannot exist without it and Ki 

cannot exist without life. For each dot in PEC characters increase Energy 

Attack Pool by one. 

• Poor: You can breathe. 

•• Average: Form visible energy.  

••• Good: “I mediate a foot of the ground.” 

•••• Exceptional: Flying is no big deal, assumed everyone could do it. 

••••• Outstanding: I eat truck for breakfast, a boat for lunch and a plane 

for dinner.  

Manipulation 

-Manipulation (MAN) – Manipulation measures a character’s ability to 

control their Ki and its enormous power. No skill in the energy tree may 

exceed a number of dots equal to a character’s MAN score. In addition 

MAN is use when shooting into combat and determining a characters Power 

Surge restore value.  

 

• Poor: “I think I can, I think I can.” 

••Average: Close your eyes and squeeze.   

••• Good: “Hey wanna see what I can do?” 

•••• Exceptional: Playing with fire, you don’t get burned. 

••••• Outstanding: “I have the power!” 
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Perception 

- Perception (PER) – Perception measures a character’s ability to ob-

serve his environment This may involve a conscious effect, but it is 

more often intuitive, as the character’s keen senses notice something out 

of the ordinary. Used for skill checks that deal with the senses, Percep-

tion is also used to determine the number of Actions a player can make 

each round during or encounter.  

• Poor: Perhaps you are absurdly self-absorbed, perhaps merely an air-

head; in any event, even the most obvious details elude you. 

•• Average: You are oblivious to the very subtle, but aware of the bigger 

picture. 

••• Good: You perceive moods, textures and 

minuscule changes in your environment. 

•••• Exceptional: Almost nothing evades your 

notice. 

••••• Outstanding: You instantly observe 

things almost imperceptible to the human 

sense. 

Wits 

- Wits (WITS) – The wits trait measures a 

character’s ability to think on their feet 

and react quickly to a certain situation. It 

also reflects a character’s general clever-

ness. Characters with low wits scores are 

think and mentally lethargic, or maybe gul-

lible and unsophisticated. By contrast, 

characters with high wits traits almost al-

ways have a plan immediately and adapt to 

their surroundings with striking expedi-

ence. Characters with high wits also manage 

to keep their cool in stressful situation. 

Used for skills checks that deal with men-

tal alertness and when a character is deter-

mining their initiative score.  

• Poor:  Pull my finger. 

•• Average: You know when to bet or fold in 

poker. 

••• Good: You are seldom surprised or left speechless. 

•••• Exceptional: You’re one of the people who make others think, “Ooh, I 

should have said….” The next day. 

••••• Outstanding: You think and respond almost more quickly than you 

can act. 



 

 

Intelligence 

- Intelligence (INT) – The intelligence attribute refers to a character’s 

grasp of facts and knowledge. More importantly, however, it governs a 

character’s ability to reason, solve problems and evaluate situations. In-

telligence is almost a misnomer, as the attribute also includes critical 

thinking and flexibility of thought. Intelligence does not include savvy, 

wisdom or common sense, as those are properties of a character’s person-

ality, not traits. Even the smartest character may be too foolish to keep 

their mouth shut or daft to assume thugs want their cars keys are up to 

no good. Used for skill checks that deal with the knowledge or critical 

thinking. In addition no skill in the social tree may exceed a number of 

dots equal to a character’s INT score. Intelligence is also used when 

shooting energy attacks into combat and determining the number of talents 

a character can have. 

• Poor:  Not the sharpest knife in the drawer (IQ 80) 

•• Average: Smart enough to realize you’re normal (IQ 100)  

••• Good: More enlightened than the masses (IQ 120) 

•••• Exceptional: You’re not just bright, you’re downright brilliant (IQ 140) 

••••• Outstanding: Certified genius (IQ 160+) 
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Protection Attributes 

Constitution 

- Constitution (CON) – The constitution trait reflects a character’s resil-

ience and toughness. It indicates how long a character can take punishment 

they can withstand before suffering physical trauma. For each dot in CON a 

character increases their saving throw pool and steadfast checks by one.  

• Poor: You bruise in a stiff wind. 

•• Average: You are moderately healthy and can take a punch or two. 

••• Good: You are in good shape and rarely fall ill. 

•••• Exceptional: You can run – and perhaps win – any marathon you choose. 

••••• Outstanding: Your constitution is truly Herculean.  

Reflex 

-  Reflex (REF) – A Reflex save represents physical (and sometimes mental) 

agility, incorporating quickness, nimbleness, hand-eye coordination, overall 

coordination, speed, and reaction time. Reflex saves involve a character’s 

ability to move out of the way of an incoming object or attacks. For each 

dot in REF characters increase defense value by one. 

• Poor: “Where did that come from?” 

•• Average: Watch the ball.  

••• Good: Now watch closely or you will miss it.  

•••• Exceptional: Hell, thunder I am lighting! 

••••• Outstanding: I knew you were going to do it, before you know you were 

going to do it. 
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Endurance 

- Endurance (EUD) - Endurance save represents physical toughness, incorpo-

rating stamina, ruggedness, physique, bulk, metabolism, resistance, immuni-

ty, and other similar physical qualities. No skill in the protection tree 

may exceed a number of dots equal to a character’s EUD score, EUD also 

grants a character eight Life Point for each dot.  

 

• Poor: You are two sticks and some flesh. 

•• Average: You get sick, you get over it. 

••• Good: Apple a day 

keeps the doctor 

away. 

•••• Exceptional: I 

should need a license 

for these guns. Boom, 

Boom firepower. 

••••• Outstanding: Ar-

nold is jealous.  

Races & Species  

In the DragonBall Z 

universe there are 

many species and 

races in the known 

and unknown galax-

ies. In this book 

players can pick from some of the most iconic ones; Humans, Saiyans, 

Namekains, Arcosians, Half-Saiyans and even Artificial Humans better 

known as Androids. Each one has their own unique Racial Traits and abili-

ties which make them stand out among the crowd. Racial traits have levels 

just like attributes and can be improved through role-play and experience 

points. Each dots purchased grants the character more of their racial bo-

nuses. Racial traits are exclusive to the respective species and cannot in 

any way be taken by a different race. All racial traits stack with the per-

vious bonuses, unless otherwise stated.  Of course all races gain their 

first dot for free. It is important to read each ability carefully for some 

of their complexity might cause them to be misused. It is suggested that 

players and storyteller both read through the race section to fully under-

stand the abilities.  

 Example: Racial Traits can be improved by spending five experience 

points plus current.  

 Example: Garrett increases his racial by one; its current value is three. 

Garrett pays eight experience points to increase it to four. 

Passive Abilities 

These types of abilities are always active and characters always have the 

benefits. Racial traits and most all abilities in this rulebook typically 

aren’t labeled as such, but are easy to recognize. If there are any questions 

it is encouraged storyteller and players talk discuss the abilities quali-

ties.  

 Example: The human racial trait called perseverance allows human char-

acters to always reroll all dice results of one.  
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Active Abilities 

Active abilities are special racial traits, skill and abilities. An activated 

ability is an ability that can be activated by a player paying a cost. The 

cost can be almost anything; such as sacrificing a turn, paying Ki points 

or paying life points. Just as stated above activate abilities typically 

aren’t labeled as such, but are easy to recognize.  

 Example: The Namekain racial trait Dragon Fury allows them to spend Ki 

points for bonus dice to combat rolls.  

Extend Universe 

It is important to remember 

not all information about each 

race in the DragonBall Z uni-

verse is listed in this section. 

This section only covers the 

game mechanics for each race. 

They are other benefits; some 

not so combat driven and other 

much more role-playing driven. 

Check out the Extend Universe 

section in chapter one.  

Sustain Value 

A sustain value is the cost or up-keep a 

player must pay each round to keep an 

ability active. This is to help keep the 

balance and insure stability of combat 

is even and smooth. Storytellers might 

find this rule unsatisfying; another sug-

gestion is to allow these abilities to 

only be used every so many rounds such 

as three or five rounds; to “recharge” 

the ability. Storytellers might also for-

go these rules all together, however, if 

they do so it is important to note the 

rules were made with character’s ra-

cial traits and other abilities having 

limits.   

Choosing a race  

Your choice of character race pro-

vides you with a basic set of ad-

vantages and special abilities. If 

you’re a physically powerful charac-

ter, you might be stubborn Saiyan, a 

graceful Arcosian, or a fierce 

Namekain. If you’re an energy slinger, 

are make a brave human or nearly in 

destructible Android. Your character 

race not only affects your ability 

scores and powers but also provides 

the first cues for building your char-

acter’s story. 
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Racial Perks 

Not unlike racial traits, racial perks are abilities each races has that 

don’t necessary give them any sort of combat benefit, but rather role-

playing and non-combat benefits. Each race has one to three racial perks 

some are passive and others are active. Racial perks are not all in com-

passing there are many other abilities each race has, but they come in other 

forms such as traits, transformations and other special benefits all of 

which are listed through this rulebook. Players are encouraged to read the 

expanded universe section, racial 

traits, and transformation and fusion 

chapters to gain the full scope of a 

specific race.  

Human – Mythical Resistance: Human 

characters have an uncommon re-

sistance to magical, mystical and 

mental altering effects. When need-

ing to roll saving throw or for 

such effects Human players gain an 

automatic two successes to do the 

attempt.  Additionally, when rolling 

steadfast they gain an additional 

dragon Rush on rolls of nine or ten.  

Saiyan / Half-Saiyan – Natural Com-

batants: While under the effects of 

wounded Saiyan characters are able 

to still gain any type of Attack Ad-

vantage Modifier. In addition char-

acters can still score criticals, but 

their Critical Target is ten instead 

of eight. They cannot score heroic 

criticals while bloodied.  

Arcosians – Telekinesis & Combat 

Chameleon: Arcosians can mentally 

lift objects, some even with great 

weight. Arcosians and mental lift an 

object weighting 200l.b or less 

times the number of dot in their 

INT. Combat Chameleon, Arcosians 

are natural powerful creatures. When 

using the bonus from Dragon Rush 

add one to the face up value bonus, 

this can cause an unsuccessful dice 

to become successful. 



 

 

Android – Concealed Power & Build for Battle: 

Artificial Humans or Androids are able to 

completely hide their Power Level from outside 

sources. Concealed power is always active so 

whenever a character or player attempts to 

use any kind of ability to scan or search for 

potential Power Levels or Ki they would able 

unable to find or “sense” an Android charac-

ter. This grants Android characters that abil-

ity to surprise their enemies ever easier than 

normal characters. During a surprise round 

that an Android character is able to take actions they gain Combat Ad-

vantage over all targets. Additionally Androids were built for battle and 

at character creation increase an Android’s Power Level by one.  
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Namekain – Sai Sei / Fission / Magical Materialization & Telekinesis: 

Namekians are an extremely resilient race and are capable of regenerating 

body parts this is called Sai Sei. This does not make them completely invul-

nerable, though, as it takes a large amount of energy to perform it is still 

possible for a Namekain to die with his body more or less intact. Sai Sei 

allows characters to restore their Life Points; players can spend two Kai 

Points to restore one life point. Additionally if used during combat all 

enemies are grant Combat Advantage and Power attack. Namekians also have 

an assimilation technique where they are able to permanently join them-

selves called Fission; it is listed and described in the Fusion Chapter later. 

Finally, Namekians can create items like clothing and simple objects out of 

thin air. It is likely that this ability is what is used for their most po-

tent skill, the creation of the dragon balls. 

But it is unclear whether this technique is 

learned or innate to Namekians. Namekians are 

also able to mentally lift objects, some even 

with great weight much in the same way as Ar-

cosians. This ability also lets them use Telepa-

thy which allows characters to speak using 

their minds with others despite their location 

on the planet.  
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Humans (人間, Ningen) 

 

Racial Qualities: 

Average Height:  4’5” – 6’5”   

Average Weight:  160 – 220 lb.  

Racial Scores: Intelligence +1, Constitution +1 

Racial Skills: concealment +1, Willpower +1  

Average Size: Medium (1-3) 

Vision: Normal  

Hearing: Normal 

 

Race Description: Humans (sometimes referred to as just Earthlings) are 

the main inhabitants of planet Earth. They share the planet with other intel-

ligent life forms, including animals. In fact, they are led by an anthropo-

morphic dog named King Furry. With the exception of the uncommon hair 

colors and occasionally odd features Dragon Ball Z humans are identical to 

their real-life counterparts. 

 

Racial Traits 

• Perseverance: Human charac-

ters reroll any dice that 

scores a one; this includes all 

dice rolls even when confirming 

criticals. No single die may be 

rolled more than twice, meaning 

characters cannot reroll a 

ready rerolled dice.  

•• Heroic Fury: When the charac-

ter uses Dragon Rush increases 

the bonus they receive by an ad-

ditional two dice to the combat 

roll or plus two to the dice’s 

face value.  

••• Unlocked Potential: When a 

human character critical target 

is seven instead of eight and 

heroic critical target is nine 

instead of ten.  

•••• Warrior of Humanity: Human 

characters reduce their target 

success rate by one making 

their rate seven instead of the 

standard eight.  

••••• Mythical Hero: Human char-

acters can activate mythical he-

ro for two Ki Points Sustain 

cost of four Ki Points per 

round as a Counter Action or 

as a Move Action. While under 

the effects of mythical hero 

characters can reroll all com-

bat dice that are unsuccessful.  
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Saiyan (サイヤ人, Saiya-jin) 
 

Racial Qualities: 

Average Height:  4’5” – 6’5”   

Average Weight:  160 – 220 lb.  

Racial Scores: Strength +1, Endurance +1  

Racial Skills: Threat +1, Athletics +1  

Average Size:  Medium (2-4) 

Vision: Normal 

Hearing: Normal 

 

Race Description: This is the typical appearance of a saiyan. A normal 

saiyan has black hair, a thick, strong, muscular body, and a unique tail. 

Saiyans have the excellent natural fighting ability that causes them to 

consume a great amount of calories daily. A Saiyan consumes about 10 

times the appetite a normal human would eat daily.  

 

Racial Traits 

• Warrior Born: When spending experience points to purchase new dots 

Saiyan characters are able to purchase dots for two experience least than 

normal to a minimum of two.  

•• Blood of the Warrior: When a Saiyan Character counts as injured they 

gain an additional Dragon Rush during steadfast checks on rolls of eight 

or greater.  

••• Unyielding: Saiyan 

characters that suffer 

twenty or more damage 

reduce the total inflict-

ed damage successes by 

two to a minimum of one.  

•••• Saiyan Rage: When a 

character counts as in-

jured they gain a bonus 

free power increase ac-

tion. This takes place 

immediately; combat is 

paused, with a added bo-

nus increase equal to the 

amount one-fourth of the 

characters wounded life 

point value.  

••••• Pride of the Warrior: 

During the round, unit 

the end of their next 

turn, when characters 

count as injured they 

gain Combat Advantage 

and Power Attack on all 

enemies. This temporary 

counters the crippling 

blows rules against at-

tack modifiers. 
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Half Saiyan (サイヤ人, Saiya-jin) 
 

Racial Qualities: 

Average Height:  4’5” – 6’5” 

Average Weight:  120 – 220 lb.  

Racial Scores: Players can choose between +1 to either strength or In-

telligence and +1 to either Endurance or Constitution.  

Racial Skills: Pick a combination of two skill bonuses from either Hu-

man or Saiyan.  

Average Size:  Medium (2-4)  

Vision: Normal 

 

Race Description: Saiyans are not 

found on Earth in large numbers, and 

Saiyan females have never been preva-

lent. Even Saiyans are programmed to 

want to reproduce, however, and some 

do “reduce” themselves to bedding with 

human females. These shamed Saiyans 

often disappear just as quickly, and 

Saiyans are notoriously discriminatory 

against their bastard half-breeds. On 

the other hand, Half-Saiyans receive 

many benefits from their Saiyan par-

ents, and can also hope to live a seem-

ingly better life. 

 

Racial Traits 

• Perseverance of the Warrior: Choose 

one; Characters can either pick the hu-

man racial trait Perseverance or the 

Saiyan racial trait Warrior Born.  

•• Indestructible: When half-Saiyan 

characters that are stuck with an at-

tack that would reduce them to zero 

life points they can roll a single dice 

if they score a nine or ten they survive 

the attack with half of their wounded 

life points. 

••• Raging Hero: Whenever Half-Saiyan 

characters count as bloodied and use the Dragon Rush ability they gain 

an additional three dice the combat roll or plus one to the dice’s face 

value bonus.  

•••• Warrior of Worlds: When a Half-Saiyan character counts as injured 

they can reroll all combat dice results of one’s and two’s 

•••••  Dormant Power: Half-Saiyan characters reduce their target success 

rate by one making their success rate seven instead of the standard 

eight when wounded. 
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Arcosians  (フリーザ一族, Furīza Ichizoku) 

 

Racial Qualities: 

Average Height:  4’5” – 6’5” 

Average Weight:  180 – 300 lb.  

Racial Scores: Dexterity +1, Con-

stitution +1 

Racial Skills: Defy +1, Stealth +1  

Average Size:  Medium (2-5) 

Vision: Normal 

Hearing: Normal 

 

 

Race Description: Arccosines are a 

very powerful race, and were the 

most feared beings in the universe 

before the Super Saiyans appeared. 

The Arcosians got their name be-

cause of their ability to trans-

form their appearance, greatly in-

creasing their strength and speed 

with each new transformation. 

There is actually very little known 

about the Arcosians race, it is 

said that their race is really rec-

ognized by another unknown name.  

 

Racial Traits 

• Brutal Assault: When attacking 

the same target consecutive turns 

in a row Arcosian gains plus one 

to all their attack pools and dam-

age values. 

•• Cruel Intensions: During any 

round a target suffers damage 

from the player they automatically 

fail their next steadfast check. The 

target cannot even roll in at-

tempts to score an extra Dragon 

Rush.  

••• Sinister: When attacking if an Arcosians causes a target to become 

bloodied they will immediately move to the top of the Initiative Order. If 

they are already first they grain plus three to all combat pools unit the 

end of their next turn. 

•••• Burning Hatred: If an Arcosian character only score one success dur-

ing the damage step the character may roll a bonus two damage with 

their damage value reduced by two.  

••••• Ruthless Killer: At any point an Arcosian causes at least twenty dam-

age to a target from a single attack, they gain Power Attack against the 

target until then end of their following turn. Additionally when reduced 

to zero life points characters roll two dice and each success restores 

ten life points.    
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Namekain (ナメック星人, Namekku-seijin) 

 

Racial Qualities: 

Average Height: 4’5” – 7’0” 

Average Weight: 130 – 220 lb. 

Racial Score: Perception +1, 

Stamina +1  

Racial Skill: Listen +3, Sur-

vival +1   

Average Size: Medium (2-4) 

Hearing: Exceptional  

 

Race Description: Nameks also 

commonly known as Namekians, 

are a race from the planet of 

the same name. They 

are humanoid with in-

sect and reptilian-like char-

acteristics, including green 

skin and antennae. Nameks are 

philosophical warriors, being 

broadly divided into two clas-

ses: fighters and healers.  

 

Racial Traits 

 • Resistant:  Namekain char-

acters always get to roll a 

steadfast check and they gain 

an additional bonus two dice 

to do so. 

 •• Regeneration: At the begin-

ning of their turn Namekains 

roll a single dice if they 

score a success they restore 

eight damage points, discount 

critical and heroic critical 

rolls. 

••• Peaceful Warrior: 

Namekains characters reduce 

their target success rate by one making their success rate seven instead 

of the standard eight.  

•••• Cellular Proliferation: When injured Namekain can roll three dice 

when suffering damage greater than thirty and reduce that damage by an 

amount equal to the number of successes rolled times five, discount crit-

ical and heroic critical rolls. In addition once an encounter counts as or 

has been overcome or defeated Namekains restore one-fourth their life 

points or heal two crippling blows and Ki points or up to their maxi-

mum.   

••••• Dragon Fury: Namekains can spend three Ki Points to either add an 

additional ‘x’ amount of bonus dice to any dice pool, before the pool is 

rolled, or increase the face value of a single dice after is has been rolled 

by ‘x’; where ‘X’ equals one per three Ki points spent player can spend up 

to a maximum of nine Ki points.  

 

Namekains can elongate their arms and legs at will this allows them to 

make physical attack at range up to ten yards away, this type of attack 

can provoke a counter Action.  
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Androids (人造人間, Jinzīningen; lit. “Artificial Humans”)  

 

Racial Qualities: 

Average Height:  4’5” – 6’5” 

Average Weight:  180 – 300 lb.  

Racial Score: Reflex +1, Manipulation +1 

Racial Skills: Accumulation +1, Fortitude +1   

Average Size:  Medium (1-5) 

Vision: Normal 

Hearing: Normal 

 

Race Description:   

Androids or Artificial Humans are robotic/cyborg humans. Most of the an-

droids are said to have unlimited energy and have eternal life as well as 

having no aura unlike Saiyans, Humans, and others. Although little is 

known about their construction, androids are most of powerful beings in 

the DragonBall Z universe.  

 

Racial Traits 

• Artificial Construct: When rolling for resilience or barrier characters 

reduce their success rate by one, making it sevens instead of eights. In ad-

dition if an Android is not wounded increase their struggle value by one. 

•• Unlimited Power: At the start of each round Androids roll a single dice 

on a result of six or higher they restore one to their Ki Point, in addi-

tion when Androids use a dragon rush they can roll two dice and increase 

the bonus value by the amount of scored successes.  

••• War Machine: When 

being attack by an enemy 

Androids can roll an 

amount of dice equal to 

the amount of damage 

successes up to four 

and each successes re-

store three Ki Points. 

•••• Over Drive: When 

suffering thirty or 

more damage from an 

attack Android charac-

ters gain Combat Ad-

vantage against the at-

tacker unit the end of 

their next turn.  

••••• Super Charge: An-

droids can activate Su-

per Charge at will with 

a Sustain cost of six 

Ki Points per round. 

While under the effects 

of Super Charge charac-

ters increase all combat 

dice rolls by two and 

increase their power 

level by two. 



 

 

Chapter Four 

Skills 
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Chapter Four  
Characters in the DragonBall Z universe a have wide variety of skills and 

abilities they can use for almost any situation from social circumstance 

to combat. These are various capacities, skills and knowledge a character 

processes. They make up the bulk of what a character do. Every character 

as the ability and access to all the skills in the DragonBall Z engine, the 

following pages will explain each in detail. During character creation 

players are gifted “free dots” to spend on their skills. Each skill tree get 

an amount of dots depending on their stature; Primary tree gains seven, 

Secondary tree gains six, Tertiary tree gains five and Auxiliary tree 

gains four. Like the dots given for attributes these dots must be spend at 

character creation and cannot be saved for any reason; skills cannot ex-

ceed three or their related attribute whichever is lower during character 

creation. Characters can purchases additional dots by spending experience 

points. One dot cost four points plus current of the respective skill.  

 Example: Garrett wishes to increase his knowledge skill; its current 

value is two. He would need to spend six experience points to increase 

his knowledge skill three.  

 

 

 

 

 

 

 

 

 

Success and Failure  

Typically all skills have a success and failure results list in the respec-

tive entry, some skill simply refer the reader to another section of the 

Rulebook. It is encouraged that player careful read each skill fully before 

purchasing dots in said skill. Additionally, some skills also have what is 

call an Exceptional Success this means that if a character not only meets 

the Difficult Class or required results, but they score five or more suc-

cesses while doing so they have exceptionally succeed and gain the benefits 

of an Exceptional Success where appropriate. On the note some skills have 

what is called an Exceptional Failure this is when characters not only 

fail to meet the Difficult Class or required results, but do is without 

rolling a single successful result. This type of result can spell disaster 

for characters so make sure as a player you have the appropriate and con-

fident amount of dice to meet the requirements for a respective skill. 

Some other skills have even more dramatic results such as complete fail-

ure or failure only by one.  
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Physical Skills 

Acrobatics 

You can perform an acrobatic stunt, keep your balance while walking on 

narrow or unstable surfaces, slip free of a grab or restraints, or take 

less damage from a fall. Make an acrobatics check to jump from a cliff 

edge to another, slide down a slippery surfaces, or attempt any other 

stunt that you can imagine and your storyteller aggress to let you try.  

The storyteller sets the DC based on the complexity of the stunt and the 

danger of the situation. If the Stunt fails, you fall prone in the area you 

began the stunt (the GM might change where you land, depending on the 

specific stunt and situation.) Your GM always has the right to say that a 

stunt won’t work in a particular situation or to set a high DC.  

 Acrobatic Stunt: Stand Action or Move action, depending on the stunt 

 Base DC: Two 

 Success: You perform an acrobatic stunt 

 Failure: You fail to pull off the stunt and might fall or suffer some 

consequence.  

 Possible Penalties: Slippery conditions (-1), bad weather (-1 to -3), ex-

Athletics  

You can perform an Athletics feat to 

attempt physical activates that rely on 

muscular strength, including climbing, 

escaping from a grab, jumping and 

swimming. You can move against gravi-

ty up various surfaces and objects, 

such as ropes, ladders, and walls. 

Without any special alterations,  

Athletic Feat: Stand Action or Move 

action, depending on the object 

 Base DC: Two 

 Success: You perform the athletic 

feat  

 Failure: You fail to perform the 

athletic feat and might fall or suffer 

some consequence.  

 Possible Penalties: Slippery condi-

tions (-1), bad weather (-1 to -3), ex-

tremely confined space (-2), inter-

vening obstacles (-1 to -3). 

Finesse  

The Finesse skill represents how well you fight in tooth-and-nail situa-

tions. This skill represents skill in unarmed combat, whether from formal 

martial-arts training or simply from plenty of experience- either type 

can make you a dangerous adversary. Effective Brawlers are coordinated, 

resistant to pain and quick. For each dot characters gain a plus one to 

their physical attack pool. 

 Success: Your character scores a hit against their opponent. See Chap-

ter 2 for details on combat and inflicting damage. 

 Failure: Your character’s attack misses it target.  
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Larceny 

Larceny is a broad Skill that covers everything from picking locks to 

concealing stolen goods and everything in between. Most characters ob-

tain this Skill the hard way, by committing crimes and often paying the 

price for their mistakes. Some individuals such as government agents 

and members of the military receive formal training in bypassing secu-

rity systems and stealing valuable assets. 

Larceny: Stand Action or Move action, depending on the object 

 Base DC: Three 

 Dramatic Failure: Not only does your character fail his attempted ac-

tion, he reveals himself in the process. He might trip an alarm, wake a 

guard dog or be spotted with his hand in another person’s pocket. 

 Success: Your character completes his action with-out arousing any 

notice or suspicion. He pockets the stolen wallet, slips inside the 

dark building or plucks the diamond from the nest of laser beams 

without anyone the wiser. 

 Exceptional Success: Scoring double or more your character not only 

completes his action, he does so with exceptional speed and grace, 

saving precious seconds when time is of the essence. A lock pops open 

with a simple flick of the wrist, or a security system goes offline 

with a few quick 

strokes on the 

keypad.  

Stealth 

The Stealth Skill 

represents a char-

acter’s experience 

or training in 

avoiding notice, 

whether by moving 

silently. When attempting to sneak silently through an area or to use 

the local terrain as concealment, roll Dexterity + Stealth. When trying 

to remain unseen in a crowd, Wits + Stealth is appropriate. The story-

teller may make Stealth rolls secretly on your behalf, since your char-

acter usually has no way of knowing he’s been noticed until it’s too 

late. If your character attempts to avoid notice by a group of alert ob-

servers, a contested roll versus the observers’ Wits + Perception + 

equipment is required. 

 Dramatic Failure: Your character not only fails to move stealthily, he 

does something to actively draw attention to himself. He steps on a 

branch or a broken bottle. 

 Failure by one or Less: Your character fails to move or act in a 

stealthy fashion. If potential observers get at least one success on a 

Wits + Composure roll, your character is busted. 

 Success: Your character avoids notice if his successes exceed his op-

ponents’. 

 Exceptional Success: Scoring double or more your character, through 

a combination of luck or talent, finds just the right circumstances 

to act virtually without being noticed for the turn. Say, the sudden 

noisy passage of a truck allows him to dash across an open court-

yard under the noses of otherwise alert guards. 



 

 

 

 

 

 

Page 

56 

Survival  

Survival represents your character’s experience or training in “living off 

the land.” He knows where to find food and shelter, and how to endure 

harsh environmental conditions. The more capable your character is, the 

fewer resources he needs in order to prevail. A master survivalist can 

walk into a forest, desert or mountainous region with little more than a 

pocketknife and the clothes on his back and survive for weeks if neces-

sary. 

Dramatic Failure: Your character has made a false set of assumptions 

about his environment that puts him in danger. The berries he picks are 

actually poisonous, the water is full of bacteria or the shelter he pitches 

is in a dry streambed. 

 Failure: Your character fails to find the proper resources to fulfill 

his needs. All the available firewood is wet and the trout line he 

strings doesn’t catch anything. 

 Success: Your character finds enough resources to fulfill his needs for 

the day. 

 Exceptional Success: Your char-

acter manages to find enough re-

sources to fulfill his needs so 

long as he wishes to stay in the 

area. Perhaps he finds a stream of 

clear water stocked with trout or 

happens one hunter’s cabin with a 

supply of canned goods. 

Weaponry  

As the name implies, the Weaponry 

Skill represents your character’s 

experience or training in fighting 

with everything from beer bottles 

to pipes, knives to swords. While 

formal instruction in Weaponry is 

uncommon (restricted to military 

and law-enforcement training and 

a few martial arts), any character 

that has grown up on the street or 

spent a lot of time in seedy bars 

has had ample opportunity to 

learn this Skill. A character’s 

Weaponry skill increases the 

amount of bonus dice granted by 

their weapon.   

Note that dots in Weaponry do not apply to manually fixing or creating 

weapons, only to wielding them.  

 Failure: Your character’s attack misses its target. 

 Success: Your character scores a hit against his opponent. See Chapter 

7 for details on combat and inflicting damage. 

 Suggested Equipment: See Chapter 7: Combat for sample weapons and 

their damage ratings, which are added to Weaponry rolls as equipment 

bonuses. 

 Possible Penalties: Opponent’s armor, opponent’s Defense, See the Com-

bat Chapter for the preceding factors. 
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Energy Skills 

Accumulation  

The Accumulation skill represents how well you can control the forming 

and accumulation of Ki energy. This skill symbolizes those moments of 

powerful attacks built up over time. Accumulation allows you to focus 

your energy prowess and store energy attack dice for a action. Once that 

action limit is reach the stored dice are added together to form an at-

tack pool. You can store additional attack dice for amount of actions 

equal to the number of dots in Accumulation. If characters roll an Energy 

Concentration check us the results below.  

 Dramatic Failure: Not only does your character fail to hold onto any 

store energy. Your character loses two Ki point. 

 Failure: Your character loose half of the stored dice rounded down. 

Concealment   

The skill to hides one true power from other, hiding Ki is the ability to 

obscure your life force from others. The skill doesn’t inherently allow 

you to know that someone is looking for you. If is simply a reactionary 

trigger meaning when an enemy attempts to sense you Ki level you may at-

tempt an opposed roll to prevent them from doing so.  When an opponent 

attempts to sense or power level or life force you will make an opposed 

roll called Hide Power, (MAN + Concealment).   

Dramatic Failure: Your Power level (Max Ki Points & Current Ki Points) 

and Life Force (Current Total spent Expend experience & Life Points) are 

revealed to the opponent.   

Failure: Your Life Force (Current Total spend Expend experience & Life 

Points) are revealed to the opponent.   

Success: You manage to hide your Life Force from your opponent; however 

they are still able to reveal your current Power level (Max Ki Points & 

Current Ki Points). 

Exceptional Success: You are suc-

cessful in hiding your 

Duelist 

The Duelist skill represents how 

well you fight in take five paces 

and fire kind of situations. This 

skill represents skill in Energy 

Duels. Effective duelists are co-

ordinated, resistant to pain and 

quick. When rolling their duel 

rate character can reroll their 

results a number of times during 

the duel equal to the amount of 

dots in Duelist.  

 Failure: If you attempt a re-

roll and fail to win the roll you 

next Duel Attempt result is at a 

negative one.  

 Success: See Energy Duels on 

page twenty-seven.  



 

 

Flight  

Characters with dot in this ability can cease or resume flight as a Move 

Action. Characters’ can move through the air at the indicated speed of 

twenty yards per dot. They can carry loads up to an amount that their 

Strength score allows. If characters fall from the air they will safely 

fall a distance equal to the number of dots they have in Flight any great 

distance and the character will suffer a five damage points for every ten 

yards they fall unsafely.   

 Possible Penalties: Windy conditions (-1), bad weather (-1 to -3), Poor 

vision (-2), inter-vening obstacles (-1 to -3). 
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Empower 

As the name states Empower infuses the character will Ki. When characters 

use Power Surge they gain an additional amount of Ki Points restore 

equal to the amount of dots in Empower times two. Additionally when 

characters use power surge players can roll Second Wind.  When rolling a 

Second Wind if a character rolls at least a single ten as a result they 

gain an additional power surge for the encounter. Characters can only at-

tempt a Second Wind if they have dots in Empower and gain one dice for 

Second Wind for each dot. 

 Success: Your character scores at least one ten and gains an additional 

power sure.  

 Exceptional Success: Your character scores more than one ten. They gain 

an additional power surge and power attack for energy attacks until 

the end of their next turn.  

 Failure: Your character doesn’t receive an additional Power Surge.   

Accuracy   

The accuracy skill represents how 

much force or power you can dish out. 

This skill represents skill in energy 

combat, whether from formal training 

or simply from plenty of experience- 

either type can make you a dangerous 

adversary. Effective Energy Slingers 

are coordinated, powerful and quick. 

For each dot characters gain a plus 

one to their energy attack pool. 

 Success: Your character scores a 

hit against their opponent. See 

Chapter 2 for details on combat 

and inflicting damage. 

 Exceptional Success: Your character 

lands a particularly powerful blow 

or hits an opponent’s vital area. 

When you score more successes than 

the targets defense you gain Power 

Attack.  

 Failure: Your character’s attack misses it tar-

get.  

 Possible Penalties: Slippery conditions (-1), bad 

weather (-1 to -3), extremely confined space (-2), 

inter-vening obstacles (-1 to -3). 

Transfer 

This skill allows a character to 

aid another in the form of heal-

ing Ki. Each dot in Transfer al-

lows players can give another 

teammate their own Ki Points, 

this is called Energy Transfer. 

Energy Transfer cost a Action 

and grants attackers Combat Ad-

vantage, in addition it is still 

bound by the amount of Ki a 

player can spend per round. 

Characters can gift Ki Points to 

another equal to the amount of 

dots in Transfer times three.  

 Possible Penalties: You are 

injured (-1), Target is drained 

(2), you are injured and the 

target is drained. (-3). 
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Mental Skills 

Alertness 

This is your basic knack for noticing things that go on around you, even 

when you’re not actively looking for them. Alertness describes the atten-

tion you pay to the outside world, whether otherwise occupied or not. 

This talent is typically paired with Perception, and is best used when 

sensing physical stimuli. Characters can use Alertness when surprised to 

try to pervert enemies from getting the jump on them. Standard DC is 

three.   

 Success: Your character is not surprised by hidden enemies.  

Exceptional Success: Your character is not surprised by hidden enemies 

and gains Power Attack during the first round of combat against the 

hidden enemy. 

 Failure: Your character is busy doing other stuff right now and is 

very surprise by the bad guys.  

 Possible Penalties: Slightly impaired Earing (-1) Highly impaired Ear-

ing (-2) Greatly impaired Earing (-3) 

Knowledge 

Knowledge involves the 

application of the 

mind, not the body; con-

sequently, Knowledge 

abilities are most of-

ten paired with Mental 

Traits. The following 

descriptions speak of 

Knowledge levels in 

collegiate terms, alt-

hough formal schooling 

is just one way to im-

prove Knowledge. If 

you don’t have any dots 

in Knowledge, you can-

not even attempt a roll 

involving it unless the 

Storyteller gives ex-

plicit permission (such 

as where common trivia 

is concerned). If you 

don’t know Spanish, you can’t try holding a conversation in Espanola on 

your wits alone. 

 Success: Your character has a general knowledge of the topic and some 

standard information about it.   

 Exceptional Success: Specific information is known by the character 

and the character has had personal direct or indirect experience with 

the topic.  

 Failure: You character knows nothing about the topic and little to no 

information about it. 
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Listen  

The GM may call for a Listen Check by a character that is in a position 

to hear something. A character can also make a Listen Check voluntari-

ly if he or she wants to try to hear something in the character’s vicin-

ity. GM’s may keep some results secret so that the character doesn’t 

know whether not hearing anything means that nothing is there or that 

the character failed the check.  

 Success: Your character passes their Listen Check and hears whatever 

the might be in the vicinity of them.  

 Exceptional Success: Your character passes their Listen Check and no 

only hears whatever might be in the vicinity, but the direction from 

which the sound or sounds are coming from.  

 Failure: You hear nothing; you’re too busy look at this awesome 

stick. 

Search 

You have a good feel for where things 

should be, whether they’re deliberately 

hidden or simply out of sight. When 

you concentrate on finding something, 

you’re capable of pulling out all the 

tricks and making sure you cover all 

the bases. When characters are asked 

to perform Search Check players can 

reference the results below. GMs 

might be some information secret or 

character might not even know what 

they see is what they are looking for.  

 Success: Your character passes 

their Search Check and find whatev-

er the might be looking for within 

the vicinity of them.  

 Failure: You heard nothing; you’re 

staring into the sky, that cloud 

looks like a duck. 

Spot  

Characters sometimes don’t always see 

everything going on around them; 

characters can use the spot skill to 

attempt to see something they normal-

ly might miss. The Spot skill is used 

primarily to detect characters that are hiding. Typically, your Spot 

Check is opposed by the Stealth Check of the character trying not to be 

seen. Sometimes a character or object isn’t intentionally hiding but is 

still difficult to see, so a successful Spot Check is necessary to notice 

it. 

 Success: Passing a character is able to notice the object or Charac-

ter that is hidden or difficult to see.  

 Failure: Your character is blind; you squint at front size 36. 
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Sense  

Ki sensing is the ability to sense the location, life force and power level 

of anyone; the stronger and close the enemy, the more powerful the sensa-

tion. Sense can be used in attempts to track or follow a target. Charac-

ters can attempt to hide from sense see concealment skill for details. 

Make an opposed roll called Hide Power, (Wits or Perception whichever 

is higher + Sense).   

 Failure: You sense nothing and cannot locate your target. 

 Success: You reveal the target’s (Current Total spend Expend experi-

ence & Life Points). 

 Exceptional Success: You reveal the target’s Power level (Max Kai 

Points & Current Kai Points) and Life Force (Current Total spent Ex-

pend experience & Life Points). 

 Possible Penalties: distance (-1 to -4) 

Subterfuge 

Over the years, you have developed the ability to know instinctively when 

people are not telling you the truth or not telling you the whole truth. 

There is a way they look, a tone of voice, a movement of the eyes – you 

can’t analyze it, but it’s always there and your instincts rarely let you 

down. With these skills you have also learned that fine art of lying. 

Characters can use Subterfuge for a variety of situations. When rolling 

to see if a target is lying you roll your Perception + Subterfuge – When 

rolling to lying to a target or group you roll your Wits + Subterfuge. 

Successes will tell you if the subject is lying or success in getting the 

target to believe your own lie, failure results in uncertainty. 

 Success: Your character passes their check and is able to tell rather 

or not the subject is lying. Vice-versa characters will have lied suc-

cessfully.   

 Failure: You stubble through your lie and aren’t very believable. Alter-

natively you can’t tell if the subject it lying. 

Protection Skills 

Defy 

A character ability to repel attacks even after they have become fatigued 

from combat. When characters are entitled to a Struggle Roll they can 

use their Defy Skill instead. For every dot in Defy characters can roll a 

dice and any successes grant the character a temporary defense against 

the current incoming attack.  

 Dramatic Failure: Not only does your character score no bonus de-

fense. They attempt to deflect in such a way their attacker is granted 

power attack.   

 Failure: You character fails to score any bonus defense. 

 Success: Characters gain a bonus defense equal to the amount of suc-

cesses they score when rolling a Struggle Roll.  

 Exceptional Success: Not only do characters gain a bonus defense 

equal to the amount of successes they score when rolling a Struggle 

Roll. The attackers’ total damage is reduced by one point. 
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Fortitude 

A measure of character’s ability to take pain, to feel the agony and keep 

going. Used for skill checks that deal with poisons, physical ailment, 

burning, etc. Additionally when characters are making a bloodied check 

they can reroll results of one to five depending on their Fortitude score. 

With one dot characters can reroll results of one, with two dots charac-

ters can reroll all results of one and two, so fourth and so on.  

 Success: Characters are able to successfully defend themselves against 

the ailment that pains them.    

 Failure: Characters fail to success-

fully defend themselves against the tar-

get ailment and suffers its effects. 

 Possible Penalties: Aliment type (-1 

to -4) Aliment amount or density (-1 to 

-4) 

Barrier 

Used to generate an energy shield 

around the user to protect them from 

energy attacks. This is a result of us-

ing very advanced energy manipulation 

to compress energy to the point of be-

ing hermetically sealed; sometimes 

barriers are visible to the eye. For 

each dot in Barrier characters can 

roll a dice and for each successful re-

sult they reduce the successes from an 

incoming energy attack by one. 

 Success: Incoming damage successes 

are reduced.  

 Failures: Damage successes are not 

reduced and inflicted as normal by 

the incoming Energy Attack. 

Resilience  

Stronger, tougher and sturdier 

characters with Resilience have 

the ability to soak incoming 

physical damage. Their ability to 

take a punch is uncanny as is 

their ability to recover. For each 

dot in resilience characters can 

roll a dice and for each successful result they reduce the successes from 

an incoming physical attack by one 

 Success: Incoming damage successes are reduced.  

 Failures: Damage successes are not reduced and inflicted as normal by 

the incoming physical Attack. 

Proficient  

Some characters are greatly profi-

cient in combat with martial equip-

ment such as armor or weighted cloth-

ing. For each dot in Proficient char-

acters reduce the negative effects of 

armor on a characters speed and ini-

tiative.  

 Effect: Armor penalties are reduced 

by one for each dot proficient see 

the equipment section in chapter 

ten.  
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Threat  

Threat is a measure of an enemy’s aggression towards a player’s charac-

ter. An enemy affected by threat will attack the “threating” character if 

possible. Characters build an Menace Check pool adding together Threat + 

WITS. Targets use Willpower + RES to resist; opposed rolls. In addition 

each dot in Threat represents the amount of times during an encounter a 

character can attempt to threaten a target.  

 Success: Characters cause the threaten target to attack them and only 

them with their next attack. Targets can still use area of effect at-

tacks. 

 Exceptional Success: 

Characters cause the 

target to attack only 

them specifically. Tar-

gets cannot use area of 

effect attacks and lose 

Combat Advantage they 

have against character. 

 Failure: Targets are 

able to attack at enemy 

combatant.  

Willpower 

Self-discipline, training and control of 

oneself and one’s conduct, usually for per-

sonal improvement. To power over the mind 

and body. Each dot in Willpower increases a 

character ability to resist effects of the 

mind. Additionally, willpower is used for 

the resistance of magically effects. 

 Success: Characters past the dc require-

ments to resist mind and magical ef-

fects. 

 Exceptional Success: Not only do charac-

ters past the required dc they cannot be 

affected by the same effect for the re-

mainder of the encounter.  

 Failure: Characters fall under the effects 

of mind or magical ability.  



 

 

Chapter Five 

Talents 
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Chapter Five 

At this point you will have a good concept of your character. Talents 

are a type of ability a character may purchase; talents are different 

from skills in that characters can vary in competency with skills, while 

talents typically provide set bonuses to or new ways to use existing 

abilities. Character can start with one talent can free at character crea-

tion and buy additional talents through the adventure. Characters can 

have a number of talents equal to their Intelligence. Additionally, char-

acters can take Detriments which gives them bonus experience points to 

spend on their character. Character can have a number of detriments 

equal to the amount of talents they have taken.  

Acute Senses - Experience (2): 

When players are making a 

skill check that involves 

their character’s sense of 

sight or hearing they are 

granted a bonus plus two dice 

to the roll or a bonus plus 

one to all face up dice re-

sults with the respective 

skill. 

Adept - Experience (5):  

The player may select one 

skill and makes it a specialty. 

When using this specialty 

skill decrease the critical 

rate by one for all dice in a 

pool. This talent can be pur-

chased multiple times, but on-

ly once per skill, each time it 

is purchased increases its 

cost by one. 

Blind Fighting - Experience (2):  

The character is able to fight 

while unable to see his targets. 

This talent is only usable with 

3 yards and only be used if the character is able to be heard. Blind 

fighting allows the character to reduce the effects of blind by two and 

does not allow enemies to gain combat advantage by blind  

Ambidextrous - Experience (4):   

The character is proficient using ei-

ther hand and reduces the negative 

penalty of wielding two weapons by 

two. Additionally, character can pur-

chase this talent a second time and 

remove the penalty when wielding two 

weapons.   

Cautions - Experience (6):  

Your character has learned how dangerous the world is and once per en-

counter can reroll either a fail saving throw, skill check or restore a 

dragon rush when used with an attack or damage poo of any kind and the 

said attack or damage pool scores no successes.  
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Danger Sense - Experience (4): 

Characters gain a plus two on initiative checks and reduces all enemies 

attack pools against them during a surprised round in which they count 

as surprised. This talent can be purchased multiple times each time it is 

purchased increases its 

cost by one and can only 

bought up to a maximum of 

three times. 

Daredevil - Experience (2): 

This talent grants the character plus one 

to any skill check when attempting a task 

that would count 

as life threaten-

ing. This talent 

can be purchased 

multiple times 

each time it is 

purchased in-

creases its cost 

by one and can 

only bought up to 

a maximum of 

three times. 

Expert -  

Experience (3): 

Characters may 

reroll any failed 

skill check roll 

or reroll any 

ones in a single 

skill check during an encounter.  The second roll and results must be 

used even if it is also a fail or one.  

Iron Aptitude - Experience (3): 

The character receives a bonus plus two dice to rolls or a bonus plus 

one to all face up dice results when players are making a skill check 

that involves their character’s mind, wits or will. This cannot be used 

when rolling initiative.   

Lucky - Experience (4): 

Characters gain one free “Oh, Crap!” roll per encounter. “Oh, Crap!” 

rolls can be used to change one failure dice roll into a success. Charac-

ters cannot change a failure into a critical. This talent can be purchased 

multiple times each time it is purchased increases its cost by one and 

can only bought up to a maximum of three times. 

Jake of all trades - Experience (3): 

When characters are using a skill during a skill check and they have less 

than three dots in the respective skill that reduce their success rate by 

one for the roll. This may require players to roll the pool separately so 

that only the dice from the skill whose dots are lower than three gain 

the reduced success rate.  



 

 

Sanctuary - Experience (9): 

Characters with this talent own or 

know of a safe haven in which the 

character or group can hide or 

stay at. While at a sanctuary and 

having rested characters gain re-

freshed which grants them combat 

advantage during the first round 

of their next combat encounter, ad-

ditionally when character receive 

experience next they will increase 

the amount gained by two. This only 

counts for the next single time ex-

perience is gained. Refreshed also grants characters a temporary 

damage reduction of twenty, this reduction goes away once it has been 

used. Character can spend additional experience to increase the ef-

fects of refresh’s bonus experience by two at the cost of three expe-

rience points per increase. This increase can be purchased multiple 

times each time it is purchased increases its cost by one and can only 

bought up to a maximum of three times. 

Purpose - Experience (4): 

A character with a purpose will 

use everything at their disposal 

to achieve their goal. When ac-

tively pursuing their goal, fol-

lowing their Z-Soul, characters 

gain an additional plus one to 

all face up dice results. This bo-

nus cannot make dice score criti-

cals and characters cannot gain 

the bonuses of purpose while con-

firming criticals or heroic criti-

cals.  
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Toughness - Experience (6): 

This talent increases the amount of life points a player is granted by 

their stamina and endurance dots by two. This increase can be purchased 

multiple times each time it is purchased increases its cost by one and 

Vigor - Experience (6):   

Characters with vigor increase the amount of Ki points granted by the 

player’s Stamina or Endurance whichever is low + Manipulation added 

together. Normally each dot grants six Ki points with each purchase of 

vigor that value is increased by two. This increase can be purchased 

multiple times each time it is purchased increases its cost by one and 

Detriments 

Detriments obviously provided a different effect than talents. Unlike 

talents, adding a detriment to a character allows you to gain freebie 

experience points equal to that detriment’s rating; however, there is a 

limit of twelve experience points that could be gained in this manner. 

Additionally, characters can only have a number of detriments equal to 

the number of talents they have. 

Berserker - Experience (2):  

If the character fails a steadfast check, they will immediately fly into a 

raging frenzy, attacking the closest combatant near them once with a 

basic physical attack. Each time the character fails a steadfast check 

and is sent into rage they increase their physical damage value by one. 

Characters who are fighting solo or alone against a single enemy are 

not subject to berserker.  
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Code of Conduct -  

Experience (3): 

The character follows a 

strict code of conduct. 

Players must create a code 

of conduct and present it to 

the storyteller to take this 

detriment. If the character 

violates their personal code 

they suffer a negative two 

to all dice roll until they 

are able to atone. 

Deaf - Experience (3):  

Characters can take this 

detriment for three experi-

ence points and be deaf in 

one ear or be blind in both 

ears and gain five points. 

If deaf in one ear charac-

ters lose three dice from 

all skill check pool involving their hearing If a character is deaf in 

both ears they automatically fail all skill checks and saving throws in-

volving hearing.  

Nightmares - Experience (4):  

Characters suffer from nightmares 

and cannot gain any benefit from a 

sanctuary and must roll at the 

start of each day and at least once 

during the night a Fear check 

(INT+PER). If they fail they are at a negative two to all dice rolls for 

the remaining day or night.     

Enemy - Experience (3): 

The character has an enemy that 

actively seeks to harm or slay 

them. If a character selects to det-

riment they might rarely be pur-

sued by a powerful enemy or con-

stantly pursued by a weak or equal 

enemy. Characters can purchase 

this talent once and gain one ene-

my, twice and gain two enemies or 

three times and gain three enemies. 

Remember, the storyteller might 

use these enemies at a moment’s 

notice just to throw a wrench into 

the story.  

Mute - Experience (2): 

A player with this talent cannot 

speak in character to their allies. 

Additionally, mute characters au-

tomatically fail all skill checks 

and saving throws involving the 

use their voice.  

Obsessed - Experience (3): 

The character has an unreachable or nearly impossible goal they want to 

reach. They constantly feel pulled to try to complete this goal. For each 

day spent not actively pursuing this goal the character suffers a nega-

tive one to all rolls.   
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Overconfident - Experience (2): 

An overconfident character be-

lieves that they are the best at 

everything. Even in a situation 

they are unsuited for, they will 

believe this. When rolling a 

skill check or saving throw 

with a skill or attribute that 

is lower than two they charac-

ter will increase their success 

rate by one.  

Phobia - Experience (2): 

A character with a phobia has 

an unreasonable fear of an ob-

ject or situation. The point value of this detriment is based on the se-

verity of the fear and the frequency that the character may encounter it. 

Whenever encountering their phobia a character will suffer a negative 

one to all dice pools and any other special or situation effects the sto-

ryteller sees fit. Characters can increase this negative by one up to a 

maximum of six if, for each increase they gain an additional experience 

point. However, remember the more you fear something the more a story-

teller might use it to their advantage and the more a special or situa-

tional effect might occur.    

Weak - Experience (4): 

Characters that are weak decrease the amount of life points a player is 

granted by their stamina and endurance dots by one. This decrease can be 

take multiple times each time it is take the decrease goes up by one and 

the bonus experience is increased by two. 

Sightless - Experience (6):  

Characters can take this detriment for four experience points and be 

blind in one eye or be blind in both eyes and gain eight points. If blind 

in one eye characters lose two dice from all skill check pool involving 

their sight additionally, when attacking characters lose one dice from 

all attack pools. If a character is blind in both eyes they automatically 

fail all skill checks involving sight and suffer a negative two dice to 

all attack pools.  

Resistor - Experience (4): 

Characters with resistor decrease the amount of Ki points granted by 

the player’s Stamina or Endurance whichever is low + Manipulation added 

together. Normally each dot grants six Ki points with each acquisition 

of resistor that value is decreased by one. This decrease can be acquired 

multiple times each time it is acquired increases bonus experience by 

one and increases its negative effect by one.  



 

 

Chapter Six 

Z-Souls 
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Chapter Six 

Sure, characters in Dragon Ball Z are able to fly around, shoot lasers 

and punch really hard, but what’s their essence? What makes a Dragon 

Ball Z character a Dragon Ball Z character? The answer is their path – 

their Z-Soul. Z-Souls are traits that generally offer both a benefit and a 

penalty depending on their context. Once a player has chosen their desired 

race it is time they pick a Z-Soul. Each race is able to pick from the Z-

Soul listed on the next few pages. Z-Soul work with the player’s flavor 

or play style, to give players that added bonus of playing their character 

how they want to play them. In the DragonBall Z Engine we want you to 

pick your favorite race and not be held to a specific roll, so Z-Souls 

were born. Some races might take a Z-Soul that defines their alignment 

and how that character interacts with the world, some Z-Souls deal with 

how the character was raised or their up beings; there are different types 

of Z-Souls. Players select their Z-Soul at character creation. It is en-

couraged if players can’t find the right Z-Soul they should work with the 

group and their storyteller to create a new one, one that fits their char-

acter perfectly. You’re probably wondering what a Z-Soul can actually do 

mechanically. They have 

two primary functions 

that they fulfill – first 

of all, they establish 

some abstract character 

traits that define your 

character in some way. 

It’s important to have 

that framework to work 

from to ensure that 

your character is some-

thing that isn’t just a 

piece of full of bubbled 

circles. Second, they 

give players an incen-

tive to properly role-

play their character.  

Soul Meter 

Every player starts with 

one defining Z-Soul, it 

may reflect your charac-

ter’s background or 

concept. Players will 

start with two soul points in their Soul Meter and will gain additional 

points by the judgment of the Storyteller or by their character’s actions. 

Each time a character fulfills their Z-Soul requirements they will gain a 

free points or dot. Once a character has filled up their Soul meter they 

will gain the full benefits of their chosen Z-Soul. However it is im-

portant to note that characters can lose points also if they perform or 

act in a way that conflict with their Z-Soul. If at any point a character 

reaches zero Soul points they will lose their Z-Soul and become soulless 

causing them become demonic.  
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Demonic 

Demons are evil creatures that enjoy using their power to torment tor-

ture and/or kill those who are weaker than themselves. When a character 

loses all their soul points they lose their Z-Soul and become demonic, 

they became seeking out weaker characters to consume for power. Every 

day or when the storyteller tells the player it is appropriate demon 

characters will need to roll Demonic Possession. (willpower + constitu-

tion – demonic aura) Demonic Aura this is the evil energy which sur-

rounds the character characters demonic aura is always ten. Each time a 

character is required to roll Demonic Possession they will first roll 

Demonic Aura. When rolling characters will use their concealment plus 

stealth skills and each success lowers the effect of Demonic Aura by one. 

After which the remaining value is subtracted from the character’s De-

monic Possession roll. If a character fails the demonic possession roll 

they are throw into a rage and must seek out a weak and/or helpless 

target to consume. If they pass the roll they are able to remain in con-

trol, but lose three Ki points which they cannot restore until they are 

no longer Demonic or consume a weak and/or helpless target. Characters 

can be restored to normal by magical or role-playing effects that the 

storyteller sees fit. Acts of great 

kindness or sacrifice are typically 

appropriate. Once returned players 

are able to pick a new Z-Soul.  

Z-Soul Mastery  

When character reach ten Soul Points 

they have mastered their Z-Soul and 

are granted its mastered ability or 

effect. While gaining Soul points when 

character reach five points they re-

duced the cost of all stat increase 

cost by one. This includes; attributes, 

skills, power level and racial traits. 

When a character as reached ten soul 

points they will reduce the cost of 

stat increases once more by an addi-

tional one.   
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Ascension = Z-Soul  

Becoming spiritually enlightened being more than mundane, someone who 

in past incarnations was an ordinary character, it is believed that 

these certain rare individuals that have ascended from Heaven directly. 

When players choose this Z-Soul they will undoubtedly be wholehearted 

and peaceful. Characters with this Z-Soul must attempt to maintain a 

sort of peace in all situations; this can extend from simply how the 

character behaves or how group members behave. Ascending is a process 

and typically takes time or great revelation. Characters physical ap-

pearance might slightly change, cleaner, crisp features, natural bright 

manifestation and even at times they will appear to have an ‘awe’ pres-

ence. Characters who select this Z-Soul are kind and passionate about 

keeping the peace, preserving the good. When a character has reached 

five soul points they will gain a bonus two dice to all attack and skill 

rolls against all enemies the storyteller considers evil. Additionally, 

when characters reach seven soul points this bonus increases to four 

dice. Once a character has mastered their Z-Soul and reached ten soul 

points they gain an ability called Ascended Surge. Once per encounter 

players can active this ability, granting them combat advantage and 

power attack, plus their normal bonuses from Ascension, against all 

evil enemies. Moreover, when attacking an evil target character’s suc-

cess rate is reduced by one. Ascended Surge cannot be used as a counter 

or combination action. Players cannot use this ability to start, or in 

conjunction with, a combination attack. If a character attempts an ac-

tion that is considered without peace, with evil or an action that is 

unjustified they will not and are unable to gain, use, the bonus and 

abilities from this Z-Soul. Likewise they will lose a soul point for 

each such action and additional points for the magnitude of the action.  

Five soul points: Plus two against all evil enemies 

Seven Soul Points: Plus three against all evil enemies  

Ten Soul Points: Ascended Surge  
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Royal Blood = Z-Soul  

This Z-Soul is based on the blood line of the Character, royalty has its 

privileges. Those characters with royal descent are special trained in not 

only combat, but also Diplomacy and knowledge. With this Z-soul at two 

soul points characters are granted; +1 Listen, +1 Duelist, +1 Knowledge and 

+1 Subterfuge these bonuses can exceed a character’s INT maximum at char-

acter creation only. In addition to their formal education at five soul 

points this Z-soul granted characters the skill Tactically Supremacy which 

can be used once per encounter to increases all effects from any Combat 

Advantage that would be in favor for the character, by three. Once mastered 

and characters reach ten soul points they increase the effect of Tactically 

Supremacy by two and characters can use Tactically Supremacy up to three 

times per encounter. Royal Characters will act snooty or entitled, they 

will rarely put their lives on the line for someone else and even when they 

do typically are only doing for their own selfish means. Characters that 

don’t act like true royalty will lose soul points, random acts of kindness 

and selfishness can be considered bad for royal characters.    

Two Soul Points: +1 Listen, +1 Duelist, +1 Knowledge and +1 Subterfuge 

Five Soul Points: Tactically Supremacy 

Ten Soul Points: Increase Tactically Supremacy /x3 

Fallen = Z-Soul  

The Fallen, the wicked or rebellious are those characters from the realm of 

the living who have promised their natural soul to those from the land of 

demons. They have traded their afterlife for great power in the realm of the 

living. Just as with the ascend Z-soul the fallen are rare their spiritual 

transformation, many a time, are a series of down spiral leading them to 

damnation. Some, however, have been known to simply embrace to “dark side” 

these few are truly lost. Fallen characters aren’t inherently evil nor are 

they good, fallen characters are simply those who are misplaced, their soul 

gone, forgotten or lost. Character who chose the fallen Z-Soul will gain the 

ability called Demonic Surge at four dots. Characters physical appearance 

change drastically when using Demonic Surge, their aura becomes dark, they 

increase in physical size, their hands transform into claws and they fea-

tures become very narrow and demon like. This ability grants the character 

increase physical strength, making all damage value increased by an amount 

equal to the character’s racial trait. While under the effects of Demonic 

Surge character also gain armor penetration two. At six soul points while 

using Demonic Surge characters count has having combat advantage over all 

enemies. When a characters reaches ten soul points increase the armor pene-

tration of demonic surge by two and characters gain plus three dice to all 

pools when taking actions against target the storyteller considers good or 

pure of heart. Fallen characters will flat out ignore the weak and will typ-

ically never go out of their way to help them. Characters will only seek 

more power and strength. Actions that are considered good or help others 

will cause a lose of soul points for fallen players.  

Four Soul Points: Demonic Surge 

Six Soul Points: Combat Advantage and Armor Penetration / Demonic Surge 

Ten Soul Points: Demonic Surge increase / +3 dice against Good Targets   
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Intellectual = Z-Soul 

This Z-soul is for the character who quest for knowledge and under-

standing of the world around them, taking any and every opportunity to 

learn new things or information. Character with this Z-Soul will al-

ways attempt to learn and or save any intellectual material. Losing 

such material or turning down the chance to learn something new will 

cause characters to lose soul points. When a character reaches three 

soul points they will gain +1 to their intelligence, +1 listen, and +1 

spot. After reaching five soul points characters will gain one cost free 

talent, additionally all talent cost are reduced by two experience to a 

minimum of two. Mastering this Z-Soul and reaching ten soul points 

will grant characters the special ability Critical Thinking. Characters 

can use Critical Thinking when rolling either a skill check or saving 

throw to reduce their success rating by two for the check.  

Three Soul Points: +1 Intelligence, +1 Listen, +1 Spot 

Five Soul Points: Free Talent / Reduce Talent Cost 

Ten Soul Points: Critical Thinking  

Survivor = Z-Soul  

Characters who have survived a 

great cataclysm or life alter-

ing near death event, survivors 

are more adapted to enduring 

“unpleasant” situations. Survi-

vors are typically overzealous 

about oncoming events, jittery 

even. Moreover survivors are 

bitter and jaded about their 

past and rather suspicious of 

others. When characters with 

this Z-Soul reach three Soul points they increase all saving throws 

by two dice. At six Soul Points characters gain Alertness +1, 

Stealth +1, Concealment +1 and Willpower +1 these bonuses can exceed 

their related attribute restrictions maximum at character creation 

only. When a character reaches ten soul points they gain Bloody Re-

sistance which decreases the number of successes needed to past a 

bloody check by one and additionally allows the character to score 

bonus dragon rushes on a roll of eight or great. Characters are 

pessimistic and apprehensive of everyone when their own party 

members. If characters aren’t questioning or hesitant of their sur-

rounds they could lose a point from their soul meter. Be Yajirobe….     

Three Soul Points: Plus two to all saving throws 

Six Soul Points: +2 to Alertness, Stealth, Concealment and will-

power 

Ten Soul Points: Bloody Resistance  
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Adventurer  

Every child has dreamed about leaving their home; the 

wish to see faraway places, adventuring on epic 

quests and wandering the vast world in search of 

treasure, fame, glory or a multitude of additional 

wants and desires. Characters will always seek ven-

ture and great undertaking with extreme little coax-

ing. Never turning down a journey or voyage charac-

ters who decide not to travel or take on an expedi-

tion will lose soul points. Characters that reach 

three soul points they will gain the talent Lucky for 

free if a character has reached their maximum number 

of talents they may still take Lucky for free. If 

characters already have the talent increases its ef-

fectiveness by one up to its maximum of three.  When 

reaching five soul points characters gain; +1 forti-

tude, +1 search, +1 alertness and +1 survival. Charac-

ters that have ten Soul Points are granted the heroic 

surge once per encounter; when using heroic surge 

for any dice pool increases all face-up dice results 

by two. This can causes fail dice to become successful 

and successful dice to become criticals, however char-

acters cannot gain heroic criticals.  

Three Soul Points: Free Talent Lucky 

Five Soul Points: +1 Fortitude, +1 Search, + Alertness, 

+1 Survival 

Ten Soul Points: Heroic Surge  

Powerhouse 

Do you like to smash things? Characters that chose 

this Z-Soul are always ready for a fight and are the 

typical attack now ask question never. Players can 

never turn down a good fight and will never run 

from one either. Go a job to do a character with 

this Z-Soul will get it done. If characters run from 

a fight or turn down a fight they will lose a soul 

point. At two soul points character damage values increase by two while 

under the effects of power attack. After reaching five soul points charac-

ters will gain additional experience while training, each time a character 

trains increase their earn experience by eight. Mastering this Z-Soul 

grants characters a permeant plus three increase to all their damage val-

ues.  

Two Soul Points: +2 Damage value with Power Attack 

Five Soul Points: +8 Exp while Training 

Ten Soul Points: + 3 Damage Value to all attacks   
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Chapter Seven  

Many characters and foes weird powerful techniques, such as Goku’s 

Kamehameha or Vegeta’s Final Flash Attack. This section will allow and 

help character create their very own unique and special ability or attack. 

It is very important to remember that such techniques can become very 

powerful and vey complex it is suggested play-

ers discuss the creation of a special technique 

with the group and the storyteller. Character 

can have as many Signature Techniques as they 

have dots in intelligence, character purchase 

Signature Techniques for five experience 

points. When building a Signature Technique 

characters can purchase advantages and disad-

vantage to bestow on their technique. Where 

advantages are positive effects, disadvantages 

are negative effects. Advantages cost experi-

ence points and disadvantages reward experi-

ence points for the respective technique. If 

players have any reservations about this sec-

tion it is encouraged to be discussed as a 

group and worked without the storyteller.  

 Signature Techniques cost five experience 

points and players can only have a number of 

signature techniques equal to their intelli-

gence. 

Technique Types  

There are two types of techniques, offensive 

and defensive. When creating a new technique 

characters must pick what category their move 

will belong too. Rather they are building a 

powerful beam attack or an impenetrable 

shield barrier characters must chose an abil-

ity type. Additional when purchase Advantage 

or Disadvantage each will be labeled either of-

fensive or defensive respectively.  

Offensive & Defensive 

If characters chose to make an offensive abil-

ity they must pick what type of attack their 

ability will be. Will it be a physical attack 

like a super punch, or will it be an every at-

tack like Special Beam Cannon.  Sometimes 

characters are more warding than endless de-

struction. Characters that take a Defensive ar-

chetype will be limited to the effects and pow-

ers they can take as stated above. If a charac-

ter chooses to create a defensive technique 

they must purchase the Aura Advantage, they 

can activate their defensive techniques on their 

turn; activation requires an action.   
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Physical and Energy  

Signature Techniques can be either physical or energy each advantage and 

disadvantage is labeled respectively if the ability it “equitable” to each 

type of attack. Physical attacks follow all the normal rules for combat 

and physical attacks. However, physical signature techniques cost three Ki 

point to perform and have an increase damage value of two.  

Energy Attack Types 

As explained in chapter one there are four types of energy attack that 

differ from a character’s standard energy attack. These types have extend-

ed rules and regulations in addition to the standard guidelines listed in 

chapter one. Of course like previously stated players cannot use specific 

energy attacks if the type exceeds the number of dots in the character’s 

MAN score. Each type listed below has a experience point cost listed with 

it, this cost is the amount a player must pay to create this type of Sig-

nature Technique this is in conjunction with the purchase amount dis-

cussed above for Signature Techniques. If the type of energy attack a 

character wishes to create a Signature Technique with is no listed below 

they are encouraged to discuss its creation with their gaming group and 

storyteller.  

• Energy Sphere: Experience Point (3): An Energy Sphere is small or large 

balls of Ki that are thrown like a balls at a target. An Energy Sphere 

requires characters to spend three additional Ki Points than normal. En-

ergy Sphere attacks can only target a single enemy and cause normal val-

ue damage plus two. In addition if character has Combat Advantage over 

the target an Energy Sphere attack gains Power Attack.  

•• Ki Blast: Experience Point (4): A Ki Blast in the shape of a cone which 

extends from the hand of the attacker. Ki Blast calls for a character to 

spend four additional Ki Points than normal.  Ki Blast energy attacks 

can damage multipliable targets in a 90 degree arch in front of the at-

tacker. If a Ki Blast is granted power attack against its target is also 

gains combat advantage. 

••• Energy Explosion: Experience Point (5): Energy Explosions can be ei-

ther a ball of Ki or a simply detonation of energy. Energy Explosions 

require characters to spend at least five additional Ki Points than nor-

mal.  Energy Explosions energy attack can damage multipliable targets 

all-round the initial target, 360 degrees at a range equal to characters 

energy attack range.   

•••• Energy Beam: Experience Point (4): A direct attack much like a sphere 

and a blast, an Energy Beam is a focus and controller blast attack in the 

form of a sphere with a tail, like a comet ending when coming in connect 

with its target. A beam requires a character to spend at least four addi-

tional Ki Points than normal.  Energy Beam can only target a single ene-

my and have Penetration which reduce the effectiveness of resilience, bar-

rier, and armor by three Sometime, multipliable enemies might be nearby 

the impact of an Energy Beam if this happens those enemies close enough 

will also suffer damage from the attack, this is a splash damage effect. 

All target within two yards of impact will suffer one half of the total 

damage inflicted to the intend target.  
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Damage over time (DOT) 

Any Advantage or Disadvantage with this archetype will cause damage di-

rectly to the target over a period of time. Characters can use their sav-

ing throw plus fortitude to end the effect standard DC is one. The DC for 

Dot effects can be increased by one 

at the cost of two experience points 

up to a maximum of DC four.  

Absorption – Experience Point (3):   

Absorption is primarily a defensive 

advantage which allows character to 

take damage and restore Ki Points. When attacked with an energy attack 

character’s technique can roll three dice and each success negates a dam-

age dice and increases their current Ki Points by an equal amount of ne-

gated damage times two.  

 Advantage 

 Defensive 

 Energy 

Multiple  

Advantages and Disadvantages 

with this archetype can be taken 

more than one up to a maximum. 

The maximum is listed next to the 

archetype, 

Aura – Experi-

ence Point (2):   

Characters can 

take this ability 

and combine it 

with others to 

create a protec-

tive aura or even 

a damaging one. Characters can combine aura with a specific few abilities, 

such as burning. Aura is a complex ability and any use of it should be 

discussed with your group and storyteller Aura techniques require the 

character to one Ki Point per round to Sustain, additionally every ad-

vantage added to Aura increases its Sustain cost by three.  

 Advantage 

 Defensive  

 Energy 

Accurate – Experience Point (3):   

This advantage Increases the techniques ability to 

strike a target. Signature Techniques with Accurate 

gain two additional dice to their respective attack 

pool. This ability can be taken twice, a second pur-

chase cost double the normal price.  

 Advantage 

 Offensive 

 Energy & Physical  

 Multiple (2) 

 Energy & Physical 

Burning – Experience Point (3):   

Flaming, acidic, corrosive or any other similar effect that delivers con-

tinuing indirect damage to a character is considered a burning effect. Any 

ability with this special effect will cause three damage point to an enemy 

comes in contact with the attack or effect with Burning For this effect 

to take place the ability it is “attached” to must have struck, came in 

contact with or caused damage to a target. Any affected target and spend 

two actions smoothing the effects per normal Saving Throw rules. This 

ability can be taken three times, a second and third purchase cost double 

the normal price. 

 Advantage 

 Offensive & Defensive  

 Damage over time (DOT) 

 Multiple (3)  
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Concealable – Experience Point (4):   

This ability makes any special effect or Signature Technique invisible to 

the naked eye, opponents can attempt to see the ability if they wish by 

rolling PER + Spot. This effect reduces the targets defense by two.  

 Offensive & Defensive 

 Energy 

Burning – Experience Point (3):   

Flaming, acidic, corrosive or 

any other similar effect that 

delivers continuing indirect 

damage to a character is con-

sidered a burning effect. Any 

ability with this special effect 

will cause four damage point to 

an enemy comes in contact with 

the attack or effect with Burn-

ing For this effect to take 

place the ability it is 

“attached” to must have struck, came in contact with or caused damage to 

a target. Any affected target and spend two actions smoothing the effects 

per normal Saving Throw rules. This ability can be taken three times, a 

second and third purchase cost double the normal price. 

 Advantage 

 Offensive & Defensive  

 Damage over time (DOT) 

 Multiple (3)  

 Energy 

Damaging – Experience Point (4):   

Damaging is an advantage that increases the amount of damage inflicted by 

a Signature Technique. increase the respective dice pool by one and damage 

value by two for each times the technique has damaging. This ability can be 

taken up to three times, a second and third purchase cost double the nor-

mal price. 

 Advantage 

 Offensive & Defensive 

 Energy & Physical  

 Multiple (3) 

Drain — Experience Point (6):   

There are two types of Drain, body and spirit. Body is the draining of a 

target’s Life Points and spirit is the draining of a target’s Ki Points. 

Drain causes the victim to suffer a loss to the respective meter. Signa-

ture Techniques with Drain after the damage step roll an amount of dice 

equal to half the successful damage dice up a maximum of four. Each suc-

cessful dice steals two points from the respective meter rather Ki Points 

or Life Points. The stolen point is added to the attackers particular me-

ter.  

 Advantage  

 Offensive & Defensive 
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Flare - Experience Point (5):   

If the target is hit (or in the radius of an area effect attack) the defend-

ing character may be Blinded. Every target looking in the vicinity of the 

attack must roll a Reflex check with a DC of two. Targets who fail this 

roll are blinded for at least one round and no more than three. Any affect-

ed target and spend one turn smoothing the effects per normal Saving 

Throw rules. 

 Advantage 

 Offensive  

 Energy 

Armor Penetration - Expe-

rience Point (2):   

Armor Penetration reduced 

the effectiveness of armor 

by an amount equal to the 

number of times a Signa-

ture Technique has Armor 

Penetration. This ability 

can be taken up to three 

times, a second and third 

purchase cost double the 

normal price. 

 Advantage 

 Offensive & Defensive 

 Energy & Physical 

 Multiple (3)  

Homing - Experience Point (7):   

One of the most unique abilities, homing 

cannot be combined with any area-of-effect 

attacks or with Aura. Storytellers and 

group should discuss the usage of this 

ability. Linked with an attack is used to 

strike a target with a missed attack. When 

attacking with a Homing attack and a char-

acter misses the target for whatever reason 

character may attempt to attack the target 

again with the same attack and the same 

dice pool, however the respective dice pool 

is reduced by half, if the second attempt 

strikes and causes damage, that damage dice 

and damage value is also halved. 

 Advantage  

 Offensive  

 Energy 

Technique Disadvantages 

Technique Disadvantages are negating effects that Signature Techniques 

inflicted upon their welder. A lot of Technique Disadvantages are scary 

enough alone, but the combination of them can spell defeat for almost any 

characters. It is important to discuss the purchase and use of Technique 

Disadvantages with your gaming group and storyteller. Some groups or 

storyteller may disallow any combination that seems inappropriate. Each 

disability gives a character back ‘X’ amount of experience points, but in-

flicting a possible bad disadvantage to their Signature Techniques.  

 Each disadvantage 

grants to character 

“free” or bonus expe-

rience points at a 

cost of inflicting a 

defect on their signa-

ture technique, This 

free experience must 

be spent on the affect 

technique.  
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Limited Shot – Experience Point  (2): 

The best type of Signature Technique is 

the Signature Technique you only have 

to fire once. Limited Shot make the use 

of a Signature Technique three times per encounter. Character can pur-

chase Limited Shot additional times to a maximum of three to reduce the 

usage of a Signature Technique to once per encounter. 

 Disadvantage 

 Multiple (3) 

 Offensive 

Backblast – Experience Point  

(2): 

The attack produces some sort 

of Backblast or other side effect 

that affects anyone or anything 

standing directly behind the at-

tack (within 1-2 yards) and the 

attacker. Signature Technique 

with Backblast inflicted one-

fourth of the damage to the at-

tacker equal to the number of 

times the technique has Back-

blast. This ability can be taken 

up to two times; each time is it 

taken the experience gain is re-

duced by one and the damage is 

increased by one fourth. 

 Disadvantage 

 Energy 

 Offensive 

 Multiple (2) 

Inaccurate – Experience Point  (2): 

Signature Technique with Inaccurate 

are extremely hard to control or 

wield. Inaccurate decreases the effec-

tiveness of a Signature Technique. 

Techniques with this disadvantage are 

unable to use Combat Advantage and 

reduce the attackers respective attack 

pool by one for each purchase of Inac-

curate a Signature Technique has. This 

ability can be taken up to three times. 

 Disadvantage 

 Multiple (3) 

 Energy & Physical 

 Offensive 

Self-Destruct – Experience Point  

(6): 

This ability is the most 

deadly disadvantage in the 

DragonBall Z engine. Any 

Signature Technique with 

this ability will slay the 

attacker. After all associ-

ated rolls have been made 

the wielder is reduced to 

zero Life Points and 

counts as being slain. Ra-

ther that attack accurately 

strikes the target or dam-

age is causes the wielder 

will still be slain. When a 

character strikes a target 

with an attack that has this dis-

advantage they increase their 

damage pool and damage value by 

an amount equal to their devas-

tated threshold, additionally they 

gain power attack and the tar-

get’s defense is resilience and 

barrier are reduced by three to a 

minimum of one.    

 Disadvantage 

 Energy & Physical 

 Offensive 

Short Range – Experience Point  (2): 

Characters are able to make the attack only at 

short ranges and must be within melee range 

to perform the Signature Techniques. Using an 

energy attack in melee range has is own ef-

fects as stated in the combat section, however, 

Signature Techniques with Short Range grant 

Combat Advantage to Actions take against 

them with performing the Signature Technique. 

 Disadvantage 

 Energy 

 Offensive 

Uses Energy – Experience Point  (5): 

This disability is only available to 

Signature Techniques that actually 

require Kai Points per spent for us-

age. The Signature Technique draws 

upon the user’s personal energy and 

drains them. Taking this Disability 

doubles the energy usage of the Signa-

ture Techniques.  

 Disadvantage 

 Offensive & Defensive 

 Energy & Physical 
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Chapter Eight 

In the DragonBall Z universe there are many powerful beings, however, a 

special few have incredible hidden powers. Alternate forms or state of be-

ing that allows and grants increased power, speed, and much more; the 

most notorious of these forms is The Legendary Super Saiyan.  

Nobiru Ude (巨大化; lit. “Giant Form”)  

A Namekians with considerable effort, they can 

also grow many times in size; this is called the 

Great Namekian form. Although doesn’t actually 

change their strength it does grant them combat 

advantage and power attack on all targets. Ef-

fectively all physical damage values in this form 

are increased by three damage points; however, it 

is important to note that with their increase 

size Great Namekian grants combat advantage to 

all attackers. Changing into Great Namekains 

transformation changes the characters Initiative 

Order and takes a two Actions. Character must 

also pay a sustain cost of four Ki Points each 

round to maintain Great Namekain form. Charac-

ters can sustain this form for three rounds.  

 Characters can purchase Nobiru Ude for 

twelve experience points.  

 Characters can extend the round limit by one, 

up to five, for eight experience points per extension.  

Ozaru (大猿, Ōzaru; lit. “Great Monkey”) 
Ozaru changes the Saiyan into a giant ape with 

unmatched strength during the full moon. Trans-

forming into Ozaru form increase their power 

level by three, in addition they gain combat ad-

vantage and power attack on enemies due to their 

large size. Effectively all physical damage values 

in this form are increased by six. Saiyan’s tails 

can be removed, if they do so they lose Ozaru 

transform permanently. Grabbing or injuring a 

Saiyan’s tail is also a weakness; it can cause 

them to become temporarily immobilized and in-

flicts a four points of damage. When their tails 

are grabbed Sayians roll their STAM + EUD to 

resist the effects, the DC is three. If they fail 

they become helpless until their tail is released, 

they can make a save once a round. Characters 

can Lose Control of this form also, meaning they 

will randomly attack anyone, even allies; each round characters must roll 

an enraged Check with a DC of three. An enrage check is a characters INT + 

PER. If the pass they can act as normal. If they fail, they must randomly 

attack a combatant involved in the encounter. Changing into Ozaru trans-

formation changes the characters Initiative Order and takes a Full Round 

Action. Character can only use this form during the full moon, which 

would be at the storyteller’s discretion.  



 

 

 

 

 

Page 

88 

Legendary Super Saiyan (超サイヤ人) 
During times of immeasurable stress or great woe Saiyans and half-

Saiyans alike have the arcana ability to transform into Super Saiyans, 

There are also two power forms of Super Saiyan; each form must be mas-

tered before moving onto the next. Saiyans players will start with try-

ing to achieve Super Saiyan one this ability can’t be learned unless a 

player has achieved a transformation through some type of immeasurable 

force or stress. Typically a player’s storyteller will grant this ability 

to them. However, characters are also able to purchase Super Saiyan 

forms by spending twenty-four experience points. Legendary Super Sai-

yan endows characters with extreme power as well as some changes to 

their physical features such; as golden or yellowing spiked hair, green 

or blue eyes. Saiyan characters can 

activate Legendary Super Saiyan for 

twelve Ki Points with a sustain cost 

of four Ki Points per round; re-

quires three actions to activate. 

While under the effects of Legendary 

Super Saiyan characters increase all 

combat dice rolls by three, damage 

values by one and increase their pow-

er level by three. Characters that 

have unlocked Super Saiyan Two can 

activate the form for sixteen Ki 

Points with a sustain cost of six Ki 

Points per round; requires three ac-

tions to activate. Characters can on-

ly transform into stage two after 

changing into stage one. Super Sai-

yan Two characters increase all com-

bat dice rolls by five, damage values 

by two and increase their Power Lev-

el by four. At any point a character 

becomes Unconscious, Exhausted or 

reaches ten Life Points they will lose all Super Saiyan bonuses and re-

vert back into their normal form.  

 Notably, characters can lower the number of actions required to ac-

tive by one, for a cost of five experience Points. 

Ascend Super Saiyan (超サイヤ人第2段階, Saiya-jin) 

This is a step-up form, between Super Saiyan One and Super Saiyan Two. 

This is a purchasable ability a character can buy after achieving Super 

Saiyan One for a cost of fifth teen experience points. Ascend Super Saiyan 

endows characters with extreme corporal powers as well as thrilling in-

crease to their physical form, such as height and muscle size character al-

so have the typical physical changes of Super Saiyan. Ascend Super Saiyan 

activation cost for ten Ki Points with a sustain cost of five Ki Points 

per round; requires three actions to activate. Ascend Super Saiyan charac-

ters increase all combat dice rolls by two, physical damage value five and 

increase their power level by four. Additionally, Ascend Super Saiyan 

grants characters power attack on all enemies. Notably, it also decreases 

characters Speed by three and defense by three. This form does not stack 

with other forms. Ascend Super Saiyan transformation changes the charac-

ters Initiative Order. 
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Metamorphosis (変身)  

Arcosian characters are able to 

transform into small less powerful 

forms of themselves. They use this 

ability to hide their true power 

from their enemies; this ability al-

so serves as a way to cause less 

stress to their bodies. Arcosian 

players start out in their base 

form or Suppressed Form and must 

discover and learn how to trans-

form into their more powerful 

forms. Each form grants them pow-

er, but overall improve their 

fighting performance. There is no 

need for them to be force into a 

transform state; Arcosians simply 

gain the benefit of Metamorphosis 

as they discover their transformed 

state. Unlike Super Saiyan Ar-

cosians do not lose Metamorphosis when they become unconscious, exhaust-

ed or reaches one Life Points or less, they can simply remain in trans-

formed. The bonus from each form of Metamorphosis  is only available if 

the character is transformed into that stage. Each form of Metamorphosis 

can drastically change the character appearance. It is important to note 

that each round a character in any form of Metamorphosis they must roll 

a Stress Check with a DC of one that increases for each form of Metamor-

phosis. A Stress Check is a characters MAN + STAM, if failed characters 

lose three Ki points. There are three form of Metamorphosis each form 

required two actions to activate. Characters must activate each stage be-

fore advancing to the next form. While under the effects of Metamorphosis 

Form One increase all combat dice rolls by one, damage values by one and 

increase their power level by one and has an activation cost of fourteen 

Ki Points. Metamorphosis Form Two has an activation cost sixteen Ki 

Points and increases all combat dice rolls by two, damage values by two 

and increases their power level by two; Stress Check DC increases by one.  

Metamorphosis Form Three or Final Form has an activation cost eighteen 

Ki Points and increases all combat dice rolls by three, damage values by 

two and increase their power level by three: Stress Check DC increases by 

two. Metamorphosis forms can be purchased with experience points, each 

form cost twelve experience points. 

 Characters can spend eight experience points to lower their stress test 

by one, this can be purchase up to four times.  

Super Evolution  

This form allows Arcosian character to ascend beyond their true forms. 

Super Evolution greatly increases Arcosian’s powers. Must like the other 

forms of Metamorphosis this drastically change the character appearance 

and height. Super Evolution can be purchased for experience points, cost-

ing twelve points. Super Evolution form increase all combat dice rolls by 

five, damage values by three and increase their power level by five; Stress 

Check DC increases by three. Unlike the other forms of Metamorphosis 

this form has a sustain cost; Super Evolution can be activated for twenty

-two Ki Points with a sustain cost of ten Ki Points.  
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Chapter Nine 

Fusion (合体, Gattai; lit. “Union”) is the process of merging two separate 

beings into one, combining their attributes, from strength and speed to 

reflexes, intelligence and wisdom. When properly fused, the single being 

created has an astounding level of power, far beyond what either fusses 

would have had individually. So far, it has been shown that there are at 

least six different ways to fuse. Each type of Fusion works slightly dif-

ferent than the last. It is important to note that while performing a Fu-

sion technique all attackers are 

granted Combat Advantage and Power 

Attack, group members should be care-

ful with using such moves.  

Fusion Dance (フュージョン) 

A fusion performed using the Fusion 

Dance, a dance developed by an alien 

species called the Metamorans. The 

dance results in a completely new 

merged being with characteristics 

from both mergers. The newly fused 

body is dressed in Metamoran attire; 

a dark colored vest lined with light 

colored linen, white pants with a 

cloth belt and boots. There are cer-

tain requirements to the Fusion Dance 

as opposed to other fusion types. The 

mergers need to have equal Power Lev-

el and similar height. Players performing the Fusion Dance must actually 

attempt the act in the real world. Each player stands six paces from each 

other, side to side. They hold their arms out so each person’s arms point 

away from their partner, palms open and facing forwards. While saying 

“Fuuuu…” each person shuffles their feet sideways towards their partner. 

Both people must take exactly three steps at this time. While doing so, 

each person swings both arms over their head so each of the two sets of 

arms point to their partner’s. Then, while saying “sion…” each person 

swings their arms across their body, turning them so their palm faces the 

floor and closing their fists. At the same time, they must bring outer leg 

up so it is at a right angle, with their shin facing their partner and their 

foot level with their knee. Finally, each person shouts “Ha!” and leans 

their torso over so it is slanted towards their partner. They bring their 

arms up over their head so they point “upwards” (in relation to them-

selves) with their index fingers out. They must then fully extend their 

outer legs. At this point each person’s fingers should touch their part-

ner’s fingers. If both characters do this exactly right, the fusion will be 

successful. The Fusion only lasts for three rounds and has a Sustain cost 

of four Kai Points per round. This can be performed during combat and 

requires two Full Round Actions by both characters to complete. Both 

players will act on the same turn as one character and when performing 

actions add together their respective dice pools for said action. This 

means the Fusion Dance can be performed by different races with other 

races. A Fusion Dance transformation changes the characters Initiative 

Order.  
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Namekian Fission (融合, lit. “Assimilation”)  

A special technique unique to the Namekians, it is more of an assimilation 

than a fusion, as one Namekian absorbs the energy, strength, memories, and 

intelligence or thought pattern of another. Both participants must will-

ingly consent to fuse in this manner and usually the pair agrees to the 

stronger of the two to serve as the host. The agreed host places his hand 

over the chest of the other one and through unknown powers, a flash merg-

es from them. This type of Fusion is considered to be permanent and can-

not be undone. It must be performed with another Namekian. The two char-

acters will decide who the host is and who will be “absorb”. Once fused to-

gether characters will transfer all their known skills over to the new 

character sheet, if the skill is shared by both character simply pick the 

character with the high score and transfer their dots plus one. Do the 

same with the two characters attributes; if both characters share the same 

max skill or attribute them gain a bonus automatic success when rolls in-

volving said Skill and Attribute. The new character increases their Power 

Level to the highest between the fused characters plus an additional two. 

Characters can only fuse this 

way twice. 

Absorption (吸収) 

This is a different form of 

Fusion, as it usually involves 

the consumption of an individ-

ual, as opposed to a sharing 

of power. There is also typi-

cally no limit to the amount 

of absorption either. Charac-

ters with this ability can ab-

sorb as many individuals as 

they want. Each time the absorb 

someone they will gain three 

experience points. Sometimes 

there are special individual 

which bond perfectly with the 

host, at these junctions the host could actually transform into a more 

powerful form. When such things happen the host will be granted eighteen 

experience points, bring them one step closer to perfection.  
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Chapter Ten  

In DragonBall Z there is only one organization known worldwide as the 

most inventive company, The Capsule Corporation. The world’s leading 

business in all industries, owned by Dr. Briefs. The following are descrip-

tions of items that characters can buy from The Capsule Corporation. Each 

Character starts out with 100 Zeni. Zeni not only represents money or 

currency, but also social or politic wealth; character might spend 800z 

for a piece of equipment only spending 350z actual Zeni on the equipment 

and the rest knowing people to get the item to them safely. The actual 

cost of items is up to the storyteller, it is encourage players work with 

the storyteller to create a balance price. Players and storytellers are 

able to make any items they can imagine this section is to help give guide-

lines in create the more specific items known in the DragonBall Z World. 

Additionally, players should remember that all clothing takes one turn to 

remove or dawn, moreover characters 

cannot dawn more than one type of 

clothing at a time.  

Clothes 

Character’s clothes can range from 

normal everyday clothes to weighted 

training clothes. Weight training 

clothes increase a character gain from 

training. When characters are training 

increase the amount of fitness points 

they gain by three when wearing 

weighted clothing. Obviously, charac-

ters must have their weighted clothing 

on to gain the benefit.  

Armor  

Damage reduction is granted to charac-

ters wearing armor, Damage reduction 

reduces the damage inflicted by at-

tacks. The reduction is equal to the 

armor value which normally ranges 

from three to twelve damage. All armor 

has a break value this value is the 

amount of damage the armor can reduc-

es before breaking. Each time armor re-

duces an incoming attack its break 

value is also reduced. Once it reaches 

zero the armor is broken and longer 

will work correctly. Armor also causes 

characters to lose some speed; armor 

reduces a character’s speed by an 

amount equal to its armor value. 

 Example: Garrett’s armor has an Ar-

mor Value of six and Ronan inflicts ten damage points to Garrett. The 

armor will absorb six damage points and Garrett will only take four. 

Garrett’s armor break value is reduced from thirty to twenty-four. 



 

 

Weapons 

Do to the unlimited imagination of players there is an ever-going lists of 

weapons, so in DragonBall Z engine a weapon is simply a melee weapon. 

That fact in mind when characters chose to buy a weapon they may pick 

whatever weapon they wish to imagine their character wielding. Weapons 

can do a variety of damage and have a Stress Value equal to the total 

amount of damage the weapon can inflicted before needing repaired. When 

attacking with a weapon characters add a number of dice to their physical 

damage pool equal to their weapons damage value, however characters suc-

cess rate when attacking with a weapon is increased to nine. The rest is up 

to the player and their storyteller to imagine.  

 Dual Wielding: Simply wielding a weapon in each hand does not grant a 

character multiple attack pool in a single turn. Dual wielding two 

weapons gives character bonus to their physical damage pool made with 

the weapons. When rolling a damage pool with two weapons players 

simply gain an extra three dice, however, they also lose four attack dice 

from their attack pool when dual wielding.  
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Consumables  

Characters can use consumes to gain its effects. Consumes include food, 

water and even the magical Senzu Bean. Much like weapons the list of con-

sumables is nearly endless so we are leaving the effects mainly up to the 

players and their storyteller. However is it important to note the charac-

ters playing Androids as a race cannot use any type of consumable item. 

Another note typically, much like my house, there are never any left overs.  

Capsules (カプセル) 
Also known as Hoi-Poi Cap-

sules and DynoCaps were cre-

ated by Dr. Brief of 

the Capsule Corporation, for 

the purpose of making ob-

jects compact and easy to 

transport. Characters can 

use capsules to transport 

nearly anything or nearly any 

size. 

Senzu Bean (仙豆) 

Senzu Beans are mystical beans with im-

mense rejuvenation properties in 

the Dragon Ball Z engine and are widely 

known to completely restore a person life 

force and energy. When consuming a Senzu 

Bean characters fully restore their Life 

Points and Ki Points up to the maximum. 

In addition if taken in combat characters 

gain combat advantage and power attack 

until the end of their next turn.  
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Chapter Elven  

Training 

One of the most important and probably one of the coolest aspects of the 

DragonBall Z engine is the built in Training System. Characters will al-

ways wish to improve themselves and while a game’s storyteller will pro-

vide lots of chances to earn experience and learn new abilities sometimes 

characters might end up having down time which they can use to train and 

get extra experience. The Training System was developed for the time at 

which storyteller give players’ time to role-play or act without guide. 

Training sessions normally take eight to twelve hours. Players must rest 

between training sessions at least eight hours. If characters score no suc-

cesses during any training roll they cannot train again for a single day 

for each unsuccessful dice roll. 

Training System 

The Training System is simple enough to learn and yet hard to master. 

Players select an amount of conditions, up to a maximum of five. Condi-

tions are elemental or climate environments the help characters train 

themselves. The formula for is, for each condition a character selects they 

gain one fitness point times intensity of the condition. This intensity is 

the condition magnitude which represents how harsh or rigorous the con-

dition is, up to a maximum of three. As an example if a player selects two 

conditions both of them are at condition magnitude two. Once complete the 

player will gain a to-

tal of four fitness 

points, one for each 

condition times the 

condition magnitude. 

To complete a Training 

Drill character will 

need to build a Train-

ing Pool by add to-

gether STAM or EUD 

which is higher and 

INT or RES whichever 

is higher plus the 

character’s athletics 

Skill. The DC for each 

condition is its condi-

tion magnitude if a 

character is successful 

they will gain an 

amount of experience 

points equal to the 

condition magnitude.  



 

 



 

 

Character Name:  

Player Name: 

Campaign Name: 

Physical 

 

Strength OOOOO 

Dexterity OOOOO 

Stamina OOOOO

Energy 
 

Power                      OOOOO 

Precision      OOOOO 

Manipulation  OOOOO

Mental 
 

Perception    OOOOO 

Wits                    OOOOO 

Intelligence    OOOOO 

Protection 
 

Constitution   OOOOO 

Reflex      OOOOO 

Endurance      OOOOO 

 Acrobatics OOOOO 

Athletics OOOOO 

Finesse OOOOO 

Larceny OOOOO 

Stealth  OOOOO 

Survival OOOOO 

Weaponry OOOOO 

 Accumulation OOOOO 

Concealment OOOOO 

Duelist OOOOO 

Flight OOOOO 

Empower OOOOO 

Accuracy OOOOO 

Transfer OOOOO 

 Alertness OOOOO 

Knowledge OOOOO 

Listen OOOOO 

Search OOOOO 

Sense  OOOOO 

Spot OOOOO 

Subterfuge OOOOO 

 Defy OOOOO 

Fortitude OOOOO 

Barrier OOOOO 

Proficient OOOOO 

Resilience  OOOOO 

Threat OOOOO 

Willpower OOOOO 

Physical Attack: 

Dexterity + Finesse + bonuses 

Physical Damage Pool:  

Strength + bonuses 

Physical Damage Value: 

Four + bonuses 

Energy Attack: 

Precision + Accuracy + bonuses 

Energy Damage Pool: 

Power + bonuses  

Energy Damage Value: 

Six + bonuses 

Defense: 

Reflex + bonuses 

Armor; 

Break 

Penalty 

Life Points: 

Life value = Eight + Bonuses 

Max Life Points 

Devastated Threshold 

Initiative:  

Dexterity or Reflex + 

Wits – Size – Armor penalty  

Power Level:  

Ki Per Round 

Max Ki Points 

Z-Soul: 

Rank  

Racial Trait:  

Race 

Rank 

Talents & Detriments: 

Signature Technique: 

Name 

Advantages 

Disadvantages 

Signature Technique: 

Name 

Advantages 

Disadvantages 

Signature Technique: 

Name 

Advantages 

Disadvantages 

• Attributes 5/4/3/2 • Skills 7/6/5/4 • Life Points = Stamina + Endurance x Eight • Ki Points = Stamina or Endurance + 

Manipulation x Six • 

Life Meter 

Current 

Bloodied Injured Wounded 

Ki Meter  

Current 

Weakened Drained Exhausted 

Notes 
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