
 

 

Character Name 

 
 
Look (Pick One): 
❏ Pointy Ears: Good at Perception, Bad at Persuasion 

❏ Wings: Good at Flying, Bad at Survival 

❏ Short & Stout: Good at Persuasion, Bad at Athletics 

❏ Human: Good at Investigation, Bad at Arcana 

❏ Tusks: Good at Athletics, Bad at Stealth 

❏ Horns: Good at Arcana, Bad at Religion 

❏ Scales: Good at Intimidation, Bad at Persuasion 

 
Training (Pick One): 
❏ Swords: 10 Health, Great with Slashing Weapons, +1 Armor 

❏ Spellbooks: 6 Health, Spellcasting (Intelligence), Good at Arcana 

❏ Prayers: 8 Health, Spellcasting (Wisdom), Good at Religion 

❏ Shadows: 8 Health, Great at Sneaking, Good at Deception 

❏ Bows:  10 Health, Great at Archery, Good at Athletics 

❏ Animals: 8 Health, Spellcasting (Wisdom), Good at Nature 

❏ Songs: 8 Health, Spellcasting (Charisma), Good at Performance 

❏ Anger: 12 Health, Great with Bludgeoning Weapons, +1 Damage 

 
Equipment (Pick Two): 
❏ Club: 1d4 Bludgeoning Damage 

❏ Dagger: 1d4 Piercing Damage (Can use Dexterity to attack) 
❏ Sword: 1d6 Slashing Damage 

❏ Warhammer: 1d8 Bludgeoning Damage 

❏ Bow and Arrows: 1d6 Piercing Damage (Ranged) 
❏ Shield: +2 Armor 

❏ Leather Armor: +2 Armor 

❏ Chainmail Armor: +3 Armor (Can’t cast spells) 
❏ Plate Armor: +6 Armor (Can’t cast spells, bad at Stealth) 

 

Health 
 

Armor 
 

  10 +  
 

Gold 
 

Experience 
 

 
Attributes 
Mark one as Great, two as Good, two as Okay, and one as Bad. 

Strength 
Athletics, Slashing/Bludgeoning Attacks 

Bad  Okay  Good  Great 

Dexterity 
Acrobatics, Sleight of Hand, Stealth, Ranged Attacks 

Bad  Okay  Good  Great 

Constitution 
Resist poisons or fatigue 

Bad  Okay  Good  Great 

Intelligence 
Arcana, History, Investigation, Nature, Religion 

Bad  Okay  Good  Great 

Wisdom 
Insight, Medicine, Perception, Survival 

Bad  Okay  Good  Great 

Charisma 
Deception, Performance, Persuasion 

Bad  Okay  Good  Great 

 
Great = Roll 3 times, use highest result 
Good = Roll 2 times, use highest result 
Okay = Roll once and use what you get 

Bad = Roll 2 times, and use lowest result 
 

If your Look or Training imply a different level of skill than your Attribute, 
get the Dungeon Master’s opinion on which roll to make. 

 
Advancement 

Level  XP Needed 

1 10 Health, Look, Training, Equipment, 5 Gold 0 

2 +1 Health, +1 Armor 300 

3 +1 Training 900 

4 Improve one Attribute by one (Cannot exceed “Great”) 2700 

5 +1 to all rolls, can make 2 Attacks per Turn 6500 

 

 



 

Spellcasting 
If your Training lists “Spellcasting”, use this page to reference what 
spells you may cast. 
 
You cast spells by using the Attribute listed next to “Spellcasting” in 
your training. For example, characters trained in “Spells” will roll 
Intelligence when the spell requires a roll from them. 

Spell Save Difficulty 
Sometimes, creatures may make a “saving throw” to resist magic. 
They must beat the number under your spellcasting attribute’s level. 

Bad 
8 

Okay 
10 

Good 
12 

Great 
15 

 

Cantrips 
You may cast these simple spells whenever you like. 

Fire Bolt 
You hurl a mote of fire at a creature or object you can see. Roll your 
spellcasting attribute against the target’s armor. On a hit, the target 
takes 1d10 fire damage. Damage increases to 2d10 at level 5. 

Prestidigitation 
Create an instantaneous minor illusion, such as a small object, 
shower of sparks, puff of smoke, whiff of a smell, faint taste, distant 
musical notes, colored spot or symbol, and so on. 

Mage Hand 
A spectral, floating hand appears at a point you within 30 feet of you. 
The hand dissipates after half an hour, or if it is ever more than 30 
feet from you. You can use the hand to manipulate small objects. 

Mending 
Repair a single, small (less than 1 foot long) break or tear in an 
inanimate object that you can touch. The object appears as though it 
was never broken, though broken magical items don’t regain magic. 

 

More Complex Spells 
You have a number of “Spell Slots” equal to your level, which refresh every morning. Casting a spell from the list below consumes 1 Slot. 

Zone of Truth 
Each creature within 20 feet of you must make a Wisdom saving 
throw. Those who fail cannot intentionally tell a lie for a number of 
minutes equal to your level. 

Magic Missile 
You create three glowing darts of magical force, each of which 
instantly hits a creature that you can see.  Each dart deals 1d4 + 1 
damage. You may expend additional spell slots to create more darts. 

Cure Wounds 
A creature you touch regains health equal to 1d8 + your level. If 
you’re trained in Prayers, you can spend spell slots to heal Xd8 + your 
level, where X is the number of slots you expend. 

Speak with Animals 
You gain the ability to comprehend and verbally communicate with 
beasts for up to ten minutes. 

Mage Armor 
You form a magical barrier around a creature that you can touch, or 
yourself. If they are not wearing armor, their armor is 12 + your level 
for up to eight hours. 

Invisibility 
A creature you touch becomes invisible for up to one hour per spell 
slot expended. The spell ends early if that creature attacks or casts a 
spell. 

 



 
Dungeon Master’s Guide 

Introduction 
While the official books for Dungeons & Dragons 5th Edition are not 
explicitly required in order to play this simplified version, they 
certainly help. The rules presented in this pamphlet are an attempt to 
remove as much fiddly math as possible, and replace complicated 
rules with simple variants that still evoke the feeling of playing D&D, 
and provide a smooth onboarding process for players who want to 
“graduate” to playing the actual Wizards of the Coast game. 
 
A side-effect of these simplifications is that many of the Dungeon 
Master’s duties have changed slightly. The significant changes to be 
mindful of are listed on this page. 
 
Monsters 
All creatures and monsters retain their original Health, Armor, 
Attacks, and Abilities. Rather than using attribute modifiers, 
determine where the creature would fall in the Bad-to-Great 
spectrum for all relevant skills or abilities.  
 
Typically, you can use the table below for easy translation from what 
is provided in the Monster Manual to what will be used for this game. 
 
Ability Score Modifier                            Adjusted Ranking 

-2 or Below Bad 

-1 or 0 Okay 

+1 or +2 Good 

+3 or Above Great 

 
When a creature needs to make a roll, you will roll a number of dice 
according to their Adjusted Ranking for the appropriate skill, just 
like a player might. 
 
 

Dice Rolls 
Rather than rolling a d20 and adding numbers, this simplified 
version uses a modified take on the advantage/disadvantage system. 
If a Skill or Attribute lists “Bad”, the player rolls twice and uses the 
lowest result. “Okay” means they roll once and take what they get. 
“Good” rolls twice and takes the highest. “Great” rolls three times 
and takes the highest. 
 
Challenge Rolls 
When a player attempts an action that necessitates a roll of the dice, 
first determine what Skill they will need to be rolling. If their Look or 
Training list that Skill, have them roll according to the rating listed 
there. This is intended to replace the “Proficiency Bonus” of D&D.  
 
If the character’s Look and Training do not list the required Skill, 
have the player roll according to the relevant Attribute instead. 
 
Difficulty Class 
Most actions should stick to the outline below. If a player’s character 
would reasonably be able to judge the difficulty of an action, tell 
them the difficulty before they make their roll. 
 

A Child Could Do This 5 

I Do This Every Day 10 

Needs a Little Effort 12 

Really Going For It 15 

Next To Impossible 20 

 
 
Adjust-As-You-Go 
This is by no means a final draft, and each draft should change 
according to the table. Alter these materials liberally as needed. In 
pen, if you can. Really go to town. 

 


