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Introduction 
 

Welcome my friends in the world of 

Japan animation. What you are going to read is a 

Role-Playing Game system especially designed 

for any Japan animation. This system can be 

played in any world and in any time line. The 

technology level of the world you want to play 

does not affect the rules. 

 

What do we need to make a Japan 

animation character? First, he must be powerful. 

Which mean that his powers must be 

exaggerated, efficient and cool. A Japan 

animation character can survive a nuclear blast, 

he can kill a dozen of person with 1 sword slash 

and he can also make a 30 feet jump easily. 

Second, the look of the character must match 

Japan animation graphics. These characters are 

generally drawn with big eyes, not much details 

and weird and impossible special designs in 

clothing, weapons, personalities and physical 

appearance (ex: Natural Blue hair). Third, at the 

Game Master's (GM) discretion, you could add 

sex, blood, love pentagons, etc. In a few words 

Japan animations are exaggerated, illogical and 

fun to play. 

 

This role playing game system is a 

simple system pretty easy to learn. It does not 

reflect the exactly the reality as a few other 

system does. But since a Japan animation is 

irrealistic and illogical, there is no problem to 

use a system like this. To play this game you 

will need a pencil, an eraser, 6 sided dices (5 

dices should be enough), friends and free time to 

spend. 

 

In this book you will first learn the basic 

concept and rules of the system. This section 

shows you how the rule works with the concepts 

behind them. The character creation and 

improvement section shows you how to create a 

character step by step and how to improve your 

character during the game. Finally, information 

will be given about game mastering and 

campaign design.  

Your character will be recorded on a 

sheet. This sheet is at the end of the book. You 

can photocopy it as you wish (because you're 

going to need more than 1 sheet in your life). If 

it is the first time you read this book, it could be 

a good idea to create a character while reading. 

 

Now it is time to learn about the rules. If 

you not used to RPG (Role-Playing Games) you 

might need to read this document more then 

once. I will try to make my explanations simple 

and understandable for any level of player and 

GM. If you never player a role playing game 

before, continue and read the next page else you 

can skip directly to chapter 1. 

 



Basics of a Role Playing Game 
                                           

You should read this section if you really 

don't know what is a role-playing game. 

 

What is a role-playing game? 

 

A role-playing game is a game concept 

different of all other games you might ever have 

played. First, there is no winner and second 

there is no end. A role playing game is the 

equivalent of acting. It is like if you were 

making a movie and you were an actor. You 

must incarnate the character that was given to 

you. You must behave and make actions as the 

character would have normally done. You must 

be able to act the personality of someone else. 

The only difference between a movie actor and a 

role playing game is that in the movie actor 

already know what the character will say, He 

know all the actions he will make and he know 

the whole story. In a Role-Playing Game, you 

are acting a character but you decide his actions, 

his words and you don't now the outcome of the 

history. Your actions and decisions can also 

change the history. The First goal is to have fun. 

The second is to act your character exactly as if 

he was a real person with its own personality, 

not your personality. The Third is to accomplish 

the characters goals and dreams he had for his 

life.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

How a Role-Playing Game is Played? 

      

First, you need friends, somewhere to 

play, a table, paper with something to write, 

dices and a rules book like the one you are 

reading. Each player will create a character he 

wants to play. He will define his personality, 

behavior, job ,name, etc. Then he will be ready 

to play his character in the world you want to 

play. There is just a little problem, where do the 

characters begin in the story and what will 

happen to their character? This is why we need 

another player who will be the Game Master. He 

is a kind of storyteller. He explain to the other 

characters what is happening. He will decide 

what will be the story and he will also change it 

according to the actions and decisions of the 

players. The Game Master (GM) is a kind of 

god player that knows everything that happens 

in the world and tell to the player only what they 

should know. 

 

When starting a game, the GM tells the 

player where their character are and what they 

are doing. Then an event occur and he ask the 

players what their characters will do. Each 

character explains his actions. Then according to 

the player’s actions the GM will judge what will 

happen and he tells the characters what 

happened. Then the players will react again to 

what the GM told them. They will decide their 

new actions and tell them to GM. Then again the 

process start again. When you have played a few 

hours the characters might not have had enough 

time to complete the quest so you freeze story 

and you continue it the next week. When the 

quest is finished, then you might start another 

quest with the same characters that would be the 

sequel to the first story or you can make a new 

character that will be played in a totally new 

world or story. In a few word a role playing 

game is a game like improvisation session 

around a table. If you still are confuse on how a 

role-playing works, look at the games of others 

friends who already play RPG and you will have 

a good idea of how the game works. 

 

 

 

 

 

 



Chapter 1 : The Concept 
 

This chapter will explain all the 

components of the system and place these 

concepts in the reality of a character. Some 

explanations might contain rules in it but it does 

not matter if you don't understand now. You will 

just have to read this part again after you read 

the second chapter. 

 

The Attributes 
 

First, let's start with the character's 

attributes. What is an attribute? Attributes are 

numbers that are used to represent different 

aspects of your character. Ex: the IQ level of a 

human is expressed with a number like (IQ 110). 

Here we does not only express his IQ as number 

but also his strength, agility and many more. 

 

Attributes will be graded from 1 to 5. It 

can never exceed 5 and it can never be lower 

than 1. There is 3 numbers to write on your 

sheet. Those numbers are identified as: Physical, 

Mental and Social. They will each contain a 

value from 1 to 5 that could never change during 

the game. For example the attributes of a 

character could look like this. 

 
Attribute Value  

 

Physical 4  

Mental 3  

Social 2  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The Aura 
 

The Aura allows you to define the 

concept and the personality of the character. By 

looking at the character's aura you can imagine 

what kind of character he his. The aura is 

composed of 3 parts: its color, its lucky number 

and its traits. 

 

The color helps to determine the 

alignment of the character. The color itself is not 

of great importance, it is just used place the 

alignment of the character. The Aura colors 

works the same way as the color palette. Red is 

evil, Blue is good and Yellow is neutral. You 

can then choose an intermediate color between 

these 3 to create a more complex alignment. 

 

 
             

The lucky number is a number from 1 to 

6 that the character can choose as he wishes. 

This number will affect dice roll, see later. 

 

The traits are used to define you 

character. You can give almost any trait to 

character. Here his a few example of traits: 

 

   Lucky, Cool, Hot, Handsome, Cute, etc. 

 

A trait can be used to benefit the 

character. For example, in a diplomatic 

negotiation, you could have used your lucky or 

handsome trait to increase your chances of 

success. 

    

 

 

 

 



Techniques 
 

The techniques are special abilities a 

character can have. Technique could be super 

natural abilities or anything special that any 

normal character won't be able to do it. To use a 

technique you must learn it. If you did not learn 

it you cannot use it. 

 

The technique you learn is a general one 

(ex: Sword mastery, Magik). Each technique 

regroups a certain number of abilities. When 

recorded on the character sheet, each technique 

has a level ranging from 1 to 5. This level can be 

interpreted in different ways. For our Sword 

Mastery technique mentioned above, each level 

of technique could have an ability associated 

with it. When you raise your technique level, 

you gain the ability in this level. For our magik 

technique it will work differently since there is 

more than 5 spells that could be learned. In this 

case a spell will require technique level 

according to the power of your spell.  

 

Each Technique has an attribute assigned 

to it. It will determine the attribute to use for the 

roll. Some abilities can increase the difficulty of 

your rolls. You will learn later how to use them 

in the rule chapter. 

 

Many variation of technique can occur 

but the concept is the same: There is a technique 

with a level from 1 to 5. Each level gives you 

access to a range of abilities that can be gained 

automatically or learned during the game. 

Abilities that have a difficulty modification, add 

this modification to the difficulty of the roll. 

    

 

 

 

Health 
 

Now you will learn how the health of 

your character is represented. The health 

indicate how you character can resist diseases 

and poisons, but most of the time it tell you how 

much wounds a character can receive. 

    

Your character health will be represented 

with a life bar (a bit like video games).  You will 

have a few bars that should look like these on 

your character sheet: 

 

Maximum Health level  
Current Health level  
Wounds _____________  
Wounds _____________  
Wounds _____________  
 

The first bar on the top represents the 

Maximum health you can have and the bar 

below indicates your current health: your life 

bar. The maximum health bar indicate the 

maximum size of your life bar and The current 

Health level bar will keep track of the wound 

you receive. If you lose all your life bars your 

character will die. It is impossible to exceed 15 

health. 

 

Your maximum health level is composed 

of your basic health and your Armor. The basic 

health you have at the beginning of the game 

will be explained in the Character Creation 

section. The basic health is recorded by 

darkening a number of box equal to the basic 

health given at the character creation. The armor 

health is recorded by writing "A" in a number 

box equal to the health given by your armor. 

Here is an example of a character that had 8 

health level, 5 basic health and 3 armor health: 

 

Maximum Health level  
 

In the current health level bar, you will 

check boxes when you are wounded. For each 

wound you receive you check a box. The first 

wounds you receive will be taken by the armor 

and your body will take the other wounds. When 

you have a number of wounds equal to your 

maximum health level, you die. When you 

receive wounds, first you check the boxes below 

the “A” box of the Maximum Health bar 

because your armor absorbs the first blows. If 

you receive more wounds and you don't have 

anymore “A” boxes well check below the 

darken boxes. You should always check the 

boxes from right to left. When you checked all 

the boxes below the darken boxes you die. Here 

is an example of somebody who received 4 

wound. 

 

Maximum Health level  
Current Health level   
 



Armor Bypassing Damage 

 
 If you receive an attack that has the 

ability to bypass the armor, you check your 

wound box directly below you basic health. 

Which mean that you do not gain the benefits of 

your armor. Here is an example of somebody 

who received 4 armor-bypassing wounds: 

 

Maximum Health level  
Current Health level   

 

Wounds 
 

The next 3 bar, tagged as wounds, are 

there to record the special wound a character can 

receive (ex: poison, stun, and death). Each box 

represent a level of wounds. Let's take for 

example poison. If you were hit twice by a 

poisonous creature then you would check twice 

left most unchecked box in any of these 3 bars 

where in the line beside the bar you would have 

written "poison". This indicates how much 

poison your character has in his body. Here is 

example of poison record. 

 

Maximum Health level  
Current Health level   
Wounds poison   

 

Healing 
 

Health is recovered after the end of the 

day (if you take a rest) and Health levels from 

the armor will be recovered at the end of a 

combat. To be more realistic, the GM could 

chose to recover 1 health box per day and 

recover the armor if some time is spend for 

maintenance on the armor. This is optional at the 

GM decision, but the GM must decide at the 

beginning of the game which healing procedures 

he will use. 

 

Defense Level 
                                           

The defense level of a character is the 

ability to evade offensive move. The defense 

level will increase by using shields, defensive 

weapons, and maybe armor, but in this case, the 

armor does not absorb the hit you receive. This 

is why armor will generally give you health 

level instead of giving you defense level. You 

will see its use later. 

Experience Points 
                                           

Experience points are gained at the end 

of each game session for good playing. These 

points can be spent to improve the abilities of 

your character. There is no limit to the number 

of experience point you can accumulate. You 

will see later how to use these points.                                  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Chapter 2 : The Rules 
 

In this chapter we will step deeply in the 

rules. If you heard in the first chapter about 

rolls, dices and many other things you will now 

understand how use those rolls and numbers. 

 

The Rolls 
                                           

The most important rule is here: The dice 

rolls. First, let's talk about the dices. This system 

use dices that have 6 faces with a value on each 

face ranging from 1 to 6. In other words, this 

system uses normal dices. (It is important to 

note because some RPG use dices with more 

than 6 face, but since I want this system to be 

simple and accessible to everybody I only use 6 

sided dices. 

 

When you make a roll, you will always 

use 1 or more dice. There will also be another 

number called the difficulty that will be assigned 

to you. Then you roll your dices and you add all 

the results together. If the result is higher than 

the difficulty, you succeed. For example if the 

difficulty is 10 and the total result of 3 dice roll 

is 12 you succeed because you rolled higher 

than the difficulty. 

 

Character's Luck 
                                           

When a die of your roll is equal to your 

character's lucky number (defined in the 

character aura) you can roll an extra die. 

Example: if you luck number is 2 and on a 3 

dice roll you roll 2, 4 and 2, you roll 2 extra 

dices. Let say you rolled 3 and 5. The final 

result will be 16 (2 + 4 + 2 + 3 + 5 = 16). You 

can add dices as many times as you get your 

lucky number. 

 

 

 

 

 

 

Using Traits 
 

If you fail a roll, you can use a trait from 

you aura to: 

 

♦ Increase your attribute by 1 

♦ Retry completely your roll 

♦ Add +1 to all you dices 

♦ Change your lucky number 

 

You can spend 1 trait before the roll and 

another trait after the roll. Which mean that you 

can use up to 2 trait per rolls, but still you 

cannot use the same trait twice for the same roll 

and you cannot use the same effect twice also. 

    

When you use a trait you check a box 

beside it. When you do not have any more free 

boxes, this trait won't be able to be used until the 

next game session. At the GM discretion, you 

should use a trait that has some relation with 

what you are doing. You cannot have more 

chance to lift a gate because you have an 

handsome appearance or because you are cool, 

see the point.    

 



Rounds 
 

The turns in the game are divided in 

rounds. A round is an undefined portion of time 

where all characters can make an action. It is 

divided this way to allow everybody to make an 

action at the same time. This procedure is 

especially useful during combat since everybody 

must be able to do something, in it’s portion of 

time. Here is the procedure you must follow for 

each round. 

 

1 - Action declaration  

In this phase, each player decide what 

their character (PC: Playing Character) will and 

the GM will decide the actions of all his NPC 

(non-playing character). The actions of the NPC 

are not explained yet to the players. Then each 

player will explain their action. It can be a 

combat action or a non-combat action. 

 

2 – Action Resolution 

Each character (PC and NPC) will 

execute their action. If this action require rolls, 

you will make the rolls now. The GM will also 

do the same with all his NPC. At this end of this 

phase everybody should have known if their 

action succeed. Note that all actions occur at the 

same time. The order in which the resolution is 

made has no importance. 

 

3 - Analysis  

The GM will then tell the player what 

happened according to the actions of the 

characters and the result of the rolls. If the PC 

and NPC characters want to do another actions, 

then we start again another round until all the 

actions are done. 

 

Non Combat Action Resolution 
 

A non-combat action can be any action 

possible is not classified as an offensive or 

defensive action (ex: speaking, opening a door, 

hacking a computer, etc). Some of these actions 

will succeed automatically and others will need 

a roll to succeed. The GM will decide if you 

need a roll. You don't need a roll for simple 

thing like talking or walking, but if you want 

talk a foreign language or walk on a tight rope 

you will need a roll. 

 

All non-combat action will use attribute 

defined by the GM according to the action you 

are doing. The attribute you use will determine 

the number of dices you roll. For example, if 

you want to lift a gate you will use your physical 

attribute. If your physical attribute was 3 then 

you roll 3 dice. 

 

The difficulty of the roll will be given by 

the GM. Use the chart below to guide you. It 

number can be any number the GM wish, those 

stated below are just guideline. In our example 

above, if lifting a gate was considered Very 

hard, so the roll difficulty would have been set 

to 20 (3 dice to roll over 20, that his very hard or 

should I say impossible but no one said that 

lifting a gate was easy). 

 
Difficulty Value 

 

Easy  5 

Average 10 

Hard  15 

Very Hard 20 

 



Combat Actions Resolution 
                                           

For combat actions, you will also use an 

attribute to determine the number of dices you 

roll. Most of the time, for usual weapons (guns, 

swords, etc.) you will use the physical attribute. 

If you are using other kind of unusual weapons 

(magik, psionic, etc.) then you will use the   

mental attribute. The GM will be the judge of 

which attribute to use but generally it is simple 

to determine. 

 

The difficulty level of the roll will be the 

defense level of the opponent you want to hit. 

Your opponent will roll against your defense 

level when he wants to attack you. Now make 

your roll; if you succeed you hit your opponent. 

He will now check 1 health box from his health 

bar. When an enemy successfully hit you, you 

also check 1 health box in your current health 

bar. When you lose all your health, you die 

(simple). 

 

Parrying 
                                           

When you are weak or when you want to 

protect some body, there is an alternate kind of 

actions you can choose in combat which is 

parrying. When you declare that you are 

parrying the only thing you will do in this round 

is protecting yourself or somebody else against 

enemy attacks. You won’t be able to attack or 

make any other actions during the round, but 

your defense level will be increased. When you 

chose to parry the whole round, you double your 

basic defense level. The result will be your new 

defense level for the rest of the round. 

Remember that only the basic defense level is 

doubled, which mean that the bonus, given by 

various equipment, will still stay the same. 

 

Multiple actions 
 

If you wish to make more than 1 action 

in the same round you simply add up the 

difficulty of each roll together and it will gives 

you the final difficulty of the roll. Ex: If you 

want to climb a rope (diff. 8), shoot an enemy 

(diff 6) and throw a grenade (diff 8) the final 

difficulty of all those actions will be 22. If you 

fail, you fail them all. The advantage of multiple 

action is that you make them all in the same 

round instead of 1 action per round. 

Chaining Action 
 

If you think it will be too difficult to 

make multiple actions in the same round, you 

can chain actions. You can only chain combat 

actions. When you chain actions, you make 1 

action per round but you opponent cannot reply 

to your attacks unless you fail. When you decide 

to chain actions,  you must declare all the action 

you will do in this round and the in following 

rounds. When you are ready to start, the 

difficulty of your first roll is increased by 5. If 

you succeed you continue to the next action and 

the target cannot reply. For the second action 

raise difficulty by 10, then by 15 for the third 

one, then 20, 25, etc. If you fail an action, the 

target can reply immediately at a difficulty of 5. 

 

Techniques 
    

A technique will always use an attribute 

as any other roll. The difference is that a 

technique has special powers and some of them 

will increase the difficulty of your roll. 

 

To use a technique ability that has a 

difficulty with a modifier, you add this modifier 

to the defense level of the target you want to hit. 

Ex: Your technique difficulty is +5 and the 

defense level of the target is 10, then the total 

difficulty is 15. If you succeed, the effect in the 

technique description will occur. 

 

If the technique ability difficulty does 

not have a modifier but has a fixed difficulty, 

then you will roll against this difficulty. Ex: If 

the Fireball difficulty is 10 then you roll against 

10. 

 

If a technique ability has no difficulty, 

the roll is made has normal combat actions with 

the benefit of the ability. 

 

If you want to chain or make multiple 

techniques in the same round, you just add up 

the difficulty together. 

 

 

 

 

 

 



 

Chapter 3 : Character Creation 
 

Now it is time to create your own 

character. Make a photocopy of the character 

sheet and keep it besides you when reading this 

chapter. This chapter will contain step by step 

instructions to create a character. The 

parenthesis ( ) contain the name of the field on 

the character sheet. 

 

Game difficulty 
 

When the GM make his game he will 

assign a difficulty level to the game. This will 

determine how hard will be the game.  Ask the 

GM what is the difficulty level of the game 

before creating your character. If the game is at 

an easy difficulty the characters you will make 

will be stronger than if you where playing at a 

hard level. The GM can set game to easy, 

normal or hard. 

 

Character Definition 
 

The first section on the top is the 

character section. If contain various information 

on the character and on the player. On the first 

line you write your name (Player) then you write 

the name of the world you are playing in 

(Campaign) and the current date (Date). 

 

On the second line, you write the name 

of your character (Character) the concept of 

your character (Concept) its race (Race). The 

concept of a character is the profession of your 

character or a very brief description of your 

character's function. Here a few examples of 

concepts: Knight, Police officer, Thief, Hit man, 

Artist. The races available can change according 

to the Campaign you are playing in. If you play 

in a fantasy world the races might be elf, dwarf, 

etc. but in a Hi-tech world you race might be: 

Human, android, cyborg, mutant. 

 

On the third line you write the age (age) 

and sex (sex) of your character. In the field 

"other" (other) you can write extra information 

needed for the Campaign you are playing in. 

And at the end you write the game difficulty of 

the game set by the GM (Game Difficulty). 

 

Attributes, experience point and defense level 
 

Now you must set the attributes of your 

character. You will record them in the second 

section of the character sheet. The first thing to 

do is to set the 3 attributes (Physical, mental and 

social). You will receive a total number of 

points that you must divide between the 3 

attributes. The number you will receive will 

change according to the difficulty level of the 

game. Look below: 

 
Game Difficulty     Points Received 

 

Easy                12 

Normal              9 

Hard                6 

 

Now decide how many points you want 

to distribute in each attribute. You cannot have 

an attribute lower than 1 and higher than 5. Now 

write the number you have chosen beside the 

name of each attribute. 

 

The right part of this section will be used 

to record your experience points. For each 

experience point you gain you add a check mark 

in a box. At the beginning of the game, you 

don't have any experience points (Exp.), you 

will get them during the game. You will see how 

to use exp. points in the Character Improvement 

Chapter.  

 

Below the experience, there is a place 

when you can record your total defense level 

and you basic defense level. At the character 

creation, the basic defense level is 5. The total 

defense level is the same but it can be increased 

later with combat equipment. 

 



Techniques and Aura 
                                         

At the character creation you receive 2 

techniques. Those 2 techniques will be set at 

level 1. According to the technique and the GM 

you might receive 1 or a few abilities with your 

technique. 

 

If do not wish to have 2 techniques you can 

spend those techniques in this way: 

♦ Spend 2 tech to gain 1 tech at level 2 

♦ Exchange 1 tech for 1 health level 

♦ Exchange 1 tech for 2 defense level 

♦ Exchange 1 tech for 2 additional traits 

   (You can exchange all your techs but you 

cannot select the same kind of exchange twice) 

 

The techniques you can chose will be 

described in the technique list. The GM will 

supply you with a list, but if he did not designed 

any, a few techniques will be described at the 

end of this book. 

 

Finally, you write the abilities gained 

from your technique to the right section. 

 

Then you record the aura of your 

character. On the first line, beside the word 

color, you write the color of the aura you have 

chosen for your character. You can choose the 

color you want. Then on the second line you 

write your character's lucky number that you 

also choose yourself. You can also choose the 

number you wish ranging from 1 to 6. On the 

other lines you will write the traits you want to 

give to your character. You choose 3 trait what 

ever is the game difficulty level and you write 

them in the following lines. You start with 1 box 

for each trait. 

 

Health bar, Blank bar, Combat Equipment 
 

In this section, you will record your 

health status. You character will start with 3 

basic health box. Darken 3 box in your 

maximum health level bar. The armor will also 

add a few boxes; you will fill them later. Leave 

the wound boxes and the current health boxes 

blank. 

 

The blank bars have no specific use. 

These are extra bar that the GM can use 

according the needs of his Campaign. For 

example, it could be used to record magik power 

or anything else that comes in your mind. 

 

On the right column, you will record you 

equipment for combat. The list of combat 

equipment you can buy will change from a 

Campaign to another. On the top, you write the 

weapons you will use. Then you will write what 

kind of armor you have and you write beside it 

the level of protection it gives you. The level of 

protection of the armor is the number of "A" 

boxes you get in your maximum health bar. So 

write down the "A" in your maximum health as 

many times as your armor level. Finally, you 

write you defenses with its defense level beside 

it. Defenses are any piece of equipment that can 

increase your ability to evade attacks (ex: 

shield). Add up these defenses level to you total 

defense level written in the attribute section. 

There are also weapons that could give bonus on 

the defense when used as a second weapon 

(Parrying Dagger, Main Gauche). Note that the 

GM as the final word on what equipment you 

are allowed to have at the beginning of the 

game. 

 

Equipment and Items 
 

This section is used to record other piece 

of equipment not related to combat or stuff and 

money you find during the game. You write here 

every thing else the character has (The GM will 

determine what you have).      

 

Notes 
 

This section does not have any specific 

use. It is just a place to record any data the 

player would consider useful. 

 



Chapter 4 : Character Improvement 
 

You will now learn how to improve your 

character during the game with experience 

points. You will also learn how much 

experience points (exp.) the GM should give to 

the players at the end of each game session. 

 

Experience Points distributions 
                                           

At the end of a game session all 

characters will uncheck 1 box for each trait. 

Then the GM will give an amount of exp. to 

each character. The amount is given according 

to how good the player role-played his 

character. Even if the character kill 10 dragons, 

it won't give him more exp. He will gain exp. if 

the player really respect the concept and 

personality of the character. 

 

A character can gain up to 5 exp. per 

game. There are 5 categories from which he can 

get 1 exp. at most in each category. Look below 

to see the categories with their rules: 

 
Adventure : gain 1 exp. if 

The player completes successfully a mission, 

duty, task or solve a solution to a major problem. Work 

successfully toward the completion of the mission. 
 

Role-Playing : Gain 1 exp. if 

The player plays well the personality his 

character. It looks like a true living person even if it does 

not respect the concept of the character. 
 

Character : Gain 1 exp. if  

The player respects the concept of the character 

when making actions and decisions but do not necessarily 

role-play it well. 
 

Player's Behavior : Gain 1 exp. if 

The player is attentive to the game and respects 

the other players while they are playing. 
 

Game Etiquette : Gain 1 exp. if 

The player is the host of the game or the players 

arrives on schedule to the game. 

 

Improving a character 
                                         

At the end of a game session, the 

characters can spend their exp. to improve their 

character or they can keep them if they want 

accumulate more points. 

 

There are a few things you cannot 

improve in your character. You cannot improve 

your attributes. Those that are at the beginning 

of the game stay there forever. You cannot also 

give new traits to your character. You can 

change them if the personality of your character 

change (you will need to talk about it to the GM, 

he will decide if they change). The things you 

can improve are: learn or improve techniques, 

get extra health levels, increase your defense 

level or get extra trait boxes. 

 

When you improve your character, you 

are not absolutely sure that the improvement 

will succeed. The number of exp. you use to 

improve your character will vary wildly 

according to what you want to improve and how 

good is you luck with dices. 

 

To improve a character you must make a 

roll. According to what you want to improve, 

you will get a difficulty level to roll against. If 

you succeed the roll, the improvement works 

else it fails. To succeed your roll, you will need 

dices. The number of dices you roll is equal to 

the number of exp. you want to spend. If you 

spend more exp., the chances of success will be 

higher but the cost will be higher also. If you 

spend less exp. the risk of failure is greater but 

the cost is lower. 

    

When making your roll, the lucky 

number of your character can be used in your 

roll but you cannot use traits. If you fail your 

roll, you loose all the exp. you have spent. When 

you fail a roll, if you still have some exp. left in 

your reserve, you can spend exp. again to roll 

some additional dices to your roll. Those dices 

will cost you 2 exp. per die instead of 1 exp. 

Add the result of those dices to the previous 

result. If you fail again, you can still get extra 

dices for 3 exp. per die (then 4, 5, etc). If you 

still fail you lose all the exp. spent. 



Learning and improving Techniques 
 

If you want to learn a completely new 

technique, first you will need the approval of the 

GM since he might require you to find a teacher. 

Second, you must roll against a difficulty of 5 

times the number of techniques you will have, 

including the new technique, and you add 10. 

Ex: If you currently have 2 techniques and you 

want to learn a third one, the difficulty will be 

25 ((3 X 5) + 10). 

 

If you want to improve a technique the 

difficulty will be 5 time the level to reach. Ex: If 

your technique level is 1 then to increase the 

level (2) you must roll against difficulty 10 (2 X 

5). You cannot increase your levels by more 

than 1 level at a time. 

 

Gaining extra health levels 
                                           

The difficulty is 5 times the number of 

health levels you want to reach.  Ex: if you 

currently have 4 health levels and you want to 

have 5 health levels, the difficulty will be 25    

(5 x 5). You ignore the health given by the 

armor in the count. You cannot increase you 

health by more than 1 point at a time. The 

maximum health you can reach is 10, excluding 

the armor. 

 

Improving the defense level 
                                           

The difficulty of the roll is 2 times the 

defense level you want to reach excluding any 

bonus given by any defense. Ex: if your basic 

defense level is 7 and you want to reach level 8 

then your difficulty will be 16 (8 x 2). You 

cannot increase you defense level higher than 

15, defenses bonus excluded. You cannot 

improve you defense level by more than 1 point 

at a time. 

 

Blank Bars Improvement 
 

You can improve the blank bar (just like 

the health bar) if your GM need to use these 

bars. The cost will be defined by the GM 

according to the needs of his Campaign. For 

example, if a GM decided to make a magik 

power meter, He might decide that the difficulty 

for raising then maximum magik power level 

can is 4 times the level to reach. 

Adding Trait Boxes 
 

 Each trait starts with 1 box in for each 

trait. You can spend Exp. point to add other 

boxes to a trait. This will give you the ability to 

use this trait more than once. Each trait can have 

a maximum of 3 box. If you want to add a box 

to a trait, the difficulty of the roll will be 3 times 

the number of boxes you want to reach for this 

trait. You can only add 1 box at a time. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Chapter 5 : Game Mastering 
 

This chapter will contain useful 

information for novice Game Master. If you are 

experienced in GMing, you can skip this section.  

 

Running A Game 
 

To run a game, you must first be 

prepared. You must design the material you 

need for the game (Monsters, technique, maps, 

etc. See later how build your material). When 

you are ready, you invite you player for 

character creation and you can now start the 

game now or at the next game session. This will 

give you time to plan you adventure and history 

according to the character you have. 

 

The important thing is that the game 

must be interesting and fun. As in movies, you 

always have different kind of scenes. You have 

action scene, talking scene, suspense scene, etc. 

You must mix all these kind of ambiance to 

keep the players interested to your game. If you 

are only slashing goblins for hours of gaming, 

the game will become boring. This is why 

combat must not occur very often and they must 

not occur for unspecific reason. Also consider 

that combat is not always the only solution to a 

problem.  

 

Building A Game 
 

Most of the games are divided in 

adventures. An adventure is a mission that the 

character must do. When creating an adventure, 

it is important that you do not impose this 

adventure to the character. Instead, the 

characters must have some personal interests for 

doing this mission. This is why there must be a 

story to your adventures. The story could have a 

link with one of the character. Remember that 

each character has it's own ambitions and goals 

in life. This is why they will not automatically 

accept you adventure. So you must consider the 

background history of all your characters before 

designing the adventure. 

 

When you are designing a game you 

must not design it too much because it will be 

possible that the designed material you made is 

not used at all in the game. First you need to 

design the history. Design what is the plot of the 

game. Determine what has happened and what 

will be happening without considering the 

actions of the character. Example of story: An 

evil wizard wants to summon a demon to attack 

a fortress of good guys. To Summon the Demon, 

he needs a jewel from a museum in a city. So he 

send one of his servant get the jewel. Then you 

decide what maps will you need. Map of the 

museum, the wizard's tower, the region and 

maybe the fortress. Then design any other 

material like monster (The servant, wizard, 

demon, soldier and skeletons [Summoned by the 

wizard]), magik item that could be found in the 

tower, etc. 

 

When you know what will be the actions 

of the bad guy you now tell what the players 

should know. They don't know the whole plot 

they only know a part of it. For example: in this 

case, the character could have heard of a stolen 

jewel in the museum and the museum pays a 

reward of 1000 gold if it is returned. The player 

don't know why it was stolen, they will have to 

discover it later. 

 

Now let say that the player retrace the 

servant and kill him. Now the story will change 

because the wizard does not have his jewel. So 

now the GM will decide what will be the wizard 

decision in these circumstance. Let say he 

summon 2 gargoyles to search the players and 

retrieve the jewel. But if he had the jewel, the 

wizard will start summoning his demon. So the 

player will still have to find some who is behind 

all this. 

 

This could be and example of an 

adventure design. Remember that you must 

allow you player to be creative. Allow your 

story line to have multiple paths even if you did 

not think about it. You cannot plan all the 

possibilities. Do not impose a fixed story path to 

your character because they will feel like if they 

must do what you have planned and that 

anything else is impossible. 

    



Keeping control of the character 
                                                  

You must keep the balance of the game. 

The game must be challenging even if the 

characters are all evil or demi-gods. It does not 

matter if you give them the challenge they need. 

If there all evil well let them conquer the world, 

it might not be as easy as they think. If there are 

all demi-gods then let them deal with much 

more important things that a jewel rubbery.  

 

If you don't want to end up with demi-

god character, limit the quantity of treasury and 

magikal item you give to them. If you do so, 

these items will have a more important value to 

the players since they are rare. If you give them 

too many artifacts they will simply add all these 

goodies to their piles. 

 

Modify The Rules 
 

If you find that a few rules are 

unbalancing your game, well change them or 

remove them. You are the GM and you have the 

power to do as you wish. Still you should first 

make an agreement with the other player. Make 

sure that these modifications do not unbalance 

the system.  

 

Creating worlds 
 

Creating a world is very complex and 

time consuming, but some time it can helps. 

Whatever you are designing, try to make a 

dynamic world. A dynamic world is a world that 

can adapt itself according to your need. Which 

mean that you must be able to reuse your work 

even if you had already used it. This will give 

you an infinity of possibilities with the same 

material. When making a world you should 

think designing the following things: Maps, 

History, Civilizations (Technology, cultures), 

Life forms. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

                                     



Chapter 6 : The Reference 
                                           

This section will not contain new rules. 

It will contain help, examples and easy 

references on information you often need. 

 

Equipment 
                                           

There is 2 kind of equipment, combat 

equipment and all the other gear and item. The 

GM could have made a list of all the things he 

has in its world with their prices and where they 

are sold. Since this list might depend a lot on 

the Campaign you are playing in, we will not 

make any list but we will give you a few guide 

line of what could the list hold. 

 

First weapons. Since the kind of weapon 

you are using does not influence the game 

rules, except for their prices, having a weapon 

list is useless. But it is still good to have a small 

list to give an Idea to the player of what they 

character can have. Many kind of weapon can 

be classed in 2 categories: Short range and long 

range. In the short range, category you will find 

many kind of swords, axes, maces, spear, 

chains/ropes and knifes. In the long-range 

weapon category, you have the thrown weapons 

(knifes, spears and disk) and you have the 

ammo weapons (gun, crossbow, Bow). You can 

also consider a few defensive weapons, like 

parrying daggers and main gauche, that could 

give a bonus on you defense level. There can 

also be magical weapon that will have special 

abilities and bonus but they might not be for 

sale. 

 

Second armor. There is so many kind of 

armor that changes according to the world you 

are playing in. To guide you, I have made a tiny 

list that will be compatible for any world. This 

list set the level of the armor according to it size 

and its technology level. You could also make 

magical armor that would increase the armor 

health level or the defense level. Still, It is 

better to make and armor health level rage 

between 0 and 5. 

Armor type  Value 

 

Light Armor  1 

Medium Armor 2 

Heavy Armor  3 

 

Technology Level Modifier 

 

Modern  Armor value +1 

Hi-tech  Armor Value +2 

 

Third the defenses. The variety of 

defenses possible are even bigger. It can range 

from shields to many magical or technological 

goodies. The defense levels of these defenses 

will most of the time range between 1 and 5. 

Here is a small list of defense that you could 

use as guide lines. 

 
Defense Type Value 

 

Buckler           1 

Parrying Weapon   2 

Shield            3 

Body Shield       5 

 

Fourth Items. These common objects a 

character can find in a quest or that you can 

buy. Here are a few kinds of items you can 

make: Clothing, food, vehicles, animals, 

storage gears, Chemical ingredients, magik 

potion, jewelry and of course these can all be 

magical. Still try to define what will be useful 

in a game. The kind of shoes that character 

wear won't give a certain advantage to the 

character and it won’t be usable to solve a 

problem. 

    



Techniques 
                                           

The technique will depend a lot of the 

Campaign you are playing in. The technique 

should always be some kind of power 

inaccessible to everybody without learning and 

training. Remember that we are in an anime, 

everybody has all skills possible except for 

technique. So no need to create technique for 

piloting ultra complex mechs or for any other 

knowledge as computers, biology, science, etc. 

Techniques are special power but they don't 

need to be super natural. 

 

When making a new technique, first 

find a name and the abilities that this technique 

will possess. Specify if each level will grant 

access to 1 or more than 1 abilities. Then 

specify if these abilities are obtained when 

increasing the technique level or if they must be 

acquired later. You can also make a few 

variations of your owns. You will have to 

decide which attribute will be used by the 

technique and you can determine a difficulty or 

a difficulty modifier for each ability. Here are a 

few examples: 

 

Sword Mastery (Physical Attribute) 

Level 1 : Fencing Tactics (0) 
This ability use advance tactics in fencing to get 

better opportunities to hit your opponent. The 

opponent's BASIC defense level will be reduced 

to 5. 

Level 2 : Power Cut (+5) 
This ability allows the user to make his sword 

cut throughout ANYTHING. If used in combat, 

it will ignore the target's armor. The user cannot 

make multiple or chained actions. 

Level 3 : Swift Defense (0) 
This ability will allow you to parry easily all 

incoming attack targeted against you. You triple 

your Basic defense level. If you use 2 swords 

you quadruple it. 

Level 4 : Lightning Chain (0) 
This ability allows to chain combat actions 

easily. It will allow you to chain 2 actions 

without any penalty. If you wish to chain more 

than 2 actions, the normal penalties will be 

applied on the 3rd action and the following ones. 

Level 5 : Multiple Weapon (0) 
This ability will allow the user to use a second 

sword in combat. When making multiple 

attacks, he adds only half the opponent's defense 

level to the total difficulty for an extra attack. 

 

Magik (Mental Attribute) 

The level determines the maximum 

strength of the spell. Spells can use up to 5 

different parameters for casting (ex: Strength, 

#target, etc.). The highest level a parameter can 

have is determined by your Magik technique 

level. The difficulty start at 5 and it is increased 

by 2 point per level of each parameter. The 

number of parameters needed is determined by 

the spell. Ex: if the spell cast is strength 2, 

duration 3 and #target 2 then the difficulty 

will be 19. 

 

You will also have a magik bar that will 

start with 3 basic level. You can check 1 box to 

gain the same advantages a using a trait. You 

recover all you magik level with a night of 

sleep. You can use an unlimited number of 

magik power on the same spell. To add a level 

to this magik bar, the roll difficulty is 4X magik 

level to reach.  

 

Each spell takes 1 round to cast, but you 

can take more casting time to reduce the 

difficulty by 2 per extra casting round. 

 
Level 1 2 3 4 5 

 

Difficulty +2 +4 +6 +8 +10 

Strength 1 2 3 4 5 

#Target 1 3 8 24 64 

Duration 1 2 3 4 5 

Range Touch 10m 50m 250m 1km 

Special Sleep Stun Poison Petrify Death 

 

Healing  
(STRENGTH, #TARGET, DURATION, RANGE)  

This spell will recover the health of a character. 

It will heal a number of health level determined by 

Strength to a #target in Range. The healing will repeat 

itself the number or round stated in Duration. 

 

Cure  
(SPECIAL, #TARGET, RANGE)  

This spell will cure a special wound. It will cure 

a number of wound box equal to Special to a #Target in 

Range. 

 

Inflict Wound  
(SPECIAL, #TARGET, RANGE)  

This spell will inflict a special wound. It will 

inflict a number of wound box equal to Special to a 

#Target in Range. 

 



Strengthen  
(STRENGTH, #TARGET, RANGE,DURATION)  

This spell will raise any attribute for a Duration 

number of rounds. The number of point gained in the 

attribute is defined by Strength and it will affect a  

#Target in Range. Attribute can be raised above 5. 

 

Elemental Strike  
(STRENGTH, #TARGET, RANGE, DURATION)  

This spell will make an elementalised attack of 

your choice (Earth, Fire, Water, and Air) to your targets. 

The STRENGTH determines the number of wound 

inflicted by the attack that will affect a NB_TARGET in 

RANGE. The damage will be inflicted for a number of 

rounds stated in DURATION. If The enemy is resistant 

to this element, divide number of wound inflicted by 2 (0 

is possible). If the enemy is weak against that element 

double the number of wound inflicted. 

 

Teleport  
(#TARGET, RANGEa, RANGEb)  

This spell will teleport the #Target present in 

RangeA at a distance not higher than RangeB. 

 

Enemies 
                                           

You will have to design enemies to face 

the players. Enemies could be monsters, robot 

or simply normal characters. If the enemy is an 

important NPC, use the standard character 

sheet; else only record the information below. 

    
Name: This is the name of the enemy. 

Attributes: You need all the 3 attributes. 

Equipment: Basic weapon armor and defenses . 

Health: Indicate the number of basic health level and 

the armor health. The basic health level can exceed the 

limit of 10 basic health for non-humanoid monsters (ex: 

dragons). 

 

Don’t hesitate reuse the enemies you 

have designed (the players won't notice). For 

example, if you designed a soldier, don't mind 

reusing them. If the players encounter 3 soldiers 

then all the soldiers should have the same 

statistics. It does not matter because soldiers are 

non-important people. If you designed a bad 

guy who is the boss of the whole plot, you 

should make a normal character with 

techniques and trait to be used. Of course, you 

can boost his attributes, techniques and health 

levels as you wish (The players must have some 

challenge you know). 

Wounds 
    

It should also be useful to create a few 

different kinds of wounds. I have made a few 

popular wounds below but you can still add 

your own. Here is the list of the wound I have 

made: 

 

Poison: Each time you receive a poisonous blow, it 

will give you a poison level. Each poison Level equals a 

wound level that bypasses the armor. The GM will 

decide how many poison levels you get when you are 

poisoned. You can receive poison points even if you are 

already poisoned. Poison can kill a character if the poison 

level fill the basic health level. You can use antidote to 

remove poison levels. Here is an example of character 

dead by poison: 
 

Maximum Health level  
Current Health level   
Wounds poison   
 

Stun: Each time you receive a stun wound (from a 

monster or a stunning weapon) you add it to your stun 

wound level. Stun damage does not kill. If your stun 

level reaches your health level or fills completely you 

basic health level you are completely paralyzed or fall 

unconscious. Each hour remove a stun level. 

 

Maximum Health level  
Current Health level   
Wounds stun   
 

Sleep: When you receive at least 1 sleep wound you 

fall asleep. Then each round of combat you remove 1 

sleep wound. Once you lost all of them you regain 

consciousness. 

 

Petrify: When all your basic health is filled with 

petrify wounds, all your body changes to stone. 

 

Death: When you have a death curse you add a death 

wound. When your death wound reach your current 

health, you die.  

                                 

 

 

 

 

 

 

 

 

 

 

 



Appendix A 
 

Table Reference 
Attributes Points received at character creation 

 
Game Difficulty     Points Received 

 

Easy                12 

Normal              9 

Hard                6 

 

Aura Color Palette                                    

 

 
Non-Combat action Roll difficulty level 

 
Difficulty Value 

 

Easy  5 

Average 10 

Hard  15 

Very Hard 20 

 

Experience award rules at the end of a game 

session 

 
Adventure : gain 1 exp. if 

The player completes successfully a mission, 

duty, task or solve a solution to a major problem. Work 

successfully toward the completion of the mission. 
 

Role-Playing : Gain 1 exp. if 

The player plays well the personality his 

character. It looks like a true living person even if it does 

not respect the concept of the character. 
 

Character : Gain 1 exp. if  

The player respects the concept of the character 

when making actions and decisions but do not necessarily 

role-play it well. 
 

Player's Behavior : Gain 1 exp. if 

The player is attentive to the game and respects 

the other players while they are playing. 
 

Game Etiquette : Gain 1 exp. if 

The player is the host of the game or the players 

arrives on schedule to the game. 

Character improvement cost 

 
Improvement Difficulty 

Add Technique ( 5 X Nb technique ) + 10 

Improve Technique 5 X technique level 

Add Health Level 5 X health level 

Improve Defense Level 2 X defense level 

Add Blank Bar Level GM`s Discretion 

Adding Trait Box 3 X nb_box 

 
Character Creation Technique Exchange 

 

♦ Spend 2 tech to gain 1 tech at level 2 

♦ Exchange 1 tech for 1 health level 

♦ Exchange 1 tech for 2 defense level 

♦ Exchange 1 tech for 2 additional traits 

 
Trait using effects 

 

♦ Increase your attribute by 1 

♦ Retry completely your roll 

♦ Add +1 to all you dices 

♦ Change your lucky number 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Glossary 
 

Attribute Level 
This is the number that will represent the strength 

of your attribute. This value range from 1 to 5 and it is 

represented on your character sheet as a number beside 

your attribute name. 

 

Basic Health 
The basic health is you maximum health level 

without the armor. At the character creation, it starts at 3 

but it can be increased during the game. 

 

Campaign 
The world and the setting where the player's 

character will be played. 

 

Checking Boxes 
When you check a box, you write an X mark in 

the square to check. 

 

Current Health Level 
This is the number wounds you can still get 

before you die. Each time you receive wounds, you check 

a box to indicate that your current health level had drop. 

When your current health level reach 0 you die. 

 

Darken Boxes 
To darken a box you draw all the space inside the 

square to Darken. 

 

Difficulty 
This is a number that you must roll higher with 

the total of all the dices in your roll to succeed it. 

 

Experience Points 
These are points that you gain at the end of each 

game session. They are use to improve the strengths of 

you character. 

 

Game Difficulty 
This is a value, determined by the GM, that will 

define how easy or hard the game will be. The difficulty 

of the game will modify the strength of the characters 

during their creation. 

 

Game Master 
This is the storyteller of the game. He explains to 

the other players what will happen according to the 

actions and reactions of the players.  

 

Game Session 
It is a moment when the player and the GM see 

each other to play the game. Each time you play a game, it 

is called a game session. 

 

 

Long Range Weapon 
This is a weapon that can hit a target at distance. 

Ex: Gun, Crossbow, Bow, etc. 

 

Maximum Health Level 
This is the maximum number of wound a 

character can get before he dies. This value will change 

according to the basic health of the character and his 

armor. 

 

Short range Weapon 
A short-range weapon is a weapon that you hold 

in your hands and that cannot strike at long range. Ex: 

Sword, axe, maces, staff, etc. 

 

Non-Playing Character 
This is a character controlled by the GM. The 

GM decides all the actions of his NPC. All characters in 

the world are NPC except those played by players. 

 

Playing Character 
This is a character of the story controlled by a 

player. It is the player that decides what the character will 

do. 

 

Roll 
This is the action of rolling dices to check if you 

succeed and action. All rolls require a number of dices to 

roll and a difficulty to roll against. 

 

Role Playing Game 
This is a game you play with friend where 1 

player, the GM, tell the story to the other players. Each 

player controls his own character (PC).  

 

Wounds 
This is a kind of wounds that does not come 

always come from a physical attack. It can still hurt or kill 

the character. Ex: poison, stun, sleep, death and petrify.  

 

Technique 
Theses are a group of special abilities a character 

can learn. 

 

Abbreviations 
 

Exp Experience Points  

GM Game Master  

NPC Non-Playing Character  

PC Playing Character  

RPG Role Playing Game  

Tech Technique  

TL Technology Level            

 


