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Author’s Introduction

Two years ago, | had an idea | was dways, as far back as | can remember, enchanted
about the idea of kids doing things adults do. Bringing the adult levd down to kids, who would
become the adults while retaining their child-like qudities. There is a lot of slliness involved, but
that is ok. | guess to say my bhiggest influence were my overactive imagination, Dungeons &
Dragons, the movie Mallrats, and that cartoon on ABC called Recess.

Two years ago, | made up some rules very loosdly based off the Alternity game system,
published by TSR Inc. | gathered these rules up, and called my two best friends one night to play
tes these rules. | jimmied a character sheet on a word processng program, helped them make
characters, and the game begun. It wasn't anything epic, as | had origindly planned. If | can recal
correctly, they fought off an attack by some jocks on the escdators, diffused a bomb in the
women's bathroom, got dapped by an overweight angry black woman, hijacked a security officer's
golf cart, and to top it off, one of the players got a date for Saturday night. Unfortunately, | never
got feedback on the game. | assumed it was a failure, so | abandoned the project. Once in a while |
hed interest in trying again, but it quickly died down.

Then the new edition of Dungeons & Dragons came out. What does this have to do with
Madls & Morons you may ask? The open gaming license gives one the ability to publish media
using the d20 system rules. | gave more thought to the ideg, told my friends about it, and | was met
with joy and support. | was surprised to hear that the first game | ran was actualy one of the most
avesome games my players had ever been in. Armed with thus new confidence, | took al the
concepts from the old rules and trandated them in the new rules of the d20 system, which is not as
hard as you might think, being that the old game was close to the new one. Now, we stand on the
threshold in what | hope to be a unique concept only touched upon in movies and cartoons. The
kids are the heroes, the villains and they hold al the cards. | hope this will be a success, and |
hope you enjoy the game as much as | enjoyed cregting it.

| cannot beieve | made it this far. | can remember the scribbled notes on line sheet paper
| had to jog my memory during the game | remember the dectronic documents | kept on my
computer with partidly built rules, most of it in my memory. | remember the first draft of the
origind document, now gone. | remember taking about it to friends, during a time when anyone
and everyone tried to make ahome brew system to gain some kind of fame within the group. That
was two years ago. | remember buying the new Star Wars RPG book from Wizards of the Coedt,
for information on modern skills and feats, in December of 2000. | remember my class project for
the rest of my senior year: building this website. | remember working furioudy to get it done o it
would be reedy. It has been one of the grestest experiences in my role playing career, and hes
srengthened my understanding of the d20 rules. It has been a labor of feverous love, and I'm glad
for dl the thingsthat set in to motion what is here today. It has been a greet experience.

| want to thank many people, because that's what you do when this stuff happens. | want
to thank my parents for encouraging my crestivity, letting me play D&D, and never throwing the
books away when | got bad grades in school. | want to thank my girlfriend, Erin, for a number of
things. gragphic design, helpful advice, indght, inspiration, help on the M&M shirt design, and
meking me happy. To you, my greatest thanks goes. | would dso like to thank my friends for the
fun games encouragement, twesks and tips, additions, and not ydling a me for the shoe that
boomerangs. Then there are the people on the message boards: you people make it famoud You
ae dl awvesome, egpecidly in no paticular order: Doc, Kung Fu Kid, eatmybrain, and those
famous people from the EN boards. And Eric, thanks for being my NPC.

Sncerdy,
Orion Cooper
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Chapter 1: Types

Types (shortened for stereotypes), help define where in contemporary pop culture your
character fits in. By asociating with a group of a predominant type, your character begins to
develop traits identical to the mgor dominating type a a young age. As your character grows
older, these traits become dominant and leave a permanent mark on your character for the rest of
his life. It is possble to frequently associate with more groups and acquire the traits of more then
one group; see Chapter 12: GM section for details. In the core rules, Mals & Morons presents the
following six typesfor play: Freaks, Jocks, Nerds, Undermen, Valey People, and Weirdoes.

Non-Adults

In Mdls & Morons, dl non-adults suffer an -80% experience pendty to dl experience
points earned past level 20. This overlgps any experience pendty receved from unbadanced
multiple classes.

Freaks

Fresks are people who are mentaly disurbed somewhat. They seem normd, but on the

indde, it doesn't work correctly. It may be from birth, it may have happened somewhere adong te
line. No matter the cause, they arelooney.

Personality: Fresks are varied in their persondities, but they dl tend towards grungy.
More then not they prefer depressing things, such as heavy metal and desth poetry to reflect the

sadness they fed on the indde because of their menta disorders They dso tend to like shocking
people, because ther reactions give them somekind of gratification.

Relations. Fresks get dong with Weirdoes, who are sort of like Fresks in the firgt place.
They find the Jocks lack of intelect and understanding frudrating, and their excess of drength
intimideting. Fresks are dso intimidated by the Nerds excess of knowledge and brainpower, but
otherwise easy to get dong with. They dso like Undermen because they are quiet ad solitary, like
Freaks dmost. And like most people, they find Valey people annoying.

Society: Fresks have no society, it's total anarchy baby! They find the best political
dructure is no politica dructure. That said, Fresks hang out in the Undermdl, where no one dse

dare goes and where it is dak, like their souls. They like to deface stuff and no one says suff
about it.

Freak Game Statistics:

+2 Wisdom, -2 Intelligence. In their madness they become profound, but the light bulb is
broken.

Medium-size.

Freak base speed is 30 feet.

4 extra ill points a 1g levd and 1 extra kill point a each additiond level. Fregks are
skilled and have avariety of ills.

Mentd disadvantage Choose one mentd disadvantage from the following list: addiction,
delusons, depresson, megdomania, multiple persondities, paranoia, and a phobia
Freeks have ared mentd disadvantage.

Automatic Languages. Engllish. Fresks can learn to spesk and understand any language.

Favored Class: Any.

© Copyright 2001, Orion Cooper
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Jocks

Jocks are big strong brutes who aren’'t that bright, but what they lack in mind they make
up in body. They seek big muscles and lots of them, training and training and training. Some are
naturaly strong, the lucky few.

Personality: Some. Some Jocks ae concened more about themselves then anything
else. They take pride in ther physicd prowess. However, they can't help but fed dumb and
obtuse. In fact, that last word might sump some Jocks. Lacking the means to be credtive, some
become degtructive. Hence, footbal, muscles, and begting the crap out of people.

Relations: In generd, Jocks have no problems getting dong with other types. They find
the store of knowledge held by Nerds “neato”, but more then not these two get into arguments
because they ae complete oppostes. Jocks find Fresks and Werdoes drange, but somewhat
pleasant. Undermen are quiet, and don't use big words a lot, so few problems there. Valey People
present sort of a problem, because of their speech patterns.

Society: Left to themselves, Jocks cregste their own society where the strongest is the
leader and is respected. However, snce they do not exist in a vacuum, they merge into the society
that is closest. In doing this they sometimes hire themsdves off as paid bullies (mercenaries and
bodyguards), since this is profitable and easy. However, woe if there is a very inteligent Jock, as
such a person could amass an unstoppable force.

Jock Game Statistics

+2 Strength, -2 Intdligence, -2 Wisdom. Jocks are strong, but are as mentaly superior as
rocks.

Mediumsze

Jock base speed is 30 feet.

Oneadditional feet at 1st level. Jocks have avariety of tdents.

+1 racid atack bonus. Jocks loveto hit stuff.

Automatic Languages. English. Jocks cannot learn any other languages.

Favored Class. Foothall Player.

Nerds

Nerds are the antithesis of Jocks They lack drength, but have incredible brainpower.
They know many things people wouldn't normaly need or want to know. Their incredible
brainpower dso dlows the Nerd to communicate with dl types, as his intelligence sees through dl

dang and jargon.

Personality: Nerds sometimes, but not dways, have a superior attitude. Back in the day,
nerds were ridiculed for their intdligence by those without intelligence. Now, yesterday's nerd is
today's multimillionaire. Because of this, ridicule has stopped somewhat, and egos have soared.
Thanks to the wide access of the Interndt, their ability to gan knowledge has increased
exponentialy. Today's nerd knows more then yesterdays, and in another twenty years, who knows
how much they will know.

Relations: Nerds do not get dong with Jocks at al. Jocks, to nerds, are the total opposte
of good. They would do something about it, but jocks are strong and aggressive. Fresks and
Weirdoes stupefy nerds, because they can't tel the difference between the two, some seem wise

© Copyright 2001, Orion Cooper
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and supid, and some seem dull and smart. It is a brain ache. Undermen don't say much, so Nerds
think them stupid. Valley People say too much, so Nerds think them stupid.

Society: Nerds band together for mutua sdfety. They dect the weakest and/or smartest
nerd out of the group. Smartest because that nerd should represent them, weekest because that
nerd will take the brunt of the beatings. Therefore, nerds dont like to be leaders. Without wanting
to, nerds sometimes fold in fresks, weirdoes, and valley peopleif they are proximous.

Nerd Game Statistics

+2 Intelligence, -2 Strength. Nerds are very smart, but are strong asllittle girls.

Mediumsize

Nerd base speed is 30 fedt.

One additional feat at 1< level. Nerds have a variety of taents.

4 extra skill points at 1<t levd and 1 extra kill point & each additiond level. Nerds are
skilled and have avariety of ills.

Knowledge: All Knowledge kills are dass kills and Nerds receive a +1 racid bonus on
al Knowledge checks

Automatic Languages: All. Nerds do not need to learn additiond languages.

Favored Class. Computer Geek.

Under men

Undermen are the slent people who dwdl in the mal and say very little, if nothing at dl.
Also cdled "the People under the Escdators', these people are dlent, myderious, and extremely

politicd. They rule the mal (or so some think) in the shadows. Where are the Undermen? There.
Under where?

Personality: Undermen are very slent and olitary on the outsde. They ae used to
traversng the mdls in dlence, wishing to be unknown. On the indde, they are very contemplative

and think aout many things. When they do say something, it is blunt and Sraightforward, more
then some people like.

Relations: Undermen merge with any and every type. Opinions about a type vary a lot
between different Undermen, enough that there is no actua consensus.

Society: Undermen have ther own dans within a madl, dividing aess and dores
between them when their leaders meet once a year & McDondds. These clans have their own
paticular color, except purple and pink. The best clan receives the color red, while the worst clan
recaves black. These dans have an dected council of sx members, one of which is dected to
represent the whole can. Each dan uses the same Undermen language, which condds of
American sgn hand sgnds and English words of only one syllable They used mosly hand
dgnas, and sentences are a most two words. Once a day, the clan gathers together a a set time
and discusses the news of the day. No one except for Undermen know about these clans.

Undermen Game Statistics

+2 Dexterity, -2 Charisma. Undermen are graceful but have as much tact as adoor.
Mediumsze

Undermen base speed is 30 feet.

One additiond feat a 1t level. Undermen have avariety of taents.

© Copyright 2001, Orion Cooper
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4 extra skill points a 1 level and 1 extra skill point a each additiond level. Undermen
are skilled and have avariety of Kills.

+1 racid bonus on dl Hide and Move Silently checks.

Automatic Languages Endish and Underspesk. Undermen can understand but not spesk
additiona languages.

Favored Class: Mal Rat.

Valley People

Vdley People are arheads, or so other people cdl them. While being arheads they ae
charigmatic, and have grest persuasve ahilities. Their speech patterns are legendary, having the
ability to speak fast and yet correctly for tens of minutes a atime.

Per sonality: None. Vdley People are dways knowing what istrendy and in, changing
from what's out to what'sin. They are dways busy doing something, from changing clothesto
changing hair to buying clothes and etc. They move around adways on the run. Some aren't so busy
and teke it easy, hanging out with their friendslooking cool. Despite their flaws, they are popular,
and people want to be like them.

Relations: Valey People, having their popularity, sometimes tend to exclude non-valey
people from their groups. Those who don't act this way generadly have no problems with anyone
except Nerds. Nerds make valey people fed supid, and therefore try not to tak to them very
much. When nerds make them fedl dumb, they compensate by making nerds fed out of it.

Society: Vdley People form little groups where the coolest person in it is the
spokesperson, and everyone in that group mimics his opinions and emotions. If not in a group, a
valey person joins whichever group is closest, whether they are mixed or one type. They are not
seen as cool by pure valey people groups.

Valley People Game Statistics

+2 Chaigma, -2 Intdligence Vdley people are pretty forceful and stupid a the same
time

Mediumsize

Valley people base speed is 30 feet.

4 extra ill points a 1 level and 1 extra sill point a each additiond leved. Valey
people are skilled and have avariety of Kills.

+2 racid bonus on al Bluff, Diplomacy, and Intimidate checks,

Automatic Languages English and Vadleyspesk. Vdley People can undersand but not
spesk additional languages.

Favored Class High School Student

Weirdoes

Weirdoes are like fresks, except that nothing is wrong with them. Fresks don't mind
weirdoes as company, because they look like there is something wrong with them. Weirdoes never

shake the feding that they are posars, dways exaggerating ther mental illness beyond what a
freak would do.

Personality: Weirdoes are often adone and depressed because they do not fit in. In order
to find attention, they act like they have a mentd disorder. It dso hdps them relate with fresks,
who have the red mentd problems. They dress like freeks, do freeky suff, and listen to freaky

© Copyright 2001, Orion Cooper
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music, but they arent the red thing. Whereas freeks never appear normd, weirdoes appear normd
sometimes.

Relations: Freeks and werdoes are like burgers and fries, cered and milk, wasabi and
sushi. Where you find one, you find the other, dthough at times it is hard to tell the difference.
Unlike fresks, they mingle well with anyone because even though they act like it, nothing is
wrong with them. They can Sit back and laugh at the world which seemsinsane,

Society: Anarchy baby! Why should it be any other way? If fresks suddenly decided it
should be democratic, then weirdoes would be democrdtic. They ae flexible and basicdly imitate
freeks to amost the full measure.

Weirdo Game Statistics

+2 Intelligence, -2 Wisdom. Being separaed from humanity incresses your intellect, but
weekens your will.

Mediumsize

Weirdo base speed is 30 feet.

4 extra <kill points at 1st level and 1 extra skill point a each additiond level. Weirdoes
are illed and have avariety of Kills.

Mental disadvantage Choose one menta disadvantage from the following list: addiction,
ddusons, depresson, megdomania, multiple persondities, paranocia, and a phobia
Weirdoes have afeigned mentd disadvantage.

Automdic Languages. English. Werdoes can lean to spek and underdand any
languiege.

Favored Class: Any.

© Copyright 2001, Orion Cooper
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Chapter 2: Classes

In Mdls & Morons, charecters are defined by their main occupationd interest, cdled a
cdass. Thexe eght classes cover a broad range of teenager Stereotypicd interests. The difference
between a class and a type is a fine line, because it seems they sometimes crossover. The only
guideline that can be given is this if it requires no training a dl, it is probably a type. If it requires
training, it is probably a class. The core classes presented in Malls & Morons are: Computer Geek,
Footbdl Payer, High School Student, Kung Fu Kid, Mdl Ranger, Madl Rat, Trekkie, and
Ultimate Mdl Citizen.

Computer Geek

Since the invention of the computer, there are those who have sprang up to master its
wide array of capabilities. These people spent hours upon hours probing the deepest depths of this
newv maching deeper then anyone ever thought possble Some went insane. Some were rewarded
with mestery of this device. The computer geek is one such person. His life revolves around the
computer, and his skill is beyond compare. His knowledge is incredible about the eectronic world,
which borders on obsessve. When one wants illegd software, advice on security, or to hack
someone, they go to acomputer geek.

Characteristics The computer geeks most prized ability is to operate computers. The

higher in levels they gain, the more skilled they become Because of their time they spend on
computers, their skill grows exponentialy.

Ancther ability of the computer geek is to make temporary repars. Their main focus is to
make things work, get the job done, and if it bresks done later it doesn't matter. If it works the first

time, it can be made to work a second time. This behavior has resulted n a want of not wasting
time, even though thereisalot of timeto spare.

Background: More then not, computer geeks come from a family that is wel off, higher
then middle class. Seeing the opportunity to improve their child's skills (and get rid of them for a
bit), they buy a computer and teach the rudimentary basics. What drives a computer geek to their
obsessve end are the parents who give no love to their child. That, and computers are cool! Life
becomes the computer, the computer becomes life, and the geek isborn.

A computer geek considers a computer very vauable, and can become very atached to
his computer, customizing it in ways people find odd, to say the least (say for example, D&D
wallpaper and screensavers). Even though they fed this connection to their machine, they update it
more timesthen ... they update it alot. Some have computersthat rival the federa governments.

GameRule Information
Computer Geeks (GEK) have the following game gatistics.

Abilities: Intelligence helps determine how well a Computer Geek is in his mogt
important skills. Dexterity is aso important as Computer Geeks don't usually wesar armor.

Levd BaseAttack Bonus Fort Save Ref Save Will Save Special

1 +0 +0 +1 +2 Computer whiz +2, nerd meister
2 +1 +0 +2 +3
3 +2 +1 +2 +3

© Copyright 2001, Orion Cooper
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4 +3 +1 +2 +4 Half-assed +2
5 +3 +1 +3 +4 Computer whiz +4
6 +4 +2 +3 +5
7 +5 +2 +4 +5
8 +6/+1 +2 +4 +6 Half-assed +4
9 +6/+1 +3 +4 +6 Computer whiz +6
10 +7/+2 +3 +5 +7
11 +8/+3 + +5 +7
12 +9/+4 +4 +6 +8 Haf-assed +6
13 +9/+4 +4 +6 +8 Computer whiz +8
14 +10/+5 +4 +6 +9
15 +11/+6/+1 +5 +7 +9
16 +12/+7/+2 +5 +7 +10  Haf-assed +8
17 +12/+7/+2 +5 +8 +10  Computer whiz +10
18 +13/+8/+3 +6 +8 +11
19 +14/+9/+4 +6 +8 +11
20 +15/+10/+5 +6 +9 +12  Hdf-assed +10
Class Skills
Skill Key Ability  Skill Key Ability
Computer Use* Int Hobby* Int
Craft Int Knowledge Int
Demoalitions® Int Profession Wis
Diseble Device Int Repair* Int
Drive* Dex

*New sKill(s) described in the skill section.
Skill Points et 1st Leve: (4 + Int modifier) x 4
Skill Points at Each Additiond Leve: 4 + Int modifier

Computer whiz. Beginning & 1< leve, a computer geek gains a +2 competence bonus
on Computer Use checks. This bonus increases by +2 every 4 levels theresfter (5th, Sth, 13th, and
17th).

Half-assed: Beginning a 4th leved, a computer geek gans a +2 competence bonus on
Repair checks made to atempt temporary or jury-rigged repairs. (See the Repar skill description
for more information on temporary repars) This bonus increesss by +2 every four levels
theresfter (8th, 12th, 16th, and 20th).

Nerd meister: When the computer geek makes a Computer Use skill check, he may take

10 even if dress and digractions would normaly prevent him from doing 0. He becomes so
certain in hisskill that he can use his kill reliably even under adverse conditions.
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Football Player

Footbdl is one of the most popular American sports. Few can deny the exhilarating and
exciting exchange bouts of physica prowess. For some it is a sport. For others, it is a way of life,
and dmost a philosophy. Those who practice and practice become grest players, and as a sde
effect, great fighters. They learn ways of fighting which most people do not even know of. Their
combative prowess and disciplineis rarely unmatched.

Characterigtics: The greatest strength of the footbal player is his bonus feats. With
them, he madgters methods of fighting which give him a definite edge over his opponents. Whether
is be ranged, melee, or unarmed, he can mader it in due time. His other grest strength lies in his
excellent base atack bonus, which places him as one of the best fighters.

Background: Footbdl players are very physicd people, who dont mind getting hurt
once in a while (or hurting someone ese for that metter). Families of sports lovers breed football
players, watching games a an early age, bonding with parents by sharing a favorite team. Footbal
in kindergarten, football in eementary school, footbal in junior high school, footbal in high
school, and you can guess what is next. The sport isall that matters.

Game Rule Information
Football Player’ s (FBP) have the following game datitics.

Abilities: Strength is especialy important for footbal players because it has an
impact on his atack bonus and damage roll in meee. Conditution is dso important because it
increeses his amount of stun points. Dexterity is important of the footbal player plans to shed
heavy armor, attack with ranged wegpons, or acquire Dexterity based fedts.

Levd BassAttack Bonus FortSave Ref Save Will Save Special

+1 +2 +0 +0 I'm gonna best you
2 +2 +3 +0 +0 I'm gonna begt you
3 +3 +3 +1 +1
4 +4 +4 +1 +1 I'm gonna besat you
5 +5 +4 +1 +1
6 +6/+1 +5 +2 +2 I'm gonna besat you
7 +7/+2 +5 +2 +2
8 +8/+3 +6 +2 +2 I'm gonnabesat you
9 +9/+4 +6 +3 +3
10 +10/+5 +7 +3 +3 I'm gonna begt you
11 +11/+6/+1 +7 +3 +3
12 +12/+7/+2 +8 +4 +4 I'm gonna besat you
13 +13/+8/+3 +8 +4 +4
14 +14/+9/+4 +9 +4 +4 I'm gonna begt you
15 +15/+10/45 +9 +5 +5
16 +16/+11/+6/+1 +10 +5 +5 I'm gonna begt you
17 +17/+12/+7/+2 +10 +5 +5
18 +18/+13/+8/+3 +11 +6 +6 I'm gonna besat you
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19 +19/+14/+9/+4 +11 +6 +6
20 +20/+15/+10/+5 +12 +6 +6 I'm gonna begt you
Class Skills
Skill  Key Ability  Skill Key Ability
Climb Str Intimidate Cha
Craft Int Jump Str
Drive* Dex Profession Wis
Hobby* Int

*New skill(s) described in the skill section.
il Pointsat 1<t Levd: (2 + Int modifier) x 4
Skill Pointsat Each Additiona Leve: 2 + Int modifier

I'm gonna beat you: At 1st levd, the football player gets a bonus feat in addition to the
feat that any 1st character gets and the bonus feat granted by certain types. The footbal player
gains an additional bonus feat a 2nd levdl and every two levels theredfter (4th, 6th, 8th, etc.).
These bonus feats must be drawn from the following list: Ambidexterity, Athletic, Blind-fight,
Brawling, Bully, Combat Reflexess Dodge (Improved Dodge, Mohility, Spring Attack),
Endurance, Great Fortitude, Improved Critica*, Improved Initiative, Point Blank Shot (Far Shot,
Multishot, Precise Shot, Reapid Shot, Shot on the Run), Power Attack (Cleave, Improved Bull
Rush, Great Cleave), Quick Draw, Run, Two-Weapon Fghting (Improved Two-Wegpon
Fighting), Weapon Focus*, Weapon Specidization.

Some of the bonus feats avalable to a footbdl player cannot be acquired until the
football player has gained one or more prerequisite feats, these feas are listed parentheticaly after
the prerequisite feat. A footbal player can sdect feats marked with an asterisk (*) more then once,
but it must be for a different weapon esch time. A fighter must ill meet al prerequisites for a
feat, including ability score and base attack minimums.

Important: These feats are in addition to the feat that a character of any cdass gets every
three levels. Thefootball player isnot limited to the list given here when choosing those feets.

High School Student

To some, education is nothing. To others, it is a necessty. Some find school a hindrance,
the same people who have trouble with its rigd schedule and increasing difficulty. To others, it is
paramount to do the best one can. To learn the most is the best thing one can do for himsdf. The
need to drive, complete, and prove onesdf is strong. The need to learn is like others prima urges
tofight and defend. These people, are the high school students.

Characterigtics: The greatest ability of the high school student is his supreme ability to
be vaied in knowledge. His flexibility with skills is incredible, lending to an amazing amount of
customization. At laer levels, he becomes even better with his skills, becoming a jack-of-dl-
trades or aspecidist.

Background: Some parents live through their children, and want ther children to
succeed where they faled. They urge their children to study, complete, study, complete. In time,
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their children surpass even their own abilities a ages as early as 10. Indilled in them is the drive
to succeed, the urgeto learn. It isapowerful drive, and many never loseit eveniin later life.

GameRule Information
High School Student’s (H SS) have the following game Satistics.

Abilities: Intdligence dlows a high school student to learn more skills and get
more use out of his skill mastery ability. Dexterity is aso important because high school students
do not tend to wear armor.

Base Attack Fort Ref Will

Leve Bonus Save Save Save Spedal
1 0 4 10 42 g:r?ened goodness, too much free
2 +1 +2 +0 +3
3 +2 +2 +1 +3
4 +3 +2 +1 +4
5 +3 +3 +1 +4 Too much freetime
6 +4 +3 +2 +5
7 +5 +4 +2 +5  Canned goodness
8 +6/+1 +4 +2 +6
9 +6/+1 +4 +3 +6
10 +7/+2 +5 +3 +7 Too much freetime
1 +8/+3 +5 +3 +7
12 +9/+4 +6 +4 +8
13 +9/+4 +6 +4 +8 Canned goodness
14 +10/+5 +6 +4 +9
15 +11/+6/+1 +7 15 +9 Too much freetime
16 +12/+7/+2 +7 +5 +10
17 +12/+7/+2 +8 +5 +10
18 +13/+8/+3 +8 +6 +11
19 +14/+9/+4 +8 +6 +11  Canned goodness
20 +15/+10/+5 +9 +6 +12  Toomuchfreetime

Class SKills

Skill  Key Ability  Skill Key Ability

Creft Int Knowledge Int

Drive* Dex Profession Wis

Hobby* Int

*New sKill(s) described in the skill section.
High School Students can choose any 10 skills as class skillsin addition to the ones above.
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il Pointsat 1<t Levd: (6 + Int modifier) x 4
Skill Points at Each Additiond Leve: 6 + Int modifier

Canned goodness. At 1¢t levd and every six leves theresfter (7th, 13th, and 19th), the
high school student sdects a number of skills equd to his Intelligence modifier, or one, whichever
is higher. When making a sill check with one of these skills, the high school student may teke 10
even if dress and digraction would normdly prevent him from doing 0. He becomes so certain in
his kill that he can useit reliably even under adverse conditions.

Too much free time At 1 levd and every fifth level theresfter (5th, 10th, 15th, and
20th), the high school student may assign a +3 competence bonus on any skill in which he has a
least 1 rank in. This ability does stack, so that the high school student may receive a further bonus
to his kill.

Kung Fu Kid

The exatic arts of the east draw many people to learn its secrets. These people open
houses of learning, where they teach pupils these secrets. Their pupils open houses of learning
themsdlves, Eventudly, the secrets of the east become dandard and Americanized, and lose their
exotic touch. People see this American version rather then their Orientd cousin. However, there
are puriss. Those who wish to experience the true orientd method of unarmed combat, Staying
truetoitsorigins. These energetic people are kung fu kids.

Characterigtics The kung fu kids grestest drength is of course his matid arts
manewvers. The abilities he can sdect from ae unusud yet effective, compensating for his

average base atack bonus It is his maneuvers which make him one of the most unusud classes in
the game, and yet the coolest.

Background: Parents with overactive children often seek an outlet for their excess of
energy. One of the best outlets is a physicd activity like sports, which teech discipline and self-
control. The martid arts fit this stereotype, and many a kid is signed up for it; but many a kid do
not fare at it. Those who do atain a spiritua levedl most people never do; and they can do redly
cool thingd Many parents are pleased with their children a their achievement, and continue the
lessons, while others see it as dedtructive and violent, and quit there. Those who keep going, are
rewarded for their constancy.

Game Rule Information
Kung Fu Kids (KFK) have the following game Satistics.

Abilities: Dexterity is an important ability because it helps compensate for the

kung fu kids inability to wear armor. Strength is adso important because it affects the kung fu kids
unarmed attacks. Congtitution is also important because it affects stun points.

Martid ArtsManeuvers Known

Levd BaseAttack Fort Ref  Will ial Rank Rank Rank Rank Rank
& Bonus Save Save Save Spec 1 2 3 4 5
Martid arts,
1 +0 +1 +2 +0 new way to 1
smack your ass
2 +1 +2 +3 +0 1
New way to
3 +2 +2 +3 +1 K your ass 2 1
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4 +3 +2 +4 +1 2 1
5 +3 3+ 4 m%:’& 2 | 2
6 +4 +3 +5 +2 2 2
7 +5 4 45 42 m%}f& a1 21
8 +6/+1 +4 +6 +2 3 2 1
9 +6/+1 +4 46 43 m%:’ass 3 1
10 +7/+2 +5 +7 +3 3 3 1
11 +8/+3 +5 +7 +3 3 3 2 1
12 +9/+4 +6 +8 +4 3 3 2 1
13 +9/+4 +6 +8 +4 4 3 2 1
14 +10/+5 +6 +9 +4 4 3 2 1
15 +11/+6/+1 +7 +9 +5 4 4 2 1 1
16 +12/+7/+2 +7 +10 +5 4 4 2 1 1
17 +12/+7/+2 +8  +10 +5 4 4 2 2 1
18 +13/+8/+3 +8 +11 +6 4 4 2 2 1
19 +14/+9/+4 +8 +11 +6 5 5 3 3 2
20 +15/+10/+5 +9  +12 +6 5 5 3 3 2
Class Skills
Skill Key Ability  Skill Key Ability
Bdance Dex Listen Wis
Climb Str Professon Wis
Craft Int Search Int
Drive* Dex Spot Wis
Escape Artist Dex Swim Str
Hobby* Int Tumble Dex
Jump Str

*New skill(s) described in the skill section.

Skill Pointsat 1<t Levd: (6 + Int modifier) x 4
Skill Points at Each Additiond Levd: 6 + Int modifier

Martial Arts Kung fu kids gain specid comba maneuvers because of their training.
The number of maneuvers and wha rank they are, are shown on the table above. Maneuvers are
explaned in the Martid Arts section. A Kung fu kid cannot use martid arts maneuvers or gan
their bendfitsif wearing armor.

New way to smack your ass A kung fu kids unarmed drike does not provoke an
opportunity. In addition, at 1<, 3rd, 5th, 7th, and 9th levd, the kung fu kid may choose a new type
of unarmed attack from thefollowing list.
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Earth Figt: The kung fu kid may start a grappling attempt without provoking an
attack of opportunity.

Fire Fist: The kung fu kid may make an extra unarmed atack & his highest
attack bonus, but with a -2 penalty to dl unarmed attacks during that round.

Metal Fist: The kung fu kid gains the Sunder feat, even if he doesnt mest the
prerequisites.

Water Fid: The kung fu kid gains a +4 competence bonus when usng the
Bluff ill to feint.

Wood Fig: The kung fu kid gains the ability to stun his opponent. The kung fu
kid can use this ability once per round, but no more then once per day per levd. The kung
fu kid mugt declare he is usng Wood Fig before making the attack roll. A foe struck by
the kung fu kid is forced to make a Fortitude saving throw (DC 10 + one-haf the kung fu
kids levd + Wisdom modifier). If the saving throw fals, the opponent is stunned for 1
round. A dunned character cant act and loses and Dexterity bonus to Defense, while
attackers get a +2 bonus on attack rolls against a stunned opponent.

Mall Ranger

Some see the mdl as a moden nightmarish maze of people bad food, and poor
merchandise. Others see it as a sort of Garden of Eden with its pizza and cola and its multitude of
awesome stores. They love the fake pladic flora, the varigty of tiles in the wakway, the neon
lights, and the lig goes on. These people form some sort of Zen thing with the mdl; they learn its

ways, and learn to live off of it. These people see the beauty in a "modern mghtmarish maze',
these people are the md| rangers.

Characteristics: The drengths of the mal ranger lie in her varied mal abilities She can
track people, hunt them down efficiently, move through with grest speed, and ingest food a will.

She ds0 has a great base dtack bonus in the case when she does need to go into combat. These
abilitieshelp her do what he does best: protect and enjoy the mall.

Background: Some parents love shopping. It's dmost genetic, as their children exhibit
the same love. They go to the mdl early and often, they take in the sights, they enjoy the splendor

it has to offer. Plus there's lots of stuff! It isn't before long then they come there very often. Even
till old age, they fed likeakidin acandy sorewheninamal.

Game RuleInformation
Madl Rangers (RNG) have the following game sdigtics.

Abilities: Wisdom is important for a mal ranger because it affects her ability to

track. Strength and Dexterity are equaly important for ther effects in combat, and Condtitution is
important for aboost in stun points.

Base Attack Fort Ref Will .
Leve Bonus Save Save Save Special

Track, who knows? the ranger knows,

1 +1 2 +0 +0 youre mine +1
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2 +2 +3 +0 +0
3 +3 +3 +1 +1  Seerange run
4 +4 +4 +1 +1
5 +5 +4 +1 +1  Youremine+2
6 +6/+1 +5 +2 +2  Suckerd
7 +7/+2 +5 +2 +2
8 +8/+3 +6 +2 +2
9 +9/+4 +6 +3 +3  Poison immunity
10 +10/+5 +7 +3 +3  Youremine+3
11 +11/+6/+1 +7 +3 +3
12 +12/+7/+2 +8 +4 +4
13 +13/+8/+3 +8 +4 +4
14 +14/+9/+4 +9 +4 +4
15 +15/+10/+5 +9 +5 +5  Youremine+4
16 +16/+11/+6/+1 +10 +5 +5
17 +17/+12/+7/+2 +10 +5 +5
18 +18/+13/+8/+3 +11 +6 +6
19 +19/+14/+9/+4 +11 +6 +6
20 +20/+15/+10/+5 +12 +6 +6  Youremine+5
Class Skills
Skill Key Ability Skill Key Ability
Bluff Cha Listen Wis
Climb Str Move Silently Dex
Craft Int Professon Wis
Disguise Cha Search Int
Drive* Dex Sense Motive Wis
Firgt Aid Wis Spot Wis
Hide Dex Survivd Wis
Hobby* Int Swim Str
Jump Str

*New skill(s) described in the skill section.
ill Pointsat 1t Level: (6 + Int modifier) x 4
Skill Pointsat Each Additiona Leve: 6 + Int modifier

Track: A mal ranger gains Track as abonusfedt.

Who knows? the ranger knows. A mal ranger can identify plants and animas (ther
Soecies and specid traits) with perfect accurecy. She can tel whether food or drink is safe to
consume (polluted, poisoned, or otherwise unfit for consumption).
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You're mine: Due to extensve study, the mall ranger gains the listed bonus to her attack
rolls againg a chosen victim, usudly a contracted target. The mal ranger dso gets the same bonus
on BIuff, Listen, Search, Sense Motive, and Spot checks when using these skills agangt or when
usng Survivd to track this specific target. The target is chosen before the game begns, and may
not be changed till play isover.

Seeranger run: Themadl ranger gainsa+10 to her speed.
Suckers!: Sarting a 6th level, amdl ranger cannot be tracked.

Poison immunity: Stating a 9th levd, the mal ranger autometicaly succeeds a her
fortitude saving throw when she consumes mall food or drink.

Mall Rat

There are those who disdain the laws set down by the American government. They treat
on dautes, daring to do things which most norma people don't even dream of. From robbing
others to making off with merchandise, to peddiing illegd stuff, they do it dl. Others are dashing
do gooders who want to make the world right, just in their own way. These people, who inhabit
the mal and do their larcenous things, are mall rats.

Characterigicss Mdl ras have a wide sdection of skills and a high number of kil
points to buy skills with. They aso have the ahility to not be flat footed, not be flanked, ratfink
people (which is badcaly a surprise attack which does more damege), and the ability to avoid
danger quickly. These dl help when dedling in larcenous activity.

Background: People can be a mdl rat for various reasons. Some may have grown up
without much in life and seek to gain much during their teenage years, as a way of gaining respect.
Othersjust have aroguish streak to them. The possibilities are endless.

Game Rule Information
Mall Rats (MRT) have thefollowing game statistics.

Abilities: Dexterity and Intelligence are the most important &bilities for a mall
rat. Dexterity affects the large number of <kills the mdl rat has and hdps him in combat.
Intdligence dlowsamdl rat to purchase more skills.

ot SeEAD W g
1 +0 +0 +2 +1 Pimpdap 1/day

2 +1 +0 +3 +2 Crap!

3 +2 41 +3 2 g:: etnt;);ch this (Dex bonusto

4 +3 +1 +4 +2

5 +3 +1 +4 +3 Pimpdap 2/day

6 +4 +1 +5 +3 Can't touch this (cannot be flanked)
7 +5 +2 +5 +4

8 +6/+1 +2 +6 +4

9 +6/+1 +3 +6 +4
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10 +7/+2 +3 +7 +5 Pimpdap 3/day
11 +8/+3 +3 +7 +5
12 +9/+4 +4 +8 +6 Holy crap!
13 +9/+4 +4 +8 +6
14 +10/+5 +4 +9 +6
15 +11/+6/+1 +5 +9 +7 Pimpdap 4/day
16 +12/+7/+2 +5 +10 +7
17 +12/+7/+2 +5 +10 +8
18 +13/+8/+3 +6 +11 +8
19 +14/+9/+4 +6 +11 +8
20 +15/+10/+5 +6 +12 +9 Pimpdap 5/day
Class SKills
Skill Key Ability  Skill Key Ability
Bdance Dex Hobby* Int
Bluff Cha Intimidate Cha
Climb Str Jump Str
Craft Int Ligten Wis
Disguise Cha Move Silently Dex
Drive* Dex Pick Pockets Dex
Escape Artist Dex Professon Wis
Forgery Int Search Int
Gather Informetion Cha Soot Wis
Hide Dex Tumble Dex

*New skill(s) described in the skill section.
il Pointsat 1<t Levd: (8 + Int modifier) x 4
Skill Pointsat Each Additiond Leve: 8 + Int modifier

Pimpdap: At 1 leve, the mdl rat can strike an opponent with impressive charismatic
force and stun them, caled the pimpdap. A number of times per day as shown on the table above,
the mall rat can use a full round action and declare he is pimp dapping his opponent. He makes an
unarmed dtrike that does not provoke an attack of opportunity; if he succeeds, his opponent must
meke a Will swing throw againg a DC of 10 + hdf the character's levds in mdl rat + his
Charisma modifier. If the opponent fails his saving throw, he is stunned for a number of rounds
egud to the mall rat's Charisma bonus (minimum of 1 round).

Crap!: At 2nd leve, a mdl ra gains Crap! If exposed to any effect that normdly dlows
a chaacter to atempt a Reflex saing throw for hdf damage, he tekes no damege with a
successful saving throw. Crap! can only be used if the mall rat iswearing no armor.

Can't touch this Stating a 3rd leve, the mdl rat gains the extraordinary ability to
reect to danger before his senses would normdly adlow him to do so. At 3rd leve and above, he
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retans his Dexterity bonus to Defense (if any) regardless of being caught flat-footed. (He il
loses his Dexterity bonusto Defense if immobilized.)

At 6th leve, the mdl rat can no longer be flanked; he can react to opponents on opposite
sides of him as easily as he can react to a single attacker. This Defense denies other mall rats the

ability to use flank attacks to ratfink him. The exception to this Defense is that another character
with the same ability and &t least four levels higher then the character can flank him.

Holy crap!: At 12th level, the mal rat gains holy crgp! This ability works like crap!
except that while the mdl ra takes no damage on a successful Reflex saving throw againgt effects
which dlow asaving throw for haf damage, he now tekes only haf damege on afaled save.

Trekkie

Sar Trek: the find frontier. The greatest science fiction televison series in higtory,
spawning more knockoffs then any fairy tde you can recdl. Some waich it as a past time. Some
watch it as a hobby, and read it casuadly. Others, memorize lines, study star trek physics, lean
about the universe, and more then one can imagine. Even more, some dress in the uniform of dtar
trek. Who aretheseillogica beings who are so obsessed with gtar trek? They are the trekkies.

Characteristics: Trekkies, with ther excdlent base atack bonus and ability to go into a
rage during combat, are good fighters. Coupled with their ability to be not flat footed and flanked,
increasing raging bendfits and ability to shrug off damage mekes them frightening fighters a
higher leves

Background: Children find many things fascinating when they are young. Star trek is no
exception. Stars, planets, ships, William Shatner. Parents who are dso into star trek pass it on to
their kids, and reve in the time together they spend watching the televison show. Other kids find
their taste in shows odd, and ridicule them. That is the firs step towards the psychotic episodes
trekkies have later inlife.

Game Rule Information
Trekkies (TRK) have the following game statigtics.

Abilities: Strength and Condtitution are the most important abilities to the
Trekkie. Strength makes him more effective in mdee comba, and Conditution dlows him to
sugtain the klingon battle fury longer, and gives him more stun points.

Lo PTole S Swe  swe Pl
1 +0 +0 +1 +2 Klingon battle fury 1/day, obsessive
5 1 +0 +2 +3 gge:gg awareness (Dex bonusto
3 +2 +1 +2 +3 Klingon bettle cry
4 +3 +1 +2 +4  Vulcan neck pinch
5 +3 +1 +3 +4 Klingon bettle fury 2/day
6 +4 +2 +3 +5 Warp speed
7 +5 +2 +4 +5 Star trek physics
8 +6/+1 +2 +4 +6
9 +6/+1 +3 +4 +6 Klingon battle fury 3/day
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10 +742 +3 +5 +7  Earsof the Fereng
11 +8/+3 +3 +5 +7  Dadseyes
12 +9/+4 +4 +6 +8 Shiddsup! 1/-
13 +9/+4 +4 +6 +8 Klingon battle fury 4/day
14 +10/+5 +4 +6 +9
15 +11/+6/+1 +5 +7 +9  Vulcan mind meld
16 +12/+7/+2 +5 +7 +10  Grester Klingon batle fury
17 +12/+7/+2 +5 +8 +10  Shiddsup! 2/-
18 +13/+8/+3 +6 +8 +11
19 +14/+9/+4 +6 +8 +11  Klingon battle fury 5/day
20 +15/4+10/45 +6 +9 +12 ;rjdurance of the Klingons, Shields up!
Class Skills
Skill Key Ability  Skill Key Ability
Craft Int Knowledge Int
Drive* Dex Ligen Wis
Gather Information Cha Professon Wis
Hobby* Int ot Wis
Intimidate Cha

*New sKill(s) described in the skill section.
Skill Pointsat 1t Leve: (2 + Int modifier) x 4
Skill Points at Each Additiond Leve: 2 + Int modifier

Klingon battle fury: When he needs to (or when someone insults Star Trek), the Trekkie
can fly into a screaming blood frenzy. In a battle fury, a Trekkie gains phenomend Strength and
durability but becomes reckless and less able to defend himsdf. He temporaily gains +4 to
Strength, +4 to Condtitution, and a +2 morade bonus on Will saves but suffers a -2 penalty to
Defense.

The increase in Condtitution increases the trekki€'s stun points by 4 points plus twice his
charecter level -1, but these stun points go away a the end of the rage when the Condtitution score
drops back down to norma. While in a beattle fury, a trekkie cannot use skills or &hilities that
require patience and concentration, such as moving Slently. He can use any feat he might have
except for Expertise and Skill Emphass (if it's tied to a skill that requires patience of
concentration). The Klingon bettle fury lasts for a number of rounds equd to 3 + the character's
(newly modified) Conditution modifier. The trekkie may prematurdy end the batle fury
voluntarily. At the end, the trekkie is fatigued (-2 to Strength, -2 to Dexterity, can't charge or run)
for the same number of rounds he raged (unless the trekkie is 20th leve, when this limitation no
longer applies). The trekkie can enter the battle fury once per encounter, and only a certain number

of times per day (determined by level). Entering the fury out takes no time itsdf, but the trekkie
can only do it during his action, not in response to someone elsg's action.

Sating a 16th leve, the trekkies beattle fury bonuses become +6 to Strength, +6 to
Condtitution, and a+3 morae bonus to Will saves. (The Defense pendty remains at -2.)
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Obsessive: The trekkie gains a competency bonus to his Knowledge (dar trek) skill
equd to hislevdsin trekkie.

Betazeld awareness. Stating a& 2nd level, the trekkie gains the extraordinary ahility to
reect to danger before his senses would normdly adlow him to do so. At 3rd leve and above, he

retains his Dexterity bonus to Defense (if any) regardless of being caught flat-footed. (He il
loses his Dexterity bonusto Defenseif immobilized.)

Klingon battle cry: At 3rd leve, the trekkie gains the skill Speak language (Klingon) for
free

Vulcan neck pinch: Starting a 4th levd, the trekkie may, as a full round action, make
an unarmed touch attack which does not invoke an attack of opportunity. If successful, he deds no
damage, but any character of a lower levd than the trekkie immediaidy fals unconscious if they
fal a Fortitude saving throw againg DC 10 + hdf the trekkies levels + his Intdligence modifier.
This character remains unconscious for a number of rounds equa to the trekkies leve or until
shaken or woken up by norma means. The character then spends one round stunned before

recovering fully. The Vulcan neck pinch may be preformed a number of times pea day equd to the
trekkies Intelligence bonus.

Warp speed: At 6th leve, the trekkie may add +10 to his speed.

Star Trek physics At 7th leve, the trekkie gains the uncanny ability to identify holes in
space and time, tempord anomdies, and other such illogica facets of physics with perfect
accuracy.

Ears of the Ferengi: At 10th leve, the trekkie gans a +2 competency bonus on al
Listen checks.

Data'seyes. At 11th levd, the trekkie gains a+2 competency bonus on all Spot checks.

Shidds up!: Starting at 12th leve, the trekkie gains the extraordinary &bility to shrug off
some amount of injury from eech blow or atack. Subtract 1 from the damage the trekkie each time

he is dedt damage. At 17th levd, this damage reduction rises to 2. At 20th, it rises to 3. Shields
up! can reduce damageto 0, but now below O.

Vulcan mind mdd: At 15th level, the trekkie may read and share his thoughts with
another person he touches a number of times per day equa to his Intdligence bonus. To do so, he
must be touching the person he wishes to use the Vulcan mind meld on, and must concentrate for
1 minute. Afterwards, he and the person touched share a telepathic bond up to a range of 60 feet
for a number of minutes equd to the trekkies levd. If the target is unwilling, he is dlowed a Will
saving throw againgt DC 10 + haf the trekki€slevels + his Charismamod.

Ultimate Mall Citizen

In the world, there are people who shine so brightly with goodness it hurts. They are
goody-two-shoes, wishy-washy people, Johnny-be-goods. They help those around them, stop the
wicked from performing wicked duff, and a the same time creste a huge number of friends. They
are mora, upright, champions of the wesk and the downtrodden. And adways annoyingly right in
times of mord crigs. They are the ultimate mall citizens.
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Characterigticss Most of the ultimate mal citizens &bilities have to do with Coolness.
They can sense those who are uncool, smite them, and remove Uncoolness points to those who do

not deserve them. They are ds0 excdlent fighters, which helps when they need to defend ther
beliefs

Background: Paents want their children to be good children, mord and upright
children, and regpecting. Some fal to bring up children like this, fewer succeed. Those who do
succeed are blessed, for they have made a person who shines with good character, who people can
trugt, and who will loan you money in a pinch! The up bringing may vary, but the result is the
are

Game Rule Information
Ultimate Mall Citizens (UMC) have the following game dtetidtics.

Base Attack Fort Ref Will

Leve Bonus Save Save  Save Spedal
1 +0 +2 +0 +1  Friendiness
2 +1 +3 +0 +2  WENIShlessng
3 +2 +3 +1 +2  Cool and confident +1
4 +3 +4 +1 +2
5 +3 +4 +1 +3  Puh-lesse
6 +4 +5 +2 +3  Cool and confident +2
7 +5 +5 +2 +4
8 +6/+1 +6 +2 +4  Makeit stop
9 +6/+1 +6 +3 +4  Cool and confident +3
10 +7/+2 +7 +3 +5  Sdvaion my brother 1/iweek
11 +8/+3 +7 +3 +5
12 +9/+4 +8 +4 +6 Cool and confident +4
13 +9/+4 +8 +4 +6
14 +10/+5 +9 +4 +6  Sdvaion my brother 2/week
15 +11/+6/+1 +9 +5 +7  Cool and confident +5
16 +12/+7/+2 +10 +5 +7
17 +12/+7/+2 +10 +5 +8
+
18 +13+8/43 +11 +6 +8 gr%?h:"g/ﬁgldﬂ 6, svation my
19 +14/+9/+4 +11 +6 +8
20 +15/+10/+5 +12 +6 +9  Whoseyo daddy?
Class Skills
Skill Key Ability Skill Key Ability
Craft Int Hobby* Int
Diplomecy Cha Knowledge Int
Drive* Dex Professon Wis
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First Aid Wis Sense Motive Wis
Gather Information Cha

*New sKill(s) described in the skill section.

ill Points et 1st Leve: (2 + Int modifier) x 4
Sill Pointsat Each Additional Leve: 2 + Int modifier

Friendliness: The ultimae mal citizen's cool and friendy demeanor causes vendors to
give him a 25% discount on dl items bought. Additiondly, the ultimate mal citizen receives a
competence bonus on al Diplomacy checks egud to hislevesin ultimate mall citizen.

WENIS blessing: An ultimate mal citizen gpplies his Charisma modifier (if postive) as
abonusto dl saving throws.

Cool and Confident: Once per day beginning a 3rd level as a free action, the ultimate
mal citizen can ingpire his dlies with some kind of rousing speech, or a few buzzwords, or indde
jokes. All dlies within 30 feet gain the listed bonus to ther attack rolls, saving throws Kill
checks, and damage rollsfor 1 minute per point of the ultimate ma| citizen's Charisma bonus.

Puh-lease: Beginning a 5th leve, the ultimate mal citizen is immune to fear. Allies
within 10 feet of the ultimate mal citizen gan a +4 morde bonus on saving throws againgt fear
effects.

Salvation my brother: Beginning a 10th leve, the ultimate madl citizen can remove
Uncoolness points to people who have gained them from externd sources He can remove one
point per point of his Charisma modifier per use. He can use tis ability more often as he advances
in leves (twice per week a 14th leve, three times per week a 18th leve). The ultimate mal
citizen cannot remove Uncoolness points gained because of a characters actions.

Make it stop: Beginning a 8th leve, the ultimate mal citizen gains a +2 WENIS bonus
to dl checks for gaining coolness, and is never humiliated. In addition, three time per day, the
ultimate ma| citizen can cause someone to no longer be humiliated as afree action.

Whose yo daddy?: At 20th leve, the ultimate mal citizen is surrounded by an aura of
utter friendliness and coolness. This aura is centered on the ultimate mal citizen and extends out
to 30 feet. All those caught in the aura will harbor no bad fedings for the ultimate mdl citizen,
and regard him as a true friend and will do nothing negative towards him. Anyone who is within 5
levds of the ultimate mdl citizen or a higher levd may make a Will saing throw to be
unaffected. The DC is equd to 10 + hdf the ultimate mdl citizen's levds + his Charisma modifier
+ 1/10 his Coolness score. A successful saving throw makes the subject immune to this aura for
one day.

Code of Conduct: If an ultimate mal citizen gains any number of points of Uncoolness
through his own actions, he cannot advance as an ultimate mall citizen and loses dl class abilities.

© Copyright 2001, Orion Cooper
Mals & Morons (http://malsandmorons.50megs.com)



Malls & Morons Page 26 of 26

Chapter 3: Skills

Thanks to the wide-soread use of the Internet, the boom of information of the modern
age, and current trends, it is easer to learn a kill then it was back in the days of yore. In Madlls &
Morons, to reflect this, no skill is exclusve to any class, and any class can just about learn any
ill, whether cdlass or cross dass. The table bdow gives a brief overview of each skill and skills
that have been redone to fit the world of Malls & Morons.

Available Skill List

Skill PHB Equivalent Key Ability Untrained Armor Check Penalty
Baance Dex Yes Yes
Bluff Cha Yes

Climb Str Yes Yes
Computer Use New Int Yes

Concentration Con Yes

Creft New Int Yes

Demoalitions New Int No

Diplomacy Cha Yes

Disable Device Int No

Disguise Cha Yes

Drive New Dex Yes

Entertain New Cha Yes

Escape Artist Dex Yes Yes
First Aid New Wis Yes

Forgery Int Yes

Gether Information Cha Yes

Handle Animal Cha No

Hide Dex Yes Yes
Hobby New Int Yes

Intimidate Cha Yes

Jump Str Yes Yes
Knowledge New Int No

Ligten Wis Yes

Move Slently Dex Yes Yes
Pick Pockets Dex No Yes
Professon New Wis No

Repair New Int No

Say Int Yes

Search Int Yes

Sense Motive Wis Yes

Soesk Languege New None No
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Spdlcraft Int No
Spot Wis Yes
Survivd WildernessLore Wis Yes
Swim Str Yes
Tumble Dex No Yes

COMPUTER USE (Int)

Use this sill to operate computer systems and write or modify computer programs.

Computer Use is used to access computer programs, networked computer systems, and to operate
computerized devices.

Check: Mot smple tasks don't require a skill check. However, cregting or modifying
programs, bresking into secure sysems, or when time is of the essence are dl rdativey difficult
and require skill checks.

DC Task

15 Modify existing program
20t0 30 Crestenew program

25 Bresk into secured system

Modify Existing Program: Modifying an exising computer program can change its
purpose, add information that didn't exist, deete informaion that does exis, or any variety of
things. If the program to be modified is protected within a secure system, you mugt first break into
the system (see below).

Create New Program: Cregting an entirdy new program is more difficult then modifying
an exiging one. Common programs that a character might want to create include viruses, tesk-
related programs for computer systems, and defensive programs to protect computer systems.

Break into Secured System: Extracting guarded information from a system is a computer
expet's most vaued ability. Defedting security measures to gain access to redricted data or vita
programs can be extremely difficult.

Particulaly complex programs, or wel-designed security systems can modify the DC of
a tak by +5 or more. Sometimes, you might have to best an opposing computer programmer's
Computer Use check result. Also, the quaity of your equipment can add to the skill check.

Computer Use is a least a full-round action. The GM may determine that some tasks
require severa rounds, severd minutes, or even longer to accomplish.

CRAFT (INT)

You are trained in a craft, trade, or at such as dectronics, painting, sculpting, mechanics,
carpentry, computer technician, or other endeavor that actually creates a finished product.

Craft is actudly a number of separate skills. You could have Craft <ills, eech with its
owvn ranks, each purchased as a separate <kill. For ingance, you could have the skill Craft
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(edectronics). Your ranks in that <kill dont affect any checks you happen to meke for different
Craft Kkills, such as Craft (pottery) or Craft (sculpture), for example.

A caft skill is specificaly focused on cregting something; if it is not, it is a Professon.
Most crafts require special tools (cost $100).

Check: You can practice your trade and make a decent living, earning your check result
times 15 in dollars per week of dedicated work. (So, a check of 22 results in earnings of $330 per
week.) You know how to use the tools of your trade, how to perform the craft's daily tasks, how to
supervise untrained helpers, and how to handle common problems.

However, the basc function of the Craft skill is to alow you to make an item of the
gppropriate type. The DC depends on the difficulty of the item created. The DC, your check
results, and the price of the item determine how long it takes to make an item. The item's finished
price dso determines the cost of raw maerids. (In the game world, it is the sill leve required,
the time required, and the raw materias required that meke an item's price. Tha's why the item's
price and DC determine how long it takes to make the item and the cogt of the raw materias))

To determine how much time and money it tekes to make an item:

1 Find the item's price in the Equipment section, or have the GM sat the price for
an item not listed. Multiply the price by 10to find the item'swork vaue.

2 Determine the DC of the item based on the table below.

3. Pay one-third theitem's price in raw materids.

4, Make askill check representing one week'swork.

If the check succeeds, multiply the check result by the DC. If the result x DC equds the
work vaue, then you have completed the item. (If the result x DC equads double or triple the
work-vaue, then you've completed the task in one-hdf or onethird the time, and so on.) If the
result x DC doent equa the work-vaue, then it represents progress youve made this week.
Record the result and make the kill check for the next week. Each week you make more progress
until your total reaches the work-velue

If you fail the check, you make no new progress this week. If you fal by 5 or more, you
ruin haf the raw materids and haveto pay hdf the origind raw-materid cost again.

Progress by the Day: You can choose to make checks by then day instead of by the week
(for dmple and inexpensive items), in which cese the work-vdue of the item is cdculated by
multiplying the item's price by 100 instead of 10.

Item Complexity DC

Low 5

Medium 10
High 15
Extreme 20
Adronomica 30+

Retry: Yes but esch time you miss by 5 or more, you run hdf the raw materids and
haveto pay hdf the origind raw materid cost again.

Special: Untrained |aborers and assistants earn an average of $50 per day.
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DEMOLITIONS (INT, Trained Only)

Usethis skill to create, set, and disarm explosive devices.

Check: Sdting a smple explosve doesnt require a check, but dmost anty more
complicated task involving the use of explosives does.

DC Task

10 St explosve device

15 Disam explosive

25 Build explosive from scratch

Opposed Disarm scratch-built explosive

Set Explosive Device: While just about anyone can push a detonator, it takes skill to put

an explosve in the optimum location for maximum blast efficiency. A faled <kill check indicates
thet targets gain a +4 circumstance bonus on their Reflex saving throws to avoid damege.

Disarm Explosive: Disayming a manufectured explosve is a dangerous task. If the
character has the explosves schematics available, add +5 to the skill check. If the character is

rushed, add +5 to the Difficulty Class Falure usudly indicates the explosve detonates
immediately.

Build Explosive from Scratch: Cregting a scratch-built explosve device is usudly the
work of terrorists. The listed DC assumes that useful maerids are readily available if not, add +5
or more to the DC. On a faled check, the device is ruined and the maerids are wasted. A check
that fals by 10 or more means the explosve detonates during congtruction, deding 20%-50%
([104+1] x 10%) of it'sintended dameage.

Disarm Scratch-Built Explosive: Disarming an explosive device built from scratch is an
opposed skill check. The disaming character's skill check is opposed by the Demoalitions check
result made by the builder during the devices condruction. If the disarming character equals or
exceeds the builder's skill check, the deviceis disarmed. Otherwisg, it detonatesimmediately.

Special: A character with 5 or more ranks of Computer Use gets a +2 synergy bonus on
Demalitions checks made in conjunction with explosive devices usng computerized dements.

A chaacter with 5 or more ranks in Dissble Device gets a +2 synergy bonus on
Demoalitions checksto disarm explosives.

DRIVE (DEX)

Use this skill to operate land bound vehice or movement enhancing objects (such as
skateboards, inline skates, etc).

Check: Typicd driving tasks dont reguire checks Checks are reguired during combd,
for specid maneuvers, or in other extreme circumstances or when the driver wants to attempt
something outsde the norma parameters of the vehicle or object.

As a rule of thumb, easy vehide maneuvers - induding low-speed turns or rolls - have a
DC of 5. Average maneuvers, which might incdlude a hdf-loop or long rall, has a DC of 10, while
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a tough maneuver, such as a tight turn or loop and turn, has a DC of 15. A chdlenging maneuver
(such as a bootlegger turn or hard bank) hes a DC of 20. Truly formidable or heroic maneuvers

(for ingtance, jumping an obstacle or diding past an obstacle a high speed) have a DC of 25 or
higher.

ENTERTAIN (CHA)

You ae skilled in some type of artigtic expresson and know how to put on a show.
Entertain is actudly a number of separate <kills. Possble Entertain types include bass chant,
comedy, dance, drama, druns, flute, guitar, mime, snging, soryteling, and trumpet. (The GM
may authorize other types) You could have several Entertain skills, each with its own ranks, each
purchased as a separate kill. For ingtance, you could have the skill Entertain (guitar). Your ranks

in the skill don't affect any check you happen to make for different Entertain skills, such as
Entertain (dance) or Entertain (mime), for example.

Check: You can impress audiences with your tdent and <kill. Entertain requires time;
usualy severd minutesto an hour or more.

Retry: Retries are dlowed, but they dont negate previous falures, and an audience that
has been unimpressed in the past is going to be prgudiced againgt future performances. (Increese
the DC by 2 for each previousfailure))

Special: In addition to usng the Entertain skill, a character could entertain people with
the Tumble skill.

DC Peformance

Routine peformance. Trying to earn money by playing in public is essentidly
begging. You earn 1d6 x 10 cents per day.

15 Enjoyable performance. In aprosperouslocae, you can earn 2d6 x 10 cents per day.

10

20 Grest performance. In aprosperous loca, you can earn 1d2 dollars per day.
25 Memorable performance. In aprogperous locae, you can earn 2d2 dollars per day.
30 Extreordinary performance. In a prosperous locae, you can earn 2d3 dollars per day.

FIRST AID (WI9)

Use this skill to aleviate the pain of others, to help others recover faster from wounds, to
keep afriend from succumbing to poison, or to treet adisease.

Check: The DC and effect depend on the task you attempt.

Task DC
First aid 15
Longterm care 15

Treat poison Poison's DC

Treat disease Diseasg's DC
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First Aid: Frgt aid means heping a character cope with pain. All charecter's can a least
hed 1 gun point of damage with a successful Wisdom check agang DC 15. A character with
ranks in Firs Aid can hed 1d6 points of stun damage to one person. This can only be used once
per combat. The check isastandard action.

Long-term Care: Providing longterm care means tregting a wounded person for a day or
more. If successful, you let the patient recover ability score points (lost to temporary damage) at
twice the norma rate: 2 ability score points per day. You can tend up to six paients a a time. You
need afew items and suppliesthet are easy to come buy in even asmall town.

Giving longterm care counts as a light activity for the heder. You cannot give longterm
careto yoursdf.

Treat Poison: To treat poison means to tend to a single character who has been poisoned
and who is going to take more damage from the poison (or suffer some other effect). Every time

the poison character makes a saving throw againg the poison, you make a Firg Aid check. The
poisoned character uses your result in place of her saving throw if your First Aid result is higher.

Treat Disease: To treat a disease means to tend to a diseased character. Every time the
dissased character makes a saving throw againgt diseese effects, you make a First Aid check. The

diseesad character uses your result in place of his or her saving throw if your First Aid result is
higher.

HOBBY (INT, Trained Only)

You ae traned in a hobby such as board gaming, insect collecting, role playing, stamp
collecting, war gaming, wine tagting, or some other endeavor which is meant to bring your
enjoyment.

Hobby is actudly a number of separate skills. You could have Hobby skills, each with its
own ranks, each purchased as a separate skill. For instance, you could have the skill Hobby (war

gaming). Your ranks in that skill dont affect any checks you happen to make for different Hobby
skills, such as Hobby (board games) or Hobby (stamp collecting), for example.

Check: Whenever you face a chalenge rdaed to your hobby (such as mounting a very
fragile butterfly), you make a skill check to overcome the chdlenge. If your are pitting your skill

agang someone dse (uch as war gaming againg a particularly skilled opponent), then make an
opposed skill check.

Retry: If you fal the firg time, unless the outcome is redly important, you can usualy
try again.

KNOWLEDGE (INT, Trained Only)

Like the Craft and Professon skills Knowledge actudly encompasses a number of
unrelated skills. Knowledge represents a study of some body of lore, possibly an academic or even
scientific discipline. Below are typical fields of study. With your GM's gpprova, you can invent
new aress of knowledge.

Busness (working knowledge of business procedures, profit and loss, supply and

Computers (software, hardware, networks, security, the internet)
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Mall history (important leaders, wars, colonization of mals, migrations)

Mall lore (traditions, legends, and famous persondlities of mal Joes)

Mall palitics (who'sin power, who's out of favor, and so forth)

Nut Graf lore (traditions and powers of the Mdevolent Masters of the Nut Graf)
Occullt (rituas, wards, divination, supernatural)

Scholar (academic training in atopic such as archaeology, mathematics, palitics, etc.)
Science (biology, botany, genetics, zoology, astronomy, chemistry, physics)

Star Trek (notable guest gppearances and crew members, species, technology)
Streetwise (familiarity with crimina eements of a specific city or organization)
Types (customs, societies, attributes of atype other then your own)
WENISlore (traditions and powers of the PO.T.W.E.N.I.S)

Check: Answering a question within your field of study has a DC of 10 (for redly easy
questions), 15 (for basic questions), or 20 to 30 (for redly tough questions). A Knowledge check
can be areection, but otherwise requires afull-round action.

Retry: No. The roll represents what you know, and thinking about a topic a second time
doesn't let you know something you never learned in thefirst place.

Special: An untrained Knowledge check is smply an Intdligence check. Without actud
training, a character only knows common knowledge about a given subject.

PROFESSION (WIS, Trained Only)

You are traned in a livdihood or a professond role, such as batender, cook, farmer,
engineer, mechanic, law officer, computer programmer, and so forth.

Like Creft, Profession is actudly a number of separate skills You could have severd
Professon sills, each with its own ranks, each purchased as a separate skill. For instance, you
could have the skill Professon (cook). Your ranks in that skill don't affect any checks you happen
to make for Profession (bartender) or Profession (farmer), for example.

While a Craft <ill represents <kill in cresting or making an item, a Professon ill
represents an agptitude in a vocation requiring a broader range of less specific knowledge. To draw
a red-world andogy, if an occupation is a service industry, it's probably a Professon skill. If it's in
the manufacturing sector, it's probably a Craft Kill.

Check: You can practice your trade and make a decent living, earning your check result
times 30 in dollars per week of dedicated work (this is under norma conditions and in a location
where work is needed). So, a check result of 22 would earn $660. You know how to use the tools
of your trade, how to perform the profession's daly tasks, how to supervise untrained helpers, and
how to handle common problems. For example, a batender knows how to mix drinks. The GM
sets DCsfor specialized tasks.

Retry: An atempt to use a Professon skill to earn an income cant be retried. Youre
suck with whatever wage your check brought you. (Another check may be made after a week to
determine a new income for the next period of time) An atempt to accomplish some specific task
can usudly beretried.

Special: Untrained |aborers and assistants earn an average of $75 per day.
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REPAIR (INT, Trained Only)
Y ou can repar damaged mechinery or electronic devices.

Check: Mogt repair checks are made to fix complex dectronic or computerized devices,
such as vehicles, computer systems, and so forth. The DC is set by the GM. In generd, smple
repars have a DC of 10 or 15 and require no more then a few minutes to accomplish. More
complex work hasa DC of 20 or more and can reguire an hour or moreto repair.

If you dont have the proper tools for a Repair check, you suffer a -5 pendty. Also,
working with unfamiliar technology increasesthe DC by +5.

You can choose to attempt temporary or jury-rigged repairs. This reduces the DC by 5
and cuts the time in hdf, but each time the equipment is used there is a 10% cumulative chance it
will bresk again.

Retry: There are no redrictions againg repeated Repair checks. In some specific cases,
the GM may decide that a faled Repair check has negaive ramifications that prevent repested
checks.

Special: If you have 5 or more ranks in an appropriate Craft or Professon skill, you gan
a +2 synergy bonus on Repar checks. If you have 5 or more ranks in Computer Use, you gain a
+2 synergy bonus on Repair checks made to fix computerized devices.

SPEAK LANGUAGE (NONE, TRAINED ONLY)
The Speek Language skill doesn't work like a standard skill.

You dat a 1 levd knowing one or more languages (according to your type) plus an
additiond number of languages equd to your Intelligence bonus (see Chapter 1: Types).

Ingdead of buying a rank in Spesk Language, you choose a new language that you can
spesk.

Y ou don't make Spesk Language checks. Y ou ether know alanguage or you dontt.

Common languages are Ebonics EHlite Speek, English, Internet spesk, Jargon, Klingon,
Nerdese, Sang, Sign Language, Underspesk, Valey Spesk

Retry: Not applicable. (There are no Spesk Language checkstofall.)
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Chapter 4: Feats

Feets are generdly unchanged, with only a few modifications and a dew of new feds

ecificadly for Mdls & Morons characters. The table below gives a brief overview of esch feat
that isavailable, and showsthe new festsin Mals & Morons.

Feat
Acrobatic
Alertness
Ambidext erity
Athletic
Black Hole Pockets
Blind-Fght
Brawling
Bully

Cdm
Cautious

Chosen of the Nut Graf
Chosen of the WENIS

Cleave

Combat Reflexes
Desfening Note
Dodge

Empathy
Endurance
Expertise

Fame

Far Shot

Favored Terrain
Gearhead

Greet Cleave
Great Fortitude
Improved Bullrush
Improved Critica
Improved Disarm
Improved Dodge
Improved Grope
Improved Initiative
Improved Trip

Imoroved Two-Weanon

New
Yes

Yes
Yes

Yes
Yes
Yes
Yes
Yes
Yes

Yes

Yes

Yes

Yes
Yes

Yes
Yes

Available Feat Ligt
Prerequisites

Dex 15+

Charisma 15+, Entertain (any instrument or singing) 12+
Charisma 15+, Uncoolness 10+, Path of Darkness
Coolness 1+
Str 13+, Power Attack
Charisma 15+, Entertain (guitar) 12+
Dex 13+

Int 13+

Point Blank Shot

Str 13+, Power Attack, Cleave, Base attack bonus +4 or higher

Str 13+, Power Attack
Base attack +8 or higher
Int 13+, Expertise
Dex 13+, Dodge, Base atack bonus +3 or higher

Int 13+, Expertise

Two-Weapon Fiohtina. Ambidexteritv. Base attack bonus +9 or
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Fighting higher

Infamy Yes

Iron Stomach Yes Con 13+

[ron Will

Inscrutable Yes

Lightning Reflexes

Low Profile Yes

Lucky Yes

Mimic Yes

Mobility Dex 13+, Dodge

Multishot Yes Point Blank Shot, Rapid Shot, Dex 13+
Nimble Yes

Peth of Darkness Yes

Persuasive Yes

Pity Yes

Point Blank Shot

Power Attack Str 13+

Precise Shot Point Blank Shot

Quick Draw Base attack bonus +1 or higher

Rapid Shot Point Blank Shot, Dex 13+
Ricochet Shot Yes Dex 13+, Precise Shot, Wespon focus
Run

Sharp-Eyed Yes

Shot on the Run Point Blank Shot, Dex 13+, Dodge, Mobility
Sixth Sense Yes

ill Emphesis Yes

Smdl Yes

Spring Attack Dex 13+, Dodge, Mohility, base attack +4 or higher
Sedthy Yes

Toughness Yes

Track

Trustworthy Yes

Two-Wespon Fighting

Weapon Finese Base attack bonus +1 or higher
Wegpon Focus Base attack bonus +1 or higher
Wespon Speciliztion Wespon Focus with chosen r::v;aq}erc)on base attack bonus +4 or
Whirlwind Attack Dex 13+, Dodge, mﬂ%ﬂ ;gft;cpl;tt:ie attack bonus +4
Ugly Yes Charisma pendty of -1 or more
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ACROBATIC

Youaevey ale

Benefit: You get a+2 bonuson al Jump checks and Tumble checks.

ATHLETIC

Y ou have aknack for athletic endeavors.

Benefit: You get a+2 bonus on al Climb checks and Swim checks

BLACK HOLE POCKETS

Though faulty memory, you can conveniently find money in weird places.

Benefit: Whenever you need money for any reason, roll a D%. If the result is below 50,
you manage to find one dollar somewhere on your person.

Special: This feat can only be used once for each sStuation in which the character needs

money. If the character doesn't need money but tries anyway, he must roll a 25 or less to
find money.

BRAWLING

Y ou aretrained in the unscientific method of unarmed combat.

Benefit: When you attack with an unarmed drike, you do not provoke an attack of
opportunity. You are considered armed.

BULLY

Y ou know how to get the jump on people and push them around.

Benefit: Yougeta+2 bonuson dl Initiative checks and Intimidate checks.

CALM

You can channel your positive emotions and combine them with your musicad ability in a
soothing manner.

Prerequisite: Charisma 15+, Entertain (any instrument or singing) 9+.
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Benefit: Once per day, you can pecify violent people. This requires a successful
Entertain check againg a DC of 25. A successful Entertain check causes everyone within
30 feet of you must make a Will saving throw (DC 10 + hdf of your character level +
Charisma modifier). Failure causes them to become nonviolent and enter a trance like
gate for 1d10 minutes after you stop performing.

CAUTIOUS

You are especialy careful with tasks that might yield catastrophic results.

Benefit: You get a+2 bonus on al Demoalitions checks and Disable Device checks.

CHOSEN OF THE NUT GRAF

The maevolent power of the universe uses you to strike fear into hearts of others.
Prerequisite; Charisma 15+, Uncoolness 10+, Path of Darkness.

Benefit: Once per round, you can, as a free action, indill fear into others. All opponents
within 30 feat who have fewer leves then you must make a Will saving throw (DC 10 +
haf of your character levd + Charisma modifier). An opponent who fals his save is
shaken, auffering a -2 pendty to attack rolls, saves, and skill checks for 1d6 plus your
Charismamodifier in rounds.

A successful save indicates that the opponent isimmune to this ability for one day.
If you make a successful Uncoolness check, the Will saving throw's DC increases by 5.

Normal: A character without this feat can use the Intimidate skill (or Charisma if
untrained) to threaten someone else.

CHOSEN OF THE WENIS
Y ou have been blessed by the benevolent power of the universe.
Prerequisite: Coolness 1+.

Benefit: You get a+1 WENIS bonusto al saving throws.

DEAFENING NOTE

You can channe your negative emotions and combine them with your musicd ability in
adedtructive manner.

Prerequisite: Charisma 15+, Entertain (guitar) 12+.
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Benefit: Once per week, you can make a sonic atack with your guitar. This requires a
successful  Entertain (guitar) check againg a DC of 30. A successful check means the
attack succeeds. Everyone within 30 feet of you must make a Fortitude saving throw (DC
10 + hdf of your character levd + Charisma modifier) or they suffer 1d6 points of stun
damage for every level you possess in addition to being deaf for 1d6 minutes A
successful saving throw haves the damage dedlt and the duration for being deef.

Special: You must use agpecid device which can amplify the sound of your guitar.

EMPATHY

Y ou have an uncanny understanding of people's emotions and dispositions.

Benefit: You get a+4 bonuson al Sense Mative checks.

FAME

You are particularly well known.

Benefit: Y ou gain a+3 bonusto your Coolness score.

FAVORED TERRAIN

Y ou know aterrain particularly well.

Benefit: Sdect a terrain from the following list: offices, parking lots, restaurants, shops,
dreets, and wakways. You get a +2 to dl Search checks and Surviva checks when in
that terrain.

GEARHEAD

Y ou haveaway with machines.

Benefit: You get a+2 bonuson al Repair checks and Computer Use checks.

IMPROVED DODGE
You areincredibly adept a dodging attacks.
Prerequisites: Dex 13+, Dodge, base atack bonus +3 or higher

Benefit: During your action, you designate an opponent for every three levels you
posess and receive a +1 dodge bonus to Defense againgt attacks from those opponents.
Y ou can select new opponents on any action.
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Special: A condition that makes you lose your Dexterity bonus to Defense (if any) dso
maekes you lose your dodge bonuses. Also, dodge bonuses stack with each other, unlike
most types of bonuses.

IMPROVED GROPE
Y ou are masgterful & groping people.
Benefit: When you grope someone, you do not provoke an attack of opportunity.

Normal: When you grope, you provoke an attack of opportunity.

INSCRUTABLE

Y ou possess clever methods of hiding your true intentions.

Benefits: You receive a +2 bonus on dl Bluff checks, and anyone using Sense Mative
againgt you receivesa -2 penalty.

INFAMY

Y ou are known for crimes or evil deeds.

Benefits: Y ou gain a+3 bonusto your Uncoolness score.

IRON STOMACH
You can digest just about anything.

Benefit: You get a +4 bonus to Fortitude saving throws when ingesting mal food and
drink.

LOW PROFILE
Y ou are not noticed much, if a all.

Benefit: You gain a+3 bonusto your Neutrdity score.

LUCKY

You arejust lucky.
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Benefit: Once per game sesson, you may reroll any roll you make, shortly after making
theroll. When you re-roll, you must keep the new result.

Spedal: You may only choosethisfeat asa 1t level character.

MIMIC

Y ou have agift for impersonation.

Benefit: You ga a +2 bonus on dl Digguise checks and Entertain (acting) checks

MULTISHOT

You can use the multifire and autofire option on certain ranged wegpons with exceptiona
accuracy.

Prerequisite: Point Blank Shot, Repid Shot, Dex 13+.

Benefit: When usng the multifire or autofire option on a ranged wegpon with those
options, reduce the pendty for each attack by -2 (for multifire) or -4 (for autdfire).

Normal: See the multifire or autofire rules in  Chepter 7: Combat.

NIMBLE
Y ou have exceptiond flexibility and manua dexterity.

Benefit: You get a +2 bonus on dl Escape Artig checks and Pick Pocket checks.

PATH OF DARKNESS
Y ou treed where few dareto go.

Benefit: You automaticaly gan 1 point of Uncoolness every three levels. You receve a
+2 Nut Graf bonusto your check to gain apoint of Uncoolness.

Special: The DC to gan a pont of Coones rass by +2

PERSUASIVE

Y ou have away with words and body language.

Benefit: You ge a +2 bonus on dl Bluff checks and Intimidate checks.
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PITY

For one reason or another, people pity you.

Benefit: You can increase your Charisma by 1d4+2 points for a number of minutes equa
to your level, once per day.

Special: If you try this more then once, people become annoyed with you and your
Charisma decreases by 1d4+2 for an equa length of time.

RICOCHET SHOT
Y ou are able to make shots which ricochet in order to hit your target.
Prerequisite: Dex 13+, Precise Shot, Wespon Focus

Benefit: Choose a projectile wegpon in which you have chosen the wegpon focus feat
for. With tha wegpon, you may desgnate any number of atacks which ignore the
opponents  Dexterity bonus to Defense and concedment. Any solid obgtacle must be
within two range increments of you for the weapon to ricochet off. When you make the
attack roll, apply a -12 modifier to the attack againgt the newly modified Defense of your
opponent.

SHARP-EYED

Y ou have an eyefor detall.

Benefit: You gt a +2 bonus on dl Seach checks and Sense Motive checks.

SIXTH SENSE
Y ou have aknack for picking up important obscure information.

Benefit: You g a +4 bous on dl Gahe Information  checks.

SKILL EMPHASS
Choose askill, such as Survivad. You have aspecid knack with that skill.

Benefit: You oget a +3 bonus on dl skill checks with tha il

SMALL

Y ou are smdler then most people.
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Benefit: Your sSze is Smal. You gain a +1 sze bonus to your Defense, a +1 size bonus
on atack rolls and a +4 size bonus on Hide checks You can only cary 3/4 normd

weight. Y our base speed is 20 feet.

Special: You may only choosethisfeat asa 1t level character.

STEALTHY
Y ou are paticularly good a avoiding notice.

Benefit: You gt a +2 bonus on dl Hide checks and Move Silently checks.

TOUGHNESS
Y ou are tougher then normd.
Benefit: You gain +3 stun points.

Special: A character may gan this feat multiple times.

TRUSTWORTHY
Y ou have afriendly demeanor.

Benefit: You ga a +2 bonus on dl Diplomacy checks and Gather Information checks.

UGLY
Y ou know how to take advantage of your naturally unappealing appesarance.
Prerequisite: Charismapendty of -1 or more

Benefit: You use your naurd unmodified Charisma modifier as an absolute postive
modifier for your Gather Information and Intimidate skills.

Special: You never gain points towards your Neutrality score.
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Chapter 5: Description

A Madls & Morons character is defined in society by his reputetion. Whether a character
is cool or not makes dl the difference in the world, because teenage society values those of high
repute whether cool or uncool. Also, some characters have certain disorders that hep one role play
better if explained. The topics discussed are: Mental Disadvantages, and Reputation.

M ental Disadvantages

Freeks and Weirdoes have menta disadvantages, disorders of the mind. These inhibit
everyday activity for these types, and should & least once per game sessons cause some kind of
complication. Fresks have a red mentd disorder, while Weirdoes have a feke mentd disorder. In
game mechanics, there is no difference. In role-playing, a Fresk would exhibit his menta disorder

more often then a Werdo, while the latter could once in a while not act like he has a mentd
disorder. Each disorder islisted below.

Addiction: the character craves an item tha he can consume Items that make good
examples are twinkies, jolt cola, or pizza The character must consume his addiction at least once
per game session or he suffers from annoying depression until he does.

Delusions. the character sees things that are not there. For example, a character could see

pink dephants once in a while or scary clowns. Once per game sesson, his ddusions scare the
cripesout of him.

Depression: the character is depressed, to the point of annoyance. At each opportunity,

he whines about something no matter how smdl it is and dways fishes for compliments and
peopl€e' s sympathy.

Megalomania: the character is dways plotting to take over the world and to crush his
opposition. He makes dliances and does things only to further his ams, which eventudly will fal,
oneway or another.

Multiple personalities. the character has two or more minds in the same body, which
are often conflicting. The character could often tak to himsdf since his persondities talk amongst
themselves. It is possble for the persondities to fight amongst themseves, mentdly and
physicdly.

Parancia: the character fears that something is out to get him, like penguins or UFOs. If
someone mentions what the character is paranoid about, they dart rambling and ranting and
become frightened.

Phobia: the character has an irrationd fear of something, like water or cats. If the
character ever hasto face hisfear, he will most likely run away like apansy.

Reputation

As time passes on, deeds are done, and neat things are seen, the characters will become
more and more famous (or infamous). A characters reputation is divided among three scores
Coolness, Neutraity, and Uncoolness.
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Cooness is a numericd measurement of how those around him think wel of him. A
character with a Coolness score of O has not established his reputation yet, while a character with a
reputation of 20 or higher is popular. A character with a high Coolness score is thought of as a fun
person. He is spontaneous, humorous, and dl around enjoyable to be around with. If a character
displaysthesetraits, he will gain Coolness points. Examples of gaining Coolness points are:

Finishing afight, but not sarting it.
Humiliating someone who has alot of Uncoolness points.
Doing generdly anything thet leaves other players saying "Thet is avesome!™

Neutrdity is unique. Neutrdity is a numericd measurement of how forgettable a
character is. If a character does not gain Coolness or Uncoolness mints while his friends do, his
own reputation is drowned by his friend's fane. The longer it goes on, the more and more he is
looked over and forgotten. At the end of each session, add together the totd number of points the
party has gained in Coolness @ Uncoolness. Divide this by the number of members in the party.

Award this many Neutrdity points to each person who did not gain Coolness or Uncoolness points
(minimum of 1 paint).

Uncoolness is a numericd messurement of those aound him despise a character. A
character with an Uncoolness score of 1 or more becomes generdly didiked, as points add
together. A character with a high Uncoolness score is unwanted, ill thought of, even hated. He can
be many negative things, such as crude, boorish, or just pain crud. If a character digplays traits
like these or more, he will gain Uncoolness points. Examples of gaining Uncoolness points are:

Starting fights and hurting innocents.
Insult anyone and/or everyone.
Doing generdly anything that other playerswould yell a you for inred life.

A high Coolness or Uncoolness score benefits a character. Those who recognize the
character ae more likdy to hdp him (or do what he asks). However, a high Coolness or
Uncoolness makes it difficult for the character to mask his identity, which can be a hindrance if
someoneislooking for him. A character with ahigh neutrality easily blendsinto the crowd.

All characters begin with a Coolness, Uncoolness, and Neutrality score of 0.

After paforming an act that that is a candidate for gaining Coolness or Uncoolness
points, the character must meake a Charisma check againg DC 18. Success adds 1 point to the
appropriate score.

In generd, a character doesnt get a choice or whether or not to use his Coolness,
Uncoolness, or Neutrdlity scores - it smply tekes affect whether the character wants it to or not.
When a character's reputation can come into play, the character's player uses his highest score in
ether Coolness or Uncoolness, and makes a roll cdled a Reputation check. RIl 1d20 and add the

character's appropriate score and subtract his Neutrality score. If your character has a score of 0,
he can't make a check using that particular one. The DC of the check dependsonthe malssize.
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Mall Size DC
Sl 20
Medium 25
Lage 30
Vay Lage 35
Metroplex 40

Results of Reputation Checks

A successful Reputation check adds amodifier to certain skill checks, aslisted below.

Skill Coolness Uncoolness Neutrality
Bluff +5 +5 +10
Diplomecy +5 -5 +0
Disguise +0 +0 +5
Entetain +5 +0 +0
Gather Information +5 +5 +0
Intimidate +2 +5 -5

Bluff: In generd, Coolness and Uncoolness aid Bluff checks However, any BIluff check
made to deny or hide your identity ("No, I'm not that mal rat, you must be thinking of someone
edse’) automaticdly receives a -5 pendty, regardless of the result of the Reputation check. (A
character with hishighest score in Neutrdity receives a+10 bonus on this check, however.)

Diplomacy: Coolness dways ads Diplomacy checks with a successful Reputation
check, however Uncoolness hinders it (it's tough to negotiate when everyone thinks you are a
jerk).

Disguise: A character with his highest score in Neutrdity increases the DC of the Spot
check by +5.

Entertain: A famous individud generdly gets a better reception for his performances
then an infamous one. The bonuses granted by a successful Reputation check are synergy bonuses.

Gather Information: People are just more willing to help someone they know, whether
happily (for afamousindividua) or fearfully (for an infamous individua).

Intimidate: While a famous character can use his Reputation to "throw his weight
aound’, an infamous character gains an even greater bonus on Intimidate checks with a successful
Reputation check. People who blend in with the crowd have a harder time being intimidating.

Humiliation

During the game, sometimes the actions of the character or others can cause to humiliate
a person. When a character is humiliated is for the GM to decide Some Stuaions where a
character is humiliated are when the characters fals a Fortitude saving throw after drinking or
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eding, or when the character criticdly fails an atack roll. When a character is humiliated, the DC
to gain apoint in one of the character's reputation scoresincreases by 1.
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Chapter 6: Equipment

The main unit of monetary vaue is the United States dollar (abbreviated with a $). Each
character begins with $50, a backpack, and three sets of clothes a character cregtion. Characters
may not loan each other their excess money to other characters during character cregtion. Each
wesk of game time after the fird week, each character receives $20 from their parents or
guardians. Once per month, a character can atempt to con more money. This requires a Charisma
check againg DC 20. Success gives the character 5 + (5 x Charisma bonus) in dollars for that
week. Failure resultsin no alowance for that week.

Mall Food and Drink

Mdl Food and Drink are very toxic, requiring the character to make a Fortitude save
agang DC 15. If one fals, he vomits and make a fool of himsdf. If he succeeds, he regains 1d6
sun points. A character can only gain this benefit a number of times per day equd to ther
Condtitution bonus, or a least once per day. Food generdly costs $5, while Drink generdly costs
$2.

M eee Weapons

Weapon Cost Damage Criticall Rangelncrement Weight Size
Basabdl bat $10 1d6 20 -- 5lb. Medium
Brassknuckles $5 1d4 20 -- lib. Tiny
Hamer $15 1d4 20 - 1lb. Sl
Godiedtick $30 1d10 19-20 - 6lb. Medium
Hockey stick $15  1d8 19-20 -- 5Ib. Medium
Mace $200 - - - 1lb. Tiny
Plunger $10 1d4 20 -- 1lb. Sl
Skateboard $0 1d6 20 -- 5Ib. Medium
Taser $100 1d10 20 - 1lb. Tiny
Two-ended hockey sick ~ $45 1d8/1d8  19-20 - 51b. Lage
Unarmed -- 1d4 20 - -- Tiny
Ranged Wespons

Basshdl $1 1d3 20 10 12Ib.  Tiny
Beanbag gun $100 1d10 20 50 6lb. Medium
Paintball cannon $75  1d8 19-20 30 10lb. Lage
Paintbal gun $20 1d6 20 20 41b. Sl
Ranged Taser $150 1d6 20 15 21b. Sl
Sing Shat $5 14 20 10 121b. Sl
Spud Launcher $200 2d6 18-20 50 10lb. Lage
Wrist Rocket $20 1d6 20 20 1lib. Medium
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Armor Action Check Max Dex .

Armor Cost Bonus Penalty Bonus Speed Weight
Heavy padding $100 +6 -5 +2 20ft. 101h.
Light padding $20 +2 -1 +6 30ft. 2lb.
Medium padding $50 +4 -3 +4 30ft. 6lb.
Very heavy
padding $200 +8 -7 +1 20ft. 151h.

Item Price  Weight

Cherybomb  $10 1/21b.

Computer Vaies Vaies

Inline kates $40 21b.
Jock strap $20 1lb.
Marbles %% 1lb.

Melee and Ranged Weapons
All characters are proficient with al melee and ranged wegpons.
Baseball

This is a tough sphericd object most often used in bassball games The widder applies
his Strength modifier to damage. As a full round action, the wielder can smack a basebdl
with the basebdl bat and meke an attack for each attack he normdly recdves. This is a
ranged attack that deds 3d3 + the widde's Strength modifier, has a crit range of 18-20,
and arangeincrement of 30'. However, reach attack is penalized by -4.

Baseball bat

This is a long wooden club used for driking basebdls in mid ar. For double the normd

price, a character can purchase a auminum basebal bat, which does one extra point of
damage dueto its materid.

Beanbag gun

This firearm resembles a rifle, except that it fires amdl bead filled sacks caled beanbags.
It costs $10 for 20 beanbags. Reloading this wegpon is a standard action that provokes an
attack of opportunity.
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Brass knuckles

Flamer

These metd bars have loops in them for putting your fingers in, augmenting your
unarmed attacks. You ae conddered amed while equipped with this wegpon and
meking unarmed strikes.

This device conssts of a butane lighter welded to a can of hair spray. Do not apply your
Strength modifier to damage. This wegpon dlows a character to attack two opponents
who are adjacent to each other, a the same time. This requires an atack roll for eech
opponent, a no penaty. Add your Dexterity modifier to your attack roll instead of your
Srength modifier.

Goalie stick

This dick is a heavier and more dameging verson of the hockey gick. The griking
portion of it has been enlarged and thickened. Because the godie gtick is hooked shape,
you can make trip atacks with it. If you are tripped during your own trip atempt, you
can drop the dick and to avoid being tripped. You aso receive a +2 bonus on your
opposed attack roll to disam an opponent (including the roll to keep from being
disarmed if you fail to disarm your opponent).

Hockey stick

Mace

This blunt instrument is mainly used for striking small objects caled pucks. It conssts of
a long shaft with a large driking head. Because the hockey gtick is hooked shape, you
can make trip attacks with it. If you are tripped during your own trip attempt, you can
drop the stick and to avoid being tripped. You aso receive a +2 bonus on your opposed
atack roll to disam an opponent (including the roll to keep from being disarmed if you
fail to disarm your opponent).

This smdl aerosol can contains a deadly mixture of powders that hurts. Any character
sorayed with Mace must make a Fortitude saving throw againg DC 20 or be stunned for
104 rounds.

Paintball cannon

This condsts of a paintbal gun. Jury-rigged to the butt of the gun is a hose connected to
a contanment unit that one can wear on their back. This unit contains up to 100
paintbals, and the hose sucks the bals into the gun. This effect gives the gun the benefits
of Multishot and Autofire. Rdoading the unit is a full round action which provokes an
attack of opportunity.

Paintball gun

This firearm is designed to shoot smal spheres filled with paint. This fireerm holds ten
paintbdls. Reloading is a standard action that provokes an attack of opportunity. Adding
Multishot capability to this gun increases the cost by $10. Adding the Autofire capability
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requires the Multishot capability and increases the cost again by $10. A pack of 50
paintbals cost $10.

Plunger

This is a smdl dick with a bowl shaped piece of rubber, used to cregte suction. This
weapon provides a +4 circumstance bonus on al Disarm attempts.

Ranged Taser

This wegpon consists of a staple gun with taser parts hardwired al over the gun's body.
Didinctly, two wires hang in front of where the staples exit. These wires, when the taser
is turned on, create an eectric circuit between the wires. The stapler portion fires staples
through this circuit, which creates an arc between the flying staple and the circuit, up to a
range of fifteen feet. Attacks with this wegpon are ranged touch attacks. If this wegpon is
used in melee it does 1d10+1d4 damege. The maximum range for this wegpon is 15 fest.
The stapler holds 50 staples. One hundred staples costs $5.

Skateboard

This popular mode of trangportation among teenagers is mainly a board with four wheels
affixed to each corner. When rode, the character's speed incresses by +10, and he
receives +2 dodge bonus to his Defense if he al he does during his round is move double
his soeed or more. But, unlike inline skates, the skateboard can be used as a wegpon
(when nat being rode). Though it is mediumsized, the skateboard must be used with two
hands to be an effective wegpon.

Sling Shot

This smdl Y-shaped insrument has an eagic band between the two ams of it, which
alows the wielder to pul back and project a smal object with great force Reoading is a
move-equivaent action that provokes an attack of opportunity. A pack of 10 shots costs
1$.

Spud L auncher

Taser

This shoulder-mounted firearm propels potatoes a fast speeds, causing a large amount of
damage. This wegpon ignores the firg five points of an objects hardness. Reloading is a
standard action that provokes an attack of opportunity. A bag of 10 potatoes costs $5.

This smdl plagtic device generates thousands of dectricd volts When attacking, ignore
your opponent’s armor bonus. Do not add your Strength modifier to damage and add
your Dexterity modifier to your atteck roll instead of your Strength modifier.. This
wegpon uses two batteries that alows for 50 attacks. A pack of four batteries cost $5.

Two-ended hockey stick

This is a hockey gtick, with a sriking surface welded to the end. A two-ended hockey
gick is a double weapon. You can fight with it as if fighting with two wegpons, but if
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you do, you incur dl the norma pendties associated with fighting two wegpons as if you
were usng a onehanded wegpon and a light wegpon. Because the two-ended hockey
dtick is hooked shape, you can make trip attacks with it. If you are tripped during your
own trip attempt, you can drop the gdick and to avoid being tripped. You dso receive a
+2 bonus on your opposed atack roll to dissrm an opponent (including the roll to keep
from being disarmed if you fail to disarm your opponent).

Wrist Rocket

This device fits on the am of the character, and is basicdly a long ding shot for the am.

Rdoading this is a move-equivaent action that provokes an attack of opportunity. A
pack of 10 shots cost $1.

Armor

All characters are proficient with every armor.
Heavy padding

This consists of a hockey hemet, shoulder pads, thigh pads, and wrists guards.
Light padding

Thisconsgts of basic in line skating elbow and kneegpads, and ahemet.
Medium padding

This conssts of football shoulder pads and afootball helmet.
Very heavy padding

As heavy padding, except it aso indudes dbow pads, kneepads, shin guards,
and avery durable helmet.

Misc. Items
Theeitemsare generdly useful.
Cherry Bomb

This is a smdl item is composed of vaying chemicd substances and has a fuse When
the fuse is lit and the flame makes its way to the chemicds, the item explodes. Throwing
this item is a ranged touch atack. This item damages al characters within a 10-foot
radius for 2d6 damege. Everyone within 5 feet is dlowed to make a Reflex saving throw

agang DC 15 to teke hdf damage. Those beyond five feet automaticaly succeed a ther
saving throw. Lighting and throwing thisitem isafull round action.
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Computer

Computers are dectronic processing meachines. Computers that are able to be purchased
by the public come in two varieties smal computers and persond computers. Computers

can dso be built with extra options. The table below summarizes the weights and costs
for the two computers, and modifiersfor the options.

Typeof Computer Weight Cost Equipment Bonus

Persond Computer 201b.  $2,000 +0
Small Computer 1lb.  $500 +0
Options

Amazing Qudity x1 X7 +4
Compact x1/2 X2 +0
Dedicated x1 x1/2 +2/-2
Good Quality x1 x4 +2
Poor Quality x1 x3/4 -2

Personal Computer: This termind takes up a whole desk. It includes a tower case that
has a decent processor, a sound cad, video card, CD-Rom, floppy disk drive, and

modem. The peripherds it has are a monitor, a mouse, a keyboard, speskers, and a surge
protector. This computer is difficult to trangport, and takes 5 minutes to assemble.

Small Computer: This computer is smdl enough to fit in a brief case or even oné€s
pocket. It is sdlf-sufficient, containing a LED screen, keyboard, mouse tracker, CD-Rom,
floppy disk drive, and apower cord. Thiscomputer tekes 1 minute to assemble.

Amazing Quality: This computer is built with the best parts and one of the best quality
processors known to the market, not to mention very good programs. The character
receives a+4 eguipment bonus to his Computer Use checks related to this computer.

Compact: This computer is smdler then norma, but costs more. The time to assemble
this compuiter is halved.

Dedicated: Choose one category from the following list: generd use, programming,
hacking. When making a check reaed to the category chosen, the use of the computer
may add a +2 bonus to his Computer Use checks that stack with quality bonuses. When
he uses the computer for any other purpose, his checks suffer a -2 penalty.

Good Quality: This computer is built with good qudity pats and programs. The
character receives a +2 equipment bonus to his Computer Use checks related to this
computer.

Poor Quality: This computer is built with inferior parts and poorly made programs. The
character receives a -2 equipment pendty to his Computer Use checks related to this
computer.
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Inline Skates

These par of boots have wheds &ffixed to ther soles When worn, the characters speed
increases by +10, and he recelves +2 dodge bonus to his Defense if he dl he does during
his round is move double his speed or more.

Jock Strap

This guard is worn directly over the crotch. This item grants the wearer a +4 cover bonus
to his Defense when heis subjected to Nut Rushes.

M arbles

These are smdl glass spheres. If they are scattered on the ground, anyone moving in to or
from the area must make a Reflex saving throw againg DC 20 or be prone for one
round. Scatering marbles on the ground is a free action. A bag of mables covers an area
of 5feet by 5 feet.
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Chapter 7. Combat

In Mdls & Morons, comba is generdly non-lethd. Using common sports accessories or
household items, the characters beat each other sensdess, with little permanent scarring or impact.
In order to reflect this non-serious mood, changes have been made mechanicdly and
cogneticdly. New rules have been added to dso heighten the humorous tone of the game. The
changes that have been made to or added are Coup de Grace, Criticad Hits, Defense, Groping,
Injury and Unconsciousness, Nut Rushes, Specid Weapons Effects, and Y ainking.

Coup de Grace

If an opponent is unaware of your presence and cannot perceive you with Listen or Spot,
then you can make a coup de grace. When you make a coup de grace, you automaticaly hit your
opponent, and you automaticaly score acritical hit.

Critical Hits

When a charecter scores a successful hit, and rolls a number within a wesgpons threat
range, he has scored a threat. He then must make a second attack roll. If the sscond one succeeds,
he has scored a criticd hit.

The opponent stuck by a criticd hit must immediately make a Fortitude saving throw
againg DC 15 + damage dedt. If he fails, his sun point totd fals to zero, and then damege is
subtracted.

Defense

Your defense represents how hard it is for opponents to land a solid, damaging blow on

you. It's the attack roll result that an opponent needs to hit you. The average, unarmored character
has aDefense of 10. Y our defenseis equd to the following:

10+ armor bonus+ dexterity modifier
Armor Bonus

You may wear armor that provides a bonus to your Defense. This bonus represents your
armor's ahility to protect you from being hit.

Dexterity Modifier

If your Dexterity is high, you are particularly adept at dodging blows or ranged attacks. If

your Dexterity is low, you are particularly inept a it. That's why you apply your Dexterity
modifier to your Defense,

Note that wearing armor limits your Dexterity bonus. If youre wearing armor, you might
not be able to apply your whole Dexterity bonusto your Defense.

Sometimes you cant use your Dexterity bonus (if any). The Defense bonus you get for a
high Dexterity represents your &bility to dodge incoming attacks. If you cant reect to a blow, you
cant use your Dexterity bonus to dodge incoming attacks. (If you don't have a Dexterity bonus,
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nothing happens.) For example, you lose your Dexterity bonus if you're hanging on for dear life to
raling three levds aove the man floor, or when youre caught fla-footed a the beginning of
combat.

Groping

This maneuver is a full-round action that aways provokes an atack of opportunity. The
combatant makes a melee touch attack usng his highes atack bonus and adds his Dexterity
modifier ingead of his Strength. If he succeeds in hitting, his opponent is humiliated for a number
of minutes equd to the absolute value of the attacker's Charisma modifier (for a minimum of 1
minute).

Injury and Unconsciousness

Your stun points measure how much pain you can take. While many drange people and
animas know how a number of ways to beat you down, you do not die, you just writhe in pain.
The damage from each successful atack and each fight accumulates, dropping your stun point
totd until you reach 0. Then you're in trouble. Luckily, you dso have a number of ways to regain
stun points. If you have afew minutesto rest, you can recover lost stun points on your own.

What Stun Points Represent

Stun points represent your character's ability to resist pain. The more stun points you
have, the more pain you can take. The more damage an datack does to yau, the more painful it is.
As you lose stun points, your threshold for pain lessens, and you eventudly succumb to pain. A
high-levdl character can take more bruisss then a low leve character, because he is dl aound
tougher. At 1¢ leve, you have a number of stun points equa to your Congitution. Every leve
theregfter, you gain anumber of stun points equa to your Con bonus (minimum 1).

Effects of Damage
Damage doesn't dow you down until your stun points reach O.

At 0 stun points, you are stunned until you have at least 1 stun point. A stunned character

loses his entire Dexterity bonus and cannot take actions. If you take any further damage, you keep
subtracting the damage from your tota, which will result in negative stun points.

Unconscious (-1 or less stun points)

Immediatdy after your stun point tota goes negative, you must make a Fortitude saving
throw againg DC 10 + your stun point totd made postive (if you have -3 stun points, the DC is
13, a -6 the DC is 16, and so on). Success means you are ill stunned, but failure means you go
unconscious. Immediately afteewards make another Fortitude saving throw againg the same DC.
If you fail, your highest score among Strength, Dexterity, or Condtitution suffers 1 point of

temporary ability score damage. If two or dl three of these scores are equd, the damage is dedt in
order of thelist above.

Recovery

A character recovers 1 stun point per point of his Conditution bonus (minimum 1) per
minute of rest. You can engage in light, non-strenuous activity, but any combat prevents you from
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recovering stun points during that minute. There are dso other ways of recovering stun points
faster.

Giving a character food or drink, if they make the Fortitude saving throw againgt DC 15,
givesthe character 1d6 stun points.

A trained heder can restore 1d6 stun points to a character per combat by using the First
Aid option of the First Aid skill. The DC for thischeck is 15.

Healing Limits
Y ou can never get back more stun points then you logt.

Nut Rush

This maneuver only affects mae characters. As a full-round action that aways provokes

an atack of opportunity, a character can make one atack to his opponent’s genitdia & a -4
pendlty. If he succeedsin hitting, his opponent is stunned for 1 round. Damage dedlt is doubled.

Special Weapon Effects
Some weapons, such as paintball guns, have additiona options you can usein combet.
Autcfire

You may dtempt two extra atacks per round with a wegpon that has autofire. The extra

attacks are at your highest base attack bonus, but each attack (the extra ones and the norma ones)
auffersa -6 pendty. You must use afull attack to use autofire.

Multifire

You may atempt one extra attack per round with a wegpon that has the multifire
capability. The extra atack is a your highest base attack bonus, but each attack (the extra one and
norma ones) suffersa -4 pendty. You must use afull attack to use multifire.

Multiple Ranged Attacks

The table below caculates each attack bonus, with esch type of wegpon fire, with Rapid
Shot, with Multishot, and with both together. Use the character's base attack bonuses, then add
other modifiers (such asfor Dexterity) to the resuilt.

Multifire Weapon w/ Multifire Weapon w/ Multifire Weapon w/

Base Attack Bonus Multifire Weapon Rapid Shot Multishot Both Feats
+0 -4/-4 -6/-6/-6 -2/-2 -4/-41-4
+1 -3/-3 -5/-5/-5 -1/-1 -3/-3/-3
+2 -2/-2 -4/-4/-4 +0/+0 -2/-2/-2
+3 -1/-1 -3/-3/-3 +1/+1 -1/-1/-1
+4 +0/+0 -2/-2/-2 +2/+2 +0/+0/+0
+5 +1/+1 -1/-1/-1 +3/+3 +1/+1/+1
+6/+1 +2/+2/-3 +0/+0/+0/-5 +4/+4/-1 +2/+2/+2/-3
+7/+2 +3/+3/-2 +1/+1/+1/-4 +5/+5/+0 +3/+3/+3/-2
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+8/+3

+9/+4

+10/+5
+11/+6/+1
+12/+7/+2
+13/+8/+3
+14/+9/+4
+15/+10/+5
+16/+11/+6/+1
+17/+12/+7/+2
+18/+13/+8/+3
+19/+14/+9/+4
+20/+15/+10/+5

Base Attack Bonus

+0

+1

+2

+3

+4

+5

+6/+1
+7/+2
+8/+3
+9/+4
+10/+5
+11/+6/+1
+12/+7/+2
+13/+8/+3
+14/+9/+4
+15/+10/+5

+16/+11/+6/+1
+17/+12/+7/+2
+18/+13/+8/+3
+19/+14/+9/+4

+20/+15/+10/+5

Yoink!

+4/+4/-1
+5/+5/+0
+6/+6/+1
+7/+7/+2/-3
+8/+8/+3/-2
+9/+9/+4/-1
+10/+10/+5/+0
+11/+11/+6/+1
+12/+12/+7/+2/-3
+13/+13/+8/+3/-2
+14/+14/+9/+4/-1
+15/+15/+10/+5/+0
+16/+16/+11/+6/+1

Autofire Weapon

-6/-6/-6
-5/-5/-5
-4/-4/-4
-3/-3-/3
-2/-2/-2
-1/-1/-1
+0/+0/+0/-5
+1/+1/+1/-4
+2/+2/+2/-3
+3/+3/+3/-2
+4/+4/+4/-1
+5/+5/+5/+0/-5
+6/+6/+6/+1/-4
+7/+7/+7/+2/-3
+8/+8/+8/+3/-2
+9/+9/+9/+4/-1

+10/+10/+10/+5/+0/-5

+11/+11/+11/+6/+1/-4

+12/+12/+12/+7/+2/-3

+13/+13/+13/+8/+3/-2

+14/+14/+14/+9/+4/-1

+2/+2/+2/-3

+3/+3/+3/-2

+4/+4]+4/-1
+5/+5/+5/+0/-5
+6/+6/+6/+1/-4
+T7/+71+71+2/-3
+8/+8/+8/+3/-2
+9/+9/+9/+4/-1

+10/+10/+10/+5/+0/-5
+11/+11/+11/+6/+1/-4
+12/+12/+12/+7/+2/-3
+13/+13/+13/+8/+3/-2
+14/+14/+14/+9/+4/-1

Autofire Weapon w/

Rapid Shot
-8/-8/-8/-8
-71-71-71-7
-6/-6/-6/-6
-5/-5/-5/-5
-4/-41-41-4
-3/-3/-3/-3
-21-21-21-21-7
-1/-1/-1/-1/-6
+0/+0/+0/+0/-5
+1/+1/+1/+1/-4
+2/+2/+2/+2/-3
+3/+3/+3/+3/-2/-7
+4/+4/+4/+4]-1/-6
+5/+5/+5/+5/+0/-5
+6/+6/+6/+6/+1/-4
+T+TI+71+7/+2/-3

+8/+8/+8/+8/+3/-2/-7

+9/+9/+9/+9/+4/-1/-6

+10/+10/+10/+10/+5/+0/-

5

+11/+11/+11/+11/+6/+1/-

4

+12/+12/+12/+12/+7/+2/-

3
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+6/+6/+1
+71+7/+2
+8/+8/+3
+9/+9/+4/-1
+10/+10/+5/+0
+11/+11/+6/+1
+12/+12/+7/+2
+13/+13/+8/+3
+14/+14/+9/+4/-1
+15/+15/+10/+5/+0
+16/+16/+11/+6/+1
+17/+17/+12/+7/+2
+18/+18/+13/+8/+3

Autofire Weapon w/
Multishot

-4/-4]-4
-3/-3/-3
-2/-2/-2
-1/-1/-1
+0/+0/+0
+1/+1/+1
+2/+2/+2/-3
+3/+3/+3/-2
+4/+4/+4]-1
+5/+5/+5/+0
+6/+6/+6/+1
+71+7/+7/+2/-3
+8/+8/+8/+3/-2
+9/+9/+9/+4/-1
+10/+10/+10/+5/+0
+11/+11/+11/+6/+1

+12/+12/+12/+7/+2/-3

+13/+13/+13/+8/+3/-2

+14/+14/+14/+9/+4/-1

+15/+15/+15/+10/+6/+0

+16/+16/+16/+11/+7/+1

+4/+4/+4]-1
+5/+5/+5/+0
+6/+6/+6/+1
+7/+71+7/+2/-3
+8/+8/+8/+3/-2
+9/+9/+9/+4/-1
+10/+10/+10/+5/+0
+11/+11/+11/+6/+1
+12/+12/+12/+7/+2/-3
+13/+13/+13/+8/+3/-2
+14/+14/+14/+9/+4/-1
+15/+15/+15/+10/+5/+0
+16/+16/+16/+11/+6/+1

Autofire Weapon w/
Both Feats

-6/-6/-6/-6
-5/-5/-5/-5
-4/-4/-4/-4
-3/-3/-3/-3
-2/-2/-2/-2
-1/-1/-1/-1
+0/+0/+0/+0/-5
+1/+1/+1/+1/-4
+2/+2/+2/+2/-3
+3/+3/+3/+3/-2
+4/+4]+4]+4/-1
+5/+5/+5/+5/+0/-5
+6/+6/+6/+6/+1/-4
+7/+7/+7/+7/+2/-3
+8/+8/+8/+8/+3/-2
+9/+9/+9/+9/+4/-1

+10/+10/+10/+10/+5/+0/-
5

+11/+11/+11/+11/+6/+1/-
4

+12/+12/+12/+12/+7/+2/-
3

+13/+13/+13/+13/+8/+3/-
2

+14/+14/+14/+14/+9/+4/-
1

If an opponent is any condition where he does not receive his Dex bonus to Defense or is
unaware of what you are about to do, you can teke whatever he is holding in his hands by saying
"Yoink!". This maneuver is aways successful, but only applies to what your opponent is holding

in his hands.
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Chapter 8: Martial Arts

Kung fu kids can learn a variety of specid combat ahilities that amaze norma people.
Each ability is cdled a maneuver, which are divided into five ranks, rank one being the least
powerful and rank five being the most powerful. Which rank and when a character can choose a
manewver is determined by his level. In order to use a maneuwver, the character must say the name
of it before actudly doing it. The following maneuvers names do not need to be sad: Crane
Stance, Grace of the Crane Iron Pdm, Spring of the Tiger, Way of the Sneke Wuxia, Flying
Dragon Fig, Mantis Stance, One Hundred Eyes Ran of Heaven, Cobra Stance, Invincible Eagle

Claw, Step of the Crane, and Ultimate Stance. The name of each maneuver and what they do is
described below.

Rank 1 Maneuvers
Crane Stance: You receive a+2 dodge bonusto your Defense.

Grace of the Crane: You take no damage from fdls up to 20 feet and only haf damege
from fals higher then 20 fest.

[ron Palm: Y our base damage with an unarmed drikeis 1d6.

Speed of the Leopard: Make a Conditution check againg a DC of 18. If you succeed,
your speed isincreased by 10 feet for 1 round.

Spring of the Tiger: You receve a +4 dodge bonus againgt atacks of opportunity
caused when you move out of or within athreatened area.

Way of the Snake: Y ou do not suffer any pendties when fighting prone.
Wind in the Reeds. Asafree action, you may stand up from a prone position.

Wuxia: Y ou receive a+30 competence bonus to your Jump checks.

Rank 2 Maneuvers

Blood of the Dragon: Once per day, you may hed a number of stun points as if you had
rested for four hours.

Dance of the Golden Lotus Once per day for a number of rounds equa to your
Dexterity bonus, you gain an extra partid action.

Flying Dragon Fist: Your bae damage with an unarmed drike is 1d8. Prerequisite:
[ron PAm.

Mantis Stance: Y ou receive a+2 dodge bonus to your Defense.

Might of the Tiger: You ded double damage when driking objects. Prerequisite: Meta
Fist.

One Hundred Eyes. Opponents do not receive the norma +2 bonus to attack when
flanking you.
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Pounce of the Tiger: When making an overrun against an opponent, your opponent
cannot avoid you.

Rain of Heaven: You gan the Ambidexterity feat, even if you do not meet the
prerequisites.

Rank 3 Maneuvers

Cobra Stance: You receive a+2 dodge bonusto your Defense.

Figs of Fury: You can meke two extraunarmed drikes a your highest base attack
bonus per round, but with a -5 pendty to dl unarmed attacks during that round.
Prerequisite: Fire Fit.

Plum Blossom Fist: As a full round action, you can make a single unarmed drike with a
-4 penaty which deds double damege.

Ride the Wind: You can "fly" through the ar or run up wals by running redly quickly.
You can move up to double your speed in this fashion, once per day. This is a move
equivaent action.

Way of the Crab: You can deflect incoming ranged atacks Méake a Reflex saving
throw againgt DC 20. If you succeed, your opponent's ranged attack fails. The DC of this
check increeses by 10 if your opponent criticaly hits You can deflect a number of
ranged attacks equa to your Dexterity bonus, per round.

Rank 4 Maneuvers

Invincible Eagle Claw: Your base damage with an unarmed drike is 1d10. Prerequisite:
Flying Dragon Fist.

Poison the Spirit: Once per day, as a full round action, you can meke a sngle unarmed
srike which deds temporary Conditution damage. If your attack is successful, your
opponent must make a Fortitude saving throw againg DC 10 + damage dedt. If he fails,
he suffers 2 points of temporary Conditution damage, in addition to the damage dedt
normally by your unarmed strike.

Step of the Crane: The character's step is o light that he or she can wak, even run, on

water. This maneuwver dso dlows grass glide running on top of grass while never
touching the earth underneeth.

Torrent of Chi: As a full round action, you may make a single atack which srikes an
opponent up to 60 feet awvay with a ranged attack that deds 1d12 damage. You may only
use this once per day.

Whirlwind Strikee You gain the feat Whirlwind Attack, even if you do not meet the
prerequisites.
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Rank 5 Maneuvers

Breath Stealing: You may declare one srike to hed you a number of stun points equa
to the damage you dedl. Y ou may only use this maneuver once per day.

Five Elements Fist: As a full round action, you can make a sngle unarmed drike with a
-8 penalty which dedstriple damege.

Miracle Paim: You may hed someone a number of stun points equa to your leve, once
per day.

Scorpion's Sting: As a full round action, you can sun an opponent with a sngle
unarmed strike for 1d3+1 rounds with a -8 penalty to your attack.

Ultimate Stance: Y ou receive a+2 dodge bonusto your Defense.
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Chapter 9: Prestige Classes

Wheress the core dasses encompass broad aress of interest, prestige cdasses narrow
down and represent specific niches in mal society. After ganing 0 much experience and
fulfilling certain prerequistes, a character has the option of ganing levels in a predige cless. The
following presige classes are avalable for characters: the Disreputor, the Dungeon Mader, the

133+ GAM3r, the Mdevolent Magter of the Nut Graf, the Mdl Samura, the Mastermind, the
Mime, the P.O.T.W.E.N.I.S,, the Slurpee Magter, and the Teen Witch.

Disreputor

There are those who like to sow the seeds of chaos Some who cut with their tongue,
shaper then any ginsu knife could ever hope to be They discredit any who dare cross them,

operating with sinister intentions. People can tak, but reputations fal before the disreputor. With a
forked tongue, he can ruin people.

Disreputors often work aone, as they cannot even trust their own kind. Working solitary,
they pursue vendettas, avenge inaults, and even work on commission. Nothing is too low for the
disreputor, who will say anything that hurts, to get back at someone.

Requirements
To qualify to become adisreputor (DIS), acharacter must fulfill dl the following criteria

Bluff: 8 ranks
Gather Information: 8 ranks
Intimidate: 5 ranks

Uncoolness; 10+
Feats, Persuasive, Sixth Sense

ot BmAfa Rl W g
1st +0 +0 +2 +1  Soll hisgood name
2nd +1 +0 +3 +2  Blackmal +2
3rd +2 +1 +3 +2 | know something you don't +2
4th +3 +1 +4 +2 Blackmall +4, harassing
5th +3 +1 +4 +3 | know something you don't +4
6th +4 +2 +5 +3  Blackmal +6
7th +5 +2 +5 +4 Iplr(oxm Omnet HigEleR e
8th +6/+1 +2 +6 +4  Blackmal +8
9th +6/+1 +3 +6 +4 | know something you don't +8
10th +7/+2 +3 +7 +5 Blackmail +10, thrall
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Class SKills

Skill Key Ability Skill Key Ability
Bluff Cha Hobby* Int
Craft Int Intimidate Cha
Disguise Cha Listen Wis
Drive* Dex Professon Wis
Forgery Int Sense Motive Wis
Geather Information Cha Spot Wis
Hide Dex

*New skill(s) described in the skill section
kill Pointsat Each Leve: 4 + Int modifier

Soil his good name: By letting loose hurtful rumors, the disreputor can cause someone
to gain Uncoolness points. He must make a Bluff check againg DC 10 + the opponent's charisma
mod + his Coolness score. If the disreputor succeeds, he causes the victim to gan 1d3 + his
charisma bonus in Uncoolness points. This ability can only be used againg a certain target once
per month, and only once per week. Using this ability earns an Uncool ness point.

Blackmail: Beginning a 2nd leve, a diseputor gains a +2 competence bonus on Bluff
checks. Thishonusincreases by +2 every 2 levels thereafter (4th, 6th, 8th, and 10th).

| know something you don't: Beginning a 3rd levd, a diseputor gans a +2
competence bonus on Gather Information checks. This bonus increeses by +2 every 2 leves
thereafter (5th, 7th, and 9th).

Harassing: By taunting a foe during combat, you can make him atack you excdusively.
He will focus completely on you and ignore any other opponents, attacking you any way he can.
Your opponent is alowed a Will saving throw to resst. The DC for the check @pends on your
Bluff check:

Result DC Result DC

15 10 21-25 21
6-10 12 26-30 25
11-15 15 31-35 29
16-20 17 36+ 32

Provocation: By reveding information that your opponent wishes to keep secret, you
can demand a favor from him. This ability can only be used effectivdly once per week, and not
from the same person in a one month span. In order to use this, the disreputor first has to make a
Gaher Information check againg DC 30. If he succeeds, he can designate any person whom he
wants the favor from. F the target does not wish to do the favor, he loses a number of points equa
to hislevel from his highest reputation score.

Thrall: At 10th levd, the disreputor can gain a lackey bound to him until adulthood (age
21). This lackey is under the totd command of the disreputor because the disreputor has found a
secret 0 painful the lackey dares not go againg him. The disreputor must succeed a a Bluff check
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againg DC 20 + the opponent's charisma mod + his Coolness score. If the check fails, he may try
agin in a week. A disreputor can only have one lackey a any time. If the opponent does not wish

to become a lackey, he loses al his Coolness points. Using this ability earns the disreputor one
Uncool ness point.

Dungeon M aster

In the myserious and dangerous world of role-playing, there are dungeon mesters, and
there are Dungeon Magters. Everybody has met one a leest once - the sort of game master who's
*adways*® in character, who describes himsdf in terms of "dass' and "levd”, who dmost seems to
believethat lifeitsdlf isone big game... and maybe, just maybe, he's*right*.

The true Dungeon Magter understands how the rules of role playing games act and
interact s0 well, he begins to see smilar guiddines and interactions in redity itsef - begins to see
what's behind the GM screen of the Cosmic Dungeon Magter, as it were. The Player's Handbook
for "Red Life, 1 Edition” is a his fingertips. And like any good DM, once he *knows* the rules,
he messes with them unmercifully.

Requirements
To qudify to become a dungeon master (DNM), a character must fulfill dl thefollowing criteria.

Knowledge (Dungeons & Dragons): 12 ranks

Hobby (Dungeon Mastering): 12 ranks

Feats: Inscrutable, Iron Stomach

Special: Must have a collection of gaming-rdaed materid (books, miniatures, etc) worth at least
$500

Base Attack Fort Ref Will .
Levd Bonus Save Save Save Specidl
1t +0 +1 +0 +2 Eall\lf spet 1/day, | know the score, talk the
2nd +1 +2 +0 +3 Getin character +2
3rd +2 +2 +1 +3 DM's pet 2/day, fudge the dice 1/day
4th +3 +2 +1 +4  Getincharecter +4
5th +3 +3 +1 +4  DM'spet 3/day, fudge the dice 2/day
6th +4 +3 +2 +5 Get in character +6
7th +5 +4 +2 +5 DM's pet 4/day, fudge the dice 3/day
8th +6/+1 +4 +2 +6 Because | said so 1/day
9th +6/+1 +4 +3 +6 House rule 1/day, fudge the dice 4/day
Because | said 0 2/day, hés* my*
10th +7/+2 +5 +3 +7 character Uday
Class Skills
Skill Key Ability Skill Key Ability
Bluff Cha Geather Information Cha
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Craft Int Hobby* Int
Diplomecy Cha Knowledge Int
Disguise Cha Profession Wis
Drive* Dex Sense Motive Wis
Entertain Cha

*New skill(s) described in the skill section
ill Pointsat Each Leve: 4 + Int modifier

DM's Pet: A Dungeon Master may designate ancther character as the "DM's Pet". This
character receives a +1 resigance bonus to Defense and to dl saving throws. This effect lasts for
oneminute.

I Know the Score: The Dungeon Master (the *character*, not the player) knows his own
game datistics, with the exception of Reputation scores. This has no in-game effect, but can be
used for roleplaying purposes, a Dungeon Master who casudly remarks "Dont sweat it, my
Reflex saveis+8" has not said anything out of character.

Tak the Talk: The Dungeon Mader gains Spesk Language (Dungeon-Speek) for free.
This language sounds like English, but is actudly a code comprised of indde jokes misgpplied
game terms, obscure references to Forgotten Redms novels and "you hed to be therés from
recent gaming sessons, anyone not intimately familiar with D&D culture will lose the thread of
the conversation in seconds.

Get in Character: The Dungeon Master may, by "getting into character”, gain the dated
bonus to Bluff and Disguise checks.

Fudge the Dice: The Dungeon Master may adjust any die roll he makes up or down by a
vaue equd to haf his Dungeon Magter level (rounded down).

Because | Said So (ak.a. Arbitrary Ruling): A dngle atack rall or saving throw mede
by any character the Dungeon Magter can see (other than the Dungeon Master himsdf) ether
automaticaly succeeds, or automaticdly fals, the die need not even be rolled. This ability can be
used in reaction to events around the Dungeon Master, and does not count as an action.

House Rule The Dungeon Master can temporaily impose a "house rule' on redity.
This dlows him to get away with something that "should' be impossble, or a least highly
improbable. In game terms, this ability dlows the Dungeon Magter to force any die roll tha
resulted in a detrimentd outcome within the past 1 round to be re rolled. If the result is different,
redity reshgpes itsdf to accommodate the new outcome - no one but the Dungeon Master notices
the difference. This ability may be combined with Because | Sad So or Fudge the Dice in this
case, it counts as one "use' of both abilities Using it is a sandard action, unless combined with

another ability, in which case it is a full-round action. Imposing a house rule is highly stressful,
and leaves the Dungeon Madter fatigued until he can rest and recover.

Hes *My* Character: The Dungeon megter temporarily “"borrows' some of the
godliness of his favored NPC. By fdling into character and *bdieving® the role, he gains 1d6
temporary stun points per Dungeon Mager level, a +2d4 Strength enhancement bonus a +2d4
Dexterity enhancement bonus, a +1 base attack bonus per two Dungeon Magter levels (which may
give him extra dtacks), and a +5 competence bonus on Fortitude saves. This effect lags for one
round per Dungeon Mader levd. If the Dungeon Mader is sunned, nauseated, humiliated, or
"bregks character”, the effect ends immediately; the player should thus define what is and is not in
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character for this "dter-ego” when his character gains this ability (al decisons are subject to GM
gpprovd, as adways). When the effect ends, it leaves the Dungeon Magter fatigued until he can ret
and recover.

Elite Gamer

There are some people who ae obsessve aout their first person shooters. Their
obsesson caries over into redity, sharpening their gun skills and dowly turning them into gun
widding meniacs

The dite dont let this happen. They have totd control over their trigger urges. The gun is
an extenson of ther am, just as a mouse and keyboard are. They are dite, cool and cdculating.

They spesk a language of their own. They ae the cream of the crop produced by the twentieth
century violent video game. They are the dite gamers.

Requirements
To qudify to become an dite gamer (GAM), acharacter mugt fullfill dl the following criteria

Base Attack Bonus: +6 or higher

Hobby (Hite Gamer): 9ranks
Feats. Combat Reflexes, Dodge, Mohility, Point Blank Shot, Spring Attack.

Levd BaseAttack Bonus Fort Save Ref Save Will Save Special

1st +1 +0 +2 +0 Ratfink +1d6
2nd +2 +0 +3 +0 Mad dash
3rd +3 +1 +3 +1
4th +4 +1 +4 +1 Faster you whoregun
5th +5 +1 +4 +1 Ratfink +2d6
6th +6/+1 +2 +5 +2 Crap!
7th +7/+2 +2 +5 +2
8th +8/+3 +2 +6 +2 Mad kills
9th +9/+4 +3 +6 +3 Ratfink +3d6
10th +10/+5 +3 +7 +3 All your base are mine
Class Skills
Skill Key Ability Skill Key Ability
Bluff Cha Hobby* Int
Craft Int Intimidate Cha
Demolitions* Int Listen Wis
Drive* Dex Profession Wis
Hide Dex Spot Wis

*New skill(s) described in the skill section
ill Pointsat Each Leve: 4 + Int modifier
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Camping bitch: At 14 leve, if an dite gamer can caich an opponent when he is unable
to defend himsdf effectively from his attack, he can drike a vitd spot for extra damege. Basicdly,
any time the dite gamer's target would be denied his Dexterity bonus to Defense (whether he
actudly has a bonus or not), or when the dite gamer flanks the target, the eite gamer's atack
dedls extra damage dice The extra damege dice is +1d6 a 14 levd and an additiond +1d6 every
four levelstheresfter.

Ranged attacks can only count as retfink attacks if the target is within 30 feet. The dite
gamer can't drike with deadly accuracy from beyond that range. The dite gamer mugt be adle to
see the target wdl enough to pick out a vital spot and mugt be able to reach a vitd spot. The dite
gamer cannot make the attack while gtriking atarget with conced ment.

Mad dash: At 2nd levd, the dite gamer adds +10 to his speed.

Faser you whore gun: At 4th leve, the dite gamer can reload ranged wegpons feder.
Move-equivdent reloads become free actions Standard action rdoads become move-equivaent.
Full round action reloads become standard actions.

Crap!: At 6th levd, the dite gamer gains crap. If exposed to any effect that normdly
dlows a character to dtempt a Reflex saving throw for haf damage he takes no damage with a
successful saving throw. Crap can only be used if the dite gamer iswearing no armor.

Mad skills: At 8th leve, the range that an dite gamer can make a ratfink atack doubles
to 60 feet.

All your base are mine The dite gamer gains the Improved Critica feat with a ranged

wegpon of his choice. If he dready has improved critical with that weapon, the threat range of the
wegpon increases by +2.

M alevolent Master of the Nut Gr af

The highest evil isthe cause to uphold itsideds. There are those who uphold thisidedl,
despiteit'srarity. These people, if they progress further, become endowed with special powers
from the maevolent power of the universe, the Nut Graf. These people seek to destroy order and
goodness. The grestest thingsin the universe are chaos and evil. It wasthe Maevolent Masters of
the Nut Grad who plunged the malls of Americainto anarchy; they now want to plunge it into evil.

Ever dncethe Axis Wars, the Maevolent Masters of the Nut Graf and the
P.O.T.W.EN.LS. havetaken alow profileingtead of taking an active role in the daily life of mall
joes. But the Maevolent Magters of the Nut Graf lie waiting, for the day when they will once
begin appear to the world, and show that they are not gone.

Requirements

To qualify to becomeamdevolent magter of the nut graf (MNG), acharacter must fulfill al the
following criteria

Uncoolness; 10+

Hide 6 ranks

Intimidate: 6 ranks

Knowledge (Nut Graf lore): 8 ranks

Move Silently: 6 ranks

Feats. Chosen of the Nut Graf, Path of Darkness
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Leve BaseAttack Bonus Fort Save Reflex Save Will Save Special

1st +0 +2 +0 +1 Sensethe WENIS
2nd +1 +3 +0 +2 Nut Graf blessing
3rd +2 +3 +1 +2

4th +3 +4 +1 +2 Hand of the Nut Graf
5th +3 +4 +1 +3 The shadows my home
6th +4 +5 +2 +3 Cold touch

7th +5 +5 +2 +4

8th +6/+1 +6 +2 +4 Floating spirit

9th +6/+1 +6 +3 +4 Erase the past

10th +7/+2 +7 +3 +5 Impartial Face

Class Skills

Skill Key Ability Skill Key Ability

Bluff Cha Hobby* Int

Craft Int Intimidate Cha

Disguise Cha Knowledge Int

Drive* Dex Move Silently Dex

Hide Dex Professon Wis

*New sKkill(s) described in the skill section
ill Pointsat Each Leve: 4 + Int modifier

Code of conduct: If the maevolent master of the nut graf ever gains a point of Coolness,
he can no longer advance in the maevolent master of the nut graf class.

Sense the WENIS: The madevolent master of the nut graf can sense anyone with a
specid ability, feat, or ill with the word WENIS in the name or digtinctly labded as a WENIS
power out to 60 feet. Using this ability isafree action.

Nut graf blessing: The maevolent master of the nut graf may add his Charisma bonus as
abonusto his saving throws.

Hand of the nut graf: The mdevolent master of the nut graf can tdekineticdly lift an
object of up to twice his Wisdom bonusin pounds as a standard action.

The shadows my home: If the maevolent megter of the nut graf is in an area of heavy
shadow, he cannot be detected visually.
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Cald touch: Once per day, the mdevolent master of the nut graf can drain the strength of
others. As a full round action, the character makes a meee touch attack and if he succeeds he

deds a number of temporary points of Strength damage to his opponent equa to hdf the
characters|evelsin malevolent master of the nut graf.

Floating spirit: Once per day, the mdevolent master of the nut graf can separate his
spirit from his body. The character becomes an incorpored spirit for up to 10 minutes per level of
maevolent magter of the nut graf. Incorporeal crestures can only be harmed by other incorporea
cregiures, they can move in any direction a will, the physicd attacks of incorpored ignore
material armor, they can pass through and operate in water as eedily as they do in air, they cannot
fdl or suffer faling damage, they cannot be tripped or grappled, they have no weight, they do not
have footprints, they have no scent, and make noise only if they want to.

Erase the past: When a mdevolent meder of the nut graf reeches 9th leve, he has the
option of removing al of his Coolness points. If he chooses to, the DC to gain a point of Coolness
rases by +2 and he loses al Coolness points. If he chooses not to, he loses dl the bendfits of the
pretige class and the feat Chosen of the Nut Graf, and may not advance to 10th levd of
mdevolent master of the nut gref.

Impartial face The nut graf protects the maevolent magter of the nut graf from being

noticed. Whenever the character feds it beneficid, he may switch his Uncoolness and Neutrdity
scores a will.

Mall Samurai

For some, the diplomatic way of the ultimate mall citizen is seen as the best way to
achieve hgppiness for everyone. Everyone loves a person who is essy to get dong with and is
generdly non-violent. However, there are those who fed a martia approach is best. Honor is
something that should never be discarded, and they follow a code of honor down to the last
second.

The mal samurai is one who is honorable, martia, and loya. willing to fight to the bitter
end. He is the greatest fighter againgt uncoolness, standing shoulder to shoulder with the ultimate
mall citizen. Supported by a myserious patron, they go on and on in a tirdess effort to vanquish
the uncool.

Requirements
To qudify to become amal samurai (SAM), acharacter mugt fulfill al the following criteria

Coolness: 12+

Base Attack Bonus. 6+

Feats. Cleave, Power Attack, Wegpon Focus (hockey stick), Weapon Specidization (hockey
gick).

Special: Must seek apatron who iswilling to teach the character and supply him with equipment.

Levd BaseAttack Bonus Fort Save Reflex Save Will Save Special

1st +1 +2 +0 +0 Improved wesgpon focus

2nd +2 +3 +0 +0 Improved wegpon specialization
3rd +3 +3 +1 +1

4th +4 +4 +1 +1 Great Cleave
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5th
6th
7th
8th
9th
10th

Skill
Craft
Drive*
Hobby*

+5 +4
+6/+1 +5
+7/+2 +5
+8/+3 +6
+9/+4 +6
+10/+5 +7
Class SKills
Key Ability Skill
Int Listen
Dex Profession
Int Spot
Tumble

Intimidate Cha

Jump

Str

+1
+2
+2
+2
+3
+3

Key Ability

*New sKill(s) described in the skill section
Skill Pointsa Each Leve: 2 + Int modifier

+1
+2
+2
+2
+3
+3
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Throw anything
Find grike

Sticks of fury

Code of Conduct: Mal samurai's adhere to a pecific code, which isasfollows:

Themall samurai is obedient to his patron.

Themall samurai hasthe right to protest against bad judgment or orders from his patron.
Themall samurai isready to fight at the drop of ahat.

Thereisno falure, only success or dishonor.

Dishonor of one's patron is dishonor to the mall samurai.
All dehts, of honor or vengeance, are repaid.

An enemy desarves no mercy.

Cowardiceis dishonorable.

If amall samurai ever disgraces his patron by gaining Uncoolness points though his own
actions, he cannot advance asamall samurai, and musgt forfeit al armor and wegpons given to him
by his patron.

Support: A mal samura's patron provides the armor and wegpons he needs, and the
mall samurai swearsto wear his patron’s armor and use his patron’ s weapon.

Improved weapon focus The mal samura receives a +2 bonus to his atack rolls with
hockey sticks (this bonus supercedes the wesgpon focus bonus).

Improved weapon specialization: The mal samura receives a +4 bonus to his damege
rollswith hockey sticks (this bonus supercedes the wegpon specialization bonus).

Great cleave: Themal samurai recaivesthe Great Cleave feet for free.

Throw anything: A mdl samura can use any object 5 pounds or under as a ranged

wegpon. Mediumsize objects ded 104 damage, and dtege the damage from there based on dze
Theitems thrown have arange increment of 5' and threaten on anaturd 20.
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Final strike: Once per day, as a full round action, the mal samurai may make one attack
that deds extra damage. He mugt declare before the dice are ralled. If he succeeds in attacking, he
dedls bonus dameage equd to twice hislevelsin hismal samura class.

Sticks of fury: Once per week, as a full round action, the mal samura can move in a
draight line and atack dl in proximity to him. The mal samura moves hdf his speed in a draight
line. During this time, opponents do not get attacks of opportunity againgt the mal samurai. For
every opponent the mal samura is within 5 feet of, he gets to atack him usng his highest base
attack bonus, but only one attack per opponent.

M aster mind

The cregtive streek of genius runs in very few people. Those who do possess this intellect
are blessed, operating on a plane of intdligence we could only dream of. Their thought processes
are quick, their wits are sharp, and the breadth of their knowledge is deeper then any ocean.

Then there are those who fal short of a true genius, but come close. These people aren't
born with the mind, they worked hard to get there. Ther inventive capabilities are uncontestable.
They eventudly fdl into one of two groups the benevolent inventors benefiting mankind, or the
maevolent inventors tormenting mankind, trying to teke over the world. These people are the
masterminds.

Requirements
To qudify to become amagtermind (MAS), a character must fulfill dl the following criteria

Craft (computers): 10 ranks

Craft (electronics) or Demoalitions: 10 ranks
Computer Use: 10 ranks

Disable Device: 10 ranks

Knowledge (computers): 10 ranks
Knowledge (science): 10 ranks

Knowledge (scholar): 10 ranks

Feats. Fameor Infamy

Levd BaseAttack Bonus Fort Save Ref Save Will Save Special

1st +0 +0 +1 +2 Genius, superfluous knowledge +2
2nd +1 +0 +2 +3 Gadgetry

3rd +2 +1 +2 +3 Superfluous knowledge +4

4th +3 +1 +2 +4 Reputation

5th +3 +1 +3 +4 Superfluous knowledge +6

6th +4 +2 +3 +5 Improved gadgetry, reputation

7th +5 +2 +4 +5 Superfluous knowledge +8

8th +6/+1 +2 +4 +6 Reputation

9th +6/+1 +3 +4 +6 Superfluous knowledge +10

10th +7/+2 +3 +5 +7 Impressive gadgetry, reputetion
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Class SKills
Skill Key Ability Skill Key Ability
Computer Use* Int Drive* Dex
Craft Int Hobby* Int
Demoalitions* Int Knowledge Int
Diplomacy Cha Professon Wis
Disable Device Int Repair* Int

*New skill(s) described in the skill section
Skill Points at Each Levd: 2 + Int modifier

Genius: At 1¢ levd, the mastermind gains an inherent bonus to his Inteligence equa to
hislevelsin Mastermind.

Superfluous Knowledge: At 1 leve the mastermind gains a +2 competency bonus on

his Craft (computer) and ether his Craft (electronics) or Demdlitions skills. At 3rd leve, this
bonusis+4. At 5th levd, +6. At 7th level, +8. At 9th level, +10.

Gadgetry: At 2nd leve, the mastermind can cregte any eectronic or computer item of
gndl sze or smdler, tha he wishes. This ability requires totd GM supervison. However, these
items have aflat out 10% chance of working incorrectly every timethey are used.

Reputation: At 4th leve and every 2 levels theresfter, the mastermind may add 2 points
to either his Coolness or Uncoolness score,

Improved Gadgery: At 6th leve, the mastermind may now create items of up to
medium size using his Gadgetry ability.

Impressive Gadgetry: At 10th leve, the mastermind may now cregte items of up to
large sze using his Gadgetry ability.

Mime

If there was an ever more downtrodden, insulted, and plain depressing lot, it would have
to be the Mimes. Dressng in monotone colors, never spesking their minds, a the mercy of the
crowds, who wouldnt be depressed. These poor entertainers only have their hands and imaginary

boxes and ropes againgt an army of vegetable widdingangry teenagers.

Anyone can be a Mime, it's a known fact. But there are a few who the benevolent power
of the universe takes pity on. The WENIS sometimes grants the Mime extraordinary powers to
batle againg those who didike the Mime Although technicdly not associated with the
POTWENL.S, it is hard not to cdl them a branch, even if jugt plain odd. These Mimes do what
they can to help others in their postion, and confuse the enemies with their hand motions and
imaginary boxes and ropes.

Requirements

To qudify to become aMime (MIM), acharacter mugt fulfill dl the following criteria
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Coolness: 12+

Bluff: 6 ranks

Diplomacy: 6 ranks

Entertain (mime): 10 ranks

Feats Acrobatic, Chosen of the WENIS, Inscrutable.

Levd BassAttack Bonus Fort Save Ref Save Will Save Special

1st +0 +0 +2 +1 Hypnotic hands 1/day
2nd +1 +0 +3 +2 Nest trick
3rd +2 +1 +3 +2 Hypnotic hands 2/day
4th +3 +1 +4 +2 A little for mysdf
5th +3 +1 +4 +3 Hypnotic hands 3/day
6th +4 +2 +5 +3 Ropetrick
7th +5 +2 +5 +4 Hypnotic hands 4/day
8th +6/+1 +2 +6 +4 Look, it'sabird
9th +6/+1 +3 +6 +4 Hypnotic hands 5/day
10th +7/+2 +3 +7 +5 I'm boxed in!!!
Class SKills

Skill Key Ability Skill Key Ability

Baance Dex Escape Artist Dex

Bluff Cha Hobby* Int

Climb Str Jump Str

Concentration Con Pick Pockets Dex

Craft Int Profession Wis

Diplomecy Cha Soesk Languege None

Drive* Dex Tumble Dex

Entertain® Cha

*New sKill(s) described in the skill section
ill Pointsat Each Leve: 6 + Int modifier

Code of conduct: If the mime ever gains a point of Uncoolness through his own actions,
he can no longer advance in the mime cdlass. In addition, the character is unable to spesk ever
again. He absolutdly cannot spesk, even if he so wanted to.

Hypnotic hands: A mime can hypnotize a nunber of subjects equa to his levels in his
Mime pregtige class, for a number of rounds equa to his Charisma bonus. All those affected must

meke a Will saving throw againg DC 10 + the character's levels in mime + his Charisma modifier,
or be stunned. The mime can do this anumber of times per day asindicated above.

Neat trick: Once per day, and only once againg any foe, the mime can keep an opponent
flat-footed. If an opponent is flat-footed when it is the mimes turn during combat, he can do a
smal trick. The opponent must make a Will saving throw againg DC 12 + the character's levels in
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mime + his Charisma modifier. If the opponent fals his saving throw, he is fla-footed for an
additiona round.

A little for myself: By usng the WENIS as a form of €ekiness, the mime can perform
his Pick Pockets ill a a range of 30 fest. Working a a distance increases the normd DC by 5,

and the mime cannot teke 10 on the check. Any object sO manipulated must weight 5 pounds or
less

The mime can only use this ability once per day. He can only utilize this ability if he has
at least 1 rank in his Pick Pockets Kill.

Rope trick: By usng the WENIS as a form of teekiness, the mime can float in the air,
but only if he makes the motions as if he were climbing a rope. He can only use this ability once
per day, and may only move up or down, not side to side. He may scde a number of feet equa to
hislevelsin mime multiplied by 10. This ability lasts aslong as the mime concentrates.

Look, it's a hird: The mime gans extreordinary jumping ability. He receves a +30
competence bonus on al Jump checks.

I'm boxed inl!l: The ultimate mime &bility utilizes the WENIS to form a barier dl
around the mime. The mime is treated as if he had full cover on dl sdes above and bdow him.
The bariers giving him cover are invishle, and cannot be noticed without a Spot check (DC 30).
Opponents who run into the barier suffer 2d6 points of damage. This barier lasts as long as the
mime concentrates. This ability can only be used once per day.

P.O.T.W.E.N.I.S.

Born from necessity came the good force of the universe. Locked in congtant battle over
animd, men, and world, these two forces conflict for dominance. Some say the road of goodness
is long and fruitless. Some say it is a sraight jacket one adways has to wear. Some are just too lazy
to uphold such anided. Some, are stronger then this.

The POTW.EN.LS. (Protectors of the Weekly Edsimated Net Invesment Stock) seek
to uphold good and order. They wish to benefit dl men by protecting them from themsdves.

Using their powers, they benefit mankind by being the frontline againgt the evil of the Mdevolent
Masters of the Nut Gref.

Requirements
To qudify to becomeaP.O.T.W.EN.I.S. (POT), acharacter mugt fulfill al the following criteria

Coolness: 10+

Diplomacy: 8 ranks

Knowledge (WENISlore): 8 ranks
Sense Motive: 8 ranks

Feats. Chosen of the WENIS

Levd BaseAttack Bonus Fort Save Ref Save Will Save Special

1st +0 +1 +0 +2 Sensethe nut graf
2nd +1 +2 +0 +3 WENISblessng
3rd +2 +2 +1 +3 Hand of the WENIS
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4th +3 +2 +1 +4
5th +3 +3 +1 +4 Shield of the WENIS
6th +4 +3 +2 +5 Floating spirit
7th +5 +4 +2 +5 Fist of the WENIS
8th +6/+1 +4 +2 +6
9th +6/+1 +4 +3 +6 Erase the past
10th +7/+2 +5 +3 +7 Disassemble the universe
Class SKills
Skill Key Ability Skill Key Ability
Craft Int Hobby* Int
Diplomacy Cha Knowledge Int
Disguise Cha Profession Wis
Drive* Dex Sense Moative Wis
First Aid Wis

*New skill(s) described in the skill section
ill Pointsa Each Leve: 2 + Int modifier

Code of conduct: If the PO.TW.EN.LS. ever gains a point of Uncoolness through his
own actions, he can no longer advanceinthe PO.T.W.ENN.L.S. class.

Sense the nut graf: The PO.T.W.EN.LS can sense anyone with a specid ability, fest,
or skill with the word nut graf in the name or distinctly labeled as a nut graf power out to 60 fest.
Using this ability isafree action.

WENIS blessing: A POTW.EN.LS. applies his Charisma modifier (if postive) as a
bonusto dl saving throws. If the character is an ultimate mal citizen, these two abilities sack.

Hand of the WENIS The POTW.EN.LS can teekineticdly lift an object of up to
twice his Wisdom bonus in pounds as a standard action.

Shield of the WENIS: As a dandard action, the PO.T.W.EN.L.S. can summon the
WENIS to give himsef a +4 WENIS bonus to his Defense once per day. This bonus last a number
of minutes equal to the levelsthe character hasin hisP.O.T.W.EN.I.S. class.

Fis of the WENIS. The PO.TW.EN.L.S. is ale to make a ranged touch attack once
per day with a maximum range of 60 feet. Agangt people who have a feat, <kill, or specid ability
with the name Nut Graf in the name or denoted as a Nut Graf power, this ability does 1d6 points
of damage. Againg amaevolent master of the nut graf, this ability dedls 2d6 damage.

Floating spirit: Once per day, the PO.TW.EN.LS. can separate his spirit from his
body. The character becomes an incorpored spirit for up to 10 minutes per leve of
POTW.ENL.LS. Incorporead crestures can only be harmed by other incorporea cregtures, they
can move in any direction a will, the physica attacks of incorpored ignore materid amor, they
can pass through and operate in water as easily as they do in air, they cannot fal or suffer faling
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damage, they cannot be tripped or grappled, they have no weight, they do not have footprints, they
have no scent, and make noise only if they want to.

Erae the past: When a POTW.EN.LS. reaches 9th levd, he has the option of
removing al of his Uncoolness points. If he chooses to, the DC to gain a point of Uncoolness
raises by +2 and he loses dl Uncoolness points. If he chooses not to, he loses al the benefits of the
presige dass and the feat Chosen of the WENIS and may not advance to 10th leve of
POTWEN.LS

Disassemble the universe: The PO.TW.EN.L.S. can cregte a zone of null power that
Nut Graf or WENIS powers cannot work. By performing a full-round action, he creates a 60-foot
radius zone that is centered on him. In this zone, no one can use or gain benefit from any specid
ability, feet, or <ill that has Nut Graf or WENIS in the name or is denoted as a Nut Graf or
WENIS power. This zone lastsfor 10 minutes per level of the P.O.T.W.E.N.I.S. class.

Slurpee Master

There are those who know everything; or say they would know everything. They give al
the credit to a frozen fruity concoction known as the durpee. Some do not see the miraculous
powers that it gives some people The bran freezings and icy goodness combine to turn an
ordinary freak into a storehouse of knowledge.

The durpee magter is one who uses the powers of the durpee to his advantage. This
mydticd drink combined with his unique brain chemicals give him various &bilities of knowledge.

He learns secrets to things, like a Zen magter. He is a the center of the mall, where people st
around to listen to his unique wisdom.

Requirements
To qudify to become adurpee master (SLP), acharacter must fulfill dl the following criteria

Type Fresk

Mental Disadvantage: Addiction (durpees)
2 Knowledge Skills (Any): 8ranks

Feats. SKill empheds (any knowledge skill)

Levd BaseAttack Bonus Fort Save Reflex Save Will Save Special

1st +0 +0 +1 +2 Drink of the gods, secret
2nd +1 +0 +2 +3 Lore

3rd +2 +1 +2 +3 Secret

4th +3 +1 +2 +4 Intoxicating drink

5th +3 +1 +3 +4 Seoret

6th +4 +2 +3 +5 Brain enhancer

7th +5 +2 +4 +5 Secret

8th +6/+1 +2 +4 +6 Stomeach fortifying

9th +6/+1 +3 +4 +6 Secret

10th +7/+2 +3 +5 +7 Wired drink
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Class SKills
Skill Key Ability Skill Key Ability
Creft Int Knowledge Int
Diplomacy Cha Ligen Wis
Drive* Dex Professon Wis
Gather Information Cha Search Int
Hobby* Int Sense Motive Wis

*New skill(s) described in the skill section
ill Pointsat Each Leve: 4 + Int modifier

Drink of the gods: For the purposes of determining how many times per day the durpee
master can drink or eat to hea himsdf, treat his Conditution score as if it were 4 points higher.
Anytime adurpee master drinks adurpeeto heal himself, multiply the result by 2.

Secret: In their free time of contemplating, durpee masters sumble upon al sorts of
applicable knowledge and secrets. At 1st levdl and every two levels theresfter, the durpee master
chooses one secret from the table below. His leve plus Wisdom modifier determines which
secrets he can choose. He can't choose the same secret twice,

Leved +
Wis Secret Effect
M odifier
1 Instant mastery 4 ranks of askill in which the character hasno
ranks
2 Secret hedth +3 stun points
3 Secrets of inner strength +1 bonusto Will saves
4 Thelore of true gamina +1 bonusto Fortitude saves
Secret knowledge of

5 avoid +1 bonusto Reflex saves
6 Wegpon trick +1 bonusto atack ralls
7 Dodge trick +1 dodge bonusto Defense
8 Applicable knowledge Any onefeat

Lore A durpee mader picks up a lot of stray knowledge while wandering the mdl and
ligening to peopl€s conversations. A durpee master may make a specid lore knowledge check
with a bonus equd to his level + his Inteligence modifier to see whether he knows some relevant
information about amost anything. The durpee master may not take 10 or take 20 on this check;
this sort of knowledge is essertidly random. The GM will determine the DC of the check by
referring to the table below.
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DC Typeof Knowledge Examples

Common, known by &t leest a substantia majority of o las e e e

10 . overcharging; common legends
theloca population. bout the WENIS
. The shady past of areformed punk
20 _Uncommon but available, known by only afew people who e an Ulimate Mall
inthearea o
Citizen
The higtory of afamily of a
25 Obscure, known by few, hard to come by. P.O.T.W.EN.LS, or amystery of
the Undermdll

Extremely obscure, known by very few, possibly
30 forgotten by most whom once knew it, possibly known
only by those who don't understand the significance.

Who the High Master of the WENIS
or Nut Gref is

Intoxicating drink: The durpee master can increase his Wisdom by drinking a durpee.
By sacrificing one of the times per day that he could normdly hed himsdf by eating or drinking,

he can increese his Wisdom by 1d4+2 points for a number of hours equa to hdf his levds in
durpee magter.

Brain enhancer: The durpee master can increase his Intelligence by drinking a durpee
By sacrificing one of the times per day that he could normaly hed himsdf by eating or drinking,

he can increase his inteligence by 1d4+2 points for a number of hours equa to hdf his levels in
durpee magter.

Stomach fortifying: The durpee mester can increese his Conditution by drinking a
durpee. By sacrificing one of the times per day tha he could normdly hea himsdf by edting or
drinking, he can increase his Conditution by 1d4+2 points for a number of hours equa to hdf his
levesin durpee mader.

Wired drink: The durpee master can increase his Dexterity by drinking a durpee. By
sacrificing one of the times per day that he could normdly hed himsdf by eating or drinking, he

can increase his Dexterity by 1d4+2 points for a number of hours equa to hdf his levels in durpee
magter.

Teen Witch

The Nut Grad and the WENIS are incredible powers to wield, indeed. Some may confuse
the results of these powers, with another force that exists in this universe. This third power, weak
in this time, has been aound longer then even the benevolent and maevolent powers that be.
Some sy it holds the universe together. Some say it is fictitious, being the relm of con atists
specidized in deight of hand. Some, know different.

The Teen Witch is one who has the ability to use the awvesome force known as magic.
Dormant in the past before and during the Axis wars, this force of the universe it growing stronger

eech day. They ponder over logt lore, gaining power in the process. Now, a new force to be
reckoned with, these mini-mages wander the malsin search of what they desire.

Requirements

To qudify to become ateen witch (WTC), acharacter must fulfill dl the following criteria
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K nowledge (occult): 8 ranks
Knowledge (scholar): 8 ranks

Scry: 4ranks

Spellcraft: 8ranks
Feats: Empathy
Special: Mugt join an organization which advocates and teaches the magicd arts.

Levd BaseAttack Bonus Fort Save Ref Save Will Save Special

1st +0 +1

2nd +1 +2

3rd +2 +2

4th +3 +2

5th +3 +3

6th +4 +3

7th +5 +4

8th +6/+1 +4

9th +6/+1 +4

10th +7/+2 +5

Class Skills

Skill Key Ability Skill
Concentration Con Hobby*
Craft Int Knowledge
Diplomacy Cha Professon
Disguise Cha Say
Drive* Dex
Handle Animal Cha Spdllcraft
Intimidate Cha

*New sKkill(s) described in the skill section
Skill Pointsat Each Leve: 6 + Int modifier

Sense Mative
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Spells Per Day
0o 1 2
+0 +2 Divination +1 1 - -
+0 +3 Blessed be 1/day 1 - -
+1 +3 Divination +2 2 0 -
+1 +4 Witch's bane 1/day 2 0 -
+1 +4 Divinaion +3 3 1 -
+2 +5 Blessed be 2/day 3 1 -
+2 +5 Divination +4 4 2 0
+2 +6 Witch's bane 2/day 4 2 0
+3 +6 Divination +5 58] i
+3 +7 Blessed be 3/day 5 3 1
Key Ability

Int

Int

Wis

Int

Wis

Int

Spells: A teen witch casts arcane spdls. He is limited to a cetain number of spels pe
day, according to his class level. A teen witch must prepare hey body to channd megicad energy
by getting a good nights deep and spending 1 hour meditating. Afterwards, he can cast any
combination of spels he knows of a level he can cast from his spdl book. For example, a 7th leve
teen witch can cast 4 Olevd spdls he knows, and 2 1st-levd spdls he knows. A teen witch may
use a higher-level dot to cest a lower-leve spdl if he so chooses For example, the same 7th leve
teen witch may use one of his 1st levd dots to instead cast a Olevd spel. A teen witch's
Charisma score determines the number of bonus spell dots he receives.

To learn or cast a spdl, a teen witch must have a Charisma score of a least 10 + the
sdl's levd. The Difficulty Class for saving throws againgt teen witch spdls is 10 + the spél's

leve + the teen witch's Charisma modifier.
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Divination: Beginning & 1< leve, a teen witch gains a +1 competence bonus on Scry
checks. Thisbonusincreases by +1 every 2 levels thereafter (3rd, 5th, 7th, and 9th).

Blessed be: At 2nd leve, the teen witch may bestow a blessing on a person once per day,
and may do so more times as indicated above. By saying a incantation and laying their hands on
the person in question, the subject receives a sacred bonus to dl atack rolls, saving throws, and
kill checks equd to the Charisma bonus of the teen witch (at a minimum of +1). This blessng
lasts 1 hour.

Witch's bane: At 4th levd, the teen witch may bestow a curse on a person once per day,
and may do so more times as indicated above. By saying a incantation, the subject receives a
profane pendty to dl atack rolls, saving throws, and skill checks equa to the Charisma bonus of
the teen witch (at aminimum of -1). This curselasts 1 hour.

Teen Witch Spell List

Teen witch's choose their spells from the following list:

O-level: Acne*, Arcane Mark, Daze, Foul Breath*, Gentle Breeze*, Ghost Sound, Guidance, Mage
Hand, Mending, Power Word: Hearing*, Power Word: Sight*, Pretidigitation, Sparking

Fingers®, Virtue

1st-level: Causes Fear, Charm Person, Command, Grope*, Hypnotism, Life Tap*, Little Death*,
Message, Obscuring Mist, Power Word: Create*, Power Word: Intimidate*, Scrying, Seep,
Vertriloguism.

2nd-level: Blindness/Desfness, Calm Emotions, Detect Thoughts, Enthral, Feline Form*, Filter*,
Levitate, Locate Object, Minor Image, Suggestion, Scare, Spesk With Animas, Whispering Wind,
Zone of Truth.

*Thisisanew . See Chapter 10: Magic for detalls.
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Chapter 10: Magic

Magic is optiond in the world of Mdls & Morons. However, if you do choose to alow
it, you will need the details of certain spels possessed by magic-widding dasses. The following
sdls ae new: Acne, Fdine Form, Filter, Foul bresth, Gentle Breeze, Grope, Life Tap, Little
Deeth, Power Word: Create, Power Word: Hearing, Power Word: Intimidate, Power Word: Sight,

and Sparking Fingers.
Acne
Transmutation
Leved Teen Witch 0
Components V,S
Cagting Time laction
Ran Close (25 ft. + 5ft./2

%€ levels)
Target 1 person

. Permanent (until
Durat T i
uration popped")

Saving Throw Fortitude negates
Spell
Resistance Ve

A lage pimple forms on the body of the
target (exact location determined by the
cader). The taget is humiliated until the
pimple is removed, for it is a lage and
disgusting pimple.

Feline Form

Transmutation

Leve Teen Witch 2
Components V,S

Cagting Time 1 full round
Range Persondl
Target You
Duration 10 minutes per leve (D)
Saving Throw None

Spell Resistance No

You transform into a smal housecat for the
duration of the spdl. As a cat, you till keep

some of your physica characterigtics, such
as har and eye color. While in the form of a

ca, your eguipment merges with your new
form and is inert for the duration. As a cat,
you will be unadble to cast Sdls
Trandforming back into your normd form is
afreeaction.

In ca form, you retain your Inteligence,
Wisdom, Charisma, base atack bonus,
sills, feats, and saving throws. You must
modify your stun points to accommodate
your new sze and Conditution score. Your
speed becomes 30 feet per round, if it waan't
dready. Your Strength, Dexterity, and
Condiitution become 3, 15, ad 10
respectively. Your only attacks are 2 claws
and 1 hite, which do 1d2 and 1d3 damage,
respectively. Your sze becomes Tiny; this
gives you +2 size bonus to your Defense and
attack rolls, but your initid stun points are
multipied by 3. You recdve a +4
competence bonus to your Hide and Move
Slently checks, and a +8 competence bonus
on Bdance checks Findly, you use your
Dexterity modifier for Climb checks instead
of your Strength modifier. You may use the
following sKkills if they are better then yours,
while in ca form: Baance +10, Climb +5,
Hide +17, Ligen +4, Move Slently +9, and
Spot +4.

Filter
Abjuration
Components V.M
Cagting Time laction
Range Touch

10-foot radius sphere
Effect or Area around creature touched
Duration 1 round/evel
Saving Throw Will (Harmless)
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Spell
Resistance e

This spdl crestes an invisble globe of
protection that filters out dl noxious
eements from poisonous vapors, therefore,
a creature protected by filter is unaffected by
noxious stenches or poison gas, or anything
dangerousintheair.

Materid components: A dtrand of spider
web ad a scrap  of cotton coth
goproximately oneinch square.

Foul Breath
Transmutation
Leve Teen Witch 0
Components V,S
Cagting Time laction
Range Close (25ft. + 5ft./2
levels)
Target 1 person
Duration 3rounds
Saving Throw Fortitude negates
Ressanc e

This dmple magicad trick causds a person
near the ceder to exude a foul smdl from

their mouth when they tak for 3 Rounds
afterwards.

The foul smdl can have foul effects on any
Charisma  based il checks (-2
crcumgance pendty to Bluff, Diplomecy,
Intimidate and dmilar  skillsy The target
cannot smell their gink and has no idea that
meagic has thwarted their negotiations.

Gentle Breeze

Evocation

Leve Teen Witch 0
Components S
Cagting Time laction
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Close (25 ft. + 5t./2

RETEE levels)
Effect Smadl breeze of ar
Duration 1 minute/leved
Saving Throw None
Spell

Resistance .

This spdl crestes a smdl breeze within
range. It is useful to smply cool off. This
sodl cannot blow things away. It will not
move fog, mig, or afect awy flying
creatures larger than a fly. Likewise it will
not affect a conjured swarm of insects, but it
can be usd to gan temporay rdief from
normd flies, mosguitoes, and the like.

Grope

Evocation [Force]

Leve Teen Witch 1

Components V,S

Cagting Time laction

Range Close (|25 ft. + 5ft./2
evels)

Area Hand sized are within
range

Duration Instantaneous

Saving Throw Reflex negates

Ea G

The caster successfully gropes a target
within range. The target does not know what
has happened unless the cader blatantly
advertisss what he did The taget is
humiliated for 1 minute.

Life Tap

Necromancy

Leve Teen Witch 1
Components V,SM
Cagting Time laction
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Close (25 ft. + 5ft./2
Range

levels)
Effect Ray
Duration Instantaneous
Saving Throw None
Spell
Resistance Ve

This spdl creates a crackling black ray of
energy which acs from the caster to the
targeted cregiure, requiring a ranged touch
attack to strike. If druck the target suffers
1d4+1 points of damage. These points ae
tranferred to the cagter, and will hed

damage he has sudained, but will not bring
him above hisusud maximum SPtotd.

Materidl Component: A bit of powdered
bone.

Little Death
Necromancy
Leve Teen Witch 1
Components V,S
Cagting Time laction
Range Close (25ft. + 5ft./2
levels)
Target 1 person
Duration 3rounds
Saving Throw Fortitude Negates
Redance Ve

The target is assaulted by necromantic
energies that disrupt his nervous system.  If
the target fals his saing throw, he fdls
unconscious and cannot be roused for the
duration of the spell.

Power Word: Create

Conjuretion (Creetion)
Leved TeenWitch 1
Components \Y
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Cagting Time laction
Range 5feet

Effect Cregtesasmdll object
Duration 1 minute/level
Saving Throw None

Spell Resistance No

This spel dlows the caster to create a
temporary non-magica object worth up to
$25 in vadue and weighing 5 pounds or less.
For dl intents and purposes the object is red
while it lasts except it cannot be used for
meterid components for spells.

Power Word: Hearing

Transmutation

Leve Teen Witch 0
Components V
Cagting Time 1action
Range Persond
Target You
Duration 1 round
Saving Throw None (Harmless)
Spell Resistance No

This spdl heightens your sense of hearing,
giving you a +2 competence bonus on dl
Listen checks.

Power Word: Intimidate

Transmutation

Leved Teen Witch 1
Components \%
Cagting Time laction
Range Persond
Target You
Duration 1 round/level
Saving Throw None (Harmless)
Spell Resistance No
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This spdl makes you more imposng and
threstening, granting you a +4 competence
bonuson dl Intimidete checks.

Power Word: Sight

Transmutation

Leve Teen Witch 0
Components \%
Cagting Time 1laction
Range Persond
Target You
Duration 1 round

Saving Throw None (Harmless)
Spell Resistance No

This spdl heightens your sense of sght,
giving you a +2 competence bonus on dl
Spot checks.

Sparking Fingers

Evocation [Electricity]

Leve Teen Witch 0
Components \Y
Cagting Time 1action
Range 5feet
Effect Ray
Duration Instantaneous
Saving Throw None
Spell Resistance Yes

A smdl bolt of lightning flies from your
fingertips. To hit a target, maeke a ranged
touch atack. This bolt of lightning deds 1
point of damage. This bolt of lightning can
be usd to ignite smdl objects that ae
highly flammable
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Chapter 11: History

Being a game s in our contemporary world, the higory of the world can be read about
in any plain school history book. However, this is Mdls & Morons, and therefore, there are
specid events in hisory which have transpired, which need to be covered. These events evolve the
evolution of the powers known as the WENIS and the Nut Graf. These two powers add a flavor of
drangeness, but not so much that the flavor is ruined. The WENIS and the Nut Graf, anything to
do with them, is purely optional. An enjoyable game can il be had without these elements.

The Beginning of Time

Too far you say? Of course not! This is the time of the most important event. As the
world is sheping, the laws of the universe are being crested, and many unseen forces are being
born to our redity. From the primordid ooze of nothingness came the firs force of the universe
that could be classfied as pure evil, an unnamed force we now cal the Nut Graf. It is a non-
sentient force that clouded men and anima dike to do evil things eventualy becoming part of the
human soul. From this hostile invasion of the soul, a new force was born into redity, a force tha
could be classified as pue good, an unnamed force we now cdl the WENIS. It batled the Nut
Graf in the souls of humans and animds. Eventudly, the battle between these two forces came to a
ddemate. The fighting ceesed, and primitive man began to evolve, and developed free will, the
ability to choose one's path in his life. The iron mind of adults soon resisted these two forces, but
the clouded and confused minds of children and teenagers were 4ill susceptible Because of this,
these two forces thrived.

The Roman Imperium

Yes, even thus far back can we learn from the past. During this time, the Roman Empire
expanded and conquered dmost dl of Europe before succumbing to internd and  externd
dissgters. It was during this time thet the forces of the Nut Graf and the WENIS (caled
Adversarius and Bonus, respectively), were experimented with among the brightest teenagers in
the empire. As time passed, on the wars dragged on. The forces of the Nut Graf and the WENIS
began to manifest themselves in warriors and those who participated in the war. It was learned that
during a time of great emotion on a huge scde were adults conducive enough for the Nut Graf
and the WENI S to influence them.

TheMiddle Ages

During this time, Europe became a backwards land as learning was reduced to only the
cdergy. During this time, Nut Graf and WENIS dike were labded "magic’, and those who
practiced it were prosecuted and destroyed. This would hgppen later again during the Sdem Witch
Trids in the 1800's. Even though adults couldnt practice the Nut Graf or the WENIS, some
cdamed to be able to, and some even seemed like they fdt they could. The Nut Graf and the
WENIS manifesed itsdf gporadicaly among the child and teenage populace. Only by focusing
using age-old rituals, could they control their wild abilities. It's during this time that the orient
began developing a reputation for their mygtic abilities. It is from their great understanding of the
Nut Graf and the WENIS that left them better off then the Europeans. It is partly due to them that
accept would come later.
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TheWorld Wars

During this time, it was chaos. Many lives were logt, and it had seemed the whole world
was uprooted from its generd mood of tranquility, no metter how feigned it seem. During this
time, the Nut Graf had grest power over the people, and many atrocities were done. It was only
during the end of World Waer Il that the WENIS began to gain a foothold in defeating the Nut
Graf. At the end of the war, it was a Sademate between the two forces, as it had generdly been
before

Pre-AxisWars (circa 1945-1951 CE)

During this time, things had generally become peaceful. In 1948, the fird High Maders
were gppointed, and organizations dedicated to the Nut Graf and the WENIS were cregted. The
High Magters were individuads who could use the forces of the universe in ways people didnt
imagine possble before, due to tradition and fear of the unknown. The two High Magters, which
were best friends, began to accept the others force right to exigt in the world. It was during this
time that a golden age emerged between the Nut Graf and the WENIS, and knowledge of the two
forces was common enough. The followers were okay with each other, and the mdls of the world
were pleasant placesto visit. Life was good.

The AxisWars (circa 1951 - 1980 CE)

It was during this time that one of the largest and mogt subtle wars was fought: the axis
war. The name was coined by a PO.TW.EN.L.S. when he sad this one memorable quote, "It's as
if the axis of good and evil is alame with violence" The reason for the war was clear: the origina
High Masters logt their powers upon becoming adults, and the next people in line were not as good
friends as the old High Magters. The right to existence was ignored, and their followers began a
long and brutd war in the mdls of the world. Everywhere was conflict between the Maevolent
Madgers of the Nut Graf and the PO.TW.EN.I.S. It dmost seemed it would never end. Around
1980, many of the veterans of the war became adults, and logt their power and interest. The
number of new people to fill the ranks lessened at an astounding rete. People were tired of the war
and refused to take ddes. Eventudly, the number of ether Sde became a hand full, and the war
ended: agdemate.

Post AxisWars (circa 1980 - 2001 CE)

Today, the number of the Mdevolent Master of the Nut Graf and the P.O.T.W.ENN.L.S.
have increesed more then in the past. Today, these people have faded from sight and memory, to
the joy of the people. Because of this, the powers of the Nut Graf and the WENIS have damost
been forgotten; but not by those who use them. These two forces wait in the shadows, absorbing
the faithful into their fold, waiting for the day when they can once again see the light of the public
once more.
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Chapter 12: GM Section

Nothing is essy, egpecialy being the Game Magter of the evening. In this section, you
will find various topics aout Mdls & Morons that you may have or have not thought about, and
are discussed to hep you in aess concerning those topics. The topics discussed are Adults,
Amazing Items, Creatures of the Mall, Experience Points Awards, GM Advice, Hazards, High
Leve Characters, Mdl Creation, Multiple Types, Norms, and Stun Point and Size.

Adults

The whole point of Mdls & Morons is to role-play teenagers. However, the players will
meet people who are adults indead of teenagers. If the players keep playing until their characters
become age 21, then they begin the trandtion to become adults. After 1 month since the
character's 214t hirthday, he becomes an adult and gains the specid ahilities of being an adullt.

Adult Game Statigtics

Leved progression: Adults do not suffer the experience point pendty for gaining leves
abovelevd 20.

WENIS and Nut Graf immunity: Adults are not hamed nor gain benefit or otherwise
affected by any feat, skill, or speciad ability which has the word WENIS or Nut Graf in
it's name, or is denoted as being a WENIS or Nut Graf power. Anyone usng a WENIS or
Nut Graf power againgt an adult just doesn't work.

Amazing Items (Optional)

These items described below, are amazing and just plain cool! They ae dso extremey
unbadancing, and therefore PCs should not get a hold of them whasoever. Each amazing item
belongs to a celebrity, and they will useit congtantly and shamelesdy.

Frau Hutchinson'sYard Stick

This regular-looking yard messuring stick has specid  properties. The widlder  can
ingantly know the Intelligence score of anyone he sees, as a free action. Agangt
opponents with an Intelligence of 10 or higher, this yarddick is usdess. Againgt
opponents with an Intelligence of 9 or lower, the gick deds 10d10 damage, has a crit
range of 1520, and makes the opponent sing meaninglessdy for 1d4 rounds if they fal a
Will saving throw againg DC 30. Opponents who sing suffer a -2 pendty to al attack
rolls, skill checks, and saving throws. This item has no meaningful weight, and is smadl
sized. Anyone with an Inteligence of 9 or lower who tries to wield this item is
immediady atacked by it. In this Stuation, the yardstick has a base atack bonus of
+30/+25/+20/+15.

Gary Gygax's+1 Mace

This Mace is magicaly enchanted; it grants a +1 enhancement bonus to ettack rolls and
damage rdlls. It can be usad to drike incorporedl objects and cregtures. It is a normd
looking mace with a piked head. It weighs 6 pounds, is medium Sze, hes a crit range of
19-20, and does 10d6+1 damage.
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Judge Judy's Gavel

This smdl gave weighs one pound, scores a threst on a naturd 20, is smdl sized, and
does 10d4 damage per hit. Whoever holds this gave congtantly radiates an aura of fear in
a 30 feet radius centered on the widder. Those caught within the aura must make a Will
saving throw againg DC 15 + hdf the character's levels + his Charisma modifier or run
away in utter fear for 2d4 rounds.

Stephen Hawking's Wheelchair

This innocuous looking whedchair is actudly powerful. When stting in it and riding, it
grants the rider a speed of 60 feet per round. The rider cannot move fagter then 60 fest
per round. The whedchar dso dlows the rider to enjoy the benefits of the Improved
Dodge, Mohility, and Spring Attack feats, even if he does not meet the prerequisites. It
adso gives the rider a +20 bonus to his Intelligence. There are two buttons on a side pand,
and a keyboard that vocalizes what the rider types. Button #1 causes four spring loaded,
leeden boxing gloves to shoot out a four targets. Each boxing glove has a base atack
bonus of +10, does 1d6+6 damege, and has a crit range of 19-20. Button #2 causes a
propeler to spring up from the back, and dlows the rider to fly 60 feet per round with
perfect maneuverability. Using this item requires the use of the Drive skill, see Chapter 3:
Skillsfor details.

William Shatner's Phaser

This smal device is a potent wegpon. It weights only 1 pound, has a maximum range of
10 feet, has a crit range of 19-20, is tiny sized, and attacking with this wegpon is a ranged
touch attack. This wegpon shoots a red ray at its target that can do one of two things. The
firsd option is deding 1d4 temporay Strength, Dexterity, and Conditution damage per
hit, no saving throw. The second option is rendering the target unconscious if he fails a
Fortitude saving throw against DC 30.

Creatures of the Mall

People ae not the only things to inhabit a mdl. Smal animads and werd crestures

mutated by the toxic food and drink of the mal wander around its depths and heights. These
animas and crestures should be used sparingly, or they lose the magic of ther unique nature. For

example,

if in every adventure the characters saw a monkey, they become boring. The das and

descriptions for the creatures are below.

Mall Rat Pigeon Seeing-EyeDog  Trained Monkey
Tiny Animal Tiny Animal Small Animal Tiny Animal

Hit Dice 1 1 1 1
Stun Points 3 3 7 3
Initiative +2 (Dex) +3 (Dex) +3 (D& +2 (Dex)
Speed 15ft., climb 15 ft. 10ft., fly 60 ft. 40 ft. 30ft., climb 30 ft.
baerse  Upzamecosg BO2IRS  BGlimi le2sm e
Attacks Bite+4 mdee Bite+2 melee Bite +4 mdee
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Damage

Face
Reach

Special Attacks

Special
Qualities

Saves

Abilities

Skills

Feats

Found In

Organization

Bite 1d3-4

212t by 2 U2t
0ft.

Fort +2, Ref +4, Will
+1

Sir 2, Dex 15, Con
10,
Int 2, Wis12, Cha?2

Bdance +10, Climb
+12,
Hide+18, Move
Silently +10

Wegpon Finese
(bite)

All leves

Solitary

2121t by 21/2
fi
0ft.

Figeon bomb

Fort 2, Ref +5,
Will +2

Sr 6, Dex 17,
Con 10,
Int 2, Wis 14,
Cha6

Listen +6, Spot
+6

Floor and Upper
levels

Pride (6-10)
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Bite 1d4+1

5ft. by 5 ft.
5ft.

Fort +4, Ref +5,
Will +1

Sir 13, Dex 17,
Con 15,
Int 2, Wis12, Cha
6

Listen +5, Spot
+5

Foor leve

Solitary

Bite 1d3-4

21/2ft. by 2 U2 ft.
0ft.

Fort +2, Ref +4,
Will +1
Sr 3, Dex 15, Con
10,

Int 2, Wis12, Cha
5
Bdance +10,
Climb +13,
Listen +4,
Pick Pockets +13,
Spot +4

Hoor leve

Solitary

Mall Rat: This smal rodent can be found scurrying in trash and towards people's food.
They are more a nuisance then anything e'se, and hardly dangerous.

Pigeon: These smdl birds are the bane of everyone, everywhere. They are egpecidly
feared for their ability to accurately fire upon people with their excrement.

Pigeon bomb: By making a ranged touch atack and successfully hitting it's

opponent, the pigeon can cause a character to be nauseeted for 1d4+1 rounds.

Seeing-Eye Dog: These cute and generdly hdpful dogs are actudly vicious and savage,
attacking anyone who is not the blind person the dog leads.

Trained Monkey: Sometimes homeess people buy a muscd ingrument and a monkey
in order to captivate people and use the monkey to steal stuff from the audience,

Experience Points Awards

The Game Magter is free to award experience points in any way he sees fit. The
following system presented is how experience awards are given in Mdls & Morons, usng smple
formulas and GM judging.
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Competency Award

Each character receives an award for Competency. Count how many times the character
has gone unconscious during the game sesson, and subtract this number from 10. This number

canot go bdow 1. Next, multiply this number by 10, and findly multiply the new number by the
character'slevd to find his Competency award.

Example Zachary has gone unconscious 3 times during the sesson. He is an 7th levd
character. Three subtracted from 10 is 7. Seven multiplied by 10 is 70. Findly 70 multiplied by 7
is490. Zachary receives a490 experience point Competency award.

Role Playing Award

Each character dso recaves an awad based on how wel he role played during the
sesson. To find the award, multiply his level by the stated base. The table below shows the
rel ationship between role-playing and the base.

RolePlaying Base

Good 100
Mediocre 50
Poor 25

Example The GM feds Zachary's player did a good job role-playing. The base award is
100, multiplied by Zachary'slevd, the tota award is 700 experience points.

Story Award

Finaly, characters receive an award based on whether they completed their gods for the
sesson. Keep in mind that a regular session is approximately 4 hours long. If the god completed
took significantly longer then a regular session, or was completed over severd sessons, the base
award usad is for a Long sesson. If the goa completed took less then a full session, the base
award is for a Short sesson. If the PCs ultimatdy fal, hdve the award. To find the award,

multiply the base by the character's level. The table below shows the relationship between the base
award and session length.

SessonLength  Base Award

Long 400
Normd 200
Short 100

GM Advice

Madls & Morons is a game of humor. The GM should try to cram in as much dapgtick
comedy as possble The more the players laugh, the more fun the game The fun and laughs

should be light of spirit, full of mirth. Keep them laughing and you are fostering the spirit of the
game. It isall about slliness, with atouch of redism.
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About Characters

If it would be funnier for an NPC to fail a a skill check, atack roll, or saving throw, let
him fail, but only if it's very funny. PCs dways have to make a roll, as normd. [ you overpower
the PCs, it's ok. The PCs cannot die, they just fdl unconscious and lose precious non-physica
attributes temporarily. If you sted stuff from the PCs, it's ok. They dont have much to sed.
Everybody should be played as somewhat stupid, even if they are super intdligent. It's a game of

morons in a mal. Ham it up, and let them do stuff that may seem pointless, but is funny. Let them
fight amongst themsdlves, it's ok. What is the worse they can do?

Hazards

As characters travel through the mall, they may find the environment to their didiking.
These hazards are modtly petty annoyances, but can put a character to disadvantage if he is not
caeful. Each of these hazards can be placed as a GM wishes with little forethought of how they
arethere

Collisions: In the off chance that a smdl vehicle goes awry, it has a chance to drike a
character. The character must make a Reflex saving throw againgt DC 10 + 1 per mile per hour the
vehide is travding. If the character fals he suffers 1d6 damage for every 3 miles per hour the
vehideistraveling.

Dugt: In an area of excessve dudt, a character must make a Fortitude saving throw each
round (DC 15 + 1 per previous check) whilein the area or spend that round choking and coughing.

Soapy suds The ground is covered with a dippery concoction of chemicds and water.
All those who enter the area must make aBaance check a DC 20 or dip and fall.

Stench: Something in the area smdls, and very badly. All those entering the area must
meke a Fortitude saving throw againgt a DC 20. If they fail, they become nausested until they
move out of the area.

Sticky stuff: The ground is covered by old soda, candy, or a mixture of both. Either way,
the character must meke a Strength check & DC 16 or move hdf his speed that round. Characters
moving more then their norma speed fdl proneif they fail this check.

Trash: The ground is covered in trash, enough said. Characters moving in trash have
their speed and cannot run.

High Level Characters

When building a high levd character, there are a few things one must keep in mind while
doing 0.

Character Levels

If the character in question is a non-adult, then assign the levels however one wishes If
the character is an adult, normaly, the character will have a character level equd to his age. This

is a guiddine and nothing ese adults can have less then 20 charecter leves if the crestor so
wishes.
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Reputation

The creator should decide what the characters highest score should rest in; kung fu kids
and ultimate mdl citizens dways have ther highet score in Coolness, and dways have an
Uncoolness score of 0. Once this is decided, the character's highest score is equd to twice his
character levds. His Neutrdity score is equa to 1/10 his highest score, and the find score is equa
to /20 his highest score. For example, if Zachary has a Coolness score of 80, his Neutrdity score
is 8, and his Uncoolness score is 4. If the character has Neutrdity as his high score, then he

chooses where the /10 and 1/20 go to his other scores. Normdly, characters gain 2 points per
level intheir chosen reputation score.

Equipment

Because eguipment is generdly low cod, and after much time a person could gain the

money to obtain any item he wants, do not worry about purchasing equipment for characters. Give
the character whatever equipment seemstofit it.

Mall Creation

Eventualy, one may wish to creste his own mall to suit his own style and tastes. This is
encouraged, but it is a daunting task, dmogt like cregting a new campaign setting. A GM must
firg have in mind what his mal will be like It could be a generd mdl, or a theme mdl. If the mal
isatheme mall, then more of its shopswill be related to its theme. Some examples are:

Clothing
Environmentaly safe
Food and drink

Mall of tomorrow
Medievd

Crientd

Sports

Mall Size

Malls are categorized by their size, which shows the relationship between the size of the
mall and it's population and the number of levelsit has. It is very important to determine a this

point the size, population, and number of levelsin your mal. If the GM wishesto, he can roll
randomly on the table below to generate amal's basic satitics.

D% Result Mall Size Population Levels

1-10 Smdl 200-400 1
11-30 Medium 401-800 1d2
31-60 Lage 801-1,500 1d2+1

61-90 VaylLage 1501-2500 1d3+1
91-100 Metroplex 2500+  1d4+2

Mall Size: Thisisthe categoricd sze of themall.

Population: This isn't the number of teenage or younger people living in the mdl, but
the number of people who come to the mdl on a daly bass To find the number of
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people who visit occasonaly, multiply the population of the mal by .2 and round down.

This number of people isn't the same people day to day, just the number of people from
any and dl areaswho vist.

Levels This is the number of floors a mal contains, basicdly. Every mdl has three
caegories of levels upper levels floor leve, and the Undermal. The upper levds are
generdly where the intelligent people of the mal spend their time, and is generdly more
pesceful, serene, and wel kept. The floor levd is where dl people go; it is the hugest
mix of people in the mal. Each extreme can be found as well as the median, and is okay
in qudity. Findly, there is the Undermal, where mal violation, darkness, and unsavory

people tend to be. Where once there were thriving shops, dl ae closed down and
vanddized. This areatendsto be more violent and unsettling.

Political Structure and Figures

Every mdl has some sort of politicd dtructure. It helps keep order (or lack thereof).
how the structure works and who is involved with it could become important any time

during the game The GM should determine the politicd structure of the mal, and who the

politica
generated

figure(s) are. The levd of the pditica figure is a least 11th leve, or 1d10+10 if
randomly.

D% Result Political Structure D% Result Political Figure

1-10
11-25
26-30
31-40
41-45
46-47
47-55

56-100

Monarchy 1-12 Computer Geek
Democrecy 13-25 Football Player
Geriatocracy 26-37 High School Student
Plutocracy 3850 Kung Fu Kid
Dictatorship 51-62 Mal Ranger
Theocracy 63-75 Mal Rat
Militocracy 76-87 Trekkie
Anarchy 83-100 Ultimate Mall Citizen

Anarchy: This is the standard political gructure for a mall. This means that no one is in
power and everyone follows their own set (or lack of) rules.

Democracy: In this politica structure, the regulars dect certain people to represent them

and regulate them. The power lies equaly between the representatives. Either roll or
choose the classes of the body of representatives.

Dictatorship: In this politicad dructure, absolute power rests in the hands of one figure
head. Either roll or choose the dlass of the figure head on the table above.

Geriatocracy: In this political structure, the power rests in the oldest non-adult members

of the mal. Usualy, the oldest person has the mogt politicd weight among the group.
Either roll or choose the classes of the group on the table above.

Militocracy: In this political structure, the power rests in the physicaly strongest and
most aggressive individuds of the mal. This structure closdly resembles a dictatorship.
Either roll or choose the classes of the individuas on the table above.
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Monarchy: In this political structure, power rests in te hands of one person, and this
power passes down from the ruler to the person he has chosen to rule. Either roll or
choose the class of the ruler on the table above.

Plutocracy: In this politicad <tructure, the power rests in the hands of the wedthiest
individuas in the mal. These people usudly lose power if they lose wedth, or gain more
power if they gain more wedth. Either roll or choose the classes of the individuds on the
table above.

Theocracy: In this political structure, the power lies in the hands of ether the High
Magter of the WENIS or the High Magter of the Nut Graf. In this rare occurrence, a
representative of the High Magter carries out the wishes of the true ruler. Either rall or
choose the class of the representative above, but the representative is dso dther a
POTWEN.LS or a Mdevolent Master of the Nut Graf, depending on the High

Master.

Demographics and Population

For play, knowing who vidts the mdl regularly is important. The following guiddines
dlow you to determine the levels of the most powerful regulars and then expand from there to
determine the rest of the characters vidting there. Roall the dice indicated for each class bdow and
apply the modifier based on the size of the mal, to determine the highest level of a character class

inthemdl. The maximum for any dassis 20th levd.

PC Class Character level

Computer Geek 1d6 + mal sze modifier
Football Player 1d8 + mal size modifier
High School Student 1d6 + mal size modifier
Kung Fu Kid 1d4 + md| size modifier
Mal Ranger 1d6 + mal size modifier
Mdl Rat 1d8 + mall sze modifier
Trekkie 1d4 + mal sze modifier

Ultimate Mall Citizen

1d3 + mdl sze modifier

Mall Size Mall Size M odifier
Smdl +0
Medium +3

Lage +6 (roll twice)*
Veay Lage +9 (roll three times)*
Metroplex +12 (rall four times)*

*Mallsthislarge can have more then one high-level NPC per class,
eech of whom generates lower-leve characters of the same dlass, as

described below.
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For each character dass, if the highest level character indicated in the method above is
2nd levd or above, assume there are twice tha number of characters hdf that levd. If those

characters are above 14 levd, assume that for each character, there are two of hdf that leve. Do
not generate the number of 1st level characters, however.

Once you have generated the characters, add them dl together, and subtract this number
from the malls populaion for the purpose of finding out how many 1t level characters there are.
With the new population number, multiply the population by the demographic percentage on the
table below to find how many 1¢ levd characters belong to esch cdass. Once you have done that,
add together dl the numbers, and you should have your original population; twesk if necessary.

Character Class Demogr aphic Per centage
Computer Geek 15%
Football Player 10%
High Schodl Student 20%
Kung Fu Kid 5%
Mal Ranger 15%
Mall Rat 20%
Trekkie 10%
Ultimate Mall Citizen 5%

While the table below isnt necessary, it helps the GM to imagine the density of the mall
levels. Generdly, most of the population settles on the floor level of the mal for two reasons
people are too lazy to go anywhere dse and al the good stuff is on the floor level. The table below
assumes the mall in question fas an upper level and an undermdl. If your mal doesn't contain one
of those, divide the percentage in hdf and distribute among the other levels. If your mal only has
afloor leve, then obvioudy 100% of the population is on the floor level.

Leve Percentage
Upper leve 10%
Hoor level 60%
Undermdll 30%

Mall Shops

The very essence of the mdl are its plethora of shops. Shops give the mdl goer a variety
of things to buy in one convenient space. Shops are aso important because they determine what
kind of mal it is. If a mal has a lot of sport accessory shops, then there are probably more jocks
then norma and alot of violence. Below is ademographic of the composition of shopsin themall.

Shop Demographic

Appare 20%
Electronic 20%
Food 20%
Lesure 20%
Sports 20%
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A theme madl can disupt these demographics by 5% - 15%. For example a
eectronicaly themed mdl could lower the sports percentage by 15% and add that to the eectronic
percentage. Roughly, for every 17 people contributing to the population, there is 1 shop in the
mall. This number can be adjusted up or down as the GM desires. Generdly, there is 12 adults
managing the shop, and up to 4 hired hands. These adults should have a stat block developed, but
it isnot necessary if the GM deemsit so.

Mall BusinessHours

Knowing the business hours of your mal is dso important, as it determines the earliest
time your PCs can enter the mal and cause havoc. The basic hours are the mal opens a 10 am
and dosss & 8 pm. As a genad guiddine, for every 500 people contributing to the population,

decrease the opening time by a haf hour and increase the closng time by an hour. The table bdow
summarizes thisinformation.

Population  Opening Time Closng Time

200 - 499 10am 8pm

500 - 999 9:30am 9pm
1,000 - 1,499 9am 10 pm
1,500- 1,999 830am 11 pm
2,000 - 2,499 8am 12 pm
2,500 - 2,999 7:30am lam
3,000 - 3499 7am 2am

Multiple Types (Optional)

Sometimes one type doen't accuratdly describe a person. Therefore, the GM has the
option of dlowing a character to take multiple types. The character may have up to 3 types. For
each type a character possesses beyond the fird, he is considered 1 level higher for purposes of
how much experience he needsto gain aleve.

Norms (Optional)

The badsc rules of Mals & Morons gives information and rules for playing sx rather
unusua character Types. As an option, the GM may dlow his players to choose the Norm type.
Norms generdly have nothing wrong with them, are not used to the mal, and band together

againg the sheer numbers unusud people. The other types find Norms too normd, and give them
cold shoulder.

Norm Game Statistics

Mediumsize

Norm base speed is 30 fest.

One additiond feet at 1<t level. Norms have avariety of taents.

4 extra ill points & 14 level and 1 extra skill point & each additiond level. Norms are
skilled and have avariety of ills.

Automatic Languages: English. Norms can learn to spesk and understand any language.

Favored Class: Any.
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Stun Points and Size

Gengrdly, dl Madls & Morons characters are mediumsized. There are people who are
andler then this sze, and some crestures are dso amdler. Therefore, to reflect the lack of body
mass a character or creature's size bestows, multiply the initid anount of stun points a character or
cregture has by the modifier shown on the table below.

Size M odifier
Fine 012
Diminutive 025
Tiny 05
Smdl 0.75
Mediumsize 10
Lage 20
Huge 40
Gargantuan 80
Colosd 16.0
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Appendix 1. Open Gaming License

HIS LICENSE IS APPROVED FOR GENERAL USE. PERMISSON TO DISTRIBUTE THIS
LICENSE ISMADE BY WIZARDS OF THE COAST!

OPEN GAME LICENSE Verson 1.0a

The following text is the property of Wizards of the Coadt, Inc. and is Copyright 2000 Wizards d
the Coadt, Inc ("Wizards"). All Rights Reserved.

1. Ddfinitions: (8)"Contributors’ means the copyright and/or trademark owners who have
contributed Open Game Content; (b)'Derivative Materid” means copyrighted materid  including
deivative works and trandations (incduding into other computer languages), potation,
modification, correction, addition, extenson, upgrade, improvement, compilaion, dbridgment or
other form in which an exising work may be recest, trandformed or adapted;, (c) "Didribute’
means to reproduce, license, rent, lease, sdl, broadcast, publicly display, transmit or otherwise
digribute;  (d)"Open Game Contet® means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior at and any additiona content clearly identified as
Open Game Content by the Contributor, and means any work covered by this License, including
trandations and derivative works under copyright law, but specifically excludes Product Identity.
(@ "Product Identity" means product and product line names, logos and identifying marks
including trade dress, atifacts, crestures characters, dories, dorylines, plots, thematic eements,
didogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and grephic, photographic and other visud or audio representations, names and
descriptions of characters, spdlls, enchantments, persondities, teams, personas, likenesses and
specid  abilities;, places, locations, environments, crestures, equipment, magica or Supernatura
abilities or effects, logos, symbols, or graphic desgns, and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product Identity, and which
specificaly excludes the Open Game Content; (f) "Trademark” means the logos names mark,
sgn, motto, designs that are used by a Contributor to identify itsef or its products or the
associated products contributed to the Open Game License by the Contributor (g) "Use', "Used"
or "Usng" means to use, Didribute, copy, edit, format, modify, trandate and otherwise create
Derivative Materid of Open Game Content. (h) "You' or "Your" means the licensee in terms of
this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating
that the Open Game Content may only be Used under and in terms of this License. You must affix
such a notice to any Open Game Content ha you Use. No terms may be added to or subtracted
from this License except as described by the License itsdf. No other terms or conditions may be
applied to any Open Game Content distributed using this License.

3.0ffer and Acceptance By Using the Open Game Content You indicate Your acceptance of the
terms of this License.

4. Grant and Condgderation: In condderation for agreeing to use this License, the Contributors
grant You a perpetud, worldwide, roydty-free, non-exdusive license with the exact terms of this
Licenseto Use, the Open Game Content.
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5.Representation of Authority to Contribute: If You are contributing origind materid as Open
Game Content, You represent that Your Contributions are Your origind cregtion and/or You have
sufficient rights to grant the rights conveyed by this License,

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You
are copying, modifying or digributing, and You must add the title, the copyright date, and the
copyright holder's name to the COPYRIGHT NOTICE of any origind Open Game Content you
Didtribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication
& to compatibility, except as expresdy licensed in another, independent Agreement with the
ovner of each dement of tha Product Identity. You agree not to indicate compatibility or co-
adeptability with any Trademark or Regigered Trademark in conjunction with a work containing
Open Game Content except as expresdy licensed in another, independent Agreement with the
owner of such Trademark or Registered Trademark. The use of any Product Identity in Open
Game Content does not conditute a chalenge to the ownership of that Product Identity. The
owner of any Product Identity used in Open Game Content shal retain dl rights, title and interest
in and to that Product | dentity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions
of thework that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versons of this
License. You may use any authorized verson of this License to copy, modify and digtribute any
Open Game Content originaly distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open
Game Content Y ou Digtribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using
the name of any Contributor unless Y ou have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License

with respect to some or dl of the Open Game Content due to <atute, judicid order, or
governmenta regulation then Y ou may not Use any Open Game Materid so affected.

13 Terminaion: This License will terminate automaticdly if You fal to comply with al tems
herein and fal to cure such breach within 30 days of becoming aware of the breach. All
sublicenses shdl survive the termination of this License.

14 Reformation: If any provison of this License is held to be unenforcesble, such provison shal
be reformed only to the extent necessary to make it enforcegble.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coadt, Inc.

[ end of License]
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