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Created by Justin O’Rourke and Derrick Nunes
*****Rules*****
*Everything on the character sheet must be approved by the dm 

since this is an un official RPG anything that isn’t listed can be made up by your DM on the spot

***********Attributes**********
Physical and Mental sections get 50 points each to distribute.
                -cannot add any extra points to this category.  

                -each sub-category has a maximum of 40 points

Social gets 20 points to distribute.

              -cannot add any extra points to this category.

                -each sub-category has a maximum of 15 points.

Power and Ki

* DM Can also decide to make an estimated ki based on your heredity and mentor 

(see pre RPG training)

*Experience is how you add to ki and power, the only way to increase your ki is to add your experience points to it. Androids can drain ki if they have the ability., you obtain exp by participating in any battle.

                -you can choose to roll for a birth ki or a ki when you start in the campaign.

                -the dm can limit or set a minimum ki.

                -you must roll 4d10 to get these stats if you are rolling for ki when you start a campaign.

                -you roll 3d10 for a birth ki               

                -if you roll all 10s the result is 10,101,010, if that happens change it to 100thousand. 

                -costs 1exp point to increase KI or HP by 1.

                -androids roll 6d6 for their starting power in the same manner as above

*if you choose to roll a birth ki you can figure in  training up to the age you are when you start.

                ROLLING: You must roll a 10-sided die 4 times and record those numbers consecutively      

                                onto your character sheet. For example, if you rolled a 6, 7,1,and a 9 your result 

                                would be 6,719.(If you want your character to start out stronger you can    

                                jus add more d10’s)

Charge%, Healing%, Deflection%, Resisting Ki%, Absorption%

                -you must roll 2d6 to determine the percentage of the skill.

                -if your first roll is an even number you will record that number as if it were a 2, if the first                                

                 number you roll is odd record that number as if it were a 1

                ROLLING: You must roll a 6-sided die 2 times and record those numbers consecutively onto 

                               your character sheet, if the first die that you roll is odd that number will be 

                               recorded as a 1 and if that first die rolled is even it will be recorded as a 2.

Pre RPG Training

                -if you start the RPG between the ages of 12 and younger you get 4 years of pre RPG

                 training in, if you are 21 or younger you can have 6 years of pre RPG training, any older 

                 than this you can have up to and including 10 years of pre RPG training ( keep in mind 

                 that the younger you are the more training improves your skills)   

  ***********Abilities***********

                -you can add these groups of points to any of the three categories, 10, 20, 40.

                -each of the skills in the three main categories has a max  point value of 20.

                -you can increase you abilities by using skill points 1 skill point = 1 point added to your 

                 selected ability.

SOCIAL:

       -Charisma: This is how well you present yourself to others, the more charisma you have the more                                                  

        like-able you are. Sorry folks this one is up to you all the dm does here is say that he is an 

        easily liked character or not you have to role-play and see if other characters like you. Really if       

        another character is a dick then they probably will like you less for being charismatic.

                          1-4: You are basically unpleasant to be around, a loner you do things by yourself 

and you may or may not prefer it that way……….like……Vegeta


             5-8: You are one of those freaks in everyones school (if you are a dbz fan it is 

                                 possible you are a freak so don’t take offence.)


           9-12: You are average you don’t have many friends but you don’t have to little either 

                                 you kinda fade into the crowd.


          13-16: You are likable, you have friends enough to sustain you and most of them are 

                                  good friends too.


          17-20: You have friends, you have allot of friends, you have so many friends you don’t 

                                  even know most of them.

       -Appearance: Well this is pretty obvious, this is how attractive you are. If you are trying to        

        seduce someone you must compare  your appearance to their current willpower.

                          1-4: Butt ugly nuff said.


             5-8: You one of those people only a mother can love,…….and frankly even that’s a 

                                 bit of a stretch.


           9-12: You are average looking, you aren’t going to make a career as a modle or 

                                  anything but people aren’t going to run away when they see you either


          13-16: You may turn heads when you walk in the room.


          17-20: You stop traffic, you can cause 75 car pile-ups just upon walking by, people 

                                  will line up just to say hi or hold your hair back as you vomit.

       -Manipulation: This is how well you can convince people to do your bidding. If you are trying to                   

        persuade someone you roll your manipulation versus their intelligence.

                          1-4: Every now and then you can successfully command rocks to stay put.


             5-8: Some times your intensely trained dog will come when you whistle


           9-12: You manipulate people, but not very well. I.e. Bill Clinton


          13-16: uhm……………yeah ::nods head:: You’d make a good lawyer?


          17-20: You are the king of manipulators, Tom Green couldn’t hold a candle to you.

MENTAL:
        -Perception: This is one of your fine senses, your ability to see hidden objects traps and other 

         stuff. Roll this versus the difficult it is to see the object or thing.

                          1-4: You can barely see traffic signs and street lights.


             5-8: You can notice those friggin annoying cowbells and air-horns that parents of                      

                                 kids that play pee-wee football constantly ring and blow and you can stand 

                                 it!……………what were we talking about again?


           9-12: You have a general sense of your surroundings.


          13-16: If all is quiet you can  hear that pin drop.


          17-20: You can see a needle in a haystack from 3 planets away!

       -Intelligence: Mainly calculating and reasoning, to see how people interact with you.

                          1-4: Dumb as a brick.


             5-8: Gokou is smarter than you.


           9-12: Meh…….you have a basic knowledge you graduated with a C.


          13-16: You usually make the honor roll, all 4 years of high school.


          17-20: You could be Dr. Gero’s tutor

       -Wits: Your street smarts, how well you can use your environment to your advantage.

                          1-4: You can’t successfully operate a microwave.


             5-8: You passed your drivers test………barely.


           9-12: You are Joe Shmoe from Idaho.


          13-16: You have ok street smarts.


          17-20: You can get out of pretty much any situation.

TALENTS:
        -Fighting: How developed your fighting skills are, no real application outside of a battle.

                          1-4: Dumb as a brick.


             5-8: Gokou is smarter than you.


           9-12: Meh…….you have a basic knowledge you graduated with a C.


          13-16: You usually make the honor roll, all 4 years of high school.

                       17-20: You could be Dr. Gero’s tutor

        -Alertness: How alert you are, determines weather you can hear that pin hit the floor. If your  

         alertness is high enough to detect a noise your dm will tell you.

        -Brawl: Your knowledge of grappling and fighting moves. The 1st digit determines how many 

         special physical moves you start out with.

        -Expression; Your ability to express your emotions, the height of your emotions may effect an 

         NPC’s reaction to you.

        -Dodge: Basically you ability to get the hell out of the way of stuff, only applicable in battle.

        -Intimidation: How scary you are, in a fight you can compare this to your willpower to see if you 

         freak out you opponent enough to get a shot or two in. 

        -Empathy: You ability to read other peoples feelings, or perceive people’s actions.

        -Strategy: Your ability to make a plan, if you have a low strategy NPC’s wont listen to your 

         crappy plan.

SKILLS:

        -Leadership: Your ability to lead the pack, if some one has a higher leadership than you they 

         probably wont listen to you too often, you’ll hafta force em.

        -Stealth: Your ability to hide without being seen (this has nothing to do with ki detection)

        -Survival: Your ability to survive in harsh conditions with low rations, this is really that Boy Scout

         kinda stuff

        -Repair: Your ability to repair stuff, compare your skill to the difficulty of the object to repair to 

         see if you can do it, this goes hand in hand with computer and science, meaning you can add 

         them.

        -Weapons: Your ability to use your weapon. You must only have this skill to use your weapon, 

         the number determines what weapon you can have.

                 1.Pocket Knife          5.Handgun                                9.Sniper Rifle     13.Broad Sword

                 2.Buck Knife             6.Shotgun                                10.Sabre              14.Legendary Blade

                 3.BB Gun                 7.Rifle w/ Bayonet                   11.Rapier             15.Zet Sword

                 4.Switch Blade         8.Assault Rifle                         12.Axe                  16+ anything

        -Performance:

        -Pilot: Your ability to drive a car plane boat or other vehicle the number determines how many 

         vehicles you can operate.

                 1.Bicycle                 6.SUV                    11.Tank                    16.Pod ship

                 2.Go Cart                7.Small Boat         12.Private Plane        17.Space Ship  

                 3.Skateboard          8.Speedboat         13.Learjet                 18.Space Cruiser

                 4.Golf Cart              9.Racecar              14.Airliner                 19.Ghetti star

                 5.Car                      10.Personal Sub     15.Fighter Plane        20.Anything

        -Etiquette: Your politeness

KNOWLEDGE:

-Computer: Your knowledge of computers, aids in repairing objects or finding info about things.

-Science: Your knowledge of scientific things, mechanics and other more refined sophisticated equipment use.

-Medicine: Your know-how of reagents and catalysts, if your skill is high enough you may know how to cure Staphylococcus aureus.

-Technique: Your fineness in launching that plasmatic ki at your foe, 

-Linguistics: The number of languages you can speak.

-Investigation: You ability to find information about people or things.

-Enigmas: Your ability to solve puzzles

        -Weaknesses: Your ability to detect your opponents weaknesses, add this to you perceptions 

         versus their stealth plus strategy.

  **********Advantages**********

Gifts:

Costs 1 pt per gift max of 2 per level up

Races
SAIYA-JINN 

     -Full Saiya-jinn

        *Fast Learning: Learns attacks much faster than normal, sometimes by seeing it only once

        *Ki Manipulation: The ability to use Ki

        *+50% exp gain: Add 50% of exp gained

     -3/4 Saiya-jinn

        *Easier Deflection: Add 10% to deflection

        *+50% Ki gain: : Add 50% of Ki gained

        *+50% exp gain: Add 50% of exp gained

     -1/2 Saiya-jinn

        *Ki Manipulation: The ability to use Ki

        *Hidden Power: Multiplies Ki by 3 (once use erase it from gifts list)

        *+50% exp gain Add 50% of exp gained

     -1/4 Saiya-jinn

        *+5% Charge: Add 5% to  charge

        *+50% Ki gain: Add 50% of Ki gained

        *-50% anger to go SSJ: Can go SSJ with half the anger normally needed

NAMEK-JINN

        *Regeneration: Can re-grow limbs 

        *Healing: Can quickly heal others in 3 turns

        *Fuse: Fuse with another Namek-jinn to increase Ki and HP by 500%

        *Split: When 1 Namek-jinn splits into 2 and his HP and Ki are halved

        *Strategic Intellect: 

HUMAN

        *More Critical Hits: +50% to land a critical hit

        *Sense Ki: The ability to sense Ki and know who it belongs to

        *Ki Manipulation: The ability to use Ki

        *Premonitions: You can see into the future randomly and uncontrollably

        *Bukujutzu: The ability to fly

ANDROID

     -Full Android

        *Drain Ki: The ability to sap Ki from a non-android opponent

        *Up gradable: The ability to be further enhanced

        *Android Sense: The ability to sense Ki

        *No Charge: Does not need to charge power

        *Bukujutzu: The ability to fly

     -1/2 Android, 1/2 Human

        *Drain Ki: The ability to sap Ki from a non-android opponent

        *Up gradable: The ability to be further enhanced

        * Android Sense: The ability to sense Ki

        * Bukujutzu: The ability to fly

     -10% Android, Human with upgrades 

        * No Charge: Does not need to charge power

        *Up gradable: The ability to be further enhanced

        *Drain Ki: The ability to sap Ki from a non-android opponent

        *Bukujutzu: The ability to fly

     -Biological

        *Drain Ki: The ability to sap Ki from a non-android opponent

        *Ki Manipulation: The ability to use Ki

        *Transformation: The ability to shape-shift to another form

        *Bukujutzu: The ability to fly

        *Absorb: The ability to absorb a character adding his Ki and HP to yours and also learning all of 

                      their techniques

CHANGELING

        *Transformation: The ability to shape-shift to another form

        *Up gradable: The ability to be further enhanced

        *Changeling Pride: A over active ego causing excessive hubris

        *Ki Manipulation: The ability to use Ki

        -Must roll 1d6 to determine the number of forms.

BUU   
        *Attack Emulation: Can use an enemies attack if it is seen by the buu character.

        *Regeneration: The ability to reform limbs and return to its original state

        *Absorb: The ability to absorb a character adding his Ki and HP to yours and also learning all of 

                      their techniques
         -Buu characters must have a creator and a person who controls him

Places

EARTH

        *Bukujutzu: The ability to fly

        *Ki Manipulation: The ability to use Ki

        *Sense Ki: The ability to sense Ki and know who it belongs to

        *Science: You have a vast knowledge of science and can grasp how foreign technology works

                        -4 difficulty to any repair +2 to Science +4 to Repair

        *Training: You have been trained by a master in a certain fighting style – 3 difficulty to any 

                        physical combat move

        *School: You went to school on Earth and can understand geometric function and can 

                      understand basic elements almost instantly +2 to intelligence + 3 wisdom

        *Medicine: You can set broken bones and which vaccine people need, a real field medic + 5% 

                          to healing

        *Bravery: You do not back down in a fight even when the odds are against you +3 to any 

                        willpower roll

        *Hide Ki: You can more easily decrease your Ki to an almost undetectable level +5 to stealth

PLANET VEGETA

        * Bukujutzu: The ability to fly

        *Ki Manipulation: The ability to use Ki

        *Saiya-jinn Pride: An over active ego causing the person to be very conceded +4 to pride

        *Hatred for outsiders: You hate people that have interfered with your homeworld +3 to Rage

        *Ruthlessness: You give no mercy at all, if you fight a weaker oponnent you will kill him 

NAMEK

        * Bukujutzu: The ability to fly

        *Ki Manipulation: The ability to use Ki

        *Healing: Can quickly heal others in 3 turns

        *Inner peace: Can sit there and meditate for hours on end and never really gets too excited in a 

                              fight +3 to willpower


PLANET FREEZER

        * Bukujutzu: The ability to fly

        *Changeling Pride: An over active ego causing excessive hubris +3 to pride –1 willpower

        *Ignorance: You think that you are the greatest thing since sliced bread and that all will bow to 

                          you and if they do not then you will kill them, or die trying +4 pride –3 wisdom

ELSE WHERE

        *No gifts

*********Temporary stats********

level 1

	RACE
	RAGE
	WILLPOWER
	HONOR
	WISDOM    
	PRIDE
	GLORY

	Saiya-jinn
	     5   
	          4
	      3
	      0     
	    4
	     2

	Namek-jinn
	     2
	           5
	      2
	       3
	    5
	     0

	Human
	     1
	           5
	      0
	       4
	    3
	     1

	Android
	     0
	            2
	      0
	       5
	    3
	     0

	Changeling
	     5
	           1
	      0
	       2
	    4
	     3

	Buu
	     4
	           3
	      2
	       0
	    3
	     3


level 2

	RACE
	RAGE
	WILLPOWER
	HONOR
	WISDOM    
	PRIDE
	GLORY

	Saiya-jinn
	     - 
	          -
	      6
	       0     
	    -
	     4

	Namek-jinn
	     -
	          -
	      4
	       6
	    -
	     0

	Human
	     -
	          -
	      0
	       8
	    -
	     2

	Android
	     -
	          -
	      0
	      10
	    -
	     0

	Changeling
	     -
	          -
	      0
	       4
	    -
	     6

	Buu
	     -
	          -
	      4
	       0
	    -
	     6


level 3 

	RACE
	RAGE
	WILLPOWER
	HONOR
	WISDOM    
	PRIDE
	GLORY

	Saiya-jinn
	     - 
	          -
	     12
	       5     
	    -
	     8

	Namek-jinn
	     -
	          -
	      8
	      12
	    -
	     5

	Human
	     -
	          -
	      5
	      16
	    -
	     4

	Android
	     -
	          -
	      5
	      20
	    -
	     5

	Changeling
	     -
	          -
	      5
	       8
	    -
	    12

	Buu
	     -
	          -
	      8
	       5
	    -
	    12


level 4 and up*

*for all levels that are 4 and above simply double the stats of the previous level.

*all races get 10 skill points per level

*if a new race is approved by the dm you may set your own temporary stats

*********Fighting Rules*********

*androids alternate power with ki

KI ATTACKS: Ki attacks are the strongest attacks in the game, because you may be able to kill a very powerful opponent in a single ki attack, one even more powerful than yourself. Ki attacks are usually taught to you by a master, however after you have been taught how to use ki you can develop your own attacks. 

-DAMAGE: to determine the damage a ki attack does you must first decide the amount of ki you will use to do this attack you can use as much of the ki you have as you want, however if you do use all of your ki you will then be unconscious. After you have determined how much ki you put into your attack then add you technique times your intelligence. 

-HIT SUCCESS: To determine if you die hits your opponent you must roll your technique versus there dodge example: you shoot a ki blast at some one with a 10 dodge and you have a 21 technique. You roll two die to get the first digit(s) and 1 die to roll the second digit. Your oppeonent gets one die for the first digit.  Say you rolled a 3 and 1, your 1st digit is a 4, then you roll a 6 for the 2nd digit

the number is 46, say your opponent rolled a 7 for his first digit, this means he dodged your attack. 

-Dm determines whether the attack can be dodged, or deflected

PYSICAL ATTACKS: A physical attack can be a special move or just a kick punch or even a series of kicks and punches. Kicks and punches are the bread and butter or wearing your opponent down enough to kill him with a ki attack, with out your melee attacks you’re not going to win because you  will run out of ki.

-DAMAGE: Damage although not as significant as ki damage can cause negative status effects, such as if you get hit successfully in the stomach you will lose a turn because you will be temporarily incapacitated. To determine damage multiply strength by fighting. Although this is not alot of damage, every time you score a successful hit you subtract 1 from there stamina. When their stamina is 0 they are reduced to sitting ducks and cannot dodge any attack, or fight back.

-The first digit of Brawl determines how many signature physical moves you can have.

-The dm can determine whether a person’s attack is un-block able.

-Weapons are a factor to multiply the damage by and have chances for special damage.

SPECIAL ATTACKS:

-Special Attacks such as the Kaio-Ken and Fusion Dance or the Genki Damma have to be learned, you cannot begin the game with these attacks unless you have the training gift; even this must be approved by the dm.

Kaio-ken: an attack that hightens the persons Ki and lowers HP by the same ratio

Genki Damma: an extremely powerful attack that can only do damage to those without a pure heart, also can only be used by a person with a pure heart.

Fusion Dance: a technique that once learned can instantly be done fusion adds HP and Ki of the two people fusing and multiplies by 4, also can combine 2 attacks and the damage done is the attack added together and multiplied by 1.5; to learn Fusion dance both players trying to learn it must both roll and 8 on a 10 sided dice, and the may roll as many times as they have technique.

Kaioushin upgrade: a gift that can only be bestowed by the Dao Kaioushin, it is very hard to obtain because the Dao Kaioushin won’t do it unless you can prove that you are pure of heart (you don’t actually have to be pure of heart if you are a good liar) and that you will only use it for good. This power-up multiplies your ki by 4.

TRANSFORMATIONS:

-All of the transformations raise stats, the difficulty is on the character sheet, you will always roll the die equal the number of rage you have –the difficulty on a 10-sided die, which you have that many chances to roll over the difficulty to successfully transform, you must also meet all of the other guidelines to transform.

CHARGING KI/DRAINING:

-Charging Ki: You determine the amount of Ki you get each time you charge by multiplying the percentage of charge that you have by your total Ki, and then adding that to your Ki. You cannot charge above what your Ki actually is

-Draining Ki: You determine the amount of Ki you get each time you drain by multiplying the percentage of absorption that you have by your opponents Ki or Ki attack, and then add that onto your power.

