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7 hank you For Z‘a,é/ng a look at these notes
For Mad. Mad was created by Ko Karnya
and transiated by Een Cluney. It is rny
ish that these aldes enhance Che Flow of

yoar 3&/»‘78 .

I£ you have suqgestions Co rmake these
notes more wusetful, or certanly if you #ind
an error, please do not hesitate o e-ra/
me. My gmal handle is guizoid. I I
ricke an improvement thanks o you, I V] e
Sttre o thank you in Lhe next version. :0)

Here are Some tips. Dont just prirt 2his
whole document. Use the table of
contents on the right Co deterrine whad
pages you need and in whad guantities. I
recommend printing on card stock, but
paper coorks Just fine. Seducer and
Costume Change notes are separade So
you don 7 have o worry plajers with
those rules unti/ they come up.
Spec///‘cs of Maid/ Bet/er Pocoers and
Tterms can be coritten on the back of the
Maid/ Bet/er Notes. Sorme Costumes can
be coritten on the back of the Costune
C/mnge Notes.

Finally, I"'d like to note that 2his aide
makes a Few assumptions that I believe
ere intended, but not explicitly stated.
Namely: NPC Masters hae NPC-lifke
Stress Explosions!, PC Masters have a
max of 4 Special Jualities, Head Mads do
not lose favor when Mads /ose
reldionship Favor, and Atdributes or Dice
increased with Favor must be increased
before the roll.
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NPCs

When Stress 2 Spirit: Flee, full unconsciowus, or die.

NPC Type ALribetes Spirit
Zako/ Mook Everyday Person l o

Minor Enerny/ Master 2 0-5
4\/era3e Enenny 3 O-ls
Scenario Boss 4 5-Is
Super Boss s 5-ls
God? 1) 10-20
Name Attribedes Spirit Synopsis
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Basic GM Notes
Difficulties

4=6: The rrinimir necessary
Zo succeed at an action.
6-5: Difficult For an amadecr,
but easy for a pro.

S—10° Somez‘h/ng only a pro can pull ofF.
0+ Difficult even for a pro.
455/:9/71‘/73 Favor:
1d¢: SL(CCeSS/Z(//y az‘z‘eno//ng Zo the Master.
2d¢¢ 46/7/8\/}/73 a mce, romantic a@mosphere
with the Master.
2d6-3d¢: Completing a major difficult goa/

Che Master assigned 2o Che group.
3dg—4de’ Saved the Master s /ife.
2d¢—4d¢: éez‘z‘fng physical with the Master
For the £irst ¢ime.
¢ For Saé&gfaenf times (in neeo w@/5>
7k q Favor:

- 2d¢: Do/ng or r/‘S,é/ng 2he cpposite of or
Preventing amy ‘ /455/:9/7//75 Favor, Action.
—2dg: A Ffailed seduction attempt.
Other Rules:

Lose Special Quality if gaun more 2han Six,
Action Kesolution (20), Combat (2.

Basic Mad Notes

When Stress 2 Spirit: Stress Explosion!
When Favor drops below 0 Disrissal

| Favor: Kemove a point of Stress.

g Favor: 7rigger a random event From 2his
Zable:

g Favor: Add one to a die roll or attdribute

(use betfore ro///n3>.

Ox Favor: Kaise an Ateribute 5}/ one point.
(x is e?aa/ to the new number).

| ALLribete Point: Gain Favor e?aa/ Zo the

new value X10. USe when Favor IS regative.
AtLribide Penalty For Kemoval of

or Damage Lo Uniforrr:

-2 Ffor headdress, - for apron, blouse,
Skird, wundercoear, and 5Z‘oc@n35

1 2 3 4 5 6 7
1 1 2 3 4 5 6 7
2 2 4 6 8 10 | 12 | 14
3 3 6 9 12 | 15 | 18 | 21
4 4 8 12 | 16 | 20 | 24 | 28
5 5 10 | 15 [ 20 | 25 | 30 | 35




Basic Mad Notes

When Stress 2 Spirid: Stress Explosion!
When Favor drops below 0 Disrissal

| Favor: Kemove a point of Stress.
i Favor: 7;/396_# a randorr event From ths
Zable:
g Favor: Add one 2o a die roll or attdribede
(use before ro///ng).

10X Favor: Kaise an AtLribite by one poirt.
(x is egaa/ to the new number).

| AL ibede Point: Gain Favor e?aa/ Zo Zhe

new value X10. USe when Favor IS regadive.
At ribede Penalty £or Kemoval of

or Damage Lo Uniforrr:

-2 Ffor headdress, - for apron, blouse,
Skird, undereoear, and 5(‘06%//735

Basic Mad Notes

When Stress 2 Spirit: Stress Explosion!
When Favor drops below 0 Disrissal

| Favor: Kemove a point of Stress.

g Favor: 7rigger a random event From 2his
Zable:

g Favor: Add one to a die roll or attdribute

(use betfore ro///n3>.

Ox Favor: Kaise an Ateribute 5}/ one point.
(x is e?aa/ to the new number).

| ALLribete Point: Gain Favor e?aa/ Zo the

new value X10. USe when Favor IS regative.
AtLribide Penalty For Kemoval of

or Damage Lo Uniforrr:

-2 Ffor headdress, - for apron, blouse,
Skird, wundercoear, and Sz‘océ/n35

1 2 3 4 5 6 7 1 2 3 4 5 6 7
1 1 2 3 4 5 6 7 1 1 2 3 4 5 6 7
2 2 4 6 8 10 | 12 | 14 2 2 4 6 8 10 | 12 | 14
3 3 6 9 12 | 15 | 18 | 21 3 3 6 9 12 | 15 | 18 | 21
4 4 8 12 | 16 | 20 | 24 | 28 4 4 8 12 | 16 | 20 | 24 | 28
5 5 10 | 15 [ 20 | 25 | 30 | 35 5 5 10 | 15 [ 20 | 25 | 30 | 35




Master Notes
When Stress > Spirit: Stress Explosion!
When out of Power Sources:
No /onjer the Master

(become a maid, betler, leave, or die).

brase Power Souwurce: IssSue a SesSSion

Order, relating to the Power Source.
4&((‘0/)76((‘/6@//}/ succeed as long as no
character sheels are allered.

Being Seduced by Faorite Mad 7;/pe-‘
Maid rolls two dice and picks Zhe /7/:9/7635(.
455/:9/71‘/73 Favor:
¢ SL(CCeSS/Z(//y az‘z‘eno//ng Zo the Master.
2d¢: 46/7/8\/}/73 a mce, romantic a@mosphere
coith the Master.
2d6-3d¢: Completing a major difficult goa/

Che Master assigned 2o Che group.
3dg—4de’ Saved the Master s /ife.
2d¢—4d¢: éez‘z‘fng physical with the Master
For the £irst Cime.
¢ For Saé&gfaenf times (in neeo w@/5>
Taki q Favor:

- 2d¢: Do/ng or r/‘S,é/ng 2he cpposite of or
prel/enz‘/ng any ‘ /455/:9/7//75 Favor, Action.
—2dg: A Ffailed seduction attempt.
May Isswue Absolute Orders
Zo Mads and Bed/ers

1 2 3 4 5 6 7
1 1 2 3 4 5 6 7
2 2 4 6 8 10 | 12 | 14
3 3 6 9 12 | 15 | 18 | 21
4 4 8 12 | 16 | 20 | 24 | 28

6/‘// Notes

Difficulties
4=6: The runimir necessary
lo succeed at an action.
6-5: Difficult for an amadecr,
but easy for a pro.
§—10° Something only a pro can pull ofF.
0+ Difficult even for a pro.
Partner Stress

¢ Stress: New insul/.
2d¢ Stress: Kepeat Betrayal,
Abandonment, or F/:g/?f
3d Stress: New Betrayal, Abandonment, or
F{g/ﬁ(. Partrner is seduced é/ Someone elSe.
I—4d¢, Stress: Partner Seduces
Someone elSe.
SpirtH0: Partner has a Tragedy,
dies o leaves Mansion.
See Pg. #2 £ Stress gan rases above
Spirt as a result of any of these.

Partrer CoM/’orZ‘/‘nj
—ldg, Stress: New cword of love from
partner. Kissing or getting phaysical agan.
—3d¢, Stress: Kz‘SS/ng or 3ez‘z‘/‘n3 paysical £or
Che £irst Cime. Intial seduction.

— Wg—4d¢, Stress: Partner orks hard for
other; rangng From a present Zo
Self-sacrifice.

Other Rules:
+1 ALribude if wuse complex, lLose Special
Jualidy if have more than £t on Sheet,
Com/’orz‘fng-‘ CSCress Explosion! time: |

Stress per runite per comtorter, 1de—3d¢
For comtforting roleplasl (23),
Action Kesolution (20), Combat (21,
Seduction (49), Outfits (29) Tterrs (¢3),
Weather (123).



Mad Notes

When Stress 2 Spirid: Stress Explosion!
When Favor drops below 0 Disrissal

| Favor: Kemove a point of Stress.
g, Favor: 77‘/398/‘ a randorr event Fror arny
of thesSe Z‘aé/e\s :

g Favor: Add one 2o a die roll or attdribide
(use before ro///ng).
10X Favor: Kaise an AtLribite by one poirt.
(x is egaa/ to the new number).
| AL ibede Point: Gain Favor e?aa/ Zo Zhe
new value X10. USe when Favor IS regadive.
At ribede Penalty £or Kemoval of

or Damage Lo Uniforrr:

-2 Ffor headdress, - for apron, blouse,
Skird, undercoear, and Sz‘oc(/‘ng\s
455/qn/n3 Favor: May match Master 'S non-

relationstup Ccontribution to an 4pprenz‘/‘c8.

Maid Notes

When Stress 2 Spirit: Stress Explosion!
When Favor drops below 0 Disrissal

| Favor: Kemove a point of Stress.

id¢ Favor: 77‘/:%8/‘ a randorr event Fror arny
of thesSe fdé/e\ﬁ :

g Favor: Add one to a die roll or attdribiute
(use betfore ro///n3>.
Ox Favor: Kaise an Ateribute 5}/ one point.
(x is e?aa/ to the new number).
| ALLribete Point: Gain Favor e?aa/ Zo the
new value X10. USe when Favor IS regative.
AtLribide Penalty For Kemoval of

or Damage Lo Uniforrr:

-2 For headdress, - for apron, blouse,
Skird, wundercoear, and 5z‘oc%z‘n35
455/:9/7}/73 Favor: May match Master 'S non-

relationsfup contribidion o an 4/9prenz‘fc¢g.

1 2 3 4 5 6 7 1 2 3 4 5 6 7
1 1 2 3 4 5 6 7 1 1 2 3 4 5 6 7
2 2 4 6 8 10 | 12 | 14 2 2 4 6 8 10 | 12 | 14
3 3 6 9 12 | 15 | 18 | 21 3 3 6 9 12 | 15 | 18 | 21
4 4 8 12 | 16 | 20 | 24 | 28 4 4 8 12 | 16 | 20 | 24 | 28
5 5 10 | 15 [ 20 | 25 [ 30 | 35 5 5 10 | 15 [ 20 | 25 | 30 | 35




YWead Mad Notes

When Stress > Spirit: Stress Explosion!
or suppress it by taking - Lo every
Attribete for iEs duration.

When Favor drops below 0 Demotion

| Favor: Kemove a point of Stress.
g Favor: Add one 2o a die roll or attdribede
(use before ro///ng).
10X Favor: Kaise an AtLribite by one poirt.
(x is egaa/ to the new number).
| AL ibede Point: Gain Favor e?aa/ Zo Zhe
new value X10. USe when Favor IS regadive.
Combat or Seduction vs. Mad:
+1 Zo die rol/.
Order a Maid o do Yowusework: Gan hal¥
of any Favor gained as a resul/t.
Maid Loses Non-Keladionship Favor Zo
Master: Lose halF of amny Favor /os?.
455@/7//73 Favor: May match Master 'S non-

relationstup Ccontribution to an 4pprenz‘/‘c8.

But/er Notes

When Stress > Spiriti Must spend Favor
Zo 5/-//73 Stress below Spir'd.

When Favor drops below 0 Disrissal

| Favor: Kemove a point of Stress.
g Favor: Add one to a die roll or attdribute
(use betfore ro///n3>.
Ox Favor: Kaise an Ateribute 5}/ one point.
(x is e?aa/ to the new number).
2d¢ Favor: Attempt to Seduce Mad.
4d¢ Favor: 4Z‘Z‘empz‘ Zo seduce the Master.
| ALLribete Point: Gain Favor e?aa/ Zo the
newo valtte xs. Use wwhen Favor is neqative.
Combat vs. Master or Maid: Automatic
loss wunless acting wnder direct orders

fror 2he Master (no lirnds on seduction).

455/:9/71‘/73 Favor: May madch Master s rnon—
relationsfup contribidion o an 4/9prenz‘/c¢g.

1 2 3 4 5 6 7
1 1 2 3 4 5 6 7
2 2 4 6 8 10 | 12 | 14
3 3 6 9 12 | 15 | 18 | 21
4 4 8 12 | 16 | 20 | 24 | 28
5 5 10 | 15 [ 20 | 25 [ 30 | 35

1 2 3 4 5 6 7
1 1 2 3 4 5 6 7
2 2 4 6 8 10 | 12 | 14
3 3 6 9 12 | 15 | 18 | 21
4 4 8 12 | 16 | 20 | 24 | 28
5 5 10 | 15 [ 20 | 25 | 30 | 35
6 6 12 | 18 | 25 | 30 | 36 | 42
7 7 14 | 21 | 28 | 35 | 42 | 49
8 8 16 | 24 | 32 | 40 | 48 | 56
9 9 18 | 27 | 36 | 45 | 54 | 63
10 | 10 | 20 | 30 | 40 | 50 | 60 | 70
11 | 11 | 22 | 33 | 44 | 55 | 66 | 77
12 | 12 | 24 | 36 | 48 | 60 | 72 | 84
13 | 13 | 26 | 39 | 52 | 65 | 78 | 91




Seducer Notes

Combdd vs. Seduced: Automdatic win.
4 55/:9/71‘/75] Fa avor’

o' Successtully
altending o the Seducer.
2d¢: 46/7/8\/}/5 a mce, romatic a@mosphere
with Che Seducer.
2d6-3d¢: Completing a major difficult goa/
Zhe Seducer assigned Zo the Seduced.
3d¢—4d¢ Saved the Seducer ‘s /ife.
2dG=4de: Getting physical with the
Seducer for the £irst time.
¢ For Saé&sfaenf times (in neeo w@/5>

Seducer Notes

Combdd vs. Seduced: Automdatic win.
4 55/:9/71‘/75] Fa avor’

o' Successtully
altending o the Seducer.
2d¢: 46/7/8\/}/5 a mce, romantic a@mosphere
with the Seducer.
2d6-3d¢: Completing a major difficult goa/
Zhe Seducer assigned Zo the Seduced.
3d¢—4d¢ Saved the Seducer ‘s /ife.
2dG=4d: Getting physical with the
Seducer for the £irst time.
¢ For Saé&sfaenf times (in neeo w@/5>

Costure C/?dhge Notes

Stress Explosion!: C/mnﬁe Zo Fa/nz‘/nj.

Stress: Cannct be lowwered
5}/ \Spena//‘nj Favor.
4Z(Z‘/‘I‘Aé(fe pena/f!/ for ( emoval of

or Damage Lo Uniforr:

no penalties while in costiure
In Costume at End of Session: Disrnssal

0 Favor: C/mnﬂe back to Mad Oudfit.

Costure Cﬁange Notes

Stress Explosion!: C/?cznge Zo Fa/'nf/ng.

Stress: Capnot Ae /otoered

by spending Favor.
At ribede pena/fl/ for Kemoval of

or Damage Co Uniforr:

1o pena/f/eS while in costunre
In Costunrie at End of SessSion' Disrissal

10 Favor: Change back Yo Mad Outfit.



A p/renZ‘/‘Ce Maid Notes

When Stress 2 Spirid: Stress Explosion!
When Favor drops below 0 Disrissal

| Favor: Kemove a point of Stress.

g, Favor: 77‘/398/‘ a randorr event Fror arny
of thesSe Z‘aé/e\s :

g Favor: Add one 2o a die roll or attdribide
(use before ro///ng).
10X Favor: Kaise an AtLribite by one poirt.
(x /s egaa/ Zo the new number).
At ribecte Penalty £or Kemoval of
or Damage Lo Uniforrr:
-2 for headdress, - for all other ardicles
Maid vs. Apprentice Mad: Maid can'd wuse Favor.

455{9/7//73 Favor: Ma/ malch Master ‘s

contribition 2o an Apprestice.

4/2/‘3/72‘/@8 Mad Notes

When Stress 2 Spirit: Stress Explosion!
When Favor drops below 0 Disrissal

| Favor: Kemove a point of Stress.

id¢ Favor: 77‘/:%8/‘ a randorr event Fror arny
of thesSe fdé/e\ﬁ :

g Favor: Add one to a die roll or attdribiute
(use betfore ro///n3>.

Ox Favor: Kaise an Ateribute 5}/ one point.
(x is e?aa/ Zo the new number).
AtLribide Penalty For Kemoval of

or Damage Lo Unifors
-2 for headdress, - for all other ardicles
Maid vis. Apprestice Mad: Mad can't wuse Favor.

455/qn/‘n5 Favor: May match Master s

contribution o an Apprentice.

1 2 3 4 5 6 7 1 2 3 4 5 6 7
1 1 2 3 4 5 6 7 1 1 2 3 4 5 6 7
2 2 4 6 8 10 | 12 | 14 2 2 4 6 8 10 | 12 | 14
3 3 6 9 12 | 15 | 18 | 21 3 3 6 9 12 | 15 | 18 | 21
4 4 8 12 | 16 | 20 | 24 | 28 4 4 8 12 | 16 | 20 | 24 | 28




4 p/renz‘/Ce But/er Notes

When Stress > Spiriti Must spend Favor
Zo ér/ng Stress beloew Spir.

When Favor drops below 0 Disrissal

| Favor: Kemove a point of Stress.
g Favor: Add one 2o a die roll or attdribede
(use before ro///ng).
10X Favor: Kaise an AtLribite by one point.
(x is e?aa/ to the new number).
2d¢, Favor: 4Z‘Z‘empz‘ Zo seduce Mad.
4d¢, Favor: /4Z‘Z‘empz‘ Zo seduce the Master.
Combat vs. Master or Maid: Automatic
loss wunless acting wnder direct orders

frorr 2he Master (no lirnds on seduction).

1 2 3 4 5 6 7
1 1 2 3 4 5 6 7
2 2 4 6 8 10 | 12 | 14
3 3 6 9 12 | 15 | 18 | 21
4 4 8 12 | 16 | 20 | 24 | 28
5 5 10 | 15 [ 20 | 25 | 30 | 35

But/er Seducer Notes

Combat vs. Seduced: Automatic cwin,
and lose ¢ Favor.

Assigning Favor:

o Successtully
aZ‘Z‘enc//nﬂ Zo the Seducer.
2d¢: Achieving a nice, romantic admosphere
ewith the Seducer.
2d¢—3d¢: Comp/ez‘/nj a major difficul? 3oa/
the Seducer QSS/Sned Zo the Seduced.
3d4—4de: Saved the Seducer's /ife.
2d—4d g’ Gez‘z‘ing pasical with 2he
Seducer for the £irst Cime.
¢ For SA(ASe?aenz‘ times (in neco wa/s ).

Buet/er Seducer Notes

Combat vs. Seduced: Automatic cwin,
/ose ¢ Favor.

/455/5n/‘nq Favor:
o Successtully
aZ‘Z‘enc//nﬂ Zo the Seducer.
2d¢: Achieving a nice, romantic admosphere
ewith the Seducer.
2d¢-3d¢: Comp/ez‘/nj a major difficul? 3oa/
the Seducer QSS/Sned Zo the Seduced.
3d4—4de: Saved the Seducer's /ife.
2dp—4d g Gez‘z‘ing passical with 2he
Seducer for the £irst Cime.
¢ For SA(ASe?aenz‘ times (in neco wa/s ).



