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How to Read This Book

This book, Konosuba: God’s Blessing on This Wonderful World! TRPG Advanced Rule Book, is an expanded set of rules and data for the tabletop role-playing game (TRPG for short) Konosuba: God’s Blessing on This Wonderful World! TRPG (Konosuba TRPG for short), set in the world of the novel series Konosuba: God’s Blessing on This Wonderful World!, broadening the scope of how you can play the game.

In this book, whenever a page number is listed by itself, it refers to that page in this book. Other Konosuba TRPG–related books are abbreviated as follows:


	Konosuba: God’s Blessing on This Wonderful World! → Konosuba, the original novels

	Konosuba: God’s Blessing on This Wonderful World! TRPG → Konosuba TRPG, the basic rule book

	Konosuba: God’s Blessing on This Wonderful World! TRPG Advanced Rule Book → Advanced, this book
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This book is split into the following six sections.

[image: image] REPLAY SECTION

This section contains the continuation of the replay from Konosuba TRPG.

[image: image] CHARACTER SECTION

This section contains the new race, new rules, additional skills, and more.

[image: image] WORLD SECTION

This section contains information for adventures in the wider world of Konosuba.

[image: image] GAME MASTER SECTION

This section contains instructions for the GM as well as additional data related to enemies.

[image: image] SCENARIO SECTION

This section contains a scenario you can play with level-5 characters.

[image: image] APPENDIX

This is where you’ll find tables and sheets for use during play, and the index.
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Preplay

Hello, everyone.

I’m Akira Ohata, a game designer for Konosuba: God’s Blessing on This Wonderful World! TRPG.

Thanks to you all, Konosuba: God’s Blessing on This Wonderful World! TRPG has been well received, and so we were able to release this book, which you might call a continuation.

This is all because of the support of everyone who played the game using the previous book. Thank you all from the bottom of my heart.

This replay makes use of this book, which expands on the basic rule book, and the actual gameplay has been modified for easier reading.

Though this may be sudden, I would like to share some decisions with you. This section is called a replay, and it transcribes actual gameplay of Konosuba: God’s Blessing on This Wonderful World! TRPG so that readers can use it as a reference.

Because the game’s title comes up so often during the replay, things may get confusing if we simply use the term Konosuba, since a reader may not know if we’re referring to the original novels or the TRPG.

To alleviate this, we’ve decided to clarify our intended meanings with the following terms for the duration of this replay.


	Konosuba: The original novels.

	Konosuba TRPG: The entirety of Konosuba: God’s Blessing on This Wonderful World! TRPG.

	Basic: The Konosuba: God’s Blessing on This Wonderful World! TRPG rule book.

	Advanced: The Konosuba: God’s Blessing on This Wonderful World! TRPG: Advanced Rule Book.



Please keep these guidelines in mind as you read.

In addition, Kadokawa loaned us a fairly large conference room to record this replay in. We have also given due consideration to the spread of COVID-19 while recording it.

* * *

With all that out of the way, it’s time to start playing. New players will be participating this time, but that will be explained later. First, allow me to introduce the people from the previous replay who will be joining us.

Natsume Akatsuki

He’s primarily known for the novel series Konosuba: God’s Blessing on This Wonderful World! In other words, he’s the progenitor of Konosuba TRPG. He also wrote the manga Kemono Michi (illustrated by Mattakumo-suke and Yumeuta).

In the last replay, he played Clarion Heat Gilbert, a fierce, tough Priest.

Blitz/Kiva

This author is primarily known for the novel series Paying to Win in a VRMMO. They also wrote the manga Grand Lingerie (illustrated by Elel Yozakura). In addition, they wrote Octopath Traveler: Hachinin no Tabibito to Yottsu no Michikusa, a novelization based on the video game.

In the last replay, they played Chiho Suzuki, a reincarnated person from modern Japan.

Tappei Nagatsuki

He’s primarily known for writing Re:ZERO: -Starting Life in Another World- (Re:ZERO for short). He worked on the scenario and composition for the anime Warlords of Sigrdrifa and also wrote its novelization.

In the last replay, he played Otohime Mitarai, a reincarnated person with an overabundance of caution despite having the Return by Death ability.

Teren Mikami

This author is primarily known for the manga series Onna Doushi toka Arienai Desho to Iiharu Onna no Ko wo, Hyakunichikan de Tetteiteki ni Otosu Yuri no Ohanashi and There’s No Freaking Way I’ll Be Your Lover! Unless…

In the last replay, they played Temiren, the daughter of the foremost bathhouse owner in the Crimson Magic Clan.

Lastly, I, Akira Ohata, will be serving as the GM.

Akira Ohata

He’s primarily known for the game design of the Tsurugi no Machi no Ihoujin TRPG. He’s also worked on the listings and descriptions for several other tabletop role-playing games, and has appeared in numerous replays. His standout character is Bennett, who appeared in the Arianrhod TRPG replay series, and Ohata couldn’t be happier about his popularity with all the players in this one.

Yuu Aifuji

“Hello, I’m Aifuji! I’ll be taking part in this replay. I’m looking forward to it!”

That enthusiastic introduction is from a player who didn’t take part in the previous replay. They’re one of Sensei’s author friends, they frequently play in TRPG sessions together, and they’re also a gamer.

He’s primarily known for Tatoeba Ore ga, Champion kara Oujo no Himo ni Job Change shita Toshite; Grimoire X Reverse; and Koufuku na Bakatachi ga Gakuen wo Mawasu.


Summary of Last Time

Gilbert, Temiren, Chiho, and Otohime arrive in Axel, the Town of Beginnings, as a party of four. There, they accept a quest from the Adventurers Guild to slay Giant Toads.

Though Otohime is nearly swallowed whole by one of the beasts, the party manages to complete the quest. A few days later, however, they learn of Giant Toads attacking and kidnapping people. Plus, they even receive a letter stating that Giant Toads are the true rulers of this world.

The four head back out to slay the toads. They learn that Frogger, who has become King of the Toads through a Sacred Treasure, is training the Giant Toads to one day take over the world.

Under the circumstances, the party of four decides to destroy Frogger’s ambitions and return to the town of Axel.



GM: Now then, I’d like to begin the session. I’ll start by reading the preview.

The preview lets the players in on the scenario you’ve brought to the table and lets them know what kinds of things will happen and what the mood will be like.

During the session, the GM reads this aloud.
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Another quest falls into the adventurers’ laps.

One called the Adventurer Base Experience Quest!

The reward—a Base of their dreams—is paid in full up-front.

Clear three quests, and that Base becomes yours for good!

But what awaits the adventurers at the end of their questing: the peace and serenity of home sweet home, or something else altogether…?

KONOSUBA: GOD’S BLESSING ON THIS WONDERFUL WORLD! TRPG

“A Peaceful Life for This Wonderful Base!”

All: (whistles and applause)

GM: I’d like this scenario to focus mainly on the Base system, a new rule in Advanced.

Akatsuki: Oh, I see. So this “Base” thing is a rule, then.

GM: That’s right.

Blitz/Kiva: Ah, a Base. That sounds nice.

Nagatsuki: You can only call yourself a full-fledged adventurer once you’ve bought a house.

Akatsuki: So we’ll get to have fun with the new rules right away, huh?

GM: Indeed, you will. The Base rules are contained in Advanced, and I’ll explain them later.

Akatsuki: I’m getting excited now.

GM: (takes out a stack of paper) And here is the Advanced rule book—though it’s not a book yet. It’s still just plain old paper.

All: Wow!

Nagatsuki: We’re going to be able to level up using this data right away, huh?

GM: Indeed, you will. Aifuji-san will be creating an already-leveled character to match the rest of the PCs.

Aifuji: Sounds good!

“There are plenty of toys this time for higher-level characters.”

“Oh, this is nice. You can change into an advanced class even at a low level!”

“Wait, for real?”

“And there’s plenty of other things here you can do, too.”

“Hey, these magic scrolls have magic skills inside them!”

Everyone here is an avid gamer, so once I handed them the printouts, they got right to work leveling their PCs.

Also, the Advanced rules and additional data we used for this replay are still in an unfinished state, so there may be instances where things are handled slightly differently in the book proper.

And with that, let’s get a report on how all the PCs grew.

CLARION HEAT GILBERT

Player: Natsume Akatsuki

GM: Let’s start with Akatsuki-san’s Gilbert.

Akatsuki (hereafter “Gilbert”): Clarion Heat Gilbert. A Priest of the Axis sect whose race is Native Inhabitant. He’s currently undercover investigating the Church of Eris. He has Villainous Energy as his cheat, so he’s got a really scary-looking face.


Advanced Classes

Advanced classes, advanced jobs—same thing. These classes are more specialized versions of basic ones. In Konosuba TRPG, when a character reached level 10, they could change classes. But in Advanced, this restriction has been loosened so that you can do it even below level 10. For more details, see here.

Crusader

Warrior’s advanced class. Focuses on skills that boost weapon attacks and defensive abilities.

Arch-wizard

Wizard’s advanced class. Can wield much more powerful advanced magic.

Arch-priest

Priest’s advanced class. Can use even more specialized healing and support magic.

Assassin

Thief’s advanced class. Lurks in the shadows, waiting for a chance to take an enemy’s life.

Low-Level Advanced Class Changing

To promote to an advanced class even when below character level 10, your ability scores must be higher than the required base ability scores for the corresponding advanced class.

Additionally, after changing class at level 9 or below, you take a persistent -1 penalty to your Blessing maximum. This restriction is removed once the character reaches level 10.



Mikami: So scary that he makes his enemies fumble their checks, if I recall. (laughs)

Cheats are special characteristics or unique skills that the PCs in Konosuba can use. Players need GM permission to acquire them. All cheats were already approved last time.

Gilbert’s Villainous Energy is a cheat that uses his intimidating aura and appearance to cause enemies to fumble checks.

Gilbert: And I’m level 5, too, with high enough base ability scores to fulfill the Arch-priest’s requisite base ability scores—so I changed classes to that advanced class I’ve always yearned for.

GM: Advanced classes are a rank up from basic classes, but in the basic ruleset, you couldn’t advance until you reached level 10. That condition, however, has been loosened in Advanced!

All: Wow! (applause)

Nagatsuki: A low-level advanced class… (laughs)

GM: Contradictory indeed, but characters in advanced classes, despite having low levels, do exist in Konosuba, so this was a faithful re-creation of the source material.

Nagatsuki: Oh yeah. That’s right!
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Character Level: 5

Race: Native Inhabitant

Class: Arch-priest

Life Path:

Origin: Secret Agent

Circumstance: Best Friend   Goal: Demon King

Cheat: Villainous Energy

A Native Inhabitant Arch-priest. Descended from nobles. A member of the Axis Church, which worships the goddess Aqua, and works against its rival sect, the Church of Eris, in various ways, such as sabotage and the spreading of bad rumors. Has a scary face and few friends.



Gilbert: First, just so I have the basics of Priest before promoting, I take Turn Undead and Exorcism. Now I can deal massive damage to undead and demon targets.

Nagatsuki: He’s specializing in undead combat! (laughs)

Gilbert: Can’t exactly call myself a follower of Axis without them. (everyone laughs)

Blitz/Kiva: So that’s what the Axis sect really stands for? (laughs)

Gilbert: Then, for my Arch-priest skill, I take Highness Blessing. Now I can give an extra +1d6 to a check for a major action during setup.

Mikami: That’ll help! Very advanced!

GM: You must have increased your faith toward the Axis sect even more.

Gilbert: That’s right. I’m more faithful now, so my defense has gone up, too.

GM: I guess the goddess Aqua really does do her job and grants her protection when people are faithful to her. (laughs)

Gilbert: Yeah. She’s a wonderful goddess. A little flattery and she always responds.

Nagatsuki: That is how it feels, isn’t it?

Gilbert: To summarize my character’s growth, I can now provide that support during setup, and as a result of my bolstered faith, my defense has increased as well. I never expected to be able to do all this at a low level. God’s Blessing on This Wonderful World! Advanced—I’m very happy with it.

GM: I’m glad. (laughs)

Gilbert: That’s about it for combat-related stuff. And because of the somewhat sly life I’ve lived until now, I picked up the Detect Deception Skill.

GM: Right, so that you can’t be deceived—by many things.

Mikami: You’re not suspicious of your own comrades, I hope! (laugh)

Aifuji: I’m sensing danger.

Gilbert: You’ll be fine. As long as you place your faith in Lady Aqua. (laughs) I think that about does it for my growth.

GM: All right. Thank you. Let’s move on to the next person.

TEMIREN

Player: Teren Mikami

Mikami (hereafter “Temiren”): I’m Temiren, a wizard girl. I’m the daughter of the owner of the best Crimson Magic Clan bathhouse around, and I idolize shoujo manga. I evolved to Arch-wizard at level 2!

Blitz/Kiva: An advanced class at level 2?!

GM: Leave it to the Crimson Magic Clan…

Temiren: I used to think the older girls in the Crimson Magic Clan were pretty great… until I put in a little bit of effort and surpassed them in a cinch! (everyone laughs)

Gilbert: Oh no, her head’s getting so big!

Temiren: And then I got to level 5, putting everything into increasing my firepower. Now I can use Crystal Prison to do 2d6+50 points of ice magic damage.

Nagatsuki: A flat fifty-point bonus?!

Blitz/Kiva: Literally insane!

Aifuji: A level-5 character can do that much damage?!

GM: (checks the rules and listings) Apparently, yes.

Nagatsuki: Advanced really breaks the balance!

Is this going to be okay?

As the designer, I have concerns.

Gilbert: Having someone with so much power at a low level does scream Konosuba, though.
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Character Level: 5

Race: Crimson Magic Clan Member

Class: Arch-wizard

Life Path:

Origin: Spell-Caster

Circumstance: Quiet Life   Goal: Friendship

Cheat: Destructive Magic Power

A girl from the Crimson Magic Clan. Her family runs a bathhouse. She happened upon shoujo manga and now idolizes it. Follows the scary-faced Gilbert in the belief that he is the one she is destined to be with—her prince. The type to act out romance before actually feeling it, she can be surprisingly annoying.



Nagatsuki: You’re right about that.

GM: … Oh, good. (laughs)

Temiren: I also learned an evasion spell called Wind Curtain, but thanks to my cheat, it costs way too much for what it does—12 MP, in fact.

Temiren’s cheat is Destructive Magic Power.

Cheats come with advantages and disadvantages; Destructive Magic Power greatly increases just that, but also doubles all MP costs.

Temiren: Also, I got Introduce Self as a meme skill, since I’m from the Crimson Magic Clan.

Nagatsuki: What funny things does that do?

Temiren: Once per Scene, I can use it during the Setup Process to lower an enemy’s Action Points by 4.

GM: The skill makes the opponent listen while you’re stating your name.

Aifuji: A meme skill indeed. (laughs)

Temiren: Also… what hotel are you staying at tonight, my prince? (referring to Gilbert)

Gilbert: My Lifestyle rank is Economy.

Temiren: Oh. Well, I’m staying in a Suite! (everyone laughs)

Aifuji: Why do you need to assert dominance like that? Also, wait, you’re not living with the rest of us?! (laughs)

As fascinated by shoujo manga as Temiren is, they began calling Gilbert their “prince” when he invited her to go adventuring.

Gilbert: Well… I don’t have any money, so maybe she’s lost interest in me. (laughs)

Temiren: I mean, after the year we’ve spent together… You just keep killing toads, over and over. It’s not very romantic on a day-to-day basis.

GM: There you have it, folks. Toads aren’t romantic. (laughs)

Temiren: They’re not! It’s not like shoujo manga. No love rivals appearing, no attractive members of the opposite sex making a pass at me… Anyway, I want to be alone for a bit in a Suite.

Blitz/Kiva: That’s such an annoyingly biased perception.

Aifuji: For real. (laughs)

GM: If only she’d read some slice-of-life four-panel manga instead of shoujo manga, this could all have been prevented… (everyone laughs)

Temiren: Anyway, that’s my growth. My defense is still paper.

GM: You did put everything into damage, after all.

Temiren: Also, I bought three magic scrolls. Now I can cast Freeze Gust three times, which should alleviate how much MP I go through.

GM: All right, then. Sounds like that does it for your report.

Chiho Suzuki

Player: Blitz/Kiva

GM: Next up, we have Blitz/Kiva’s Chiho Suzuki.

Blitz/Kiva (hereafter “Chiho”): Right. My name is Chiho Suzuki. I used to be a sickly seventeen-year-old high school girl, but after I got reincarnated, I lavished the goddess Aqua with praise, and she gave me a huge sword and the strength to wield it. My class is Adventurer. I haven’t changed into an advanced class, but I did learn Cure as a way to strive for even better health! Now I can remove all the harmful additives from my body!

GM: You sound like a health nut! (everyone laughs)

Nagatsuki: Modern society is full of stuff that’s bad for your body, after all.

Temiren: No additives in this wonderful world.

Chiho: And in the process of leveling up, I took all three levels in the Thief’s Poison Skill.

All: Poison?!

Nagatsuki: Hearing the word poison come out of a healthy high school girl’s mouth, it’s just… (laughs)

Chiho: My class is still Adventurer, but I did take the Advanced Copy Skill from general skills.

GM: Didn’t waste any time grabbing that, I see.

Chiho: Nope! Under the right conditions, I can even copy skills from advanced classes… What a wonderful thing to have in the rule book!

GM: I’m glad you’re happy with it.

Chiho: I also got a full three levels of the Deadly Poison Skill! (everyone laughs)

Gilbert: Her poison is getting stronger by the minute…
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Character Level:5

Race: Reincarnated Person

Class: Adventurer

Life Path:

Origin: Video   Circumstance: Sickly

Goal: Quest

Cheat: Sacred Treasure Holder: Weapon

A Reincarnated Person hit by a truck and reborn in this world. Sickly, she tended to stay inside, but after extolling the goddess Aqua to the skies, she acquired health and a giant sacred sword. Currently, the sword can trigger the power of a poisoning curse, meant to let everyone know how grateful she is for her health.



Chiho: Thanks to that, my two-handed sword can now excrete deadly poison. (everyone bursts out laughing)

GM: That… That’s horrific!

Aifuji: I thought Chiho was supposed to be the energetic high school girl adventurer who used to be sickly!

Chiho: It’s thanks to Lady Aqua’s benevolence that I became healthy, and now I want everyone else to know the bliss of good health, too… Which is why my sword got the ability to excrete poison. Once I deliver it, I can heal them with Cure, and they’ll be able to fully appreciate it.

Nagatsuki: So you’re scamming them! (bursts out laughing)

Temiren: You can’t really appreciate how precious your health is until it’s gone!

Chiho: Exactly! Since I maxed out all the skills that deal poison, I can now deal Poison (7) and Knockback (2) to four enemies within range.

Nagatsuki: Poison (7)? How much damage is that?

GM: They’d lose 35 HP from poison alone during the Cleanup Process.

Aifuji: That really is deadly! (everyone laughs)

Nagatsuki: So as long as you scrape them for 1 damage, they take 35 at the end of every round? Yeah, definitely deadly…

GM: T-terrifying… And at level 5, too.

Nagatsuki: Look, now you’ve got the designer scared!

Chiho: Also, if I use Haste, my Action Points go up, and since I can knock enemies back, I can buy time for the poison to take effect.

Nagatsuki: That’s so brutal!

Chiho: And full disclosure, since my sword is from Sacred Treasure Holder: Weapon, it gets more and more powerful the more I grow. So it’s still pretty darn strong even if I just whack enemies with it normally.

Gilbert: Lady Aqua really gave her the most broken sword… (laughs)

GM: I doubt she meant for Chiho to make it excrete poison, though… (laughs)

Nagatsuki: And it’s because Chiho’s wish for health got all twisted around.

Chiho: Maybe so. That does it for my growth.

Otohime Mitarai

Player: Tappei Nagatsuki

Nagatsuki (hereafter “Otohime”): My character is Otohime Mitarai, a tall, good-looking guy. He got hit by a truck trying to save Chiho despite how cautiously he lived his life before then. It was a lesson in needing to be even more cautious. His cheat is Return by Death, but he really, really doesn’t want to die.

GM: Ah, I see. And how about his growth as a character?

Otohime: I was once a Warrior… but I class-changed into Adventurer in order to gain mastery over magic.

All: Mastery over magic?! (everyone laughs)

GM: I’m pretty sure that last time, you put on a sturdy suit of armor and went out in front to be a shield…

Otohime: I did. And that taught me how terrifying it is to close in on an enemy and punch them. So instead, I decided I’d shoot magic from a safe position.

Temiren: Because you don’t want to be swallowed by any more toads, I’m sure. (everyone laughs)
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Character Level: 5

Race: Reincarnated Person Class: Adventurer

Life Path:

Origin: Truck Circumstance: Goddess’s Secret Goal: No Goal

Cheat: Return by Death

A young man who has lived very, very carefully. But one day, he was hit by a truck trying to save Chiho Suzuki, who was looking down at her smartphone while walking. Even reincarnated, he acts with plenty of caution, not wanting to die again. This time, that caution has driven him to buy a whole bunch of magic scrolls.



In the previous replay, Otohime ended up nearly being swallowed whole by a Giant Toad.

Otohime: I thought about going for an advanced class… Instead, I figured I could take the Advanced Copy Skill like Chiho, plus the Arch-priest’s Holy Armor Skill for maximum survivability.

GM: I, uh, I see… (laughs)

Otohime: I also used an Elemental Master skill to form a contract with a spirit, which can also attack from a distance. This specific spirit happens to share my desire to not die, and so I’ve awakened to a new fighting style.

GM: Right. Once you picked up some defensive skills from other classes, you wondered if you could do some ranged attacks at the same time.

Otohime: Right! And I set my sights on one of the highlights this time around: magic scrolls!

Magic scrolls are consumable items that cast magic-type skills. However, they cost a hundred times the skill’s cost in KE to buy.

Otohime: I bought a whole lot of them, so now I can deal with any precarious situations I find myself in!

GM: Do you have enough money for all that?

Chiho: (nervously) Well, he said he wanted to get a whole array of magic together, so…

Otohime: Right! Chiho gave me the money for it. She doesn’t wear armor, and didn’t need the money anyway, so I used those funds to buy a bunch of scrolls! In fact, I only have 10 KE to my name right now!

Chiho: I gave him about 2,700 KE.

Temiren: I guess Chiho’s fine with it as long as she has her health. (laughs)

Chiho: Exactly! I’m healthy. Who needs money?

Otohime: As a result, I’m no longer the destitute one who has to sleep in the stables. Now I stay in a Suite, but I also only have 10 KE… (everyone laughs)

Chiho: A Suite with my money!

Aifuji: Aha-ha-ha! Wow, you suck!

GM: Yeah, that does make you sound like a total loser. (laughs)

Otohime: Naturally, with higher defenses, I can contribute even more to the party now. It’s just…

Chiho: It turns into one of those “I’m contributing because I have no other choice” things, but Otohime’s big defenses are there to protect the whole party.

Otohime: I’m really glad you think so.

GM: Anyway, that’s a pretty complicated way to grow, isn’t it?

Otohime: That’s just how it turned out after I dug through all the new stuff. It was a lot of fun. (laughs)

#21

Player: Yuu Aifuji

GM: Next, Aifuji-sensei will introduce his new PC.

Aifuji (hereafter “#21”): Yes, sir. His class is Assassin, from Thief. His name is #21.

All: #21?

Otohime: Why does he have a name like that?

#21: Because he’s a member of the Demon King’s Army.

Chiho: (sounding very intentional) Huh?! Wait, the Demon King’s Army?! You mean the new playable race introduced in Advanced?!

Temiren: It’s a race we’ve never seen before!
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Character Level: 5

Race: Demon King’s Army Class: Assassin

Life Path:

Origin: Justice Circumstance: Stepparents Goal: Forced

Cheat: Always Underestimated

An artificial life-form from the Demon King’s Army. Strangely shaped, he resembles the face of a dog with arms and legs. Has undead properties. Exiled from the Demon King’s forces, he now lives as an adventurer. He put a lot of work into fitting in with society and became pretty sensible because of it.



Gilbert: Ah, you have a production number because you were created artificially.

#21: Yes, sir. That’s correct… Yep! I’ll be using the new Demon King’s Army race for my PC!

In Advanced, you can now play a PC of the Demon King’s Army race.

#21: You can choose between several different races, like undead or slimes… but I went with a chimera. In the Demon King’s Army, chimeras are artificial creatures with two sets of characteristics. I went with magic beast and undead. (laugh)

Chiho: In other words, you’re an undead magic beast? … You’re intelligent, though, right?

#21: No need to worry about that.

GM: The player and GM can freely discuss what sort of monster a Demon King’s Army PC will be. If you want to be intelligent, then you can be intelligent.

#21: Right. So I still have my intelligence.

Otohime: That’s a relief. But you’re like a rotting dog that shows up in horror games and attacks, aren’t you?

#21: A-am I? (laughs) My body is one head tall, about forty centimeters total. My hands and feet come out of my face. I look kind of like a jam-filled bun.

Temiren: Cute! So cute!

Otohime: Cute but also rotting!

I’m not sure that’s “cute”…

#21: As for my Life Path, my Origin is Justice.

GM: So you were born into the Demon King’s Army, but awakened to justice.

#21: Yes. My Circumstance is Stepparents. Who only ever call me #21…

GM: Stepparents? Wouldn’t they be more like your manufacturers? (laughs)

#21: While I was created to serve the Demon King’s forces, I met a girl one day in a little village. But the other villagers, afraid of the Demon King, tried to surround me and exterminate me. They kept telling me to bring out whatever it was I had behind my back.

Otohime: What happened to the girl?

#21: I dunno. I just thought of this on the spot. (laughs)

GM: I’m, uh, sure she grew up, went to the city, and got married by now! (everyone laughs)

Otohime: I mean, that works.

#21: My Goal is Forced. After a bunch of complications, I had to leave the Demon King’s Army, so I was exiled, mostly by force. After talking to someone about what I should do next, they told me that if I wanted to make money despite only being one head tall, I should become an adventurer.

Chiho: So I guess someone was watching over you, #21.

#21: And that’s how I ended up coming to Axel, the Town of Beginnings.

Otohime: Very straightforward.

#21: My cheat is Always Underestimated. It’s one of the new ones. I may be only one head tall, and a little rotten, but I’m still an adorable bun, and that means everyone underestimates me. They wonder if a little zombie ball like me can even clear quests.

Gilbert: That is the normal reaction.

#21: But succeeding some kind of check makes them realize my true worth.

Chiho: And your magic beast combat instincts go crazy.

Always Underestimated is a new cheat introduced in Advanced. If you win a reaction check against an enemy, you gain +1d6 additional damage on any check made until the end of the scenario. However, since the enemy now takes you seriously, they do more damage to you in turn.

Temiren: Wait, that’s amazing!

Chiho: And such great synergy with the Assassin class.

#21: I also get +2d6 to my damage dice. It’s a super powerful effect, but since the Demon King’s Army—and probably humans, too—hate me, they’ll tend to go after me in particular. I take extra damage from them equal to twice my character level.

Gilbert: … Are we gonna be okay?

#21: They’ll go after anyone I’m friends with, too.

Gilbert: But we’re with the Axis Church! (everyone laughs)

Otohime: That’s right. We can’t tolerate any undead.

#21: Since I went through Thief first, I can disarm traps, too. It’s just, with my two Blessings and unfortunate constitution… yeah. In exchange, I get more damage, though!

Gilbert: Wait, how much?

#21: After Always Underestimated activates, I can do a hit check using 5d6+10, and my damage is 4d6+45.

Otohime: 4d6+45?!

#21: And I took the skill Follow-Up. Once per Scene, I can do 4d6+75 damage! Plus another 10 points against targets afflicted with a negative status!

Chiho: That’s incredible. They’ll be able to appreciate the joys of health more than anyone else.

#21: I can also use 5d6+9 for a dodge check.

Chiho: I feel like one of us is way stronger than the others. (laughs)

Temiren: Well, he’s lived alone this whole time. He must have grown really strong.

Otohime: Since he’s called #21, there were probably twenty others before him.

Temiren: And they culminated in #21.

GM: So #21 is the type of character to move and kill quickly by striking at weak spots.

#21: … But because of my undead characteristic, normal healing magic items don’t recover HP for me. (everyone laughs)

Otohime: I see! An undead’s weakness is their limited healing options!

#21: And anything effective against the undead affects me, too. Turn Undead would really hurt. (laughs)

GM: Demon King’s Army racial skills have a variety of weaknesses like that.

Chiho: So why would #21 be friends with us?

#21: Haven’t thought about it one bit.

Temiren: (role-playing the meeting) “Otohime, what’s that ball?”

Otohime: (role-playing the meeting) “What, this? Picked it up earlier. Maybe someone gave it to us as a gift.”

#21: “Kill me… Kill me…” (everyone laughs)

Chiho: So he’s basically the cute mascot character, right?

Otohime: But there usually isn’t a cute mascot in shoujo manga, is there?

Chiho: Then maybe he’s a pet raised by the main character.

Gilbert: I feel like everyone would attack him if he was just wandering around Axel looking like that, though.

GM: From a rules perspective, he does have an Adventurer’s Card.

Chiho: Did someone drop theirs, and he picked it up?

Gilbert: Actually, the Demon King’s Army makes Adventurer’s Cards, too.

Otohime: Counterfeits?!

Gilbert: Serena is from the Demon King’s Army, and her card says she’s a Dark Priest, so she can’t take it out in town.

GM: I see.

You can read about this for yourself in the Konosuba novels.

#21: Then maybe I waltzed into town not realizing I couldn’t use my Adventurer’s Card here.

Gilbert: Yeah, if anyone realized who you were… But maybe you insisted you’re not a bad undead, and convinced them to accept you. There’s already one general living in Axel anyway.

Temiren: Didn’t realize Axel was so progressive… (everyone laughs)

GM: And there’s succubi there, too, apparently.

Gilbert: Right. As long as you don’t do anything bad, I feel like you’d actually be somewhat accepted.

Otohime: A magnanimous town indeed!

Chiho: But how is Gilbert going to meet up with #21? Best thing I can think of is to canvas him for the Axis sect.

Gilbert: Personally, I want to make a gallant appearance when someone is bothering him, then canvas him.

Otohime: Can’t you just throw hands down at the river and come to an understanding that way? (everyone laughs)

Temiren: Maybe there could be a little prologue where they go on an adventure together and gain mutual approval.

Chiho: You can be our friend if you convert to the Church of Axis!

Gilbert: I’ll ask the GM about doing a Scene like that for the opening where we meet him.

GM: All right. In any case, since self-introductions are over, we’ll have you all act out your characters during a Scene. We’ll do the Opening Phase with that in it in a separate recording.

All: Okay.

The day wrapped up, with character growth and creation over for now. The Opening Phase was recorded on a later day.







Opening Phase

Opening 1: A New Companion

Axel, where fledgling adventurers gather…

For a year, the party of Gilbert, Temiren, Otohime, and Chiho have been working as adventurers here.

One day, they go down to the pub for some breakfast, the same as they do every day.

GM: Let’s hop right into it! We’re going to start the Opening Phase. First, we’ll act out the Scene where #21 joins you.

Temiren: Maybe we could get up early and happen to run into #21 while he’s at the pub, too?

#21: I doubt that would be a problem.

Chiho: Okay. Then me and Gil leave our Economy rooms like always, while Otohime and Temiren come out of their Suites. (laughs)

Otohime: What a disparity in the party. (laughs)

Chiho: So everyone was sleeping on the second floor, and when we wake up, we head to the pub on the first floor for food.

Temiren: Ahh, that was a good sleep! The beds here are a little firm for my liking, though.

Gilbert: The Economy ones are definitely firmer…

#21: And lo, I appear.

Otohime: Anyone else smell an undead?

Chiho: Do you…?

GM: All right. The place is full of the kind of odor you’d smell in a graveyard, and the swinging doors open…

#21: The light is glaring, shining behind me, casting my shadow onto the pub floor. A shadow that’s only one head tall.

Otohime: Hey, what’s that thing?

#21: My things are all wrapped in cloth, which is attached to a stick leaning against me.

Temiren: Whatever it is, it’s adorable!

Gilbert: Uh, it is?

#21: I take a seat at the counter and keep it brief with the bartender. “One glass of milk.”

GM: “Milk? Wasn’t aware I was serving a child.”

Otohime: (playing the local pub ruffian) “Since when did kids start coming to this pub?”

Gilbert: Wait, a “kid”? Why isn’t anyone talking about how that thing’s a one-head-tall undead creature?! (everyone laughs)

Otohime: Come on. At this point, why would some weird artificial undead creature surprise us?

It certainly seems Axel is extremely willing to adapt.

Gilbert: As an Arch-priest, I can’t help but react to the presence of an undead. (to #21) Is the smell reaching me?

#21: Yes, I think the rotting stench is all over by now.

GM: Can’t you, I don’t know, put it in a more… fantasy way? (laughs)

#21: I’m actually working hard to blend in with society, so let’s say I’ve been trying to restrain the stench of death.

Gilbert: I see. In that case, I take a seat right next to #21 at the bar.

Otohime: He’s bold!

Gilbert: I put my arm around him, then ask, “You a follower of the Church of Axis?” (everyone laughs)

Temiren: Starting right off with the canvassing!

Otohime: This is it! If he is one, we can let him join without any problems!

But would the Axis Church see it the same way?

#21: N-nay, I am not a follower of Axis… Why?

GM: “Nay”?

#21: I use fancy old-fashioned words.

GM: Oh.

Gilbert: Let’s show each other our Adventurer’s Cards in lieu of introductions. I promise it’s not suspicious.

#21: Ah, I see… You’re an Arch-priest, then…

Gilbert: It actually says “Arch-priest (Low),” but I cover the “Low” part with my thumb when I show him.

#21: My class also says “Assassin (Low),” and for the race it says “Undead.”
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Gilbert: What the?!

#21: Sir? I-is aught amiss?

Gilbert: I didn’t know you were an undead!

Chiho: You mean you didn’t pick up on that already, Gil?!

Gilbert: Oh well, can’t be helped. You did say you’re suppressing your undead aroma with fantasy fragances.

#21: Was that what I said? Sure. (laughs)

Temiren: Catching wind of the commotion, I show up! From my Suite, of course!

Otohime: Now you’re bragging about the economic disparity!

Temiren: Whatever is the matter, my prince?!

Gilbert: This creature is an undead!

Chiho: An undead? Not alive… Wait, that means he’s unhealthy!

Otohime: All who are unhealthy deserve death!

Gilbert: Agreed! You’re an enemy of Lady Aqua!

#21: Wait, I beg you! Perhaps I am, indeed, an undead… But I’m not a bad undead!

Otohime: … But you’re willing to imply the others are! (laughs)

Gilbert: You’re… not a bad undead?

Temiren: That’s right, my prince! … Just look at how kind, how gentle his eyes are. (everyone laughs)

Gilbert: … His eyes?

#21: I have these muddy, clouded eyes with no highlights in them. (laughs)

Gilbert: … Are you sure?

#21: I am in no position to beg your trust, sir, but right now, it’s all I can do.

Gilbert: Hrm.

Chiho: I have a proposition, Gil.

Gilbert: What?

Chiho: … What happens if an undead joins the Axis Church?

Gilbert: (giving a jolt) I stop moving.

Chiho: If an undead had a change of heart and joined the Church of Axis, wouldn’t that be a spectacular achievement?

Gilbert: … All right, you. Drink your milk. (everyone laughs)

Temiren: Are you emotionally well, my prince?

GM: He really swings from one extreme to the other, huh?

Otohime: Let me ask you again. Are you part of the Axis Church?

#21: … I look to the bartender behind the counter with a hopeful gaze.

GM: He looks back at you with eyes that say “just nod and agree for now.” (laughs)

#21: Ah, yes. I am indeed a follower of Axis.

Gilbert: Hah, I knew it! You were just embarrassed before, right? That’s why you denied it at first. Ha-ha-ha!

Otohime: His attitude did a total one-eighty!

#21: Um, yes! Glory to Lady Aqua! (bursts out laughing)

Temiren: Good for you! I’m so happy for you, #21!

… I’m not sure this is really a good thing, though.

Gilbert: You new in town? I just reached level 5, so I can teach you a thing or two.

#21: (fidgeting) Your instruction would be quite welcome. Thank you.

Temiren: Didn’t his Adventurer’s Card say he was level 5, too, my prince? He’s not a beginner.

Gilbert: I didn’t catch that part. (laughs) “Great! Let me introduce you to my reliable companions.” Then I bring him over to everyone else.

Chiho: I’m Suzuki! And I’m healthy!

#21: I, er, I see. It’s a pleasure.

Gilbert: Do you have any special skills?

#21: I can pick locks, I suppose.

Gilbert: (immediate response) You’re hired!

Otohime: Yeah, we’ve never had a Thief class before.

GM: And so #21 joins the party as the valued lockpicker.

#21: I look forward to working with you all!

Gilbert: Since #21 doesn’t know much about the world, I’m gonna tell him that 95 percent of the world’s population are Axis followers and probably other lies, too. (everyone laughs)

Otohime: That’s the truth in Gilbert’s heart, though!

GM: Then, now that #21 is officially a member of the party, we’ll move to the next Scene, where you accept a quest.

Opening 2: Build a Base!

A new party member has joined: #21, an undead creature. They head for the Adventurers Guild and look for new requests. The receptionist quickly calls out to them…

GM: Here’s the next Scene. You’ve already joined up with #21 and completed two or three quests together.

Otohime: Today the western toads, tomorrow the southern toads…

Temiren: The western toads sure are frisky this time, huh?

#21: … Ngh. I can hardly tell the difference!

Chiho: They actually have different sheens to their skin.

Otohime: And they strangle you in different ways.

#21: Ah, I see. My thanks!

Temiren: I guess you would know, Okkun, with how often you get swallowed.

Otohime: Knowledge that might make it easier when I return from death.

GM: Right, so as you’re all having a very intellectual discussion about Giant Toads—(everyone laughs)—the Adventurers Guild receptionist calls out. “I have a quest for you.”

Otohime: Oh? Us specifically? Well, we’re kind of famous at this point.

Chiho: ’Cause all we do is kill toads.

GM: You’re the energetic up-and-comers, in that sense.

Otohime: Up-and-coming toad-slayers, huh…

GM: “I figured you might want to slay something other than a toad at this point.”

Chiho: What?!

Otohime: I’ve never even considered that!

#21: I’ve had quite enough of toads, thank you!

GM: “… Right, well, I’d like to introduce you to the one who put in the request. If you’re willing.”

Chiho: Are they healthy?

GM: “Yes, they’re plenty healthy.”

Chiho: Then I accept!

Otohime: That was fast!

GM: “Then I’ll leave it to you to explain,” says the receptionist to the person behind her before quickly scuttling away. (everyone laughs)

Chiho: She scuttled?

#21: Are others generally not fond of us?

Chiho: She’s always like that.

GM: The one who put in the request is a thin man in his thirties. “Allow me to introduce myself. My name is Wally. I heard your band of adventurers has been active in these parts of late.”

Chiho: Yes. We do lots of adventuring, and only around here.

Otohime: We never get more than a kilometer away from Axel, so yes, we’ve been active in these parts.

GM: “Then I beg you to accept my request.”

Otohime: That depends on what it is. If it’s anything life-threatening, I’m turning it down!

GM: “You… are adventurers, are you not?”

Otohime: Sure are. We don’t like adventures, though.

Temiren: But it depends on your request.

GM: “All right. I was hoping you could clear three quests for me… Do you have a house you use as a base of operations for your adventures?”

Chiho: We’ve been living in inns for the last year.

Temiren: And I was just thinking how firm the beds are.

GM: “Such a life must present many difficulties.”

Temiren: Oh, it does.

GM: “Then what do you think about acquiring a Base from which to embark on new adventures?”

Chiho: A Base, huh? Would it have real beds? And a good security system?

GM: “Well, my grandfather passed about six months ago, and I figured I’d renovate his old house into a Base.”

Otohime: Trying to use an empty house effectively, huh?

GM: “That’s right. To that end, I wanted you to hear my request.”

Chiho: You’re paying us a whole house up-front?

Gilbert: There’s gotta be strings attached.

Otohime: Indeed… However! Keep in mind, we’re talking about a house here!

Temiren: Yeah! A real house! Everyone under the same roof… That’s how Season 2 starts!

Gilbert: I guess there are TV shows like that.

GM: “As recompense for this up-front payment, I wanted you to accept my quests.”

Otohime: I see. This is a good deal!

#21: Hold. He may mean to press us into his own bad debts. They do say that the better the deal, the bigger the trap!

Gilbert: Ah, I see. You’re pretty smart, #21.

Chiho: Could we go to an open house or something first?

GM: “Yes, please, by all means. I’m confident the Base I’ve prepared will be to your satisfaction.”

Gilbert: I’m an ex-noble, you know. That’s a big hurdle to cross. Would this house rival my family’s?

Otohime: In case you forgot, you’ve been living the Economy life for the last year! (everyone laughs)

Gilbert: And in stables, on occasion.

GM: In any case, he shows you a fifth-level Base.

Chiho: So the purchase price would be…

GM: “Oh, you don’t need to pay.” In other words, you just receive a facility with six slots. Upkeep is fairly expensive, though.

Chiho: And we pay Upkeep during the Ending Phase, right?


Base Rules

These rules allow an adventuring party to acquire a base of operations, like a mansion or a castle. The party can spend KE to raise the Base Level, giving access to additional Base Facilities.

Base Facilities are constructed in Base Slots. A Base has (Base Level+1) Base Slots. A level-5 Base, for example, would have six Base Slots. You spend KE again to purchase Base Facilities and construct them.

[image: image] Using Base Facilities

During Preplay, the players select Facilities they want to use. Then they apply the effects of the selected Facilities. (Or if a Facility states that usage should be declared at another time, follow that rule.)

In general, any PC in the party that owns the Base can declare usage of Facilities.
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Each Base Facility comes with an Upkeep cost. At the end of a scenario, this cost must be paid in KE. This means you need to keep paying beyond the initial purchase.

[image: image] Paying Upkeep

The total Upkeep from the Facilities chosen in Preplay is added to the Lifestyle cost paid at the end of the scenario for each PC.

Ignore Upkeep costs for any Base Facilities not chosen. If a PC cannot pay the cost, that facility becomes unusable in future scenarios.

[image: image] Increasing Base Level

By paying [Current Base Level] × 2000 KE, the Base Level will increase by 1.



Advanced adds rules for Bases.

These rules give the party special effects for using their Base through paying Upkeep.

Though this is supposed to be determined during Preplay, we explain it here in this replay for ease of understanding.

For details, please see the boxed column.

GM: You all arrive at the empty house that’s going to be your reward. Here, you can select Base Skills. For a level-5 Base, you can select up to six slots. In exchange, each has a purchase price and an Upkeep cost.

Temiren: Really! I wonder which we should choose.

#21: As devout followers of Axis, is this Sanctuary not the only thing we really need?

Otohime: You be quiet! No real Axis follower would put up with honorable poverty! (everyone laughs) We can think about tomorrow when tomorrow comes!

#21: I, um, find it difficult to understand your thinking… (laughs)

Temiren: Okkun is right. Shouldn’t we just take six Luxury Personal Rooms?

Gilbert: No, we should go for six Sanctuaries. (everyone laughs)

#21: … I see. Denominations exist even among the Axis faithful.

Otohime: Hey, a Treasure Vault could be really good, too. I could buy another five magic scrolls!

Temiren: You’re the only one who would be happy about that!

“I want that knockback, so extra Action Points would be nice.”

“We could also put a Garden into a slot.”

“What about Toys? They give +1d6 on rolls for drop items…”

“I’d like a Theater, too. But it’s expensive.”

“Then we just have to figure out the Toys…”

Base effects give a variety of benefits to the entire party.

The players all discussed them together and chose the ones that would give them an advantage.

GM: All right, let’s hear it. What’s your Base like?

Gilbert: I’ll list them off. Two Playground Equipment, and one each of a Garden, a Soothing Statue, a Treasure Vault, and a Bath.

Chiho: (like a narrator) … The Base has been properly set up with a wonderful garden. And in it, a large slide and a swing set. And between those two spaces is the statue of Lady Aqua!

Temiren: Everyone can pray to the statue!

GM: Wally, the requester, has a very put-off kind of look. (everyone laughs)

Otohime: He never expected us to be a cult of Axis followers, I guess.

Chiho: (like a narrator) … Let’s head inside. Here, you can see it’s very empty. (everyone laughs)

#21: It’s just a warehouse! (laughs)

GM: Yeah, that Treasure Vault is bigger than the rooms!

Temiren: I’m gonna pack the Treasure Vault full of goodies!

Otohime: There’s just some empty bags in there right now, but one day.

Chiho: The bath is open-air, we’ve set up the statue of the goddess Aqua, and you can see the garden where the Toys are…

Gilbert: Talk about a clown house. (laughs)

Otohime: In the vault, I pile up all the scrolls I bought with everyone else’s money and look satisfied. “I won’t have to worry about safety with this many!”

GM: “Er, is everything to your satisfaction?”

Gilbert: You bet it is!

Temiren: This is amazing! I can’t believe we get a house!

GM: “Now then, it’s time for your three quests.” The man hands out a piece of paper with the request written on it to each person. You’ll want to do them one by one, starting at the top. “I’ll start by explaining the first quest.”

[image: image] THE FIRST QUEST

“Slay the Giant Fire Toads”

Type: Eliminate

Reward: —

Limit: 1 day

Requirements: None

Details: “Slay the Giant Fire Toads that have appeared in a certain swamp.”

Clear Conditions: Defeat the Giant Fire Toads. As proof, bring back the precious stone one apparently swallowed.

Quest Effects: During Scenes, the following trap will be permanently active.

Weather: Drought

Type: Trap

Structure: Physical

Level: 3

Customize: x

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Scene

Range: Scene

Effect: All water magic damage caused by any target’s attack does 1d6 less damage. In addition, if a target does not have Element: Fire, they suffer 5 points of HP Loss during the Cleanup Process. If it’s not currently round progression, they suffer 5 points of HP Loss at the end of the Scene. This trap is not a secret.

Chiho: I see the weather is being treated as a trap.

GM: Yes. This was something added in Advanced.

Chiho: Giant Toad quests are really getting intricate!

Temiren: I’m so sick of Giant Toads!

Otohime: Wait. We’ve done nothing but slay toads, right? Is that why we got this quest?

Gilbert: It makes sense he’d ask for us specifically.

GM: “A Giant Fire Toad allegedly swallowed a precious stone, so I’d like you to bring that back as well.”

[image: image] THE SECOND QUEST

“Conquer the Blizzard Ruins”

Type: Explore

Limit: 1 day

Reward: —

Requirements: None

Details: “A blizzard originating from some ruins rages, causing damage to the surrounding area. Explore the ruins and recover the precious stone causing the phenomenon.”

Clear Conditions: Recover the Eye of the Blizzard, the precious stone serving as the core of the ruins.

Quest Effects: During Scenes, the following trap will be permanently active.

Weather: Blizzards

Type: Trap

Structure: Physical

Level: 3

Customize: x

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Scene

Range: Scene

Effect: All water magic damage caused by any target’s attack becomes ice magic damage. In addition, if a target does not have Element: Ice, they take a –2 penalty on total scores for reaction checks. This trap is not a secret.

GM: “The ruins used to be normal, but suddenly they started creating blizzards. We think another precious stone is at work, so please recover it.”

#21: Ah, I see. Conquer the ruins in one day.

GM: And on to the third quest.

[image: image] THE THIRD QUEST

“Transport the Precious Stone”

Type: Transport

Limit: 1 day

Reward: —

Requirements: None

Details: “Recover a precious stone called the Eye of the Thunder on the peak of a place called the Mountain of the Dead, and bring it back to the Base.”

Clear Conditions: Return to the Base with the stone.

Quest Effects: During Scenes, the following trap will be permanently active.

Weather: Thunderclouds

Type: Trap

Structure: Physical

Level: 3

Customize: x

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Scene

Range: Scene

Effect: Add 1d6 to all lightning magic damage any target deals with an attack. In addition, if a target does not have Element: Lightning, subtract 3 from their Magic Defense. This trap is not a secret.

Chiho: Mountain of the Dead? (looks at #21)

#21: Is… aught amiss? (laughs)

Otohime: So ultimately… we collect three precious stones and come back. Is that right?

GM: Yes, that’s how it works.

Temiren: One quest is hot, one is cold, and one has thunder and lightning, huh?

Gilbert: So long as we can hunt toads, the mortal enemy of Lady Aqua, we swear to do our best job!

GM: You can really sense the darkness—er, the passion Gilbert has when it comes to hunting toads. (laughs)

Chiho: Okay, Mr. Wally. We’ll head out to slay the Giant Toads.

GM: “Thank you.”

Otohime: The rest of you, arrange us a carriage. (everyone laughs)

Chiho: Just because you used all your money… (laughs)

Otohime: I could ruin my feet by walking that far!

#21: I suppose this is a matter of some concern…

GM: This Scene is over now, with Wally having given you a Base in exchange for completing three quests. That about does it for the Opening Phase.







Middle Phase

Middle 1: The Fated Toad Extermination

Under a blazing hot sun, the party heads for the swamp where the Giant Toads are said to live.

The heat beats down on them, boiling hot, while the environment offers no shade. Nevertheless, they make their way to exterminate a toad—their fated enemy.

GM: We’ll start the Middle Phase now. The Middle Phase is a sequence of completing quests and resting in town. During the Scenes when you’re resting in town, you can each take one major action, which you can use to gather information or on some other check.

Otohime: I see. Getting information is important. And we can get healed or buy and sell items, too, right?

GM: That’s right.

Gilbert: Then we’ll do the “completing quests” part first and head out to slay the Giant Toad.

GM: All right. Having set off for the first quest, you come to the swamp. The skies are clear, so it’s pretty hot.

Otohime: It’s so hot…

Temiren: I want to go back to the Base and soak in the open-air bath!

Chiho: But it’s such a nice day out!

#21: Undead like myself do rather poorly in such heat.

Chiho: Then I’ll carry you with me.

#21: My thanks.

Gilbert: Can’t we do something about this with magic? Like Saint Shield?

Temiren: Aren’t you going to put that on me? I guess my prince never really looks at me anyway…

Gilbert: She’s such a nutjob! (laughs)

GM: So, as you arrive, you see the swamp has dried out.

Temiren: The swamp is bone-dry. Can a toad really survive here?

GM: Just then, crimson-red Giant Toads leap energetically into view.

All: Leap energetically?!

Despite the intense sunlight, four red-skinned Giant Toads hop around in the dried-up swamp as if they own the place.

Temiren: Oh no! Now my prince is gonna charge straight in!

Gilbert: Shiny versions! I’m going in!

GM: One starts talking. “Heh-heh. So, measly humans—you’ve come.”

All: It can talk?!

Gilbert: Wait, is that Frogger?! The one from the last replay?!

GM: “Frogger is the name of our erstwhile master.”

Chiho: Remember the intelligent toads?

Otohime: This must be the one that got away!

Frogger is a member of the Demon King’s Army. He prayed to a Sacred Treasure that grants wishes to become King of the Toads, but it turned him into a King Toad.

He tried to buff the other toads, but Gilbert and the team took him down easily. One of them got away during the fight, however, and survived.

#21: … You’ve related the story to me. Still, I’m surprised to see it managed to survive.

GM: “What a windfall it is, meeting you all here.”

Chiho: … Windfall? Think you got the wrong element there. (everyone laughs)

Otohime: This whole quest is pretty fire-themed. (laughs)

Temiren: Only a little cringe.

GM: “I’m not surprised you were so hot on my heels.”

Otohime: Bet now he’s gonna say something like “But you will all become the foundation for our Toad Kingdom.”

#21: Wait. Hold! Can we not settle this with words?!

GM: “Come to me, my minions,” it shouts to the other Giant Toads, who have extremely dry skin.

#21: No. Cease this! They won’t last five rounds like this!

Otohime: Why else would we come all the way out here?

#21: They’ve clearly met their limits already! Please forgive them!

GM: “The war will continue until the day we rule the humans!”

Gilbert: (looks at #21) Humans…

#21: Talk this through! Even for a moment!

Gilbert: (not listening) Raaahhh!

GM: “Very well. It’s time to settle the score!” The Giant Toads step up to fight you. Now we’ll start combat. Three of the poor Giant Toads, then one Giant Fire Toad, each five meters apart.
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	Action Points



	#21
	15



	Gilbert
	13



	Temiren
	11



	Otohime
	11



	Chiho
	10



	Giant Fire Toad
	6



	Giant Toads A, B, C
	5
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Otohime: They’ve all got low Action Points!

GM: Because they’re all dried out. Let’s start the Setup Process for the first round.

Gilbert: I’d like to use Highness Blessing. Who should I put it on?

Chiho: Why not me?

Otohime: Yeah, she’s got AoE attacks!

Gilbert: All right. (rolls dice) 8 on the dice, so I succeed.

GM: Next is the setup for Temiren and Otohime. Would you like to do anything?

Temiren: (looks at the diagram) … Should I move first and hit them with an AoE attack?

Chiho: #21 would have to wait in that case, though. He’d be acting after the toads.

The idea is that Temiren will use Magic Blast to deal AoE damage, and the others can follow up on individual surviving toads—an efficient way of doing it.

But if #21 declares he’ll wait, his turn will move to the end, after all the toads have acted.

Temiren: … Oh, I know. Can’t I just use Introduce Self on an ally? That’ll make their Action Points drop.

#21: Ah. I think I see!

Temiren: I want to go first out of the whole party, but I also don’t want anyone to have to act after the toads. (everyone laughs) But am I allowed to use it on an ally?

GM: (checks the rules) It doesn’t say you can’t, so go ahead.

Temiren: My name is Temiren! I use Introduce Self.

Otohime: We know! (laughs)

#21: What? What is this all of a sudden?!

Temiren: Daughter of the owner of the foremost bathhouse in the Crimson Magic Clan! She who idolizes shoujo manga! And wielder of Inferno magic!

#21: Thank you for that introduction, I suppose… (laughs)

As a result, #21’s Action Points decrease by 4 and become 11.

Otohime: For my setup, I’ll use my Spirit Support scroll. Now Temiren’s magic check will get +1d6! Just don’t move from where you are.

Chiho: I use Haste. (rolls dice) Got a 6. My Action Points are now 16. Hrrgh! My health fills me with strength!

Temiren: You’re the fastest, Chiho!

GM: Then the Giant Fire Toad will use Flame Cry. “Kill the humans! Make the surface world a paradise for toads!” he says. The Giant Toads around him all start croaking excitedly. The Giant Toads will get +1d6 to damage until the end of the round on their major action checks.

#21: That’s quite a bonus!

Otohime: They’re really riled up!

Chiho: Yeah, but aren’t they just going to have the aggro now?

Otohime: Oh, I get it. Weather: Drought doesn’t just affect us—it’ll deal 5 points of damage to the Giant Toads during the Cleanup Process, too. Good thing I used Bless!

GM: That does it for the Setup Process.

Chiho: Now it’s time for my Main Process! “Heeealth!” I roar as I run into the Engagement with Giant Toads A, B, and C. I use my move action to get there, then Feint as my minor action, then Mow Down and Gale Strike, aimed at the three Giant Toads.

GM: You’re really going in hot!

Chiho: Did you think I was sickly? I’m actually quite healthy!

Otohime: Literally nobody would look at your energy and think you were sickly.

Chiho: (rolls dice) Got a total score of 18 for hit. Cursed poison drips from the tip of my sword.

GM: … That’s horrifying! The Giant Toads should have a 3d6+3 evade, but Feint lowers that to 2d6+3. (rolls dice) 11, 8, and 11, so all three Giant Toads fail to evade.

Chiho: (rolls dice) 35 points of damage!

GM: The Giant Toads shriek and writhe in pain, but they’re still alive.

Otohime: Brutal. And now they’re gonna get poisoned…

Chiho: Yes. I dealt damage, so they each take Knockback (2) and Poison (7).

GM: Now their Action Points have decreased by 5. (laughs) Poison (7) and Weather: Drought will deal 40 points of HP damage total during the Cleanup Process! (laughs)

Temiren: They’re definitely going to die during the Cleanup Process, then, right?

Chiho: They will! (smiles sweetly)

GM: “This is… strange. I should have been able to endure this. But the strength fades from my body…”

Chiho: That’s what being unhealthy will do to you. I have a Cure scroll right here, though. Don’t you want to be healthy again? (everyone laughs)

#21: So this is how humans do things…

GM: The Giant Toad says, “I want health!” and stretches out his tongue, but it doesn’t reach. Gilbert is next.

Gilbert: “Enemies of God!” I bellow, charging in. I attack Giant Toad A. (rolls dice) 18 on my hit check.

GM: (rolls dice) … 17 on the dodge check. Fails it by just 1.

Gilbert: (rolls dice) 19 damage!

GM: Since it has Special Physical Resistance: Blunt, it takes 4 less than that, but it croaks and crumples. It has almost no HP left.

Gilbert: Sweet!

GM: Next are Temiren and Otohime, who both have 11 Action Points.

Otohime: Maybe you could attack the Giant Fire Toad by itself, Temiren.

Chiho: But then #21’s attacks won’t be able to reach, will they?

#21: My fine dagger is throwable, with a range of 10 meters.

GM: The Giant Fire Toad looks at the Always Underestimated #21 like he’s definitely safely out of reach.

#21: Underestimate me at your own peril! I can reach!

Temiren: … Then I guess I didn’t need to slow him down, really.

Chiho: I suppose not… (laughs)

This sort of thing happens a lot.

Temiren: Then I attack the Giant Fire Toad with Crystal Prison. (rolls dice) I got a 30 on my hit check.

GM: (rolls dice) That’s a 3. It doesn’t dodge.

Temiren: (rolls dice) 52 points of ice magic damage. And if it goes through, he becomes dazed.

GM: It has Weakness: Ice, Lightning, so 52 points of raw damage go through. “It’s… Why, it’s so cold!”

#21: Why not stop fighting, then? It’s pointless.

GM: “No, I’m not finished. I will conquer the humans with this power I’ve acquired!”

Chiho: Looks like he’s got a mental illness rather than a physical one.

GM: “No, my mind is not that unhealthy!” (laughs)

Otohime: I’ll leave the toads to die of poison, and instead go up to the Giant Fire Toad and hit it with my morning star. I’ll also use Rampart as a minor action. And since I have Weapon Skill, I add 1d6 to my hit check. (rolls dice) Total score of 21!

GM: (rolls dice) Total score of 17. He can’t avoid it!

Otohime: Since I took Type: Animal for my Fated Enemy Skill, I do +1d6 damage. (rolls dice) 21 damage. How do you like that? Even with Special Physical Resistance: Blunt, that much damage has to do something!

GM: Indeed, it goes through. But it’s still not dead yet. Next it’s #21’s turn.

#21: I will not brook death from poison. You, at least, I will bury myself! With my move action, I use Afterimage Skill!

GM: “… Wh-what? Where did he go?!”

The one-head-tall #21 zips away, leaving an afterimage in his wake as he disappears.

You’d never imagine that kind of speed from his appearance.

Otohime: I never knew #21 was so fast!

#21: For my major action, I use Boomerang Edge to attack the Giant Fire Toad. Since I’m still being underestimated, my hit check is 4d6+10. (rolls dice) 23 on the final hit check score!

GM: (rolls dice) 13, so it fails its dodge.

#21: Since it’s currently affected by a debuff, I get +10 to damage. (rolls dice) 66!

Temiren: Oh! Since it’s dazed, there actually was a point to using Introduce Self.

Otohime: Because you dazed it with your spell.

GM: It has 16 points of Physical Defense, so it takes 50 damage. It survives with exactly 1 HP! (everyone laughs)

#21: But… But how?! (laughs)

Gilbert: This is no normal toad!

GM: “Until the flame of my life burns out… I will fight on!” it says, getting to its feet. “You, Axis follower! You will be first!” The Giant Fire Toad attacks Gilbert!

Otohime: With Swallow?!

GM: Swallow takes a move action, so it’s just going to attack normally with its flame tongue.

Temiren: Thank goodness. We almost needed the exact same insert illustration. (laughs)

GM: Since it’s dazed, it takes a -1d6 penalty. (rolls dice) It gets a 19 for its final hit check score.

Gilbert: (rolls dice) 10, so I can’t dodge it.

Otohime: Leave this to me, Gil! I’ll use Cover! Now bring on the damage!

GM: Before the Giant Fire Toad’s tongue can coil around Gilbert, Otohime steps between them. This will be fire element damage.

Otohime: Ow, that’s hot! I valiantly dove into the fire, and I regret it!

GM: (rolls dice) 48 points of fire magic damage.

Otohime: My Magic Defense is 15. I’ll take 33 damage at this rate.

Gilbert: Then I’ll put up Saint Shield on Otohime. (rolls dice) Nice roll—take 24 damage off of that.

Otohime: Oh, good. Now I only take 9 damage.

GM: As for Giant Toads B and C…

Chiho: They’ll use Swallow, then spit us up in the Cleanup Process when they die of poison, right?

GM: Yes, but they’ll still attack before they’re all the way dead! I’ll roll to see which of the three in front of them they attack. (rolls dice) … Both of them go for Gilbert. (everyone laughs)

Gilbert: Blast! Why do toads hate me so much?! (laughs)

GM: “You, if no one else, I must kill! I feel it in my bones! My instincts demand it!” It uses Swallow as its move action, then a normal attack as its major action. (rolls dice) It gets an 11 for its hit check.

Gilbert: (rolls dice) I don’t dodge it. Not with a 6.

Otohime: Then have another Cover! If I don’t take any damage, I won’t be swallowed!

GM: All right, I’ll make the toad’s goal to deal at least 1 point of damage to you… (rolls dice) 23 physical damage.

Otohime: My Physical Defense is 51. No damage for me!

GM: The Giant Toad isn’t even able to swallow Otohime. “How… How is he this tough?”

Otohime: Don’t think you can swallow me with that totally dried-out tongue!

Ultimately, Giant Toads B and C aren’t able to do any damage.

GM: Now for the Cleanup Process. “It’s… It’s not possible… You mean to say that what I just ate was bad for me?” Flop. The Giant Toads take 35 damage from Poison (7) and 5 damage from Weather: Drought and go down.

Otohime: They would have died just from the 40 damage, wouldn’t they?

GM: Yes. It’s pretty overkill. They only have 37 HP. Also, you all lose 5 HP because of Weather: Drought, too.

Chiho: Phew, it’s so hot out. Let’s get this over with, so we can go home and soak in the bath.

Temiren: I just remembered I’m the daughter of a bathhouse owner.

Chiho: And you can be happy your bath design worked out, right?

Temiren: Yeah, let’s go with that. (laughs)
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	Action Points



	#21
	15



	Gilbert
	13



	Temiren
	11



	Otohime
	11



	Chiho
	10



	Giant Fire Toad
	6




GM: It’s now round 2. There’s no point in using Flame Cry now…

Chiho: Yeah. All his minions are dead from poison and sunburns.

#21: I hope they’re at peace now, at least.

Chiho: There’s a spell to change your element, right? What if we changed his to water?

GM: He’d take a tiny bit of damage over time, then die. (laughs)

Gilbert: We have to show the newbie the toad-hunting ropes.

#21: But we’ve already gone on a few quests together! (laughs)

GM: The Giant Fire Toad is like a candle in the wind now. Its eyes are only a little higher than the one-head-tall #21. “Are you… going to kill me?” it asks, meeting his gaze.

#21: Urk… (laughs)

Temiren: This is the best part! But I’ll let you do it. Finish him off for us! (everyone laughs)

Gilbert: You’ll be a fine follower of Axis when you do this.

#21: Is this… a test of my loyalty?!

Otohime: (pretending to be the Giant Fire Toad) “Understand that one day, the same fate will befall you.” (everyone laughs)

#21: … Yes, I myself will surely join you on the other side one day. When that time comes, we shall meet again. But if I can at least grant you a peaceful slumber… (rolls dice) 25 to hit.

GM: (rolls dice) 11 on the dice for a total of 17, so it doesn’t dodge. It tries to pop up to its feet, but then #21’s dagger happens to it!

The strike finally puts the Giant Fire Toad down for good.

#21: Rest in peace…

Temiren: Hey, that was really good, #21!

Chiho: We could barely tell it was your first time.

Otohime: What are you all waiting for?! We need to dig through it and bring back the pieces! It gets less fresh with every second we waste! (everyone laughs)

#21: I… I… Wait, am I gonna be okay? (everyone laughs)

GM: I think you will. You’re all able to find the gemstone the toads had.

Chiho: What’s it look like?

GM: It’s about the size of a softball. Warm to the touch, and as soon as you pick it up, a drizzle begins to fall, driving away the harsh sunlight.

Gilbert: Ah, what a blessing this rain is. Those toads truly were evil, stealing it and causing that harsh sunlight.

Otohime: Hard to believe such a small jewel has a strange power like this.

Gilbert: This thing might actually be more valuable than the house, you know.

Temiren: I could see that!

#21: But we still have to bring it back…

Gilbert: Yeah.

Otohime: C’mon, #21. This is the second-best part. You’re the one who felled the beast, so you get to roll on the loot table.

#21: I, uh, I see… (laughs)

GM: Then please roll for drops.

Gilbert: Get it, #21! Roll with everything you have!

#21: Urk… (laughs)

The dice roll results in the following drops:


	Flame tongue (2500 KE) × 1

	High-quality toad meat (300 KE) × 3



Otohime: 3,400 KE, huh? Not enough for Upkeep.

Gilbert: Nice job, #21. You cut out the Giant Fire Toad’s tongue with surgical precision.

#21: … Okay. (laughs)

Otohime: Anyone else feel like we’re raising an undead creature that will one day turn against humanity…? It’s just me, right?

Temiren: It’s just you! I think. (laughs)

GM: After your brilliant takedown of the Giant Toads, you’ve cleared the first quest. The Scene will now end.

Middle 2: An Interesting Story for This Object?

After finishing the first quest, the party returns to their Base, where they can take a nice, long soak in their open-air bath. They can recover their strength and morale and gather information for the next quest.

But that sounds a little too good to be true…

GM: You’ve completed the first quest and returned with the precious stone from the Giant Fire Toad. This Scene will be a “resting in town” one. You can each perform information gathering once.

Temiren: I want to get in the open-air bath first!

Otohime: Wait. We got 3,400 KE, and I did use that one scroll…

#21: Wait! Why are you buying scrolls?! (laughs)

GM: Is it one of those things where you can’t relax without a massive, constant supply of magic scrolls? (laughs)

Otohime: Well, it’s the same with guns! Shoot once, and you have to reload!

Chiho: Hmm. We don’t know what we’ll be up against next time. I’m a little worried.

#21: Let’s do the information gathering first. We might be able to glean something from that.

Chiho: All right.

GM: There are two pieces of information available to be learned. One is about Wally, and the other is the history of your Base. Usually, information-gathering checks use Perception. Both of them have a difficulty level of 10. If you want to use a general skill, you have to declare it.

Temiren: Shouldn’t Okkun investigate the Base? He’d be worried if there was anything wrong with the place.

Otohime: You’re right! Leave it to me. I’ll see if this place is faulty or not!

#21: Then I shall investigate Wally.

GM: Decide what order you want to go in, then do the check.

Otohime: You roll first, #21.

#21: Okay. Perception check, right? (rolls dice) 15.

GM: You learn the following things.

About Wally

The quest-giver. About six months ago, he arrived in Axel from elsewhere. He renovated his grandfather Zamzar’s property and made it the reward for his quests.

GM: By getting that, you can now investigate Zamzar.

Chiho: That doesn’t exactly sound like an upstanding person’s name… (laughs)

Temiren: We didn’t find out what Wally’s job is?

GM: It’s a mystery. You’re not sure.

Temiren: Oh, a man with an air of mystery.

#21: We do not know his occupation or how he came into the possession of his grandfather’s property. That does… (looks around at everyone) … Does it concern us? (everyone laughs)

Otohime: I don’t care about the Base’s actual history, but I do care if it’s faulty somehow! I’ll investigate the Base’s history!

GM: All right, then roll a Perception check.

Otohime: (rolls dice) 3 on the dice, so a total score of 7. Nope, I got nothin’! (everyone laughs)

GM: Yeah, you don’t really find anything out.

Otohime: Okay, then I go over the floors and walls, knocking on them to check them.

Temiren: Did your Threat Detection Skill get worse?

Otohime: … If I’d used Threat Detection, I would have only been able to roll 1d6.

GM: But this was a normal Perception check, so you should have been able to roll 2d6.

Otohime: I did, and I still got a 3. Got no problems to report here! (laughs)

Temiren: He almost sounds trustworthy.

Gilbert: If Otohime says so, then it must be true. I’ve got links to noble society, so I’ll investigate Zamzar.

GM: The difficulty level is 10.

Gilbert: (rolls dice) Final score of 9.

GM: A 9 won’t let you learn anything.

Gilbert: Turns out this Zamzar was just a regular guy! (everyone laughs)

#21: And we have… no evidence to show for it…! (laughs)
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Chiho: Technically, we’ll know for sure if we just roll high enough. I’ll try making a check, too, for the history of the Base. (rolls dice) I got a 7, so my total score is 11.

GM: You learn the following things.

History of the Base

Aside from the facilities, the Base has a basement. There’s a door to it, but it’s a huge iron door locked with a Lock B, so you can’t get underground.

GM: Since it’s a Lock B, you can’t use the Lock spell on it, either.

#21: … Let me guess. Three big holes in the door? About the size of softballs?

GM: Good guess! That’s correct.

#21: Called it!

Chiho: Isn’t there a basement here, Otohime?

Otohime: … Yeah, I knew that! (everyone laughs)

Chiho: You’re hopeless. Let’s leave it at that. But I wonder what these holes are.

Otohime: Literally no clue.

Temiren: I’ll write a letter to my parents. “Dear Mom. I, the daughter of the bathhouse owner, have created a wonderful open-air bath. Yours is now only second best in the Crimson Magic Clan. From now on, when you introduce yourself, please call yourself the owner of the second-best bath in the Clan.” (everyone laughs)

GM: She’s really asserting dominance now that she’s an Arch-wizard! (laughs)

Chiho: I’m worried about her family situation… (laughs)

Otohime: Is that really something you needed to use a major action on? (laughs)

Temiren: Should I have investigated something?

Otohime: Well, the quest chain isn’t over yet. We don’t have to fully investigate every piece of information. We can do it when we get back from the next quest.

GM: In this Scene, you learned that Wally is mysterious and that the Base has a basement. The Scene is now over.

Middle 3: To the Ruins of Extreme Cold

As a vicious blizzard rages, blasting the party from all sides, they continue toward the ruins. In an environment the polar opposite of that from their first quest, they must now recover a precious stone from the ruins.

GM: All right, let’s get to the next Scene. The next day, you all head for the second quest. The closer you get to the ruins, the stronger the blizzard gets.

Temiren: It’s freezing! Let’s get this over with, go home, and take a soak in the open-air bath!

Chiho: Nice, brisk weather out here!

Otohime: Ugh! My joints! My joints!

Chiho: Oh? Otohime, have you lost your healthy status?

Otohime: Don’t be silly. You’re the one heaving and panting right now.

Chiho: Not true. I’m so healthy I wore shorts today! Achoo! (sneezes)

Temiren: Are you, uh, slightly less healthy right now?

Gilbert: We’re still carrying the gem we got from the first quest. What happens with that?

GM: It gets warmer, though not enough to modify the actual trap effects.

Gilbert: Then I’ll put it in my inside pocket like a warmer.

#21: The snow, I do not mind—but this wind, I despise.

GM: As you traverse the blizzard, you find the entrance to the ruins. The blizzard is blowing from inside it.

Otohime: I thought we could finally get out of the cold. Turns out it’s coming from our destination!

GM: In this Scene, in order to enter the ruins, you’ll need to make a Mind check of DL 10. If you fail, you’ll lose 10 HP and MP. Mentally speaking, getting in there is a real struggle.

Chiho: It’s so cold it might kill us if we fail.

Otohime: I’ll roll first. (rolls dice) Success!

Temiren: Now me. (rolls dice) 11, success.

Chiho: (rolls dice) 14, success.

Gilbert: (rolls dice) Success.

#21: (rolls dice) … Total score 7. I failed!

Chiho: #21, we’re at the ruins… #21? Hey, #21!

#21: I can barely move a muscle…

Chiho: Oh no! #21 is now definitely unhealthy! (everyone laughs)

GM: #21 loses 10 HP and MP for failing.

Gilbert: All right, all right. You can borrow the gem.

Otohime: Tuck it in your inside pocket.

GM: It’s warm, yes, but not quite warm enough to restore HP.

#21: Ah, so warm. Not warm enough to restore my HP, but still warm. (laughs)

The party sets foot into the gaping maw of the ruins. They endure the blasts of wind, but inside the stone building, it’s cold enough to freeze a person to the core. The adventurers feel their stamina slipping away…

GM: So you got through the blizzard and into the ruins. Inside, there’s a large hall with a pedestal. A precious blue stone lies atop it.

Gilbert: A precious blue stone? As a follower of Axis, I’ll offer a little prayer for it.

Temiren: We just have to take that back and the quest is over, right?

GM: Unfortunately, as you’re looking at it, the blizzard begins to coalesce and harden into a single shape. Giant, humanoid…

Chiho: General Winter?!

Gilbert: It can’t be! I flinch away a little, and squat so that I can bow and scrape at a moment’s notice.

GM: Eventually, it coalesces into a Winter Vassal.

All: Vassal?! (everyone laughs)

#21: That’s pretty far down the ladder from a general!

Otohime: Now, now. My, it looks so strong and tough! Don’t you agree, everyone? (laughs)

GM: The figure holds a katana and wears a kimono, but no hakama. He comes at you to attack.

#21: Suzuki! Suzuki!

Chiho: What is it?

#21: He would appear to be the healthiest one here.

GM: He certainly doesn’t care about the cold one bit.

Chiho: I see. A child grown big and healthy, then.

Temiren: But he’s been here all by himself. That’s unhealthy!

#21: Should we take him home with us?

Temiren: Your face just lit up like a light bulb, #21. (laughs)

Chiho: Oh yeah. You know, this is the first time we’re fighting something that isn’t a toad. See Gil over there? That’s not the face of someone excited to battle.

GM: It is indeed a historical first for the party.

Otohime: But why do we have to fight? If he’s not a toad, then what reason do we even have to take his life? (everyone laughs)

GM: The gemstone is positioned here. (places it down)

Otohime: He just put it in a specific location, unlike last time. Does he want us to pay attention to it? It’s gotta mean something.

Temiren: Maybe like we can grab it and run?

#21: The stone is causing the blizzard, correct?

GM: Yes, the blizzard is something the stone’s power created.

Chiho: I doubt ice attacks will do any damage.

GM: If you want to know more about the enemy, you could always use a major action to identify him.

Otohime: Oh. Right. We never needed that since we’ve only ever fought toads before. (everyone laughs)

GM: In any case, let’s get into combat.
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GM: The Setup Process comes first.

Gilbert: I use Highness Blessing on Chiho. (rolls dice) Success.

Chiho: Thanks, Gil!

Gilbert: You can thank me with 10 KE. (laughs)

Temiren: This time, there’s a point to me using Introduce Self! “My name is Temiren! Owner of the greatest open-air bathhouse in the Crimson Magic Clan!”

#21: … I didn’t realize we were open for business. (laughs)

GM: The Winter Vassal’s eyes glint as he turns to Temiren. Maybe he’s reacting to the promise of warmth in her words. You seem to have opened him up to attack.

Otohime: I’ll use Place Spirit. For the element, I’ll go with fire. Fire spirits float up around me, making my magic attacks have the fire element.

Otohime, having acquired an Elemental Master skill, casts a spell that summons several blazing fire spirits around him. His newfound ability to summon fire spirits in direct opposition to these freezing-cold ruins is a testament to his growth.

Chiho: My Setup Process is the last one…

Otohime: Maybe you could try using Haste. You might get more Action Points than the enemy that way.

Chiho: All right. Then I use a Haste scroll. (rolls dice) Hmm, I didn’t get higher than him.

#21: I happen to be carrying two Haste scrolls. Should we use the other?

GM: If you use both, only the second one’s effects will be applied.

#21: Wanna try?

Otohime: Why not, right? This enemy must be one of the strong ones this time.

#21: Then I’ll use a Haste scroll. (rolls dice) Her Action Points increase by 6.

GM: That mean’s Chiho’s Action Points are now 16.

#21: Surpass me. Grasp your future.

Chiho: Wait, should we really beat him up, though?

Otohime: Words don’t mean much to a Winter Vassal.

#21: Words don’t mean much to a Winter Vassal… Just like… my parents…?

Otohime: Gettin’ real dark in here! (laughs)

Chiho: I see. You have a lot going on in your past, huh?

#21: If I were to ever tell you… Actually, I’ll think about that when it’s more important. (everyone laughs)

Chiho: Well, I guess I’ll go give him a nice whack.

GM: I don’t really have anything to do in my Setup Process.

Otohime: Then it’s time for Suzuki’s Main Process, right?

Chiho: Okay. I move, use Feint, and Mow Down, and Gale Strike. I come at him with a feint, then swing my great sword with all my might! (rolls dice) Total score to hit is 18!

GM: That Feint penalty means I can only roll 1d6… (rolls dice) Total score on his dodge check is 11, so he fails. The Winter Vassal finds himself unable to avoid the vicious blow.

Chiho: (rolls dice) 36 points of physical damage. If it goes through, he’ll get Poison (7) and Knockback (2).

GM: He takes 16 damage, so he now has Poison (7) and Knockback (2).

Otohime: His Physical Defense is 20? He’s pretty tough.

Chiho: But now he’s got debuffs on him!

GM: “What is this? How can this poison melt through snow?!”

Chiho: I’m glad he wasn’t as healthy as I thought. Even natural phenomena aren’t immune to poison, I guess!

GM: And the Winter Vassal is a bad guy, too.

Otohime: Great. Keep it going, #21! Finish him off!

#21: You may leave this to me! I’ll leave an afterimage and throw my fine dagger! (rolls dice) 26 on the total score to hit.

GM: (rolls dice) 14 on the total score to dodge, so he fails. He seems to be underestimating you, #21, so he lets himself get hit by the attack. “Such a blow means nothing to me!”

#21: Perhaps, perhaps not. (rolls dice) I only got 62 damage, though.

Otohime: Only?!

GM: Your dagger stabs straight into the side of what seems to be its core.

#21: Cold is the enemy of all life!

Gilbert: I don’t actually think my attacks are going to be able to damage that thing.

Chiho: Yeah, with such high Physical Defense.

Otohime: Could you use Bless?

Gilbert: Yeah, I guess so. I’ll use my major action to cast Bless on Otohime. (rolls dice) I fumbled it?!

All: Magic failure!! (erupts into laughter)

Gilbert: Guess my power of faith wasn’t up to the task. (everyone laughs)

Otohime: More like the power of your fighting spirit.

Gilbert: It’s just not the same when it’s not a toad. “… Maybe we can convince him to join the Axis Church.”

Chiho: I don’t think words are going to get through to him, Gil.

#21: ’Twould seem persuasion is meaningless here, Gil.

GM: Next up are Otohime and Temiren.

Temiren: Since ice attacks probably won’t hurt him, I guess I’ll try and identify the enemy. Is that okay?

Chiho: I think so.

GM: The difficulty level is 16.

Temiren: (rolls dice) 19.

GM: You learn the following.

Name: Winter Vassal

Type: Artificial

Element: Ice

Level: 20

His Physical Defense is higher than his Magic Defense.

GM: And as for other important information, the Winter Vassal was created by the gemstone.

Temiren: So he’s not just a regular bad guy. He was created artificially.

Gilbert: Well, look who’s suddenly talking like a magician!

Chiho: That was strangely intelligent of you… Did you eat something you weren’t supposed to?

Gilbert: That’s the first time I’ve seen you do something smart…

Temiren: Heh. Have a different opinion of me now, my prince?

Gilbert: A little.

Temiren: Well, I don’t have a different opinion of you yet. Please make me fall in love with you all over again. (everyone laughs)

Otohime: She’s such a handful… (laughs)

GM: Now for the enemy’s skills.

Enemy Skills:

Ice Body, level 1: Cleanup Process. Any characters in the same Engagement without Element: Ice suffer 5 points of MP Loss.

Breath: Ice, level 1

Revive, level 1: When knocked out, revive during the Setup Process with 100 HP. Usable when there is a supply of extra ice nearby.

Theft Hazard: Power Unit, level 1

Anti-Theft, level 1

Weakness: Fire, level 1

Otohime: Breath: Ice… That’s an AoE attack, huh?

Chiho: Hey, wait a sec! I think we might have bitten off more than we can chew! (laughs)

#21: Using enemy identification was a very good idea in this case. “Is he an artificial creature, Temiren?”

Temiren: Yes. That gem made him.

#21: I see. Then that gemstone is the one who brought him into the world, put him to work, and then stopped speaking to him… As I thought, all mothers are evil! (everyone laughs)

An artificial life-form himself, #21 seems to have awakened to a rejection of the one who created him.

Chiho: First we should have Otohime run away. Otherwise he’ll get hit by Breath: Ice.

Otohime: Assuming I can withdraw from the Engagement… how do we reach the gemstone? Do we have to pass by him?

Chiho: You’re not in a flight state, so I don’t think you’ll be able to run past him.

#21: We could throw something. Maybe destroy it…

Otohime: Damn it! I should have brought a scroll that can blow away attacks with wind!

GM: Anyway, it’s time for your Main Process, Otohime.

Otohime: I’ll advance for now, then hit him in the face with some fire magic. I Engage the Winter Vassal and use Spirit Attack. (rolls dice) 15 on the total score for the hit check. The flame spirits I summoned all press in for an assault!

GM: (rolls dice) Total score for his dodge check is 11, so your attack hits. The Winter Vassal tries to bat away the fire spirits around him, but they keep coming, persistently clinging to him.

Otohime: (rolls dice) 26 points of fire damage.

GM: Since he has Weakness, all 26 go through.

Chiho: I think he’s gonna keel over from the poison during the Cleanup Process.

Otohime: He had around 100 HP, after all.

GM: Winter Vassal’s turn. He can target the rear Engagement with Breath: Ice to deal damage to the most people.

Chiho: Since there’s three of us here.

GM: He aims Breath: Ice at Temiren, #21, and Gilbert’s Engagement. With a swing of his sword, he creates a blizzard that rages toward you. It’s a special attack.

Otohime: A special attack! … Sorry, Temiren. I’m useless against special attacks.

Temiren: Wait, what?! Then gimme back my money! (laughs)

GM: (rolls dice) 21. Because of the trap’s effects, you all take a 2-point penalty to your dodge checks.

Temiren: (rolls dice) 12. I couldn’t get out of the way.

#21: (rolls dice) 21. I do, just barely!

Gilbert: (rolls dice) … Yeah, that won’t work.

Otohime: Great. Gilbert, you’re tough enough for this! I use Cover Move on Temiren!

Chiho: I doubt she’d go down from a single hit, you know.

GM: (rolls dice) 38 points of ice magic damage.

With a swing of his sword, the Winter Vassal whips up an icy blizzard, directing it at Temiren, #21, and Gilbert. However, #21 nimbly dodges out of the way.

Gilbert: I’ve got low Magic Defense, so I’ll use Saint Shield on myself. (rolls dice) That’ll reduce it by 24, so I take 14 damage. Witness the divine protection of Lady Aqua!

Otohime: And I take 23 as I cover Temiren.

Temiren: Wow, thanks, Okkun!

Otohime: I’m completely fine… But now I really want a Heal! (laughs) Actually, where did #21 go?

#21: Having activated my cheat, I now hang from the ceiling above the gemstone. “Forgive me. This is no fault of yours… If you must loathe something, loathe this accursed stone instead!”

Temiren: A-are we witnessing #21’s true power?!

#21: I wavered on whether to show this during our battle with the Giant Toads, but now that it’s come to this…

GM: So you’re serious now, which means you deal more damage. Got it. Let’s start the Cleanup Process, then. The poison on the Winter Vassal knocks him out.

Otohime: Did that get him…?!

Chiho: It most certainly did!

GM: … But he does plan to Revive during the Setup Process of the next round.

Otohime: Figures.

GM: Everyone Engaged with the Winter Vassal takes 5 points of MP Loss from his Ice Body.

Chiho: That’s me and Otohime taking the MP Loss. We don’t have much left, either.

GM: Then it’s time for the next round.

[image: image] ROUND 2



	Action Points



	#21
	15



	Gilbert
	13



	Temiren
	11



	Otohime
	11



	Chiho
	10






[image: image]




GM: Time for the second round’s Setup Process. The Winter Vassal’s Revive skill gets him back in the fray with 13 Action Points. The snows around him converge, then harden to once again create him.

Otohime: Impossible!

Temiren: Uh, but I told you about it!

#21: Killed, only to revive, only to be killed again and revived again… Argh. What a sense of déjà vu.

Chiho: The Winter Vassal has defenses against the ice element, right?

GM: He’s not invulnerable to it, but his Magic Defense will be doubled against it.

Otohime: I feel like we might be able to just use brute force, considering Temiren’s firepower. She did say his Physical Defense was higher than his Magic Defense.

Temiren: If it’s only gonna double it, I can handle it!

Chiho: And then we need to decide who goes and grabs the gem.

GM: In order to take the gem, you’ll need to Engage it, then pass an Agility check of DL 12.

Chiho: I only have 4 Agility, so I should probably just use Bless on Otohime.

Gilbert: Then I’ll use Highness Blessing on Otohime, too. (rolls dice) … It worked. Not gonna fumble this one, no sir.

Otohime: Great. You pulled it off this time!

GM: That brings us to the Initiative Process.

#21: So it comes to me, does it? I use Technical Skill and Technical Skill II. (rolls dice) Not happy about that roll, but I got a 25 for my hit check’s total score.

Otohime: No critical today, huh?

GM: Still, the big guy would only be able to dodge with a critical. (rolls dice) That’s an 8, so it can’t even avoid a casually thrown dagger from #21.

#21: (rolls dice) Um, that’s 106 damage.

All: 106?!

GM: It takes 86 damage. That’s even more damage in a single attack than before it took that Poison (7). (laughs)

#21: “When I take things seriously, this is what happens…,” I say as my dagger vanishes into the blizzard. Technical Skill II breaks the weapon I use, so.

GM: You hear it strike something, and then a shriek.

Otohime: (calculating the HP) The Winter Vassal should have 14 HP left. Should we take him out before we grab the stone?

Chiho: It’s gonna move before us.

Otohime: Gil is the only one that can act before him, looks like.

Gilbert: Yeah.

Otohime: All right, Gil. You’ve got this! Do at least 14 points of damage, please! (laughs)

Temiren: But that means he’ll need to roll at least 34 damage, right?

Gilbert: Um, can I even do that?! (laughs)

Chiho: If we’re being serious, maybe Gil should break away from the Engagement and use Heal on Otohime.

Gilbert: All right. I use my move action to get away from the Engagement, then use Heal on Otohime.

Otohime: Really hope this one succeeds.

Gilbert: I’m just not as motivated since we’re not fighting toads… (everyone laughs) (rolls dice) It works out. It restores 30 HP to Otohime.

Otohime: Whoa. That’s only 3 less than my max HP.

GM: Almost a full heal.

Otohime: That’s the power of party cooperation!

GM: It’s the Winter Vassal’s turn now.

#21: I do have Always Underestimated active, by the way.

GM: Oh, yes. Enemies will prioritize anyone with that… But the Winter Vassal instead acts on instinct, not wanting to let anyone else get the gemstone. It uses Breath: Ice on Otohime and Chiho. (rolls dice)

#21: … How sad indeed, for that stone is not what you should be protecting.

GM: (rolls dice) Yikes! A 1, 1, 1, and 2 on the dice?! Uhh, it gets a 14 for its total hit check score.

Chiho: (rolls dice) But I only get a 9 on my dodge check. So I can’t avoid it.

Otohime: (rolls dice) I got a 14, which means I can. And I use Cover on Chiho!

Chiho: Wait! This is reminding me of something!

Otohime: Wh-what is it?

Chiho: It reminds me of when you pushed me out of the way before we were reincarnated.

Otohime impulsively tried to save Chiho from getting hit by a truck while she was looking down at her smartphone, then got reincarnated.

Otohime: … Huh? No! Chiho, that’s not what I was trying to do!

GM: In any case, the 42 points of ice magic damage all hit Otohime.

Gilbert: I use Saint Shield on Otohime! (rolls dice) That’s a 20-point reduction. Sorry. It’s just, we’re not up against toads, right? I can’t bring myself to care.

Otohime: It’s fine. Meanwhile, I’m trying to clear up Chiho’s misunderstanding.

Temiren: My turn next, right?

Otohime: Yeah. Kill him, would you?

GM: The Winter Vassal looks at you as if to say, “Do you truly think you can destroy my body of steadfast ice?”

Temiren: (rolls dice) Um, I got a 28 on my hit check.

Because of Weather: Blizzards, Temiren’s Crystal Prison shifts from water to ice, and although that doubles the Winter Vassal’s Magic Defense, she still lands a direct hit for 58 points of magic damage. The enemy ends up taking 28, all said and done.

Temiren: I’ll imprison the Winter Vassal in even more ice!

Chiho: Make the ice shaped like Lady Aqua.

Temiren: Great idea! I make it a statue of Lady Aqua!

GM: All right. What used to be the Winter Vassal becomes a statue of Aqua, decorated as if for a snow festival.

Gilbert: Make sure none of you attack that statue, even accidentally! (everyone laughs)

Otohime: Time for me to grab the gem, then. It’s an Agility check with difficulty 12, right? (rolls dice) 17! It works!

GM: The moment Otohime lifts the gemstone, the dais it’s on blows up. (everyone laughs)

Otohime: What the heck?!

Temiren: Okkuuuuun!

GM: It’s a customized explosive trap. I set it up to blow up the dais if someone takes the gem without disarming it first. It targets an area, but nobody is in the Engagement aside from Otohime. It deals 10d6+10 damage.

Otohime: Fine, then! Let me have it!

GM: (rolls dice) 41 points of physical damage.

Otohime: My Physical Defense is 51. The dais explodes, but I come right out of it, holding the gem. Did you see that? That’s the power of Return by Death! (everyone laughs)

He didn’t even actually die.

#21: Did the explosion blow up the statue of Lady Aqua, too?

Gilbert: Did her ice statue break?!

GM: Yes, it probably did.

Gilbert: Noooooo! Lady Aquaaaaaaaa!

Otohime: Gil’s down! (laughs)

Temiren: Are you okay, my prince? I can make you a new one, I promise!

Otohime: It’s your fault! Your statue of her was too weak!

Temiren: No, it’s your fault for triggering the trap that blew it up! Wait, stop, my prince! Please, don’t hit me!

Gilbert: I’m not hitting you! (laughs)

GM: Temiren is really trying to make Gilbert out to be a bad guy. Like, at Mach speed.

Gilbert: That’s what makes her such a pain.

Temiren: I’m quitting the Church of Axis! I’m converting to Eris! (laughs)

Gilbert: What? You wanna be a heretic?!

#21: … Suzuki, hear me.

Chiho: What’s up?

#21: I feel as though I now understand the true definition of peace.

Chiho: Don’t you, though? Look at this true peace… I say as I make a big lump on their heads.

GM: I get the feeling this might be an important event… Of some sort, anyway. Meanwhile, since you retrieved the gem, the blizzard stops.

#21: Farewell, Vassal of Winter.

GM: The shattered fragments of the Lady Aqua ice statue sparkle in the light.

Gilbert: I try to pick them all up, while crying to myself. (everyone laughs)

GM: In any case, how about we roll on the loot table?

Chiho uses 2 Blessings on the loot table, and the party receives 10 Winter Vassal shards, each worth 500 KE.

Temiren: Huh? That doesn’t seem like enough money.

Gilbert: Guess we’ll just have to sell the gem. (everyone laughs) This stupid blue rock! Yeah! Sell it, I say! It’s the only way!

#21: If we do that, won’t our Base be confiscated?

Temiren: Y-yeah, let’s not. We’re getting more and more money for each quest, so I bet we’ll get a whole lot for the third one!

Otohime: Agreed! I’m not letting go of my scrolls. Not ever.

GM: With you defeating the Winter Vassal in the ruins, retrieving the gem, and returning to your Base, the Scene ends.

Middle 4: The Base’s Secret

After retrieving the gemstone from the freezing-cold ruins, the party returns to their still-messy Base. There is much to do now, like handle the loot they got during their adventure, recover, and gather information.

GM: You’re back in Axel Town again. Please choose if you’d like to collect information, heal up, or do something else. You can sell all the loot you got without needing a check.

Chiho: Okay, then let’s say we did that.

Gilbert: I might grumble about it when we sell them, though. (laughs)

Temiren: They’re fragments of a Lady Aqua ice sculpture, right? Wouldn’t they sell for more?

GM: “I can’t purchase it for that high a price.”

#21: Excuse me, Gil.

Gilbert: What?

#21: Why don’t we simply use our open-air bath to melt these? Then we may gain divine protection by soaking in the water.

Gilbert: Okay, you’re a literal genius. (everyone laughs)

Temiren: Good idea!

Gilbert: Right. Please give up on the 5,000 KE.

Temiren: Should we call it the Baths of Aqua and charge a bathing fee to other people?

#21: Would that… make money?

Chiho: I really don’t know about that. (laughs) And while we’re thinking about it, I wonder if the woman herself would come around to bathe and pay us 5,000 KE.

After one thing or another, the party ends up just selling the Aqua shards for cold, hard cash. (laughs)

Otohime: Leaving the charade aside, I’m going to gather information. We couldn’t learn much about Zamzar last time, so I’ll investigate him.

GM: That’s a Perception check, difficulty 12.

Temiren: Oh, before that, can we recover MP with Manatite (S)?

GM: Yeah, I’ll say you can use one with a minor action.

#21: In that case, I shall do the investigating. I use a Manatite (S) to recover 15 MP. (rolls dice) And I got a 14 on my Perception check for the information gathering. I go to ask the bartender for some info.

GM: The bartender serves you some milk. “Zamzar, eh?” he says. He gives you some information. Apparently, Zamzar was doing research on magic beasts.

All: … (silently turn toward #21)

#21: I most certainly do not believe he means me!

About Zamzar

Zamzar was raising a special dragon known as a Tri-Head Dragon in the mansion. Zamzar died alone there, allegedly single his entire life. Nobody saw hide nor hair of the dragon after the man’s death.

Also, he left a final letter hidden somewhere.

Temiren: Tri-Head… Fire, ice, and lightning, maybe?

Otohime: Hey, quit thinking so hard about it. (laughs)

Chiho: Single his whole life? Then he wouldn’t have had a grandson, would he?

#21: I ask the bartender, “Is the dragon in good health?”

GM: “Who knows? If nobody’s seen it since, maybe Zamzar set it free. Or maybe it’s still somewhere in the mansion.”

#21: Ha-ha-ha. Still in the mansion! You jest, my good sir.

GM: “Yeah, that was a silly idea!” Basically, you don’t learn more about that during your questions. You can now investigate the Tri-Head Dragon separately, though. That said, even if you did, you’d only learn about what sort of dragon it was.

#21: I see. And a final letter, yes? Curious.

GM: That will trigger an event at the mansion about finding Zamzar’s last note. It will take time to actually search for it, though, so it would have to be after you’re finished with all your quests.

Otohime: I see. We must have triggered a flag.

Temiren: Seems pretty sad to spend your whole life doing nothing but researching dragons, though.

GM: You also get a new pop-up for information regarding Wally’s true identity.

Chiho: That makes sense.

#21: I return to the others. My feet go plick-plock as I walk. I have a difficult expression on.

Chiho: What’s the matter?

#21: I tell everyone what I learned from the man who is so in the know. “Zamzar apparently didn’t even have children, much less a grandchild.”

Temiren: Wait, then who the heck is Wally?

Otohime: That’s interesting.

Temiren: I guess I’ll investigate the Tri-Head Dragon, then.

GM: Please make an enemy-identification check.

Temiren: (rolls dice) 16.

GM: You’ve heard of it before.

Temiren: Oh yeah! A Tri-Head Dragon. I know what those are.

Chiho: You’re quite the intellectual today, Temiren.

Tri-Head Dragon

A dragon with three heads: one of flame, one of ice, and one of lightning, each head imbued with that specific power. It also had the power to control the weather. Allegedly, defeating it would split it into three gemstones.

Temiren: … Gemstones, huh? Sounds familiar.

Otohime: Sure does.

#21: Well, the flame gem is warm, so let’s stow it away for now.

Chiho: I want to investigate Wally’s true identity.

GM: That’s a Perception check, difficulty 15.

Gilbert: Whoa, this one’s high!

Chiho: Should the three of us do a big door-to-door campaign?

Gilbert: Actually, let me try. I’ll use two Blessings.

GM: A sound idea.

Gilbert: (rolls dice) 15. Just barely.

Otohime: You got that exact number? Phew. That was close.

GM: You remember a factoid you read in a newspaper or something. It makes you think, “Hey, wasn’t that guy in the Demon King’s Army?”

Wally’s Identity

Wally’s true identity is Goran the Mesmerizer, one of the Thousand Spears in the Demon King’s forces. He uses a cheat ability specific to enemies called Conceal the Evidence to pretend to be human.

Because you don’t have any real proof he’s with the Demon King’s Army right now, nobody else will believe you. You’ll be treated like a criminal, then have your Base confiscated. To overturn that, you’d have to either find conclusive evidence or make him reveal his own identity.

Chiho: He was in the Demon King’s Army?

GM: Yes. Apparently, he’s moving about town under a false name.

#21: Do I know him?

GM: You don’t. And the Thousand Spears are something I just kind of made up for the purposes of the replay, so… (everyone laughs)

Gilbert: I’ve had a divine revelation, everyone! Wally is actually Goran the Mesmerizer, from the Demon King’s forces.

#21: I knew we would benefit from bathing in Lady Aqua’s open-air bath.

Temiren: What?! How dare you speak so poorly of the one who gave us such a wonderful mansion! If you ask me, you’re much more of a Demon King than the real one.

Gilbert: Argh! This stupid Deception Skill means I can’t get anyone to trust me when I’m actually telling the truth! (everyone laughs)

#21: (quietly) S-still, perhaps there are a few in the Demon King’s Army who aren’t so bad?

Otohime: Yeah. I really don’t get why someone from there would give us a Base. Maybe he and Frogger hated each other?

Chiho: Well, I know one thing for sure—and that’s that the basement can’t possibly have anything to do with this. (everyone laughs) Gil, why would someone from the Demon King’s Army give us a Base?

Otohime: Only you can strain interpretations the way we need right now. Please, tell us!

Gilbert: … But I’m telling the truth. Why won’t anyone believe me? (everyone laughs)

#21: I, um, I believe you. (laughs)

Gilbert: Fine. Sorry for calling it a “divine revelation,” I guess. I just read it in an Axis newspaper! I hold up the newspaper for them. How do you all see through my lies when you don’t even have Detect Deception?! (everyone laughs)

Otohime: Hey, he’s right! It’s right here in the special column of today’s issue!

#21: Should we simply ask him why someone from the Demon King’s Army would give us a Base?

Gilbert: Maybe… Perhaps. You’re the only one left in the party with a clear conscience.

#21: Right, well…

Temiren: But we don’t even know where Wally is right now.

GM: You won’t be able to pursue it any further than this because of Conceal the Evidence, and unless you clear the quests, the Adventurers Guild will consider it a breach of contract.

Otohime: I see. And the deadline for the quests is tomorrow. We have to do them first, or else we won’t get anywhere.

Temiren: And we can’t even keep this Base unless we do them anyway. I wouldn’t be able to deal with this open-air bath belonging to anyone but me!

Chiho: But if Wally is with the Demon King’s Army, maybe we shouldn’t return the gems to him.

All: Oh…!

Otohime: Th-that’s right! We’ll steal his Base and steal his gems!

Gilbert: As an Axis follower, that sounds pretty good.

Temiren: We can cause a blizzard in town! Then everyone will flock to my bathhouse!

Gilbert: Plus, we can use the fire gem to heat up the water.

Temiren: Wait, you’re right! And if we get the lightning one, we can even make them electric-powered!

Gilbert: That has to be why those gems even exist in the first place, right?

Temiren: It was all so that I could become the best bathhouse owner in the world!

#21: Was… Was it, now? (laughs)

Otohime: Well, let’s head to the Mountain of the Dead to get the third quest over with.

GM: Right. So you learn about the Tri-Head Dragon and discover Wally’s true identity as a member of the Demon King’s Army. The next Scene will be the third quest.

Middle 5: To the Mountain of the Dead

The party’s next destination is a locale known as the Mountain of the Dead. Dark clouds hang low, and lightning bolts flash from within them, briefly illuminating a mountain covered in countless bones. An eerie sight indeed awaits the five adventurers.

GM: We’re in the next Scene now. And just up-front, the third quest won’t have any combat.

Temiren: Huh? Why?

GM: Figured it would be a little rough to have a battle every single time.

Chiho: Wait, but that means no loot!

Temiren: It’s all over…

GM: The reward should still balance the books. (laughs)

#21: I wonder what the Mountain of the Dead is like?

GM: That’s the question on everyone’s mind as you arrive at the mountain. Dark clouds hang low, and you hear peals of thunder. Human and animal bones alike litter the mountain everywhere you look, and at the peak, you find a large altar where a shining yellow jewel sits.

Otohime: Now that’s eerie…

Temiren: I’m scared.

#21: They are… not so alive.

Chiho: I think we should try and detect traps. But we’re not going to, are we? (laughs)

Otohime: I mean, we’ve been at this for a year now. Maybe we’ve gotten wise?

Gilbert: But we were just killing toads the entire year. I doubt it gave us much chance to grow.

#21: I wouldn’t mind leading the way while searching for traps.

GM: Then go ahead and make a trap detection check.

#21: (rolls dice) 15 on my total score.

GM: You don’t see anything of note.

Otohime: Then I’ll take the lead! We’re already at the top. What’s there to be scared of? I kick through bones as I walk up.

GM: Nothing in particular happens.

Otohime: I grab the gem!

GM: When you grab the gem, you get struck by lightning.

Otohime: I knew it!

GM: It’s not a trap—it’s just an event. So you couldn’t have used trap detection on it.

Chiho: You mean it was a natural phenomenon?

GM: Otohime, please roll to dodge. Difficulty 13.

Otohime: My Agility is 5… (rolls dice) Nope. That’s a 5, so I don’t dodge it.

GM: It does 10d6+10 points of lightning damage. (rolls dice) That’s a total of 37.

Otohime: And I take 15 off of that, so 22 damage goes through.

Gilbert: I also use Saint Shield on you. (rolls dice) 21.

Otohime: I only take 1 point of damage, then.

GM: All right. Otohime gets hit by lightning, except…

#21: Otohime?!

Otohime: No worries. A lightning bolt is nothing compared to a speeding truck!

GM: When Otohime picks up the gem, evil-spirit-looking things appear in the air around you.

“Judgment for those who steal the gem…”

The evil spirits chant curses, praying to something.

As if in response to their grudges, lightning flashes in the sky, followed by a lightning strike.

Temiren: This is scary! I don’t like this.

GM: In this event, you have to exorcise the evil spirits. Only one of you needs to succeed, but if you all fail, another lightning bolt will strike.

Otohime: Fine. You want an exorcism? We’ve got Turn Undead!

Gilbert: Guess it’s my turn!

GM: That is one way to handle it. If you want to use Turn Undead to exorcise the evil spirits, the difficulty level is 13.

Gilbert: I have 2d6+4 for my magic checks. (rolls dice) Nope… Looks like these evil spirits are followers of Axis. (everyone laughs)

Otohime: But they’re evil spirits! You won’t even get rid of them just because they’re Axis followers?!

#21: Why can’t an undead be devoted to Axis?! What’s wrong with that?! (laughs)

Otohime: I… I’m sorry. I didn’t mean to offend…

Gilbert: I get the feeling this event is going to be really annoying.

Chiho: As Otohime gets ruffled, he drops a scroll. I grab it and pass it to Temiren.

Temiren: Okkun is in trouble, my prince! Get a grip! (rolls dice) I got a 28, so I succeed.

Gilbert: Where me, of all people—an Arch-priest—failed?! But how?!

Temiren: I don’t follow Axis anymore. I’m with Eris now.

Gilbert: No! Heretic…

Temiren: Oh? You think they’ll tolerate a weak little priest like you?

GM: But Temiren does sort of have Faith: Aqua… (laughs)

Temiren: I only said it to grab his attention!

Otohime: She’s seriously so annoying… (laughs)

#21: I… I won’t be included in this, will I?

GM: Turn Undead lets the user choose the target, so #21 isn’t included. And the rules say it only works on enemies anyway, so don’t worry.

Otohime: We’re so close to the Climax Phase, but now we’re having trials of faith, and an undead worried about getting caught in the cross fire! What the heck is next?! (laughs)

After coming this far, the party is in danger of falling apart.

Otohime: Anyway, let’s take the gem back home. Man, Temiren, that was one crazy Turn Undead.

Temiren: Hee-hee. Wasn’t it, though?

Gilbert: Urgh…! (laughs)

#21: That was so snide!

Chiho: I feel like I just heard a slight dissonance. I wonder why…

Temiren: I like to bully people a little to get them to pay attention to me. It’s my personality.

Gilbert: That’s an annoying personality! (laughs)

GM: The event itself is over now, but since you defeated the evil spirits, you obtain the gem from the residual energy. Choose one of you to roll on the loot table.

Temiren: I’ll use two Blessings. (rolls dice) 27.

GM: You receive five high-grade diamonds. Each of them is worth 2,000 KE.
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Temiren: Wait, 10,000?! Yippee!

Chiho: With that, we should be able to squeeze out enough to pay for Upkeep, at least with loot from the Climax Phase!

GM: And so, as your party is in danger of total collapse, you retrieve the gem from the Mountain of the Dead, and the Scene ends.

Middle 6: Bonds Get Complicated

After completing the third quest, the party returns to their base of operations.

Zamzar, the owner of the empty house serving as their Base, is said to have researched a Tri-Head Dragon during his lifetime and left a will behind; the party need to investigate.

However, tiny cracks have begun to form between members of the party.

GM: Let’s move on to the next Scene. You go back to your Base to search for the will.

#21: The quests are all over, so we should be able to look for it now.

GM: To find it, I want everyone to make either a Detection or Luck check of DL 12. Only one of you has to succeed. You’ll find it whether or not you do, actually, but if you fail, you’ll spend so much time searching that you’ll take an MP penalty.

Chiho: (rolls dice) 14. Success.

Gilbert: (rolls dice) Nope. I’ll just use a minor action to use a Manatite and recover MP.

#21: (rolls dice) 16, success.

Otohime: (rolls dice) 11, failed.

Temiren: (rolls dice) 13, so I succeed!

GM: You’re able to find the will hidden behind a bookshelf with a special mechanism.

Chiho: Hey, it was hidden behind the bookshelf!

GM: The will says this: “My Tri-Head Dragon is the greatest! Anything or anyone else would be absolutely unthinkable!”

Otohime: So he found the best companion of his life, or…?

Chiho: I bet he’ll get bored of married life pretty fast. (laughs)

Temiren: And get infatuated with some other dragon.

Chiho: (as Zamzar) “Will my relationship with this Tri-Head Dragon truly work out?”

Temiren: That’s exactly the situation I’m in right now! (everyone laughs)

GM: The will continues. “There was a time when I grew weary of married life, and a time when I even left the Tri-Head Dragon for a while, but even so, I must say I quite enjoyed my life. Therefore, I will die at the Tri-Head Dragon’s side.”

Temiren: Oh. So he did get tired of being married after all. (laughs)

Chiho: Wouldn’t it be beautiful if the Tri-Head Dragon went to Zamzar after learning he was about to die?

GM: I’ll make it so. The will continues. “As I approached death’s doorstep, the Tri-Head Dragon came and nuzzled up against me. And then she transformed into three gems. I worry these gems will one day be misused. I will seal them away in three places, and hide the dragon’s remains in the basement. I pray that nobody ever wakes her again.”

Temiren: It’s a love story! And good food for thought.

Otohime: Right. Let’s all pray for them!

#21: Are we going to put the gems in the door and go beyond it?

Chiho: … Could we make time for us all to talk first?

Gilbert: Yeah. Our relationships have been weirdly strained.

GM: All right. You can use the gems on the door to open it once you’re finished.

Gilbert: Temiren, you got a moment?

Temiren: (hopefully) No, I don’t have anything I want to talk to you about, my prince…

Gilbert: Well, I do.

Temiren: But I follow Eris now, remember? Someone like you, who follows Axis, shouldn’t be talking to me.

Gilbert: … I didn’t know you were this much of a pain in the ass. (everyone laughs)

Temiren: Yes, you did! You knew it from the beginning! (laughs)

Otohime: You’ve been annoying ever since we met you.

Temiren: Ask me again! Come on! Pull out the best line you’ve got! (laughs)

#21: What a handful!

Temiren: Can you blame me? All we’ve been doing for a whole year is killing toads! There hasn’t been a single romantic moment!

Chiho: Guess Zamzar isn’t the only one who got weary of married life for a while.

Gilbert: Fine. Fine! I was wrong. I’m sorry. From now on, we’ll kill King Toads instead! (everyone laughs)

Temiren: Oh, you! You always know just what to say, my prince!

#21: That was… the right choice? (laughs)

That rounded things off nicely.

Otohime: I guess it’s gonna be okay for a while.

Chiho: Oh, I have something to talk to #21 about, too.

Otohime: All right, then you two can chat while you grab a hand truck or something to bring our things inside.

Chiho: Okay. I go with #21 to find a hand truck.

Suzuki heads off with #21 to get a hand truck to clean up the empty house they use as a Base. #21 has quite a history, and she seems to have something to talk to him about.

#21: What’s the matter, Chiho? Why the long face?

Chiho: You could tell? Lately, I’ve been getting the feeling that all Otohime ever thinks about is money.

#21: Huh? You mean the man wasn’t always like that?

Chiho: Not at first, no.

#21: So there’s a third couple getting tired of each other? (everyone laughs)

Chiho: Before I came to this world as a reincarnated person, he…

#21: Ah, yes. You did say you two were reincarnated here.

Chiho: Well, he… He pushed me to the side, and that killed me. (everyone laughs)

#21: What?! I had a vague notion, but… What in blazes is going on with you two?! (laughs)

Chiho: But I think he did it to save my life.

#21: … Huh? Oh. Ah, I see. (convinced) I certainly feel sorry for him…

Chiho: When we formed this party last year, nobody had any money. We would be so happy just getting one piece of toad meat.

#21: … Continue.

Chiho: Eventually we started to save up more and more. One day, Otohime told me he didn’t have enough money to buy scrolls, so I lent him some. But now we’ve slipped into a relationship where all he does is ask me for money…

#21: Hang on! I’m having trouble processing this! It’s too real! (laughs)

Otohime: Now I’m just a loser…

Gilbert: Uh, anyone else wondering if we should just break up this whole party? (everyone laughs)

Chiho: I’ve thought about that, too.

#21: … Well, um. I’m sure he’s trying his best. Like in that blizzard before.

Chiho: Hmm. You think so?

#21: You don’t like giving him money? Is that really all that’s going on here? Or do you wish you could go back to those times?

Chiho: I just don’t understand what he’s feeling.

Otohime: I’m totally up for getting some life advice from #21!

#21: In that case, allow me to ask him for you.

Chiho: Thank you so much.

And so, as Otohime continues to clean up, #21 goes to him and strikes up a conversation.

#21: Are you having difficulties, Otohime?

Otohime: No, I just have a lot on my mind.

#21: Ah. So that’s why the long face. Is it because you have no money?

Otohime: No, I’m not especially attached to money. But I can’t stand feeling like I’m not doing my best.

#21: Oh? Would you like to talk about it?

Otohime: I died once.

#21: … I see.

Otohime: And when I did, I also killed Chiho.

#21: Do you regret it?

Otohime: Yeah. I regret it a lot! I should have kept up on my mental simulations of how I would save a girl who was walking while distracted by her smartphone! I could have saved her. But I wasn’t better! And I messed up big-time—we both ended up dying! I can’t kill Chiho a second time! I just can’t! (everyone laughs)

#21: But you did save Chiho back there.

Otohime: No. That was the same thing. I didn’t prep for that with mental simulations like I should have. I didn’t think about what would happen if Chiho got caught in an AoE attack with me!

#21: So that’s why you always try to put in 100 percent.

Otohime: Yeah. I couldn’t bear to think of not doing my absolute best, so I had to spend all my money on getting those magic scrolls!

#21: You know that’s bothering Chiho, don’t you?

Otohime: Wait, it is?

#21: It is indeed. Very much so.

Otohime: I can’t believe it… She never seems to worry about anything. She’s always bragging about her health. I was so sure the only thing in her brain was “as long as I’m healthy, nothing else matters!” (everyone laughs)

#21: Indeed. This isn’t an outward health issue, but a mental one.

Otohime: A mental health issue?!

#21: Chiho doesn’t know how hard you’ve always worked. In her eyes, you’re a man who only clings to her for money to greedily buy up magic scrolls.

Otohime: But that’s not possible! I don’t give a crap about money! (everyone laughs)

#21: Try thinking back to when you borrowed money from her to buy magic scrolls. That conversation must have affected her, right?

Otohime: Affected her… Yeah. Maybe we just haven’t been communicating enough! Maybe we should have talked more.

#21: The other person will never know what you’re thinking unless you say it. Emotions, like money, can wallow in disuse—like pearls before swine.

Temiren: You sure have a way with words.

Otohime: Then I… I haven’t been doing my best!

#21: But there’s still time. Remember—you’re both alive!

Otohime: Thanks, #21!

#21: We exchange a passionate handshake!

Otohime: Okay. Time to go do my best!

And so Otohime runs to Chiho.

Chiho: … Otohime? What is it? How much do you need this time? (everyone laughs)

Otohime: It’s not about that! There’s something I never properly told you.

Chiho: Huh? Oh. What is it?

Otohime: When I pushed you to the side back then…

Temiren: You said this exact thing a year ago. (laughs)

Otohime: I use a Mute Voice scroll and a Wind Breath scroll!

Chiho: So I’m the only one who can hear your voice, I see.

All: Whoa!

Otohime: I wouldn’t be able to go on living if you died! That’s why I keep buying magic scrolls! So please try your hardest not to die in front of me, Chiho! (everyone laughs)

Chiho: … I’m too healthy to die.

Otohime: … Yeah. You’re a healthy girl, Chiho.

Chiho: I’m not completely convinced, though…

Otohime: I’m going to keep pestering you for money, but it’s only so that I can do my best!

GM: Oh. So you’re not gonna stop. (laughs)

Nobody feels like he’s any less of a loser now.

Chiho: I understand. I’ll stay healthy for both our sakes. I’ll use my Oath Skill for you.

Otohime: I know I was never your first choice for using Oath Skill on, after all. (everyone laughs)

#21: I’m just glad you’ve realized it…

Otohime: But I used 800 KE worth of scrolls to do so. Thanks, #21! It’s all thanks to your advice!

Chiho: #21 is way too good for us. (laughs)

Gilbert: I thought you were supposed to give your confession to a member of the clergy, like me…

#21: Then I go to Gil and say this. “What’s wrong? Why the long face?” (everyone laughs)

GM: It’s looping again!

#21: I think I’ve had my fill, to be honest. (laughs)

GM: All right. #21 helps everyone fix their relationships, and the Scene ends.

Middle 7: The Quest-Giver Appears

With the air now clear between the party members, they head to the door leading to the basement.

The three holes on the door are empty. There is no doubt that the three gems are the keys to open it.

GM: Going into the next Scene. You’re still in the vacant house you’re using as a Base. And you now know that something related to the Tri-Head Dragon is past the door to the basement. So!

Gilbert: And we know there are slots for the three gems on the door, too.

Otohime: Let’s slot them in there, then.

GM: You do, and the door opens. It hasn’t been opened for around half a year now, so a dusty odor wafts from the basement. Down inside it, you find the skeleton of a dragon lying there.

Temiren: It’s the dragon that Zamzar loved.

Chiho: She has three heads, right?

GM: She does. On the forehead of each head is a hole, not like the eyes, but a different one.

Temiren: Were they where the gems were?

Chiho: She must have been a beautiful dragon.

The chilly basement is large, and the giant bones of a three-headed dragon lie on the floor. It’s probably around fifteen meters long, all in all. Everyone can tell that it had quite the physique while it was still alive.

GM: You sense someone coming up behind you.

Gilbert: Figured as much. Who’s there?!

GM: Wally, the one who made the request, appears. He says, “Excellent work gathering the gems, everyone. Please give them to me as proof you completed the quests.”

Otohime: Thank you! We all came together as a group because of you!

Temiren: Thank you! I got to remember how it felt to meet my prince for the first time because of you!

#21: Not everyone in the Demon King’s forces is bad. Perhaps they have complicated reasons for their actions.

GM: “… Oh, um, is that right? Anyway, what about the gems? If you’re that grateful, then please give them to me.”

Otohime: Nope, that’s a totally different issue!

GM: “No, no, no, no, hold on! I’m going to use those gems to revive the dragon, then blow the town up. Right. So please give them to me. Okay?” (everyone bursts out laughing)

All: Huh?!

Temiren: He just came out and said it!

Gilbert: Guess that’s as much as an enemy-only cheat can do. (laughs)

GM: “… Huh? Oh, wait, no, you must have been hearing things. Yes, it was all your imagination. I said nothing.”

Chiho: Oh. I see, it was our imagination.

Otohime: Right, right. Just our imagination.

Gilbert: … You’re lying! You can’t fool my Detect Deception Skill!

Temiren: … My prince, you mean that what Wally just said was the truth?

Gilbert: Yeah. I think.

Temiren: Then that makes Wally a bad guy!

GM: “… Guh. You’ve found me out. Time to stop pretending.”

Otohime: We did owe him, though.

Temiren: Yeah. He said he’d give us this mansion.

Otohime: It’s not too late. Can’t you change your mind?

GM: “Oh, I really will give you the mansion. It’ll get blown up after this anyway.”

Chiho: What if we don’t give you the gems?

GM: “I’m strong enough to temporarily revive the Tri-Head Dragon as a zombie. If you won’t give them to me, I’ll simply kill you all and take the gems. Afterward, I’ll destroy Axel Town.”

Otohime: You’re going to revive this dragon? And you call yourself Zamzar’s grandson, you knave?!

GM: “Yeah, uh, that was a lie. Zamzar and I aren’t related at all.”

Temiren: Haven’t you read Zamzar’s last will and testament? Where he expressed his undying love for this dragon?!

Gilbert: And you still call yourself his grandson?!

GM: “Again, I’m not his grandson. And what do you mean, last will and testament? … Oh, lord. Who cares about love? The only important thing is if the dragon is useful. Whether it can help me accomplish my goal or not.”

Otohime: What do you want to destroy the town for?

GM: “Haven’t you seen how full of life Axel has been lately? I figured blowing the whole thing up would make me feel better.”

Gilbert: Axel gets more than its fair share of explosions. We don’t need any more of them.

Otohime: I guess he’s really only trying to blow up the town, huh?

GM: “… Now that you’ve heard all my plans, I fear I must kill you.” (everyone laughs)

Otohime: You told us willingly, and now you have to kill us because of it?!

Gilbert: I don’t even have time to use my Detect Deception Skill at this point! (laughs)

GM: In this scenario, because of the effects of Conceal the Evidence, you would never know the truth unless Wally told you himself.

Otohime: Oh. Yeah, that’s definitely cheat-worthy.

Temiren: … You know, the town of Axel is 95 percent Eris followers!

#21: Huh?

Otohime: … And nothing good ever happens here. Sometimes even I want to blow it up.

#21: Wait. What?

Temiren: But my prince lives in this town!

Chiho: We all live here!

#21: Wait, you said 95 percent Eris followers?

Otohime: Let’s do this! Prepare yourself, Wally! (everyone laughs)

GM: “What?! That was fast!” Wally is surprised, but frantically chants his spell to turn the Tri-Head Dragon into a zombie.

Gilbert: I knew he was gonna be the boss of the climax!

GM: … And so now we move into the Climax Phase.







Climax Phase

Climax: The Dragon in the Basement

At last, Wally’s true identity is revealed.

Goran’s spell draws forth the residual thoughts in the Tri-Head Dragon’s bones, turning it into a zombie dragon, rotting flesh and all.

It rears its three heads and lets out an eerie roar.

GM: It’s time for the Climax Phase. You’re up against Wally—better known as Goran now—and the Tri-Head Dragon Zombie, reanimated from the dragon’s residual thoughts.

Otohime: I have a hunch that Turn Undead won’t work on the Tri-Head Dragon Zombie.

GM: Your hunch is correct.

#21: How pitiable, Wally… You, too, are like a foolish mother.

GM: The Tri-Head Dragon Zombie lets out a roar. You don’t sense any intelligence from her. Goran says, “There, there. You must be starving, denied the power you crave. Those ones stole your gems from you.” The Tri-Head Dragon Zombie then attacks you.

#21: I use my Glutton Skill to eat all the gems.

GM: “Why would you do that?!”

#21: You said that blowing up the town is important to you. Well, having the warmth of human skin is more important to me!

Chiho: Good stuff, #21.

GM: “I thought I was clever, and that I’d taken advantage of the ones who defeated Frogger. But I didn’t expect them to have some new guy. And an undead chimera, at that. Where did you even break out of, I wonder? No matter. I’ll feed you to this dragon. Go!” And now combat begins.
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	Action Points



	Goran
	15



	#21
	15



	Gilbert
	13



	Temiren
	11



	Otohime
	11



	Tri-Head Dragon Zombie
	10



	Chiho
	10



	Mansion
	0
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GM: One thing to note before we start fighting. For this battle, the mansion is positioned in your Engagement as an object.

Gilbert: Our Base, eh?

Temiren: Our very important Base with a very important open-air bath.

GM: The mansion currently has 100 HP. If that becomes 0, the mansion will be destroyed, and you’ll lose your Base.

Chiho: So we have to fight while making sure it doesn’t get destroyed.

Otohime: I’ll have to protect it with Cover!

Chiho: Our Toys will go away if the mansion collapses, right?!

Otohime: That’s right. If we don’t defend the Base, we might suddenly find ourselves with 20 less HP.

GM: We might indeed, so be careful. Let’s start the Setup Process for the first round.

#21: I use Haste on Chiho. “Hold no resources back.”

Otohime: That’s right. Doing our best here is vital!

#21: (rolls dice) Chiho’s Action Points get +4, which brings her up to 14.

GM: Goran uses his Setup Process to use Mist of Rotting Stench. A mist that gives off a rotting stench begins to spread.

#21: Stop this negative PR against the undead! (laughs)

GM: It targets Area (Choose), so he chooses all PCs. If you fail a Mind check with DL 15, you’ll be stunned.

#21: When does stunned wear off again?

Chiho: During the Initiative Process.

GM: That’s right. Until then, you take –1d6 on all reaction checks.

Long story short, Otohime and Gilbert pass the check, while #21, Chiho, and Temiren are stunned.

GM: #21 and Chiho can’t endure the stench, and now they’re stunned.

#21: I never realized that my own body stinks like this…

Chiho: You keep it to a minimum because you at least wash yourself, #21! It’s totally different from not doing it at all!

#21: Oh, thank goodness. Thanks, Chiho.

Gilbert: I use Highness Blessing on Chiho. (rolls dice) Success.

Otohime: I use a False Fire scroll. (rolls dice) Got a 14 on my total score.

GM: He’ll need to resist it with a Mind check, then. (rolls dice) Goran gets an 11. (rolls dice) The Tri-Head Dragon gets a 13.

Otohime: Perfect. Now both of them are enraged.

Temiren: I’ll use Introduce Self. “My name is Temiren! Owner of the greatest open-air bath in the Crimson Magic Clan, and she who will never stray from the path of being her prince’s heroine for as long as she lives!”

Otohime: Looks like overcoming all these trials has made you stronger!

Gilbert: Or maybe just more annoying.

Chiho: I’m going to use Haste on myself to try and get more than what #21’s Haste gave me. I’ll use a Blessing for it. (rolls dice) That’s an 8, so my Action Points are now 18.

GM: That does it for the Setup Process.

Chiho: That means it’s my turn first. I use my move action to run into the enemy’s Engagement, then use Feint, then use Mow Down and Gale Strike on Goran and the Dragon Zombie. Also, I use 1 Blessing. (rolls dice) 18 to hit!

GM: (rolls dice) The Dragon Zombie fumbles! She could only roll one die.

Chiho: Great!

GM: Goran can roll 3d6, but Feint brings that down to 2d6. (rolls dice) But he gets a critical!

Chiho: Oh no!

#21: A critical, now?!

Gilbert: Leave this to me. I still have my cheat.

All: Oh?!

Gilbert: If you’ve been watching our every move since then… Does that mean you’ve seen me in my pathetic wretchedness, too?!

GM: “Oh? Uh, well, no, not really…?”

Otohime: He’s being pushed back by Gil’s insight and weird nonsensical logic?

Gilbert: You’re lying! I use my cheat, Villainous Energy.

GM: And now his mighty critical becomes a fumble.

Chiho: 41 points of damage! If it goes through, he’ll get Poison (7) and Knockback (2).

GM: Goran takes 31 damage and both status effects, but the Tri-Head Dragon only takes 11 damage and uses Nullify Debuffs.

Chiho: In exchange for no debuffs, Poison (7) and Knockback (2) would do… 45 points of damage, all said and done.

GM: No additional effects come into play, so that’s fine with me.

#21: I suppose it’s my turn now, but… which one should I aim for?

Otohime: We should focus down Goran first.

#21: Understood! I use Afterimage Skill and throw a fine dagger at Goran! (rolls dice) Critical!

GM: (rolls dice) He can’t dodge it!

#21: The dagger I fling hits for 80 damage!

GM: The knife stabs into Goran. “I see… So you are the fabled #21!”

#21: I’m honored you would remember me when my name is naught but a number.

Otohime: That was so cool, #21!

GM: “That’s a special number in the Demon King’s Army! Blast. Give this everything you have, dragon!”

Chiho: Next up is Gil’s turn.

Gilbert: I leave the Engagement, then use Bless on Temiren. Better than me attacking. (rolls dice) Success.

Temiren: Wow! My prince used Bless on me…!

GM: Another heart-pounding event, huh? Temiren, it’s your move.

Temiren: But I want to be in the same Engagement with my prince. (everyone laughs)

GM: I think you’d be putting the cart before the horse, then.

Otohime: God, she’s so annoying! (laughs)

Temiren: I use my move action to withdraw from the Engagement. I put so many skills into boosting my Crystal Prison’s power, and now I’m going to use it to freeze the Tri-Head Dragon alive! (rolls dice) … Critical!

GM: The power of love? Gah! Curses! She can’t avoid it.

Temiren: (rolls dice) 151 points of ice magic damage. Plus it dazes her.

GM: All right. The Tri-Head Dragon gets frozen for a moment, but her blessing of flames melts the ice and lets her move again. And since she has Nullify Debuffs, she gets rid of the dazed effect.

Chiho: Huh? But she’s still enraged?

GM: About that, she makes an “eh, whatever” kind of face. (laughs)

Temiren: Then I’ll recover my MP with Confession Skill. I turn around to my prince, blazing flames behind me. “I am your heroine! I am Temiren!” (everyone laughs)

Gilbert: Rgh… I’m annoyed, but I give her a “good job” look.

Chiho: Looks like Gil’s really grown up, huh?

#21: He’s grown into a fine Priest who will listen to any confessions. I would bet he’d need more than that to shake him.

Temiren: What do you mean “that”?! (laughs)

Otohime: I use a Sleep scroll. It’ll daze Goran.

GM: “But I’m a mere illusionist. I’m no threat to you!”

Otohime: No, I can’t let my guard down! (rolls dice) 14.

Chiho: The GM is role-playing the guy as harmless, but we all know that’s not true.

GM: Since it’s magic, he gets 3d6 for his dodge… (rolls dice) Yes! Critical!

Otohime: Ugh, I went through all that trouble to use it, and he nullified it. So long, my precious Sleep scroll…

Chiho: Just think of it as burning through the GM’s luck!

GM: It’s the Tri-Head Dragon’s turn now.

Chiho: Since she’s got three heads and everything, I’d expect her to attack three times.

GM: She uses Raging Inferno as her major action, spewing flame breath at the Engagement with Otohime and #21 in it. It hits over an area, and it’s a special attack that also includes the mansion itself.

Temiren: No! Anything but the mansion!

GM: She doesn’t care! She attacks! (rolls dice) 18.

Otohime: I don’t know if we’re beating an 18…

Chiho: You’ll be okay! You can dodge it!

#21: (rolls dice) … Critical!

Otohime: (rolls dice) I got a critical, too!

GM: H-how is that possible?!

Otohime: I immediately use Cover on the mansion!

GM: The Tri-Head Dragon’s fire breath is going through the door and up toward the rest of the mansion, though…

Otohime: Then I run to the door and use a Lock scroll as flavor! This mansion isn’t going up in flames on my watch!

GM: … (rolls dice) 51 points of fire magic damage.

Otohime: Gilbert, the usual!

Gilbert: Saint Shield. (rolls dice) 20 less damage.

Otohime: You’ll need more than that to force me to use Return by Death. Even Frogger was stronger than this!

GM: Now it’s Goran’s turn. Normally he just issues commands to the dragon, but she’s enraged at the moment. (everyone laughs)

Otohime: Yeah, she’s completely blown her top.

GM: “I must at least blow this entire house away, or I won’t be satisfied.” With a move action, he uses Area Promotion: Magic, then uses his major action for Illusion Attack. He uses his illusion spell to attack Otohime and #21. (rolls dice) 21 to hit.

Temiren: If it’s a magic attack, I can use Wind Curtain. So I will.

#21: My thanks! (rolls dice) 36, so I dodge.

Otohime: (rolls dice) Ack, I failed. “Grah! This small fry! Damn you!” I roar, fighting against the illusion. (laughs)

GM: (rolls dice) 24 points of piercing damage.

Gilbert: Time for Saint Shield. (rolls dice) 23 less damage.

Otohime: So I only take 1.

GM: It was supposed to daze you, too, but no point in that now.

Otohime: That’s just the kind of guy I am!

Chiho: Well, it’s because he’d get un-dazed during the Cleanup Process anyway.

#21: Wait. Enraged, explosive… Is this that “explosion craze” I’ve been hearing rumors about? (everyone laughs)

Gilbert: Yeah! This is it, all right!

Otohime: He really is causing trouble in his local community!

Chiho: You can’t just fire explosion magic all the time, you know.

Temiren: Explosion? Even a Crimson Magic Clan member wouldn’t learn that.

GM: You’re laying the blame on him?! “Explosion magic?! Why would anyone ever use a spell that stupid?! This is a unique illusion spell of my own creation!” (like for real, he’s serious, guys)

Chiho: Otohime’s in the illusion now, and I don’t think he’d agree.

Otohime: Seriously. There’s no way this explosion is an illusion!

GM: The explosion craze has infected him… Now the Tri-Head Dragon gets to move again with Double Action.

Chiho: Oh, I see. So she does actually get three attacks, including Goran’s instructions.

GM: That was the initial plan, yes. She’s going to use her ultimate attack, which she can only do once per scenario: Tri-Elemental Combination Breath. She makes a special attack on Scene (Choose) within vision.

All: What?!

Chiho: She’s attacking the whole Scene!

GM: (rolls dice) The dice roll was good, but not a critical. 27 to hit.

Temiren: (rolls dice) Failed.

Chiho: (rolls dice) Failed.

Gilbert: (rolls dice) Failed.

Otohime: (rolls dice) Gah, a fumble!

#21: I use one Blessing point to reroll. (rolls dice) 32, so I dodge.

GM: Nothing seems to hit you, #21…

#21: As an undead, I can’t afford to get hit at all. I can’t be healed.

Otohime: All right. You said the building has 100 HP, so I use Cover and Cover Move on Gil. You can withstand this, mansion!

GM: 38 points of void magic damage.

Gilbert: I use Saint Shield to protect Otohime, reducing the damage by 22.

Otohime: 1 point of damage went through, so with Cover, I take 2 points of damage. That stings a little!

GM: It didn’t even seem to scratch Otohime…?!

Otohime: That’s how you exploit your skills!

Chiho: Ow, I took 33 damage. But I’ve got plenty of HP left.

Temiren: I take 31.

GM: During the Cleanup Process, everyone dazed and enraged is no longer dazed or enraged, and Goran takes damage from Poison (7).
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	Action Points



	Goran
	15



	#21
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	Gilbert
	13



	Temiren
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	Tri-Head Dragon Zombie
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GM: All right, let’s move to the Setup Process.

#21: Is this the time to use the Soothing Statue?

Chiho: Now is definitely the time, yes.

#21: We’ll use the Soothing Statue, then. I may have been born into the Demon King’s Army, but I only began to have pride in the #21 name thanks to the Axis Church! (everyone laughs)

Chiho: He’s been brainwashed! That’s the only explanation!

GM: “Don’t rush things! You can still come back to the army!” (laughs)

#21: I feel as though I’ve been accepted as one of the many residents of this town! And I’m no longer in the minority! I’m part of a 95 percent majority!

GM: “Wh-what kind of ratio is that?!” (everyone laughs)

#21: A peaceful life for this wonderful Base!

Chiho: The statue of Lady Aqua we installed in the Base is shining brightly!

GM: Everyone recovers 7d6 HP and MP. But only the party leader can roll the dice.

Gilbert: (rolls dice) I got this. 24 points recovered.

GM: Then everyone restores 24 points of both HP and MP. Naturally, even the undead #21 gets healed.

Chiho: Wouldn’t this be the first time #21 has ever experienced this warm light? Heal doesn’t work on him, after all.

#21: It’s so warm…

Gilbert: It’s all Lady Aqua’s power, though. (laughs)

Otohime: My faith gives me strength!

#21: I see! Then even one such as myself can grow through his faith!

Temiren: This is Lady Aqua’s light, #21.

#21: I see. So this is what Heal should truly be…

GM: I mean, the entry just says it’s a statue, not some divine miracle… (laughs)

#21: But of course, we would never realize that.

GM: Next is Goran’s Setup Process. He’ll use Mist of Rotting Stench… but on who?

Gilbert and Temiren split apart, wary of area-of-effect attacks during the first round, so the Engagements are all over the place now. He’s not sure where to unleash his malodorous mist.

GM: Hmm. He’ll use Mist of Rotting Stench on the Engagement with Otohime and #21 in it. (rolls dice) 12 on the final score.

Otohime: (rolls dice) 7 on the dice, so 12 on the total score. Just barely dodged.

#21: I rolled a 10, so I fail. I’m stunned, but I’m first in the Initiative Process, so that doesn’t matter.

GM: I was really trying to make Otohime squirm with that one.

Otohime: Heh-heh-heh. I’m out here doing my best.

Chiho: I use Haste. (rolls dice) 6. My Action Points go up to 16, so I’ll go before the Tri-Head Dragon does.

Otohime: Nice one, Chiho!

GM: You’ve completely outplayed me!

Gilbert: I use Highness Blessing on Chiho. (rolls dice) It works.

Otohime: I use a Spirit Support scroll. (rolls dice) … Got a critical when I didn’t even need it. Will that give me my money back?

GM: Nope. It’s a magic scroll with disadvantages you need to accept. (laughs)

Chiho: First is me, right? For my move action, I use my Quick-Draw Technique to sweep my great sword in a slash! I target Goran and the Tri-Head Dragon. (rolls dice) Final score for the hit is 17.

GM: (rolls dice) Goran and the Tri-Head Dragon both fail to dodge.
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Chiho: (rolls dice) 51 points of damage.

GM: Goran takes 41, and the Tri-Head Dragon takes 21. The dragon uses Nullify Debuffs. Even though she endures the damage, her HP continues to decrease for some reason…

Otohime: (doing math) The Tri-Head Dragon should have taken 258 points of damage by now.

#21: Then I’ll go after her. I can do around 100 damage, so I should be able to take her down. And since we’re in the same situation, I want her to rest in peace.

Chiho: #21…

#21: For my move action, I use Technical Skill II. (rolls dice) 26 to hit. My weapon will break, but I have more in reserve.

GM: (rolls dice) No critical, so she doesn’t dodge.

#21: A fine dagger stabs right into her, dealing 101 points of damage.

GM: That’s 329 total. The dragon is still fighting, though. Just a little more.

Temiren: It had 350 HP, right? Goran has Knockback (2), so it’s Gil’s turn now.

Gilbert: Time to Bless Temiren. She has the most firepower. Even though it’s ice damage. (laughs)

Temiren: My turn. I use Magic Blast, then Distant Magic Skill to expand Crystal Prison’s range. I target Goran and the Tri-Head Dragon with it. (rolls dice) 29. My magic will freeze the world!

GM: (rolls dice) Goran can’t dodge with an 18. The Tri-Head Dragon needs a critical. (rolls dice) And she fails.

#21: Temiren, put her out of her misery.

Temiren: I will, as a fellow heroine who lived for love. I will let you rest in peace.

Resonating with the dragon’s love, Temiren’s Crystal Prison covers the Tri-Head Dragon Zombie and Goran in a fierce chill.

Beautiful specks of diamond dust dance and flutter, freezing the loving three-headed dragon-turned-zombie solid.

Temiren: 58 points of ice magic damage. And it dazes.

GM: Factoring in their Magic Defense, Goran takes 30 points of damage, and the Tri-Head Dragon takes 25.

Otohime: If Goran has 200 HP and the dragon has 350, they should both be dead…

GM: Goran is still hanging on. The Tri-Head Dragon took over 350 total damage, so she has been defeated.

All: We did it!

Temiren: Good night, sweet Tri-Head Dragon.

GM: “Damn!” curses Goran. “My Tri-Head Dragon! At this rate, the magical power will go out of control!” Then the gemstone’s power does, in fact, go out of control, and self-destructs.

Gilbert: It self-destructed?!

GM: This attack targets the entire Scene, so make a dodge check, difficulty level 20. If you fail, you take 2d6+50 points of void magic damage.

#21: I can probably evade a difficulty level 20.

Chiho: If it gets two 6s on the damage dice, the mansion will be destroyed.

Otohime: It’s not a magic attack, so we can’t use Wind Curtain. Which means I just have to use Cover on the mansion!

GM: I have a sad announcement as well. Goran still has 15 HP left. (everyone laughs)

Otohime: He’s gonna die in the explosion, too.

Temiren: So that’s why he was so impatient.

Chiho: You got this, Goran! You can survive!

GM: We’ll start with Goran’s dodge. (rolls dice) Uhh, Goran doesn’t dodge.

All: Goraaaaaaaan!! (bursts into laughter)

Gilbert: Could we use Cover on Goran?

Otohime: I don’t think we need to go that far. If I use Divine Guard on him, I’ll be able to punch his lights out on my turn. (laughs)

Chiho: I don’t think we need to go that far, either…

Otohime: It would just be too funny. I had to suggest it.

GM: All right, everyone else make their dodge rolls.

#21: (rolls dice) 28, so I dodge!

Temiren: (rolls dice) Nope, I failed.

Otohime: (rolls dice) So close. I don’t dodge. I’ll still Cover the mansion, though.

Gilbert: (rolls dice) Failed.

Chiho: (rolls dice) Critical. I dodge successfully! I’m so healthy!

GM: (rolls dice) 56 points of void magic damage.

Gilbert: Brace yourselves!

The power inside the three gemstones explodes, sending a shock wave through the basement.

At Gilbert’s signal, everyone braces against the explosion.

#21 dodges out of the way first, and Chiho protects herself to endure it.

Otohime offers his own body to protect the mansion—their Base.

Otohime: 41 damage. Adding in Cover, that’s 82 total.

Chiho: Are you okay, Otohime?

Otohime: I’m fine… but I couldn’t even use Return by Death. (laughs)

Temiren: Yeah, but you did the best you could, right?

Otohime: Yeah. And obviously it’s better not to need Return by Death! Not dying is the best! (everyone bursts into laughter)

GM: “Wait, is this… an illusion? I haven’t… lied to myself. Curses…!” Goran trails off and disappears.

Gilbert: Goran…

GM: And then he turns into a pile of ash.

Otohime: I hope you dream about blowing up Axel Town.

Temiren: Victory!

Chiho: Great work, everyone!

#21: And thus I will say my farewell to the Winter Vassal.

Otohime: Time to roll for loot.

Otohime still has a Blessing left, so he uses one on the Tri-Head Dragon Zombie, while Chiho uses one for Goran. After rolling for loot, they acquire the following items:


	Tri-Head Dragon Zombie—Flame fang, thunder fang, ice fang (5,000 KE each)

	Goran—Book of Illusions (4,000 KE)



Temiren: Including all the quests, we made 37,400 KE.

Gilbert: That’s enough for our Base Upkeep.

Temiren: (using a calculator) Subtracting that… we each earn 2,530 KE.

GM: Then let’s head into the Ending Phase.







Ending Phase

Ending: A Base That Might Just Be Wonderful!

And so Goran’s schemes were thwarted by the three gemstones exploding and the man himself turning into a pile of ash.

The only things that remain are the depleted gemstones and Zamzar’s mansion, given to the party as a reward.

GM: Let’s get into the Ending Phase. The explosion goes off in the mansion’s basement, and then it settles down. And only Goran got deleted by it. (everyone laughs)

Otohime: We’re all pretty beat up, but we’re still standing! (laughs) We were farther away from the gems, I guess!

Chiho: What was so mean about that? Everyone else survived it by themselves. (laughs)

GM: The gems have been left behind, but they can’t be sold in the state they’re in.

Otohime: I see. Let’s use them to decorate the Base.

Gilbert: If they have any power left, I want to use them for the open-air bath.

Chiho: A fire bath, an ice bath, and a lightning bath…

Temiren: Yes! I love it!

GM: You all go to the Guild to report what happened, and the first thing they do is offer their apologies.

Otohime: Right, since the person that issued the request had an evil plot up his sleeve.

GM: “We’re terribly sorry for all this trouble,” the receptionist says, paying the party 10,000 KE to compensate you for the mess.

Otohime: That’s 2,000 KE for each of us, huh? So we each earned 4,530 KE total.

Chiho: I grudgingly accept the apology. We would probably be told something like, “A request asking for you—I knew something was weird about that.”

GM: “The Giant Toad quest made sense, but the other two were quite odd.”

Otohime: Er, well, yeah, I guess so. (everyone laughs)

Chiho: But we did things perfectly.

GM: “The mansion no longer has an owner, so you may continue to use it as you have been.”
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All: Yay!

Temiren: I get to live in a Suite from now on!

Gilbert: Well, Chiho and I are still in Economy.

Otohime: … Wait, if we’re in the same house, what’s the difference between Suite and Economy?

#21: … The beds, maybe?

Otohime: You get better-quality sleep if you get a better pillow and mattress, so I guess that’s probably it.

Chiho: I want to go with a Suite next time!

GM: There should be plenty of Suite rooms already… Well, I’m not gonna worry about that.

Chiho: After this, should we throw a welcoming party for our new member, #21?

Otohime: Good idea. He was the backbone of our group.

#21: I’d be glad to attend. But I’d also like to hold a memorial service for the Tri-Head Dragon.

Chiho: Yeah, me too. Even though her remains are gone now.

Otohime: But she lives on in our memory. And since we got that nice, big Base, let’s do some at-home drinking!

Temiren: With the Base we’ve got, we can even drink in the open-air bath!

All: Yeaaaah!! (applause)

With #21 added to the party, the adventurers now number five. They throw a welcoming party at their newly acquired Base.

Getting to drink booze in an open-air bath is an exceptional experience indeed.

But with the end of one adventure comes the beginning of another.

Until then, they will drink, make merry, and replenish themselves in the bath.

This world is a wonderful one.

And one day, there are sure to be blessings upon them.

GM: So then, with everyone throwing the party now, the scenario is at an end. Good work, everyone.

All: Thank you! (applause)

Konosuba: God’s Blessing on This Wonderful World! TRPG “A Peaceful Life for This Wonderful Base!”

—FIN—
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Additional Data & Additional Rules

ABOUT THIS BOOK

What follows is an explanation for the new rules and data added in this book, Konosuba: God’s Blessing on This Wonderful World! TRPG: Advanced Rule Book (henceforth Advanced).

[image: image] INTRODUCING THE DATA AND RULES

In order to use the new entries and rules in this book, you will need permission from the session’s GM.

The GM may decide freely which pieces of additional information and rules to adopt and which to ignore. For example, one could run a session with all the new entries in this book, but none of the new rules.

ADDITIONAL DATA

[image: image] ABOUT PC TYPES

The new skill listings, item listings, etc., in this book include several new additions, such as effectiveness against specific enemy types, and skills and items to change types.

When these target a PC, assume that the PC is classified as Type: Human. However, special effects may change a PC’s type, such as the racial skills of the new Demon King’s Army race, described below.

[image: image] NEW RACE: DEMON KING’S ARMY

Advanced introduces Demon King’s Army as a new race. This race encompasses many different kinds of creatures, such as monsters or the undead, that the PC can be. In the original Konosuba novels, the Lich Wiz and the Devil Vanir fall into this category.

Below are the process of creating a Demon King’s Army PC and some things to consider if you do.

[image: image] DEMON KING’S ARMY: X

When creating a Demon King’s Army PC, you must choose at least one Demon King’s Army: X skill at creation. The X represents a type of monster, such as an undead or chimera. This will determine what sort of monster the PC will be.

For example, by taking Demon King’s Army: Magic Beast, you can express that your PC is a monster like a Griffin or a Newbie Killer. The player may freely determine exactly what type of monster they are.

[image: image] WEAKNESSES

Apart from the direct effects of Demon King’s Army: X, each will also have a “weakness” section. By acquiring Demon King’s Army: X, you will be constantly subject to the weakness’s effects, regardless of the skill’s timing. (The timing for this weakness effect is treated as passive.)


	Type Altering



Some weaknesses take the form of a special type applied to the chosen PC. If you choose a Demon King’s Army: X skill with such a weakness, your PC will not be treated as Type: Human, but instead the type indicated by the weakness.

This type works the same way it does for monsters: If any items or skills affecting a PC have additional or specific effects against that type, you apply them to the PC the same way you would an enemy. In exchange, if a skill or item has a special effect against Type: Human, this will not be applied to a Demon King’s Army PC.

[image: image] DEMON KING’S ARMY: CHIMERA

Chimeras are monsters formed from mashing together multiple other creatures or monsters. The skill Demon King’s Army: Chimera makes the PC into one such chimera.

Its effect is that you acquire two Demon King’s Army: X skills. You will, of course, apply all the weaknesses from the skills you choose.


	Types for Demon King’s Army: Chimera



As a result of choosing two different Demon King’s Army: X skills after picking Demon King’s Army: Chimera, if there is more than one specified type, the PC is treated as all the specified types, and not Type: Human.

For example, if a PC acquires Demon King’s Army: Undead and Demon King’s Army: Magic Beast, they are treated as both Type: Undead and Type: Magic Beast, and all effects specific to Type: Undead and Type: Magic Beast will be applied.

[image: image] DEMON KING’S ARMY PCS

The Demon King’s Army is a race of monsters, like goblins and skeletons. Because of that, a Demon King’s Army PC’s appearance will differ from a human’s. In addition, PCs in Konosuba TRPG are generally Adventurer’s Card–holding adventurers who mainly take on requests from humans. This is no different for a Demon King’s Army PC. This may all make the Demon King’s Army PC’s attitude toward humans—and vice versa—a concern.

To help you play a monster-turned-adventurer PC from the Demon King’s Army, we offer the following guidance.

[image: image] ATTITUDE TOWARD HUMANS

Players should not use the Demon King’s Army race as a reason to engage in hostile actions toward other human PCs and NPCs, nor should you interfere with adventures or checks because of it.

Think about why a Demon King’s Army PC might ally themselves with humans. The Origin Table for the Demon King’s Army can help you find the answer.

[image: image] ORIGIN TABLE (DEMON KING’S ARMY)

When deciding on an Origin for your Life Path here, there is a separate table for Demon King’s Army characters called Origin Table (Demon King’s Army). These are meant to establish why your PC would act on the side of human adventurers despite being from the Demon King’s Army.

Players can use the Origin Table to figure out what developments led them to join or form a party with the other PCs and help explain why they’re friendly toward humans.

[image: image] THE HUMAN RESPONSE

During the session, NPCs such as those in the Adventurers Guild and townspeople shouldn’t treat Demon King’s Army PCs any differently from other PC adventurers. They would trust the PC as an adventurer despite their Demon King’s Army origins. An NPC can react differently at the GM’s discretion, though, such as mistrusting the Demon King’s Army PC.

[image: image] HIDING YOUR DEMON KING’S ARMY STATUS

Some PCs may wish to hide the fact that they’re from the Demon King’s Army; humanoid monsters may pretend to be human, or magic beasts may pretend to be harmless creatures. In such cases, you can hide your status with a simple declaration.

If the GM deems it necessary, they can have Perception checks be made against disguises or Mind checks to fool others into believing a PC isn’t from the Demon King’s Army.

[image: image] DEMON KING’S ARMY CHARACTER SHEET

Here and here contain a Demon King’s Army PC character sheet. It has additional sections for the PC’s type and their Demon King’s Army: X weakness.

[image: image] ADDITIONAL SKILLS

The section starting here adds new racial skills, class skills, and general skills to those listed in Konosuba TRPG.

[image: image] ADDITIONAL ITEMS

The section starting here adds new weapons, armor, and items such as potions.

[image: image] TYPE: SCROLL

This book adds a new type of item called scrolls here. Scrolls—including magic scrolls and high magic scrolls—are items you can consume to use a skill of Type: Magic.

[image: image] ADDITIONAL CHEATS

The section starting here adds new cheats.

Additional Rules

Advanced adds new rules that give you the chance to create advanced-class PCs at lower levels; govern character growth in new ways; and deal with Bases, which PCs can use as a base of operations.

[image: image] CHARACTER GROWTH RULES: REVISED

In Konosuba TRPG, a PC needed to be at least character level 10 to change into an advanced class. In order to allow players to more easily experience adventures akin to those in the original novels, the character growth rules have been revised to allow a PC to change into an advanced class even below character level 10.

For more details, refer to the rules here.

[image: image] BASE RULES

These rules allow players to acquire a Base for the party to live in, just like Kazuma and the gang’s mansion in the original Konosuba. The rules for Bases govern spending funds to purchase Facilities and raise their levels, which in turn provide bonuses to the PCs’ abilities.

[image: image] ADDITIONAL SAMPLE CHARACTERS

Four additional sample characters appear starting here. These all use the revised character growth rules from this book and represent level-5 PCs in advanced classes. More concretely, they were created with the following limitations:


	Experience: 100 points

	Funds: 7,500 KE



Unless otherwise specified, any page numbers on the sample character pages refer to Konosuba TRPG. If it says “Adv. page X,” then it refers to the page number in this book instead.

[image: image] Base Ability Score Table



	Race
	STR
	DEX
	AGI
	INT
	PER
	MND
	LUK



	Native Inhabitant
	9
	8
	8
	8
	8
	8
	8



	Reincarnated Person
	8
	9
	8
	9
	8
	7
	8



	Crimson Magic Clan Member
	7
	8
	8
	10
	7
	10
	7



	Demon King’s Army
	9
	8
	9
	9
	7
	8
	7




[image: image] Origin Table (Demon King’s Army) RoC (d66)



	Roll
	Origin
	Description



	00
	Free
	Discuss with the GM and determine an Origin for yourself.



	11~12
	Rebellious
	The time has finally come to put your years of planning into motion. You began a rebellion against the Demon King. But the results were tragic. You failed and swore to make a resurgence.



	13~14
	Loathing
	A loathing for the Demon King’s Army burns in your heart. You’ve sabotaged them and spied on them, but you can do no more. You resign or fall from power and choose to engage in more open hostility.



	15~16
	Honor
	You joined the Demon King’s Army seeking honor. You realized your mistake almost immediately. Monsters have no honor, nor have they ever desired it.



	21~22
	Justice
	You have a sense of justice in your heart—a characteristic that amounted to trash in the Demon King’s Army. Your insistence on extraneous feelings like “righteousness” made your comrades view you as dangerous.



	23~24
	Dream
	In your heart, you have a dream. And in a twist of fate, it’s about humans. You feel as though they must be protected. A twist of fate, yes, but a wonderful one.



	25~26
	Yearning
	You’ve begun to yearn to one day be part of human society. In it, humans live as they please, their individuality celebrated instead of repressed—something the Demon King’s Army could never offer.



	31~32
	Wish for Downfall
	You have a secret desire: to be laid low by overwhelming might so that you can experience perfect annihilation. You can only die once, so you might as well go out with a bang.



	33~34
	Secret
	You have a secret. That secret led you to leave the Demon King’s Army and become an adventurer. You may decide what, exactly, the secret is.



	35~36
	Forgotten
	Why did you leave the Demon King’s Army? You’ve forgotten. Did you always want to leave? Did something specific happen? And why don’t you have any regrets for doing so?



	41~42
	Betrayed
	You were betrayed by the Demon King’s Army. It was the correct choice, tactically speaking. Abandoning you won them a victory. The Demon King is correct in all things. But so what? They must still pay for the betrayal.



	43~44
	Survive
	The reason you left the Demon King’s Army was simple indeed: to survive. Caught in a trap, you were on the verge of death. To escape conspiracy, you fled the Demon King’s forces.



	45~46
	Promise
	You have to fulfill a promise, and you left the Demon King’s Army to do so. It’s a very important promise. You couldn’t break it. And so you walked out.



	51~52
	Parting
	You left the Demon King’s Army and integrated into human society because you parted ways with someone important in your past. You just couldn’t fight for the Demon King’s forces any longer. And now you’re their enemy.



	53~54
	Friendship
	You parted ways with the Demon King and went with humans out of friendship. You left the king to be with someone, and integrated into human society for it. Now you live for friendship.



	55~56
	Avarice
	You left the Demon King’s Army out of uncontrollable avarice. The Demon King’s Army is the strongest around. And you wanted to break them. The wall you must cross to reach the top is the very king of the forces you left behind.



	61~62
	Independence
	You’re an independent creature. You never sided with the Demon King—instead, you were forced to bend the knee. Who knows who will end up in slave chains next? Well, it’s not going to be you.



	63~64
	Hedonism
	Honestly, the Demon King’s Army has been a huge bore to you. The destruction of the human world? Inevitable. The Demon King simply holds off in order to play games with them. You think you could come up with better games.



	65~66
	Infiltration
	On secret orders from the Demon King, you have infiltrated the humans. But the king gives you no further instructions. You must work your hardest to blend in with human society in order to serve your liege.
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Combat Form

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: 5

Max SL: 1

Usage Requirements: —

Effect: Add 5 damage to attacks you make. This effect lasts until the end of the round.

The skill to change yourself into a form more suited for combat, such as growing larger, maturing, or removing your mimicry.




Demon King’s Army: Chimera

Timing: Passive / On creation

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: When you acquire this, choose two Demon King’s Army: X skills besides this one.

Weakness: You are treated as Type: Artificial. If the other Demon King’s Army: X skills you choose have weaknesses or type changes, they apply to you as well.

You are a fusion of multiple creatures from the Demon King’s forces.




Demon King’s Army: Demi-human

Timing: After check / On creation

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Takes effect when you’re in the same Engagement with another party member. Add 2d6 to all attack damage dealt by you.

Weakness: You are treated as Type: Demi-human. Additionally, you have -10 max HP at creation. (Max HP can’t go below 1.)

You are a demi-human member of the Demon King’s forces, such as a goblin or a fake Devil.




Demon King’s Army: Devil

Timing: After check / On creation

Check: Auto success

Target: Single

Range: Vision

Cost: —

Max SL: 1

Usage Requirements: Once per scenario

Effect: Use right after the target makes a check. Add 3 to the total score of that check.

Weakness: You are treated as Type: Devil. Additionally, you pay twice the amount for your Lifestyle during After Play.

You are a demon from the Demon King’s forces. You might be masked, or have a feminine form, or be a spider—Devils come in many shapes. You feed off emotion, and because of how you put that into practice, your expenses tend to pile up.




Demon King’s Army: Magic Beast

Timing: Passive / On creation

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 5 damage to all attacks you make.

Weakness: You are treated as Type: Magic Beast. Additionally, you cannot equip armor to your chest slot.

You are a magic beast member of the Demon King’s forces, such as a manticore or Newbie Killer.




Demon King’s Army: Slime

Timing: Passive / On creation

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 5 to your Physical Defense.

Weakness: You are treated as Type: Artificial. Additionally, when an attack lands a critical with you as the target, calculate the damage as if your Physical Defense and Magic Defense were 0.

You are a slime member of the Demon King’s forces.




Demon King’s Army: Undead

Timing: Before damage roll / On creation

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Can affect Type: Undead. Use before a damage roll for your attack. Recover HP. You recover CL × 3 points of HP.

Weakness: You are treated as Type: Undead. Additionally, you are unaffected by skills and items that restore HP unless that skill or item is effective on Type: Undead.

You are an undead member of the Demon King’s forces, such as a zombie, skeleton, or Lich.




Demon King’s Might

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: When you acquire this, choose one skill. Increase that skill’s Max SL by 1.

A skill representing strength bolstered by the Demon King.




Elemental Inclination

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: When you acquire this, choose one element. Add 5 to your Magic Defense, but you are now weak to the chosen element.

You’re a magic-resistant monster. In exchange, however, you’re burdened with one weakness.




Flight

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Assume a flying form. When you enter a Scene, choose whether to apply this effect. By using a move action, you can disengage this flying form or reengage it.

The skill to fly in the sky by sprouting wings, levitating with mana, etc.




Physical Regeneration

Timing: Cleanup Process

Check: —

Target: Self

Range: —

Cost: 5

Max SL: 1

Usage Requirements: —

Effect: Can affect Type: Undead. Recover HP. You recover CL × 3 points of HP.

The ability to use mana to regenerate your body.




Wicked Poison

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 1 to the effectiveness of debuffs you inflict.

The skill to strengthen poison by using your mana.




Reincarnated Person

A new skill for Reincarnated People allows them to choose a shield for a reincarnation boon. There are also now second stages of each Reincarnation Boon skill.




Isekai Business

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Once per scenario

Effect: Use when you purchase a single item whose value is CL × 100 KE or below, or when paying expenses. You can pay this cost without spending funds. You can also use this during After Play for your Lifestyle or Base Upkeep.

The skill to use your pre-reincarnation knowledge to have a separate income stream.




Isekai Business II

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Once per scenario

Effect: Requires 1 level of Isekai Business. Use when you purchase a single item whose value is CL × 1,000 KE or below, or when paying expenses. You can pay this cost without spending funds. You can also use this during After Play for your Lifestyle or Base Upkeep.

The skill to use your pre-reincarnation knowledge to have an even better separate income stream.




Reincarnation Boon: Shield

Timing: Item / On creation

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: During Preplay, choose one shield from your possessions. The chosen shield gains +1 to Physical Defense and +2 to Magic Defense.

A skill representing your choice of reincarnation boon being a sturdy shield.




Reincarnation Boon II: Armor

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Once per scenario

Effect: Requires 1 level of Reincarnation Boon: Armor. Can be used while equipped with the armor you chose for Reincarnation Boon: Armor. Add 1d6 to your check. This effect lasts until the end of the round.

The skill to act beyond your limits by utilizing the power in your armor.




Reincarnation Boon II: Power of Fate

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Once per scenario

Effect: Requires 1 level of Reincarnation Boon: Power of Fate. Use when you add dice with Blessings. Add 2d6 to that dice roll.

A skill representing the bestowal of an even mightier power to overcome destiny.




Reincarnation Boon II: Shield

Timing: After damage roll

Check: Auto success

Target: Scene

Range: Close

Cost: —

Max SL: 1

Usage Requirements: Once per scenario

Effect: Requires 1 level of Reincarnation Boon: Shield. Can be used when equipped with the shield you chose for Reincarnation Boon: Shield. Subtract 3d6 from damage taken by the target(s).

The skill to expand the power in your shield to create a giant barrier and block attacks.




Reincarnation Boon II: Weapon

Timing: Before damage roll

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Once per scenario

Effect: Requires 1 level of Reincarnation Boon: Weapon. Add 2d6 damage to attacks made using the weapon you chose for Reincarnation Boon: Weapon. This effect lasts until the end of the round.

The skill to draw out your weapon’s power beyond its limitations.




Native Inhabitant

The new skills for Native Inhabitants further emphasize that they were born and raised in the Konosuba world. Some represent faith, others open-mindedness, and yet others a connection to their hometowns.




Art of Cooking

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Affects food that recovers HP and/or MP. Add 2 to that item’s effects.

A skill representing a special cooking method passed down in your clan, your local community, etc. You can make ingredients taste like heaven, but only you are able to comprehend their deliciousness.




Glutton

Timing: Passive / On creation

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: When you acquire this, choose one ability score. Add 2 to the total score for all checks you make using the chosen ability score. However, your Lifestyle cost in After Play increases by 50% or CL × 10 KE, whichever is greater.

A skill showing how talented you are—but also how expensive you are to feed.




Master of One

Timing: Passive / On creation

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: When you acquire this, choose one base ability score. During character creation, add 3 to the chosen base ability score.

A skill representing your possession of specialized talents in a specific ability score.




Open Mind

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 1d6 to reaction checks using Mind.

Slightly strange personalities, different cultures, emergencies—this skill represents your ability to accept them all regardless. In simpler terms, you don’t sweat the small stuff.




Strong Faith

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Takes effect only when you have Faith: X. Add 3 to the damage of attacks you make and HP recovery you perform.

A skill representing your strong faith and the protection you gain from it. Your devout heart raises your own baseline.




Tenacity

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 1d6 to death checks.

A skill representing your sheer tenacity.




Well Informed

Timing: Before check

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Three times per scenario

Effect: Use before an information-gathering or enemy-identification check. Add 2d6 to that check.

A skill representing all the rumors and information you’ve gleaned from friends, family, stores you frequent, etc. This skill allows you to get information while making idle conversation.




Crimson Magic Clan

New skills for Crimson Magic Clan members include introducing oneself to intimidate enemies. There are also skills that buff you in ways that match that self-introduction. In addition, even without using these listings, you can still introduce yourself—and you can determine your PC’s backstory whether or not you have such skills, too.




Devilish Power

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Skills of Type: Spell cost 1 less. (The cost can’t go below 1.)

A skill expressing your insistence that you’re a devilish fiend. Truth of the matter aside, magic loves you, baby, and you can wield it without spending any more than you need to.




Genius

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Once per scenario

Effect: Use before a non-check dice roll. Add 2d6 to that dice roll.

A skill representing your natural talents, extraordinary enough to be called genius.




Godsent Child of the Elements

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: When you acquire this, choose one element. Write this skill down as Godsent Child of the Elements: Fire or the like. Affects any of your attacks that deal magic damage of the chosen type. Add 3 to the damage of those attacks. You cannot acquire additional Godsent Child of the Elements after this one.

A skill representing your claim that you’re blessed with incredible talents in, or beloved by, a specific element. Draw your power out with your feelings.




Introduce Self

Timing: Setup Process

Check: Mind

Target: Scene (Choose)

Cost: 3

Range: Vision

Max SL: 1

Usage Requirements: Once per Scene

Effect: Usable on the first round of round progression. Perform a Mind opposition check against the target. If you win this check, subtract 4 from the target’s Action Points.

A skill that lets you introduce yourself as a member of the Crimson Magic Clan, making your enemies wither before you (or at least become vaguely confused).




Number One

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Takes effect when you are not Engaged with other characters. Add 1d6 damage to attacks you perform.

A skill indicating your pride at being the best something in the Crimson Magic Clan. Many times, this is only because there are no others of that something in the Clan, or it doesn’t have to do with your actual ability in that area.




Specialty Magic

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: During Preplay, choose one skill of Type: Spell that you’ve already acquired. Add 2 to the total score for magic checks when using the chosen skill.

A skill showing that you have one magic in particular you’re very good at.




Turner of Tables

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Takes effect when you are afflicted with a debuff. Add 5 to damage on attacks you perform.

The skill to get more revved up the worse your situation gets.




Warrior

Warriors serve as the weapon attackers and tanks of their parties, and their new skills are for bolstering both attack and defense.




All-Purpose Defense Skill II

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Requires 3 levels of All-Purpose Defense Skill. Add SL × 2 to the effect of all skills that instruct you to reduce the damage from an attack.

The skill to heighten your defenses to more effectively reduce damage.




Close Combat

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Takes effect when you are in a blocked Engagement. Gain SL × 5 damage to any close-combat attack you perform.

The skill to effectively engage in close-combat attacks in narrow places and limited battlefields. You will need a different skill to block enemies, or a specific situation for it.




Crush Resistance

Timing: Major action

Check: Hit check

Target: Single

Range: 20m

Cost: 7

Max SL: 5

Usage Requirements: —

Effect: Makes a weapon attack against the target. During the damage roll step, this attack does not deal damage. Instead, it reduces the target’s Magic Defense by SL × 4 (minimum 0). This effect lasts until the end of the round.

Critical: Costs 0

The skill to temporarily tear down a target’s defenses against magic to allow your allies an opportunity to strike.




Deflect

Timing: After damage roll

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 3

Usage Requirements: Once per round

Effect: Effective only when the enemy character who attacked is enraged. Use after a damage roll on an attack that includes you as the target. Reduce the damage from the attack. Subtract SL × 5 from the attack’s damage (minimum 0).

The skill to perceive the limits of an enraged opponent’s attack and reduce its power.




Dual Weapon Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Using a dual weapon

Effect: Add 1 to hit checks for weapon attacks. In addition, if you roll a critical on the weapon attack’s hit check, add an additional 1d6 to that attack’s damage.

The skill to effectively wield dual weapons.




Gale Strike

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: If you use Mow Down to deal at least 1 point of damage with a weapon attack, inflict Knockback (SL) on the target.

The skill to whip up a storm by using Mow Down.




Gust Slash

Timing: Before damage roll

Check: Auto success

Target: Self

Range: —

Cost: 5

Max SL: 1

Usage Requirements: —

Effect: Use before making a damage roll on a close-combat attack. Increase the damage of your attack. Add your Agility to that attack’s damage.

A skill that increases the damage you deal by swinging a particularly sharp weapon.




Heavy Attack II

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Requires 5 levels of Heavy Attack. When you acquire this, choose one debuff. If you use a Heavy Attack and deal at least 1 point of damage, apply the chosen debuff to the target. If you need an effectiveness value, use 1.

The skill not only to deal damage to your target using Heavy Attack but to inflict a debuff as well.




Offensive Focus

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 5

Usage Requirements: Once per Scene

Effect: Add 1d6 to hit checks for close-combat attacks you make, add SL × 4 to their damage, and subtract 20 from your Physical Defense and Magic Defense (minimum of 0). This effect lasts until the end of the round.

The skill to abandon all defense and focus everything on attacking.




One-Handed Weapon Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Using a one-handed weapon

Effect: Add 2 to the total score for hit checks on your weapon attacks and add 1 to their damage.

The skill to effectively wield one-handed weapons such as long swords or one-handed axes.




Passion Skill

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: Once per round

Effect: Use when one of your attacks knocks out or kills an enemy. Add 5 damage to attacks you make. This effect lasts until the end of the Scene and can stack up to SL times.

The skill to boost your combat abilities by pumping yourself up after defeating an enemy.




Rampart II

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Requires 5 levels in Rampart. Change the effect of Rampart from “Add SL × 3 to your Physical Defense” to “Add SL × 3 to your Physical Defense and Magic Defense.”

The skill to assume a defensive posture against magical attacks from opponents and endure them.




Shield Block

Timing: Before check

Check: Auto success

Target: Single

Range: Close

Cost: 3

Max SL: 1

Usage Requirements: Equipped with a shield

Effect: Can only target another character. Use before the target makes a dodge check. Add 2 to the total score of that check.

The skill to raise your shield and block incoming attacks against allies.




Shield Move

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 3

Max SL: 3

Usage Requirements: Equipped with a shield

Effect: Perform combat movement. When you do, add SL × 3 to your Physical Defense and Magic Defense. This effect lasts until the end of the round.

The skill to move while keeping your shield in an effective defensive position.




Two-Handed Weapon Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Using a two-handed weapon

Effect: Whenever you make a weapon attack, add 1 to the total score for its hit check and add 3 to its damage.

The skill to effectively wield two-handed weapons.




Priest

Priests are the healers of the party, and their new skills focus on bolstering their healing even further or protecting their allies in other ways. They also have new skills meant for fighting specific enemies like the undead and Devils.




Anti-Field   Spell

Timing: Major action

Check: Magic check

Target: See Effect

Range: Close

Cost: 6

Max SL: 5

Usage Requirements: —

Effect: Add SL × 4 to the Magic Defense of all characters in your Engagement, including yourself. This will automatically be applied to any character who makes an assault into your Engagement, and the effects will end for any character who withdraws from your Engagement. This effect lasts until the end of the round or you move, whichever comes first.

The skill to deploy a half-sphere barrier.




Curing Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 5

Usage Requirements: —

Effect: Affects skills and items that use dice to determine their effects. When you use a skill or item that recovers HP, add SL × 4 to the effect.

The skill to more effectively cure wounds.




Divine Arts Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Add SL+1 to total scores on magic checks.

The skill to heighten your concentration through faith, thus improving the precision of your magic. This technique can also be applied to non-Priest magic.




Evil Extermination Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: Using a blunt weapon

Effect: Effective against Type: Undead and Type: Demon. Add SL × 5 to damage on attacks you perform.

The skill to gain the power you need to fight demons and the undead. The attacks you perform as you pray give off a powerful radiance.




False Fire  Spell

Timing: Setup Process

Check: Magic check

Target: Area (Choose)

Range: 20m

Cost: 7

Max SL: 1

Usage Requirements: Once per Scene

Effect: Applies enraged to the target(s).

The skill to create a magical blue flame to lure monsters to you. This has the same effect against humans, not just monsters.




Glory  Spell

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: 2

Max SL: 5

Usage Requirements: —

Effect: Change any Priest or Arch-priest skills with Type: Spell and Range: Close to have Range: (SL × 5)m.

The skill to deliver your god’s blessings even unto those far away.




Haste II

Timing: Passive

Check: —

Target: Single

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Requires 5 levels of Haste. During the effect of a Haste cast by you, add SL × 4 to the damage of weapon attacks made by the target of that Haste cast.

The skill to use the acceleration provided by Haste to increase a target’s combat abilities.




Holy Guard

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Add SL+1 to your Physical Defense and Magic Defense. In addition, subtract SL × 2 from all damage you take from Type: Demon and Type: Undead.

A skill representing the divine protection your god perpetually supplies you with.




Holy Hammer  Spell

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: 5

Max SL: 3

Usage Requirements: Using a blunt weapon

Effect: Increase damage. Add SL × 3 to the damage of close-combat attacks. In addition, if the attack deals at least 1 point of HP damage to a Type: Devil or Type: Undead target, afflict that target with stunned. This effect lasts until the end of the Main Process.

The skill to load up your blunt attack with sacred might.




Holy Immunity  Spell

Timing: Setup Process

Check: Magic check

Target: Single

Range: 20m

Cost: 7

Max SL: 5

Usage Requirements: —

Effect: Effective only on debuffs that have an effectiveness value. Subtract SL from the effectiveness of debuffs applied to the target. If this makes the effectiveness 0, the target is not affected by the debuff. This effect lasts until the end of the round.

Critical: Costs 0

A spell that improves a target’s immune response via prayers to your god.




Life and Health  Spell

Timing: Major action

Check: Magic check

Target: Single*

Range: Close

Cost: 1

Max SL: 5

Usage Requirements: SL times per scenario

Effect: Add 1d6 to death checks made by the target. This effect lasts until the end of the scenario.

Critical: Costs 0

A spell that prays for someone’s good health and longevity.




Rescue  Spell

Timing: Major action

Check: Magic check

Target: Single

Range: See Effect

Cost: 4

Max SL: 1

Usage Requirements: —

Effect: The target moves into the Engagement you are in. They can move there even if their current Engagement is blocked. The target may reject this effect. This skill’s range is (SL × 5)m.

Critical: Costs 0

A spell that withdraws an ally to your side.




Sacred Light II

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Requires 3 levels in Sacred Light. While Sacred Light is active, change any Priest or Arch-priest skills you use that deal damage or restore HP to have Target: Area ([SL × 2] targets).

The skill to apply the glow of Sacred Light to a wider area.




Saint Jail  Spell

Timing: Major action

Check: Magic check

Target: See Effect

Range: 20m

Cost: 10

Max SL: 5

Usage Requirements: —

Effect: Target one Engagement with at least one character in range. Block the targeted Engagement. In addition, subtract 3 from any checks made by anything with Type: Undead or Type: Demon in that Engagement. This effect lasts until the character leaves the targeted Engagement or the Scene ends.

Critical: Costs 0

A spell that creates a prison of light.




Zealotry Skill

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: 8

Max SL: 1

Usage Requirements: —

Effect: Requires 1 level of Faith Skill. Effective only on non-magic attacks that deal piercing damage. Add (Faith Skill SL) × 3 to the damage of attacks you make. In addition, subtract 1d6 from dodge checks you make. This effect lasts until the end of the round.

The skill to turn your extreme faith in your god into a force to be reckoned with.




Wizard

The Wizard’s new skills are mainly for interfering with others. A few also protect the caster from magic.




Blasting Enhancement Skill

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: 3

Max SL: 5

Usage Requirements: —

Effect: Affects Type: Spell skills where the target is Area, Area (Choose), Area (n targets), Scene, or Scene (Choose). When you use such a spell, add SL × 4 to the damage of magic attacks made with it and change its target to Target: Area. This effect lasts until the end of the Main Process.

The skill to abandon any sense of control over spells creating explosions and blasts to make them even more powerful instead.




Chanting Expertise Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 5

Usage Requirements: —

Effect: Add SL+1 to the total score of magic checks.

The skill to quickly and precisely chant your incantations. It’s said that the accumulation of quick-talking and voice practice can lead to improved incantations.




Contact Activation Skill

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: 3

Max SL: 5

Usage Requirements: —

Effect: Increase damage. Change the range of the spells you use to Range: Close and add (SL)d6 to their damage. This effect lasts until the end of the Main Process.

The skill to channel your magic directly into a target through physical contact. Said to be a meme skill, as a wizard’s low defenses mean they won’t often be on the front lines.




Elemental Mastery Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Takes effect when you’ve acquired Type: Spell skills of at least 3 different elements. Add 2 to the total score of magic checks you make.

A skill that makes possible precise magical control through the understanding of multiple elements.




Fist of Wind  Spell (Wind)

Timing: Major action

Check: Magic check

Target: Single

Range: 10m

Cost: 8

Max SL: 5

Usage Requirements: —

Effect: Move the target to another place within (SL × 5)m. You can have the target withdraw from an Engagement by doing so, and the target won’t be affected by blocking. You can decide what direction to move the target in.

A spell that uses a fierce gale to blow a target away.




Illusion  Spell (Light)

Timing: Major action

Check: Magic check

Target: Range (Choose)

Range: 20m

Cost: 5

Max SL: 1

Usage Requirements: Once per Scene

Effect: Make an opposition check against the target’s Perception. If you win, apply dazed to the target. This effect lasts until the end of the round.

A spell to manipulate light into illusions, confusing the enemy.




Leap of Wind  Spell (Wind)

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 3

Max SL: 1

Usage Requirements: —

Effect: Enter flight form and perform combat movement. You may choose to only enter flight form and not conduct any movement. This flight form lasts until the end of the Main Process.

A spell to soar through the air with the power of wind.




Magic Counter  Spell (Light)

Timing: Reaction

Check: Magic check

Target: Single

Range: Vision

Cost: 10

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Use a magic check for your reaction check against special attacks or spells used by the target. If you win the opposition check, the attack the target was attempting to use on you fails.

A spell to use mana bullets of light to intercept magic or breath.




Magic Staff Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: Equipped with a blunt weapon

Effect: Effective while equipped with a weapon of Type: Blunt and Equip Slot: Both. Add SL × 3 to the damage of magic attacks you make.

The skill to blend your staff usage with your incantations to boost your magic’s power.




Magical Enhancement Skill II

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: 3

Max SL: 3

Usage Requirements: —

Effect: Requires 5 levels of Magical Enhancement Skill. Add SL to the total score of checks you make. This effect lasts until the end of the Main Process.

A skill to temporarily boost your body, senses, and speed of thought via mana.




Magical Knowledge Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Takes effect when you’ve acquired at least 4 general skills of Type: Spell. General skills and Wizard skills you use cost 1 less (minimum 1).

The skill to understand the general concepts of magic through studying beginner-level spells.




Magical Maintenance Skill

Timing: Cleanup Process

Check: Auto success

Target: Self

Range: —

Cost: See Effect

Max SL: 1

Usage Requirements: —

Effect: Choose one skill of Type: Spell you used this round that lasts until the end of the round. Its effect will not expire at the end of the round and will instead last until the end of the next round. This skill’s cost is 2 × the cost of the chosen skill.

The skill to maintain the effects of a spell you’ve cast.




Mana Convergence II

Timing: Mana Convergence

Check: Auto success

Target: Self

Range: —

Cost: 2

Max SL: 1

Usage Requirements: —

Effect: Requires 3 levels of Mana Convergence. Use at the same time as Mana Convergence. Add an additional 2d6 to damage and change the magic attack to have Target: Single*. This effect lasts until the end of the Main Process.

The skill to focus the mana you gather with Mana Convergence onto a single target.




Paralyze   Spell

Timing: Major action

Check: Magic check

Target: Single

Range: 20

Cost: 7

Max SL: 1

Usage Requirements: —

Effect: Intimidates and throws a target off-balance. If the GM permits it, you can make it so the target can’t move at all.

The skill to paralyze a target using mana.




Weakness Focus Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: When you make a magic attack against a target afflicted with a debuff, add SL × 5 to that attack’s damage.

The skill to focus your magic to bring a weakened enemy to its knees.




Thief

The new skills for Thieves make a variety of new fighting styles possible, such as allowing one to focus their attacks on a single enemy or making it easier to dodge enemy attacks.




Alertness Skill

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: 2

Max SL: 3

Usage Requirements: —

Effect: Add SL × 2 to the total score of dodge checks. This effect lasts until the end of the round.

The skill to observe your enemy’s movements and ready yourself to deal with any attack they can throw at you.




Bind II

Timing: Cleanup Process

Check: Auto success

Target: See Effect

Range: See Effect

Cost: 8

Max SL: 5

Usage Requirements: Equipped with a whip

Effect: Requires 5 levels of Bind. Inflict SL × 5 points of HP Loss against a target you have used Bind on.

The skill to strengthen the grip of your coiling whip and deal damage.




Binding Skill

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 1

Usage Requirements: Using a whip

Effect: Whenever you deal at least 1 point of HP damage to a target with a weapon attack, they are now asleep. If the target is already asleep, they instead take 5 points of HP Loss. This effect lasts until the end of the Main Process.

The skill to bind your opponents using coiling, snakelike attacks.




Boomerang Edge

Timing: Major action

Check: Hit check

Target: Single

Range: Weapon

Cost: 3

Max SL: 5

Usage Requirements: Using a dagger

Effect: Make a ranged attack by throwing. Add SL × 4 to this attack’s damage. The weapon you used for the attack returns to your hand and is now equipped. Even if the weapon you used cannot ordinarily be thrown, you can throw it here.

The skill to hurl your dagger as an attack. The thrown dagger will loop back around and return to your hand.




Concealment Enhancement

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: Stealth

Effect: Requires 1 level of Concealment Skill. Takes effect when making an opposition check against a character. Add SL+1 to the total score of checks you make while stealthed.

The skill to freely move about while staying hidden. Naturally, this makes you harder to spot.




Crush Guard

Timing: Major action

Check: Hit check

Target: Single

Range: 20m

Cost: 7

Max SL: 5

Usage Requirements: —

Effect: Make a weapon attack against the target. This attack doesn’t deal damage during the damage roll step. Instead, it subtracts SL × 5 from the target’s Physical Defense (minimum 0). This effect lasts until the end of the turn.

The skill to temporarily break an opponent’s defenses and give allies an opportunity to strike.




Finish Off Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: If the target of a close-combat attack you make is afflicted with a debuff, add SL × 5 to that attack’s damage.

The skill to really put the pressure on an already-weakened target.




Lucky Fever

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Add your Luck to the result of drop rolls you make. This can be used on any effects that trigger a drop roll, such as skills like Steal.

The skill to pluck forth higher-quality loot based on your own luck.




Mach Rush

Timing: Major action

Check: Hit check

Target: Single*

Range: Weapon

Cost: 2

Max SL: 1

Usage Requirements: —

Effect: Requires 1 level of Speed Rush. Make a physical attack against the target. Add (Speed Rush SL) × 3 damage to that attack.

The skill to focus on a single enemy and attack them with a barrage of blinding strikes.




Snake Wire

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: You may treat “Equipped with a whip” or “Using a whip” as “Equipped with a dagger or whip” or “Using a dagger or whip” on any skill you’ve learned.

The skill to fasten daggers to ropes and strikes and use them for whip skills.




Technical Skill II

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: Using chosen weapon(s); once per Scene

Effect: Requires 3 levels of Technical Skill. Takes effect when making a weapon attack using the weapon(s) chosen for Technical Skill. Add SL × 10 damage to that weapon attack. This effect lasts until the end of the Main Process, and when the effect expires, you lose all weapons used in the attack.

The skill to surpass the limits of your weaponry and deliver a super-effective strike. A skill you can use only because of your keen understanding of a type of weapon.




Trap Handling Skill

Timing: Before check

Check: Auto success

Target: Single

Range: Close

Cost: 4

Max SL: 3

Usage Requirements: —

Effect: Affects checks demanded by a trap that has been triggered. Add SL+2 to the total score of the check made by the target.

The skill to quickly deal with a trap that has already been sprung.




Winding Maneuver

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 1

Usage Requirements: Using a dagger or whip

Effect: If you make a weapon attack and it does at least 1 point of HP damage to the target(s), inflict the target(s) with dazed. This effect lasts until the end of the Main Process.

The skill to use attacks with complicated trajectories to confuse your opponents.




Wire Action

Timing: Before check

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 1

Usage Requirements: Equipped with a whip; SL times per scenario

Effect: Add 3 to the total score of jumping checks, scaling checks, and any Agility check.

The skill to cleverly use whips or ropes to perform acrobatic feats and dodge attacks.




Wire Action II

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Equipped with a whip

Effect: Requires 3 levels of Wire Action. Change your acquired Wire Action skill to have Target: Single and Range: Close.

The skill to cleverly use whips or ropes to help your allies as well.




Archer

Archer is a class skilled in wielding bows. They can snipe enemies without ever letting them get close. Their new skills involve supporting their allies or diverting enemy attention with bow attacks.




Arrow Shower

Timing: Major action

Check: Hit check

Target: Range (Choose)

Range: Weapon

Cost: 3

Max SL: 1

Usage Requirements: Using a bow

Effect: Performs a ranged attack against the target(s).

Critical: Add dice

The skill to loose a volley of arrows upon a clump of enemies.




Foresight II

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Using a bow

Effect: Requires 5 levels of Foresight. Effective during the effects of Foresight. Add 1d6 to ranged attack hit checks.

The skill to push your Foresight further and perform very precise, surgical ranged attacks against a target.




Close-Ranged Attack Skill

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 3

Max SL: 1

Usage Requirements: —

Effect: You can make ranged attacks against target characters you are currently Engaged with. This effect lasts until the end of the Main Process.

The skill to conduct ranged attacks against close-up opponents.




Curved Shot Skill

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: 3

Max SL: 1

Usage Requirements: Using a bow

Effect: Subtract 1d6 from the dodge check of the target of your ranged attack. This effect lasts until the end of the Main Process.

The skill to adjust the timing of your shot or your posture to fire in a way that’s harder to avoid.




Distant-Ranged Attack Skill

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 3

Usage Requirements: —

Effect: Add (SL × 10)m to the range of ranged attacks you make and add 2 to the total score of their hit checks. This effect lasts until the end of the Main Process.

The skill to fire at distances surpassing the range of your weapon.




Diversionary Fire

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 5

Max SL: 1

Usage Requirements: Equipped with a bow

Effect: Perform combat movement. If you use this effect to perform movement, add 1d6 to hit checks. This effect lasts until the end of the round.

The skill to fire off diversionary shots while running, making the enemy flinch and making it easier to avoid their attacks.




Double Shot

Timing: Major action

Check: Hit check

Target: 2 targets

Range: Weapon

Cost: 6

Max SL: 1

Usage Requirements: Using a bow

Effect: Make a ranged attack against the targets.

Critical: Add dice

The skill to release two arrows at once, attacking two targets at the same time.




Interception Skill

Timing: After damage roll

Check: Auto success

Target: Single

Range: 10m

Cost: 4

Max SL: 1

Usage Requirements: Equipped with a bow; once per defense

Effect: Affects ranged attacks, magic attacks, and special attacks. Reduces the damage taken by the target. Subtract (Equipped Type: Bow Weapon Attack Power ÷ 2) from the damage the target receives.

The skill to hit projectiles and magic with your arrows to weaken them.




Leg Shot Skill

Timing: Major action

Check: Auto success

Target: Single

Range: Weapon

Cost: 5

Max SL: 5

Usage Requirements: —

Effect: Makes a ranged attack against the target. If you deal at least 1 point of HP damage, subtract SL × 5 from the target’s Movement (minimum 0). This effect lasts until the end of the round.

Critical: Add dice

The skill to fire at the target’s legs (or whatever serves as a leg) and hamper their movement.




Magic Bullet Skill

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: 8

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Use at the same time as a ranged attack. The target(s) of that attack cannot use Cover, or any skills or items that use Cover.

The skill to kill your prey for sure without letting them get away.




Rapid Fire Skill

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 5

Usage Requirements: Using a bow; once per Scene

Effect: Changes your ranged attacks to have Target: Single* and add SL × 5 to their attacks. This effect lasts until the end of the Main Process.

The skill to fire a rapid volley of arrows at a single enemy.




Second Arrow

Timing: After damage roll

Check: Auto success

Target: Single

Range: Weapon

Cost: —

Max SL: 3

Usage Requirements: Equipped with a bow; once per scenario

Effect: Usable immediately after dealing at least 1 point of HP damage to a target with an attack. When you use this, choose one Type: Bow weapon you have equipped. This skill’s Range becomes the same as the chosen weapon’s. Deal (Chosen Weapon’s Attack Power) points of HP Loss to the target. You may not use this on an attack another player makes.

The skill to use a ranged weapon to make a follow-up attack on a wounded enemy.




Sure Hit Skill

Timing: Before check

Check: Auto success

Target: Self

Range: —

Cost: 20

Max SL: 1

Usage Requirements: Using a bow; once per scenario

Effect: Use immediately before a ranged attack hit check. The reaction check against that attack will always fail, and no skills or items with Timing: Reaction can be used.

The skill to make a ranged attack with your bow that will always hit its mark.




Quickfire Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Add SL × 3 to the Action Modifier of your currently equipped weapon of Type: Bow (at most ±0).

The skill to wield your bow with nimble agility.




Weapon Skill: Bow

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Using a bow

Effect: Add 1d6 to hit checks using your weapon. You cannot apply more than one Weapon Skill at the same time.

A skill representing your mastery of the bow.




Elemental Master

Elemental Masters can call upon spirits to bolster their elemental powers. Because of their unique characteristics, most of their skills are pointless without a way to use the power of the elements. Some of these new skills are also effective when combined with the elements of ally attacks.




Place Spirit II

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Requires 3 levels of Place Spirit. When you acquire this, choose one ability score. While under the effects of Place Spirit used by you, add 2 to the total score of checks using the chosen ability score.

The skill to have a summoned spirit aid you in your task.




Spirit Assimilation  Spell

Timing: Setup Process

Check: Magic check

Target: Self

Range: —

Cost: 4

Max SL: 3

Usage Requirements: SL times per Scene

Effect: When you use this, choose one element. Affects magic damage of the chosen element. Add 2d6 to attack damage. In addition, change yourself to Element: Chosen Element. This effect lasts until the end of the round.

Critical: Costs 0

The skill to incorporate a summoned spirit into your body.




Spirit Attack  Spell (See Effect)

Timing: Major action

Check: Magic check

Target: Single

Range: 20m

Cost: 5

Max SL: 1

Usage Requirements: —

Effect: Usable during the effects of Place Spirit. Make a magic attack against the target. This attack’s damage is 2d6+10 magic damage of the element chosen for Place Spirit. This skill is treated as Type: Spell (element decided for the in-effect Place Spirit).

Critical: Add dice

A skill that makes a summoned spirit attack.




Spirit Barrier  Spell

Timing: After damage roll

Check: Auto success

Target: Single

Range: Close

Cost: 7

Max SL: 3

Usage Requirements: —

Effect: Usable during the effects of Place Spirit. Reduces damage. Subtract (SL × 2)d6 from damage the target receives. After using this, the effects of the Place Spirit affecting you are lost.

The skill to use a spirit as a shield to block attacks.




Spirit Dance

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: 6

Max SL: 1

Usage Requirements: —

Effect: When you acquire this, choose one element. Affects magic damage of the chosen element. Increases damage. Add your Mind to the magic damage of the chosen element. This effect lasts until the end of the Main Process. Write this skill down as Spirit Dance: Light or the like. You can acquire this skill multiple times for different elements.

The skill to temporarily amplify your elemental power via spirit.




Spirit Energization   Spell

Timing: After check

Check: Auto success

Target: Self

Range: 20m

Cost: 4

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Use immediately after the target makes a check. Designate one element. Subtract 2 from the total check score. If the designated element is the target’s element, subtract 3 from the total check score instead.

The skill to order your spirit to interfere with an opponent’s actions.




Spirit Exchange

Timing: Initiative Process

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 1

Usage Requirements: Once per round

Effect: Usable during the effects of Place Spirit. When you use this, choose one element. Change the element chosen for a Place Spirit you are currently under the effects of to the element you chose when you used this skill.

The skill to exchange a summoned spirit for one of a different element.




Spirit ImbuementSpell (See Effect)

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: 3

Max SL: 1

Usage Requirements: —

Effect: Usable during the effects of Place Spirit. Changes the damage of weapon attacks you make to magic damage of the element chosen for Place Spirit. This effect lasts until the end of the Main Process. This skill is treated as Type: Spell (element decided for the in-effect Place Spirit).

The skill to borrow the power of your placed spirit and wreathe your weapon in fire, ice, lightning, etc.




Spirit Imbuement IISpell (See Effect)

Timing: Major action

Check: Magic check

Target: Single

Range: 20m

Cost: 4

Max SL: 1

Usage Requirements: —

Effect: Requires 1 level of Spirit Imbuement. Usable during the effects of Place Spirit. Changes the damage of weapon attacks made by the target to magic damage of the element chosen for Place Spirit. This effect lasts until the end of the Scene or the Place Spirit is dispelled.

The skill to wreathe an ally’s weapon in the power of a summoned spirit.




Spirit Magic

Timing: Place Spirit

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Use at the same time as Place Spirit. Choose one general skill of Type: Spell (element chosen as you’re using Place Spirit). You acquire the chosen skill and can use it for 0 cost. You cannot choose skills that have conditions for acquiring them. This effect lasts until the end of the Scene or the Place Spirit you’re using is dispelled.

The skill to borrow basic magic power from a summoned spirit.




Spirit Mana

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: When you acquire this, choose one element. Subtract SL from the cost of skills of Type: Spell of the chosen element. Write this skill down as Spirit Mana: Light or the like. You can acquire this skill multiple times for different elements.

The skill to draw mana from a summoned spirit.




Spirit Protection  Spell

Timing: Major action

Check: Magic check

Target: Single

Range: Close

Cost: 3

Max SL: 5

Usage Requirements: —

Effect: When you use this, choose one element. Affects the magic damage of the chosen element. Increases damage dealt. Add SL × 3 to the damage you deal to the target. This effect lasts until the end of the Scene.

Critical: Costs 0

The skill to grant spiritual protection to yourself or your allies, bolstering the power of a specific element.




Spirit Simultaneous Attack

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 5

Max SL: 5

Usage Requirements: —

Effect: Changes the target of the magic attack of a Spirit Attack you use to Target: Scene ([SL+1] targets). You cannot choose characters outside of its range as a target.

The skill to have a spirit take down multiple targets at once.




Spirit Support  Spell

Timing: Setup Process

Check: Magic check

Target: Single

Range: 20m

Cost: 7

Max SL: 1

Usage Requirements: —

Effect: When you use this, choose one element. Effective on Type: Spell skills of the chosen element used by the target. Add 1d6 to magic checks. This effect lasts until the end of the Scene or the target performs movement, whichever comes first.

Critical: Costs 0

The skill to summon and place a spirit that supports a target’s magic. When the spirit and target get too far away, the link between them is lost.




Stabilize Position

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 3

Usage Requirements: SL times per Scene

Effect: Effective during the effects of Place Spirit. Use immediately before a skill, item, or trap effect causes you to move. The effect negates the movement.

The skill to dig your heels in, supported by a spirit.




Creator

Creators fight by using magic circles—traps made with mana. Their new skills don’t only include obstructions; they also support allies and make it more difficult for enemies to move.




Accuracy Interference Skill

Timing: Before check

Check: Auto success

Target: Single

Range: Vision

Cost: 6

Max SL: 3

Usage Requirements: Once per round

Effect: Use immediately before the target makes a hit check for an attack. Subtract SL × 2 from the total score of that check.

The skill to use a magic circle to interfere with a target’s attacks.




Assault Circle

Timing: Before damage roll

Check: Auto success

Target: Single

Range: 20m

Cost: 7

Max SL: 5

Usage Requirements: Once per round

Effect: Use immediately before a damage roll for an attack the target makes. Increases damage for the target. Add (SL)d6 to that attack’s damage. You roll the extra dice for this skill’s effect. You cannot choose yourself as the target of this skill.

The skill to increase damage using a magic circle in accordance with your allies’ attacks.




Booby Trap II

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Effective during the effects of Booby Trap. Add (SL)d6 to the damage of attacks you make.

The skill to embed a mechanism into a Booby Trap magic circle that will increase your attack power.




Cover Construction Skill

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 7

Max SL: 3

Usage Requirements: —

Effect: Add SL × 2 to the total score of dodge checks you make. This effect cannot be applied to attacks from enemies in the same Engagement as you. This effect lasts until the end of the Scene or you perform movement, whichever comes first.

The skill to use a magic circle to cause the ground to ripple, creating a wall to block attacks from distant locations.




Create Earth Golem  Spell

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: 7

Max SL: 5

Usage Requirements: —

Effect: Creates the weapon below and equips it. This item disappears at the end of the Scene.

Type: Golem

Level: 1

Weight: 0

Hit Mod: ±0

Atk Power: INT+(SL × 3)

Action Mod: -5

Range: Close

Equip Slot: Both

The skill to build a golem from the ground.




Defense Interference Skill

Timing: Before check

Check: Auto success

Target: Single

Range: Vision

Cost: 8

Max SL: 3

Usage Requirements: Once per round

Effect: Use immediately before the target makes a reaction check. Subtract SL × 2 from the total score of that check.

The skill to use a magic circle to interfere with an opponent’s defensive actions.




Golem Assault  Spell

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 3

Max SL: 5

Usage Requirements: Using a golem

Effect: Weapon attacks become Range: (SL × 5)m and you can perform them against targets you aren’t Engaged with. This effect lasts until the end of the Main Process.

The skill to order your golem to make an assault.




Golem Combat

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 5

Usage Requirements: Using a golem

Effect: Add SL+1 to hit checks when using a weapon.

The skill to have your golem attack.




Golem Defense  Spell

Timing: After damage roll

Check: Auto success

Target: Single

Range: 5m

Cost: 6

Max SL: 1

Usage Requirements: Equipped with a golem

Effect: Reduce damage. Use immediately after a damage roll for damage you receive. Subtract (Equipped Type: Golem Weapon Attack Power ÷ 2) from that damage.

The skill to have your golem block attacks.




Maintain Golem  Spell

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: 7

Max SL: 1

Usage Requirements: Equipped with a golem

Effect: Use at the end of a Scene. Your equipped Type: Golem item does not disappear at the end of the Scene.

The skill to channel your mana into a golem and extend its duration.




Sealing Circle

Timing: Setup Process

Check: Auto success

Target: Single

Range: 20m

Cost: 6

Max SL: 1

Usage Requirements: Once per Scene

Effect: Block the Engagement the target is in. The target can refuse this effect. This effect lasts until the target performs movement, they are knocked out, or they die, whichever comes first.

The skill to create a wall of light using a magic circle to hamper movement. Because a light wall can’t completely close a path by itself, this skill demands coordination with the target.




Slowing Circle

Timing: Setup Process

Check: Auto success

Target: Single

Range: 20m

Cost: 6

Max SL: 3

Usage Requirements: SL times per Scene

Effect: Subtract 2d6 from the target’s Action Points. This effect lasts until the end of the round.

The skill to use a magic circle to interfere with a target’s actions and slow their movement.




Trap Attack

Timing: Major action

Check: Perception

Target: Single

Range: 20m

Cost: 5

Max SL: 5

Usage Requirements: —

Effect: Make a special attack against a target. This attack’s hit check is a Perception check, and its damage is (SL+1)d6+10+CL physical damage.

Critical: Add dice

The skill to use a magic circle bolstered with lethal power to make a direct attack.




Trap Combo

Timing: Major action

Check: Auto success

Target: Self

Range: —

Cost: 10

Max SL: 1

Usage Requirements: Once per round

Effect: Requires 5 levels of Trap Attack. Use Trap Combo and a Timing: Major action skill. You can decide what order you use them in. You may choose the same target for both, or separate targets.

The skill to weave Trap Attack into your motions.




Trap Lure Skill

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Add SL × 2 to the total score for hit checks on attacks. This effect lasts until the end of the round.

The skill to use a magic circle trap to press an enemy toward a location that will make it easier to land your attacks.




Swordfighter

Swordfighters excel wielding swords of all kinds, like daggers, long swords, and two-handed swords. Their new skills can block attacks and make critical hits easier to land when attacking with a sword.




Alertness Skill

Timing: Cleanup Process

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Effective only on Swordfighter skills with “Usage Requirements: n times/once/etc. per Scene.” When you use this, choose one skill. Recover one use of that skill. This effect cannot raise a skill’s uses above its limit.

A skill that makes it possible to use Swordfighter skills again and again. Don’t let your spirit wane after your attacks—just set up for the next technique.




Cut Down

Timing: Reaction

Check: Hit check

Target: Single

Range: Vision

Cost: 6

Max SL: 3

Usage Requirements: Using a dagger, long sword, or two-handed sword; once per scenario

Effect: Make your reaction check to the target’s ranged attack or magic attack with a hit check using your currently equipped weapon. If you win the opposition check, the target’s attack against you fails.

The skill to use a sword strike to deflect arrows, magic, etc.




Detect Attack

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 5

Usage Requirements: —

Effect: Add SL to the total score of reaction checks made against attacks. This effect lasts until the end of the Scene or you perform movement, whichever comes first.

The skill to be constantly vigilant against attacks so that you can dodge at any time.




Flashing Blade

Timing: Before damage roll

Check: Auto success

Target: Self

Range: —

Cost: 6

Max SL: 1

Usage Requirements: Using a dagger, long sword, or two-handed sword; once per Scene

Effect: Use right before a damage roll on a close-combat attack. Change the attack’s damage to void magic damage.

The skill to create a blade of invisible energy to surround your real blade.




Kamaitachi Skill

Timing: Major action

Check: Hit check

Target: Single

Range: See Effect

Cost: 4

Max SL: 3

Usage Requirements: Using a dagger, long sword, or two-handed sword

Effect: Makes a close-combat attack against the target. The attack’s range becomes Range: (SL × 10)m and can be made against targets not Engaged with you.

Critical: Add dice

The skill to swing your sword so fast it creates a shock wave, capable of attacking distant opponents.





Kenjutsu Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 5

Usage Requirements: Using a dagger, long sword, or two-handed sword

Effect: Add SL+1 to the total score of hit checks on attacks using a weapon.

A skill showing your mastery in wielding swords and katanas of all kinds in battle.




Passing Strike Skill

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: 7

Max SL: 3

Usage Requirements: Using a dagger, long sword, or two-handed sword; SL times per Scene

Effect: Use right after a close-combat attack made against a character in the same Engagement as you. Perform withdrawal.

The skill to pass by your target’s side as you attack.




Protean Blade

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 1

Usage Requirements: Using a dagger, long sword, or two-handed sword; once per Scene

Effect: If you roll at least one 6 on the hit check for a weapon attack, that attack becomes a critical. Add the normal amount of dice to your damage roll (for one 6, add 1d6; for 2, add 2d6). This effect lasts until you roll a critical on the hit check for one of your attacks or the Scene ends, whichever comes first.

The skill to deal lethal blows, never letting your opponent predict where your sword will go next.




Quick-Draw Technique II

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Using a dagger, long sword, or two-handed sword

Effect: Requires 3 levels of Quick-Draw Technique. Effective during the effects of Quick-Draw Technique. Whenever you perform a close-combat attack, calculate the damage as if the target of your attack has 10 less Physical Defense and Magic Defense (minimum 0).

The skill to attack with a fierce iai quick-draw. Its power can slice through metal armor like rags.




Sword Pressure

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: 6

Max SL: 3

Usage Requirements: Using a dagger, long sword, or two-handed sword

Effect: Increases damage. Add SL × 3 to the damage of weapon attacks. In addition, if you deal at least 1 point of HP damage to the target with such an attack, apply intimidated to the target. This effect lasts until the end of the Main Process.

The skill to emanate a murderous aura alongside your attacks to intimidate your enemies.




Sword Protection Skill

Timing: After damage roll

Check: Auto success

Target: Self

Range: —

Cost: 3

Max SL: 1

Usage Requirements: Using a dagger, long sword, or two-handed sword; once per defense

Effect: When you use this, choose one equipped Type: Dagger, Type: Long Sword, or Type: Two-Handed Sword. Reduces damage. Subtract (Chosen Weapon’s Attack Power ÷ 2) from the damage you take.

The skill to bat away attacks with your sword, parrying and defending yourself.




Sword Training Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Add SL × 2 to the Action Mod on any equipped dagger, long sword, or two-handed sword (maximum ±0).

The skill to hone your swordsmanship and cut out any excess movements.




Two Steps Ahead Skill

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: 5

Max SL: 1

Usage Requirements: Using a dagger, long sword, or two-handed sword; once per Scene

Effect: Requires 3 levels of Quick-Draw Technique. Use against a character in the ready state (who also hasn’t declared they will wait). Add (Quick-Draw Technique SL) × 3 to the damage of weapon attacks. This effect lasts until the end of the round.

The skill to predict how an opponent will move and to launch a preemptive strike against them.




Weapon Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Using chosen weapon

Effect: Add 1d6 to hit checks using your weapon. You can’t apply more than one Weapon Skill at the same time.

A skill to show your mastery over a weapon. Some adventurers refer to this skill by the weapon itself, calling it something like “One-Handed Sword Skill” or “Dagger Skill.”




Windless Blade

Timing: Before damage roll

Check: Auto success

Target: Self

Range: —

Cost: 5

Max SL: 3

Usage Requirements: Using a dagger, long sword, or two-handed sword; once per Scene

Effect: Usable right before a damage roll when you roll a critical for your hit check on a weapon attack. Increases damage. Add SL × 10 to that attack’s damage.

The skill to slash so sharply it doesn’t create any wind, dealing more effective, more lethal strikes.




Knight

Knights are the embodiment of pride, honor, and chivalry. Their oaths and honor allow them to increase their strength. Other new skills include those that allow them to fight with a shield.




Chivalry Skill

Timing: Before damage roll

Check: Auto success

Target: Single

Range: Close

Cost: 3

Max SL: 1

Usage Requirements: Once per defense

Effect: Covers a target. You can Cover them even after you’ve already acted, and Covering them doesn’t count as your action. If this skill’s target is the target of an Oath Skill, treat this skill as if it has Range: 20m.

The skill to risk life and limb to protect those who need protection.




Closed Guard

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Effective only when the Engagement you are in is blocked. Add SL × 3 to your Physical Defense and Magic Defense. This effect does not apply when you Cover another character.

The skill to stick to defense even in tight places.




Command Skill

Timing: Setup Process

Check: Auto success

Target: Range (Choose)

Range: Close

Cost: 7

Max SL: 3

Usage Requirements: —

Effect: Add 3 to the damage of attacks made by the target. This effect lasts until the end of the round.

The skill to deliver effective instructions to your allies during combat.




Eradication Skill II

Timing: Before check

Check: Auto success

Target: Self

Range: —

Cost: 9

Max SL: 3

Usage Requirements: SL times per Scene

Effect: Requires 3 levels of Eradication Skill. Usable during the effects of an Eradication Skill you use. Use right before a hit check on a weapon attack. Add 2d6 to that check.

The skill to use your oath of eradication to deliver a limit-breaking attack.




Escort

Timing: Move action

Check: Auto success

Target: See Effect

Range: See Effect

Cost: 4

Max SL: 1

Usage Requirements: Once per round

Effect: Choose one character you’re Engaged with. Perform combat movement. The chosen character immediately moves to the same Engagement as you. The target can refuse this effect.

The skill to stand beside those who need protection and get them to safety.




Heroic Combat

Timing: Major action

Check: Hit check

Target: Single

Range: Weapon

Cost: 5

Max SL: 3

Usage Requirements: —

Effect: Makes a close-combat attack against the target. Add SL × 3 to that attack’s damage. If the target is a mob enemy, add Level × 5 to that attack’s damage instead.

Critical: Add dice

The skill to fight multiple enemies at once.




Imposing Stance

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 1

Usage Requirements: —

Effect: Block the Engagement you’re currently in. This effect lasts until you perform movement, get knocked out, or die.

The skill to stand in the way of an enemy’s path.




Indomitable Resolve

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 3

Usage Requirements: —

Effect: Increases damage. Add SL × 2 to the damage of weapon attacks and SL × 2 to your Physical Defense. This effect lasts until the end of the Scene. However, if you perform withdrawal, you will be unable to receive the effects of Indomitable Resolve until the scenario is over.

The skill to swear you’re determined to fight things through, never retreating.




Oath Enhancement: Rousing

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Effective only when the target of an Oath Skill you use is in the same Scene as you. Subtract SL from the cost of skills you use (minimum 1).

The ability to use Oath Skill to rouse yourself to use even more skills.




Oath Enhancement: Defending

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Effective only when the target of an Oath Skill you use is in the same Scene as you. Add SL × 2 to your Physical Defense and Magic Defense.

The skill to use Oath Skill to heighten your defenses.




Oath Support: Encouraging

Timing: Before check

Check: Auto success

Target: Single

Range: Scene

Cost: —

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Effective only on the target of an Oath Skill. Use right before the target makes a check. Add 1d6 to the total score of that check.

The skill to encourage a sworn ally and grant them abilities beyond what they normally possess.




Oath Support: Substituting

Timing: See Effect

Check: Auto success

Target: Self

Range: Scene

Cost: —

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Use right after the target of an Oath Skill is afflicted with a debuff. Heal that target’s debuff, then apply that debuff to yourself. If they were afflicted with multiple debuffs, apply all of them to you.

The skill to substitute yourself into a crisis faced by a sworn ally.




Rally Skill

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: 7

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Effective only during the effects of an Oath Skill. Move to the same Engagement as the target of your Oath Skill. Ignore other Engagements and blocks for this movement.

The skill to respond to your sworn ally’s crisis or summons and rally to their side.




Shield Crush

Timing: Before damage roll

Check: Auto success

Target: Self

Range: —

Cost: 3

Max SL: 1

Usage Requirements: Equipped with a shield

Effect: Use right before a damage roll on a close-combat attack. Add one (Equipped Type: Shield’s Weight) to that attack’s damage.

The skill to use your shield to deal a follow-up strike after an attack.




Shield Defense Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: Equipped with a shield

Effect: Add SL to Physical Defense and add SL × 2 to Magic Defense.

The skill to deftly use your shield to provide more effective defense.




Lancer

Lancers are a spear-fighting class. Aside from new offensive skills, there are also new skills that utilize the spear to move or block damage.




Anti-Air Skill

Timing: Move action

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Effective only when the target of an attack is in a flying state. Add SL × 5 to the damage of your weapon attacks. If such an attack deals at least 1 point of HP damage, deactivate the target’s flying state. This effect lasts until the end of the Main Process.

The skill to take advantage of your spear’s reach to swat flying enemies out of the air.




Battle of Length

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 3

Max SL: 1

Usage Requirements: Using a spear

Effect: You can now perform close-combat attacks on targets you are not Engaged with. Those attacks have a range of 5m. This effect lasts until the end of the Main Process.

The skill to use your spear’s length to deliver attacks to faraway enemies.




Diversion II

Timing: Diversion

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 1

Usage Requirements: Once per Scene

Effect: Requires 3 levels of Diversion. Use at the same time as Diversion. Subtract 1d6 from checks on major actions made by the target of Diversion. This effect lasts until the end of the round.

The skill to use diversionary thrusts to disrupt the enemy’s combat maneuvers.




Heavy Thrust

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 10

Max SL: 3

Usage Requirements: Using a spear; SL times per scenario

Effect: Changes a weapon attack to have Target: Single* and add (Weight of Weapon Being Used) to its damage (maximum +20). This effect lasts until the end of the Main Process.

The skill to heave all the weight of your spear into a single thrust.




Jumping Movement

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: 6

Max SL: 3

Usage Requirements: Equipped with a spear; SL times per Scene

Effect: Enter a flying state and perform combat movement. You may choose only to enter a flying state and not perform any movement. Your flying state lasts until this movement ends.

The skill to leverage your spear to leap high into the air.




Lance Style: Heavy

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: Equipped with a spear (two-handed)

Effect: Add 3 to your Physical Defense and SL × 2 to your Magic Defense.

A skill for specializing in two-handed spear combat. You use your spear to parry attacks. You can even deflect magic with the gusts you can produce with your spear.




Lance Style: Light

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: Equipped with a spear (one-handed)

Effect: Add 2 to the total score of dodge checks and SL × 2 to the damage of weapon attacks.

A skill for specializing in one-handed spear combat. You can perform effective attacks with precise motions. You can also skillfully dodge attacks using your spear.




Multiple Lancing

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Equipped with a spear

Effect: Effective only when you are equipped with a single weapon. Add 2 to that weapon’s Atk Power. In addition, you may use and apply skills with Usage Requirements “Equipped with a one-handed weapon,” “Using a one-handed weapon,” “Equipped with a two-handed weapon,” and “Using a two-handed weapon” regardless of the weapon’s equip slot.

The skill to deftly shift your spear from one hand to the other during combat.




Swift Thrust

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: 5

Max SL: 1

Usage Requirements: Using a spear

Effect: Adds Perception to the damage of your weapon attacks. This effect lasts until the end of the Main Process.

The skill to predict an enemy’s movements and deliver an effective thrust.




Spiral Thrust

Timing: Before damage roll

Check: Auto success

Target: Single

Range: Close

Cost: 7

Max SL: 3

Usage Requirements: Using a spear; once per Scene

Effect: Use right before a damage roll for a weapon attack you make. Skills and items with damage-reducing effects will not be applied to that attack. In addition, calculate the attack’s damage as though the target’s Physical Defense and Magic Defense were SL × 4 less.

The skill to twist and turn your thrusts, piercing through barriers and defenses.




Spear Sense

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Equipped with a spear

Effect: Add 2 to your Perception.

A skill representing the well-honed nerves you need to be conscious even of the very tip of a long spear.




Spear Turn

Timing: After damage roll

Check: Auto success

Target: Self

Range: —

Cost: 6

Max SL: 3

Usage Requirements: Equipped with a spear; SL times per Scene

Effect: Reduces damage. Subtract 3d6 from magic damage you take.

The skill to whirl your spear around to block magic.




Weapon Skill: Spear

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Using a spear

Effect: Add 1d6 to your hit checks using spears. You cannot apply more than one Weapon Skill at the same time.

A skill representing your mastery over the spear.




Windmill

Timing: Major action

Check: Hit check

Target: Range (Choose)

Range: Weapon

Cost: 5

Max SL: 3

Usage Requirements: Using a spear

Effect: Makes a weapon attack against the target(s). If you target at least two mob enemies, add SL × 2 to the damage.

The skill to fight against hordes using the long shaft of your spear.




Zone of Lancer

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 1

Usage Requirements: Equipped with a spear

Effect: Blocks the Engagement you’re currently in. This effect lasts until you perform movement, are knocked out, or die.

The skill to take advantage of your spear’s reach to hamper enemy movement.




Rune Knight

Rune Knights use magical runes in combat. By consuming gems, they can increase their attack power and protect allies with these new skills.




Acceleration Rune

Timing: Setup Process

Check: Auto success

Target: Single

Range: Clse

Cost: 5

Max SL: 3

Usage Requirements: —

Effect: Increases Action Points. Add SL × 2 to the target’s Action Points. This effect lasts until the end of the Scene.

The skill to use a rune to increase a target’s physical capabilities and speed up their motions.




Barrier Rune  Spell

Timing: After damage roll

Check: Auto success

Target: Range (Choose)

Range: Close

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Consumes one gem you are carrying. Reduces damage. Use right after a damage roll in which the target takes damage. Subtract (SL)d6 from that damage.

The skill to draw mana from a gemstone and use it to create a wall to block attacks.




Conversion Rune  Spell

Timing: Before damage roll

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Effective only on magic damage. Use right before a damage roll for an attack. Consumes one gem in your possession. Increases damage. Add 2d6 to that attack’s damage.

The skill to draw mana from gemstones to heighten your attack power.




Curse Rune

Timing: Major action

Check: Hit check

Target: Single

Range: Weapon

Cost: 6

Max SL: 1

Usage Requirements: —

Effect: Makes a physical attack against the target. If the attack does at least 1 point of HP damage, subtract 1d6 from all checks the target makes for major actions. This effect lasts until the end of the round.

Critical: Add dice

The skill to use an attack to engrave a cursed rune directly into a target’s body.




Elemental Rune II

Timing: Major action

Check: Auto succes

Target: Single

Range: Close

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Requires 1 level of Elemental Rune. By using this skill, Elemental Rune can be used as Timing: Major action, Target: Single, and Range: Close. The target can refuse the effects of this Elemental Rune. If they do, the item is not consumed.

The skill to use Elemental Rune on others.




Enhancement Rune  Spell

Timing: Setup Process

Check: Magic check

Target: Self

Range: —

Cost: 5

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Choose one ability score. Add 2 to the total check on scores using the chosen ability score. This effect lasts until the end of the round.

The skill to create a rune that will enhance a specific strength.




Evil Destruction Rune  Spell

Timing: Setup Process

Check: Magic check

Target: SL targets

Range: Close

Cost: 5

Max SL: 5

Usage Requirements: —

Effect: When you use this, choose one debuff. The chosen debuff cannot be applied to the target. This effect lasts until the end of the round.

Critical: Costs 0

The skill to create a rune to ward off curses and misfortune.




Gem Protection Skill

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: 5

Max SL: 5

Usage Requirements: SL × 2 times per scenario

Effect: Use at the same time as another Rune Master skill. You can use that skill without consuming a gem, but still receive the same effects as if you had.

The skill to manipulate runic forces to prevent gems from being destroyed.




Grand Rune

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Requires 5 levels of Weapon Rune or 5 levels of Armor Rune. Use at the same time as Weapon Rune or Armor Rune. Calculate the effects of that skill as though its SL was 2 greater. (This can exceed the skill’s Max SL.)

The skill to amplify the effects of your runes and engrave more complex, unique ones.




Healing Rune  Spell (Light)

Timing: Major action

Check: Magic check

Target: Single

Range: Close

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Effective only on characters without Type: Darkness. Consume one diamond (here of Konosuba TRPG). Recover HP. The target recovers 5d6+(CL × 3) points of HP. Remove one debuff from the target.

Critical: Add dice

A spell to engrave runes of healing to cure a target’s wounds.




Runic Amplification

Timing: See Effect

Check: Auto success

Target: Single

Range: Close

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Effective while the target is under the effects of Elemental Rune. Use at the same time the target makes an attack. Consume one item (the same item you consumed for the Elemental Rune you cast on the target). Change the target’s attack to have Target: Range (Choose).

The skill to make runes resonate among themselves, amplifying the elemental powers they produce.




Runic Combat

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Takes effect only while under the effects of Weapon Rune or Elemental Rune. Add SL+2 to the total score of hit checks on attacks you make.

The skill to fight while using the runes imbued in your weapon or yourself.




Runic Magic  Spell

Timing: Major action

Check: Magic check

Target: Single

Range: 20m

Cost: 6

Max SL: 1

Usage Requirements: —

Effect: Effective while under the effects of Elemental Rune that has you as the target. Makes a magic attack against the target. Its damage is 2d6+10, it deals magic damage of the element corresponding to the item you consumed for Elemental Rune, and the spell is Type: Spell (Corresponding Element). For these correspondences between items and effects, see here of Konosuba TRPG.

Critical: Add dice

The skill to use an engraved rune as a medium to draw out elemental powers and transform them into an attack spell.




Runic Stream

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: SL times per Scene

Effect: When you use this skill, use two Rune Knight skills with Timing: Setup Process. You can decide the order in which you use them. Their targets can be the same or different. You can’t use Runic Stream again, nor any other skill that increases actions in the Setup Process, in this way.

The skill to engrave multiple runes at once.




Unleash Rune

Timing: Before damage roll

Check: Auto success

Target: Single

Range: Close

Cost: 6

Max SL: 1

Usage Requirements: Once per Scene

Effect: Takes effect only while under the effects of Weapon Rune or Elemental Rune. Declare this right before the target makes a damage roll for an attack. Add 3d6 to that damage roll. After the attack, remove the effects of one of either Weapon Rune or Elemental Rune on the target. The target may refuse this effect.

The skill to unleash the runic power in your weapon and create an outpouring of energy.




General Skills

The new general skills include ones that give additional buffs for expensive Lifestyles or ones that let you wear more armor.




Acrobatics Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Effective only when your shield’s Action Mod and your armor’s Movement Mod are both ±0. Add 1 to the total score of dodge checks. You may also apply this effect when you are not equipped with either a shield or any armor.

The skill to more efficiently avoid attacks using your armor or shield.




Advanced Copy Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Adventurer

Effect: Requires at least 10 in every ability score. You may acquire skills from advanced classes even below character level 10. However, you can learn only one skill in this way for each time your character level goes up.

A skill representing the manifestation of your talents or the result of training that allows you to acquire advanced class skills.




Aesthetic Eye Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 1d6 to Intelligence checks made to appraise the worth of art or understand its authenticity. The GM decides the specific marketplace, market value, etc., of the object.

The skill to appraise works of art, such as paintings and vases, to determine their value and authenticity. You can’t evaluate their effects as items.




Armor Training Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: When you acquire this, choose Warrior, Priest, Wizard, or Thief. Write this skill down as Armor Training Skill: Warrior or the like. You can equip any shields or armor restricted to the chosen class, disregarding class equipment restrictions. However, if you have an item equipped that you wouldn’t otherwise be able to equip, subtract 1d6 from trap detection checks, trap disengaging checks, sense threats checks, and magic checks. Treat this skill as a separate skill for each class.




Artistry Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 1d6 to Dexterity checks made to paint or draw pictures. The GM can designate the difficulty level and required materials based on what you want to draw.

A skill representing your artistic talents. From landscapes to abstract art and portraits, you can depict them all the way you want.




Bad Reputation

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 1d6 to Mind checks made to threaten that involve you giving your name.

A skill representing a bad reputation known throughout town—and the Adventurers Guild—for doing things like causing collateral damage during adventures or making needless problems for others.




Bestseller

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 1d6 to Mind checks made for conversation or negotiation in which you give your own name.

A skill representing your major sales for books, music, magical items, etc. You don’t have any of the profits left from back then, but your reputation still precedes you… perhaps.




Bonus Skill: Adventurer

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Adventurer

Effect: You can acquire this only if your class is Adventurer. When you acquire this, choose one ability score. Add 1 to the chosen ability score. You cannot acquire any other Bonus Skills with this one.

An Adventurer’s bonus skill showing your further sharpening of an already-sharp ability.




Bonus Skill: Archer

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Archer; using bow

Effect: You can acquire this only if your class is Archer. Add 2 to damage from ranged attacks. You cannot acquire any other Bonus Skills with this one.

A bonus skill showing your specialization in bow-based ranged attacks.




Bonus Skill: Creator

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Creator

Effect: You can acquire this only if your class is Creator. Add 2 to damage from your attacks. You cannot acquire any other Bonus Skills with this one.

A Creator’s bonus skill showing your constant bolstering of attacks via your traps.




Bonus Skill: Elemental Master

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Elemental Master

Effect: You can acquire this only if your class is Elemental Master. When you acquire this, choose one element. Add 3 to the damage of attacks that deal magic damage of that element. You cannot acquire any other Bonus Skills with this one.

An Elemental Master’s bonus skill showing your ability to even further bring out the might of a single element.




Bonus Skill: Knight

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Knight

Effect: You can acquire this only if your class is Knight. Effective during the effects of an Oath Skill. Add 2 to your Physical Defense. You cannot acquire any other Bonus Skills with this one.

A Knight’s bonus skill showing your increase in defense alongside your oath.




Bonus Skill: Lancer

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Lancer; equipped with a spear

Effect: You can acquire this only if your class is Lancer. Add 2 to your Action Points. You cannot acquire any other Bonus Skills with this one.

A Lancer’s bonus skill showing your mastery of the spear’s range and even quicker handling of it.




Bonus Skill: Priest

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Priest

Effect: You can acquire this only if your class is Priest. Add 1 to your Mind. In addition, add 1 to the effect of any Priest skill that recovers HP. You cannot acquire any other Bonus Skills with this one.

A Priest’s bonus skill showing your specialization in mental prowess.




Bonus Skill: Rune Knight

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Rune Knight

Effect: You can acquire this only if your class is Rune Knight. Effective on magic damage only. Add 2 to the damage of attacks you make. You cannot acquire any other Bonus Skills with this one.

A bonus skill representing a Rune Knight’s ability to draw out magical powers.




Bonus Skill: Swordfighter

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Swordfighter; equipped with a dagger, long sword, or two-handed sword

Effect: You can acquire this only if your class is Swordfighter. Add 1 to the total score of hit checks made using your weapon. You cannot acquire any other Bonus Skills with this one.

A Swordfighter’s bonus skill showing your further specialization in the wielding of blades.




Bonus Skill: Thief

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Thief

Effect: You can acquire this only if your class is Thief. Add 1 to your Agility. You cannot acquire any other Bonus Skills with this one.

A Thief’s bonus skill showing your specialization in speed.




Bonus Skill: Warrior

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Warrior

Effect: You can acquire this only if your class is Warrior. Add 1 to your Strength. You cannot acquire any other Bonus Skills with this one.

A bonus skill showing your further enhanced physical abilities as a Warrior.




Bonus Skill: Wizard

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Wizard

Effect: You can acquire this only if your class is Wizard. Add 1 to the total score of Detection checks. You cannot acquire any other Bonus Skills with this one.

A Wizard’s bonus skill showing your well-honed senses.




Business Acumen Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: During Preplay, gain CL × 50 KE.

The skill to acquire temporary or additional income from some sort of business dealings.




Ceramics Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 1d6 to Dexterity checks for making tableware. The GM can set the difficulty level and required materials for what you want to produce.

The skill to create tools from earth, such as pots and tableware.




Class Master Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Choose one class from those you’ve acquired. Add 1 to the total score of checks made when using class skills from the chosen class. You cannot acquire this skill unless you have at least 10 combined levels in class skills from the chosen class. Write this skill down as Class Master Skill: Warrior or the like, and treat it as a separate skill for each class.

A skill representing your surpassing ability to wield the skills of a specific class.




Confession Skill

Timing: Free action

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Once per scenario

Effect: Recover MP. Gain +2d6 points of MP.

The skill to reveal your feelings and/or secrets, leaving you feeling refreshed.




Cooking Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 1d6 to Dexterity checks made to cook food.

A skill representing the techniques and knowledge needed to cook a variety of dishes. You can prepare feasts of plenty with this skill.




Defensive Expert Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Effective only when equipped with armor that has no class restriction. Add (Number of Equipped Armor Pieces) to your Physical Defense and Magic Defense.

The skill to comprehend the capabilities of armor and use it to defend yourself more effectively.




Efficient Defense Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 1 to your equipped shield’s Action Mod and 1 to your equipped armor’s Movement Mod (maximum ±0). If you are equipped with multiple shields or pieces of armor, apply this effect to each one.

The skill to understand the flaws in your shield and armor, then act in a way to cancel those flaws out.




Extra Equipment Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 5 to the weight limit for equipped items.

A skill representing hours upon hours of training to be able to equip heavier weapons and armor.




Fast Eater Skill

Timing: Major action

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Once per Scene

Effect: You can use 2 items of Type: Food in a single action as a major action. This effect lasts until the end of the Main Process.

The skill to eat a lot of food at once. You can decide why you have this on your own—maybe you’re a glutton, or maybe you have some unique manner of eating.




Fated Enemy Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: When you acquire this, choose one enemy type. Effective only against targets you make attacks against that have the chosen type. Add 1d6 to that attack’s damage.

A skill representing your ability to more effectively attack a certain type of enemy.




Heartless Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Takes effect when magic damage from an attack you make is of an element the opponent is weak to. Add another 1d6 to that damage.

The skill to mercilessly batter away at an opponent’s weaknesses.




Kill Mark

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add a 10% increase to the reward you receive when your party completes a quest (up to a maximum increase of 50%). The GM can also apply this effect to things like quest results.

A skill representing the reputation you’ve built up in town and/or with the Adventurers Guild for defeating high-level enemies or powerful foes like generals in the Demon King’s forces.




Luxury Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Effective only when you’ve chosen Suite or Royal as your Lifestyle. Add 1d6 to the damage of attacks you make.

The skill to heighten your abilities through your luxurious way of life.




Poverty Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Effective only when you’ve chosen Stable Living as your Lifestyle. Add 1 to the total score of all checks you make.

The skill to draw out extraordinary ability from your way of life—not buying more than you need and controlling yourself with discipline. If you indulge even the slightest bit, you’ll immediately lose the effects of this skill.




Scroll Creation Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: You can now purchase items of Type: Scroll for 10% less than their price (maximum of 50% less). However, the GM can choose not to apply the effect of this skill based on the situation.

The skill to create magic scrolls yourself, thereby acquiring them for cheaper than you otherwise would.




Singing Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 1d6 to Mind checks made to sing well.

A skill that makes you good at singing. As a singer, your performance is all that determines your ability to captivate the hearts of others.




Special Training Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Choose two base ability scores. Add 3 to one chosen ability score and subtract 1 from the other.

The skill to raise a specific base ability score through training.




The Wonders of Nature

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Requires Party Skill. During Preplay, add Mind × 100 KE to your funds.

One of the tricks your Party Skill gives you.




Thrift Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: During After Play, subtract 10% from the funds you pay for your Lifestyle (maximum 50%).

The skill to cut out excess costs for food, lodging, etc. As a result, you can use those funds on your adventuring instead.




Voice Mimicry Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Add 1d6 to Deception checks to mimic animal cries and human voices.

The skill to mimic animal cries and other people’s voices. The more different a race or gender is from your own, the higher the difficulty level will be.




General Skills: Basic Magic

This section introduces beginner-level spells. While easy to learn, many aren’t meant for combat.




Create Drink  Spell (Water)

Timing: Major action

Check: Magic check

Target: Self

Range: —

Cost: 4

Max SL: 1

Usage Requirements: —

Effect: Creates one cup of a drinkable liquid. You can freely choose the color and taste of the drink you create. You can also make it coffee or juice. The GM can set a target score and required ingredients depending on the drink.

Critical: Costs 0

A starter spell that creates flavored water to drink. This spell requires the Cooking Skill.




Electro Hand  Spell (Lightning)

Timing: Major action

Check: Magic check

Target: Self

Range: —

Cost: 2

Max SL: 1

Usage Requirements: —

Effect: Produces a weak electrical current in a body part. The GM can set a difficulty level for the check depending on what the creation of this current will cause.

Critical: Costs 0

A starter spell that produces a tiny bit of lightning. You can use it to make hair stand on end or stick pieces of paper to someone’s hand.




Flame Fever  Spell (Fire)

Timing: Major action

Check: Magic check

Target: Self

Range: —

Cost: 3

Max SL: 1

Usage Requirements: —

Effect: Creates a pillar of flame or a roiling fire behind you. You can make it whatever color you like. However, this flame cannot deal damage.

Critical: Costs 0

A starter spell that creates a flame for dramatic purposes. The flame isn’t hot and can’t burn anything, making it very safe.




Foothold  Spell (Earth)

Timing: Major action

Check: Magic check

Target: See Effect

Range: Close

Cost: 6

Max SL: 1

Usage Requirements: —

Effect: Creates a foothold out of earth. If stats are needed, use a general object (Konosuba TRPG, here). The GM can change the difficulty level depending on the height of the foothold created. If the GM does, use 10+[(Height of Foothold in Meters) × 2] for it. The GM can also place a height restriction in the same way. This effect lasts until the end of the Scene.

Critical: Costs 0

A starter spell that creates an earthen foothold.




Heat Up  Spell (Fire)

Timing: Major action

Check: Magic check

Target: Single

Range: 10m

Cost: 6

Max SL: 1

Usage Requirements: —

Effect: Raises the target’s body temperature. You cannot inflict damage or debuffs through this increase in body temperature. This effect lasts until the end of the Scene.

Critical: Costs 0

A starter spell that temporarily raises a person’s body temperature or the temperature of an object. If you choose to raise a person’s body temperature, they may be able to withstand cold to an extent.




Make Sound  Spell (Wind)

Timing: Major action

Check: Magic check

Target: Scene (Choose)

Range: 20m

Cost: 3

Max SL: 1

Usage Requirements: —

Effect: Produces a noise of your choice in the space around the target. If you want to mimic a sound, you’ll need Voice Mimicry Skill.




Mend  Spell (Earth)

Timing: Major action

Check: Magic check

Target: Single

Range: Close

Cost: 3

Max SL: 1

Usage Requirements: —

Effect: Effective only on objects with at least 1 HP remaining. Recovers HP. The target recovers 2d6 points of HP.

A starter spell that repairs a partially broken object or item.




Mute Voice  Spell (Wind)

Timing: Major action

Check: Magic check

Target: Single

Range: 10m

Cost: 6

Max SL: 1

Usage Requirements: —

Effect: Makes it so the target’s voice is inaudible. This effect lasts until the end of the Scene or the target uses a major action to dispel it, whichever comes first. The GM may designate a check and difficulty level for dispelling it.

Critical: Costs 0

A starter spell that stops the flow of wind to erase voices.




Rainbow Mirage  Spell (Light)

Timing: Major action

Check: Magic check

Target: See Effect

Range: 10m

Cost: 2

Max SL: 1

Usage Requirements: —

Effect: Produces a ray of light in any color that reaches up to the range of this spell.

Critical: Costs 0

A starter spell that produces a ray of light in any color. The light has no direct power or force. You cannot maintain it, either, meaning you can’t use it for illumination.




Shadow Curtain  Spell (Darkness)

Timing: Major action

Check: Magic check

Target: Single

Range: 10m

Cost: 6

Max SL: 1

Usage Requirements: —

Effect: Undoes the effects of a currently in-use item held by the target meant for removing darkness, such as a lantern (Konosuba TRPG, here). The target can use this item again. This effect lasts until the end of the Scene.

Critical: Costs 0

A starter spell to lower a veil of darkness to temporarily shut out light.




Shape Shadow  Spell (Darkness)

Timing: Major action

Check: Magic check

Target: Range (Choose)

Range: Close

Cost: 3

Max SL: 1

Usage Requirements: —

Effect: Freely changes the shape of the target’s shadow. You can make it pose, perform an action, or take a different shape entirely.

Critical: Costs 0

A starter spell that manipulates shadows.




Versatile Entertainer  Spell

Timing: Major action

Check: Magic check

Target: Single*

Range: 10m

Cost: 10

Max SL: 1

Usage Requirements: —

Effect: Requires 1 level of Party Skill and 1 level of Voice Mimicry Skill. The target acquires Party Skill and Voice Mimicry Skill, each with an SL of 1. Usable once per Scene. This effect lasts until the end of the scenario. The GM may set conditions under which the target may lose this effect.

A starter spell that lets a target use Party Skill.




Water Breathing  Spell (Water)

Timing: Major action

Check: Magic check

Target: Single

Range: Close

Cost: 5

Max SL: 1

Usage Requirements: —

Effect: The target no longer suffers a penalty to Movement and can perform full movement even while in a swimming state. This effect lasts until the end of the Scene.

Critical: Costs 0

A starter spell that allows one to act underwater.




Wind Voice  Spell (Wind)

Timing: Major action

Check: Magic check

Target: Single

Range: Vision

Cost: 2

Max SL: 1

Usage Requirements: —

Effect: If you succeed at the check, you can have your voice reach the target. The GM can set a difficulty level depending on what you want to say.

Critical: Costs 0

A starter spell that manipulates wind to carry voices to distant places.




Crusader

These new class skills are for Crusader (Konosuba TRPG, here), the advanced class for Warrior. A character of the Crusader class can acquire them during character growth.




Angled Cut

Timing: After check

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: SL times per Scene

Effect: Use right after a hit check on an attack. Reroll that check. The number of dice is not changed.

The skill to alter your weapon’s trajectory to force your strike to land.




Comeback Skill

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 5

Usage Requirements: —

Effect: Use after succeeding at a death check. Add SL × 20 points to your HP.

The skill to get right back on your feet after nearly dying, thanks to your well-trained body.




Declaration Skill

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: 5

Max SL: 5

Usage Requirements: —

Effect: Increases damage. Add (SL)d6 to the damage of weapon attacks. This effect lasts until the end of the Scene.

The skill to swear victory on your honor as a Crusader.




Fierce Follow-Up Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Add (SL × 3)d6 to the effect of Follow-Up.

The skill to employ all your combat prowess and dish out vicious follow-ups.




Full Might Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Adds your Strength to the damage of close-combat attacks.

The skill to channel all the strength in your well-trained body into powerful blows.




Full Swing

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: SL times per Scene

Effect: Treats a close-combat damage roll as though one of the weapons being used in the close-combat attack has twice its Atk Power. This effect lasts until the end of the Main Process.

The skill to increase your power by making wide swings of your weapon.




Magic Resistance Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Requires 1 level of Physical Resistance Skill. Add SL × 3 to your Magic Defense.

The skill to be even better prepared to face magical threats.




Mind’s Eye

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 5

Usage Requirements: —

Effect: When you use Foresight, it now also affects magic damage. In addition, subtract another SL × 3 from the damage Foresight reduces.

The skill that represents the evolution of the Warrior skill Foresight. With it, you can even see magic-based attacks coming.




Perfect Defense

Timing: After damage roll

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Warrior; once per scenario

Effect: Reduces damage. Use right after a damage roll for damage you receive. Subtract CL × 10 from that damage. This effect can be applied regardless of skills and item effects that prevent damage reduction

The skill to put up a perfectly impenetrable defense.




Perfect Hit

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Once per Scene

Effect: Usable when you roll a critical on a hit check for a weapon attack you make. When rolling for damage on that attack, calculate HP damage as though the target’s Physical Defense and Magic Defense were 0.

The skill to use a well-aimed strike to bypass all an opponent’s defenses.




Physical Resistance Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Adds your Strength to your Physical Defense.

The skill to be even better prepared to endure physical attacks.




Repeat Follow-Up Skill

Timing: Cleanup Process

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Add 1 to your remaining uses of Follow-Up.

The skill to use your surpassing combat sense to create chances for repeated follow-up attacks.




Special Cover

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: 6

Max SL: 5

Usage Requirements: Once per round

Effect: Use right before performing Cover. Reduces damage. Subtract SL × 5 from the damage dealt by the attack you are using Cover on.

The skill to protect allies while also reducing damage.




Swift Preparation Skill: Warrior

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 6

Max SL: 1

Usage Requirements: —

Effect: Use at the same time as a Warrior or Crusader skill with Timing: Minor action. This effect allows you to use that skill as a move action. However, you can no longer use that skill as a minor action for the rest of the Main Process.

The skill to quickly prepare to use a Warrior technique.




The Best Offense

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Equipped with a two-handed weapon

Effect: You can apply the effects of skills you’ve learned that require “Equipped with a shield” as though they require “Equipped with a two-handed weapon” instead. If the skill refers to the shield’s stats, use 0. In addition, add 3 to your Physical Defense and Magic Defense.

The skill to use a two-handed weapon like a shield.




Arch-priest

These new class skills are for Arch-priest (Konosuba TRPG, here), the advanced class for Priest. A character of the Arch-priest class can acquire them during character growth.




Curing Amplification Skill

Timing: See Effect

Check: Auto success

Target: Single

Range: 20m

Cost: 10

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Requires 5 levels of Curing Skill. You can use this when you use a skill of Type: Spell or an item that recovers a target’s HP. Add CL × 3 to its effect.

The skill to amplify curative effects through the power of faith.




Divine Circle

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 7

Max SL: 3

Usage Requirements: SL times per Scene

Effect: Effective only on Priest and Arch-priest skills. Changes a Target: Single skill to have Target: Range (Choose) instead. This effect lasts until the end of the Main Process.

The skill to create a circle of light through prayer, which allows you to apply spells to a wider area.




Divine Weapon

Timing: Item

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Equipped with chosen weapon

Effect: During Preplay, choose one weapon from your possessions. While equipped with the chosen weapon, when you use a skill to deal damage with a magic attack, add 1d6 to its damage, and when you use a skill to recover HP, add 1d6 to the HP recovery effect.

The skill to store divine power in your weapon for you to utilize for combat.




Highness Blessing

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 1

Usage Requirements: —

Effect: Use at the same time as Bless. This effect allows you to use Blessing during the Setup Process.

The skill to offer powerful prayers to swiftly grant divine blessings to someone.




Highness Resurrection  Spell

Timing: Major action

Check: Magic check

Target: Single

Range: 20m

Cost: 20

Max SL: 1

Usage Requirements: —

Effect: Requires 1 level of Resurrection. Effective only when the target is knocked out. Recovers the target’s knocked-out status, along with all debuffs, and sets their HP to 2d6+Mind. The target then becomes spent.

Critical: Add dice

A more powerful revival spell than Resurrection.




High-Speed Praying

Timing: Free action

Check: Auto success

Target: Self

Range: —

Cost: 10

Max SL: 3

Usage Requirements: SL times per scenario

Effect: By using this skill, you can use a Priest or Arch-priest skill with Timing: Major action. The effects of the skill cannot be used to make an attack.

The skill to instantly form prayers to offer to your god.




Holy Armor Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Adds your Mind to your Physical Defense and Magic Defense.

The skill to make your faith into armor that can withstand any attack.




Holy Shield Enhancement

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Equipped with a shield

Effect: When you use Saint Shield, add 3 to its effect.

The skill to use Saint Shield with your shield as a medium to enhance its defensive capabilities.




Holy Warrior Skill

Timing: Power or Holy Armor

Check: Auto success

Target: Self

Range: —

Cost: 10

Max SL: 3

Usage Requirements: —

Effect: Requires 5 levels of Power or 5 levels of Holy Armor. Use at the same time as Power or Holy Armor. Add SL × 4 to its effect.

The skill to draw forth even more power from your muscles or weapon.




Judgment Strike

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: 10

Max SL: 1

Usage Requirements: Once per Scene

Effect: Effective only on Priest and Arch-priest skills. Use at the same time as a skill that involves making an attack. Add your base Mind score to that attack’s damage.

The skill to bolster both your muscles and magic via powerful prayer and increase your attack power for a single moment.




Mega Guard Skill

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: 10

Max SL: 3

Usage Requirements: SL times per Scene

Effect: Add 3d6 to the effect of Saint Shield. This effect lasts until the end of the round or until you perform movement, whichever comes first.

The skill to leverage your powerful thoughts and feelings to temporarily boost the effect of Saint Shield.




Protection from Death

Timing: After check

Check: Magic check

Target: Single

Range: Vision

Cost: —

Max SL: 1

Usage Requirements: Priest; once per scenario

Effect: Use when the target fails a death check. Makes a check of the same difficulty level as the target’s death check. If you succeed, the target succeeds their death check.

Critical: Costs 0

The skill to call the wandering souls back from the precipice of death.




Sacred Dispel  Spell

Timing: Major action

Check: Magic check

Target: Single

Range: 20m

Cost: 15

Max SL: 1

Usage Requirements: —

Effect: Requires 1 level of Dispel. Cleanse all of a target’s debuffs. In addition, dispels all effects of Type: Spell skills currently affecting the target.

Critical: Costs 0

The skill to dispel all negative magic and curses currently affecting a target.




Self-Sacrifice Skill

Timing: After damage roll

Check: Auto success

Target: Self

Range: 20m

Cost: —

Max SL: 1

Usage Requirements: Once per scenario

Effect: Use right after a damage roll against the target. You suffer HP Loss equivalent to the HP damage the target would have taken, and change the damage the target takes to 0.

The skill to offer yourself to suffer wounds in place of a target.




Shining Hammer  Spell

Timing: Major action

Check: Hit check

Target: Single

Range: Weapon

Cost: 6

Max SL: 1

Usage Requirements: Using a blunt weapon

Effect: Makes a weapon attack against the target. Adds your Mind to the attack’s damage and change the damage to light magic damage.

Critical: Costs 0

The skill to channel your faith into a blunt weapon to bludgeon others with. It has magical power, too.




Arch-wizard

These new class skills are for Arch-wizard (Konosuba TRPG, here), the advanced class for Wizard. A character of the Arch-wizard class can acquire them during character growth.




Chanting Expertise Skill II

Timing: After check

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: SL times per Scene

Effect: Requires 5 levels of Chanting Expertise. Use right after a magic check. Reroll that check. The number of dice does not change.

A skill representing even greater expertise in chanting. You never mess up a magical incantation. And even if you do, you can immediately fix it, reverting back to the correct chant.




Control Weather  Spell

Timing: Setup Process

Check: Magic check

Target: Scene

Range: Scene

Cost: 20

Max SL: 3

Usage Requirements: —

Effect: When you use this, choose one element. Effective only on magic damage of the chosen element. Add (SL)d6 to the damage of attacks the target(s) makes. This effect lasts until the end of the turn.

Critical: Costs 0

A spell that changes the weather into what you want, such as rainstorms or heat waves, to buff a specific element.




Crystal Prison  Magic (Ice)

Timing: Major action

Check: Magic check

Target: Single

Range: 20m

Cost: 12

Max SL: 1

Usage Requirements: —

Effect: Requires 1 level of Freeze Gust. Makes a magic attack against the target. The damage for that magic attack is 2d6+20 ice magic damage. In addition, if the attack deals at least 1 point of HP damage to the target, apply dazed.

Critical: Add dice

An advanced spell that uses a powerful chill to freeze enemies.




Distant Magic Skill

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: 7

Max SL: 5

Usage Requirements: —

Effect: Add SL × 5 to the range of one skill of Type: Spell. If it’s Range: Close, change it to (SL × 5)m. In addition, add 1d6 to magic checks made for that skill of Type: Spell. This effect lasts until the end of the Main Process.

The skill to make minute adjustments to the expression of your magic and trigger it at a greater distance and with finer accuracy.




Flight

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: 12

Max SL: 1

Usage Requirements: —

Effect: You are now in a flying state. During the duration of this flying state, add 1d6 to reaction checks made against characters not in a flying state. This effect lasts until the end of the round.

A spell that allows you to fly around freely by controlling the wind.




High-Speed Chanting Skill

Timing: Setup Process

Check: Auto-success

Target: Self

Range: —

Cost: 6

Max SL: 5

Usage Requirements: —

Effect: Increases Action Points. Add SL × 5 to your Action Points, but subtract 2d6 from all checks aside from magic checks. This effect lasts until the end of the round.

The skill to quickly use magic by chanting more quickly.




Light of Reflection  Spell

Timing: Major action

Check: Magic check

Target: Single

Range: 20m

Cost: 6

Max SL: 1

Usage Requirements: —

Effect: The target enters a stealth state. They can enter a stealth state even when Engaged with enemy characters. The target can refuse this effect.

A spell that bends light to hide someone from sight.




Magic Canceler  Spell

Timing: Major action

Check: Magic check

Target: Single

Range: 20m

Cost: 15

Max SL: 1

Usage Requirements: —

Effect: Removes the effects of all skills of Type: Spell currently affecting the target.

Critical: Costs 0

A spell that negates ongoing spells.




Magic Power Increase Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 5

Usage Requirements: —

Effect: Add SL × 4 to the damage of your magic attacks.

The skill to bolster the might of your magic with the powerful mana of an Arch-wizard.




Mana Restoration

Timing: Cleanup Process

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Replenishes one use of Mana Convergence.

The skill to once again converge your mana inside yourself even after using Mana Convergence.




Misfire Skill

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: 10

Max SL: 5

Usage Requirements: —

Effect: Use at the same time as a magic attack. Change that magic attack to have Target: Range* and add SL × 5 to its damage.

The skill to cast a spell using only the bare minimum of mana control. As the power increases, it becomes impossible to adjust the range of the spell’s effect.




Multi-Layered Chanting Skill

Timing: Setup Process

Check: Auto-success

Target: Self

Range: —

Cost: 10

Max SL: 1

Usage Requirements: Wizard; once per scenario

Effect: Requires 5 levels of Extended Chant Skill. Reduces Action Points and increases damage. Subtract 20 from your Action Points. Double the cost of all skills of Type: Spell you use and add CL × 5 to the damage of your magic attacks. This effect lasts until the end of the turn or you make a magic attack, whichever comes first.

The skill to extend your chant to maximize the power of your magic.




Perfect Spell

Timing: Before check

Check: Auto success

Target: Self

Range: —

Cost: 10

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Use right before a magic check. If you roll at least one 6 for that magic check, it is a critical. For the additional dice you roll on a critical, add the number of 6s rolled as usual.

The skill to use your advanced control over mana to chant in a way that leaves no vulnerabilities.




Secrets of Magic Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Requires at least 5 different Wizard skills of Type: Spell. Add 1d6 to magic checks you make.

The skill to comprehend the deepest secrets of magic by studying a wide variety of spells.




Swift Preparation Skill: Wizard

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 6

Max SL: 1

Usage Requirements: —

Effect: Use at the same time as a Wizard or Arch-wizard skill with Timing: Minor action. This effect allows you to use that skill as a move action. However, you can no longer use that skill as a minor action for the rest of the Main Process.

The skill to quickly prepare to use a Wizard technique.




Assassin

These new class skills are for Assassins (Konosuba TRPG, here), the advanced class for Thief. A character of the Assassin class can acquire them during character growth.




Assassination Technique Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: —

Usage Requirements: Using a dagger or whip

Effect: Requires 1 level of Weapon Skill: Dagger or Weapon Skill: Whip. Add 1d6 to hit checks for weapon attacks.

A skill representing your assassin’s well-honed combat techniques.




Certain Death Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Adds your Agility to the damage of weapon attacks.

The skill to deliver mortal wounds with sharp strikes.




Concealed Weapon Skill

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 10

Max SL: 3

Usage Requirements: Once per Scene

Effect: Increases damage. Choose one weapon of Type: Dagger in your possession whose level is less than or equal to SL and that you can equip. Adds its total attack power to the damage of close-combat attacks. This effect lasts until the end of the Main Process.

The skill to use several weapons at once, such as by holding them between your fingers or quickly swapping them out.




Concealment Master Skill

Timing: Before check

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: Stealth; SL times per scenario

Effect: Requires 1 level of Concealment Skill. Declare this right before making a check on a major action you’re about to take. If you roll at least one 6 on the dice for this check, it becomes a critical.

The skill to do anything you want using techniques too stealthy for anyone else to see.




Deadly Poison Skill

Timing: Poison Skill

Check: Auto success

Target: Self

Range: —

Cost: 6

Max SL: 5

Usage Requirements: —

Effect: Use at the same time as Poison Skill. Add SL to the effectiveness of the poison inflicted by that Poison Skill.

The skill to use even more potent poisons.




Deathbringer

Timing: After check

Check: Auto success

Target: Self

Range: —

Cost: 20

Max SL: 1

Usage Requirements: Once per scenario

Effect: Use right after making a hit check for a weapon attack, and after any rerolling is performed from things like Blessings. Change one of the dice you rolled for that hit check to a 6. If you now have two or more 6s, it becomes a critical.

The skill to bend even fate to your command and focus it into your attacks.




Exploration Master Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: —

Effect: Requires 1 level of Threat Detection Skill, 1 level of Trap Detection Skill, and 1 level of Trap Disarm Skill. Add 1d6 to all your dodge checks, as well as to checks for sensing threats, searching for traps, and disarming traps.

A skill representing your wealth of experience as an explorer.




Jammer Skill

Timing: Before check

Check: Auto success

Target: Single

Range: 20m

Cost: 10

Max SL: 3

Usage Requirements: SL times per scenario

Effect: Use right before the target makes a check. Subtract 1d6 from that check.

The skill to obstruct an enemy’s actions, such as by using sand or light to blind them, setting traps for them, or riling them up.




Lightning Speed

Timing: Speed Rush

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Thief; once per scenario

Effect: Use at the same time as Speed Rush. Changes Speed Rush’s target from Range (Choose) to Scene (Choose) and its range from Range: Weapon to Range: Vision.

The skill to swiftly slice through anything you can see with blinding speed.




Mega Dodge

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 3

Usage Requirements: Once per round

Effect: Use at the same time as a dodge check. Add SL × 3 to the total score of that dodge check.

The skill to keep your eyes on the enemy until the very last moment—then focus fully on dodging their attacks.




Perfect Assassination

Timing: See Effect

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 1

Usage Requirements: Stealth; once per scenario

Effect: Use at the same time as a weapon attack. Change that attack’s target to Target: Single* and add CL × 10 to its damage.

The skill to deliver an attack with unmatched accuracy from a stealth state to finish off an opponent once and for all.




Pierce Armor

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: 12

Max SL: 3

Usage Requirements: SL times per Scene

Effect: Calculate weapon-attack damage rolls as if the target’s Physical Defense and Magic Defense were both 0. However, change the target of any attacks you make to Target: Single*. This effect lasts until the end of the Main Process.

The skill to pierce an opponent’s armor with razor-sharp strikes.




Poison Amplification Skill

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: —

Effect: Whenever you deal at least 1 point of HP damage on an attack you make, add SL to the effectiveness of any debuffs that attack inflicts on the target. If they’re afflicted with several debuffs, remember to add SL to each of them.

The skill to cause the poison in a target to infiltrate their bodies on an even deeper level.




Preparatory Movement Skill

Timing: Move action

Check: Auto success

Target: Self

Range: —

Cost: 4

Max SL: 1

Usage Requirements: —

Effect: Performs combat movement. After moving, use one skill with Timing: Move action. You cannot move again, even if that skill’s effects include movement.

The skill to prepare your next move while flitting around the battlefield.




Swift Strike Skill

Timing: Setup Process

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 3

Usage Requirements: Once per Scene

Effect: Add SL × 5 to your Action Points and add 2d6 to the damage of weapon attacks. This effect lasts until the end of the round.

The skill to take initiative and dish out effective attacks.
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List of Cheats

This section describes additional cheats for Konosuba TRPG. These cheats depict even more unique backstories and abilities than the ones in Konosuba TRPG.

For how to read these listings, refer to Konosuba TRPG, here.


Always Underestimated

[image: image] Description

Other people tend to underestimate your abilities. But if you could show them just once, they’d learn how powerful you truly are.

[image: image] Merit

Use when you’ve won a reaction. Add 1d6 to your checks and (CL÷5)+1 to the damage of your attacks. This effect lasts until the end of the Scene. You cannot choose to remove this effect.

[image: image] Demerit

While under the effects of this cheat’s merit, enemies deal an extra CL × 2 damage to you. When an enemy decides who to attack, the GM can prioritize you or those whose injury would make you suffer.




Animal Protector

[image: image] Description

You have an animal protector, always by your side, keeping you safe. They’re very gentle, but terrifying when angry.

[image: image] Merit

Acquire an animal protector. Use this during the Initiative Process when your animal protector is in the same Scene as you. Make a special attack targeting Scene (Choose) within eyeshot. Its hit check is 3d6+Mind, and it deals (2d6+10) (when at least level 10, CL × 2) points of piercing damage. Usable once per scenario.

[image: image] Demerit

When you are with your animal protector, add 1 to the total weight of your possessions. When you are not with your animal protector, subtract 2d6 from all checks you make.




Beloved by All

[image: image] Description

Other people tend to show you a lot of goodwill and quickly grow attached to you. Whether you want it or not, you are always in the center of a maelstrom of love and hate.

[image: image] Merit

Use this at any time. One character in the Scene will do one thing you tell them to, within their ability. You cannot have them take actions that would result in HP damage.

[image: image] Demerit

Because of your magnetism, some are hateful or jealous of you. Add CL × 2 to all damage you take.




Breaking Limits

[image: image] Description

Whether by raw talent or raw hard work, you have the ability to polish a single technique more and more and more.

[image: image] Merit

When you acquire this, choose one skill. You may choose a skill you haven’t acquired, but you cannot choose one whose use count or effects don’t change with SL. Add 3 to that skill’s Max SL. If you’re at least character level 10, add CL÷3 as well. If applied during character creation, the chosen skill’s level cannot be raised beyond SL 3. Keep in mind what things require special growth consideration when learning skills or raising their SL.

[image: image] Demerit

The Max SL of any skill you don’t choose with the merit becomes 1.




Brilliant Tactician

[image: image] Description

Tactics and strategy are natural talents for you. You find it very easy to take clever advantage of situations to overcome overwhelming disadvantages.

[image: image] Merit

Use this at any time. Choose a character in the same Scene as you and add 10 to the damage of their weapon attacks. If you’re at least character level 5, add CL × 2 instead. This effect lasts until the end of the Scene. Usable once per scenario.

[image: image] Demerit

You spend a lot of money, whether it’s on preparing for your genius stratagems or just on your personal lifestyle. Add CL × 100 KE to your Lifestyle cost.




Dare to Be Normal

[image: image] Description

You’re normal. Cheats, chosen heroes? You’ve turned your back on such things all your life.

[image: image] Merit

Constantly active. Add CL × 3 to your maximum HP and maximum MP.

[image: image] Demerit

At the beginning of the scenario, if you are the target of a cheat, make a Mind check of difficulty level (CL(or EL) of Character Who Used Cheat)+8. If you fail it, you are now asleep. The GM can decide to skip this check.




Eternal Traveler

[image: image] Description

Your body will never grow old. Because of that, despite your appearance, you’ve lived an extremely long time. Even those before your eyes right now are fated to set off on a journey without you.

[image: image] Merit

Your body is strong against changes, which means you can never be affected by a debuff.

[image: image] Demerit

You’re already in the process of becoming something outside of this world’s laws. Subtract 1 from the max uses of each of your Blessings (each can’t go below 1).




Extreme Worrywart

[image: image] Description

You fear failure to the point of perfectionism. This manifests in things like extensive preparations, long training sessions, and careful investigation and research.

[image: image] Merit

The training or planning you’ve been preparing now comes into play. Use when you reroll a check because of a skill or Blessing. Add 2d6 to that check.

[image: image] Demerit

Before you act, you need to carefully gain a thorough understanding of the situation. During the first round of round progression, you must always choose to wait. If you do not choose to wait, then subtract 1d6 from all dice rolls and your merit becomes unusable, both until the end of the Scene.




Obscure Faith

[image: image] Description

You worship a god with few believers, thus harnessing the full extent of their abilities.

[image: image] Merit

When you acquire this, write this cheat down as Minor Faith: (God’s Name).. Add 2d6 to the attack damage dealt by Priest and Arch-priest skills and to the HP recovery, increased damage, and damage reduction effects of Priest and Arch-priest skills. If you are at least character level 10, add another (CL÷3)d6.

[image: image] Demerit

If you ever acquire a Faith skill, you lose this cheat. In addition, if another character with the same Minor Faith cheat appears in the same Scene as you, you can’t apply this cheat’s merit.




Pursuit of Skill

[image: image] Description

You’ve staked your life on improving a single skill. Everything you have, you’ve placed on the line to master it.

[image: image] Merit

Passive. Effective only on skills whose effect requires a dice roll. When you acquire this cheat, choose one skill you’ve acquired that is not a spell that restores HP, restores MP, increases damage, or reduces damage. Add 5d6 to the effect of the chosen skill. If you are at least character level 10, add another (CL÷2)d6.

[image: image] Demerit

You have quite literally staked everything on this skill—even your own life. At the end of the Process in which you use the merit’s effect, your HP becomes 0.




Skill Mirror

[image: image] Description

You can completely copy any skill you’ve seen.

[image: image] Merit

Use this at any time. Choose one skill that was used during this Scene. Acquire the chosen skill (with the same SL). You can use it regardless of class restrictions. If it’s an enemy skill, you consume 1 point of Blessing each time you use it. This effect lasts until the end of the scenario.

[image: image] Demerit

If you use the merit’s effect to acquire at least (CL÷10)+1 skills, then at the start of the Ending Phase, you must make a death check of difficulty level 12 no matter what your current HP is. Subtract (Number of Skills Acquired Via Merit)d6 from this check.









Character Growth Rules: Revised

Because this book makes it possible to create PCs of an advanced class even below character level 10, the character growth rules (Konosuba TRPG, here) have been revised.

Changing to Advanced Classes: Revised

[image: image] LOW-LEVEL ADVANCED CLASS CHANGES

In Konosuba TRPG, you weren’t able to change into an advanced class unless your character level was at least 10 (Konosuba TRPG, here). Now, by fulfilling the conditions below, you can class-change even when your character level is below 10.

[image: image] CLASS-CHANGE REQUIREMENTS

In order for a character of character level 9 or less to change into an advanced class, they must fulfill the following conditions.

[image: image] CLASS-BASED RESTRICTIONS

As stated on Konosuba TRPG, here, restrictions are applied before changing classes. For example, to change into a Crusader, your class must be Warrior, and you can’t change directly from one advanced class to another. You can’t change directly from Adventurer to an advanced class, either.

[image: image] REQUIRED BASE ABILITY SCORES

In order to change into an advanced class below character level 10, you need to meet the base ability scores specified for the desired advanced class. Your base ability scores need to be higher than a particular required base ability score. For the actual required base ability scores, please refer to the Required Base Ability Scores Table.

If your base ability score is already modified by a general skill or in another way, you can fulfill the condition after adding that modification in. Also, by first acquiring a general skill and then raising your character’s level, you can fulfill the required base ability scores for advanced classes.

[image: image] REQUIRED BASE ABILITY SCORES TABLE



	Advanced Class
	Required Base Ability Score



	Crusader
	Base Strength 15, Base Agility 12



	Arch-wizard
	Base Intelligence 15, Base Agility 12



	Arch-priest
	Base Mind 15, Base Perception 12



	Assassin
	Base Agility 15, Base Strength 12




[image: image] LOW-LEVEL ADVANCED CLASSES

Any character who has become an advanced class under character level 10 is subject to the following restrictions.

[image: image] CHANGES TO CLASS MODIFIERS

For a character under level 10, advanced class modifiers, HP increase values, and MP increase values are different. For these changed values, refer to the Class Modifier Table: Advanced Classes (Low) here. In order to distinguish between these and normal advanced classes, each low-level advanced class is written as Class (Low), such as Crusader (Low).

Remember to redo the Class column on your updated character sheet’s ability score table.

When a character reaches level 10, this restriction is removed. For example, a Crusader would use the class modifiers of Crusader instead of Crusader (Low). HP and MP increases at and above level 10 also use the HP and MP increase values for Crusader.

[image: image] BLESSING REDUCTION

If you changed into an advanced class while below level 10, then for as long as you’re in that advanced class, you take a –1 penalty to the max number of Blessing uses you have (minimum 0).

This restriction is lifted when your character reaches level 10.

[image: image] ACQUIRING SKILLS

Advanced classes can also acquire skills from the previous class before their class change. This does not change if your character level is below 10.

[image: image] ADVANCED CLASS CHANGES AT LEVEL 10 AND ABOVE

If your character reaches level 10 or above, they can change into an advanced class using the same rules as here of Konosuba TRPG.

Raising Character Level: Revised

This section explains the changes to the rules for increasing character level (Konosuba TRPG, here). The following sections are unchanged for this purpose:


	Changing Classes

	Gaining Blessings

	Raising Ability Scores

	Learning General Skills



[image: image] LEARNING SKILLS, CHANGING CLASSES, AND GAINING BLESSINGS

For any character in an advanced class below character level 10, the options you can choose for learning skills, changing classes, and gaining Blessings have been changed:


	Acquire 1 level of a skill from your advanced class and 2 levels of racial skills or prerequisite class skills

	Acquire 3 levels of racial skills or prerequisite class skills (no class skills from the advanced class)

	Acquire 1 level of a skill from your advanced class, acquire 2 levels of racial skills or prerequisite class skills, and change your class

	Acquire 1 level of a skill from your advanced class, acquire 1 level of a racial skill or prerequisite class skill, and gain 1 Blessing



As you can see from the options, when raising your character level once, you can only pick up to one level in a skill from your advanced class.

[image: image] CHANGES IN SECONDARY ABILITY SCORES

When a character of level 9 or below in an advanced class levels up, remember to apply the HP Gain and MP Gain from the Low version of that class, such as Crusader (Low). There are no changes to Action Points or Movement.

[image: image] Class Modifier Table: Starter Classes



	Class
	STR
	DEX
	AGI
	INT
	PER
	MND
	LUK
	Starting HP
	Starting MP
	HP Gain
	MP Gain
	Equipment Requirements



	Warrior
	+2
	+2
	+2
	-
	-
	-
	-
	26
	20
	+14
	+8
	Warrior



	Priest
	-
	+2
	-
	+2
	-
	+2
	-
	22
	24
	+10
	+12
	Priest



	Wizard
	-
	-
	-
	+2
	+2
	+2
	-
	20
	26
	+8
	+14
	Wizard



	Thief
	-
	+2
	+2
	-
	+2
	-
	-
	24
	22
	+12
	+10
	Thief



	Adventurer
	+1
	+1
	+1
	+1
	+1
	+1
	+1
	23
	23
	+10
	+10
	-



	Archer
	-
	+2
	+1
	-
	+2
	-
	+1
	24
	22
	+12
	+10
	Thief



	Elemental Master
	-
	-
	+1
	+2
	+2
	+1
	-
	22
	24
	+8
	+14
	Wizard



	Creator
	-
	+1
	+2
	+1
	+2
	-
	-
	23
	23
	+11
	+11
	Thief



	Swordfighter
	+1
	+2
	+2
	-
	+1
	-
	-
	26
	20
	+14
	+8
	Warrior



	Knight
	+2
	+1
	+1
	-
	-
	+2
	-
	26
	20
	+14
	+8
	Warrior



	Lancer
	+2
	+2
	+1
	-
	+1
	-
	-
	26
	20
	+14
	+8
	Warrior



	Rune Knight
	+1
	+2
	+1
	+1
	-
	+1
	-
	24
	22
	+12
	+10
	Warrior




[image: image] Class Modifier Table: Advanced Classes



	Class
	STR
	DEX
	AGI
	INT
	PER
	MND
	LUK
	Starting HP
	Starting MP
	HP Gain
	MP Gain
	Equipment Requirements



	Crusader
	+3
	+2
	+2
	-
	-
	+1
	-
	-
	-
	+20
	+10
	Warrior



	Arch-priest
	-
	+2
	-
	+2
	-
	+3
	+1
	-
	-
	+14
	+16
	Priest



	Arch-wizard
	-
	-
	-
	+3
	+3
	+2
	-
	-
	-
	+12
	+18
	Wizard



	Assassin
	-
	+2
	+3
	-
	+3
	-
	-
	-
	-
	+16
	+14
	Thief




[image: image] Class Modifier Table: Advanced Classes (Low)



	Class
	STR
	DEX
	AGI
	INT
	PER
	MND
	LUK
	Starting HP
	Starting MP
	HP Gain
	MP Gain
	Equipment Requirements



	Crusader (Low)
	+2
	+2
	+2
	-
	-
	-
	-
	26
	20
	+14
	+8
	Warrior



	Arch-priest (Low)
	-
	+2
	-
	+2
	-
	+2
	-
	22
	24
	+10
	+12
	Priest



	Arch-wizard (Low)
	-
	-
	-
	+2
	+2
	+2
	-
	20
	26
	+8
	+14
	Wizard



	Assassin (Low)
	-
	+2
	+2
	-
	+2
	-
	-
	24
	22
	+12
	+10
	Thief










Base Rules

A Place for Adventurers to Call Home

This section introduces rules and listings for Bases for adventurers, such as mansions and castles.

[image: image] CREATING A BASE

Base creation is done during Preplay, after the character creation process. Below is an explanation of the Base creation process.


	Purchasing a Base 
Party members can acquire a Base by paying 1,000 KE total. One party member can pay for the whole thing, or you can split it up among members—or anything in between. The GM may choose to give the party a Base for free or make it more expensive, depending on the scenario.

	Naming a Base 
Decide on your Base’s name. If you don’t feel like coming up with one, you can simply use something like “Party Name’s Mansion.”

	Determining a Base’s Level 
A Base starts at Base level 1 on creation.

	Determining a Base’s Slots 
This value indicates the maximum number of Base Facilities (mentioned below) you can set up in your Base. This starts at 2.

	KE Spent 
This value indicates how much KE you’ve already spent to level up your Base. It starts at 0. (The Base’s purchase price is not included in this number.)



After following the above process, the Base now belongs to the party.

[image: image] BASE FACILITIES

Base Facilities cover a variety of amenities such as rooms, beds, and kitchens. Acquiring them can give special effects to party members.

[image: image] ACQUIRING BASE FACILITIES

To acquire a Base Facility, simply pay the price of that facility from your funds. Just like buying a Base, you can have one party member foot the entire bill or split it up among everyone.

[image: image] SLOTS

Each Base Facility has a value called Slots. This shows how many Base Slots the facility takes up. Thus, the total Slots value of all purchased Base Facilities can’t be greater than your Base’s Slots. For example, if you currently have a level-3 Base, the party can only acquire Base Facilities that add up to 4 slots.

[image: image] SELLING BASE FACILITIES

You can sell Base Facilities for half their purchase price. Decide among the party how you want to split the sale. The GM may place restrictions on selling Base Facilities.

[image: image] USING BASE FACILITIES

You can set up special facilities in your Base that will support your party members’ adventures. See here for help reading the listings for Base Facilities.

Anyone may use a Base Facility so long as they are a member of the party that owns the Base. Even if you’re using a skill or item with the same timing as a Base Facility’s effect, you can still apply the facility’s effect. You can also use more than one Base Facility at the same time.

[image: image] CHOOSING BASE FACILITIES

During Preplay, after determining the PCs’ Lifestyles, the party must choose which acquired Base Facilities to use for that session. During the session, party members can only use the chosen facilities. Any Base Facilities not chosen cannot be used for the duration of the session. However, you also won’t need to pay Upkeep (explained below) on any unused facilities.

[image: image] UPKEEP

Each Base Facility has a value called Upkeep. This is the KE each PC must pay from their own funds at the end of each scenario.

[image: image] PAYING UPKEEP

At the end of a scenario, each PC pays the total Upkeep for all facilities chosen during Preplay in addition to their Lifestyle cost. Ignore whatever Base Facilities you didn’t choose during Preplay.

[image: image] IF YOU CAN’T PAY UPKEEP

If you’re unable to pay the Upkeep for your Base Facilities during After Play, it works the same as if you’re unable to pay your Lifestyle cost. You receive half the normal experience from the session. This doesn’t stack with the penalty for being unable to pay your Lifestyle cost.

In addition, for not being able to play Upkeep, your facilities will be seized. This causes all the Base Facilities you chose during the session’s Preplay phase to be unusable during your next session.

[image: image] RESTORING USAGE OF BASE FACILITIES

In order to restore the ability to choose Base Facilities that were rendered unusable, party members must pay those facilities’ Upkeep during Preplay. The GM may set conditions other than paying Upkeep to make your Base Facilities usable again.

[image: image] LEVELING UP BASES

During After Play, or during Preplay, you can level up your Base. To do so, you’ll need funds (in KE). This represents the cost of expanding your plot of land, adding to your building, or renovating.

Party members must spend their funds to level up their Base. The funds required to level up a Base are calculated using the formula below.

(Current Base Level × 2000) KE

When you level up your Base, add that amount to the KE Spent space on your Base Sheet.

The GM may restrict how much you can level up your Base. The average character level of PC party members can be a good ballpark estimate for this.

In addition, when you level up your Base, its Base Slots change according to the following formula:

Base Slots = Base’s New Level + 1

[image: image] BASE APPEARANCE

This page includes a Base Appearance Table for determining what your Base looks like—for example, it could be a townhouse or a castle. RoC from this table to determine your Base’s appearance. The players may also decide on an appearance for their Base that isn’t listed below.

The only thing a Base’s appearance determines is its external appearance. It has no special effects. To get specific things inside your Base, you’ll need to buy Base Facilities separately.

[image: image] Base Appearance Table RoC (d66)



	Roll
	Appearance
	Description



	00
	Free
	Discuss with the GM and determine the appearance of your Base yourself.



	11~13
	Mansion
	Your Base is a building with an extravagant exterior.



	14~16
	Aged
	Your Base is a building that has stood many years since its construction.



	21~23
	Regular House
	Your Base is a house without any special characteristics to make it unique.



	24~26
	Castle
	Your Base is a big castle.



	31~33
	Cave
	Your Base isn’t a house; instead, it was created inside a cave.



	34~36
	High-Rise
	Your Base is a high-rise building with many stories.



	41~43
	Tower
	Your Base is a tower, tall and thin.



	44~46
	Unconventional
	Your Base is a house designed to make it difficult to live normally inside it.



	51~53
	Fortress
	Your Base is a sturdy fortress.



	54~56
	Underground
	Your Base is a hideout created under the city.



	61~63
	Shop
	Your Base has the appearance of a bar, a weapon shop, or some other kind of store.



	64~66
	Temple
	Your Base is a building meant for worshipping a god.




[image: image] BASE SHEET

A sheet for recording your Base’s information can be found here. You need only one per party, and you should prepare it for your session.

[image: image] RECORD SHEET VERSION 2.0

A record sheet with an additional section for managing Base Upkeep can be found here. Please use this record sheet for any session using base rules.

[image: image] OTHER NOTES ON BASES

The party members taking part in a session discuss Base-related issues together, with the party leader having the final say. Because of this, players will need to communicate with each other to decide on a way to use the rules that everyone accepts.

The GM must keep this in mind when using Base rules.



[image: image]











How to Read Base Facilities List


1 Stable

2 Timing: Passive

3 Slots: 1

4 Stacks: No

5 Price: 100

6 Upkeep: Base level × 2

7 Usage Requirements: —

8 Effect: Change the effect of “Stable Living” for all party members to “Subtract CL × 3 from your max HP and max MP.”

Build a stable at your Base. Humans can rest there, too. Horses sold separately.



This section describes how to read Base Facility listings.

1 Name

The name of the Base Facility.

2 Timing

The timing for using the Base Facility’s effects. The types of timing are the same as those of skills (Konosuba TRPG, here).

In general, it won’t be a character using a Base Facility’s effect, so you can still use other skills even at the exact same time. However, certain effects require a character to actively use the associated facility.

3 Slots

How many slots the Base Facility takes up in your Base when you put it there. Also see here.

4 Stacks

Whether or not you can acquire more than one of this type of Base Facility. “Yes” means you can get more than one, while “No” means you can only acquire one.

During Preplay, you can choose as many of the same Base Facility as you have available (and the total used slots only includes those chosen). If you choose more than one of the same Base Facility, their effects are multiplied by however many you chose. For example, if you choose two Treasure Vaults, each party member gets +10 to their carrying capacity; choose three, and that becomes +15.

5 Price

The price of the Base Facility (in KE). Like items, you can acquire the Base Facility by spending that much money.

6 Upkeep

The funds (in KE) that must be paid by each PC during After Play if the Base Facility was chosen during Preplay. Also see here.

7 Usage Requirements

The number of times you can use that Base Facility, or other requirements. Read this the same way as you would for a skill.

8 Effect

The Base Facility’s effects. Certain terms will appear often.


	• Party Members



Designates all characters who belong to the party that owns the Base that has acquired the Base Facility.


	• Party Leader



Designates the party that owns the Base Facility.










Base Facilities List

What follows is a list of Base Facilities, each of which bestows some sort of benefit on adventurers. Not only must you purchase them, but you must choose them during Preplay to decide which you are able to use the effects of.




Plenty of Sunlight

Timing: Passive

Slots: 0

Stacks: No

Price: 2,000 KE

Upkeep: See Effect

Usage Requirements: —

Effect: Add 1 to the total score of all Mind checks made by party members. However, add 10% to the Upkeep on all Base Facilities.

Represents your Base being in a good location, one with plenty of warm sunlight shining in. It does make your Base cost more, though.




Shady History

Timing: Passive

Slots: 0

Stacks: No

Price: 50 KE

Upkeep: See Effect

Usage Requirements: —

Effect: Subtract 1 from the Luck of all party members. Remember to adjust your maximum Blessing uses as well. In addition, if you choose this during Preplay, subtract 10% from the total Upkeep for all Base Facilities in the session (up to 50%). You need the GM’s permission to choose this.

Represents inauspicious rumors about your Base, such as it being haunted or its residents being cursed.




Jail

Timing: Passive

Slots: 1

Stacks: No

Price: 100 KE

Upkeep: Base level × 2

Usage Requirements: —

Effect: Add 3 to the total score of information-gathering checks made by all party members.

A prison in which you can lock up captured monsters or thieves.




Stable

Timing: Passive

Slots: 1

Stacks: No

Price: 100 KE

Upkeep: Base level × 2

Usage Requirements: —

Effect: Change the effect of “Stable Living” for all party members to “Subtract CL × 3 from your max HP and max MP.”

Build a stable at your Base. Humans can rest there, too. Horses sold separately.




Simple Beds

Timing: Passive

Slots: 1

Stacks: No

Price: 300

Upkeep: Base level × 6

Usage Requirements: —

Effect: Any party member currently under the effects of Simple Living gains +5 max HP.

Prepare a large room with rows of simple beds.




Garden

Timing: Passive

Slots: 1

Stacks: No

Price: 500 KE

Upkeep: Base level × 10

Usage Requirements: —

Effect: Add 3 to the Action Points of all party members.

Build a large garden.




Field

Timing: Item

Slots: 1

Stacks: Yes

Price: 500 KE

Upkeep: Base level × 10

Usage Requirements: —

Effect: When you acquire this, choose either meat, vegetables, or fruit. During Preplay, each party member receives 3 of the chosen item. If you’ve also chosen Plenty of Sunlight, add 2 to the effect of items received in this way.




Kitchen

Timing: Passive

Slots: 1

Stacks: No

Price: 500 KE

Upkeep: Base level × 10

Usage Requirements: —

Effect: Affects items of Type: Food whose effects require a dice roll. Add 3 to the effects of all items of Type: Food used by any party member.

Build a facility for cooking.




Bath

Timing: Passive

Slots: 1

Stacks: No

Price: 750 KE

Upkeep: Base level × 15

Usage Requirements: —

Effect: Add 10 to the max HP of all party members.

Build a large bath.




Soft Beds

Timing: Passive

Slots: 1

Stacks: No

Price: 750 KE

Upkeep: Base level × 15

Usage Requirements: —

Effect: While any party member is under the effects of Economy, Suite, or Royal, that party member gains +3 to Physical Defense and Magic Defense.

Prepare soft beds and pillows.




Chemical Lab

Timing: Passive

Slots: 1

Stacks: Yes

Price: 1,000 KE

Upkeep: Base level × 20

Usage Requirements: —

Effect: Add 1d6 to the effects of any items that restore HP used by any party member.

Prepare a facility for conducting research on boosting the effects of potions.




Maze

Timing: Passive

Slots: 1

Stacks: No

Price: 1,000 KE

Upkeep: Base level × 20

Usage Requirements: —

Effect: Add 2 to the total check score of sense threat checks made by any party member.

Represents the inside of your Base being built in a complex way like a maze, or that it itself is an actual maze.




Rampart

Timing: Free action

Slots: 1

Stacks: Yes

Price: 1,000 KE

Upkeep: Base level × 20

Usage Requirements: Once per scenario

Effect: Any party member may use this as a free action. Block the Engagement that party member is currently in. This blocked state lasts until no more characters are Engaged there.




Trap Room

Timing: Passive

Slots: 1

Stacks: No

Price: 1,000 KE

Upkeep: Base level × 20

Usage Requirements: —

Effect: Add 2 to the total score of trap detection and trap disarm checks.

Prepare a room featuring a collection of different traps from all different time periods and parts of the world.




Treasure Vault

Timing: Passive

Slots: 1

Stacks: Yes

Price: 1,000 KE

Upkeep: Base level × 20

Usage Requirements: —

Effect: Add 5 to the carrying capacity of all party members.

Build a treasure vault for storing your items and precious stones.




Sacred Spring

Timing: Item

Slots: 1

Stacks: Yes

Price: 2,000 KE

Upkeep: Base level × 40

Usage Requirements: —

Effect: During Preplay, each party member receives one holy water (here) and one holy water of evil’s bane. These items cannot be sold and will be lost at the end of the scenario.

Build a spring or fountain in your base that bubbles forth with holy water.




Cafeteria

Timing: Passive

Slots: 1

Stacks: No

Price: 3,000 KE

Upkeep: Base level × 60

Usage Requirements: —

Effect: Add 5 to the max HP of all party members.

Build a cafeteria for lots of people to come and eat at.




Expensive Bedrooms

Timing: Passive

Slots: 1

Stacks: No

Price: 3,000 KE

Upkeep: Base level × 60

Usage Requirements: —

Effect: While any party member is under the effects of Suite or Royal, that party member gains +1d6 to the damage on their attacks.

Prepare a private bedroom for each party member.




Sanctuary

Timing: Passive

Slots: 1

Stacks: Yes

Price: 5,000 KE

Upkeep: Base level × 100

Usage Requirements: —

Effect: Add 2 to the effects of any skill that restores HP used by any party member.

Build a sanctuary, household altar, etc., in order to worship and pray to a god.




Soothing Statue

Timing: Setup Process

Slots: 1

Stacks: No

Price: 5,000 KE

Upkeep: Base level × 100

Usage Requirements: Once per scenario

Effect: Restore HP and MP. Restore (Base Level+2)d6 points of HP and MP to all party members. The party leader rolls the dice for this effect.

Build a statue that can miraculously heal the bodies and mana reserves of party members.




Toys

Timing: Passive

Slots: 1

Stacks: Yes

Price: 5,000 KE

Upkeep: Base level × 100

Usage Requirements: —

Effect: Add 1d6 to rolls for enemy loot made by all party members. If you have more than one of this facility, add another die to the loot roll for each additional one.

Prepare toys for your Base, such as playing cards or board games.




Magic Training Ground

Timing: Passive

Slots: 1

Stacks: Yes

Price: 7,500 KE

Upkeep: Base level × 150

Usage Requirements: —

Effect: Add 3 to the damage of magic attacks and special attacks made by all party members.

Build a training ground for magical combat training that won’t adversely affect anything near your Base.




Smithy: Weapon

Timing: Passive

Slots: 1

Stacks: Yes

Price: 7,500 KE

Upkeep: Base level × 150

Usage Requirements: —

Effect: Each party member chooses one weapon in their possession, or that’s currently equipped. Add 2 to the Atk Power of the chosen weapon. If you choose this more than once, you can choose that many different items. You can also choose the same item again, in which case its Atk Power increases again by the same amount.

Build a forge for strengthening weapons.




Bar

Timing: Passive

Slots: 1

Stacks: No

Price: 10,000 KE

Upkeep: Base level × 200

Usage Requirements: —

Effect: Add 10 to the max HP of all party members.

Build a bar for things like throwing parties.




Elemental Altar

Timing: Setup Process

Slots: 1

Stacks: Yes

Price: 10,000 KE

Upkeep: Base level × 200

Usage Requirements: Once per scenario

Effect: When you acquire this, choose one element. All damage from attacks made by all party members becomes magic damage of the chosen element and gains +(Base Level × 2) to their damage. This effect lasts until the end of the round.

Build an altar that will amplify the power of a specific element.




Open-Air Bath

Timing: Passive

Slots: 1

Stacks: No

Price: 10,000 KE

Upkeep: Base level × 200

Usage Requirements: —

Effect: Add 20 to the max HP of all party members.

Build an open-air bath.




Round Table

Timing: Passive

Slots: 1

Stacks: No

Price: 10,000 KE

Upkeep: Base level × 200

Usage Requirements: Once per scenario

Effect: Any party member may use this as a major action. The GM will directly answer any one question you have. The GM may decide not to allow the use of Round Table. In such a case, uses of this facility are not spent.

Build a round table your party members can use for meetings. Low dining tables are available as well.




Smithy: Armor

Timing: Passive

Slots: 1

Stacks: Yes

Price: 10,000 KE

Upkeep: Base level × 200

Usage Requirements: —

Effect: Each party member chooses one piece of armor in their possession, or that’s currently equipped. Add 2 to the Phys Def and Mag Def of the chosen piece of armor. If you choose this more than once, you can choose that many different items. You can also choose the same item again, in which case its Phys Def and Mag Def increase again by the same amount.

Build a forge for strengthening armor.




Store

Timing: Passive

Slots: 2

Stacks: No

Price: 5,000 KE

Upkeep: 0

Usage Requirements: —

Effect: During Preplay, each party member receives Base Level × 100 KE. If a party member has at least 1 level of Business Acumen Skill (here), they receive an additional Base Level × 100 KE. (This additional effect does not stack even if multiple party members have Business Acumen Skill.)




Training Ground

Timing: Setup Process

Slots: 2

Stacks: Yes

Price: 10,000 KE

Upkeep: Base level × 200

Usage Requirements: Once per scenario

Effect: All party members conduct combat movement. Any party member may choose not to conduct combat movement. Has no effect on characters who are unable to perform combat movement.

Build a training area for practicing coordinated fighting styles.




Royal Room

Timing: Passive

Slots: 2

Stacks: No

Price: 25,000 KE

Upkeep: Base level × 500

Usage Requirements: —

Effect: While any party member is under the effects of Royal, that party member gains +5 to their Physical Defense and Magic Defense.

Prepare a lavishly decorated room.




Casino

Timing: Major action

Slots: 2

Stacks: Yes

Price: 50,000 KE

Upkeep: Base level × 1,000

Usage Requirements: Once per scenario

Effect: Any party member may use this as a major action. That party member spends at most Base Level × 1000 KE (minimum of 100 KE). The GM and one player representative each roll 2d6. If the player’s roll is higher than the GM’s, gain twice the money spent. The GM may decide not to approve usage of the Casino. In such a case, uses of this facility are not spent.

Build a gambling facility.




Theater

Timing: Passive

Slots: 2

Stacks: Yes

Price: 50,000 KE

Upkeep: Base level × 1,000

Usage Requirements: —

Effect: When any party member uses a Blessing to add dice to a roll, other party members may also use their own Blessings to grant additional dice to the first player. Each party member can only use up to 1 Blessing in this way.

Build a stage and audience seats for people to enjoy plays and music.




Chapel

Timing: Passive

Slots: 3

Stacks: No

Price: 75,000 KE

Upkeep: Base level × 1,500

Usage Requirements: —

Effect: Add (Base Level)+3 to the effect of any skill or item that restores HP and/or MP used by any party member.

Build a grand, solemn chapel.




Throne

Timing: Passive

Slots: 3

Stacks: No

Price: 100,000 KE

Upkeep: Base level × 2,000

Usage Requirements: —

Effect: When you choose this, any party members who have chosen Royal as their Lifestyle must choose one skill from those they’ve acquired. They cannot choose any skill with a max SL of 1. Add 1 to the chosen skill’s SL. You may exceed the skill’s maximum level with this effect.

An extravagant throne—with an expensive room to match.
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Adventures in a Wider World

This chapter introduces elements from the setting of Konosuba TRPG and explains how the information written here can help during an actual gameplay session.

[image: image] BASIC RULE BOOK RECAP

First, let’s recap the contents of the basic rule book. There’s no need to go back and read over the whole thing. The three bullet points below are the most important things, and with an understanding of them, you’ll figure things out in no time.

The summary in bullet point form is below:


	This is a world unlike modern Earth, more akin to a video game with swords and magic in it.

	In this world, there are occupational adventurers who hunt and exterminate monsters.

	Adventures begin in a town known as Axel.



In this book, we’ll further expand on the setting of said adventures, providing a wider variety of information to allow you to play the game in a wider variety of ways.

[image: image] THE WORLD’S FEATURES

The following three points set the world of Konosuba apart from the real, modern world:


	(1) Magic exists

	(2) Monsters and devil people exist

	(3) Gods and goddesses exist and affect the world in different ways



Among those, the existence of monsters and Devils affects society in major ways. After all, things that can kill a human in the blink of an eye are ever-present nearby. One can’t simply go to the outskirts of town or other settlements entirely.

[image: image] MEANS OF TRANSPORTATION

[image: image] TELEPORTATION

Humans have, of course, devised a way around this. One is through the use of teleportation, magic that can instantly transport you to another place.

The ability to use teleportation eliminates the worry of monsters popping up during a person’s trip, since there’s no need to go waltzing into dangerous locations for no reason.

Some places, called transport shops, will lend out the usage of teleporters in bases of operations like cities and transport people all over the world as their job.

[image: image] ADVENTURERS

Adventurers also serve as a countermeasure. The problem with teleportation magic is that it exhausts the caster, meaning they can’t use the spell frequently, nor can they transport large goods.

Instead, people transport cargo and such using horse-drawn carts and wagons. Transport shops are also expensive, and travelers who can’t make use of them have their own needs. And when they have to go by themselves, that raises the possibility of being attacked by monsters along with their wagons.

To solve this, some will hire adventurers to protect their wagons. Meanwhile, adventurers not only lower the cost of travel, but also secure an income for themselves, making it a win-win arrangement.







The Kingdom of Belzerg

[image: image] THE FRONT LINES

The Kingdom of Belzerg is a main locale in the setting of the game’s world.

In this world, Belzerg has the only border in the world adjacent to the lands controlled by the Demon King’s forces, making it the front line in the conflict between them and humans.

[image: image] BELZERGIAN ROYALTY

To oppose the Demon King’s forces, the members of Belzerg’s royal family have wed generations of Demon King–slaying heroes, inheriting their incredible might and Sacred Treasures.

Members of the royal family are also given the highest level of education in every field, leveling up aggressively by eating expensive foods that grant lots of experience points and amassing incredible combat power; many of them fight on the front lines themselves.

[image: image] MAJOR LOCATIONS IN BELZERG

A number of important locations exist in the Kingdom of Belzerg, all connected by a trade network of teleportation magic and wagon convoys:

[image: image] AXEL TOWN

Known as the “Starter Town” and home to many tenderfoot adventurers.

[image: image] ARCANLETIA

A tourist city famous for its hot springs. The Axis Church headquarters is located here.

[image: image] THE CRIMSON MAGIC VILLAGE

The settlement of the Crimson Magic Clan. Not located on the trade network.

[image: image] THE ROYAL CAPITAL

The capital city of Belzerg. The palace sits in the middle, but members of royalty tend to be away fighting on the front lines.

[image: image] BORDER FORTRESS

A fortress on the border of the Kingdom of Belzerg and the Demon King’s sphere of influence.

There are other cities and villages aside from the ones introduced here. The GM may think up other locations as they wish. These are introduced in more detail starting here.

[image: image] OTHER REGIONS

[image: image] ELROAD KINGDOM

A kingdom bordering Belzerg. Known as the Casino Kingdom, Elroad’s capital is located about ten days from Belzerg’s by wagon. Made prosperous by its trade industry, it has no powerful order of knights and supports Belzerg purely financially. As a result, they tend to treat Belzerg as a nation of savages.

[image: image] DEMON KING’S CASTLE

Past the border fortress is the Demon King’s castle, the stronghold of the Devils. It’s protected by a powerful magical barrier, making it near untouchable by humans.
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Axel Town

[image: image] A TOWN FOR NOVICE ADVENTURERS

Well-known as the “Starter Town.” The basic rule book has general information about this town, so please refer to that as well.

Geographically, the town of Axel is the farthest in Belzerg from the Demon King’s castle, and the monsters that appear in the vicinity are relatively weak. Those characteristics have made it a hometown for many adventurers who are just starting out.

The town is peaceful and safe, a place where children can run free and play anywhere within its outer walls.

[image: image] TOWN FACILITIES

[image: image] ADVENTURERS GUILD

Located near the center of town, the Adventurers Guild is where adventurers take on requests with the Guild acting as a middleman. Also contains a restaurant and pub, making it noisy at all times of the day.

[image: image] POLICE STATION

The police headquarters located near the center of town contains a jail, where criminal suspects are thrown.

[image: image] COURTHOUSE

Located near the center of the town, trials are held in this building. A magical bell that can detect lies is installed in the center of the room. Magic is strictly prohibited on the premises so that the bell isn’t modified.

[image: image] DUSTINESS MANSION

The mansion of House Dustiness, major Belzergian nobles, located on the central street. Also has a garden with a pond and a training ground.

[image: image] PUBLIC BATHS

Paid public baths that anyone can use. Laborers and others come here to wash off the day’s sweat.

[image: image] INNS

Lodgings for people who don’t own a home in Axel. Adventurers use these a lot.

[image: image] STABLES

Places for less-advantaged adventurers to sleep. They offer no privacy, so other lodgers will get angry if you make noise.

[image: image] WIZ’S MAGIC ITEM SHOP

A small shop that peddles magical items, managed by Wiz. A real shop, though it deals in magic items without much demand.

Later on, she began selling a variety of goods based on Japanese products, gaining a good reputation.

That said, the owner apparently doesn’t make much of a profit, being in the red because of the items she stocks.

[image: image] SUCCUBUS SHOP

A shop where you can avail yourself of the charming-dream service provided by succubi.

[image: image] PASSENGER WAGON WAITING AREA

The waiting area for traveling wagons that connect the various footholds. Some wagons will leave in the middle of the night.

[image: image] RAMPARTS

The town’s outer walls, made of stone. Guards keep watch near the entrances.

[image: image] OUTSKIRTS

[image: image] OUTSIDE THE RAMPARTS

Just outside the town’s walls is a plain. Sometimes Giant Toads and other monsters appear there.

[image: image] MANSIONS

The holiday homes of nobles are located on the outskirts of Axel. They say that occasionally an adventurer who’s struck it rich will buy one.

[image: image] ABANDONED CASTLE

An abandoned castle sits atop a hill about a half-day’s trip from Axel. Apparently, one of the Demon King’s generals lives there, and apparently, it gets bombarded by explosion magic for several days on end.

[image: image] KHIEL’S DUNGEON

About a half-day’s walk along a trail out of Axel is a practice dungeon for novice adventurers. The dungeon’s name is said to come from the name of the mage who created it.

[image: image] PLAINS AREA

The plains some distance from the town. A monster called a Snow Spirit appears here, and snow will fall here earlier than it falls in other places.







Arcanletia

[image: image] CITY OF TOURISM

A city of water and hot springs. A place sandwiched by mountains from which clear lakes and spring water pour forth. A tourist spot that prospers because of its hot springs.

Also, it’s known as the headquarters of the Axis Church.

[image: image] CITY APPEARANCE

The buildings all sport blue as a main color, and the streets and cityscape are gorgeous. Many hot spring resorts line the roads, leading to an outpouring of life and energy here.

The shopkeepers are incredibly aggressive while hawking their wares; some even compare it to being in an active warzone.

[image: image] AXIS CATHEDRAL

Arcanletia is home to a cathedral serving as the headquarters of the Axis Church. The cathedral is backed by mountains, from which the source of their hot springs flows. This source is strictly managed by the followers of Axis, and nobody can get near it without permission.

In addition, most of Arcanletia’s citizenry worship Aqua. Religious canvassing is a stubborn tradition because of it, while on the other hand, followers of Eris face unusually intense criticism.

In this world, the Demon King’s Army is quite active. Despite that, it’s said you won’t ever see any near Arcanletia. One theory for why is that they don’t want to get involved with the Axis followers who live there. The city was actually attacked by the Demon King’s forces before, but never again after that—seemingly, they learned their lesson.

[image: image] CONNECTION TO AXEL

Arcanletia lies about a day and a half from Axel by wagon over the plains. Passenger wagons go back and forth on a regular schedule.

There don’t seem to be any towns suitable for lodging on the way, so to get from one to the other, you have to camp out for one night. If you leave Axel early in the morning, you’ll arrive in Arcanletia the next day.







The Capital and Border Fortress

[image: image] THE BIG CITY CLOSE TO THE FRONT LINES

The royal capital of the Kingdom of Belzerg. A large city overshadowed by the castle towering in its center. Within its thick ramparts are a vast array of shops and a lot of residents. The palace, where the royal family lives, is ensconced in the city’s central area. Meanwhile, this city is also close to the front lines of the war with the Demon King’s Army.

[image: image] ATTACKS FROM THE DEMON KING’S ARMY

A large fortress sits on the border. The royal capital is no more than a two-day walk from there. Because of that, it frequently comes under attack from the Demon King’s Army. However, a powerful military and high-level adventurers with cheats live in the city to oppose them, so most monsters are put down immediately.

For the above reasons, a lot of fresh monster meat is in circulation, which is apparently where the BBQ places in the capital source their meat from.

[image: image] BORDER FORTRESS

A fortress built right between the domains of the Demon King’s forces and the Kingdom of Belzerg. The front lines of the war between humanity and the Devils.

Just a two-day walk from the royal capital, it’s relatively close by. Powerful monsters frequently appear in the area, but the kingdom has set up outposts between the city and the fortress to make it safer.

The Belzerg royal family, such as the king and the prince, are apparently out of the capital fighting near the fortress. This is because Belzergian royalty are incredibly capable in battle in their own right. That said, when danger threatens the fortress, the royal family seems to sometimes withdraw to the capital, so in that sense, you could say that they’ve constructed a defensive network linking the capital and the fortress.

[image: image] CONNECTION TO AXEL

Axel is farthest from the Demon King’s castle, making it distant from the capital near the front lines as well. However, thanks to the transport services provided by transport shops, people frequently travel between the two places.







The Crimson Magic Village

[image: image] HOME OF THE CRIMSON MAGIC CLAN

The cradle of the Crimson Magic Clan. Wagons don’t come here because the village’s environs are a dangerous area filled with powerful monsters.

[image: image] ITS FEARSOME RESIDENTS

In a surprise to those who know of the Crimson Magic Clan, the settlement looks like a peaceful farming village at a glance. Excluding the children, its residents are all Arch-wizards capable of wielding advanced magic, making the village quite powerful. That strength means that threatening monsters are taken care of within moments.

While the Demon King’s forces will occasionally attack the village, even they always find the tables turned on them and get driven off.

[image: image] TOURIST SPOTS

The Crimson Magic Village is difficult to get to, but it has many good sightseeing attractions.

[image: image] PETRIFIED GRYPHON STATUE

A statue that stands at the village’s entrance. It’s said they used an actual gryphon that they petrified using magic.

[image: image] CAT-EARS SHRINE

A shrine dedicated to a deity wrapped in mystery. Its principal object of worship has catlike ears, four exposed limbs, and clothing that clings tightly to the trunk of the body, covering it. There is a squarish white space near the breast with strange characters written on it.

[image: image] ROCK WITH A SWORD IN IT

One of the village’s famous tourist attractions is a rock with a sacred sword meaningfully stuck in it. It is said that whoever draws it will be granted incredible powers, and you, too, can try it—just once—for a small fee.

[image: image] HOPE SPRINGS

A small spring in the shade of the trees is a famous sightseeing spot in the village. There is a rumor that tossing in an ax or a coin as an offering will cause the goddess of gold and silver to appear.

[image: image] VANIRMILD, THE ALL-SEEING OBSERVATORY

An observatory atop a mountain peak near the village. An extremely potent magical item that allows for long-distance sight is set here. You can use it to peep on the Demon King’s daughter’s room in her father’s castle.

[image: image] THE DEVIL’S HILL

One of the many sightseeing spots. It’s said that the Devil’s curse will make it so that couples who confess their love atop this hill and start dating can never part.

[image: image] COMMUNITY FACILITIES

Places that sell goods and provide services, geared mainly toward residents. Because of the Crimson Magic Village’s low population, such services almost never have any competition.

[image: image] PUBLIC BATH “MIXED BATH”

A public bath in the Crimson Magic Village. They use Create Water to make the water and Fireball to boil it, so strictly speaking, they’re not hot springs.

[image: image] THE DEADLY POISON CAFÉ

The only café in the village. Despite the name, its flavors are masterful.

[image: image] THE GOBLIN SLAYER WEAPON SHOP

A blacksmith-and-weapon shop dealing in magically enchanted weapons and armor. Because all the village’s residents use magic, there isn’t much of a demand for such items, but their weapons of strange, complicated shapes have been well received, and their armor is apparently popular among certain collectors.

[image: image] RED PRISON

The school that Crimson Magic Clan children attend. Classes are separated by gender. It teaches what counts for basic education in this world, magical knowledge, and martial arts. They also issue Adventurer’s Cards.

A student graduates once they’ve saved up enough skill points to learn a magic spell, but culturally, this almost always refers to an advanced spell specifically.

[image: image] CONNECTION TO AXEL

Getting to the Crimson Magic Village from Axel by way of Arcanletia takes about three or four days by wagon or walking. However, because so many of the Crimson Magic Clan are high level, they have little reason to visit Axel with its population of low-level adventurers—and, in turn, not many of those from Axel would go to the sparsely populated village surrounded by dangerous monsters. There are no direct wagon routes as a result of this, and the journey itself is more arduous than the distance would imply.







Personalities

This section introduces more characters. As the world grows larger, so, too, does the cast of characters within it.


Vanir

“Mwa-ha-ha-ha-ha!”
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General of the Demon King

Gender: Male (?)    Age:?

A masked employee of Wiz’s shop. His secret identity is that of a Devil and a general in the Demon King’s Army. Nicknamed the All-Seeing Demon. With insinuating and malicious prophecies, he toys with the hearts of others, then feeds off the negative emotions they produce. He occasionally runs a consulting service out of the Adventurers Guild in Axel.




Yunyun

“M-my name is Yunyun…”
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Crimson Magic Clan Adventurer

Gender: Female    Age: 13 or 14

An Arch-wizard in line to be the next chief of the Crimson Magic Village. Possesses an unusual amount of common sense for a member of the Crimson Magic Clan. Calls herself Megumin’s rival, but is generally given the cold shoulder. She tends to end up extremely isolated; she’s looking for party members year-round. She is mainly seen in Axel and the Crimson Magic Village.




Komekko

“My name is Komekko! Younger sister of the greatest mage in the Crimson Magic Clan!”
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Megumin’s Little Sister

Gender: Female    Age: 5

A girl in the Crimson Magic Clan. Megumin’s little sister. Looking like a younger version of Megumin, she wears her hair in two short tails and has a star hair clip. Voracious and always looking for her next meal. She’s visited the town of Axel before, but she mainly lives in the Crimson Magic Village.




Soketto

“Oh, but the future is very changeable.”
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Crimson Magic Clan Fortune-Teller

Gender: Female    Age:?

A fortune-teller known as the most beautiful woman in the Crimson Magic Clan. By temporarily borrowing the power of a Devil that can see the future, she makes predictions that people say are almost always spot-on. Even if she foretells something bad, you can apparently always avoid the results. Her weakness is that she can’t tell her own fortune. She lives in the Crimson Magic Village.




Eris

“My name is Eris.”



[image: image]




Goddess of Happiness

Gender: Female    Age:?

The goddess of happiness, central figure of the Church of Eris, and Aqua’s junior. Her role is to guide those who die in this isekai. Even more brutal toward Devils and the undead than Aqua. Normally a human would meet her only after dying, but some rumors tell of her occasionally descending to the world of men.




Chris

“I’m Chris. And I’m a thief, as you can see.”
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Adventurer Thief

Gender: Female    Age: 15 (or so?)

A thief who can be seen around the town of Axel. Has a slender, boyish appearance. Has a scar on her right cheek. One of Darkness’s friends. Her estimated age based on her appearance is around fifteen years old. She taught Kazuma several Thief skills, including Steal. Mainly shows up in the town of Axel.




Iris Stylish-Sword Belzerg

“I am Iris, first princess of Belzerg.”
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Princess of the Kingdom of Belzerg

Gender: Female    Age: 12

The princess of the Kingdom of Belzerg. A beautiful, fragile-looking girl with characteristic blond hair and blue eyes. Usually just called Iris. Strong and valorous despite her appearance. A sheltered princess, she should never be seen outside the royal capital, but there have been scattered reports of her appearing in the town of Axel.




Claire

“I am Claire, eldest daughter of the Sinfonia family.”
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Knight of the Kingdom of Belzerg

Gender: Female    Age:?

A knight serving the Kingdom of Belzerg. From the noble House Sinfonia, she is Princess Iris’s bodyguard. She wears a white men’s suit, short hair, and a sword at her waist. Said to be intensely loyal to her mistress, Iris. Normally with Iris in the royal capital.




Zesta

“Did you just say anything?”
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Head of the Axis Church

Gender: Male    Age:?

An Arch-priest who is the bishop of Arcanletia and the head of the Axis Church. An elderly man. Incredibly capable as a priest, but also dangerous and crazy in every respect, like other followers of Axis. Cannot stand the sight of the Eris sect. He can usually be found in the temple in Arcanletia.




Cecily

“I am Cecily, manager of the Church of Axis’s Axel branch.”
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Priestess of the Axis Church

Gender: Female    Age:?

A young priestess of the Axis Church. Originally belonged to the big church in Arcanletia, but later became the manager for the Axis Church in the town of Axel. Like every other Axis follower, she is loyal to her desires and ambitions, and works hard every day to harass the Eris sect.




Kyouya Mitsurugi

“I will be the one to defeat the Demon King.”



[image: image]




Reincarnated Person

Gender: Male    Age:?

A Sword Master. Looks to be around high school age. A hero hopeful and an adventurer of a high enough level to become one. Was actually reincarnated here from Japan before Kazuma was. An attractive man with a strong sense of justice, he goes on adventures all over the world. Also tends to be strongly opinionated.
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For More Advanced Adventures

This section introduces advanced guidance for game masters running more technical scenarios that may not go through the Adventurers Guild. In addition, it shows how to Rebuild (reroll) PCs now that the listings are bigger.

Questless Sessions

In the basic rules, guidance for receiving requests from the Adventurers Guild was treated as a fundamental part of session progression. In Advanced, we have different guidance for GMs who want to run a session in a different way.

[image: image] INTRODUCING QUESTLESS SESSIONS

In order to introduce the PCs to an adventure that doesn’t involve them taking on a quest, we’ll explain two methods: personal requests and getting caught in the middle of other events.

[image: image] PERSONAL REQUESTS

A character might come to the PCs with a personal request because they don’t want anyone else to know about it. Perhaps they have some sort of secret, or are too embarrassed to post it publicly.

In this case, you can prepare a quest the same way as you normally would, with clear conditions and rewards, and explain that to the players.

The difference from normal quests is that the Adventurers Guild is not involved, so the players may initially be suspicious of the person making the request.

You may decide to tell the players directly that they will not be betrayed, or tell them that after some information gathering, they know for sure that the person is trustworthy.

[image: image] CAUGHT IN THE MIDDLE

This method involves the players getting caught up in the middle of other events before even taking on a quest, like falling into a hole on a trip or enemies suddenly raiding.

In these cases, the scenario’s objective becomes the PCs’ survival. Because of that, the scenario will begin and end without the involvement of any quest-givers.

The issue with this session setup is in how you give the players rewards. Items from dungeons and loot from enemies become the main way to reward the players, since the Adventurers Guild isn’t involved. One method is to make these things worth playing the session for.

Another method is to prepare a reward later on. Perhaps the Adventurers Guild or the kingdom had a bounty out for the scenario’s boss character.

The ending of the scenario presented in this book takes this form. Use it as a reference for this kind of session, including how to hand out rewards.

REBUILDING

When adding more elements to the game—like this book does—or adopting new rules, players may want to remake their characters. In such cases, the GM may allow the players to re-create—or Rebuild—their PCs.

Rebuilding is only a method of redoing stats, skills, and the like. They’re adjustments to make it easier for players to better match characters to their visions. When Rebuilding, players cannot change their character name, age, gender, etc. Changing fundamental parameters like those would just result in the creation of a brand-new character. The backstory and character itself should stay the same, with minor adjustments made to their stats, skills, etc.

These rules for Rebuilding must not be used to optimize characters for every session, nor are they for simply starting over. The GM should be clear about these things before introducing these rules.

[image: image] HOW TO REBUILD

Rebuilding can be done in one of two ways. The GM can adopt either or both of them.

Rebuilding must be completed before Preplay. You cannot Rebuild characters during Main Play.

[image: image] REASSIGNING SKILLS

With this method, Rebuilding doesn’t redo a character’s growth—it only reallocates their skills. You must choose skills from the same class to replace your old ones with.

For example, if you have the Warrior skill Heavy Attack at SL2, you can replace it with Mighty Shout at SL2, provided you haven’t already learned it. Or you can split up the levels between multiple skills, for example by replacing it with 1 level of Cover and 1 level of Vacuum Wave. You cannot, however, replace the Warrior skill Heavy Attack with the Priest skill Saint Shield.

When using this method, you don’t change classes or increase Blessings; these stay the same as before Rebuilding.

[image: image] REDOING GROWTH

With this method, a player can redo the creation and growth of their PC starting at character level 1 up to the character level they were at prior to Rebuilding.

When acquiring general skills, acquire an equivalent number of levels in general skills.

[image: image] RESTRICTIONS ON REBUILDING

The GM’s permission is required to Rebuild a character. The GM should take into account the PC’s current situation when deciding whether to permit that player to Rebuild their character.

It is best to be clear about when you will or won’t permit Rebuilding. In addition, you should be clear about which things you’ll allow changes to and which you won’t. Some recommended Rebuild restrictions are below.

[image: image] STARTER CLASS

You cannot change the class you chose at level 1. This is to keep the character’s impressions and role intact.

[image: image] LIFE PATH

You cannot change your Life Path.

[image: image] RACE

If you were to change your race during Rebuilding, you would essentially be making a brand-new character. Thus, your race can’t be changed.

[image: image] LEVEL

You cannot have a higher or lower character level as a result of Rebuilding.

[image: image] ITEMS, MONEY

You cannot change these.

ADDITIONAL LISTINGS FOR GMS

This book adds the following listings, and listing entries, for the GM.

[image: image] ENEMY CHEATS

These are cheats meant specifically for enemies.

Enemy cheats aren’t made for the purpose of defeating PCs. They’re to make the scenario more exciting. If the GM chooses to use them, they should be cautious of this point. Also refer to here.

[image: image] ENEMY SKILLS AND ENEMY LIST

New enemies, along with new enemy skills, are introduced here to here.

[image: image] TRAP LIST

New traps and objects are introduced here to here.







Enemy Cheats

What Are Enemy Cheats?

Enemy cheats are the enemy version of cheats (Konosuba TRPG, here). They’re traits and special abilities of the enemies appearing in Konosuba made into game mechanics.

Enemy cheats are made to replicate hostile threats that stand in the way of the main characters, or overwhelming predicaments they need to face. (Any troublemakers who aren’t technically enemies have had their traits and special abilities included as enemy cheats for convenience, because they, too, present a threat to the PCs.)

[image: image] HOW TO READ THE LISTINGS

The enemy cheat listings are based on the cheat listings.

Additionally, in the listings, enemy cheats will simply be referred to as cheats.

[image: image] ACQUIRING ENEMY CHEATS

Only NPCs can acquire enemy cheats. It’s up to the GM to decide whether or not to include them in the game.

USING ENEMY CHEATS

Enemy cheats break the balance of the game even harder than the cheats that PCs can acquire. The GM could, if they wanted, set an enemy up to have only the upsides of an enemy cheat and none of the downsides.

A good way to structure a scenario is to have the GM put pressure on the PCs using the merits of the enemy cheat, then lead the PCs into turning the tables by taking advantage of its demerits.

[image: image] EXPERIENCE POINTS

In any session where an NPC acquires an enemy cheat, count up all the cheats that NPCs have acquired and factor them into calculating experience points. For more details, refer to NPCs and Cheats on Konosuba TRPG, here.

Enemy Cheats List

This section lists enemy cheats. The GM may have enemies who appear in the scenario acquire things from this list.


Absurdly Trustworthy

[image: image] Description

Your status, or perhaps brainwashing magic, has placed you in a position of absolute trust and respect among the people. That position will protect you, and the people will likely hamper your foes.

[image: image] Merit

Any action taken with clear hostility toward you (in combat, for example) suffers a -2d6 (minimum 1d6) check penalty.

[image: image] Demerit

The greater the trust in you, the greater your shock when it’s lost.

If trust in you fails for whatever reason, you lose the effects of this cheat’s merit and take a -2d6 (minimum 1d6) penalty on all checks you make.




Cannot Flee

[image: image] Description

Whether through a magical barrier or a clever stratagem, you can cut off an enemy’s escape route. None can escape you.

[image: image] Merit

During round progression, other characters cannot withdraw any farther than 20m from you. This effect ignores movement from item effects, skill effects, or cheat effects.

[image: image] Demerit

Your trap has no effect against someone holding you off at the risk of their own life.

If one character declares that they will spend a major action to hold you off, the other characters can withdraw from the Scene.




Conceal the Evidence

[image: image] Description

You can easily cover up disadvantageous information and rumors about yourself or your organization by silencing people, using memory-wiping magic, etc.

[image: image] Merit

You can use this at any time to cover up one piece of information. Any information you’ve covered up has a difficulty check of 30 to investigate. The GM can also determine other ways for players to obtain the covered-up information aside from making a check. Usable once per scenario.

[image: image] Demerit

Once the information is known, you find yourself in a precarious position. For the rest of the scenario, you cannot recover from any debuffs you receive.




Conviction

[image: image] Description

You will not suffer evil. Evil is anything that goes against your sense of justice. And you would do anything to pass judgment on evil.

[image: image] Merit

You can use this at any time to target one character, convict them of one crime, and assign a punishment. The GM decides the effects of this. You cannot deal HP damage to the character in this way. Usable once per scenario.

[image: image] Demerit

Despite what you may think, this punishment is inappropriate. If it ever becomes clear you made a wrongful conviction, you receive the same punishment yourself, or one that’s even worse.




Extra Lives

[image: image] Description

You have a stock of souls, so you won’t die even if you’re killed. Considering whether you’ll live or die has always been meaningless to you.

[image: image] Merit

You do not die. Even if your HP becomes 0 or less, you do not make a death check. In the next Scene, you recover from being knocked out, and your HP becomes 1.

[image: image] Demerit

As someone who can never die, you don’t care much about the victories and defeats in front of you.

After being knocked out, you can’t participate in combat for the rest of the scenario, nor can you take any hostile actions against other characters.




God of Poverty

[image: image] Description

You have no idea why, but wherever you go, economic hardship trails behind you, causing sudden expenses and failed business ventures. Because of that, you provide your own independent support to those affected to try and solve their problems.

[image: image] Merit

You can use this at any time. Remove EL × EL × 100 KE from one character’s funds. Calculate negative values as a debt. Usable once per scenario.

[image: image] Demerit

Your support doesn’t bear fruit, but perhaps it’s helpful in a different way.

During the scenario, the upper limit—and current number—of Blessings increases by 1 when using them for cheats.




Impenetrable Defenses

[image: image] Description

You are protected by a power beyond human understanding. No attack can harm you.

[image: image] Merit

All damage you take is reduced to 0. This effect ignores the effects of items, skills, and cheats.

[image: image] Demerit

There’s a tear in your cheat. The GM designates one weapon type or element. If any attack in that category lands a hit, you lose the effects of your merit, and your Physical Defense and Magic Defense both become 0.




Mark of the Evil God

[image: image] Description

You have been blessed by an evil god and can use that blessing to wreak havoc and destruction.

[image: image] Merit

Use immediately before one character in a Scene performs a check. That check must be a critical to succeed. Usable once per scenario, even if you’re dead.

[image: image] Demerit

The evil god gives you only the power to destroy.

Checks you make cannot be criticals. If you get two 6s on the dice, the numbers are all you can factor into your total score.




Proclamation of Death

[image: image] Description

You can deliver certain, inescapable death to a target by using a powerful curse.

[image: image] Merit

Designate one character in the Scene. That character will die at the end of the scenario. If it’s an NPC, they get knocked out for the scenario, and you may decide that they don’t recover from it until the end of the scenario. Usable once per scenario.

[image: image] Demerit

If you’re defeated, the reaper will harvest your soul instead.

If your HP becomes 0 or less, you automatically fail your death check, and the effects of this cheat are nullified.




Rude and Unmannered

[image: image] Description

Most people hate you, and nobody trusts you. But you don’t care about that one bit. And that makes you unstoppable.

[image: image] Merit

Gain +2d6 on all checks for major actions you perform.

[image: image] Demerit

The people who consider you a troublesome nuisance won’t hesitate to support your enemies. If you hide, they’ll report you. If you have a weakness, they’ll gladly talk about it.

All checks for major actions made against you gain +2d6.




Scripted Defeat

[image: image] Description

Whether by incredible strength, a power given to you, or an extremely well-crafted strategy, your victory is unshakable.

[image: image] Merit

Use on a character of your choice who is currently present in the Scene. You win against the target. The GM decides what the consequences of your victory are. You cannot deal HP damage to PCs using the effect of this cheat. Usable once per scenario.

[image: image] Demerit

There’s always a chance that an opponent you failed to finish off will hit you with a counterattack. The character who loses as an effect of this cheat receives +10 on the total score of enemy-identification checks against you.




Tactical Retreat

[image: image] Description

You can retreat from dangerous situations using teleportation, a stealth skill, etc. And no matter what anyone says, retreat does not equal defeat.

[image: image] Merit

You can use this at any time. Exit the Scene. When using this to exit a Scene, the players receive your loot. The GM can set conditions under which this cheat is unusable.

[image: image] Demerit

The cleverest retreaters know exactly when to hightail it out of there. You’re a little too quick to give up.

When your HP drops to half or below, you must use this cheat.




True Form

[image: image] Description

You have a true form you don’t normally reveal, along with true powers that go with it. Unleash it, and mercy can no longer be shown.

[image: image] Merit

You can use this at any time. Gain +5 to your level, +3 to the final score of all checks, and +10 to damage. This effect lasts until the end of the Scene. Usable once per scenario. A single character can acquire this cheat multiple times, and for each time it is used, the effects stack.

[image: image] Demerit

Your true form consumes energy at an alarming rate. During any Scene in which you gain the effects of this cheat’s merit, you suffer EL points of HP Loss during the Cleanup Process in every round.




Unchained

[image: image] Description

Nobody can chain you or bind you. You can easily slip out of any restraints.

[image: image] Merit

When you suffer a debuff, or when an item, skill, or cheat is used against you that has the effect of disabling skills or changing checks, nullify that debuff or effect.

[image: image] Demerit

All freedom comes at a price.

Each time you use this cheat’s effects, you suffer EL × 2 points of HP Loss. If you nullified a skill or a cheat, suffer EL × 5 points of HP Loss instead.









Enemies

[image: image] ADDITIONAL ENEMIES

This chapter contains additional enemy skills and enemies. We hope they help GMs in creating scenarios.

[image: image] ENEMY ADJUSTMENTS

Here, we introduce guidelines for the GM to adjust enemies, both in this book and in Konosuba TRPG, to better match the scenario. The GM may use this as a reference to freely adjust parameters.

Experience point calculation should use levels post-adjustment. In addition, for parameters not listed here (like loot), you should reference enemies in a similar level range to the adjusted level.

[image: image] ENEMY LEVEL

The GM is free to set the enemy’s level.

[image: image] TOTAL CHECK SCORE MODIFIER

+[Post-Adjustment Level – Original Level] ÷ 2

[image: image] DAMAGE

+[Post-Adjustment Level – Original Level] × 5

[image: image] HP AND MP

[Post-Adjustment Level – Original Level] × 5

[image: image] PHYSICAL DEFENSE AND MAGIC DEFENSE

+[Post-Adjustment Level – Original Level]

[image: image] CREATING ORIGINAL ENEMIES

In general, the GM may also create original enemies to suit the scenario. The same goes for enemy skills and enemy cheats.

One point of caution before doing so is to consider whether using those enemies in a session will be enjoyable for the players. This is something you can also ask yourself about all the other parameters in these books. If it would be more fun to change them, then the GM shouldn’t feel like they need to stick with the enemy information here at all costs.


Enemy Skills

This section lists enemy skill information. Enemy skills include not only the skills and magic that enemies can learn, but also the abilities they might be born with. Read these entries the same way as the character skill entries. Refer to Konosuba TRPG, here. When a skill effect, etc., refers to the enemy’s level, it’s shortened to EL.




Anti-Theft

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Effect: Effective while your HP is at half or above. The effects of Theft Hazard (Konosuba TRPG, here) cannot bring your HP to 0.

A skill representing the fact that you can continue to operate even after losing your Theft Hazard pieces, such as by having spare organs or very tight screws.




Blow Away

Timing: Minor action

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: No limit

Effect: When you acquire this, choose one method of attack. Write this skill down as Blow Away: Claw or the like, and treat it as separate from other Blow Away skills. If you make an attack with the chosen method and deal at least 1 point of HP damage to the target, move the attack’s target anywhere within (SL × 5)m. This movement can cause them to withdraw from the Engagement, and any blocks are ignored. You decide what direction to move the target in. This effect lasts until the end of the Main Process.




Command Center

Timing: Setup Process

Check: Auto success

Target: Scene (Choose)

Range: Scene

Cost: —

Max SL: No limit

Effect: Add SL to the total score of all checks made by the targets. This skill can’t apply to you. This effect lasts until the end of the round.

The skill to boost your underlings’ abilities several times over by issuing clear and concise instructions, etc.




Competitive

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: No limit

Effect: Effective while you are afflicted with a debuff. Add SL × 4 to the damage of your attacks.

An enemy skill representing how vicious you become the more dangerous the situation is.




Continuous Attack

Timing: Major action

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: No limit

Effect: Make 2 weapon attacks. You cannot use any effects of skills, cheats, or items that have Timing: Major action for these attacks. You may attack the same target twice or two targets once. Usable SL times per scenario.

The skill to continuously make weapon attacks.




Critical Hit

Timing: After check

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: 3

Effect: Use immediately after a check for a major action you take. Change the result of the check to a critical. If you gain additional dice as a result of the critical, then add 2d6 to your dice roll, regardless of the number of 6s. Usable SL times per scenario.

The skill to make attacks or take actions that are fatal to adventurers.




Draw In

Timing: Setup Process

Check: Strength

Target: Single

Range: See Effect

Cost: —

Max SL: No limit

Effect: The target makes a Strength reaction check. Move the target into your Engagement. The range is (SL × 5)m.

The skill to use your tongue, vines, etc., to draw a target in close to you.




Endless

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Effect: When you use anything with “Usage Requirements: n times per Scene” or “Usage Requirements: n times per scenario,” you do not spend uses. If enemy identification has been successfully performed on you, this effect is lost until the end of the scenario.

The skill to use skills endlessly by way of special rituals, devices, etc.




Guardian

Timing: Before damage roll

Check: Auto success

Target: Single

Range: Close

Cost: —

Max SL: 1

Effect: Cover the target. You can Cover them even if you’re already spent. Covering in this way does not make you spent. (You stay spent if you already are.) Any mob enemy that has acquired this skill can Cover.

The skill to protect others, displaying your defensive technique.




Hold Them Back

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Effect: Declare this skill at any time to block the Engagement you’re in or to remove this blocking effect.

The skill to hamper an enemy’s movements through intimidation tactics, using tentacles to coil around their legs, shaking the ground, etc.




Incredibly Large

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Effect: This skill is apparent even without performing enemy identification. Blocks the Engagement you’re in. This block also applies to characters in a flight state.

A skill representing your enormity, so large that others need to look up.




Maximum Power

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Effect: Effective when you’re not afflicted with any debuffs. Add (SL)d6 to the damage of attacks you make.

A skill representing the destructive force of your attacks that comes out when you’re in perfect condition.




Penetrate Stealth

Timing: Passive

Check: None

Target: Self

Range: —

Cost: —

Max SL: 1

Effect: You can choose characters in a stealth state as the target of attacks you make and skills you use.

You don’t need a check to locate stealthed characters. Also, by spending a major action, you can bring a designated character in the Scene out of their stealth state.

The skill to see through stealth using great eyesight, an undead’s life sense, etc.




Protect Weakness

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Effect: Even if you receive magic damage of an element you’re weak to, those effects don’t apply, and you calculate the damage using your Magic Defense as normal. Lose this effect while afflicted with a debuff.

A skill representing your protection of weaknesses via special armor, scales, etc.




Regenerative Ability

Timing: Cleanup Process

Check: Auto success

Target: Self

Range: —

Cost: —

Max SL: No limit

Effect: Restore HP. Restore SL × 3 points of HP to yourself.

The skill to swiftly heal wounds by accelerating your metabolism, through the effects of magic placed on your body, etc.




Steel Will

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: No limit

Effect: Reduce damage you take by SL × 10 (minimum 0). Also, ignore penalties to checks caused by debuffs. This effect is lost when a character in the Scene wins a Mind opposition check against you. The GM may change the ability score used for this check.

The skill to withstand any attack through sheer force of will or the preparation to die for it.




Temporary Form

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Effect: When you acquire this, choose an outward appearance other than your own, or choose an enemy. If you choose an enemy, write this skill down as Temporary Form: Goblin or the like, treating each Temporary Form as its own skill. You can declare at any time that you are altering your appearance to what you chose or removing the effect. Anyone who wants to see through the disguise must succeed an enemy-identification check with a difficulty level of your ID Score. If the check fails, the GM may give information to the PC based only on your outward appearance.




Weakness Concealment

Timing: Passive

Check: —

Target: Self

Range: —

Cost: —

Max SL: 1

Effect: Even if you receive magic damage of an element you’re weak to, those effects don’t apply, and you calculate the damage using your Magic Defense as normal. If someone successfully uses enemy identification on you, this effect is lost for the rest of the scenario.

A skill representing your nullification of a weakness through special internal composition, spells, rituals, etc.




Will Breath

Timing: Major action

Check: See Effect

Target: Area (Choose)

Range: 20m

Cost: —

Max SL: 1

Effect: When you acquire this, choose one debuff. Treat it as a separate skill for each, such as Will Breath: Poison (2). The effectiveness goes in the parentheses. Make a special attack against the target. Your hit check uses DEX, and the damage is (2d6+EL) piercing damage. If the attack deals at least 1 point of HP damage, the target is afflicted with the chosen debuff.

Critical: Add dice




Enemy List

This section introduces additional enemies. The enemies here are sure to hamper the PCs’ adventures and serve well as hunting targets. For more on how to read the enemy entries, refer to Konosuba TRPG, here.




Cicada

Type: Animal

Element: —

Level: 1 (Mob)

ID Score: 7

Check: 3/4

Dodge: 2d6+4

Defense: 3/1

HP: 28

Action: 7

Move: 10

Attack: Cicada Cry

2d6+3 / 2d6+5 / Special [Spell (Wind)] / 20m

Enemy Skills:

Big Chorus, level 1: Passive: Add the number of other Cicadas to the damage of your attacks.

Apply Debuff: Knockback (1), level 1 (Konosuba TRPG, here)

Flight Ability, level 1 (Konosuba TRPG, here)

Description: A very loud swarm of cicadas.

Loot:

6–10  Cicada carcass (1 KE) × 5

11+  Pretty cicada husk (20 KE)




Chestnut Rat

Type: Animal

Element: —

Level: 2 (Mob)

ID Score: 9

Check: 5/3

Dodge: 2d6+3

Defense: 8/3

HP: 35

Action: 12

Move: 10

Attack: Tackle (Hand-to-hand/Both)

2d6+8 / 2d6+9 / Close-Combat (Physical) / Close

Enemy Skills:

Spiny Armor, level 1: Passive: When a hit check for an attack you make is a critical, the damage changes to piercing damage.

Darksight, level 1 (Konosuba TRPG, here)

Description: Rodents the size of the average dog. Covered all over in sharp spines.

Loot:

6–9  Meat (Konosuba TRPG, here)

10+  Chestnut rat’s shell (20 KE)




Devil Imitation Caster

Type: Demi-human

Element: —

Level: 2 (Mob)

ID Score: 12

Check: 3/4

Dodge: 2d6+4

Defense: 4/6

HP: 32

Action: 7

Move: 6

Attack: Attack Magic: Fire

2d6+6 / 2d6+10 / Magic [Spell (Fire)] / 20m

Enemy Skills:

Attack Magic: Fire, level 1 (Konosuba TRPG, here)

Description: A Devil imitation that can use fire magic.

Loot:

5–9  Devil imitation’s nail (5 KE)

10+  Ruby (Konosuba TRPG, here)




Dungeon Imitation

Type: Magic Beast

Element: —

Level: 3 (Mob)

ID Score: 12

Check: 4/4

Dodge: 2d6+4

Defense: 8/2

HP: 35

Action: 8

Move: 10

Attack: Bite (Hand-to-Hand/Both)

3d6+5 / 3d6+16 / Close-Combat (Physical) / Close

Enemy Skills:

Mimetic Attack, level 1: Passive: Characters who see you must perform enemy identification. If all characters fail, you can make a surprise attack.

Description: Monsters that imitate dungeon walls, floors, etc.

Loot:

7–12  Money (50 KE)

13+  Ruby (Konosuba TRPG, here)




Gasshroom

Type: Plant

Element: Earth

Level: 2 (Mob)

ID Score: 11

Check: 4/3

Dodge: 2d6+3

Defense: 5/4

HP: 39

Action: 4

Move: 19

Attack: Breath: Earth

2d6+4 / 2d6+10 / Special [Spell (Earth)] / 20m

Enemy Skills:

Apply Debuff: Stunned, level 1 (Konosuba TRPG, here)

Breath: Earth, level 1 (Konosuba TRPG, here)

Description: Mushrooms that scatter spores that paralyze on contact. It’s said the stronger the stun, the more delicious the mushroom.

Loot:

3–8  Gasshroom spore (1 KE)

9+  Gasshroom cap (100 KE)




Goblin Archer

Type: Demi-human

Element: —

Level: 2 (Mob)

ID Score: 10

Check: 4/3

Dodge: 2d6+3

Defense: 4/3

HP: 30

Action: 4

Move: 7

Attack: Handmade Bow (Bow/Both)

2d6+4 / 2d6+9 / Ranged (Physical) / 20m

Enemy Skills:

Group Barrage, level 1: Passive: When Engaged with other enemies who have Group Tactics, gain +1 to the total score of all hit checks for attacks you make and +2 to their damage.

Description: A goblin armed with a handmade bow.

Loot:

2+  Broken bow (30 KE)




Rotten Cabbage

Type: Undead

Element: Earth

Level: 2 (Mob)

ID Score: 11

Check: 3/1

Dodge: 2d6+1

Defense: 1/3

HP: 33

Action: 4

Move: 9

Attack: Tackle (Hand-to-Hand/Both)

2d6+6 / 2d6+10 / Close-Combat (Physical) / Close

Enemy Skills:

Apply Debuff: Poison (1), level 1 (Konosuba TRPG, here)

Flight Ability, level 1 (Konosuba TRPG, here)

Theft Hazard, level 1 (Konosuba TRPG, here)

Penetrate Stealth, level 1 (here)

Description: A cabbage that has turned undead.

Loot:

11+  Fermented cabbage (50 KE)




Bloody Flying Squirrel

Type: Animal

Element: —

Level: 3 (Mob)

ID Score: 10

Check: 3/5

Dodge: 2d6+5

Defense: 5/2

HP: 35

Action: 10

Move: 12

Attack: Fangs (Hand-to-Hand/Both)

2d6+7 / 2d6+6 / Close-Combat (Physical) / Close

Enemy Skills:

Marking Urine, level 1: Major action. Gain +1d6 on hit checks made by this Bloody Flying Squirrel against a single enemy in close range. This effect lasts until the end of the scenario.

Flight Ability, level 1 (Konosuba TRPG, here)

Description: A large rodent that can glide through the air with its special membranes.

Loot:

5–11  Fur (10 KE) × 2

12+  Stinky liquid (50 KE)




Lovely Rabbit

Type: Animal

Element: —

Level: 4 (Mob)

ID Score: 7

Check: 5/3

Dodge: 2d6+3

Defense: 5/3

HP: 41

Action: 5

Move: 10

Attack: Horns (Hand-to-Hand/Both)

3d6+6 / 2d6+20 / Close-Combat (Physical) / Close

Enemy Skills:

Lovely Attitude, level 1: Setup Process. A single target within 20m makes a Mind check of DL 10. If the target fails, they suffer Knockback (1).

Description: A carnivorous rabbit with horns on its forehead. Uses its charming attitude to lull travelers into letting their guard down.

Loot:

7–10  Sharp horn (50 KE)

11+  Sharp horn (50 KE) × 2




Ore Imitation

Type: Magic Beast

Element: Earth

Level: 4 (Mob)

ID Score: 13

Check: 4/5

Dodge: 2d6+5

Defense: 10/3

HP: 41

Action: 9

Move: 10

Attack: Tentacles (Hand-to-Hand/Both)

3d6+5 / 3d6+17 / Close-Combat (Physical) / Close

Enemy Skills:

Mimetic Attack, level 1: Passive: Characters who see you must perform enemy identification. If all characters fail, you can make a surprise attack.

Description: An octopus-like monster pretending to be ore. Appears in mines and caves.

Loot:

5–8  Meat (Konosuba TRPG here)

9+  Ore (100 KE)




Liquid Zombie

Type: Undead

Element: Water

Level: 5 (Mob)

ID Score: 13

Check: 3/4

Dodge: 2d6+4

Defense: 7/9

HP: 53

Action: 7

Move: 8

Attack: Dissolving Liquid (Ranged/Both)

2d6+7 / 2d6+20 / Ranged (Physical) / 20m

Enemy Skills:

Stench, level 1: Only affects characters without Stench. Any character who makes a hit check in your Engagement suffers a -2 penalty to that check’s total score.

Penetrate Stealth, level 1 (here)

Description: A zombie that spits dissolving liquid from its mouth.

Loot:

2–8  Corpse fang (30 KE) × 2

9+  Zombie mucus (400 KE)




Giant Earthworm

Type: Animal

Element: Earth

Level: 6 (Mob)

ID Score: 13

Check: 4/3

Dodge: 2d6+3

Defense: 8/3

HP: 57

Action: 7

Move: 13

Attack: Wind (Hand-to-Hand/Both)

2d6+8 / 2d6+21 / Close-Combat (Physical) / Close

Enemy Skills:

Apply Debuff: Off-Balance, level 1 (Konosuba TRPG, here)

Darksight, level 1 (Konosuba TRPG, here)

Resistance: Off-Balance, level 1 (Konosuba TRPG, here)

Description: A giant earthworm with a body five meters long and one meter in diameter. Detects creatures by heat and vibration.

Loot:

6+   Meat (Konosuba TRPG, here) × 10




Lizard Runner

Type: Animal

Element: —

Level: 6 (Mob)

ID Score: 15

Check: 4/4

Dodge: 2d6+4

Defense: 15/2

HP: 48

Action: 15

Move: 30

Attack: Kick (Hand-to-Hand/Both)

3d6+9 / 2d6+23 / Close-Combat (Physical) / Close

Enemy Skills:

Courtship Race, level 1: Passive: Only effective on rounds in which you move at least 10m. Add 2d6 to the damage of attacks you make.

Description: A giant lizard sometimes used as a mount. During courtship rituals in breeding season, they will challenge even other species to races, and if they catch up, they kick their victims.

Loot:

6–9  Lizard meat (50 KE) × 2

10+  Lizard meat (50 KE) × 5




Alraune

Type: Plant

Element: Earth

Level: 7 (Mob)

ID Score: 15

Check: 6/4

Dodge: 2d6+4

Defense: 6/9

HP: 45

Action: 8

Move: 10

Attack: Vine (Whip/One)

2d6+10 / 4d6+20 / Close-Combat (Physical) / Close

Enemy Skills:

Alluring Smile, level 1: Setup Process. All characters in Area (Choose) within 20m make a Mind check of DL 13. Any character who fails is now dazed.

Description: A flower with parts that look like a girl.

Loot:

9+  Alraune flower (1,500 KE) × 2




White Wolf

Type: Magic Beast

Element: Ice

Level: 7 (Mob)

ID Score: 12

Check: 4/5

Dodge: 2d6+5

Defense: 17/4

HP: 48

Action: 13

Move: 11

Attack: Fangs (Hand-to-Hand/Both)

3d6+8 / 2d6+18 / Close-Combat (Physical) / Close

Enemy Skills:

Wolf Pack, level 1: Passive: Effective only when Engaged with other White Wolves. If you attack and deal at least 1 point of HP damage, also apply off-balance.

Description: Ice-elemental magic beasts that live in packs in the forest.

Loot:

6–12  Beast fur (50 KE) × 3

13+  White wolf fur (400 KE)




Dashing Hawkite

Type: Animal

Element: —

Level: 8 (Mob)

ID Score: 16

Check: 5/4

Dodge: 2d6+4

Defense: 16/3

HP: 54

Action: 15

Move: 30

Attack: Tackle (Hand-to-Hand/Both)

3d6+10 / 2d6+22 / Close-Combat (Physical) / Close

Enemy Skills:

Courtship Chicken Race, level 1: Passive: Add 3d6 to the damage of close-combat attacks you make against the character with the highest Physical Defense in the Scene.

Description: Large, flightless birds. During their mating season, they tackle each other and have chicken races at hard objects as courtship rituals.

Loot:

10+  Raptor meat (50 KE) × 6




Golem Brigade

Type: Artificial

Element: —

Level: 9 (Mob)

ID Score: 16

Check: 6/3

Dodge: 2d6+3

Defense: 20/0

HP: 99

Action: 8

Move: 11

Attack: Punch (Hand-to-Hand/Both)

3d6+10 / 2d6+33 / Close-Combat (Physical) / Close

Enemy Skills:

Theft Hazard, level 1 (Konosuba TRPG, here)

Anti-Theft, level 1 (here)

Description: A group of earth golems.

Loot:

5–11  Fertile soil (30 KE) × 20

12+  Power unit (200 KE) × 10




Lesser Devil

Type: Devil

Element: —

Level: 10 (Mob)

ID Score: 18

Check: 6/4

Dodge: 2d6+6

Defense: 14/6

HP: 68

Action: 9

Move: 15

Attack: Attack Magic (Lightning)

3d6+9 / 2d6+20 / Magic [Spell (Lightning)] / 20m

Enemy Skills:

Attack Magic: Lightning, level 1 (Konosuba TRPG, here)

Flight Ability, level 1 (Konosuba TRPG, here)

Hold Them Back, level 1 (here)

Description: A Devil subordinate. Despite being on the lowest rung, they can still use mid-level magic.

Loot:

6–12  Lesser Devil’s wing (500 KE) × 3

13+  Lesser Devil’s horn (750 KE) × 4




Magic Eater

Type: Spirit

Element: —

Level: 10 (Mob)

ID Score: 20

Check: 5/5

Dodge: 2d6+5

Defense: 0/0

HP: 61

Action: 8

Move: 16

Attack: Tackle (Hand-to-Hand/Both)

2d6+12 / 2d6+10 / Close-Combat (Piercing) / Close

Enemy Skills:

Absorb Magic, level 5: Any time you receive 50 points or less of magic damage, you instead receive 0 points of magic damage.

Flight Ability, level 1 (Konosuba TRPG, here)

Description: A spirit monster capable of absorbing almost any magic.

Loot:

11+  Spirit vestige (1,000 KE)




Poltergeist

Type: Undead

Element: —

Level: 10 (Mob)

ID Score: 16

Check: 5/3

Dodge: 2d6+3

Defense: 7/9

HP: 77

Action: 8

Move: 10

Attack: Attack Magic: Darkness

2d6+11 / 3d6+30 / Magic [Spell (Darksight)] / 20m

Enemy Skills:

Attack Magic: Darksight, level 1 (Konosuba TRPG, here)

Resistance: Poison, level 1 (Konosuba TRPG, here)

Weakness: Light, level 1 (Konosuba TRPG, here)

Penetrate Stealth, level 1 (here)

Weakness Concealment, level 1 (here)

Description: A ghost that has possessed a puppet, etc.

Loot:

6–9  Empty ghost vessel (30 KE)

10+  Valuable vessel (300 KE) × 3




Harpy

Type: Magic Beast

Element: —

Level: 11 (Mob)

ID Score: 16

Check: 4/6

Dodge: 2d6+6

Defense: 13/6

HP: 61

Action: 12

Move: 18

Attack: Nails (Hand-to-Hand/Both)

3d6+11 / 3d6+23 / Close-Combat (Physical) / Close

Enemy Skills:

Harpy’s Song, level 1: Setup Process. One target within 20m makes a Mind check of DL 16. If they fail, they are now dazed.

Flight Ability, level 1 (Konosuba TRPG, here)

Description: A half-human, half-bird magic beast.

Loot:

6–15  Harpy’s wing (250 KE) × 3

16+  Harpy’s wing (250 KE) × 10




Ghoul

Type: Undead

Element: —

Level: 12 (Mob)

ID Score: 15

Check: 6/6

Dodge: 2d6+6

Defense: 16/6

HP: 67

Action: 15

Move: 113

Attack: Claws (Hand-to-Hand/Both)

3d6+10 / 4d6+30 / Close-Combat (Physical) / Close

Enemy Skills:

Apply Debuff: Stunned, level 1 (Konosuba TRPG, here)

Darksight, level 1 (Konosuba TRPG, here)

Resistance: Poison, level 1 (Konosuba TRPG, here)


Penetrate Stealth, level 1 (here)

Description: An undead creature that devours corpses. Their claws carry a paralytic toxin.

Loot:

7+  Ghoul’s claw (1,000 KE)




Zombie Ogre

Type: Undead

Element: —

Level: 12 (Mob)

ID Score: 17

Check: 7/3

Dodge: 2d6+3

Defense: 15/2

HP: 107

Action: 8

Move: 15

Attack: Punch (Hand-to-Hand/Both)

2d6+10 / 2d6+37 / Close-Combat (Physical) / Close

Enemy Skills:

Resistance: Poison, level 1 (Konosuba TRPG, here)

Penetrate Stealth, level 1 (here)

Stunned, level 1 (Konosuba TRPG, here)

Description: An ogre that has become a zombie. Has lost its skills and dexterity, but still has just as much life force.

Loot:

6–12  Beast fur (1,500 KE)

13+  Broken ax head (1,500 KE) × 5




Golem Shooter

Type: Artificial

Element: —

Level: 13 (Mob)

ID Score: 16

Check: 8/1

Dodge: 2d6+1

Defense: 24/0

HP: 116

Action: 5

Move: —

Attack: Onboard Ballista (Bow/Both)

2d6+12 / 2d6+38 / Ranged (Physical) / 50m

Enemy Skills:

Immobile Weaponry, level 1: Passive: You cannot move.

Theft Hazard: Power Unit, level 1 (Konosuba TRPG, here)

Description: A golem made for long-ranged ballista attacks, developed by the magical Kingdom of Noise.

Loot:

2–14  Broken ballista (400 KE)

15+  Power Unit (500 KE) × 4




Giant Cabbage

Type: Plant

Element: —

Level: 14 (Mob)

ID Score: 19

Check: 7/6

Dodge: 2d6+6

Defense: 12/6

HP: 154

Action: 8

Move: 20

Attack: Tackle (Hand-to-Hand/Both)

2d6+13 / 2d6+45 / Close-Combat (Physical) / Close

Enemy Skills:

Theft Hazard, level 1 (Konosuba TRPG, here)

Incredibly Large, level 1 (here)

Description: A swarm of cabbages, each over three meters long.

Loot:

2–5  Lettuce (1 KE) × 100

6–12  High-quality cabbage (200 KE) × 10

13+  Choice cabbage (500 KE) × 20




Lesser Wyvern

Type: Dragon

Element: —

Level: 15 (Mob)

ID Score: 14

Check: 5/6

Dodge: 2d6+8

Defense: 10/5

HP: 99

Action: 14

Move: 15

Attack: Tail (Hand-to-Hand/Both)

2d6+11 / 4d6+36 / Close-Combat (Physical) / Close

Enemy Skills:

Apply Debuff: Poison (2), level 1 (Konosuba TRPG, here)

Flight Ability, level 1 (Konosuba TRPG, here)

Description: A lesser subspecies of wyvern, which is itself a subspecies of dragon.

Loot:

6–14  Wyvern claw (200 KE) × 5

15+  Wyvern skin (500 KE) × 5




Battle Golem

Type: Artificial

Element: —

Level: 16 (Mob)

ID Score: 17

Check: 8/2

Dodge: 2d6+2

Defense: 29/0

HP: 142

Action: 8

Move: 10

Attack: Punch (Hand-to-Hand/Both)

3d6+45 / 5d6+37 / Close-Combat (Physical) / Close

Enemy Skills:

Theft Hazard: Power Unit, level 1 (Konosuba TRPG, here)

Maximum Power, level 3 (here)

Description: A golem made of magical metal, developed by the magical Kingdom of Noise.

Loot:

4–14  Magical parts (200 KE) × 5

15+  High-spec power core (500 KE) × 5




Centaur

Type: Demi-human

Element: —

Level: 17 (Mob)

ID Score: 18

Check: 6/5

Dodge: 2d6+9

Defense: 16/0

HP: 81

Action: 15

Move: 20

Attack: Bow (Ranged/Both)

3d6+10 / 3d6+35 / Ranged (Physical) / 30m

Enemy Skills:

Area Promotion: Ranged, level 1 (Konosuba TRPG, here)

Concentration: Ranged, level 4 (Konosuba TRPG, here)

Description: A demi-human with the upper body of a human and the lower body of a horse.

Loot:

6–15  Centaur’s shoe (2,000 KE) × 5

16+  Centaur’s tail (25,000 KE)




Paralyze Slime

Type: Artificial

Element: —

Level: 18 (Mob)

ID Score: 16

Check: 7/2

Dodge: 2d6+2

Defense: 30/25

HP: 142

Action: 12

Move: 15

Attack: Corrosive Liquid (Hand-to-Hand/Both)

3d6+15 / 4d6+30 / Close-Combat (Physical) / Close

Enemy Skills:

Apply Debuff: Stunned, level 1 (Konosuba TRPG, here)

Darksight, level 1 (Konosuba TRPG, here)

Special Physical Resistance: Blunt, level 9 (Konosuba TRPG, here)

Hand-to-hand, level 9 (Konosuba TRPG, here)

Description: A slime that secretes paralytic toxins.

Loot:

6–14  Paralytic goop (500 KE) × 4

15+  Slime nucleus (1,200 KE) × 3




Ogre Brigade

Type: Demi-human

Element: —

Level: 20 (Mob)

ID Score: 18

Check: 7/3

Dodge: 2d6+3

Defense: 18/3

HP: 157

Action: 9

Move: 17

Attack: Battle Ax (Ax/Both)

2d6+14 / 2d6+50 / Close-Combat (Physical) / Close

Enemy Skills:

Area Promotion: Close-Combat, level 2 (Konosuba TRPG, here)

Maximum Power, level 3 (here)

Description: A brigade of powerful ogres.

Loot:

6–14  Paralytic goop (500 KE) × 4

15+  Slime nucleus (1,200 KE) × 3




Dark Knight

Type: Demi-human

Element: —

Level: 25 (Mob)

ID Score: 23

Check: 7/6

Dodge: 2d6+6

Defense: 25/10

HP: 186

Action: 12

Move: 16

Attack: Long Sword (Lozng sword/One)

3d6+19 / 2d6+49 / Close-Combat (Physical) / Close

Enemy Skills:

Concentration: Close-Combat, level 3 (Konosuba TRPG, here)

Guardian, level 1 (here)

Description: The royal guard protecting the Demon King’s castle, made up of the best of the best.

Loot:

6–16  Dark knight’s helmet ornament (5,000 KE) × 3

17+  Dark knight’s sheath ornament (10,000 KE) × 2




Ogre

Type: Demi-human

Element: —

Level: 15

ID Score: 13

Ability Scores:

Strength: 24/8

Dexterity: 18/6

Agility: 18/6

Intelligence: 9/3

Perception: 9/3

Mind: 18/6

Luck: 9/3

Dodge: 2d6+6

Defense: 22/8

Attack: Battle Ax (Ax/Both)

4d6+11 / 2d6+30 / Close-Combat (Physical) / Close

HP: 200

MP: 56

Action: 9

Move: 13

Enemy Skills:

Area Promotion: Close-Combat, level 2 (Konosuba TRPG, here)


Concentration: Close-Combat, level 4 (Konosuba TRPG, here)

Continuous Attack, level 1 (here)

Maximum Power, level 4 (here)

Description: A vicious demi-human known as the Man-Eating Ogre. A very dangerous monster, standing over three meters tall with overwhelming muscles and a sturdy physique, plus powerful combat instincts. A threat even to veteran adventurers. Will eat nonhumans, too.

Loot:

6–12  Fur loincloth (200 KE)

13+  Broken ax head (1,500 KE)




The Lone Cabbage

Type: Plant

Element: —

Level: 18

ID Score: 16

Ability Scores:

Strength: 18/6

Dexterity: 9/3

Agility: 24/8

Intelligence: 18/6

Perception: 24/8

Mind: 24/8

Luck: 13/4

Dodge: 3d6+8

Defense: 16/8

Attack: Tackle (Hand-to-hand/Both)

5d6+4 / 4d6+49 / Close-Combat (Physical) / Close

HP: 273

MP: 108

Action: 16

Move: 21

Enemy Skills:

Leave This to Me and Go, level 1: Major action. Withdraw a specified target in the Scene from the Scene. If the character wants to refuse the effects, they make an Agility opposition check against you. If the target wins, this skill has no effect.

Apply Debuff: Off-Balance, level 1 (Konosuba TRPG, here)

Flight Ability, level 1 (Konosuba TRPG, here)

Theft Hazard, level 1 (Konosuba TRPG, here)

Anti-Theft, level 1 (here)

Guardian, level 1 (here)

Steel Will, level 1 (here)

Description: A stray cabbage that budded in the wasteland and grew on its own, never knowing farmlands. Still, it’s said to appear as if from nowhere, in response to the crises of other cabbages, to protect the herd. Tastes bitter, but its heart is sweet.

Loot:

2–5  Lettuce (1 KE)

6–15  Bruised leaf (500 KE) × 4

16+  Cabbage heart (5,000 KE)




Werewolf

Type: Demi-human

Element: —

Level: 18

ID Score: 18

Ability Scores:

Strength: 32/10

Dexterity: 21/7

Agility: 21/7

Intelligence: 12/4

Perception: 24/8

Mind: 12/4

Luck: 16/5

Dodge: 3d6+11

Defense: 24/5

Attack: Claws (Hand-to-hand/Both)

4d6+14 / 6d6+38 / Close-Combat (Physical) / Close

HP: 223

MP: 72

Action: 20

Move: 20

Enemy Skills:

Deception Skill, level 1 (Konosuba TRPG, here)

Area Promotion: Close-Combat, level 3 (Konosuba TRPG, here)

Concentration: Close-Combat, level 5 (Konosuba TRPG, here)

Darksight, level 1 (Konosuba TRPG, here)

Double Action, level 1 (Konosuba TRPG, here)

Competitive, level 3 (here)

Critical Hit, level 1 (here)

Regenerative Ability, level 10 (here)

Temporary Form, level 1 (here)

Description: A demi-human that can shift between a lupine form and a human form. Known to blend into human communities sometimes.

Loot:

6–12  Werewolf claw (150 KE) × 4

13–17  Werewolf fang (1,500 KE) × 2

18+  Werewolf fur (6,000 KE)




Vampire

Type: Undead

Element: Darkness

Level: 20

ID Score: 16

Ability Scores:

Strength: 28/9

Dexterity: 21/7

Agility: 21/7

Intelligence: 24/8

Perception: 16/5

Mind: 21/7

Luck: 15/5

Dodge: 2d6+7

Defense: 20/33

Attack: Claws (Hand-to-hand/Both)

3d6+8 / 2d6+39 / Close-Combat (Physical) / Close

Attack: Attack Magic (Darkness)

4d6+14 / 8d6+34 / Magic [Spell (Darkness)] / 20m

HP: 192

MP: 93

Action: 12

Move: 15

Enemy Skills:

Charming Eyes, level 1: Setup Process. Choose one target at close range. That target makes a Mind check of DL 20. If they fail the check, they are now dazed. If the target fumbles, or is an extra, they will obey you for the rest of the scenario.

Kin of Darkness, level 3: Passive: If your Engagement is within the area of effect of darkness, you gain +3d6 on all checks you make.

Area Promotion: Magic, level 3 (Konosuba TRPG, here)

Darksight, level 1 (Konosuba TRPG, here)

Double Action, level 1 (Konosuba TRPG, here)

Drain Touch, level 1 (Konosuba TRPG, here)

Flight Ability, level 1 (Konosuba TRPG, here)

Summon: Undead, level 1 (Konosuba TRPG, here)

Weakness: Water, level 1 (Konosuba TRPG, here)

Penetrate Stealth, level 1 (here)

Description: A powerful undead monster. Has the power to turn humans into their kin or undead by sucking their victims’ blood.

Loot:

2–12  Very expensive dress (2,000 KE)

13–19  Scarlet mantle (5,000 KE)

20+  Vampire blood (12,000 KE)




Wyvern

Type: Dragon

Element: —

Level: 20

ID Score: 18

Ability Scores:

Strength: 32/10

Dexterity: 21/7

Agility: 21/7

Intelligence: 16/5

Perception: 24/8

Mind: 23/7

Luck: 16/5

Dodge: 2d6+16

Defense: 24/5

Attack: Claws (Hand-to-hand/Both)

4d6+14 / 5d6+69 / Close-Combat (Physical) / Close

Attack: Focused Breath (Fire)

5d6+13 / 6d6+50 / Special [Spell (Fire)] / 20m

HP: 192

MP: 130

Action: 15

Move: 17

Enemy Skills:

Poisonous Spined Tail, level 1: Minor action. Whenever you deal at least 1 point of HP damage with a close-combat attack, afflict the target with Poison (4). This effect lasts until the end of the Main Process.

Focused Breath: Fire, level 1: Major action. Make a special attack against a single target within 20m. The attack’s hit check is 5d6+13 and its damage is 6d6+60. Usable once per round.

Area Promotion: Close-Combat, level 1 (Konosuba TRPG, here)

Concentration: Close-Combat, level 3 (Konosuba TRPG, here)

Double Action, level 1 (Konosuba TRPG, here)

Flight Ability, level 1 (Konosuba TRPG, here)

Incredibly Large, level 1 (here)

Description: A subspecies of dragon. Their tails contain virulent poison, and while not as strong as normal dragons, they are still very powerful monsters.

Loot:

6–11  Wyvern claw (200 KE) × 3

12–17  Wyvern skin (500 KE) × 4

18+  Wyvern’s spined tail (7,000 KE)




Minotaur

Type: Demi-human

Element: —

Level: 21

ID Score: 19

Ability Scores:

Strength: 42/14

Dexterity: 27/9

Agility: 21/7

Intelligence: 6/2

Perception: 21/7

Mind: 12/4

Luck: 21/7

Dodge: 2d6+7

Defense: 30/19

Attack: Giant Battle Ax (Ax/Both)

3d6+16 / 4d6+66 / Close-Combat (Physical) / Close

HP: 322

MP: 76

Action: 14

Move: 17

Enemy Skills:

Labyrinth Master, level 1: Setup Process. Only effective in Dungeon Scenes. All targets in Range (Choose) within vision must make a Perception check of DL 17. If a target fails, they are now off-balance.

Area Promotion: Close-Combat, level 3 (Konosuba TRPG, here)

Continuous Attack, level 2 (here)

Darksight, level 1 (Konosuba TRPG, here)


Drain Touch, level 1 (Konosuba TRPG, here)

Hold Them Back, level 1 (here)

Maximum Power, level 4 (here)

Description: A species of large demi-humans with bull horns and rippling muscles. Frequently live in caves and dungeons, waiting to devour intruders.

Loot:

2–11  Minotaur’s nose ring (2,000 KE)

12–18  Minotaur’s horn (2,000 KE)

19+  Giant battle ax (9,000 KE)




Cerberus

Type: Magic Beast

Element: Fire

Level: 23

ID Score: 19

Ability Scores:

Strength: 29/9

Dexterity: 24/8

Agility: 27/9

Intelligence: 18/6

Perception: 21/7

Mind: 18/6

Luck: 21/7

Dodge: 2d6+9

Defense: 27/18

Attack: Fangs (Hand-to-Hand/Both)

3d6+22 / 4d6+51 / Close-Combat (Physical) / Close

Attack: Breath: Fire

4d6+21 / 5d6+66 / Special [Spell (Fire)] / 20m

HP: 287

MP: 70

Action: 16

Move: 14

Enemy Skills:

Three-Pronged Breath, level 1: Move action. Declare when using Breath. The special attack from Breath can now target up to 3 targets within 20m. This effect lasts until the end of the Main Process.

Area Promotion: Close-Combat, level 1 (Konosuba TRPG, here)

Breath: Fire, level 1 (Konosuba TRPG, here)

Double Action, level 1 (Konosuba TRPG, here)

Continuous Attack, level 1 (here)

Hold Them Back, level 1 (here)

Description: A magic beast shaped like a giant dog, with the power to control flames. Its fur is always warm.

Loot:

4–7  Cerberus fur (3,000 KE)

8–12  Cerberus fur (3,000 KE) × 2

13+  Cerberus epidermis (120,000 KE)




Thunderspider

Type: Magic Beast

Element: Lightning

Level: 24

ID Score: 23

Ability Scores:

Strength: 31/10

Dexterity: 30/10

Agility: 16/5

Intelligence: 18/6

Perception: 26/8

Mind: 13/4

Luck: 28/9

Dodge: 2d6+5

Defense: 36/24

Attack: Attack Magic (Lightning)

2d6+22 / 2d6+70 / Magic [Spell (Lightning)] / 20m

HP: 291

MP: 184

Action: 13

Move: 21

Enemy Skills:

Place Trap: Thunderclouds, level 1: Setup Process. Place the trap Weather: Thunderclouds (here). This effect lasts until the end of the scenario or until you are knocked out.

Electrification, level 3: Cleanup Process. Only effective when you are at half of your HP or less. Deal 3d6 points of lightning magic damage to all characters in your Engagement that don’t have Element: Lightning.

Area Promotion: Magic, level 5 (Konosuba TRPG, here)

Attack Magic: Lightning, level 1 (Konosuba TRPG, here)

Darksight, level 1 (Konosuba TRPG, here)

Flight Ability, level 1 (Konosuba TRPG, here)

Resistance: Off-Balance, level 1 (Konosuba TRPG, here)

Draw In, level 1 (here)

Incredibly Large, level 1 (here)

Description: A giant spider that can control the weather. Floats in the air on a black, cloudlike web and throws thunderbolts down from it. Some are even said to call down torrents of rain and sardines.

Loot:

2–10  Thunderspider’s leg (3,750 KE) × 2

11–21  Thunderspider silk (1,500 KE)

22+  Fleecy thunder cloud (60,000 KE)




Fenrir

Type: Magic Beast

Element: Ice

Level: 25

ID Score: 22

Ability Scores:

Strength: 28/9

Dexterity: 27/9

Agility: 24/8

Intelligence: 18/6

Perception: 24/8

Mind: 21/7

Luck: 24/8

Dodge: 4d6+8

Defense: 25/25

Attack: Claws (Hand-to-Hand/Both)

4d6+27 / 4d6+62 / Close-Combat [Spell (Ice)] / Close

HP: 366

MP: 189

Action: 21

Move: 20

Enemy Skills:

Wolf Pack, level 1: Passive: Effective only when Engaged with other White Wolves. If you attack and deal at least 1 point of HP damage, also apply off-balance.

Ice Fang, level 1: Passive: Any damage from close-combat attacks you make becomes ice magic damage.

Darksight, level 1 (Konosuba TRPG, here)

Double Action, level 1 (Konosuba TRPG, here)

Summon: White Wolf, level 5 (here)

Maximum Power, level 3 (here)

Description: Said to be the evolved version of a white wolf, this monster can control ice. Some also command packs of White Wolves.

Loot:

2–8  Fenrir’s fang (8,000 KE)

9–19  Fenrir’s fur (15,000 KE)

20+  Icewolf crystal (25,000 KE)




Ogre Lord

Type: Demi-human

Element: —

Level: 25

ID Score: 21

Ability Scores:

Strength: 40/13

Dexterity: 33/11

Agility: 21/7

Intelligence: 15/5

Perception: 15/5

Mind: 24/8

Luck: 18/6

Dodge: 2d6+7

Defense: 30/13

Attack: War Hammer (Blunt/Both)

6d6+21 / 8d6+59 / Close-Combat (Physical) / Close

Attack: Tackle (Hand-to-hand/Both)

6d6+23 / 8d6+62 / Close-Combat (Physical) / Close

HP: 410

MP: 88

Action: 12

Move: 18

Enemy Skills:

Apply Debuff: Stunned, level 1 (Konosuba TRPG, here)

Area Promotion: Close-Combat, level 4 (Konosuba TRPG, here)

Concentration: Close-Combat, level 4 (Konosuba TRPG, here)

Double Action, level 1 (Konosuba TRPG, here)

Resistance: Intimidated, level 1 (Konosuba TRPG, here)

Blow Away: Tackle, level 2 (here)

Command Center, level 2 (here)

Competitive, level 3 (here)

Continuous Attack, level 3 (here)

Critical Hit, level 1 (here)

Description: An elite ogre that leads a horde of ogres. Ogres are known for their violence and viciousness; the Ogre Lord controls them with martial force and fear, but is also a clever general who can give precise orders.

Loot:

2–10  Ogre Lord’s flag (1,000 KE)

11–20  Ogre Lord’s eyepatch (15,000 KE)

21+  Ogre Lord’s hammer head (30,000 KE)




Zombie Dragon

Type: Undead

Element: Darkness

Level: 27

ID Score: 23

Ability Scores:

Strength: 42/14

Dexterity: 21/7

Agility: 18/6

Intelligence: 12/4

Perception: 27/9

Mind: 24/8

Luck: 30/10

Dodge: 2d6+6

Defense: 27/10

Attack: Claws (Hand-to-hand/Both)

4d6+19 / 10d6+62 / Close-Combat (Physical) / Close

Attack: Decaying Breath

3d6+14 / 2d6+94 / Special (Physical) / 20m

HP: 329

MP: 64

Action: 15

Move: 21

Enemy Skills:

Rotting Fluid, level 1: Passive: Any character who lands an attack on you gains 1 level of Stench. This effect lasts until the end of the scenario or the GM decides the effect should end.

Stench, level 5: Passive: Effective only on characters without Stench. All characters in your Engagement suffer -10 to dodge checks.

Area Promotion: Close-Combat, level 1 (Konosuba TRPG, here)

Resistance: Dazed, level 1 (Konosuba TRPG, here)

Incredibly Large, level 1 (here)

Penetrate Stealth, level 1 (here)

Will Breath: Intimidated, level 1 (here)

Description: A dead dragon revived as a zombie. Some retain their voracious appetite or combat instincts from life.

Loot:

2–10  Rotting dragon flesh (250 KE) × 5

11–19  Dragon bone (2,500 KE) × 2

20+  Dragon horn (50,000 KE)




Arch-devil

Type: Devil

Element: —

Level: 30

ID Score: 24

Ability Scores:

Strength: 20/6

Dexterity: 21/7

Agility: 27/9

Intelligence: 46/15

Perception: 21/7

Mind: 27/9

Luck: 24/8

Dodge: 2d6+18

Defense: 27/36

Attack: Trident (Spear/Both)

3d6+17 / 2d6+66 / Close-Combat (Physical) / Close

Attack: Magic Attack (Darkness)

4d6+26 / 3d6+70 / Magic [Spell (Darkness)] / 20m

HP: 323

MP: 30

Action: 16

Move: 9

Enemy Skills:

Weaver of Discord, level 1: Setup Process. When you use this, choose one character within 20m. That character performs a Mind opposition check against a single target within 20m. If they win, their target is now enraged. Treat the enraged debuff as having been given by the chosen character.

Discord Eater, level 1: Passive: Each time a character in the Scene becomes enraged, you restore HP. Restore 2d6 points of HP.

Deception Skill, level 1 (Konosuba TRPG, here)

Area Promotion: Magic, level 2 (Konosuba TRPG, here)

Flight Ability, level 1 (Konosuba TRPG, here)

Temporary Form, level 1 (here)

Description: An elite Devil. Enjoys negative human emotions and weaves all kinds of nasty plots. These unique skills represent one who particularly likes sowing discord and strife.

Loot:

2–8  Arch-devil’s wing (10,000 KE)

9–18  Arch-devil’s mask (20,000 KE)

19+  Arch-devil’s tactics book (40,000 KE)




Dragon

Type: Dragon

Element: Fire

Level: 30

ID Score: 21

Ability Scores:

Strength: 36/12

Dexterity: 27/9

Agility: 21/7

Intelligence: 27/9

Perception: 21/7

Mind: 24/8

Luck: 30/10

Dodge: 2d6+15

Defense: 36/23

Attack: Claws (Hand-to-hand/Both)

4d6+26 / 6d6+75 / Close-Combat (Physical) / Close

Attack: Breath: Fire

3d6+16 / 2d6+100 / Special [Spell (Fire)] / 20m

HP: 438

MP: 157

Action: 19

Move: 17

Enemy Skills:

Enraged Breath, level 4: Usable when your HP is at half or lower. Use when you use Breath. Add 40 damage to that Breath. Usable once per scenario.

Area Promotion: Close-Combat, level 1 (Konosuba TRPG, here)

Breath: Fire, level 1 (Konosuba TRPG, here)

Double Action, level 1 (Konosuba TRPG, here)

Flight Ability, level 1 (Konosuba TRPG, here)

Resistance: Intimidated, level 1 (Konosuba TRPG, here)

Dazed, level 1 (Konosuba TRPG, here)

Continuous Attack, level 1 (here)

Description: A powerful monster. Has strong claws and fangs, and its scales prevent even swords from damaging it. Materials from them are sold at a high price, and slaying one confers instant fame.

Loot:

2–10  Bloody dragon meat (500 KE) × 5

11–19  Dragon’s scale hide (2,500 KE) × 3

20+  Dragon’s horn (50,000 KE)




Dragon Imitation

Type: Artificial

Element: Fire

Level: 30

ID Score: 28

Ability Scores:

Strength: 36/12

Dexterity: 27/9

Agility: 21/7

Intelligence: 27/9

Perception: 21/7

Mind: 24/8

Luck: 30/10

Dodge: 2d6+7

Defense: 36/23

Attack: Claws (Hand-to-hand/Both)

4d6+26 / 6d6+75 / Close-Combat (Physical) / Close

Attack: Breath: Fire

3d6+16 / 2d6+100 / Special [Spell (Fire)] / 20m

HP: 368

MP: 157

Action: 19

Move: 17

Enemy Skills:

Enraged Breath, level 3: Usable when your HP is at half or lower. Use when you use Breath. Add 30 damage to that Breath. Usable once per scenario.

Area Promotion: Close-Combat, level 1 (Konosuba TRPG, here)

Breath: Fire, level 1 (Konosuba TRPG, here)

Flight Ability, level 1 (Konosuba TRPG, here)

Double Action, level 1 (Konosuba TRPG, here)

Resistance: Dazed, level 1 (Konosuba TRPG, here)

Intimidated, level 1 (Konosuba TRPG, here)

Continuous Attack, level 1 (here)

Temporary Form: Dragon, level 1 (here)

Description: A mysterious creation that looks like a dragon. Said to have been produced by the Devils, it is a perfect reproduction of a dragon’s appearance, ecology, and ability, but sometimes it meows. When it’s defeated, it changes into a whole lot of bubbles, highly demotivating the adventurers who slew it.

Loot:

2–5  Bubbly particle (1 KE) × 30

6–9  Bubbly particle (1 KE) × 90

10+  Bubbly particle (1 KE) × 365




Lich

Type: Undead

Element: Darkness

Level: 35

ID Score: 24

Ability Scores:

Strength: 15/5

Dexterity: 18/6

Agility: 27/9

Intelligence: 63/21

Perception: 24/8

Mind: 50/16

Luck: 9/3

Dodge: 2d6+9

Defense: 24/65

Attack: Attack Magic (Darkness)

5d6+34 / 2d6+110 / Magic [Spell (Darkness)] / 20m

Attack: Explosion

5d6+34 / 2d6+160 / Magic [Spell (Void)] / Vision

HP: 426

MP: 336

Action: 17

Move: 10

Enemy Skills:

Explosion, level 1 (Konosuba TRPG, here)

Area Promotion: Magic, level 3 (Konosuba TRPG, here)

Attack Magic: Darkness, 1 (Konosuba TRPG, here)

Darksight, level 1 (Konosuba TRPG, here)

Double Action, level 1 (Konosuba TRPG, here)

Drain Touch, level 1 (Konosuba TRPG, here)

Flight Ability, level 1 (Konosuba TRPG, here)

Summon: Undead, level 1 (Konosuba TRPG, here)

Weakness: Light, level 1 (Konosuba TRPG, here)

Penetrate Stealth, level 1 (here)

Description: A great magician who made themselves undead through secret magical arts.

Loot:

6–12  Grimoire page (10,000 KE)

13–18  Jewel of death (25,000 KE)

19+  Memento of life (60,000 KE)




Golden Dragon

Type: Dragon

Element: Fire

Level: 40

ID Score: 30

Ability Scores:

Strength: 43/14

Dexterity: 30/10

Agility: 33/11

Intelligence: 30/10

Perception: 21/7

Mind: 36/12

Luck: 33/11

Dodge: 2d6+22

Defense: 50/36

Attack: Claws (Hand-to-hand/Both)

4d6+27 / 12d6+131 / Close-Combat (Physical) / Close

Attack: Breath: Fire

3d6+17 / 2d6+124 / Special [Spell (Fire)] / 20m

HP: 684

MP: 224

Action: 18

Move: 21

Enemy Skills:

Treasure Hoard, level 2: Passive: When you are defeated, make 3 rolls for loot.

Great Breath, level 1: Declare this when you use Breath. The special attack from Breath targets any character or characters in the Scene. Usable once per scenario.

Area Promotion: Close-Combat, level 1 (Konosuba TRPG, here)

Breath: Fire, level 1 (Konosuba TRPG, here)

Double Action, level 1 (Konosuba TRPG, here)

Flight Ability, level 1 (Konosuba TRPG, here)

Resistance: Stunned, level 1 (Konosuba TRPG, here)

Dazed, level 1 (Konosuba TRPG, here)

Continuous Attack, level 1 (here)

Incredibly Large, level 1 (here)

Description: A dragon with golden scales. Some say it got that way by eating a strict diet of gold ore. Searches for shiny objects and lives in mines, etc.

Loot:

2–9  Golden dragon’s flesh (75,000 KE) × 2

10–22  Golden dragon’s scale hide (20,000 KE) × 3

23+  Golden dragon’s horn (100,000 KE)










Trap List

This section lists information for traps. For how to read trap entries, refer to Konosuba TRPG, here.




Activation Mechanism

Type: Trap

Structure: Physical/Magical

Level: 1

Customize: [image: image]

Condition: Enchanted

Detect Value: —

Disarm Value: —

Target: Fixed

Range: —

Effect: Place on a trap with Condition: Continuous. That trap now has Target: Activator, Detect Value: 13, and Disarm Value: 13, and loses all effects until it’s turned on. When the trap is turned on, it returns to its previous state and regains its effects.

A trap that can conceal a continuous trap and make it only activate under specific conditions.




Camouflage

Type: Trap

Structure: Physical

Level: 1

Customize: [image: image]

Condition: Enchanted

Detect Value: —

Disarm Value: —

Target: Fixed

Range: —

Effect: Place on an object or a partition. Makes the target secret. Characters who enter the Area with this trap in it make a Detection check of DL 11. If they pass the check, they discover the object.

A trap that uses a physical disguise to conceal an object.




Hard Floor

Type: Trap

Structure: Physical/Magical

Level: 1

Customize: [image: image]

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Contact

Range: Close

Effect: Each time a target is afflicted with off-balance, deal 2d6 points of piercing damage to them. This trap has no effect on characters in a flight state.

A trap representing a floor made of extremely hard material, such as steel or ice.




Poisoned Darts

Type: Trap

Structure: Physical

Level: 1

Customize: [image: image]

Condition: Triggered

Detect Value: 13

Disarm Value: 11

Target: Single

Range: —

Effect: The target makes an Agility check of DL of 13. If they fail the check, they take 1d6 points of piercing damage. If it’s currently round progression, they’re also afflicted with Poison (1).

A trap that inflicts damage over time.




Range Extender

Type: Trap

Structure: See Effect

Level: 1

Customize: x

Condition: Enchanted

Detect Value: —

Disarm Value: —

Target: Fixed

Range: —

Effect: Place on a trap with Condition: Triggered and Target: Single. Change the target to Target: Area. This trap’s Structure is the same as the target trap’s. This trap is automatically discovered when a player passes a trap detection or sense threats check on the target trap.

A trap that expands another trap’s effective area.




Cave-In

Type: Trap

Structure: Physical

Level: 2

Customize: [image: image]

Condition: Triggered

Detect Value: 13

Disarm Value: 11

Target: Single

Range: Close

Effect: The target makes a Strength check of DL 13. If they fail the check, they receive 3d6 points of piercing damage.

A trap that causes a ceiling or wall to collapse, attacking people with the fragments.




Electric Barrier

Type: Trap

Structure: Physical

Level: 2

Customize: [image: image]

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Contact

Range: Close

Effect: The target takes 2d6+5 points of lightning magic damage. If it’s currently round progression, the target takes the same damage again during the Cleanup Process. This trap is not a secret.

A trap that attacks intruders with an electric barrier. Other elemental barriers exist, such as Flame Barriers.




Exploding Item

Type: Trap

Structure: Physical

Level: 2

Customize: [image: image]

Condition: Triggered

Detect Value: 14

Disarm Value: 11

Target: Activator

Range: Close

Effect: Place on an item. Activates when that item is acquired. The target makes a Mind check with a difficulty level of 13. If they fail the check, they receive 2d6+10 points of piercing damage. If it’s currently round progression, they’re also afflicted with stunned. The item this trap was placed on is lost upon activation.

A trap that blows up an item when it’s touched.




Fool’s Treasure

Type: Trap

Structure: Magical

Level: 2

Customize: [image: image]

Condition: Enchanted

Detect Value: —

Disarm Value: —

Target: Single

Range: Close

Effect: Place on a regular object. Engaged characters make a Mind check of DL 15. If they fail the check, they consider the object to be valuable and put it in their possessions. The object is treated as having Weight: 5 and Value: 0 KE, and the character can’t discard it until the end of the scenario or they pass an Intelligence check of DL 15.

A trap used to make garbage look like treasure, a pretty doll, etc.




Luring Trap

Type: Trap

Structure: Magical

Level: 2

Customize: [image: image]

Condition: Enchanted

Detect Value: 14

Disarm Value: —

Target: Single

Range: Close

Effect: Place on a trap that can be detected that has Condition: Triggered. This trap targets any character that passes a sense threats check on the trap this trap is placed on. The target makes a Mind check of DL 12. If they fail the check, they immediately move to a location (or Engagement) where they are touching the placed trap.

A trap that lures someone into another trap.




Self-Destruct Device

Type: Trap

Structure: Physical/Magical

Level: 2

Customize: [image: image]

Condition: Enchanted

Detect Value: 13

Disarm Value: 13

Target: Area

Range: Close

Effect: Place this trap on an enemy or on a trap or object that has HP. Activates when that enemy, trap, or object reaches 0 HP. Targets make a Luck check of DL 13. If a target fails, that target takes 2d6+20 points of physical damage.

A bomb that goes off when an enemy is defeated or when an object is destroyed.




Slippery Floor

Type: Trap

Structure: Physical/Magical

Level: 2

Customize: [image: image]

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Contact

Range: Close

Effect: Halves the target’s Movement and makes it impossible for them to perform full movement. If a target doesn’t want to be subject to this effect, they must pass an Agility check of DL 10. This trap has no effect on characters in a flight state. This trap is not a secret.

A trap representing a floor made slippery, such as by polished stones or frozen ground.




Sticky Bomb

Type: Trap

Structure: Physical

Level: 2

Customize: [image: image]

Condition: Enchanted

Detect Value: —

Disarm Value: —

Target: Area

Range: Close

Effect: Place on an enemy. Activates immediately when that enemy is knocked out or dies. Targets make an Agility check of DL 13. Any target who fails the check suffers -3 to their Action Points and Movement. This effect lasts until the end of the scenario or the target uses a major action to get rid of it.

A trap that sprays sticky fluid when an enemy is defeated.




Birdlime

Type: Trap

Structure: Physical/Magical

Level: 3

Customize: x

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Contact

Range: Close

Effect: The target takes a -1d6 (minimum 1d6) penalty on all checks they make. This trap has no effect on characters in a flight state. This trap is not a secret.

A trap consisting of a sticky floor that hampers movement.




Chain of Unfortunate Events

Type: Trap

Structure: Magical

Level: 3

Customize: [image: image]

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Contact

Range: Close

Effect: When the target is afflicted with a debuff, they make a Luck check of DL 11. If they fail, the target takes 10 points of HP Loss.

A trap that causes a debuffed person to suffer even greater misfortune.




Disguised Enemy

Type: Trap

Structure: Physical/Magical

Level: 3

Customize: [image: image]

Condition: Continuous

Detect Value: See Effect

Disarm Value: —

Target: Scene

Range: Scene

Effect: Place on an enemy. That enemy is disguised as a different enemy. Choose one enemy for the disguise. When a character uses enemy identification, the GM tells them about the enemy they’re disguised as. This trap’s Detect Value is the ID Score of the enemy it was placed on, and passing that check will negate this trap’s effects.

A trap that makes an enemy look like a different enemy.




Electrical Discharger

Type: Trap

Structure: Magical

Level: 3

Customize: [image: image]

Condition: Triggered

Detect Value: 15

Disarm Value: 13

Target: Scene

Range: Scene

Effect: Each target makes a Luck check of DL 13. If a target fails, they take 2d6+5 points of lightning magic damage. If it’s currently round progression, they are also now dazed. If the target is swimming or has Element: Water, they take an additional 5 damage.

A trap that discharges electricity into the area when tripped. Apparently, a reincarnated person came up with it.




Infrared Alarm

Type: Trap

Structure: Physical

Level: 3

Customize: [image: image]

Condition: Triggered

Detect Value: 13

Disarm Value: 14

Target: See Effect

Range: See Effect

Effect: For the rest of the scenario, all enemies that appear have +5 Action Points. The GM may choose certain enemies for whom this effect does not apply.

An alarm attached to an infrared sensor, apparently thought up by a reincarnated person. When tripped, it causes a loud alarm to start blaring. It warns all enemies in a dungeon to be on their guard against adventurers.




Priestbuster

Type: Trap

Structure: Magical

Level: 3

Customize: [image: image]

Condition: Triggered

Detect Value: 15

Disarm Value: 13

Target: Fixed

Range: —

Effect: This trap targets whatever character within range has the highest base Mind score. The target makes a dodge check of DL 14. If they fail this check, the target takes 2d6+30 points of physical damage.

A trap that reacts to the strong of heart and attacks them.




Moving Floor

Type: Trap

Structure: Physical/Magical

Level: 3

Customize: [image: image]

Condition: Triggered

Detect Value: 15

Disarm Value: 12

Target: Fixed

Range: —

Effect: When placing this trap, designate a direction. The target must make an Agility check of DL 15. If they fail this check, the target is moved 10m in the designated direction. This movement ends if they cannot be moved any farther, for example because of a Wall object. This trap has no effect on characters in a flight state.

A trap that moves you in a specific direction.




Weather: Blizzards

Type: Trap

Structure: Physical

Level: 3

Customize: x

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Scene

Range: Scene

Effect: All water magic damage caused by any target’s attack becomes ice magic damage. In addition, if a target does not have Element: Ice, they take a -2 penalty on total scores for reaction checks. This trap is not a secret.

A trap representing an environment cold enough to freeze water, like blizzards or the inside of a freezer.




Weather: Drought

Type: Trap

Structure: Physical

Level: 3

Customize: x

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Scene

Range: Scene

Effect: All water magic damage caused by any target’s attack does 1d6 less damage. In addition, if a target does not have Element: Fire, they suffer 5 points of HP Loss during the Cleanup Process. If it’s not currently round progression, they suffer 5 points of HP Loss at the end of the Scene. This trap is not a secret.

A trap representing sunlight harsh enough to sap your stamina and body moisture.




Weather: Gales

Type: Trap

Structure: Physical

Level: 3

Customize: x

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Scene

Range: Scene

Effect: Add 2 to the total score for all magic checks that any target makes for a Type: Spell (Wind). In addition, if a target does not have Element: Wind, they cannot enter a flying state and they lose 5 Movement (minimum 1). If they are already flying, they are no longer flying. This trap is not a secret.

A trap representing winds strong enough to prevent you from moving around freely.




Weather: Heavy Rainfall

Type: Trap

Structure: Physical

Level: 3

Customize: x

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Scene

Range: Scene

Effect: Subtract 2 from the damage of all fire damage from attacks made by all targets. In addition, if a target does not have Element: Fire, they subtract 2 from the total score of all Agility checks. This trap is not a secret.

A trap representing a severe deluge weather pattern.




Weather: Sandstorm

Type: Trap

Structure: Physical

Level: 3

Customize: x

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Scene

Range: Scene

Effect: Subtract 1d6 from hit checks for attacks any target makes against another character they are not currently Engaged with. In addition, if a target does not have Element: Earth, they suffer 5 points of HP Loss during the Cleanup Process. If it’s not currently round progression, they suffer 5 points of HP Loss at the end of the Scene. This trap is not a secret.

A trap representing a sandstorm that impedes vision.




Weather: Thunderclouds

Type: Trap

Structure: Physical

Level: 3

Customize: x

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Scene

Range: Scene

Effect: Add 1d6 to all lightning magic damage any target deals with an attack. In addition, if a target does not have Element: Lightning, subtract 3 from their Magic Defense. This trap is not a secret.

A trap representing a vicious storm where lightning strikes rapidly.




Teleporter

Type: Trap

Structure: Magical

Level: 4

Customize: [image: image]

Condition: Triggered

Detect Value: 14

Disarm Value: 13

Target: Area

Range: Close

Effect: When placing this trap, choose one location. Targets must make a Luck check of DL 15. If a target fails the check, that target is transported to the chosen location.

A trap that instantaneously transports someone to a specific location.




Reactivation Device

Type: Trap

Structure: Physical/Magical

Level: 5

Customize: x

Condition: Enchanted

Detect Value: —

Disarm Value: —

Target: Fixed

Range: —

Effect: Place this trap on a trap with Condition: Triggered. Even after the target trips that trap, fulfilling certain conditions will place that trap back into a state where it can be activated again. The GM determines those conditions. The GM may also decide that it can be activated as many times as necessary until disarmed.

A trap that makes another trap able to be tripped more than once.




Trapping Cage

Type: Trap

Structure: Physical

Level: 5

Customize: [image: image]

Condition: Triggered

Detect Value: 15

Disarm Value: 12

Target: Area

Range: Close

Effect: Targets cannot move from the Engagement this trap is in. This effect lasts until this trap is destroyed. This trap has 30 HP, 20 Physical Defense, and 20 Magic Defense.

A trap made to capture large creatures in a cage.




Human Cannonball

Type: Trap

Structure: Physical

Level: 6

Customize: [image: image]

Condition: Triggered

Detect Value: 17

Disarm Value: 13

Target: Single

Range: Close

Effect: The target must make an Agility check of DL 17. If they fail the check, that character moves 10m in a direction the GM decides (this movement ends once the character is Engaged with an object or another character). In addition, the target takes 3d6 piercing damage after moving.

A trap that shoots any unsuspecting person out like a cannon. Contrary to its name, it’s also effective on nonhumans.




Spinning Blades

Type: Trap

Structure: Physical

Level: 6

Customize: [image: image]

Condition: Continuous

Detect Value: —

Disarm Value: 12

Target: Contact

Range: Close

Effect: The target must make an Agility check of DL 15. If they fail the check, the target takes 4d6+30 physical damage and their movement stops. If it’s currently round progression, the target receives this effect again during the Cleanup Process. This trap is not a secret.

A trap featuring giant blades whirling around like a saw.




Leisure Girl

Type: Trap

Structure: Physical/Magical

Level: 7

Customize: [image: image]

Condition: Continuous

Detect Value: —

Disarm Value: —

Target: Contact

Range: Close

Effect: The target can no longer move until this trap is disarmed. (They can’t use skills, items, etc., to move, either.) Any character who wants to disarm the trap must Engage with it and make a Mind check of DL 16 (Detect Deception Skill applies). If they fail, they suffer 10 points of HP Loss. This trap is not a secret.

A plant monster in the form of a weak little girl. Any who fall prey will peacefully grow weak and die, becoming nutrients for the Leisure Girl.




Test of Intelligence

Type: Trap

Structure: Physical/Magical

Level: 8

Customize: [image: image]

Condition: Enchanted

Detect Value: —

Disarm Value: —

Target: Single

Range: Close

Effect: Place on an object or item. The target cannot be opened, closed, or used in any way until this trap is disarmed. Any character who wants to disarm the trap must Engage with it and make an Intelligence check of DL 16. If they pass the check, this trap is disarmed. However, if they fail the check, they suffer 10 points of MP Loss.

A seal that can only be broken by solving something, such as a puzzle or a quiz.




Defense Nullifier

Type: Trap

Structure: Magical

Level: 9

Customize: x

Condition: Continuous

Detect Value: —

Disarm Value: 15

Target: Contact

Range: Close

Effect: Subtract 30 from the target’s Physical Defense and Magic Defense. All effects of skills or items that increase the target’s Physical Defense or Magic Defense are negated. This trap is not a secret.

A trap that disables every defense imaginable.




Decaying Gas

Type: Trap

Structure: Physical/Magical

Level: 10

Customize: [image: image]

Condition: Triggered

Detect Value: 19

Disarm Value: 15

Target: Area

Range: Close

Effect: The target must make a Luck check of DL 15. If they fail the check, they take 5d6+35 points of piercing damage and all items in their possession of Type: Potion or Type: Food are destroyed.




Chains of Calamity

Type: Trap

Structure: Physical

Level: 15

Customize: [image: image]

Condition: Triggered

Detect Value: 21

Disarm Value: 18

Target: Single

Range: Close

Effect: The target must make an Agility check of DL 24. If they fail the check, the character cannot perform movement and subtracts 3d6 from all hit and dodge checks. This effect lasts until the trap is disarmed or destroyed. This trap has 250 HP, 20 Physical Defense, and 20 Magic Defense.

A trap that binds a target with chains so strong that not even the mightiest can tear them off.




Absolute Bounded Field of Demon Sealing

Type: Trap

Structure: Magical

Level: 20

Customize: [image: image]

Condition: Continuous

Detect Value: —

Disarm Value: 25

Target: Contact

Range: Close

Effect: The target cannot use skills of Type: Magic or Check: Auto success. In addition, if the target uses a skill with Check: Magic check, it will fail unless their magic check’s total score is 25 or higher, or they roll a critical on it. If any character passes this magic check, the trap is disarmed. This trap is not a secret.

A powerful bounded field made for disabling all magic. Even someone from the Crimson Magic Clan is powerless inside it.




Death Spell

Type: Trap

Structure: Magical

Level: 20

Customize: x

Condition: Triggered

Detect Value: 23

Disarm Value: 20

Target: Single

Range: Close

Effect: The target makes a Luck check of DL 22. If they fail the check, they suffer 100 points of HP Loss.

A trap that springs death-bringing darkness magic on anyone who touches it.




Monster Gate

Type: Trap

Structure: Physical

Level: See Effect

Customize: [image: image]

Condition: Triggered

Detect Value: 16

Disarm Value: 18

Target: See Effect

Range: —

Effect: When placing this trap, designate 1 enemy as its target. The target appears, unspent, in the Engagement this trap is in. This trap’s level is the target’s level plus any modifiers from customization.










Object List

This section introduces objects and partitions. Things like boxes and statues placed in dungeons are objects, while things like walls and floors that split up dungeons are partitions. For how to read the entries, see Konosuba TRPG, here.




Bridge

Type: Object

Structure: Physical

Level: —

Customize: [image: image]

Effect: Place on a hole or a pool to enable movement across it, even if you’re not in a flight state. There are generally no restrictions on movement, but you can decide it’s a narrow bridge. If it is, characters moving across it must make an Agility check of DL 9. If they fail the check, they fall off the bridge. The GM may decide that this object is destroyable. If so, it has 40 HP, 5 Physical Defense, and 5 Magic Defense.

A pedestrian bridge over a body of water, a steep drop, etc.




Illumination

Type: Object

Structure: Physical/Magical

Level: —

Customize: [image: image][image: image]

Effect: The area this object exists within loses darkness (Konosuba TRPG, here). The GM may decide that this object is destroyable. If so, it has 10 HP, 5 Physical Defense, and 5 Magic Defense.

Any tool used for lighting up a space, such as a candle, a chandelier, or a lamp.




Grating

Type: Partition

Structure: Physical

Level: —

Customize: [image: image]

Effect: This partition does not block vision, but you cannot pass through it. It can be openable, like a door, but doesn’t need to be. The GM may decide that this object is destroyable. If so, it has 30 HP, 20 Physical Defense, and 20 Magic Defense.

A metal grating used to impede movement but allow vision. Arrows, magic, etc., can pass through it.









[image: image]







Scenario: “An Emergency Stop for This Underground Tank!”


	Scenario Data

	Players: 3 to 5

	Character Level: 5

	Play Time: 4 to 5 hours



Story

A small city in Belzerg has been devastated by an unknown mobile weapon, a deed performed by the self-styled executive of the Demon King’s Army, Boren. After digging up and repairing an underground tank called the Metal Moler, produced and later abandoned by the magical Kingdom of Noise, Boren is on a warpath against all of Belzerg to prove the machine’s supremacy.

The PCs’ party was present at the destruction. They suffered a defeat against the Metal Moler and were taken captive.

The scenario ends once they escape the prison inside the Metal Moler and stop Boren’s nefarious plans.

[image: image] PREVIEW

At the start of the session, read the following out loud to the players:

From deep within the earth, a metal monster appears—the Metal Moler, an invincible underground tank deployed by the Demon King’s evil forces!

Using shocking technology from Noise, its incredible firepower and its ability to stave off just about any attack as it burrows through the ground make it peerless.

The adventurers have been defeated. They never stood a chance—and now they’ve been taken captive. Can they stop the Demon King’s devilish plans?

Konosuba: God’s Blessing on This Wonderful World! TRPG

“An Emergency Stop for This Underground Tank!”

[image: image] CHARACTER CREATION

Characters for this scenario are assumed to be constructed.

[image: image] CONSTRUCTION

When creating a character using construction, we recommend choosing Warrior, Wizard, Priest, and Thief as classes. If there are only three players, ideally one should play as an Adventurer to fill in for whatever classes are missing.

In addition, use the following regulations for experience points and money to level up your characters and buy any items you’ll need:


	Usable Experience Points: 100

	Items and Possessions: 7,500 KE



The sample characters here to here of this book have been created with these regulations in mind. Because of that, you may use those sample characters instead of creating your own.

[image: image] FORMING THE PARTY

All the PCs start out having formed a single party with everyone in it. You can explain that before character creation.

[image: image] CHEATS

We leave it up to the GM to decide whether to allow cheats or not. In general, if the players want them, there’s no problem using them. You won’t need to change any of the parameters of this scenario either way.

[image: image] ABOUT THIS SCENARIO

This scenario begins with the PCs losing to an NPC’s enemy cheat, and the session will progress without the players taking on any quests. You should tell the players this when you read them the preview.

Opening Phase

[image: image] SCENE 1: IT COMES FROM BELOW

[image: image] EXPLANATION 1

A flashback Scene. The PCs have been invited to a small city in the Kingdom of Belzerg. They’re visiting when a monster appears—the Metal Moler, which uses its enemy cheat Scripted Defeat (here) to defeat the PCs. After using the cheat, go to Explanation 2.

[image: image] DEPICTION 1

One day, you pay a visit to a small city in the Kingdom of Belzerg—a city that is supposed to be far from the threat of the Demon King’s forces.

But all of a sudden, something crashes up out of the ground: a giant metal monster. And then it begins its rampage across the city.

The front end of its cannonball-like form has a drill installed on it—and it’s spinning fast. It plunges through the ground and underneath it at will, bringing destruction wherever it feels like going. Neither the city’s soldiers nor any of the adventurers, including you, stand even a slight chance against it.

[image: image] LINES: METAL MOLER

(in perfect English) “Commencing attack.” (uses Scripted Defeat)

[image: image] EXPLANATION 2

Defeated, the PCs are locked away in a prison inside the Metal Moler. Aside from items such as clothing that don’t have any parameters attached to them, their money and equipment are stolen from them.

Boren offers the PCs a chance to become his subordinates, but regardless of the PCs’ response, they end up under house arrest.

[image: image] DEPICTION 2

When you come to, you find all your equipment and possessions have been stolen and you’ve been put behind bars. Past the grating is a large kobold with a Devil soldier in tow. The kobold is very muscular and stands at two meters tall.

[image: image] LINES: BOREN

“Welcome, adventurers, to my Metal Moler. I am Boren, soon to be a general in the Demon King’s Army. And I am the inheritor of the Metal Moler, this invincible underground tank.

“Ah, how many months, how many years, have I spent alone with my pickax, exhuming the Metal Moler—this relic of the magical Kingdom of Noise! It has made me strong.” (flexes muscles)

“You may have lost, but I see promise in you. Are you willing to serve me? With this Metal Moler, I can surpass the Demon King himself and defeat the goddess.”

(regardless of the PCs’ response) “… Ah. Still, though. I’m sure you may need a little time to answer. Everything has been proceeding so very quickly, after all. You might agree now, but that is no guarantee you will serve faithfully and loyally.

“For now, I will have the lot of you wait in this cell. I look forward to an official response on the dawn of Belzerg’s downfall.” (leaves)

[image: image] CONCLUSION

When PCs decide to try and break out, the Scene ends.

Middle Phase

[image: image]SCENE 2: INSIDE THE CAGE

[image: image] EXPLANATION

This Scene happens after the opening. The PCs are locked in a jail cell under constant watch by Devil guards.

The players can gather information or use enemy identification on the Metal Moler by listening in on the guards’ conversations or asking them for information.

To gather information, players must make a Perception check. The difficulty levels are listed below in parentheses.

• Boren (6)

A kobold belonging to the Demon King’s Army. Has his eye on the rank of general because of his achievements in excavating the Metal Moler, but one day wants to have the entire armed forces under his very muscular thumb.


	Stolen Items (10)
Your stolen items were all put in a supply room inside the tank.

	Metal Moler (12)
A mobile weapon created by the magical Kingdom of Noise and excavated by Boren.
 Its power magical barrier gives it the enemy cheat Impenetrable Defenses (here), making it impossible to destroy from the outside.
 This barrier is produced by magical equipment in the control room, the destruction of which can disable Impenetrable Defenses.



[image: image] DEPICTION

The cell you’re in has a very sturdy metal grating. Soldiers come to keep watch in shifts.

[image: image] LINES: THE SOLDIERS

(comes along) “Hey, you better not be doing anything fishy in there.”

[image: image] CONCLUSION

When the PCs are finished making checks, the Scene ends.

[image: image] DUNGEON SCENE: INSIDE THE METAL MOLER

The Middle Phase is generally handled as a Dungeon Scene.

The Metal Moler’s interior is divided into several areas. Areas where nothing happens, such as sleeping quarters, have been omitted, but the GM can depict them at their own discretion.

[image: image] ENEMY IDENTIFICATION ON THE METAL MOLER

Subtract 10 from the difficulty level of enemy-identification checks made by the PCs on the Metal Moler. This is due to the demerit of its enemy cheat, Scripted Defeat.

[image: image] AREA 1: JAIL

[image: image] EXPLANATION

The jail area where the PCs have been locked up. The hallway outside the jail leads to Area 2.

The cell’s door is locked by a customized Lock A (Konosuba TRPG, here) with Disarm Value: 12, as well as an electrical discharger (here) with a reactivation device (here) attached, which will activate if a PC tries to open the door or attack the Lock A.

[image: image] DEPICTION

You’re still locked up in the jail cell. That said, nobody’s on watch at the moment.

[image: image] AREA 2: T-INTERSECTION

[image: image] EXPLANATION

An area consisting of passageways inside the Metal Moler. The passages lead to Area 1 as well as Area 3 and Area 4.

This area has guards, and if the players go up and challenge them, combat occurs. The enemies are Lesser Devils (here), as many as there are PCs.



[image: image]




That said, nobody notices the PCs have escaped when they enter this area, so they may move about unnoticed.

If they do enter the area, all PCs in the Scene must make a Perception check of DL 12. If half of them or more pass, the PCs can either conduct a surprise attack (Konosuba TRPG, here) or move to another area without being noticed.

If more than half of the PCs fail the check, they enter combat with the enemies.

[image: image] DEPICTION

After leaving the jail, you come to a T-intersection in the hallway, where some soldiers are on watch. They haven’t noticed you.

A signboard hangs from the ceiling here, showing you that you can go straight ahead to the VIP lounge and the control room, or take a left toward the supply room.

[image: image] AREA 3: SUPPLY ROOM

[image: image] EXPLANATION

An area with a lot of storage for supplies.



[image: image]




The door to the supply room is trapped with decaying gas (here), and will activate when anyone tries to go through it.

Behind the door are the gear, possessions, and money that were stolen from the PCs, in addition to 10 meat and 10 vegetables (Konosuba TRPG, here). However, if decaying gas is tripped, all items of Type: Potion or Type: Food will be destroyed.

Additionally, there is gear from what appears to be a different party here as well. (Purchasable goods of level 2 or less, with a total weight of 50.)

[image: image] DEPICTION

At the end of the passage is a door with a plate on it that reads “Supply Room.” It also has a large lock on it. You probably won’t be able to open it like that.

[image: image] AREA 4: VIP LOUNGE

[image: image] EXPLANATION 1

An area containing a VIP lounge. Connects to Area 2 and Area 5.

Battle Golems stand watch next to the lounge’s door, and they start combat.

The enemies are Battle Golems (here) numbering one half the number of PCs.

[image: image] DEPICTION 1

As you go down the passage toward the control room, you find it blocked by metal golems. Right next to them is a plate that reads “VIP Lounge.” When the golems spot you, they attack, their joints creaking and groaning.

[image: image] EXPLANATION 2

Once the battle is over, the PCs can enter the VIP lounge. It’s not locked or trapped.



[image: image]




Inside the room is a party of NPC adventurers who have been taken captive—all of them women who Boren has attempted to court.

Their gear has all been stolen, and they will help the PCs if the PCs retrieve their gear from Area 3. (They’re treated as extras, though, so they can’t make checks or fight during round progression.)

[image: image] DEPICTION 2

The door to the VIP lounge isn’t locked.

When you enter the room, you find what appears to be an unarmed adventuring party. All of them seem to be women.

[image: image] LINES: ADVENTURING PARTY

(Party’s Warrior) “Who the heck are you?”

(Party’s Wizard) “Boren captured us and put us here. He kept asking if we wanted to marry him. And when we said no, he put us under house arrest here, saying there was still time…”

(Party’s Thief) “But there’s, like, golems out there.”

(Party’s Priest) “If we had our equipment, I believe we would be able to help you, at least insofar as we can provide a diversion.”

[image: image] AREA 5: STRAIGHT PASSAGE

[image: image] EXPLANATION 1

An area consisting of a hallway. Connects to Area 4 and Area 6. If the PCs head toward Area 6, move into the Climax Phase.

This area has many guards around, and if the PCs want to break through them, they will need to take 50 points of HP Loss. Convey this to the players before they decide what to do.

If the PCs set the NPC party in Area 4 free, they can turn back and get the NPC party to provide a diversion.

If the NPCs end up providing a diversion, go to Explanation 2.

[image: image] DEPICTION 1

As you head toward the control room, you see a swarm of security guards blocking your way. They haven’t noticed you yet, but it seems impossible to get past them without being noticed.

But with how many they have on their team, you won’t get through unscathed, either.

[image: image] LINES: BOREN’S LACKEYS

(while looking around) “Don’t even let a Neroid through!”

“Huh? Did something move?”

[image: image] EXPLANATION 2

For the NPC party’s diversion to succeed, they will need to convince the guards to do something about them, such as by pretending to be wounded subordinates.

To that end, one of the PCs must make a Mind check of DL 15 (adding in their Deception Skill, if they have it).

If they pass the check, the guards here all go to deal with the diversion, in which case the PCs will be able to pass unharmed.

If they fail the check, treat it as if they charged the enemy lines, and have each PC suffer 50 points of HP Loss.

The PCs may use skills or items to restore HP before moving into the next area.

In addition, the guards who go to deal with the diversion have been ordered by Boren not to kill the NPC party, and because of that, the NPC party doing the diversion will be able to hold the enemies down a lot during the climax.

[image: image] DEPICTION 2

You hear noise coming from the rear of the Metal Moler. The adventurers you released have started their diversion.

[image: image] LINES: BOREN’S LACKEYS

(check passes) “The prisoners have escaped? We cannot stand by and do nothing. Follow me!” (goes to deal with it)

(check fails) “Wait! This is a trap!”

Climax Phase

[image: image] SCENE 3: THE CONTROL ROOM

[image: image] EXPLANATION

This Scene takes place in Area 6, the control room.

The PCs will fight Boren here. Boren will have Battle Golems (here) with him; divide the number of PCs by 2 to determine how many.

In addition, this area contains a control mechanism, which is treated as an object with 100 HP, 10 Physical Defense, and 10 Magic Defense.

During the battle, Boren won’t move from the Engagement with the control mechanism in it. He will perform attacks with Attack Magic: Earth. If a PC attacks the control mechanism, Boren will use Guardian to Cover it.

The battle will end when all enemies are defeated, after which point the PCs can destroy the control mechanism, or if the PCs can destroy the control mechanism during the battle.

[image: image] DEPICTION

Upon arriving at the control room, you see Boren look at you in shock for a moment. Then he quickly calms down.



[image: image]




[image: image] LINES: BOREN

“So, you still choose to resist me? Then I will end you, accursed adventurers, here and now.”

(when the control mechanism is attacked) “Oh—wait, no, you fool! Stop that! I’m trying to fight fairly out of respect, but it seems you don’t know what respect is!”

[image: image] CONCLUSION

When the control mechanism is destroyed, the Scene ends. The loot roll for this battle will happen in the next Scene.

[image: image] SCENE 4: A LAST STOP FOR THIS OUT-OF-CONTROL TANK!

[image: image] EXPLANATION

With its control mechanism destroyed, the Metal Moler teleports the PCs (as well as the NPCs and Demon King forces) outside, determines they’re foreign threats, and attacks.

Conduct battle. The enemy is the Metal Moler.

If the battle in Scene 3 ended before all enemies were defeated, the Battle Golems will take part in this battle, retaining any damage they’ve taken. For the guards who went to deal with the diversion, and for Boren if he wasn’t defeated, have the Metal Moler defeat them so they don’t take part in the battle. (The loot roll for Boren happens after this battle.)

In addition, the NPC party will not participate in this battle.

The Metal Moler’s HP is 100 times the number of PCs. If there are three or fewer PCs, remove Double Action and Area Promotion: Close-Combat from its skills.

Also, with the control mechanism destroyed, its enemy cheat, Impenetrable Defenses, is no longer in effect, and its demerit causes the Metal Moler to have 0 Physical Defense and 0 Magic Defense.



[image: image]




[image: image] DEPICTION

As the control mechanism is destroyed, your vision begins to blur.

An announcement plays through the Metal Moler: “Control mechanism destroyed. Activating emergency ejection device.”

The next thing you know, you’re standing in the middle of barren land. Then the Metal Moler drills up through the ground, appearing in front of you.

“Multiple life signals detected at twelve o’clock. Eliminating foreign enemies.”

The Metal Moler’s drill groans and spins—and then its attack begins.


Metal Moler

Type: Artificial

Element: —

Level: 20

ID Score: 18

Ability Scores:

Strength: 36/12

Dexterity: 15/5

Agility: 10/3

Intelligence: 12/4

Perception: 15/5

Mind: 3/1

Luck: 3/1

Dodge: 2d6+3

Defense: 30/20

Attack: Drill (Hand-to-hand/Both)

3d6+8 / 6d6+40 / Close-Combat (Physical) / Close

HP: 500

MP: 125

Action: 5

Move: 20

Enemy Skills:

Burrow Underground, level 2: Move action. Hit checks you make on your attacks gain +1d6, and their damage gains +10. This effect lasts until the end of the Main Process. Usable once per round.

Area Promotion: Close-Combat, level 3 (Konosuba TRPG, here)

Darksight, level 1 (Konosuba TRPG, here)

Double Action, level 1 (Konosuba TRPG, here)

Resistance: Poison, level 1 (Konosuba TRPG, here)

Theft Hazard: Power Unit, level 1 (Konosuba TRPG, here)

Anti-Theft, level 1 (here)

Incredibly Large, level 1 (here)

Maximum Power, level 3 (here)

Description: An autonomous armored vehicle developed by the magical Kingdom of Noise. Uses its drill to dig through the ground.

Loot:

2–6    Precision apparatus (100 KE)

7–12    Precision apparatus (100 KE) × 3

13–17    Drill tip (3,000 KE)

18+    Metal Moler power core (10,000 KE)




Boren

Type: Demi-human

Element: Earth

Level: 15

ID Score: 15

Ability Scores:

Strength: 24/8

Dexterity: 18/9

Agility: 15/3

Intelligence: 10/3

Perception: 10/3

Mind: 18/6

Luck: 15/5

Dodge: 2d6+7

Defense: 20/14

Attack: Attack Magic: Earth

3d6+10 / 4d6+35 / Close-Combat (Physical) / Close

HP: 250

MP: 125

Action: 5

Move: 15

Enemy Skills:

Mithril Pickax, level 3: Minor action. Add 3d6 to earth magic damage dealt by your magic attacks. This effect lasts until the end of the Main Process. Usable once per round.

Darksight, level 1 (Konosuba TRPG, here)

Double Action, level 1 (Konosuba TRPG, here)

Critical Hit, level 1 (here)

Guardian, level 1 (here)

Description: A kobold belonging to the Demon King’s forces. Trained his body by digging up the Metal Moler.

Loot:

7–9  Boren’s helmet decoration (500 KE)

10–14  Boren’s armor pieces (1,000 KE)

15+  Mithril fragments of pickax (2,000 KE)



[image: image] LINES: BOREN

“Curse you, adventurers! Metal Moler, annihilate them!” (gets blown away by the drill from behind)

[image: image] LINES: ADVENTURING PARTY

(taking cover) “We’ll, uh, be rooting for you from here! Good luck!”

[image: image] CONCLUSION

Once the Metal Moler is defeated, any other enemies will stop moving as well, and the battle ends.

Go to the Ending Phase.

Ending Phase

[image: image]SCENE 5: A REWARD FOR THIS HARD WORK

[image: image] EXPLANATION

After the Metal Moler is destroyed, the PCs will have to walk out of the wasteland and to the nearest town, which is Axel.

After they arrive in town, since a record of their hunt is still on their guild cards, they’re paid a bounty corresponding to the enemies they defeated.

The bounty is 2,000 KE for Boren and 10,000 KE for the Metal Moler.

[image: image] DEPICTION

The Metal Moler is defeated, and its hulking pile of wreckage will never move again. You have defended peace in Belzerg.

After that, you go to the nearest town, which happens to be Axel. When you arrive, you hear from the Adventurers Guild that there were bounties on Boren and the Metal Moler.

[image: image] LINES: LUNA, THE RECEPTIONIST

(after hearing the story) “I see. My goodness! Well, there were bounties on Boren and the Metal Moler.” (checks records)

(after checking) “This is your reward.”

[image: image] LINES: TOWNSPEOPLE

“Hey-hey, look at you! You’re somethin’ else!”

“We’re celebrating tonight, right? Let us come along!”

“I know a real good pub.”

[image: image] CONCLUSION

Once the PCs are given a chance to respond and role-play, the Scene ends.

After Play

After the scenario, remember the After Play. This is where you pay for Lifestyles and calculate experience points.

[image: image] EXPERIENCE POINTS

Any quests not completed or enemies not encountered are excluded from this calculation.

In addition, because enemy cheats were present, PCs get extra experience points. The value below assumes the PCs were all level 5 and that there were five of them.

[image: image] QUESTS COMPLETED



	• Metal Moler defeated
	20



	• Enemy Cheat
	5×2




[image: image] LEVEL OF ENCOUNTERED ENEMIES



	Area 2:



	Lesser Demon
	  10×5



	Area 4:



	Battle Golem
	  16×2



	Scene 3:



	Battle Golem
	  16×2



	Boren
	  15×1



	Scene 4:
	



	Metal Moler
	  20×1



	
	Total: 149




[image: image] LEVEL OF ENCOUNTERED TRAPS



	Area 1:



	Lock A (Customized)
	 7



	Electrical Discharger
	 3



	Reactivation Device
	 5



	Area 3:



	Decaying Gas
	10



	
	Total: 25










Appendix

[image: image] Base Ability Score Table



	Race
	STR
	DEX
	AGI
	INT
	PER
	MND
	LUK



	Native Inhabitant
	9
	8
	8
	8
	8
	8
	8



	Reincarnated Person
	8
	9
	8
	9
	8
	7
	8



	Crimson Magic Clan Member
	7
	8
	8
	10
	7
	10
	7



	Demon King’s Army
	9
	8
	9
	9
	7
	8
	7




[image: image] Class Modifier Table: Starter Classes



	Class
	STR
	DEX
	AGI
	INT
	PER
	MND
	LUK
	Starting HP
	Starting MP
	HP Gain
	MP Gain
	Equipment Requirements



	Warrior
	+2
	+2
	+2
	-
	-
	-
	-
	26
	20
	+14
	+8
	Warrior



	Priest
	-
	+2
	-
	+2
	-
	+2
	-
	22
	24
	+10
	+12
	Priest



	Wizard
	-
	-
	-
	+2
	+2
	+2
	-
	20
	26
	+8
	+14
	Wizard



	Thief
	-
	+2
	+2
	-
	+2
	-
	-
	24
	22
	+12
	+10
	Thief



	Adventurer
	+1
	+1
	+1
	+1
	+1
	+1
	+1
	23
	23
	+10
	+10
	-



	Archer
	-
	+2
	+1
	-
	+2
	-
	+1
	24
	22
	+12
	+10
	Thief



	Elemental Master
	-
	-
	+1
	+2
	+2
	+1
	-
	22
	24
	+8
	+14
	Wizard



	Creator
	-
	+1
	+2
	+1
	+2
	-
	-
	23
	23
	+11
	+11
	Thief



	Swordfighter
	+1
	+2
	+2
	-
	+1
	-
	-
	26
	20
	+14
	+8
	Warrior



	Knight
	+2
	+1
	+1
	-
	-
	+2
	-
	26
	20
	+14
	+8
	Warrior



	Lancer
	+2
	+2
	+1
	-
	+1
	-
	-
	26
	20
	+14
	+8
	Warrior



	Rune Knight
	+1
	+2
	+1
	+1
	-
	+1
	-
	24
	22
	+12
	+10
	Warrior




[image: image] Class Modifier Table: Advanced Classes



	Class
	STR
	DEX
	AGI
	INT
	PER
	MND
	LUK
	Starting HP
	Starting MP
	HP Gain
	MP Gain
	Equipment Requirements



	Crusader
	+3
	+2
	+2
	-
	-
	+1
	-
	-
	-
	+20
	+10
	Warrior



	Arch-priest
	-
	+2
	-
	+2
	-
	+3
	+1
	-
	-
	+14
	+16
	Priest



	Arch-wizard
	-
	-
	-
	+3
	+3
	+2
	-
	-
	-
	+12
	+18
	Wizard



	Assassin
	-
	+2
	+3
	-
	+3
	-
	-
	-
	-
	+16
	+14
	Thief




[image: image] Class Modifier Table: Advanced Classes (Low)



	Class
	STR
	DEX
	AGI
	INT
	PER
	MND
	LUK
	Starting HP
	Starting MP
	HP Gain
	MP Gain
	Equipment Requirements



	Crusader (Low)
	+2
	+2
	+2
	-
	-
	-
	-
	26
	20
	+14
	+8
	Warrior



	Arch-priest (Low)
	-
	+2
	-
	+2
	-
	+2
	-
	22
	24
	+10
	+12
	Priest



	Arch-wizard (Low)
	-
	-
	-
	+2
	+2
	+2
	-
	20
	26
	+8
	+14
	Wizard



	Assassin (Low)
	-
	+2
	+2
	-
	+2
	-
	-
	24
	22
	+12
	+10
	Thief




[image: image] Origin Table (Demon King’s Army) RoC (d66)



	Roll
	Origin
	Description



	00
	Free
	Discuss with the GM and determine an Origin for yourself.



	11~12
	Rebellious
	The time has finally come to put your years of planning into motion. You began a rebellion against the Demon King. But the results were tragic. You failed and swore to make a resurgence.



	13~14
	Loathing
	A loathing for the Demon King’s Army burns in your heart. You’ve sabotaged them and spied on them, but you can do no more. You resign or fall from power and choose to engage in more open hostility.



	15~16
	Honor
	You joined the Demon King’s Army seeking honor. You realized your mistake almost immediately. Monsters have no honor, nor have they ever desired it.



	21~22
	Justice
	You have a sense of justice in your heart—a characteristic that amounted to trash in the Demon King’s Army. Your insistence on extraneous feelings like “righteousness” made your comrades view you as dangerous.



	23~24
	Dream
	In your heart, you have a dream. And, in a twist of fate, it’s about humans. You feel as though they must be protected. A twist of fate, yes, but a wonderful one.



	25~26
	Yearning
	You’ve begun to yearn to one day be part of human society. In it, humans live as they please, their individuality celebrated instead of repressed—something the Demon King’s Army could never offer.



	31~32
	Wish for Downfall
	You have a secret desire: to be laid low by overwhelming might that you may experience perfect annihilation. You can only die once, so you might as well go out with a bang.



	33~34
	Secret
	You have a secret. That secret led you to leave the Demon King’s Army and become an adventurer. You may decide what, exactly, the secret is.



	35~36
	Forgotten
	Why did you leave the Demon King’s Army? You’ve forgotten. Did you always want to leave? Did something specific happen? And why don’t you have any regrets for doing so?



	41~42
	Betrayed
	You were betrayed by the Demon King’s Army. It was the correct choice, tactically speaking. Abandoning you won them a victory. The Demon King is correct in all things. But so what? They must still pay for the betrayal.



	43~44
	Survive
	The reason you left the Demon King’s Army was simple indeed: to survive. Caught in a trap, you were on the verge of death. To escape conspiracy, you fled the Demon King’s forces.



	45~46
	Promise
	You have to fulfill a promise, and you left the Demon King’s Army to do so. It’s a very important promise. You couldn’t break it. And so you walked out.



	51~52
	Parting
	You left the Demon King’s Army and integrated into human society because you parted ways with someone important in your past. You just couldn’t fight for the Demon King’s forces any longer. And now you’re their enemy.



	53~54
	Friendship
	You parted ways with the Demon King and went with humans out of friendship. You left the king to be with someone, and integrated into human society. Now, you live for friendship.



	55~56
	Avarice
	You left the Demon King’s Army out of uncontrollable avarice. The Demon King’s Army is the strongest around. And you wanted to break them. And the wall you must cross to reach the top is the very king of the forces you left behind.



	61~62
	Independence
	You’re an independent creature. You never sided with the Demon King—instead, you were forced to bend the knee. Who knows who will end up in slave chains next? Well, it’s not going to be you.



	63~64
	Hedonism
	Honestly, the Demon King’s Army has been a huge bore to you. The destruction of the human world? Inevitable. The Demon King simply holds off in order to play games with them. You think you could come up with better games.



	65~66
	Infiltration
	On secret orders from the Demon King, you have infiltrated the humans. But the king gives you no further instructions. You must work your hardest to blend in with human society in order to serve your liege.
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Effects & Notes

Ahigh-quality cross helmet with enhanced defense.
Acirclet made of mithril.

Ahat with starry embroidery done with mithrilthread.

Ahelmet made of mithril.

Acirclet reinforced in important places to better protect the wearer.
Ahelmet adorned with the wings of a rare monster.

Abreastplate made of zircon, a gem with a diamond-like radiance:
A robe imbued with holy blessings.

Passive: Wearer gains +1 total score on their magic checks. A robe specially sewn for
amaster of magic.

Blessed priest raiments.

Leather armor made tolet the wearer move about freely during combat.
Abreastplate carved from alloyed metal rather than forged from sheet metal
Noble's clothing that uses plenty of high-quality materials.

A cloak that lets the wearer blend in with their surroundings.

Highly effective plate armor engraved with a Fenrir design.

Amagically resistant ring polished to amirror shine.
Cannot be used alongside a Type: Shield. A buckler imbued with holy blessings.
Amantle crafted from a wyvern's patagium.

High-quality point armor made by a first-rate artisan.

Cannot be used alongside a Type: Shield. A buckler with a closed-eye pattern. Can
accelerate the wearer's movements.

Aring imbued with powerful protection magic.
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Effects & Notes

A shield made of zircon, a gem with a diamond-like radiance.

Aspecial round shield polished to a mirror shine. Resists magic.

Akite shield that, while heavy and hard to use, offers the defense to make up for it.
Around shield engraved with a black hawk design.

Akite shield used by the royal guard that protects the royal family.
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Hand coverings with mace-like protrusions,
Bracers with twisted claws.

Claws with long, sharp blades in place of hooked nails.
Magical knuckles that create a shock wave on impact.

Aknife using a strategically placed diamond enhanced with magic.

Passive: Bearer gains +2 Physical Defense. A weapon for attack and defense with a circular plate attached,
adorned with a beast’s horn.

Throwable. A card-shaped concealed weapon consisting of blades rimming a metal plate.
Adagger designed by an assassin who knew everything about human anatomy.

Along sword enhanced by magic.
A falchion with a sawlike blade.

Aheavy broadsword said to crush bones through armor.

Afamous one-in-a-thousand sword produced by coincidence during the mass production of along sword.

Adlaymore with an enormous cross-shaped hilt.
A two-handed sword as big as a boulder.

Aheavy great sword that can slice flesh through armor.
Ahuge estoc aslong as a lance and even heavier.

Throwable. A hand ax enhanced by magic.
Alarge halberd enhanced with magic.
Abattle ax that uses obsidian for the blade,

Aflail enhanced with a special alloy for the ball on the end.
Passive: Bearer gains +3 Physical Defense. A club with an added feature to handle incoming attacks.
Astaff mainly used in rituals by high-ranking members of clergy.

Passive: +3 to magic checks and +3 to magic-attack damage. A crozier made mainly for magic-wielding
priests. Wizards can use it without issue, too.

Passive: +6 to magic-attack damage. A magic staff using wood from a tree over a millennium old.
Passive: +8 to magic-attack damage. A magic staff that gives you the power to destroy.

Aspear with a talon-like protrusion next to the head.
Atrident with a uniquely crystal head.

Aspear with a serpentine head.

Throwable. A short spear with a twisted head.

Across spear imbued with the wish for the dead to rest in peace.

A chain whip with an iron hook on the end.

Ablack-leather whip made to more easily coil around opponents.
A mithril-wire whip.

Awhip made specially to tame magic beasts

A short bow reinforced with mithril.
Averylarge crossbow. Made with mithril, it light for its size and easy to use.

When in your possession, Passive: Change this weapon's Weight to 5. A crossbow that can be easily broken
down and reassembled. Used for assassinations.

A composite bow using many high-quality materials.
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unlike a certain
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It's been a while since the goddess
invited you to_this world. Before
you knew it, your level and abilities
had increased,’and you'd become
an advanced class: a Crusader. Still,
you generally do the same thing
as when you were a Warrior.You
protect your allies, block damage;
and make the enemies direct their
strongest attacks at you. The one
thing that has changed s that you
can now protect your allies over a
wider area, blocking all the attacks
hurtling toward your friends at the
same time. Out of respect, people
have started calling you the lrondlad.
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can tell you that adventurers
have indeed powered up in this
book—and anew race, Demon
King’s Army, has been added
aswell!
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You've always been twice as
sensitive as others to wickedness.
Enraged by the cruelty of monsters,
you burned with rage against the
Demon King."As if the goddess
herself has answered your feelings,
you were blessed with the talents of
a priest and moved to an advanced
class: the Arch-priest. Now_ that
you've advanced, you can bolster
your allies when they bashenemy,
heads in. You've also gained the
ability to heal more of your allies at
once. Allies make your destruction
of evil all the more efficient. And so;
with your allies, you set forth on an
adventure to destroy evil!
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Some time has passed since you left
the Crimson Magic Village, home of 8§
the Crimson Magic Clan. But you've
come to realize something? First,
people who aren't from the Crimson &
Magic Clan are really weird. When
you do really cool stuff, they just
look at you in confusion:Second,
the Crimson Magic Clan has really,
good magical talent. The magic
you leamed in that little village has
served you very well in practical
situations. Nevertheless, you're still
not powerful enough to slay the
Demon King- The divine mission
you have been given is this: raise
your level and strive for ever greater
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High-grade
ruby

High-grade
emerald

High-grade
sapphire

High-grade
topaz

High-grade
diamond

Top-grade
ruby

Top-grade
emerald

Top-grade
sapphire

Top-grade
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diamond

Mega heal Potion
potion

Giga heal Potion
potion

Holy water Potion

Holy water of
evil's bane

Magic scroll

High magic
scroll

Effects & Notes

When consumed for Elemental Rune, the element of weapon attacks
becomes fire and the user gains +2d6 to weapon-attack damage. A
gorgeous and valuable ruby.

When consumed for Elemental Rune, the element of weapon attacks
becomes wind and the user gains +2d6 to weapon-attack damage. A
gorgeous and valuable emerald.

When consumed for Elemental Rune, the element of weapon attacks
becomes water and the user gains +2d6 to weapon-attack damage. A
gorgeous and valuable sapphire.

When consumed for Elemental Rune, the element of weapon attacks
becomes earth and the user gains +2d6 to weapon-attack damage. A
gorgeous and valuable topaz.

When consumed for Elemental Rune, the element of weapon attacks
becomes light and the user gains +2d6 to weapon-attack damage. A
gorgeous and valuable diamond.

When consumed for Elemental Rune, the element of weapon attacks
becomes fire and the user gains +4d6 to weapon-attack damage. An
even more gorgeous and valuable ruby.

When consumed for Elemental Rune, the element of weapon attacks
becomes wind and the user gains +4d6 to weapon-attack damage. An
even more gorgeous and valuable emerald.

When consumed for Elemental Rune, the element of weapon attacks
becomes water and the user gains +4d6 to weapon-attack damage. An
even more gorgeous and valuable sapphire.

When consumed for Elemental Rune, the element of weapon attacks
becomes earth and the user gains +4d6 to weapon-attack damage. An
even more gorgeous and valuable topaz.

When consumed for Elemental Rune, the element of weapon attacks
becomes light and the user gains +4d6 to weapon-attack damage. An
even more gorgeous and valuable diamond.

Minor or Major action: Restore HP. Restore 6d6 HP to the user.
Consumable. A heal potion with extremely potent effects.

Minor or Major action: Restore HP. Restore 10d6 HP to the user.
Consumable. A heal potion with shockingly potent effects.

Minor or Major action: Change the element of the magic damage dealt
by the user’s weapon attacks to light. This effect lasts until the end of
the Scene. Consumable. Consecrated water for enhancing weapons.

Major action: All enemies of Type: Undead and enemy level 3 or below
currently Engaged with the user die. Consumable. Holy water imbued
with the power to destroy the undead.

When you acquire this, choose one skill of Type: Spell (excluding
advanced class skills). This item has the same Timing, Target, Range, and
Effect as the chosen skill. It costs nothing and its SL is 1. Consumable.
The price is (Chosen Skill Cost)x100 KE. A scroll that can activate magic.

When you acquire this, choose one advanced class skill of Type:

Spell. This item has the same Timing, Target, Range, and Effect as the
chosen skill. It costs nothing and its SL is 1. Consumable. The price is
(Chosen Skill Cost)x5000 KE. A scroll that can activate magic usable by
advanced classes.
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Like we said last time, no
reading the scenario without
the GM’s permission, now!

If you read without
asking, you'll get

a taste of my
explosion magic!

Um, I feel like I haven't
had any lines yet...

Abandonment play?
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Accessory
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Accessory
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Accessory
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Accessory

Accessory

Accessory

Accessory

Accessory

Accessory

Level

Weight

Value

Effects & Notes

Passive: Add 1 to the total score of Dexterity checks for party
tricks. A variety of items used for party tricks.

Passive: Effective only when equipped with a weapon of Type: Bow.
Bearer gains +2 Action Points. A quiver that stays out of the way.

Passive: Effective only when equipped with a shield. Bearer gains
+2 Magic Defense. A magical item imbued with protective mana.
Passive: Effective only when equipped with a weapon of Type:
Dagger, Type: Long Sword, or Type: Two-Handed Sword. Bearer
gains +3 Physical Defense. Swordfighter only. A magical sheath
that can protect its wielder.

Passive: Add 2d6 to the HP value restored when the owner uses
Heal (Konosuba TRPG page 142). Priest only. A holy symbol carried
by members of clergy who have proven themselves.

Passive: Add 2 to the damage of weapon attacks performed by
the owner. Warrior only. An easy-to-use set of maintenance tools.

Passive: Add 2 to the total check score when the owner disarms
traps. Thief only. A set of trap-disarming tools used by full-fledged
Thieves.

Passive: Add 3 to the damage of magic attacks performed by the
owner. Wizard only. A grimoire geared toward intermediate-level
Wizards.
Passive: Add 3 to the damage of close-combat attacks using
weapons of Equip Slot: Both. A magical hilt decoration that makes
two-handed weapons easier to use.

Passive: Add 2 to the damage of close-combat attacks using
weapons of Equip Slot: One. A magical hilt decoration that makes
one-handed weapons easier to use.

Passive: Add 3d6 to the HP value restored when the owner uses
Heal (Konosuba TRPG page 142). Priest only. A holy symbol carried
by members of clergy with many achievements under their belt.
Passive: Add 4 to the damage of weapon attacks performed by

the owner. Warrior only. A set of maintenance tools for veteran
Warriors.

Passive: Add 3 to the total check score when the owner disarms
traps. Thief only. A set of trap-disarming tools carefully selected
by veteran Thieves.

Passive: Add 5 to the damage of magic attacks performed by the
owner. Wizard only. A grimoire geared toward high-level Wizards.

Passive: Add 5 to the damage of weapon attacks performed by
the owner and 3 to the owner’s Physical Defense. Crusader only. A
set of maintenance tools specifically assembled for the purchaser.

Passive: Add 3 to the owner’s Magic Defense. Also add 3d6 to the
HP value restored when the owner uses Heal (Konosuba TRPG
page 142). Arch-priest only. A special holy symbol given to those
who have contributed to their church or sect in superb ways.
Passive: Add 3 to the total check score when the owner disarms
traps and 3 to the damage of their attacks. Assassin only. A set of
seven tools every Assassin should carry.

Passive: Add 1 to the total check score of magic attacks performed
by the owner and 5 to the damage of those attacks. Arch-wizard
only. A book detailing secret, advanced spells.
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