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Game	Master's	Guide
Running	a	Role-Playing	Game	as	a	first-time	or	inexperienced	Game	Master	can	seem	daunting,	especially	with	systems
which	have	many	complex,	interconnecting,	or	even	contradictory	rules.	This	difficulty	is	further	compounded	by	the
challenges	of	keeping	the	interest	and	motivation	of	a	group	of	disparate	people	as	you	attempt	to	guide	them	through
a	fantastic	world	that	lives	only	in	their	heads.

Microluxe20	aims	to	mitigate	the	first	problem	by	giving	GMs	a	simple,	easy	to	understand	toolbox,	not	an	all-
encompassing	ruleset	that	must	be	obeyed	at	all	times.	Any	rule	in	the	rulebooks	(even	this	one!)	can	be	modified	or
ignored	by	the	Game	Master	at	their	discretion,	whether	it's	to	fit	a	custom	setting	better,	to	keep	things	flowing	at	the
table,	or	even	just	because	you	want	to	take	pity	on	your	poor	bumbling	party	who	accidentally	wandered	into	a
dragon's	lair.

The	second	problem	is	not	so	simple.	A	large	part	of	keeping	players	interested	and	motivated	comes	down	to	their
interactions	with	each	other.	However,	as	the	GM,	there	are	numerous	things	you	can	do	to	keep	things	from	breaking
down	and	even	enhance	the	experience	of	other	players:

Establish	some	table	rules.	These	don't	need	to	be	long,	complex,	or	even	written	down;	just	establishing	some
common	expectations	like	"don't	shout,	don't	get	crumbs	on	the	map	area,	don't	take	your	grievances	out-of-game,"
etc.	can	do	wonders	to	keep	things	flowing	smoothly.

Encourage	roleplaying.	Addressing	your	players	by	their	character	names,	minimizing	meta-discussions	(of	the
setting,	rules,	characters,	etc.)	and	maintaining	a	clear	divide	between	the	game	world	and	the	real	world	can	go	a	long
way	to	keeping	your	players	immersed	in	their	roles.

Play	to	a	character's	senses.	Consider	how	you	approach	describing	a	scene:	do	you	simply	tell	your	players	what	is	in
the	scene,	or	do	you	tell	them	what	they	can	see?	Try	to	involve	your	characters'	senses	and	invoke	a	sense	of	smell,
hearing,	or	even	texture	and	taste	when	appropriate.

For	some	characters,	these	senses	will	be	heightened;	a	lycan	may	rely	more	on	their	sense	of	smell	than	sight,
whereas	a	character	with	large	ears	like	a	goblin	may	use	their	hearing	more	heavily	than	their	other	senses.

Tell	a	story.	A	hack-and-slash	campaign	is	only	fun	until	the	monsters	run	out.	Work	with	your	players	before	a
campain	to	establish	an	arc	for	their	characters,	and	weave	that	arc	into	the	plot	of	the	campaign.	An	arc	can	be	as
simple	as	a	desire	or	shortcoming	the	character	seeks	to	fulfill	or	overcome,	or	could	be	a	full	story	with	multiple	side
characters	that	makes	up	a	large	portion	of	the	campaign.

Encourage	your	players	to	come	up	with	something	that	is	just	as	much	fun	to	interact	with	from	the	outside	as	it	is	to
play	from	the	inside;	a	character's	arc	will	likely	span	the	majority	of	a	campaign,	or	even	provide	the	hook	for	an	entire
campaign	in	its	own	right.

Work	together	(or	against	each	other).	Above	all,	a	Role-Playing	Game	is	a	type	of	cooperative	game,	where	the	main
goal	is	for	players	to	move	through	the	world	and	accomplish	goals	together.	While	characters	should	certainly	have
their	own	motivations	for	joining	the	party	(and	their	own	frictions	with	other	characters),	encourage	your	players	to
work	together	to	make	the	game	fun	for	everyone.

A	game	where	the	party	is	secretly	plotting	against	each	other	and	moving	to	foil	each	other's	actions	can	certainly	be
buckets	of	fun	with	the	right	players,	but	make	sure	to	get	the	approval	of	the	whole	table	first;	losing	a	character
because	someone	was	playing	by	a	different	set	of	rules	is	a	very	quick	way	to	sour	a	player's	attitude	towards	the
group	as	a	whole.

Drop	some	loot!	Half	the	fun	of	an	RPG	like	Microluxe20	is	in	finding	new	and	inventive	ways	to	get	weird	and	quirky
items	to	use,	modify,	and	assemble	to	get	even	more	shiny	and	valuable	items	to	get	yet	more...	you	get	the	picture.
Coming	up	with	new	and	interesting	loot	for	your	players	to	strive	for,	and	new	and	interesting	uses	of	items	to
advance	the	campaign,	will	only	endear	you	further	to	your	players.

There	are	certainly	many	more	ways	to	make	an	RPG	fun	and	enjoyable	for	all	involved,	but	for	a	new	or	learning
Game	Master,	these	suggestions	serve	as	a	good	stepping-point	to	base	more	experimental	methods	upon.



Designer's	Tips

Setting	the	DC

The	Difficulty	Class	can	vary	depending	on	how	the	player	approaches	the	task.	When	setting	the	DC,	think	in	terms	of
"What	would	Bob	do?"	-	Bob	being	an	imaginary	1st	level	commoner	with	no	modifiers.	Bob	has	0s	for	all	attributes
and	no	skill	bonuses.	He's	the	unheroic	man	on	the	street,	and	the	benchmark	by	which	heroes	are	measured.

In	general,	I	recommend	using	only	four	DCs,	especially	at	low	levels:

DC Level

10 Easy	–	50/50	chance	of	Bob	succeeding	the	1st	time

15 Moderate	–	Bob	would	succeed	after	several	attempts

20 Difficult	–	Bob	would	succeed	only	with	luck	on	his	side

25 Very	Difficult	–	Bob	needs	some	hefty	modifiers	and	the	Titans	watching	over	him	to	succeed

Never	use	DC	5.	If	it's	that	easy	and	out	of	combat,	keep	the	game	flowing	by	having	the	players	succeed	automatically.
Also,	it	helps	if	there's	always	an	easy	way	to	solve	a	problem.	While	each	character	can	find	at	least	one	solution	to	a
problem	and	gain	the	benefit	of	their	highest	attribute,	there's	usually	a	path	of	least	resistance	to	be	found.	All	the
players	have	to	do	is	discover	it!

At	higher	levels,	encourage	the	players	to	come	up	with	ever	more	heroic	solutions	to	problems.	While	a	barred	door
might	be	a	pause	for	thought	to	1st	level	characters,	by	10th	level	it's	an	excuse	for	light	relief.	Your	10th	level	Fighter
would	have	a	+13	Phys	and	most	likely	automatically	succeed	at	any	DC15	Phys+STR	checks	–	so	encourage	them	to
aim	for	DC20,	at	least.

Modifiers	and	More

Modifiers	are	the	GM's	Best	Friend.	Even	a	plus	or	minus	2	can	make	a	world	of	difference,	especially	at	lower	levels.	If
your	Human	Rogue	is	trying	to	persuade	the	City	Guard	to	let	them	enter	the	Merchant's	Quarter	after	dark
(Comm+MIND,	DC15),	grant	them	a	+2	because	the	guard	recently	won	at	dice	and	is	in	a	good	mood.	Alternatively,
give	them	a	minus	2	because	he	lost	but	drop	hints	as	to	the	guard's	weakness.

If	the	characters	need	to	find	a	path	through	the	Deadlands	(Know+MIND,	DC20)	then	finding	an	old	trail	map	(a	+4
modifier!)	might	just	save	them	from	becoming	zombified	minions	of	a	powerful	Lich!

Encourage	the	players	to	work	for	those	modifiers,	and	reward	them	for	clever,	creative	thinking.	It's	what	the	game	is
all	about,	after	all.

When	in	Doubt...	Remember

Whenever	the	players	want	to	try	something	that	goes	around,	through,	or	above	and	beyond	the	rules	as	written,	you
can	always	use	the	"GM's	Friend"...the	50%	chance.

Have	them	roll	whatever	check	seems	most	appropriate.	A	roll	of	1-10	is	a	failure,	a	roll	of	11-20	is	a	success.	If	you	feel
that	the	situation	warrants	that	you	favor	them,	assign	a	+2	bonus	to	their	roll.	If	the	situation	requires	that	they	be
hindered,	then	assign	a	–2	penalty.



Compatibility	Notes
Fewer	Skills	Means	More	Choice

Back	in	the	days	of	Classic	D&D,	players	could	do	anything.	With	no	straight-jacketed	skill	system	to	limit	their	choices,
the	players	invented	cool	and	clever	solutions	to	problems.	When	faced	with	a	30ft.	high	statue	with	rubies	for	eyes,
they	erected	pulleys	to	lift	and	swing	the	rogue	into	place	far	above	their	heads.	Try	doing	that	in	3rd	Edition	D&D	and
the	GM	will	be	left	scratching	their	head.	The	D&D	skill	system	has	become	a	list	of	what	the	characters	can	do,	silently
eliminating	all	other	possibilities,	and	that's	no	fun.

Microluxe20	is	the	best	of	both	worlds;	rather	than	provide	a	skills	list,	it	provides	a	skills	framework.	This	gives	the
players	room	to	think	of	solutions	rather	than	looking	down	a	long	list	of	skills	to	see	what's	most	applicable	to	the	task
in	hand.

Here's	another	example:	Climbing.	In	D&D,	that's	a	skill	modified	by	STR.	That's	good	if	you're	a	Fighter,	but	not	so
good	if	you're	a	Wizard.	In	Microluxe20,	the	character	could	use	Phys+STR	("I	pull	myself	up"),	Phys+DEX	("I	nimbly
climb	the	cliff	face"),	Phys+MIND	("I	take	my	time,	working	out	the	best	route	and	carefully	testing	each	handhold")	or
even	Guile+STR	("I	climb,	quietly").	That	adds	much	more	flavor	to	the	game	and	encourages	each	player	to	find	their
own,	unique,	solution.

Using	Existing	D&D	Monsters

So	what	happens	when	you're	running	a	published	adventure,	or	using	a	Monster	from	the	Monster	Manual	or	SRD?

Simple;	use	them	as	is.	It	doesn't	matter	that	the	Orc	makes	a	Listen	check	to	see	if	it	detects	the	PCs,	or	if	the	NPC	fails
a	Spot	check.	The	mechanics	are	the	same	(roll	d20+modifiers	against	a	DC),	and	the	emphasis	should	always	be	on
simplicity	and	speed	of	play.	There's	no	need	to	convert	any	monsters	or	NPCs	to	Microluxe20	before	you	use	them.
Just	roll,	and	have	fun!

Using	SRD	Skills

To	help	with	SRD	conversions	(and	to	help	give	some	further	stat	+	skill	examples),	here	is	a	chart	for	the	skills	from	the
d20	SRD	and	their	Microluxe20	equivalents:

Skill Skill Skill

Appraise	–	com+MIND Gather	Information	–	com+MIND Profession	–	com+MIND,	usually

Balance	–	phys+DEX Handle	Animal	–	com+MIND,	com+STR Ride	–	com+DEX

Bluff	–	com+MIND Heal	–	know+MIND Search	–	guile+MIND

Climb	–	phys+DEX	or	STR Hide	–	guile+DEX Sense	Motive	–	com+MIND

Concentration	–	doesn't	apply.
GM's	fiat	applies

Intimidate	–	could	be	phys+STR,	or
guile+MIND	or	com+STR

Sleight	of	Hand	–	guile+DEX

Decipher	Script	–	know+MIND
or	com+MIND

Jump	–	phys+STR	(long	jump)	or
phys+DEX	(high	jump)

Spell	craft	–	MIND	only

Diplomacy	–	com+MIND Knowledge	–	know+MIND Spot	–	guile+MIND

Disable	Device	–	guile+MIND	or
guile+DEX

Listen	–	guile+MIND Survival	–	phys+STR	to	survive,	or
guile+DEX	or	STR	to	hunt

Disguise	–	guile+MIND Move	Silently	–	guile+DEX Swim	–	phys+STR

Escape	Artist	–	guile+DEX	or
guile+STR

Open	Lock	–	guile+DEX Tumble	–	phys+DEX

Forgery	–	com+DEX Perform	–	com+MIND,	or	DEX	if	juggling,
or	STR	if	weightlifting



Monster	List
Any	monster	from	just	about	any	tabletop	RPG	may	be	used	in	Microluxe20.	The	following	list	helps	simplify	SRD
monsters	for	use	in	Microluxe20.

To	ease	the	Gamemaster's	workload,	monsters	in	Microluxe20	do	not	track	all	three	stats	and	all	four	skills	individually.
Instead,	monsters	have	one	value	they	roll	skills	with,	and	one	value	they	roll	attacks	with.	The	Gamemaster	may
improvise	the	relevant	roll	bonuses	on	an	as-needed	basis.

Skill	Bonus:	All	creatures	have	a	static	bonus	used	to	roll	skill	checks.	This	bonus	is	equal	to	half	their	number	of	Hit
Dice,	rounded	down.	If	the	creature	is	intelligent,	add	+3	to	one	skill.	If	necessary,	add	stat	bonuses	as	logic	dictates.

This	is	intentionally	kept	open	–	if	you	need	a	sneaky	bugbear,	assign	the	+3	bonus	to	Guile;	if	a	warrior,	give	+3	to
Physical;	for	a	spell-caster,	assign	the	+3	to	Knowledge	or	Communication	and	give	the	monster	a	few	levels	in	a	spell-
casting	class.

Attack	Bonus:	All	monsters	have	a	static	attack	bonus	equal	to	their	number	of	Hit	Dice.	Individual	attack	types	have
their	own	bonus	that	replaces	this	bonus.

Hit	Die	&	Monster	Advancement:	Hit	Dice	(HD)	determine	the	toughness	of	a	monster.	The	parenthetical	HP	is	the
average	HP	from	the	Hit	Dice.	To	make	a	tougher	monster,	add	more	Hit	Dice	or	add	a	numbered	bonus	to	the	Hit
Dice;	each	additional	Hit	Die	adds	one	to	their	skill	and	combat	bonuses.

For	each	doubling	of	the	Hit	Dice,	increase	the	dice	size	for	attacks	(ex:	d4->d6,	d6->d8,	etc).	Alternatively,	add	class
levels	to	intelligent	monsters.	Start	with	the	base	Hit	Dice	and	give	the	monster	a	class	and	a	number	of	levels.

Damage:	Monsters	do	not	make	sub-attacks	with	their	attack	bonus;	only	one	attack	is	rolled	for,	and	only	one	set	of
damage	is	applied.

Create	Your	Own:	Assign	Hit	Dice	(d8	for	most	things,	d12	for	Dragons	and	Undead).	Attack	bonus	=	Hit	Dice,	Skill
bonus	=	1/2	Hit	Dice.	If	it's	an	intelligent	critter,	add	a	+3	bonus	to	one	skill.	Add	stat	bonuses	to	suit.

Animal

Badger:	HD	1d8+2	(6	HP),	AC	15,	Claw	+4	(1d4)
Black	Bear:	HD	3d8+6	(19	HP),	AC	13,	Claw	+6	(1d4+4)	or	bite	+1	(1d6+2)
Brown	Bear:	HD	6d8+24	(51	HP),	AC	15,	Claw	+11	(1d8+8)	or	bite	+6	(2d6+4)
Boar:	HD	3d8+12	(25	HP),	AC	16,	Gore	+4	(1d8+3)
Cat:	HD	1d4	(2	HP),	AC	14,	Claw	+4	(1d2)
Crocodile:	HD	3d8+9	(22	HP),	AC	16,	Bite	+6	(1d8+6)	or	tail	slap	+6	(1d12+6)
Dog:	HD	1d8+2	(6	HP),	AC	15,	Bite	+2	(1d4+1)
Donkey:	HD	2d8+2	(11	HP),	AC	13,	Bite	+1	(1d4-1)
Eagle:	HD	1d8+1	(5	HP),	AC	14,	Talons	+3	(1d4)
Giant	Crocodile:	HD	7d8+28	(59	HP),	AC	16,	Bite	+11	(2d8+12)	or	tail	slap	+11	(1d12+12)
Horse	(heavy):	HD	3d8+6	(19	HP),	AC	13,	Hoof	–1	(1d6+1)
Mule:	HD	3d8+9	(22	HP),	AC	13,	Hoof	+4	(1d4+3)
Pony:	HD	3d8+6	(19	HP),	AC	13,	Hoof	–1	(1d6+1)
Snake	(constrictor):	HD	3d8+6	(19	HP),	AC	15,	Bite	+5	(1d3+4),	constrict	(1d3+4)
Snake	(giant	constrictor):	HD	11d8+14	(63	HP),	AC	15,	Bite	+13	(1d8+10),	constrict	(1d8+10)
Snake	(small	viper):	HD	1d8	(4	HP),	AC	17,	Bite	+4	(1d2–2	plus	poison)
Snake	(large	viper):	HD	3d8+6	(19	HP),	AC	15,	Bite	+4	(1d4	plus	poison)
Snake	(huge	viper):	HD	6d8+6	(33	HP),	AC	15,	Bite	+6	(1d6+4	plus	poison)
War	Dog:	HD	2d8+4	(13	HP),	AC	16,	Bite	+3	(1d6+3)
Warhorse	(heavy):	HD	4d8+12	(30	HP),	AC	14,	Hoof	+6	(1d6+4)
Warhorse	(light):	HD	3d8+9	(22	HP),	AC	14,	Hoof	+4	(1d4+3)
War-pony:	HD	2d8+4	(13	HP),	AC	13,	Hoof	+3	(1d3+2)
Wolf:	HD	2d8+4	(13	HP),	AC	14,	Bite	+3	(1d6+1)



Creatures

Ankheg:	HD	3d10+12	(28HP),	AC	18,	Bite	+7	(2d6+7	plus	1d4	acid)
Assassin	Vine:	HD	4d8+12	(30	HP),	AC	15,	Slam	+7	(1d6+7),	constrict	(1d6+7)
Bugbear:	HD	3d8+3	(16	HP),	AC	17,	Morningstar	+5	(1d8+2)	or	javelin	+3	(1d6+2)
Choker:	HD	3d8+3	(16	HP),	AC	17,	Tentacle	+6	(1d3+3)
Cockatrice:	HD	5d10	(27	HP),	AC	14,	Bite	+9	(1d4-2	plus	petrification,	DC	12	phys+STR	to	negate)
Dwarf:	HD	1d8+2	(6	HP),	AC	16,	Waraxe	+3	(1d10+1)	or	shortbow	+1	(1d6)
Earth	Elemental	(large):	HD	8d8+32	(68	HP),	AC	18,	Slam	+12	(2d8+7)
Forest	Elf:	HD	1d8	(4	HP),	AC	15,	Longsword	+2	(1d8+1)	or	longbow	+3	(1d8)
Gargoyle:	HD	4d8+19	(37	HP),	AC	16,	Claw	+6	(1d4+2)
Gelatinous	Cube:	HD	4d10+32	(54	HP),	AC	3,	Slam	+1	(1d6	+1d6	acid)	plus	engulf	(paralysis	+	1d6	acid/round,	DC	13
phys+DEX	to	negate)
Ghoul:	HD	2d12	(13	HP),	AC	14,	Bite	+2	(1d6+1	plus	paralysis)	or	claws	+0	(1d3	plus	paralysis)
Giant:	HD	12d8+48	(102	HP),	AC	20,	Great-club	+16	(2d8+10)	or	rock	+8	(2d6+7)
Gnoll:	HD	2d8+2	(11	HP),	AC	15,	Battleaxe	+3	(1d8+2)	or	shortbow	+1	(1d6)
Goblin:	HD	1d8+1	(5	HP),	AC	15,	Morningstar	+2	(1d6)	or	javelin	+3	(1d4)
Griffon:	HD	7d10+21	(59	HP),	AC	17,	Bite	+11	(2d6+4)
Halfling:	HD	1d8+1	(5	HP),	AC	16,	Shortsword	+3	(1d6)	or	light	crossbow	+3	(1d6)
Hellhound:	HD	4d8+4	(22	HP),	AC	16,	Bite	+5	(1d8+1	plus	1d6	fire)
Hobgoblin:	HD	1d8+2	(6	HP),	AC	15,	Longsword	+2	(1d8+1)	or	javelin	+2	(1d6+1)
Human:	HD	1d8+1	(5	HP),	AC	12,	Dagger	+1	(1d6+1)	or	sling	+1	(1d4)
Kobold:	HD	1d8	(4	HP),	AC	15,	Spear	+1	(1d6-1)	or	sling	+3	(1d3)
Slaan:	HD	2d8+2	(11	HP),	AC	15,	Claw	+2	(1d4+1)	or	club	+2	(1d6+1)	or	javelin	+1	(1d6+1)
Nymph:	HD	6d6+6	(27	HP),	AC	17,	Dagger	+6	(1d4)	or	stun ​ning	glance	(unable	to	act	for	2d4	rounds,	DC	17
phys+STR	to	negate)
Ogre:	HD	4d8+11	(29	HP),	AC	16,	Greatclub	+8	(2d8+7)	or	javelin	+1	(1d8+5)
Orc:	HD	1d8+1	(5	HP),	AC	13,	Falchion	+4	(2d4+4)	or	javelin	+1	(1d6+3)
Otyugh:	HD	6d8+9	(36	HP),	AC	17,	Tentacle	+4	(1d6	plus	disease)
Owlbear:	HD	5d10+25	(52	HP),	AC	15,	Claw	+9	(1d6+5)
Rust	Monster:	HD	5d8+5	(27	HP),	AC	18,	Antennae	touch	+3	(rust)
Shadow:	HD	3d12	(19	HP),	AC	13,	Incorporeal	touch	+3	(1d6	STR)
Shambling	Mound:	HD	8d8+24	(60	HP),	AC	20,	Slam	+11	(2d6+5),	constrict	(2d6+7)
Skeleton	Warrior:	HD	1d12	(6	HP),	AC	15,	Scimitar	+1	(1d6+1)	or	claw	+1	melee	(1d4+1)
Stirge:	HD	1d10	(5	HP),	AC	16,	Touch	+7	(attach)
Stone	Golem:	HD	14d10+30	(107	HP),	AC	26,	Slam	+18	(2d10+9)
Treant:	HD	7d8+35	(66	HP),	AC	20,	Slam	+12	(2d6+9)
Troll:	HD	6d8+36	(63	HP),	AC	16,	Claw	+9	(1d6+6)
Werewolf,	Human	Form:	HD	3d8+7	(20	HP),	AC	17,	Longsword	+3	(1d8+1)	or	light	crossbow	+2	(1d8)
Werewolf,	Wolf	Form:	HD	3d8+7	(20	HP),	AC	16,	Claw	+4	(1d4+2)
Wight:	HD	4d12	(26	HP),	AC	15,	Slam	+3	(1d4+1	plus	energy	drain)
Wraith:	HD	5d12	(32	HP),	AC	15,	Incorporeal	touch	+5	(1d4	plus	–1d6	STR,	DC	14	phys+STR	to	negate)
Wyvern:	HD	7d12+14	(59	HP),	AC	18,	Sting	+10	(1d6+4	plus	poison)	or	Talon	+10	(2d6+4)	or	Bite	+10	(2d8+4)
Zombie:	HD	2d12+3	(16	HP),	AC	11,	Slam	+2	(1d6+1)	or	club	+2	melee	(1d6+1)
Vampire:	HD	4d12+3	(29	HP),	AC	15,	Slam	+5	(1d6+4	plus	energy	drain	–1	level,	DC	14	phys+STR	to	negate)	or	blood
drain	(-1d4	STR)

Dinosaur

Deinonychus:	HD	4d8+16	(34	HP),	AC	16,	Talons	+6	(2d6+4)	or	bite	+1	(2d4+2)
Megaraptor:	HD	8d8+43	(79	HP),	AC	16,	Talons	+9	(2d8+5)	or	bite	+4	(2d6+2)
Triceratops:	HD	16d8+124	(196	HP),	AC	18,	Gore	+12	(2d8+15)
Tyrannosaurus:	HD	18d8+99	(180	HP),	AC	14,	Bite	+14	(3d6+13)



Dire	Animal

Dire	Bear:	HD	12d8+51	(105	HP),	AC	17,	Claw	+19	(2d4+10)	and	bite	+13	(2d8+5)
Dire	Rat:	HD	1d8+1	(5	HP),	AC	15,	Bite	+4	(1d4	plus	disease)
Dire	Wolf:	HD	6d8+18	(45	HP),	AC	14,	Bite	+11	(1d8+10)

Dragon

Young	Red:	HD	13d12+39	(123	HP),	AC	21,	Bite	+20	(2d6+7)	or	Breath	10d10	DC24	phys+DEX	to	dodge	for	half
Very	Old	Red:	HD	31d12+248	(449	HP),	AC	36,	Bite	+40	(4d6+13)	or	breath	18d10	fire,	DC	33	phys+DEX	to	dodge	for
half
Adult	Gold:	HD	23d12+115	(264	HP),	AC	30,	Bite	+32	(2d8+11)	or	breath	12d10	fire,	DC	26	phys+DEX	to	dodge	for
half
Young	Adult	Silver:	HD	19d12+79	(202	HP),	AC	28,	Bite	+24	(2d6+6)	or	breath	10d8	cold,	DC	23	phys+DEX	to	dodge
for	half

Vermin

Monstrous	Scorpion	(tiny):	HD	½d8+2	(4	HP),	AC	14,	Claw+2	(1d2–4)	or	sting	–3	(1d2–4	plus	poison)
Monstrous	Scorpion	(small):	HD	1d8+2	(6	HP),	AC	14,	Claw+1	(1d3–1)	or	sting	–4	(1d3–1	plus	poison)
Monstrous	Scorpion	(large):	HD	5d8+10	(32	HP),	AC	16,	Claw+6	(1d6+4)	or	sting	+1	(1d6+2	plus	poison)
Monstrous	Scorpion	(huge):	HD	10d8+30	(75	HP),	AC	20,	Claw+11	(1d8+6)	or	sting	+6	(2d4+3	plus	poison)
Monstrous	Spider	(small):	HD	1d8	(4	HP),	AC	14,	Bite	+4	(1d4–2	plus	poison)
Monstrous	Spider	(large):	HD	4d8+4	(22	HP),	AC	14,	Bite	+4	(1d8+3	plus	poison)
Monstrous	Spider	(huge):	HD	8d8+16	(52	HP),	AC	16,	Bite	+9	(2d6+6	plus	poison)

Monster	Building

Monster	Building	under	Microluxe20	is	so	fast,	it's	possible	to	do	it	on	the	fly,	right	at	the	game	table.	And	I'm	going	to
show	you	how,	using	a	Ninja	Monkey	as	an	example.

First,	let's	start	by	setting	the	Hit	Dice	for	our	Ninja	Monkeys.	As	these	are	tiny	little	monkeys,	fighting	1st	level	PCs,	let's
give	them	1HD.	Quick	tip:	to	speed	monster	creation	further,	multiply	the	number	of	Hit	Dice	by	the	Hit	Die	size,	add	1	and
divide	by	2,	rounding	up.	Example:	 (1×8 + 1) / 2 = 5 HP

Remember	that	unlike	Player	Characters,	Monsters	and	other	NPCs	don't	add	their	STR	total	to	their	hit	points.	This	is	a
special	bonus	for	Real	Heroes	only.	If	you	want	a	tougher	Monster,	increase	their	AC,	add	a	numeric	HP	bonus,	or
increase	their	Hit	Dice.

That	gives	our	Ninja	Monkeys	1HD,	5HP,	+1	to	hit	with	their	Katana	and	+0	with	all	skills.	As	these	are	intelligent	Ninjas,
we'll	allocate	their	+3	to	Guile.	Let's	give	them	STR	0,	DEX	4	and	MIND	2,	allow	them	to	use	DEX	(rather	than	STR)	for
their	attack	roll	with	their	miniature	Katanas,	which	do	d6	damage.	Factoring	that	in	with	the	Hit	Dice,	we	get:

Ninja	Monkey:	HD	1d8	(5	HP),	AC12
STR	0,	DEX	4,	MIND	2;	Guile	+3
Miniature	Katana	+3	(1d6-1)

DONE!	If	the	Ninja	Monkeys	have	any	special	abilities	or	equipment,	note	them	down	but	don't	bother	with	setting
uses/day,	etc;	if	it's	dramatically	appropriate	for	a	monster	to	use	its	abilities	then	use	them.	If	you	want	a	more
powerful	Ninja	Monkey,	just	add	Hit	Dice,	which	increases	HP,	attack	bonus	and	skills.	Adjust	Stats	if	it's	logical	to	do	so.



Environmental	Hazards

Disease

Diseases	have	various	symptoms	and	are	spread	through	a	number	of	ways.	Several	typical	diseases	are	summarized
below.	The	entries	for	diseases	include	the	following	information:

Type	lists	the	disease's	method	of	delivery	(contact,	inhaled,	or	injury).
Save	DC	lists	the	phys+STR	check	DC	needed	to	prevent	infection.
Incubation	lists	the	time	before	damage	begins.
Damage	lists	the	ability	damage	the	character	takes	after	incubation	and	each	day	afterward.

Name Type Save	DC Incubation Damage

Cackle	Fever Inhaled DC	16 1	day –1d6	MIND

Filth	Fever Injury DC	12 1d3	days –1d3	DEX	and	1d3	STR

Mindfire Inhaled DC	12 1	day –1d4	MIND

Red	Ache Injury DC	15 1d3	days –1d6	STR

Shakes Contact DC	13 1	day –1d8	DEX

Extreme	Heat	&	Cold

Characters	may	venture	into	inhospitable	conditions	over	the	course	of	an	adventure.	If	not	wearing	suitable
protection,	characters	must	make	a	Phys	+	STR	check	once	every	10	minutes	(DC	15,	+1	per	previous	check),	or	take
1d6	damage	from	the	environment.

Falling	Damage

A	falling	character	takes	1d6	HP	of	damage	per	10	feet	fallen.	If	the	character	makes	a	successful	Phys	+	DEX	roll,
he/she	takes	only	half	damage.	The	DC	for	the	Phys	+	DEX	roll	is	equal	to	the	depth	fallen	in	feet.

In	the	event	that	the	fall	ends	in	an	area	laden	with	spikes	or	jagged	rocks,	add	+5	HP	of	damage	to	falling	damage	per
10	feet	fallen	(with	a	maximum	of	+25	HP).

Traps

Whether	inside	a	dungeon	or	a	nobleman's	manor	house,	adventurers	can	often	be	hurt,	or	even	killed,	without	ever
encountering	a	monster	of	any	kind,	as	many	dungeons	are	filled	with	debilitating	or	lethal	traps	set	to	keep	wayward
hands	off	of	fantastic	treasures.	Several	typical	traps	of	varying	XP	levels	are	summarized	below.

The	entries	for	traps	include	the	following	information:

XP:	The	XP	gained	by	successfully	disarming	the	trap.
Attack:	describes	the	trap's	attack	bonus	or	type	of	effect,	and	the	damage	the	trap	deals.	Traps	that	make	attacks
do	so	by	rolling	1d20	+	listed	bonus	against	the	character's	AC.	If	the	attack	fails,	the	character	takes	no	damage.
Save	DC:	lists	the	DC	for	the	Phys	+	DEX	check	needed	to	either	avoid	the	trap	entirely,	or	to	take	only	½	the	listed
damage.
Search	DC:	lists	the	DC	for	the	Know	+	MIND	check	necessary	to	find	the	trap	without	triggering	it.
Disable	DC:	lists	the	DC	for	the	Guile	+	DEX	check	necessary	to	disarm	the	trap	safely.



Trap	List

Name XP Attack Save Search Disable

Basic	Arrow	Trap 1 ATK	+10	(1d6,	arrow) - DC	20 DC	20

Camouflaged	Pit	Trap 1 10	ft.	deep	(1d6,	fall) DC	15	(avoid) DC	24 DC	20

Poison	Dart	Trap 1 ATK	+8	(1d4	+poison,	dart) - DC	20 DC	18

Burning	Hands	Trap 2 spell	(1d4,	fire) DC	11	(for	½) DC	26 DC	26

Large	Net	Trap 2 ATK	+5	(entangle) DC	14	(avoid) DC	20 DC	25

Pit	Trap 2 20	ft.	deep	(2d6,	fall) DC	18	(avoid) DC	22 DC	20

Fire	Trap 3 spell	(1d4+3,	fire) DC	13	(for	½) DC	27 DC	27

Pit	Trap 3 30	ft.	deep	(3d6,	fall) DC	20	(avoid) DC	20 DC	20

Poisoned	Arrow	Trap 3 ATK	+12	(1d8	+poison,	arrow) - DC	19 DC	15

Lightning	Bolt	Trap 4 spell	(5d6,	electricity) DC	14	(for	½) DC	28 DC	28

Spiked	Pit	Trap 4 40	ft.	deep	(4d6+4,	fall) DC	20	(avoid) DC	20 DC	20

Wall	Scythe	Trap 4 ATK	+20	(2d4+8,	scythe) - DC	21 DC	18

Falling	Block	Trap 5 ATK	+15	(6d6,	slam) - DC	25 DC	17

Fireball	Trap 5 spell	(1d4+7,	fire) DC	16	(for	½) DC	29 DC	29

Poisoned	Wall	Spikes 5 ATK	+16	(1d8+4	+poison,	spikes) - DC	17 DC	21

Compacting	Room	Trap 6 walls	move	together	(12d6,	crush) - DC	20 DC	22

Lightning	Bolt	Trap 6 spell	(10d6,	electricity) DC	14	(for	½) DC	28 DC	28

Spiked	Pit	Trap 6 60	ft.	deep	(6d6+10,	fall) DC	20	(avoid) DC	20 DC	20

Black	Tentacles	Trap 7 spell	(tentacles)	ATK	+7	(1d6+4	each,	
1d4+7	tentacles)

- DC	29 DC	29

Chain	Lightning	Trap 7 spell	(11d6,	5d6	each	to	up	to	11	
secondary	targets,	electricity)

DC	19	(for	½) DC	31 DC	31

Well-camouflaged	Pit	Trap 7 70	ft.	deep	(7d6,	fall) DC	25	(avoid) DC	27 DC	18

Destruction	Trap 8 spell	(death) DC	20	(phys+STR)	
for	10d6	damage

DC	32 DC	32

Power	Word	Stun	Trap 8 spell	(stun	2d4	rounds) - DC	32 DC	32

Well-camouflaged	Pit	Trap 8 60	ft.	deep	(6d6,	fall) DC	20	(avoid) DC	27 DC	18

Dropping	Ceiling 9 ceiling	moves	down	(12d6,	crush) - DC	20 DC	16

Incendiary	Cloud	Trap 9 spell	(4d6/round	for	15	rounds,	fire) DC	22	(for	½) DC	33 DC	33

Poisoned	Spiked	Pit	Trap 9 70	ft.	deep	(7d6	fall,	3d4+8	poison) DC	20	(avoid) DC	20 DC	20

Crushing	Room 10 walls	move	together	(16d6,	crush) - DC	22 DC	20

Crushing	Wall	Trap 10 walls	move	together	(18d6,	crush) - DC	20 DC	25

Energy	Drain	Trap 10 ATK	+8	(2d4	negative	levels	for	24	hours) DC	23	(avoid) DC	34 DC	34



Poison

Characters	can	take	damage	from	a	weapon	that	has	been	poisoned,	be	attacked	by	a	creature	whose	natural	attacks
feature	poison,	consume	poison	hidden	in	food	or	drink,	or	be	poisoned	in	some	other	way.

Several	typical	poisons	are	summarized	below.	The	entries	for	poisons	include	the	following	information:

Type:	lists	the	poison's	method	of	delivery	(contact,	ingested,	inhaled,	or	injury).
DC:	lists	the	phys+STR	check	DC	needed	to	avoid	the	poison's	damage.
Damage:	is	expressed	as	"xdx/xdx."	The	first	number	is	the	initial	damage,	taken	immediately	upon	failing	the	Phys
+	STR	check	against	the	poison.	The	second	number	is	the	secondary	damage,	taken	one	minute	after	exposure	to
the	poison	if	a	second	Phys	+	STR	check	is	failed.	Ability	damage	is	temporary	unless	marked	with	an	asterisk(*),	in
which	case	the	loss	is	permanent.	Unconsciousness	lasts	1d3	hours.
Price:	lists	the	cost	for	one	dose	of	the	poison.	It	can	usually	only	be	obtained	through	less-than-reputable	sources,
as	the	possession	of	poisons	are	commonly	illegal.

Name Type Save	DC Effect Cost

Arsenic Ingested DC	13 -1	STR/-1d8	STR 120	gp

Blue	Whinnis Injury DC	14 -1	STR/	uncon 120	gp

Burnt	Othur	Fumes Inhaled DC	18 -1	STR*/-3d6	STR 2,100	gp

Deathblade Injury DC	20 -1d6	STR/-2d6	STR 1,800	gp

Insanity	Mist Inhaled DC	15 -1d4	MIND/-2d6	MIND 1,500	gp

Nitharit Contact DC	13 0/-3d6	STR 650	gp

Oil	of	Taggit Ingested DC	15 0/uncon 90	gp

Malys	Root	Paste Contact DC	16 -1	DEX/-2d4	DEX 500	gp

Monstrous	Scorpion	(tiny) In ​jury DC	12 -1	STR/-1	STR 50	gp

Monstrous	Scorpion	(small) In ​jury DC	12 -1d2	STR/-	1d2	STR 100	gp

Monstrous	Scorpion	(large) Injury DC	14 -1d4	STR/-	1d4	STR 200	gp

Monstrous	Scorpion	(huge) Injury DC	18 -1d6	STR/-	1d6	STR 400	gp

Monstrous	Spider	(tiny) Injury DC	10 -1d2	STR/-1d2	STR 85	gp

Monstrous	Spider	(small) Injury DC	10 -1d3	STR/-	1d3	STR 125	gp

Monstrous	Spider	(large) Injury DC	13 -1d6	STR/-1d6	STR 250	gp

Monstrous	Spider	(huge) Injury DC	16 -1d8	STR/-1d8	STR 500	gp

Sassone	Leaf	Residue Contact DC	16 -2d12	HP/-1d8	STR 300	gp

Sleep	Poison Injury DC	13 uncon	/	uncon	for	2d4	hours 75	gp

Snake	(medium	viper) Injury DC	11 -1d6	STR/-1d6	STR 120	gp

Snake	(large	viper) Injury DC	11 -1d6	STR/-1d6	STR 120	gp

Snake	(huge	viper) Injury DC	14 -1d6	STR/-1d6	STR 250	gp

Wyvern Injury DC	17 -2d6	STR/-2d6	STR 3,000	gp


