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Pick one of the numbers here and go to
~the matching page number in this book.

' The letter shows which panel to read there. (|
Whenever you see another number/letter, -
follow it to the matching page/panel.




~et o~

You can try a CUNNI
| at DIFFICULTY 5t

raccoon. Make a CUNNIA
check at DIFFICU .
with the 2extra di
for using yo H

If you make it, go to 32B.
If you fail, go to 27A.

If you just wani

OH NO!

It was booby-trapped!

You suffer |
Mark it on your character sheet.

Go fo 26B. :’_




= While you're waiting for Bééf—Bop.' o come back to his
nut hidey hole, let’s talk about being a magical kitty!

When making a check,
spend a YAREAT to
s ols - reroll any (ot all of) the
hidden g ¥Ee dice you rolled.
2. You pick your human, even when it — /
seems like humans pick their kitties. 5 our k‘tty starts 7/
3. You want to help your human. I h 3 Kitty Treats. u
4. You can understand humans, but they these on your
can't understand you. - character sheet,
5. You can understand other animals, and or take 3 TOHENS ¢
they can understand you. ~ from the box.

6. You can read human writing, but you
often get it wrong.

7. You have a way to get in and out of " " You'll find other uses for
our home that hum can't Kitty Treats later. too!

Animal Friend: You get along well

1 | with non-magical critters. 1 |Big Mouth

2 J"thh;i.n?ca:n:’loglli:b&ogo.d SRraNg. 2 | Gluttonous
3 g::’cwaa:.l:!r: You like numbers 3 | aullible

d |huissansion: Towrs geedias 4 | impatient

5 3‘311.'?';’.?3';.3{" ol 5 | Superstitious
6 Sneaky: You're ur)‘“ ood at "

moving quietly and hiding.

Here comes Beep-Bop! Go fo 10.




Not go to 91.’0 ‘t"':atch up
" with that Skunk!

NOW, RUN AWAY

AND FORGET WE EVER HAD |
THIS CONVERSATION. 1




HELLO, 4
BEEP-BOP. I NEED
; YOUR HELP.

®

7t
—

Y

<

-

of
il

It's reading some Sort of note.
That's unusual for a skunk.




You weren't fighting a ghost at all!
What's going on here?!

TIME TO ROLL SOME DICE!

When you make a check, roll the same number of dice as
the ATTRIBUTE you're using to beat the challenge.
7V You'll make a Cunning check
' to see if you can open this panel.
So roll dice equal to your CUNNING SCORE.
That's 1, 2, or 3 dice.

Each die that rolls the same as or
more than the of a
check counts as a SUCCESS.

Opening the panel is dif ficulty 3,
So any dice that roll the number
3.4,5.0r 6 count a$ Successes.

If you rolled at least one Success, Go fo 26B.
If you rolled zero Successes, Go fo 2B,




The panel might be
booby-trapped...

When a kitty does something
that's tricky or dangerous, we'll
use dice to see what happens.

Grab the dice from
the game box now!

To make a
you'll first need to know
your kitty's ATTRIBUTES.
Roll a die now to get your kutt.y $
CUTE, CUNNING and FIERCE.

Write the numbers down on_your character sheet.

ROLL ATTRIBUTES

- 2 Cute, 1 Cunning, 3 Fi
n 1 Cute, 3 Cunning, 2 Fierce
- 1 Cute, 2 Cunning, 3 Fierce




Take 10WIE and go to 12A.
it




YOU ARE A MAGICAL KRITTY and this is your adventure!

To figure out what that skunk is up to, you'll need to create your character.
Take one of the character sheet.; From the box and grab a pencil!
_. .|start.bymakhg' a NAME fo ce
Your name m-ght. Hayba it's tun mrds e
be descriptive squished together %ﬁ normal human name

i (like SNOWY or TIGER) BT (like FIREHEART or 3u:sL3ansy) S (like SUSAN or JACK)

Or it might be something completely different!

@, After you've written down your kitty's name, you'll ~ & 554,
pT_ want to choose a MAGICAL POWER for your kitty ... Al&4

HYPNOSIS will let you INVISIBILITY will let

PAGHT uil lat put other animals you turn invisible!

your kitty magically

into a trance! Others can
/ F'{;"':;‘Ph They will Follow your still hear, smell,
: 5 suggestions. and touch you.

Go fo 22B. Go fo 28C. GololIA.

FLIGHT INVISIBILITY

Pick one of thase powers now, and write.it on your character sheet

in the space for MAGICAL POWER.



TO TALK TO BEEP-BOP,
YOU'LL NEED TO

e CATCH HIM FIRST!

To fight a foe, you need to make
a FIERCE CHECK against their
FIERCE DIFFICULTY.

REACTION >~
O

Your kitty has an OWIE LIMIT of 2.
If you ever have more owies than that, you're knocked out!

Go immediately to 34A
unless you're told otherwise.

If you succeed on your - - e
FIERCE CHECK, your foe takes B—‘;:"Ps#ﬂ— ¢ BB
an OWIE instead. If your foe's R | ) b

Owies equal their Owie Limit, OwiE \ ) .
they're defeated! e \ | ~m " N

Cute 4 )
DiFFICULTY - CuNNING 4

DirricuLty

DirricuLTY

REACTION: Big Pointy Teeth!
You take 1OWIE and go to 8B.

If not, roll again until
onhe of you wins.

If you defeat Beep-Bop,
Go fo 5A.



What's that skunk doing?

THE DOLLS ARE THE KEY,

KITTY! EVERYWHERE THERE’'S WE GET CONTROL OF
A KID, THERE'S A DOLL! AND THE DOLLS, AND WE GET EYES,

KIDS ARE EVERYWHERE! EARS, AND PAWS IN EVERY HOUSE
IN RIVER CITY! THERE'D BE NO
PLACE THAT YOU KITTIES
COULD HIDE!

HOW MANY MORE
RACCOONS? JUST ME
AND CHITTERFLING. SHE’S
LIPSTAIRS, FINE-TLUNING THE
MACHINES. THE DOLL YOU'RE
LOOKING FOR IS PROBABLY
UupP THERE, TOO.

Go upstairs to 29. ‘“‘



" OH! IT'S You!
. DON'T SURPRISE
ME LIKE THAT!

)

AND SHE'S WAITING
; FOR YOU TO HELP HER. |
i THIS IS THE BEST _

CAN You I'VE BOT!

READ THIS NOTE
I FOUND?

WHAT'S IN IT
FOR ME? WHAT'S
. BOING ON? _

OKAY, OKAY.
| ENOLUGH WITH THE
\'\\, SOB STORY. I'LL DO
i WHAT I CAN.

MY HUMAN SOFIA
LOST HER DOLL. IT WAS
STOLEN! AND IT TURNS

OUT A LOT OF DOLLS

HAVE BEEN GOING

MISsINe!

il /

HAWTHORNE MANOR, HUH?
I KNOW WHERE THAT IS!
THANKS, BEEP-BOP!

SHE LOVES THAT
DOLL MORE THAN
ANYTHING! SHE'S
HEARTBROKEN.

(\f/

Head up to Pill Hill at 13A
to find Hawthorne Manor.
|




il

If you have the power of FLIGHT,
= you can fly up to the balcony at 33A.

You can make a FIERCE CHECK

at DIFFICULTY 3 to rip the board
of f the pet door.

If you succeed, go to 2IA.
If you fail, choose a different route.

If you've already removed
| the board, go straight to 21A.




G00D. I WILL GIVE
YOU INSTRUCTIONS. YOU
WILL OBEY THEM. '

YOU WILL BE
600D FROM NOW " T
| ON. YOU WILL SHUT You WILL ;
, DOWN YOUR MACHINES, FREE THE KITTY You
L. AND FREE THE DOLLS HAVE CAGED, TOO.

YOU CONTROL. » -

AND YOU WILL
GIVE ME SOFIA’S
DOLL!

I WILL OBEY. Go to 32C.

YOU'RE CAUGHT
OFF-GUARD TOO EASILY!
I THOUGHT I'D TAUGHT
YOU BETTER THAN THIS!




I WAS. BUT THE FOXES
TOLD ME STRANGE LIBHTS
WERE SEEN IN RIVER CITY.
SO I DECIDED TO I'M BOING
COME GET TO THE BOTTOM , THERE TOO! WHAT
OF IT. THE SCENT LED ME TO i DG YOU KNOW
HAWTHORNE MANOR. . ABOUT IT?

I THOUBHT You
WERE PATROLLING
THE WILDERNESS.

BHOSTS MAKE MY
FUR STAND ON END,
BUT MY LITTLE GIRL
HAS LOST HER DOLL.

I REMEMBER WHAT
THAT WAS LIKE.

BEING AFRAID
OF GHOSTS?

THERE IT IS.
I'LL HEAD AROUND
BACK AND LOOK FOR
A WAY IN.

HAVING A LITTLE GIRL. A \[\ 1 = t
/ S JusT Like | I N

OLD TIMES.
- i

IT'S 6OOD
TO SEE YOU AGAIN,
VICTOR.

1l

Enter Hawthorne Mansion at 16.







If you already threw the (1
switch, the force field is disabled
and you can go to 25A.

If you make it,
go through the
f, door to 25A.

o

If not, go back to 19B.




WHAT
HAPPENED?

I ESCAPED
THE CAGE WHILE
YOU PISTRACTED THE
RACCOON, BUT...

...I WAS ALMOST TOO
LATE. I'M SORRY.

NO,

IT'S MY FALLT.
THANKS FOR
PULLING ME OUT

' OF THERE.

YOU'D DO THE
SAME FOR ME.

You managed to rescue Sofia’'s dollsand finish your big adventure!

There are many more adventures waiting ..

.= but maybe you should bring
more help next time?

Read\the

MAGICALKITTIES
SAVE THE DAY

rulebook to join kitties
played by your friends and
save the day together!

THE END






Congratulations on Finishintj
Whatiwillyour nex

save the day.toget

rulem _
played by your Frig! &

ARE YOU I'M FINE! GRAB YOUR

ALL RIGHT? GIRL'S DOLL! I'LL TAKE CARE
. OF THE RACCOON!

~ You've got what
you came for!

Now escape to 32€!




; yoﬁ suc;céed.\gg,jt.e :
Ot.heruise return to 9A




BWAHAHAHA!
YOU SHOULD HAVE

. RUN AWAY WHILE YOU
HAD THE CHANCE!

STOP CHITTERFLING NOW!
% THE ARMY OF DOLLS SHALL
' RULE RIVER CITY!

NO ONE CAN ‘

CHITTERFLING
THE Raccoon

Owie Coute
Limit DirricoLTY

Comind (5 ) Fiscs(4) |

REACTION: Zap! You take 1 OWIE!

Defeat Chitterling with FIERCE
checks dealing 2 OWIES to go to 26A.
If you're knocked out, go to 18.




You ARE NoOT

WELCOME HERE. I'M STAYING
- ANYWAY.

N Tcanwor
STOP YOU.

£ ¥ Bur You Wave




AH! YOUNG ONE!
YOU MADE IT! /|

HAVE YOU SEEN WHAT MAKES
ANYTHING OUT OF YOU SAY THAT?
THE ORDINARY?

o IT SEEMED
—— LIKELY FROM THE

BEGINNING.

BUT I DON'T THINK (4 THE ’PLACE
ANY OF IT'S TRULY DOESN’'T SMELL
SUPERNATURAL! 3 LIKE GHOSTS.

GET LUPSTAIRS.
i I'LL TRY TO EIND

: | " B A way THROUGH
- THE VENTS.
\ ; t ’

XY JOIN ME UP
THERE AS SOON
_ AS YOU CAN!

SOMETHING’S VERY WRONG
WITH THIS HOUSE. BE CAREFLUL. Go back to 19B.




- You can try a CONNING check at DIFFICULTY 4to
figure out what's been done to the doll on the bed.
If you make it, go to 2BA. If not, try something else.

The brown door i locked, but you can easily jump up by the handle.
If you have a KEY. you can go straight to 2A.

If you don't have a key, try a FIERCE check at DIFFICULTY 5
to break down the door. If you make it, go to 27A.




YOU'LL PAY
FOR THIS, KITTIES!
I'LL MAKE YOU PAY!

YOU FOUND A NOTE!

Magical kitties can read human writing,
but it's very difficult and sometimes

you get it wrong.

This just looks like gibberith to you.
. Someone will need to translate it For you,
and you know just the squirrel
for the job: BEEP-BOP.

Go fo 3.

YOU HAVEN'T
HEARD THE LAST OF
CHITTERFLING!

Go to 32C.




IT SPOTTED YOU!

If you can defeat this weird
raccoon with FIERCE checks$ dealing
2 OWIES, you make him talk at 11B.

If you get knocked out, go to 34A.

HyPeER-INTELLIGENT
ACCOON

Limit DiFricuLTy
CuNNING Fierce @
DisricuLTy DiFricoLTy

REACTION: Power Drain!
Suffer 10WIE and your magical
power i$ suppressed until
the end of the adventurel

Once you're inside, be careful not to let
that human see you use magical powers!

| = 11 " RATS! ANOTHER \_
' DOLL THAT ISN'T N\
soria's! A\




Once these modifications are complete,
this hyper-technology could be used
to remotely monitor and control the doll!

s T

i ': y"“f‘" like someone’s i
| gFrrchig you ...

DON'T PANIC.
JUST LISTEN TO THE
'\ SOuND oF My voIcE. ¥

\ LISTEN... 48

aV
15 ] VL

PERFECT.
WHAT WERE YoUu !
DOING BACK HERE?

: I WAS GOING
" TO OPEN THE DEAD
. DROP ... CHECK MY
.\JNSTRUCTIONS.

- TAKE ME TO YOUR

e DEAD DROP? .
o
//// ) FoLLow Gofo
ME... 4B.

CAN YOU




HYPNOSIS tct.s you roll 2 extra dice!
If you make it, go to 14A.
If you fail, go to 22A.

If you want to use INVISIBILITY to sneak over to
Victor's cage and free him first, roll a FIERCE
check at DIFFICULTY 5 to break the lock,
or a CUNNING check at DIFFICULTY 2 to pick it.

If you make it, go to 20B.

If you fail, the hyper-intelligent raccoon
spots you and attacks! Go to 22A.




If you Succeed at the roll. go to 13B.
If you fail, pick another door.

If you've already removed the
board, you can go straight to 13B.

SR RS SN

h _
N

I SEE YOU BACK THERE, VICTOR.

CLEVER KITTY. I KNEW
I'D TRAINED YOU WELL.

g7




COME ON, VICTOR!
WE'VE 60T TO MOVE QUICK!

IF you rol FIERCE and def‘eat this fearsome

R T T T ][5 s = 7 T i //f /,7/
ghost by dunng 3owus go to 21B! [ S

_._T____._. ; rl |_|r R

Coute @
DirricoLTY k"
F " LE = |
cn':'.!f!.'.[f"f BI',E:.E,E @ I..- lF you have INVISIBILITY, you can turn
Ilwlslble now ahd eﬁ::apa to either 17A ol\ 34B.
REACTION: Moan! ;

Make a CUNNING test or flee to 34B. |



3 _'.-: : \-I."'_o:'- _. ;_‘_-"..“ " 2
% If you already threw the (1
( switch, the force field is disabled
: and you can go to 19B.

f

i l N

You can try a CUNNING check ?

at DIFFICULTY 3 to disable
the force field.
i

the door to 19B.
Otherwise go back to 25A.

I COULDN'T
HAVE DONE IT
WITHOUT You, (0L

\ A

VICTOR.
_ KIND OF

~ THE OPPOSITE,

2 I THINK.
I WAS

IN ALOT
OF TROUBLE
THERE.

WHAT'S NEXT
FOR YOU?

Focus!
FOCUS ON
MY EYES...

NOW ANSWER
MY QUESTIONS!

BUT IF YOU NEED
ME, JUST LET THE
FOXES KNOW.

NOW GET THAT
DOLL HOME TO
YOUR GIRL!

¥ YOU WORKED
"4 HARD ENOLGH
FOR IT!




Either way,
go back to 25B.




JOU'VE BEEN ¥NOCKED OUT!

\7 Sofia Still nseds “her doll.
“ /] You still have a job to do!S

® Victor's given you a chance 5.
\ | to rest. Erase your current —
]| OWIES, then return to

g || Hawthorne Mansion at 16.




MAGICAL KITTIES

SAVE THE

DAY!

You are cute. You are cunning. You are fierce.
You are a magical kitty, and it’s time to save the day!

When your human'’s favorite doll mysteriously goes
missing, it’s up to you to bring it home. But you’ll have
to brave a haunted house and foil the schemes of hyper-

intelligent racoons!

This action-packed comic book is also a full adventure for
the Magical Kitties Save the Day RPG. It lets you pick

your own path in the story.

Find out more at www.atlas-games.com/magicalkitties!
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