
Entrepreneur 
Skill Bonus: Knowledge +1 and 
Subterfuge +1 
 
Investigative 
Skill Bonus: Communication +1 
and Knowledge +1 
 
Law Enforcement 
Skill Bonus: Physical +1 and 
Subterfuge +1 
 
Military 
Skill Bonus: Physical +2 
 
Religious 
Skill Bonus: Communication +1 
and Knowledge +1 
 
Rural 
Skill Bonus: Physical +2 
 
Student 
Skill Bonus: Knowledge +2 
 
Technician 
Skill Bonus: Knowledge +2 
 
White Collar 
Skill Bonus: Communication +1 
and Knowledge +1 

Academic 
Skill Bonus: Knowledge +2 
 
Adventurer 
Skill Bonus: Physical +2 
 
Athlete 
Skill Bonus: Physical +2 
 
Blue Collar 
Skill Bonus: Physical +2 
 
Celebrity 
Skill Bonus: Communication +2 
 
Creative 
Skill Bonus: Knowledge +1 and 
Physical +1 
 
Criminal 
Skill Bonus: Subterfuge +2 
 
Dilettante 
Skill Bonus: Physical +1 and 
Subterfuge +1 
 
Doctor 
Skill Bonus: Knowledge +2 
 
Emergency Services 
Skill Bonus: Knowledge +1 and 
Physical +1 

Action Points 

 
The player characters, being heroes, can accomplish amazing feats.  
Action Points aid them in this by adding an additional die to their die rolls. 
 
When a player makes a roll for an attack, a skill check, or a stat check and 
is not satisfied by the result they can spend the point and roll a d6, add it 
to the total before the GM says if they succeeded on their 1

st
 roll.  They 

may spend only one point per round. 
 
A character starts with 5 Action Points.  As they spend them, they don’t 
replenish until they reach their next level.  Each level attained grants 5 + 
one-half their level, rounded down more points.  When they reach 8

th
 level, 

when spending a point they get to roll 2d6 and take the better of the two 
rolls; at 15

th
 level, they get 3d6, take the best of the three die. 

 

 

The Modern version of Microlite20 is designed to be as close to the Modern SRD, but adapted to work with the Microlite20 Core Rules. 
 
Basics 

 
Stats, Races, Magic, Combat, Name and Starting Equipment, Other 
Hazards and Level Advancement are as per the Microlite20 Core 
Rules modified as appropriate for your campaign.   
 
Classes 
 
Microlite20 character classes actually have two parts: Heroic Class 
and Starting Occupation. Characters begin at Level 1. 
 
The Heroic Classes are the broad and basic definition of the 
characters abilities.  Think of it as their natural gifts.  Select one of 
the Heroic Classes as follows: 
 
Strong Hero gain +1 to Physical. 
Smart Hero gain +1 to Knowledge. 
Cunning Hero gain +1 to Subterfuge. 
Charismatic Hero gain +1 to Communication. 
 
Starting Occupations are more detailed and specialized aspects of 
the character’s abilities.  They represent what the character has 
learned.  Select one of the Starting Occupations as follows: 

 

Combat 

 
The rules for combat are the same as Microlite20 Core Rules, 
except for the following: 
 
The bonus given to Fighters and Rogues in Microlite20 Core Rules 
is available to characters in Modern with the following Starting 
Occupations: Criminal, Law Enforcement and Military.  Firearms 
use the Missile Attack Bonus rule found in Microlite20 Core Rules.   
 
Burst Fire: an automatic firearm can fire a small burst at a single 
opponent.  For a -4 penalty to the attack roll, the shooter gets 
double the dice for damage (a firearm that does 2d6 would do 4d6 
with burst fire). 
 
Autofire: an automatic firearm can spray fire into a 10 foot by 10 
foot area with bullets; the attack must hit an effective AC 10 with a -
4 penalty.  If they make the roll, anyone in the area must make a 
Dexterity Check (DC 15) or be hit. 
 
Thrown Explosives: These weapons (usually grenades) requires 
the attacker to make a Missile Attack (no penalty) targeting a 
particular 5 foot by 5 foot area, which is a DC 10 roll.  Anyone 
caught within the blast radius (see the explosives details in the 
SRD) can make a Dexterity Check (DC is listed with the explosive) 
and only take half damage. 

Weapon Damage R.O.F.* Magazine 

Handguns    

Beretta 92F (9mm autoloader) 2d6 S 15 box 

Colt Double Eagle (10mm autoloader) 2d6 S 9 box 

Colt M1911 (.45 autoloader) 2d6 S 7 box 

Colt Python
1 
(.357 revolver)

 
2d6 S 6 cyl. 

Derringer (.45) 2d6 Single 2 int. 

Desert Eagle (.50AE autoloader) 2d8 S 8 box 

Glock 17
1
 (9mm autoloader) 2d6 S 17 box 

Glock 20
1 
(10mm autoloader) 2d6 S 15 box 

MAC Ingram M10 (.45 machine pistol) 2d6 S, A 30 box 

Pathfinder (.22 revolver) 2d4 S 6 cyl. 

Ruger Service-Six (.38S revolver) 2d6 S 6 cyl. 

S&W M29 (.44 magnum revolver) 2d8 S 6 cyl. 

SITES M9 (9mm autoloader) 2d6 S 8 box 

Skorpion (.32 machine pistol) 2d4 S, A 20 box 

TEC-9 (9mm machine pistol) 2d6 S or A 32 box 

Walther PPK (.32 autoloader) 2d4 S 7 box 

Longarms    

AKM/AK-47 (7.62mmR assault rifle) 2d8 S, A 30 box 

Barrett Light Fifty (.50 sniper rifle) 2d12 S 11 box 

Beretta M3P (12-gauge shotgun) 2d8 S 5 box 

Browning BPS (10-gauge shotgun) 2d10 Single 5 int. 

HK G3 (7.62mm assault rifle) 2d10 S, A 20 box 

HK MP5K (9mm submachine gun) 2d6 S, A 15 box 

HK PSG1
1 
(7.62mm sniper rifle) 2d10 S 5 box 

M16A2 (5.56mm assault rifle) 2d8 S, A 30 box 

M4 Carbine (5.56mm assault rifle) 2d8 S, A 30 box 

M-60 (medium machine gun) 2d10 A Linked 

Mossberg (12-gauge shotgun) 2d8 Single 6 int. 

Remington 700 (7.62mm hunting rifle) 2d10 Single 5 int. 

Sawed-off shotgun (12-ga shotgun) 2d8 S 2 int. 

Steyr AUG (5.56mm assault rifle) 2d8 S, A 30 box 

Uzi (9mm submachine gun) 2d6 S, A 20 box 

Winchester 94 (.444 hunting rifle) 2d10 S 6 int. 

Heavy Weapons    

M2HB (heavy machine gun) 2d12 A Linked 

M72A3 LAW (rocket launcher) 10d6 1 1 int. 

M79 (grenade launcher) by Gren. type 1 1 int. 

Other Ranged Weapons    

Compound bow (Archaic)
2
 1d8 1 — 

Crossbow (Simple) 1d10 1 1 int. 

Flamethrower  3d6 1 10 int. 

Javelin (Simple) 1d6 1 — 

Shuriken (Archaic) 1 1 — 

Taser (Simple) 1d4 1 1 int. 

Whip (Simple) 1d2 1 — 

*Rate Of Fire:  A = Automatic, S = Semi-Automatic, Single = Single Shot 
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Supporting Cast 

Name Hit Dice AC Attack Skills 

Bounty Hunter 2d8+1 (10 HP) 16 (18) +3 Melee (d4+2) / +3 Ranged Comm. +2, Know. +2, Phy. +5, Subt. +4 

Crime Lab Tech. 2d6 (6 HP) 12 -1 Melee (d3-1) / +1 Ranged Comm. +2, Know. +5, Phy. +2, Subt. +4 

Criminal 2d8 (8 HP) 13 (15) +1 Melee (d3+1) / +3 Ranged Comm. +2, Know. +4, Phy. +2, Subt. +5 

Dilettante 2d6+1 (8 HP) 15 -1 Melee (d3-1) / +2 Ranged Comm. +4, Know. +4, Phy. +3, Subt. +2 

Drug Dealer 2d8+2 (12 HP) 12 (14) +1 Melee (d3+1) / +1 Ranged Comm. +4, Know. +2, Phy. +2, Subt. +5 

Gang Leader 2d6+2 (10 HP) 12 (13) +4 Melee (d6+2) / +2 Ranged Comm. +3, Know. +2, Phy. +4, Subt. +4 

Gang Member 2d8+2 (12 HP) 16 (17) +2 Melee (d6+1) / +2 Ranged Comm. +3, Know. +1, Phy. +5, Subt. +4 

Mechanic 2d6+1 (8 HP) 10 +3 Melee (d3+2) / +0 Ranged Comm. +2, Know. +4, Phy. +5, Subt. +2 

Police Officer 2d6+2 (10 HP) 13 (17) +3 Melee (d3+2) / +2 Ranged Comm. +2, Know. +3, Phy. +4, Subt. +4 

Politician 2d6 (6 HP) 11 -1 Melee (d3-1) / +1 Ranged Comm. +5, Know. +3, Phy. +2, Subt. +3 

Private Eye 2d6+2 (10 HP) 13 +2 Melee (d6+1) / +1 Ranged Comm. +2, Know. +3, Phy. +4, Subt. +4 

Reporter 2d6 (8 HP) 12 -1 Melee (d3-1) / +1 Ranged Comm. +4, Know. +4, Phy. +2, Subt. +3 

Scholar 2d6 (6 HP) 12 -1 Melee (d3-1) / +1 Ranged Comm. +4, Know. +5, Phy. +2, Subt. +2 

Scientist 2d6 (6 HP) 12 -1 Melee (d3-1) / +1 Ranged Comm. +3, Know. +5, Phy. +2, Subt. +3 

Soldier 2d8+1 (10 HP) 16 (18) +3 Melee (d4+2) / +3 Ranged Comm. +3, Know. +3, Phy. +5, Subt. +2 

Taxi Driver 2d6+1 (8 HP) 16 +1 Melee (d3+1) / +2 Ranged Comm. +2, Know. +3, Phy. +5, Subt. +3 

Terrorist 2d6+2 (10 HP) 12 (14) +1 Melee (d3+1) / +1 Ranged Comm. +2, Know. +3, Phy. +4, Subt. +4 

Thug 2d6+2 (10 HP) 13 (14) +4 Melee (d6+2) / +2 Ranged Comm. +2, Know. +2, Phy. +5, Subt. +4 

 
Creatures 

Name Hite Dice AC Attack 

Ape 4d8+8 (26 HP) 14 Claw +7 (1d6+5), Bite +2 (1d6+2) 

Baboon 1d8+1 (5 HP) 13 Bite +2 (1d6+3) 

Bat ¼ d8 (1 HP) 16  

Bear, Black 3d8+6 (19 HP) 13 Claw +6 (1d4+4), Bite +1 (1d6+2) 

Bear, Brown 6d8+24 (51 HP) 15 Claw +11 (1d8+8), Bite +6 (2d8+4) 

Bear, Polar 8d8+32 (68 HP) 15 Claw +13 (1d8+8), Bite +8 (2d8+4) 

Boar 3d8+9 (22 HP) 16 Gore +4, (1d8+3) 

Camel 3d8+6 (19 HP) 13 Bite +5 (1d4+6) 

Cheetah 3d8+6 (19 HP) 15 Bite +6 (1d6+3), Claw +1 (1d2+1) 

Crocodile, Medium Size 3d8+9 (22 HP) 14 Bite +6 (1d8+6), Tail Slap +6 (1d12+6) 

Crocodile, Huge Size 7d8+28 (59 HP) 16 Bite +11 (2d8+12), Tail Slap +11 (1d12+12) 

Dog, Small Size 1d8+2 (6 HP) 14 Bite +2 (1d4+1) 

Dog, Medium Size 2d8+4 (13 HP) 14 Bite +3 (1d6+3) 

Donkey 2d8+2 (11 HP) 13 Bite +1 (1d2) 

Eagle 1d8+1 (5 HP) 14 Claw +3 (1d3), Bite -2 (1d4) 

Elephant 11d8+55 (104 HP) 15 Gore +16 (2d8+15), Slam +16 (2d6+10), Stomp +11 (2d6+5) 

Hawk 1d8 (4 HP) 17 Claw +5 (1d4-2) 

Herd Animal 5d8+15 (37 HP) 13 Butt +6 (1d8+6), Trample +6 (1d12) 

Horse 3d8+6 (19 HP) 13 Hoof +2 (1d4+1) 

Leopard 3d8+6 (19 HP 15 Bite +6 (1d6+3), Claw +1 (1d3+1) 

Lion 5d8+10 (32 HP) 15 Bite +2 (1d8+2), Claw +7 (1d4+5) 

Octopus 2d8 (9 HP) 16 Tentacle Rakes +5 (0), Bite +0 (1d3) 

Octopus, Giant 8d8+8 (44 HP) 18 Tentacle Rakes +10 (1d4+5), Bite +5 (1d8+2) 

Monkey 1d8 (4 HP) 14 Bite +4 (1d3-4) 

Owl ½ d8 (2 HP) 17 Claw +5 (1d2-2) 

Rhinoceros 8d8+40 (76 HP) 16 Gore +13 (2d6+12) 

Shark, Medium Size 3d8+3 (16 HP) 15 Bite +4 (1d6+1) 

Shark, Huge Size 10d8+20 (65 HP) 15 Bite +10 (2d6+7) 

Tiger 6d8+18 (45 HP) 14 Claw +9 (1d8+6), Bite +4 (2d6+3) 

Whale, Orca 9d8+45 (85 HP) 16 Bite +12 (2d6+12) 

Wolf 2d8+4 (13 HP) 14 Bite +3 (1d6+1) 

Wolverine 3d8+12 (25 HP) 14 Bite -1 (1d6+1), Claw +4 (1d4+2) 

Skills: The rules for Creature Skills are the same as Microlite20 Core Rules, except: all non-intelligent creatures have a bonus to Physical and 
Subterfuge skills equal to their number of hit dice. 
Advancement: The rules for Creature Advancement are the same as Microlite20 Core Rules, except: for Supporting Cast, each increase in Hit 
Dice adds 3 skill points to divide up amongst their skills as desired. 
Create your own: The rules for creating your own creatures are the same as Microlite20 Core Rules. 

Explosive Damage Burst Radius Dex DC 

40mm fragmentation grenade 3d6 10 ft. 15 

C4/Semtex 4d6 10 ft. 18 

Det cord 2d6 See SRD 12 

Dynamite 2d6 5 ft. 15 

Fragmentation grenade 4d6 20 ft. 15 

Smoke grenade — See SRD — 

Tear gas grenade See text See SRD — 

Thermite grenade 6d6 5 ft. 12 

White phosphorus grenade 2d6 20 ft. 12 

Armor Type Armor Bonus Weight 

Leather jacket Light +1 4 lb. 
Leather armor Light +2 15 lb. 
Light undercover shirt Light +2 2 lb. 
Pull-up pouch vest Light +2 2 lb. 
Undercover vest Light +3 3 lb. 
Concealable vest Medium +4 4 lb. 
Chainmail shirt Medium +5 40 lb. 
Light-duty vest Medium +5 8 lb. 
Tactical vest Medium +6 10 lb. 
Special response vest Heavy +7 15 lb. 
Plate mail Heavy +8 50 lb. 
Forced entry unit Heavy +9 20 lb. 
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OPEN GAME LICENSE Version 1.0a 
 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 
 
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" 
means copyrighted material including derivative works and translations (including into other computer languages), potation, modification, 
correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, 
transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; 
(d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines to the extent such content 
does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game 
Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright law, but 
specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including trade 
dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered 
trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) 
"Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this 
agreement. 
 
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used 
under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content 
distributed using this License. 
 
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 
 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-
exclusive license with the exact terms of this License to Use, the Open Game Content. 
 
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License. 
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7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in 
another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content 
does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall 
retain all rights, title and interest in and to that Product Identity. 
 
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open 
Game Content. 
 
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of 
this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License. 
 
10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute. 
 
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so. 
 
12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected. 
 
13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination of this License. 
 
14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make 
it enforceable. 
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