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BASIC SYSTEMS

Check System: d20 + Ability Modifier +
Check Modifier + Difficulty Modifier > 20

Class Abilities: d% + Modifier < % Score

Rule of 2: Roll a die; on 1 or 2 something
happens.

The Rule of 2 Odds

d4: 50% chance

d6: 33% chance (roughly)

d8: 25% chance

d10: 20% chance

d12: 16-17% chance (roughly)
d20: 10% chance

Level Primary
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RBILITY MODIFIERS
Score " Bonus
3 -3
4-6 -2
7-8 -1
9-12 0
13-15 +1
16-17 +2
18-19 +3
20 +4

CHECK BONUS BY LEVEL

Secondary Tertiary
+2 +1 0

+2 +1 0

+3 +1 0

+3 +2 0

+3 +2 +1

+4 +2 +1

+4 +2 +1

+4 +3 +1

+5 +3 +1

+5 +3 +2

+1/3 levels +1/4 levels +1/5 levels

Melee Combat: d20 + Strength Bonus* + Attack
Bonus + Target AC > 20

Ranged Combat: d20 + Dexterity Bonus** + Attack
Bonus + Target AC > 20%***

* Chosen Ones and Veterans Only
** Chosen Ones, Survivors, and Veterans Only

***Pgychics add Wisdom to attacks with psychic powers.
Inventors may add an appropriate ability to attacks with Devices

Attack Bonuges

Chosen Ones and Veterans begin with a Hit Bonus of
+1, and advance every 3 levels.

Psychics, Survivors, and Sages begin with a Hit Bonus
of +1 and advance every 4 levels.

Theosophists and Witches / Warlocks begin with a Hit
Bonus of 0 and advance every 5 levels.

Monsters and NPCs without class levels add their hit
dice instead of a Hit Bonus and Ability Bonus. Thus, an
8-HD vampire will add +8 and the defender’s AC.
Critical Hit, or Miss

On a natural 20. Roll a d6; if it comes up a 6, keep
rolling. This is extra damage.

On anatural 1, roll a d6. If it comes up a 6, keep rolling.
The more 6’s come up, the worse the failure.

RRMOR

Light Armor

None

Padded clothes
Layers of tweed, leather jacket, trench coat

Medium Armor
Kevlar-reinforced leathers
Bulletproof (Kevlar) Vest

Heavy Armor

SWAT or riot armor
SWAT or riot armor plus riot shield
Full military combat armor




EATE POINTS

‘CASTING SPELLS

Fortune’s Favor: Alter a single d20 roll used to
make an attack, attribute check, level check, or
saving throw, or double the result to a single
percentile-based class ability.
Character Level Fate Dice Rolled

1st—4th 1d6

5th—-9th 1d8

10th—14th 1d10

15th—20th 1d12

Mighty Blow: Make a single, earth-shattering
ranged or melee attack which ruins the
character’s weapon if a d20 roll comes up <9

Righteous Rage: Gain a +5 bonus to all attacks
and actions for an entire scene.

You Missed!: Avoid an attack.
Second Wind: Recover half of all lost hit points.

Down But Not Out: When reduced to below -10
Hit Points, recover to -10 and stable (cost: 3).

Providence Smiles: Gain a minor plot break.

Bagic System

Reduce base spell casting percentage by 10%
per level of spell being cast. Roll percentile
dice against that total.

Counterspells

Choose a spell which you have prepared.
Throw percentile dice. Gain +10% to your
chance for each spell level higher the caster’s,
-10% for each spell level lower. An
Intelligence check can identify the level of
spell being cast. If you beat the casting check
by a higher margin than the caster, the spell is
canceled. If not, you lose the ability to cast
that spell slot for 24 hours until you next
prepare spells..

apell Backfire

When a spell fails, roll 1d20, add spell level,
and consult the Spell Backfire Table to see
what happens.

VMEHICLE STATISTICS

Int Wis

Vehicle Dex
Sedan, Compact* 10 (0)
Sedan, Mid* 10 (0)
Sedan, Full* 13 (+1)

Muscle/Sports 18 (+3)
Car*

Motorcycle
Ambulance** 15 (+1)

Con
10 (0)
8(-1) 12 (0)
10 (0) 13 (+1)
18 (+3) 13 (+1)

Str
8 (-1)

17+2) 3(-3) 4(-2)

13 (+1) 16 (+2)

Max
150
150
180
300

>
@)

15
15
18
30

200
100
200

20
10
20

50

Police Car* 17 (+2)
SUV, Compact* 12 (+1)
SUV, Full* 10 (+0)
Pickup, Light* 10 (+0)
Pickup, Med* 13 (+1)
Pickup, Heavy™* 13 (+1)
Van* 10 (0)
School Bus 8 (-1)
Box Truck 7 (-1)
18-Wheeler 5 (-2)

Modern Fighter 23 (+56M) 15 (+1) 17 (+2) 15 (+1) 17 (+2) Mach 2 Mach 1
*May have Al, safety, infotainment, or other systems that provide an Int or Wis of 13-16 (+1 or +2)

** Ambulances have advanced medical equipment, accounting for their Wis bonus, which applies only to such

checks.

10 (0) 13 (+1)
16 (+2) 15 (+1)
17 (+2) 16 (+2)
15 (+1) 13 (+1)
17 (+2) 15 (+1)
18 (+3) 16 (+2)
14 (+1) 13 (+1)
16 (+2) 17 (+2)
18 (+3) 17 (+2)
25 (+6) 20 (+4)

100
100
100
150
150
100
90
90
80

50
50
50
75
75
50
45
45
40

10
10
10
15
15
10
9

9

8
153
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1d20 + spell
level

1-10

11
12

13

‘SPELL BACKFIRE TABLE

Result

Spell simply fails to work; no loss or negative effects and the spell remains available to
cast.

Spell fails to work. Spell is lost and cannot be cast until prepared again.

Caster 1s stunned and cannot act for 1-4 turns. Spell remains available to use.

Caster is stunned and cannot act for 1-4 turns. Spell is lost and cannot be cast until
prepared again.

Caster is knocked unconscious; treat as if affected by the sleep spell. Spell remains
available to use.

Caster is knocked unconscious; treat as if affected by the sleep spell; spell is lost
and cannot be cast until prepared again.

Caster suffers 1d6 damage per 2 spell levels (minimum 1d6). Spell remains
available to use.

Spell has the exact opposite effect intended (GM’s discretion). Spell is lost and
cannot be cast until prepared again.

Spell affects the wrong parties (allies instead of enemies, enemies instead of allies).
Spell is lost and cannot be cast until prepared again.

Spell summons a demon or undead with a number of hit dice equal to the spell’s
level. The creature i1s immediately hostile towards the caster and their allies.

Spell creates an explosion centered on the caster with a 30 ft. radius, dealing 1d6
damage per level of the spell to everyone in the radius. A dexterity saving throw
can be made for half damage. The spell is lost and cannot be cast until prepared
again.

Spell creates an explosion centered on the caster with a 30 ft. radius, dealing 1d6
damage per level of the spell to everyone in the radius. A dexterity saving throw
can be made for half damage. All spells are expended and the caster can’t use
magic until they prepare spells again.

MONSTER KP VIALUES EREEFORM KP MALUES

Base

5
10
20
40
80

160

320

640
1,280
2,560

Class Class Class Circumstance Award
I 11 111 Easy encounter® 100 XP

) 3 5 Medium encounter* 200 XP

5 6 10 Difficult encounter® 500 XP
Deadly encounter* 1,000 XP

10 15 20 Defeating a major enemy* 500 XP

20 30 40 Exceptional Role Playing (per instance) 10-50 XP

Heroic activities 100-500 XP

40 60 80
Putting one's life in danger for the group 1,000 XP
80 120 160 (Heroic sacrifice) :
160 9240 3920 Reaching a story plot point 500-1,000 XP

Outside the box thinking 100 XP
820 480 el Solving a puzzle or correctly theorizing 100-500 XP
640 960 1,280 the villain's plans

1,280 1,920 2,560 * Multiply XP value by average party level. Thus, an easy
encounter for a 5th level party nets 500 XP.




REALISTIC (STANDARD) PLAY GPTIONS

Check System: Standard check bonus, Class ability checks, combat options.
Opposed Checks: half the ability score in question serves as a penalty to the chance of success of the character.
Success Levels: Every 10% by which a roll beats chance of success, rounded down to the nearest 10, counts as one level of success.

Out of the Fight: At 0 hit points, Constitution save with penalty equal to score below zero. Success = stable. Failure = lose one hp. If hit
points reach -10, death.

Firearms: 5d6 damage totaled. Fully automatic spray 3d6 damage, totaled, to a cone 50 yards ahead and 20’ wide. A Dexterity save halves
damage, and a natural 20 eliminates the damage.

Healing: 1 hit point plus Constitution bonus per day of bed rest. With medical care in a hospital, healing is doubled. Without bed rest,
healing halved for every day they are active.

Non-lethal damage heals per hour, does not require bed rest. Those with regenerative capabilities at double the normal rate.

Vehicle damage: 1d6 damage, totaled, per 10 mph. Seat belts or safety procedures in an aircraft 1/2 damage. Dexterity or Constitution
save halves the damage again.

GRITTY PLAY GPTIONS
Check System: No Check Bonus, No Primary, Secondary, or Tertiary. Abilities. Add +1 to d20 rolls per 4 levels of play, starting
at +0 at first level. They still add their ability bonus to checks.
Class Abilities: Advance every two levels instead of one.
Opposed Checks use the opponent’s full ability score as a penalty to the check.
Success Levels use a 20% per success level margin
Hit Bonus progressions increase by 1 level (to 4, 5, and 6 levels, respectively).
Out of the fight: characters reduced to 0 hit points are permitted a single saving throw to stabilize, and if they fail, they are dead.
Firearms: When hit, Constitution save. Success = 0 hit points but stable and require hospitalization to recover. Failure=death
Healing: 1 hit point per day, and characters that do not engage in complete bed rest do not heal at all.

Vehicle Damage: No save to halve damage; if speed > 40 mph, Constitution save or die. Those hit save to reduce damage by 1d6,
but if speed > 20 mph, save or die.

TINEMATIC PLRY GPTIONS

Check System: Characters add their level to checks in addition to normal check bonuses.

Class Abilities: Begin 20% better than normal

Opposed Checks use the opponent’s standard check bonus as a penalty.

Success Levels use a 5% per success level margin

Hit Bonus progressions: Add level in addition to hit bonus to attack rolls.

Out of the fight: Use realistic rules but you can go to negative Constitution before death.

Firearms: Firearms are normal weapons. Light = 1d6; medium = 2d6 keep best; heavy = 3d6 keep best; heavy rifles =4d6 keep best.
Healing: Double normal rate; no bed rest necessary; characters always begin a new episode at full health.

Vehicle Damage: 1d6 per 100 mph, with damage halved and halved again as above. If hit, save to negate damage entirely.
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LEGAL INFORMATION

NOTICE OF OPEN CONTENT: With the exception of Product Identity, all text in this document is declared open content under the terms
of the Open Game License version 1.0a

NOTICE OF PRODUCT IDENTITY: Night Shift: Veterans of the Supernatural Wars, Elf Lair Games, O.G.R.E.S., Oldschool Generic
Roleplaying Engine System, and all proper names and trademarks are declared product identity and are expressly not open content.

Night Shift: Veterans of the Supernatural Wars Game Master's Screen is Copyright © 2020 by Elf Lair, LLC and Jason Vey. All Rights
Reserved. No portion of this work may be reproduced in any fashion without express permission of the author. Permission to print this
document for personal use in game by the purchaser is granted.

Night Shift: Veterans of the Supernatural Wars™, O.G.R.E.S.™ Powered by O.G.R.E.S.™, and Oldschool Generic Roleplaying Engine
System™, are Trademarks of EIf Lair, LLC, and Jason Vey. All Rights Reserved

Page Borders: Designed by kjpargeter / Freepik. Used by permission.

Cover Art and Trade Dress © 2020 Jason Vey and Elf Lair, LLC. All Rights Reserved

Produced and published by EIf Lair Games

OGL

This book is published under the Open Game License (OGL) version 1.0a by permission of Wizards of the Coast, Inc. The Open Game
Content appearing in this book is derived from the 3.0 System Reference Document, copyright 2000 Wizards of the Coast, Inc. and the
5.1 System Reference Document, Copyright 2016 Wizards of the Coast, Inc. All contents, excluding the OGL, is property of and copyright
2018 Troll Lord Games. All Rights Reserved.

OPEN GAME LICENSE Version 1.0a: The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of
the Coast, Inc (“Wizards™). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/ or trademark owners who have contributed Open Game Content;
(b)’Derivative Material” means copyrighted material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)”Open Game Content” 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
art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law, but specifically excludes Product Identity. (e) “Product Identity” means
product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities
or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes the Open Game Content; (f) “Trademark™ means the logos, names, mark,
sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game
License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise
create Derivative Material 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 that you Use. No terms may be added
to or subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your
Contributions are Your original creation 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 distributing, and You must add the title, the copyright
date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content
except as expressly 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 constitute a challenge to the ownership of that Product Identity. The owner of any
Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are
Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized
version of this License to copy, modify and distribute any Open Game Content originally 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 You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You
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 all of the Open
Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within
30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary
to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2000, Wizards of the Coast, Inc; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
original material by E. Gary Gygax and Dave Arneson.
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