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5™ EDITION ROLE PLAYING
AMAZING ADVENTURE

()

A MULTI-GENRE ROLE PLAYING GAME

INTRODUCTION
SOUTH AMERICA, 1940

“Well this sure is a pickle,” Tennessee O’Malley said.

He paced the walls of the cell, tapped on them every few feet or gave
them a pointless shove or half-hearted kick. “I don’t know how we’re
getting out of this one,” he said.

“I'm working on it,” Bucky said. “Give me some time.”

“Ten,” Mackie said, “Please sit down. You're making me nervous.
Even if Bucky doesn’t have what he needs here, remember, we're not
alone, here. Also, this whole excursion was your idea.”

Tennessee turned on the young woman and leader of his group. Even
in this dank, dirty cell, her blouse stained and torn, her hair matted
with sweat, he had to admit, she was stunning. Her chestnut brown
hair cascaded in waves over her face, and her dark eyes were as deep
as the night. He’d been surprised at the depth of feelings he was
starting to feel for her over the past few months. They'd been great
friends for years, but this...this was different. And a problem, since
Tennessee was well aware of Bucky’s feelings for her, regardless of
whether she returned those feelings.

Gods dammned work relationships, he cursed to himself, mess
everything up.

Still, her voice was soothing, an unique talent she’d used to great
effect to get them out of many a similar problem.

He walked over next to her and sat down.

“You're right,” he said. “It was my idea. But we couldn’t pass up a
chance to investigate another one of those gateways.”

“Or stop the Dragons from getting hold of it,” Bucky reminded.

Mackie held up her hand. “I know, I know. You're right. It's just...” she
trailed off. Both men could see her eyes starting to well up in the dim red
rays of twilight that filtered in through the window high up on the wall.

o

Tennessee put a hand on her shoulder. “Hey, darlin’,” he said, his
Southern drawl softening the edge on his words. “What's the story,
morning glory? You been out of sorts since we started this little
misadventure.”

She managed a half-smile. “This whole thing just feels...off,
somehow,” she said. “It’s different than our other adventures. And
Nat...God, I hope Nat’s okay.”

Tennessee shook his head. “She took one,” he said. “I saw it. I think it was
just in the shoulder, but in the jungle. . .I don’t know. Listen; Maddie was
with her, and so was Steve. They got away. They had to.”

Mackie blinked at him. “How can you be sure?”

Bucky said, “Tennesee’s right. Look, you know I don’t put a lot of stock
in that mumbo jumbo they do. It's not scientific. But I saw them vanish.
Whatever that trick is that Nat does, she was still able to use it.”

A commotion sounded in the hall. “Someone’s coming,” Tennessee
hissed, and tensed, ready to pounce. “This could be our chance.”

The door swung open and Tennessee barely had a chance to get to his
feet before three gquards with Chicago typewriters burst in, one weapon
turned on each of the captives. One of the guards barked, “Down!”

Mackie clutched at Tennessee and pulled him back. “Ten,” She said,
“please. This isn’t the right time.” Then she turned her attention to
the guards, her uncanny ability to defuse situations coming fully to
the fore. “Let’s stay calm,” she said. “Nobody'’s going to do anything
stupid. Your boss wants us alive for a reason. He wouldn’t be happy
if you put one of us down.”

5™ EDITION ADVENTURES 9



A fourth figure entered the room, this one a lithe woman with pale
skin and black hair streaked with gray, pulled away from her face
and tied with a ribbon. She was a striking woman, probably in her
early 50s, but with the panther-like figure of a woman twenty years
her junior, who may have performed in the Olympics. She wore a
close-fitting uniform that was devoid of markings, but was built to
allow for maximum flexibility. Across her back was slung a bow,
and at her hips hung swords.

“Well, well,” she purred, a French accent teasing the edge of her
words. “If it isn’t the famous Brotherhood of William St. John.”

“Lila,” Tennessee grunted. He whispered to Mackie. “You know
what that means.”

Mackie nodded. “Either Schwartzhofer or Doctor Serpent isn't far
away.”

Lila hissed at them, then nodded towards Bucky.
“Him,” she said. “The master wants him.”
“No!” Mackie yelled, but a submachinegun in her face quieted her.

Bucky’s face contorted in fear and he was barely able to comprehend
what was happening before they dragged him out and slammed the
door. The moment they were gone, Tennessee was at the door, trying
to see through the small window to determine where they went. A
few tense moments passed before he slammed his fist on the door and
turned back.

“Dammit,” he said. “I can’t see a thing.”

Mackie looked up at him, her face a twisted mask of fear, sadness,
and grim determination. “We have to get out of here,” she said. “I
don’t care how, but we have to get out of here, and if Doctor Serpent
is here, I want him dead. And I want to see the body.”

INTRODUCTION: A MULTIGENRE
ROLE PLAYING GAME

Welcome to Amazing Adventures, one of the first modern
multigenre RPGs to use the Fifth Edition of the rules for
the most famous Fantasy RPG in history. We're pleased to
offer this book, and we hope it fills a much-needed gap in
the market. This book has been in the works since the Fifth
Edition rules first hit the stands in 2015, and it’s been a labor
of love every step of the way.

Troll Lord Games has done well with our line of Fifth Edition Role
Playing and Fifth Edition Adventures products, and we're thrilled
to offer this complete role playing game that lets you stretch your
5e campaigns to any genre you want, from swashbuckling pirates
in the 17" Century to postmodern tech-noir.

While many elements of this core book focus on the “pulp”
era of the 1920s through 1950s, the rules are there (including
more modern firearms) to play any era of game you like. We
hope to follow this book up with a variety of genre, options
and setting sourcebooks", which will bring a wealth of other
genre-based rules to the table, including weird western,
science fiction, and more.
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UPDATING FIFTH EDITION FOR MODERN
GAMING

Converting the original Amazing Adventures rules has been
an unique challenge —while many of the core assumptions
of that rules set are very similar to those in the Fifth Edition
rules, others are quite different. Herein you will find brand
new character classes as well as a few modified versions of
classic Fifth Edition Fantasy classes updated for modern play.

For those familiar with the existing rules, this system uses a
slightly different approach to Armor Class. While it works the
same from a rules perspective, heroes in a modern game don’t
wear armor, so instead each class gets an AC progression that
increases as they level up. In addition, not every class adds their
Dexterity bonus to AC— this will be explained in Book One.

This is mentioned so that if you wish to use these character
classes alongside those in your Fifth Edition Fantasy game,
you should instead simply assign them fantasy armor
proficiencies, have all classes add Dexterity to AC, and go
with it. Likewise, if you wish to use standard Fifth Edition
Fantasy classes in an Amazing Adventures game, you'll need
to choose an attribute for them to add to AC (usually one of
those in which they have save proficiencies) and assign an
AC progression. If you look carefully, you'll pick out three
progressions herein: a strong, medium and weak.

REeFereNces 1o FiFTH EpiTION FANTASY

Though Amazing Adventures is a self-contained game
which requires no other books to play, you may sometimes
see references to certain books from the Fifth Edition of the
World’s Most Famous RPG. For brevity and copyright’s sake,
these references will use relatively standardized terminology.
They are as follows:

Fifth Edition Fantasy: The World’s Most Famous Role
Playing Game
Fifth Edition Fantasy GM’s Guide: The Game Master’s Guide
for that game.

Fifth Edition Fantasy Player’s Guide (or Player’s Handbook):
The PHB or player’s handbook for that game.

Fifth Edition Fantasy Monster Guide (or Tome): The monster
book for that game.

Generally speaking, such references will be to additional
resources that a player or GM might find helpful to expand
or enhance their game, but are not absolutely necessary for
play. Amazing Adventures is, after all, derived from the SRD
and Open Game License, so compatibility with that game is
not only assumed, it was paramount in our game design. That
means you can drop most elements from one game straight
into the other with little to no alteration or preparatory work.

WHAT IS A ROLE PLAYING GAME?

We will assume that you have at least some idea of what a
role playing game is if you've picked this up; if not, suffice it
to say that role playing is like playing cowboys and Indians,
or cops and robbers when you were a kid, but with rules in



play to avoid things like, “I shot you!” “No, you didn’t! I'm
bullet proof!”, and with the exception that you generally talk
out your stories instead of acting them out. All of this will
become clear as you read further into the book.

In essence, role playing is an exercise in collaborative
storytelling, where you get together with your friends, each
of whom takes on the role of a single character in a larger
story. These characters are guided by one player who acts as
the Game Master, a sort of master of ceremonies who controls
everything in the world that is not one of the other players’
characters.

The Game Master sets the stage and the elements of the story,
from the weather down to the shadowy guy in the long coat
standing at the mouth of that alley in the seedy section of
town, and generally gives the players an obstacle to overcome

or a goal to achieve through their characters. Often you work
together, as a group, rather than in competition, to reach this
goal just like the protagonists in a novel or movie.

WHAT YOU'LL NEED

To play, you'll need a few basic supplies:

1. This Rulebook
2. Paper and pencils

3. At least one set of polyhedral dice: one four-sided, three
or four six-sided, one eight-sided, two ten-sided (of
different colors, or one having “Tens” listed on it, i.e. 10,
20, 30, etc.), one twelve-sided, and one twenty-sided. You
can find these online or at your local gaming store.
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4. Atleast two friends. The ideal number of players varies by
gaming group, but most consider a game master and 5-7
players as the ideal size. Games have been run, however,
with as few as two or as many as twenty-plus players!

ReADING THE DIcE

How these dice come into play will become clear as you read
through the rules but note that when you see a designation
like “2d6,” that means “roll two, six-sided dice.” When you
see a reference to % dice or “percentile dice”, roll the 2d10
(that’s two, ten-sided dice) and read them as a percentage
score from 1 (01) to 100 (00) rather than adding them together.
If you don’t have a “tens” die, designate one of your tens as
the “tens” die before rolling, and read that one first.

That's the basics. The details will clear themselves up as we go on.

A MULTIGENRE GAME

Amazing Adventures in its original incarnation was designed
to be an RPG for the pulp era of the 1920s through the 1950s. It
quickly became evident, however, that the truth behind “pulp”
is that it's the root of every single genre of gaming we in the RPG
industry enjoy. The pulps included heroic fantasy, high fantasy,
time travel, science fiction, action, adventure, exploration, horror,
noir, detective stories and the roots of all the genre fiction we
enjoy today, as well as the roots of the games we play. As such,
for the fifth edition rules (and indeed, in forthcoming printings
of our house system version) we’re shifting focus away from a
specific 30-year era into a multi-genre approach.

What does that mean, exactly? It means that this game aims
to present a toolkit of rules that allow you to play just about
any sort of game you can imagine. For obvious reasons, we'll
steer clear of the majority of traditional fantasy and swords-
and-sorcery gaming — the original game that forms the source
of these rules has that covered and has since ‘round about
1974. But whether you're looking to run a gritty World War
II game, a game of modern urban fantasy, a traditional noir
detective game, a futuristic science fantasy game, or any other
sort of campaign, these rules will have you covered.

This game makes no pretentions of bringing role playing
into a new level. It’s just about fun. What we're trying to do
here is provide you the tools you need to run a game in any
number of fiction genres. What this means is that not every
rule or even character class in this book will be used in every
game. Before you can begin your game, you have to decide
what tropes you're going to use.

This game is designed as a toolkit to give you exactly the
kind of tools you need to take on your approach to modern
gaming with the 5" edition rules. We have taken the core of
the 5e rules set and expanded and adapted it as needed to
provide a robust but still lightweight and fast-playing system
for any sort of gaming you want. It should, in theory, also be
100% compatible with the core fantasy version of these rules,
allowing you to mix and match what you like.

The key word here is “mix and match.” Just because, for
example, the Arcanist character class is listed herein, that
doesn’t mean that every game will have spell-slinging
wizards. If your GM decides that magic-using characters
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aren’t appropriate for their game, then that’s the final word.
Before diving in, check with your Game Master to see what
kind of characters are appropriate for play.

REGARDING SENSITIVITY: A WORD OF
CAUTION AND A DISCLAIMER

While we are on the subject of appropriate characters, it’s
important to note that we live in a very different world than
the one we lived in even ten years ago. Social mores have
shifted powerfully, most would say for the better, and it’s
very important to be sure that every player in your group is
comfortable with the tropes, style, and characters you portray.
We have made every effort to avoid unpleasant stereotypes
and present a game that is accessible to all.

That being said, there are certain character archetypes,
backgrounds and features in this work which are time-honored
tropes of cinema and literature, but which, in the wrong hands,
could be played in an insensitive or offensive manner. This is in
no way the intent of the author or of Troll Lord Games, and we
feel it's important to urge all players and Game Masters to keep
in mind your group’s proclivities and preferences at all times.
If anything seems questionable for your group, by all means,
put it aside. In the end, simply be sensitive to your table.

An example of this is the classic femme fatale character, a
trope which when placed on a male archetype could take on
a very uncomfortable connotation, especially if portrayed
insensitively by the player or game master. By the same
token, it is indeed a classic character archetype in literature,
TV and film, and we shouldn’t ban it on the off-chance that
an irresponsible player takes a seat at your table and places an
inappropriate spin on it.

Rather, we put it to you, who know your friends and your
group, to police yourselves, and take a moment to think about
how each character, storyline and portrayal will affect the
players at your table in a personal way.

With all of that said, we sincerely hope that you enjoy this
first fully formed excursion into modern and multi-genre role
playing with the Fifth Edition rules set.
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BOOK ONE: BASIC CHARACTER CREATION

THE THIRD YEAR OF THE JALEX-SOLAR WAR

Plasma bolts erupted all around as Capt. Miranda O’Malley bobbed
and weaved her fighter through a gauntlet of Jalex fire. Her hands
danced across the controls of the cha-kiil starcraft. Designed by
the Titan colony in conjunction with their Decti allies for smooth
operation and maneuverability combined with brutal weaponry,
it was the ideal counter to the blunt weapons that served as the
devastating Jalex warships. Still, even for a pilot of her abilities, this
was a hell of an onslaught.

“Someone tell me how we get into these messes,” she muttered.

The musical voice of her wingman, the Decti warrior Clental, came
back over her comms: “You take unnecessary risks,” he said.

“Clental, you know I love you,” she barked back into the comms,
“but who asked you, anyway?” She grunted and dove hard right. A
plasma blast grazed the wing of her starfighter, and the entire ship
rolled out of control for a second until she brought it back. “That
was close.”

“Too close, I believe is the saying you humans use,” Clental clicked
over the comm.

“Quiet, you,” Miranda said. “I'm concentrating. I've got strange
readings in Sector 3, near the Anuket River. This could be what
we’re looking for.”

Another barrage of fire.

“Damn, I can’t shake these things! How did they get this far into
the system, anyway?”

Static, then: “Readings confirmed. Energy of both Jalex and...
unknown configuration. Coming from a volcanic fissure exactly 5.2
kilometers east of the the mouth of the Anuket.”

“If I'm remembering right, isn’t that the site of one of those ancient
ruins they found here?”

“Affirmative. It was a major archaeological dig, but the government
is being secretive about what they have found there.”

This was cause for alarm. What the Hell were the Jalex doing on
Venus, and how did they even get set up there without the Alliance
knowing about it? Miranda took her fighter into a sharp dive. “I'm
going in fast,” she said. “Hopefully I can lose them in the methane
clouds. I'm going to try a barn burner.”

“I would not advise that, Captain,” Clental said. “If you die, the
Knights of William St. John will be leaderless. And I...would most
regret it.”

“Noted. Just watch my six. I'm going in full burn.”

Miranda’s eyes flicked to her scanner and she caught Clental’s ship
execute a roll that would've been impossible for anyone but him or
her, bringing him neatly behind their pursuers. He opened up with
a barrage of his own, and two Jalex ships went up with quick bursts
of flame that just as quickly vanished in the vacuum. Three other
Jalex flipped to drive straight at him, while seven maintained their
pursuit of Miranda.

She ducked, rolled, and pulled out every single trick she’d ever
learned as a fighter jockey to stay one step ahead of them. Clental
was right; she was responsible for the entire Knights squadron (and
the larger society that most people didn’t even know existed) and
she hadn’t groomed an eventual replacement. She really should stop
taking risks like this.

But it was just too much to resist. Risk was who she was. Risk was
in her blood, going back hundreds of years.

So she clenched her jaw, flexed her fists on the controls, and
dove straight for a formation of methane clouds in Venus’ upper
atmosphere. If nothing else, it'd be a hell of a light show for the
colonists and archaeologists below. She hoped the Jalex would follow
her in, and her gambit was rewarded when all seven ships tore
straight after her. They fanned out behind her in a V formation, a
formation that gave them the best chance of detecting her. Something
aboutt he methane clouds in Venus' atmosphere interfered with
scanners. No human or decti scientist had yet figured out why and
Miranda was gratified to see the same apparently went for the jalex.

If this didn’t work, she knew, she could end up a lump of coal.
“Okay,” she muttered. “Here goes nothing.”

Miranda's fincers danced over the controls. She armed a plasma
missile, but simply released it without firing. It dropped away as she
cut her engines and jerked the stick back, hard. Her ship went nose
up, engines down, just meters from the falling missile. Then she
punched her afterburners hard, blasting the missile, which detonated
with a spectacular blossom, taking the entire cloud with it.

The plan was for Miranda to shoot up and out. Unfortunately, three
of the Jalex ships caught her flicker in their scanners just in time to
open up. Just as her engines flared, a barrage of fire caught the nose
of her cha-kiil, sending her into an uncontrolled spin as the cloud
detonated around her. She groaned as she fought the controls to no
avail; there was no bailing out, at least not until she cleared the
fireball. Worse, as she did clear the blaze, she discovered her cockpit
was fused and wouldn’t open. Then, out of the corner of her eye, she
caught another cha-kiil — Clental’s — also plummeting towards the
ground with smoke pouring from its wings.

“This is going to suck,” she muttered. “Clental, my love, you're on
your own, for now.”

The entire cockpit shuddered, then shuddered again. The shuddering
turned into a rapid vibration that grew worse the more gravity took
over. Miranda could feel the heat around her, even as she slowly,
gradually managed to regain some basic semblance of control.

“Gods of Hell, I might just survive this,” she muttered. Then she
said to her ship, “Come on, baby, hang in there for me.”

She pulled back; the fighter dove down. She fought it; it fought
back. She cursed at it, and it groaned in response. But gradually, in
increments of bare centimeters, Miranda O’Malley managed to get
the nose up, just enough to...

The fighter struck the ground like a sledgehammer on concrete.
The impact was brutal, to say the least, an explosive jolt that
Miranda felt all the way up her spine and through her neck, and
a head-splitting BANG! repeated by a series of additional banging
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and thumping noises as the ship bounced along the ground. The
entire world spun around her; no, it was actually the ship spinning
as it bounced like some sort of twisted carnival ride. Bits of metal
shrieked as the ground tore through them, and she saw pieces of her
precious ship fly off into the distance. She felt her chest constrict,
and sharp pains in her breastbone and ribs as she pounded time and
again into her restraints. She was dizzy. She couldn’t think straight.
There was drool...or was that blood?

She had a single moment of clarity: Isn’t my life supposed to flash
before my eyes or something?

Then, without warning...everything stopped, and all was black for
a few minutes. The universe came back into focus, and with it a
pounding headache. Every inch of her, every bone, muscle, and joint
was in agony. The hot Venusian air blew in her face; somewhere
during the crash, she’d lost her canopy, which was what she’d
wanted to do in the first place. She took a deep breath, wincing
against the pain in her chest, just to see if she could.

“Thank gods for terraforming,” she muttered, though Venus had
been terraformed since long before Miranda was born. She tapped
her commlink. “Clental. Clental, you there? You alive?”

The machine hissed and beeped. It had taken a hit in the crash. She
shook her wrist and smacked it. Then, faintly: “I am here. I am alive.
More or less.”

“Do you need me to come to you? Are you in one piece?”

“I believe...I can walk. My fighter is also salvageable. Let us meet at
the archaeological ruin.”

A high-pitched whining sounded from above. Miranda squinted
into the sky and saw several points of light, moving towards her
relative position at a high speed.

“Fighters,” she muttered, then said into her comm, “Sounds like
a plan. We'd better hurry, though; we’re going to have company,
soon. With any luck I'll come across a ruined Jalex fighter between
here and there, and maybe we can get some answers.”

“Or more questions,” cane the response.

“That’s what I love about you,” she shot back. “Always so
optimistic.”

She dug into her fighter, withdrew a survival pack and her sidearm,
which she strapped on, then set off towards the fissure. She was, by
her comm scans, about two miles away, a 45 minute walk, roughly.

She moved for about 15 minutes through the valleys and gulleys
of Venus before, rounding a bend, she came across a smoking
wreckage. To her surprise, however, the vessel wasn’t a Jalex
ship, but of earth make. It had definitely been upgraded with Jalex
technology, but the basic design was of old Earth, the same class
that was used during the Earth-Decti War about 50 years ago,
before the misunderstanding came to light, and the two races
became fast friends.

She drew her sidearm and moved in, on alert. Someone was in the
cockpit, moving, but with a halting, jerking sort of gait. She was
inclined to say they were badly injured, but she’d never encountered
a Jalex in person so she had no idea how they moved. She kept her
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blaster trained on the shape, locked in, just in case, and approached
from a rear angle.

She was about twenty feet from the ship, when she saw something
that turned the blood in her veins to ice, sent a cold fist gripping her
heart and squeezing. She stumbled, dropped to one knee, couldn’t
catch her breath. It was like something out of a nightmare. A ghost
from a distant past she never knew, except in her darkest dreams, tales
of bogeymen her grandfather used to tell her when she was a little girl.

“It can’t be,” she breathed. “It just can’t be.”

The symbol on the wing of the ship was the symbol of Yig, an
ancient serpent deity worshipped by the archenemies of William St.
John, centuries, and possibly millennia ago, a global crime syndicate
known at the time as the Order of the Black Dragon.

Her head snapped up at a hissing sound. The canopy of the fighter had
raised, and the figure within was trying to pull themselves out. By the
basic form, it looked human. The fear and terror gripping her turned
to rage, and Miranda leapt up and strode forward. She grabbed the
pilot by the scruff of his neck and hauled him bodily the rest of the
way out of the cockpit. He screamed in agony. His legs were twisted
at awkward angles, and blood poured from a dozen wounds.

She tore his helmet off and was surprised again. He was so young,
barely old enough to be behind the stick. He was actually crying
from the pain. She estimated he didn’t have long. Minutes, maybe,
before he bled out. She leveled her blaster at him.

“Start talking,” she said, “and I'll make it quick. What's with the
Jalex tech on your ship, and where did you get 50-year-old designs
to begin with? And you’d better have a good answer for this one:
what’s with the symbol of Yig on your wing?”

He managed a wry grin through the blood and tears. She kicked him
in the ribs and he let out a half-human yowl of agony.

“Talk!” she screamed.

The young pilot coughed, a horrid, wet sound accompanied by a
splash of bright, frothy red blood — the sign of a punctured lung.
“You are a St. John. It is time, then. The Black Dragon,” he rasped,
“rises once more.”

“The Order died out centuries ago,” she spat. “You're lying. You
uncovered something, some old book somewhere. You're trying to re-
invent something but you have no idea what you're playing with!”

“Re-invented...nothing. And it’s you who has no idea.” He let out
a qurgle, spasmed twice, then lay still. She watched the focus leave
his eyes, until they were nothing but glassy mirrors, her face the last
thing burned into the retinas.

“Son of a bitch,” she muttered. “This is a goddamn nightmare.”

She cast her eyes around, holstered her blaster, and set back off
towards the ruin.

CREATING YOUR CHARACTER

The first thing you'll have to do, to play this game, is create
your character. Your character is a sort of archetype through
whose eyes you will see, whose ears you will hear, and whose



mouth you will speak in the fictional world of the game.
There are several basic steps to creating a character, with
advanced options presented in chapter two. The steps are as
follows. Don’t worry if it seems complicated; it'll break down
pretty simply once you dive in.

Assign Attribute Scores

Choose Languages

Record Speed

Choose a Character Class

Choose an Alignment (Optional)

Choose a Background and Character Traits

Record Inspiration Points

Equip Your Character
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Choose spells, gadgets, or powers (if an arcanist,
gadgeteer, or mentalist)

This chapter focuses on the basic aspects of character
creation — the first three steps above. It will review the method
for assigning attribute scores, learning languages and choosing
a character class. At its most basic level, Amazing Adventures
is playable with just these three elements. Your alignment,
background, equipment and the like help you to further flesh
out and define who your hero is and what they can do.

Arguably, you will need to know what kinds of weapons you
have, which fall under equipment, and if you're a Mentalist,
Gadgeteer, Hallowed, Occultist, or Arcanist, you'll certainly
need Book 3 for access to the spells and psionic powers. Other
than that, however, the very core of your character— their
capabilities and central approach to adventuring—is found in
this chapter.

ATTRIBUTES

Attributes represent a character’'s physical and mental
traits. All characters have six attributes. Each attribute has a
numeric score ranging from 3 to 18. Each attribute score also
has a corresponding modifier, which is a bonus or penalty
added to or subtracted from certain die rolls during the game
as detailed throughout the rules.

THE Six ATTRIBUTES

e  STRENGTH, measuring physical power

e  DEXTERITY, measuring agility and coordination

e  CONSTITUTION, measuring endurance and toughness

e  INTELLIGENCE, measuring reasoning and memory

e  WISDOM, measuring perception, mental strength and insight

e  CHARISMA, measuring force of personality and magnetism

BASIC CHARACTER CREATION
Is a character muscle-bound and insightful? Brilliant and
charming? Nimble and hardy? Ability scores define these
qualities —a creature’s assets as well as weaknesses.

The three main rolls of the game — the ability check, the saving
throw, and the attack roll —rely on the six ability scores.

THE BAsic SYSTEM

The basic rule behind these rolls, and the core of the game in
general, is very simple: roll a d20, add an ability modifier derived
from one of the six ability scores and the bonus (your proficiency
bonus) from any skill or tool proficiencies you might have, and
compare the total to a target number (called a difficulty class,
or DC) set by the Game Master. In the end, in order to play this
game, that’s 90% of what you need to remember.

The formula breaks down like this:

D20 + ABILITY BONUS + PROFICIENCY BONUS (IF ANY) > DC =
SUCCESS.

ABILITY ScORES AND MODIFIERS

Each of a creature’s abilities has a score, a number that defines the
magnitude of that ability. An ability score is not just a measure
of innate capabilities, but also encompasses a creature’s training
and competence in activities related to that ability.

A score of 10 or 11 is the normal human average, but
adventurers and many monsters are a cut above average
in most abilities. A score of 18 is the highest that a person
usually reaches. Adventurers can have scores as high as 20,
and monsters and divine beings can have scores as high as 30.

Each attribute score has a corresponding modifier that
can alter die rolls in the game. The modifier is a number
added to (or subtracted from) a d20 roll when a character
uses an attribute to take an action, make a saving throw
or use a class ability. These modifiers are derived from
the scores themselves, and range from -5 for a score of 1,
to +10 for a score of 30. Because ability modifiers affect
almost every attack roll, ability check, and saving throw,
ability modifiers come up in play more often than their
associated scores.

For example, a character attempting to bend the bars of a
prison cell would have his or her Strength modifier applied to
the roll. The amount of damage delivered to a foe is likewise
affected by the attribute modifier. A positive modifier is
called a bonus and a negative modifier, a penalty. Higher
attribute scores have higher bonuses, and lower attribute
scores have larger penalties. So, whether fighting a nasty
fishman or hungry cave bear, or avoiding the charms of a
femme fatale, attribute modifiers play a decidedly important
role in the game.

ATTRIBUTE MODIFIERS

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

12-13 14-15 16-17 18-19 20-21 22-23 24-25 26-27 28-29 30

S +4 HS) +6 7 +8 9 +10
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To determine an ability modifier without consulting the table,
subtract 10 from the ability score and then divide the total by
2 (round down).

GENERATING ABILITY SCORES

Characters are generated via a point-buy attribute system. At
character generation, each attribute starts at 7, and the player
begins with 36 points to spread amongst his or her ability
scores on a 1:1 basis. No single attribute can begin above
18. In the end, each character’s ability scores, when added
together, should equal 78.

OPTIONAL: RANDOM GENERATION METHOD

Some GMs and players like to randomly generate
attributes. In this case, simply roll 4d6, keeping the
highest three scores. Do this six times and arrange the
scores as you see fit.

OPTIONAL: THE STANDARD ARRAY

For a more standardized version of attributes, which gets
you up and running really fast, the GM can simply allow
a set of ability scores that are the same for all characters.
This standard array should be 16 15 14 13 11 9, arranged
to taste, which is buyable with the point spread above.

For a higher powered game, allow an extra 5 points and
delineate your standard array as follows: 17, 15, 13, 12, 10,
10. This will result in characters who are, at worst, average
in a couple of areas, but excel at their best places. Consider
carefully before taking this approach, keeping in mind
that your heroes will improve their ability scores as they
go, which can result in truly superhuman characters.

USING FANTASY RACES

If you wish to incorporate 5e Fantasy races into your
Amazing Adventures game, these races gain only 30
points, and their ability scores should total 72 when
complete. If using the standard array, simply use the
standard array from the core 5e Fantasy Players Guide or
reduce the numbers in the standard array above by 1 each.

CHOOSING A FEAT AND SkiLL PROFICIENCY

If you wish to do so, you may decrease any 4 of your ability
scores by 1 each, and select one Feat for your character, plus
proficiency in one skill of your choice. For more about feats,
see Book Two: Rounding Out the Character.

RaIsING ABILITY SCORES

As your character increases in level (every 4 levels, to be
precise), you will increase one or two ability scores. At these
times, as indicated in your character class, you will choose to
either raise one ability score by +2, or two ability scores by +1
each. Under normal circumstances (that is, without magical
or other artificial involvement) ability scores cannot ever
exceed 20 for a human being, even through the course of play
as you achieve higher levels.
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Magic, psychic powers, drugs and other phenomena may
temporarily raise ability scores higher than 20, but in general
these effects wear off (sometimes with consequences). Only
in cases of super powers (see “Powered Heroes,” under the
Gadgeteer class) and with the GM’s explicit approval, can an
ability score go above 20 on a permanent basis.

ABILITY CHECKS

The core rules system behind Amazing Adventures relies totally
on the idea of the ability check. In general, whenever the outcome
of a task is in question, a player will make a check by rolling a
twenty-sided die (d20), adding the appropriate ability modifier
(and sometimes their proficiency bonus) and checking the result
against a Difficulty Class (or DC) set by the Game Master.

Sometimes this DC is determined by a specific formula
(saving throws against spells and powers, for example, use
a formula of 8 + Proficiency Bonus + Ability Bonus of the
power’s wielder), while others are set using a sliding scale
and the GM’s best judgment as to how difficult the task at
hand may be. In still other cases, the difficulty might be set by
the ability or check of an opponent.

THE PROFICIENCY BONUS

The proficiency bonus is a special bonus that every character
gets, which improves as they go up in level. This bonus sets
abilities in which the character is specifically trained apart from
those the character is simply attempting to do “off the cuff.” For
example, anyone can try to sneak by making a Dexterity check.
Characters who are proficient in the stealth skill, however, will
add an extra bonus to the effort: their proficiency bonus.

Each character’s proficiency bonus begins at +2. It increases at
levels 5 (+3), 9 (+4), 13 (+5), and 16 (+6).

Every character class and background allows the character
proficiency in a few skills, weapons, tools and saving throws.

PAssIVE SCORES

Every hero and NPC also has “passive” scores, which can
be used to speed things up. The most common of these is
the passive Perception score, which is used to determine
whether heroes happen to notice things when they’re not
actively searching.

The passive score serves as both your “assumed” roll on any
check, as well as the DC against which other people must
succeed on given checks. It is always 10 + your ability bonus
+ your proficiency score (if you are proficient in the check or
skill being checked.) Thus, your passive Perception score is 10
+ your Wisdom modifier, plus your proficiency bonus (if you
are proficient in the Perception skill). If you are not proficient,
you do not add your proficiency bonus to your passive score.

Your passive score should always be assumed to be the
minimum on a check in which you are proficient, unless you
roll a natural, unmodified 1. That is, if a hero rolls a Wisdom
(perception) check, and the result is less than their passive
score, the passive perception score should be used, unless the
roll comes up 1, in which case they always fail.



If you are not proficient in a skill or check, you can roll under
your passive score on an active check, and if the GM calls for an
active check, you cannot choose to rely on your passive score.

EXAMPLE OF ABILITY CHECK AND SKILL USE

Natalya the Fox is attempting to sneak up on two guards
in an attempt to infiltrate the secret base of the Order of
the Black Dragon. In this case, her DC to succeed is equal
to the guards’ passive Perception score (more on this
later), which the GM knows to be 10. She is proficient in
the stealth skill, so she rolls d20 + her Dexterity bonus
of +4 and her proficiency bonus of +3 (she is fifth level).
Her d20 comes up a 6 —not too good. However, adding
+7 for her bonuses, she easily beats the guards” passive
Perception of 10, and slips unnoticed behind them.

LANGUAGES

Every character begins play with native fluency and literacy in
his or her native language - the language that is common to the
region from which they hail. American characters speak English;
German characters speak German, etc. Beyond this, characters
receive bonus languages equal to their Intelligence bonus, which
they can speak, read, and write fluently at the beginning of play.
These languages are in addition to any granted by a character’s
backgrounds or character classes. If a character has an Intelligence
penalty, they still speak and read their native language; they
simply do not gain any bonus languages (other than those
potentially provided by class or background selection).

There is no standard list of languages for Amazing Adventures,
as it takes place (nominally) in the real world (or a close
approximation to it), or in a fantasy, science fiction or horror world
of your design. As such, it's impossible to create an authoritative
list of the literally thousands of languages that exist.

LEARNING LANGUAGES IN PLAY

Learning new languages is not something that can normally
be done overnight. Characters should be encouraged to learn
new languages during the course of play if they desire, but
unless they retire for a year or so to study, they should not be
allowed to read, write and speak the language immediately.
For example, Quinton, who speaks only the Queen’s English,
travels with Erik, a Rom mentalist who speaks the Romani
tongue fluently. The player tells the Game Master that
Quinton is going to study the language while they travel; the
Game Master may allow him to get by with the new language
within a few months, but to not become fluent for several
years of travel. Languages can be an important part of the
game and can offer very challenging roleplaying obstacles
if the Game Master is not overly generous in handing them
out and the player is intrigued enough to unravel ancient
societies’ customs with halting words and hand gestures.

LANGUAGES AS ADVANCEMENTS

Alternately, for a more cinematic or fantastical means of
learning languages a character can choose three languages
when they would normally gain an ability score increase or
feat, instead of the ability increase or feat.

BASIC CHARACTER CREATION

WHY SO MANY LANGUAGES?

Astute readers will note that Amazing Adventures gives
characters more languages than they normally begin
play with in standard 5e fantasy gaming. The rationale
for this is simple: genre emulation. The core idea behind
this game is that of a multinational group of adventurers
who are educated and erudite. In addition, unlike in a
fantasy game, there’s no true “common tongue” on Earth
(English comes the closest, but it's not nearly the same).

As you'll see later, members of the Raider class get
even more languages, making them useful companions
indeed, on international travels! However, for Game
Masters who prefer the traditional method of restricting
languages by class and background, you can simply
ignore this rule. It shouldn’t negatively affect play,
depending on the kind of campaign you wish to run.

SPEED AND MOVEMENT

All characters in Amazing Adventures are assumed to
be human (though future sourcebooks may include alien
and other nonhuman races). As such, all characters, unless
otherwise noted in their character class, have a movement
rate of 30 feet per round.

CHARACTER CLASSES

The next step in creating a character is to choose a class, or
broad archetype of the kind of character you wish to play. In
Amazing Adventures the character classes are:

. ARCANIST, a master or mistress of the mystic arts, who
weaves arcane effects, calling upon the sheer creative
and destructive energies of the multiverse to twist reality
according to their will.

e GADGETEER/POWERED, a character with an arsenal of
super-science devices at their disposal, or who through
fate or design has developed extraordinary and
sometimes unnatural abilities.

e  GUMSHOE, a super sleuth with the ability to track fugitives
across the world, chase down the smallest details of a
story, and case crime scenes for those bits of clues and
evidence others missed, all while taking down organized
and mundane crime the world over.

e  HALLOWED, a character touched by the divine, who
produces miraculous effects by calling upon the powers
of a deific force, or even of nature itself.

e  HOOLIGAN, a criminal or ex-con with the skills of stealth,
of knowledge of the streets, and the more unsavory ways
to “get things done.”

e MENTALIST, a hero with the mysterious powers of the mind,
who can see into the darkest corners of the human heart and
mind, who can convince someone you are not even there,
who can communicate at great distances and see things
across the world, or even move things with their mind.

e  OCCULTIST, a character who has achi