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Using the Characters
From interstellar bounty hunters and 
magical girls to power-hungry mega-
millionaires and ninja assassins, there are 
plenty of great characters. But how will 
you make use of them?

As Is
The characters described here are ready 
for play just as they are. Feel free to pick 
a favorite and skip creating a character 
altogether.

In fact, everyone at the table can 
choose a character and get right into 
the game. Besides being varied enough 
to cater to almost any taste, many of the 
Sample Characters are well suited to play 
together. Could Fukiko see Auren as her 
guardian prince, just like in her favorite 
manga? What will happen when friends-
turned-rivals Raine and Shou must set 
aside their differences and work  together? 
Are seasoned performers Daisuke and 
Cora searching for the same malevolent 
spirit?

As Example
Because the Sample Characters are so 
diverse, they work great as examples for 
OVA’s many Abilities and Weaknesses. 
Not only can you see how the rules come 
together to form a character, you can also 
see unique and inventive applications of 
the rules themselves.

As a Starting Point
Complete as they may be, there’s nothing 
stopping you from taking these characters 
and keeping only the parts that interest 
you. Borrow tidbits of background, lift an 
Ability you like, or simply tweak a charac-
ter to better suit your needs.

If you’re strapped for ideas, the Sample 
Characters can be just the spark you need 
to get on track.

As mentioned in Creating a Character, 
all of the Sample Characters follow the 
Base Zero limiting rules.

If you’re still daunted by the character creation process, or you just want to see 
some of the many possibilities available, the following chapter contains twelve 
completely detailed Sample Characters ready for use, study, and modification.
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Raine I WILL ATONE FOR THE SINS OF MY PAST BY 
HELPING THOSE WHO CANNOT HELP THEMSELVES!

Background
The Warrior of the Mist, The Storm, The 
Sword That Cuts the Wind—Raine has 
been known by all these names and more. 
His skill with his sword, like his beauty, is 
nearly unmatched. But for all his positive 
attributes, Raine’s mind is ill at ease, rid-
dled with the misdeeds of his past.

Raine was once a member of the infa-
mous Clan Cave Fox, a group of skilled 
assassins for hire. His legendary 
ability was well suited for the 
task, and he was content to 
supply it for the money it 
procured. That is, until his job hit 
too closely to home. He had orders 
to kill a man whose debts exceeded 
that which the Clan felt could be 
repaid. It was a simple task made 
even easier in the darkness. The 
man never saw it coming, and 
Raine, to his ultimate regret, never 
saw his quarry’s face until the 
deed was done. Feebly, the man 
clasped on to Raine’s clothes. The 
eyes that looked into his were not 
that of yet another job completed…but 
of his own father, the man whose debts 
he had desperately tried to repay with all 
those years of service to the Clan.

For the first time, Raine questioned 
his actions. He realized a life was more 
than a thing you could take, that every life 
meant something to someone. Disgusted 
with himself, he wordlessly left the Clan. 
But no one, no one, left the Clan and lived. 
Clan Cave Fox dispatched another skilled 
assassin, Raine’s old comrade Shou, to 
hunt him down. Now Raine wanders, do-
ing good where he can in hopes of aton-
ing for his life of sin. He longs for the day 
when he can finally escape Clan Cave Fox… 
and the shadows of his past.

Personality
Raine is a quiet person, usually only speak-
ing when something significant must be 
said or in reply to someone else. Even 
though he is skilled and a solid thinker, 
Raine’s mind tends to wander. He often 
loses track of what a person is saying to 
him, a trait that may cause people to un-
derestimate his intelligence. In his spare 
time, Raine can usually be found practicing 
his swordsmanship or quietly contemplat-
ing, but he also has a passion for origami,  
the Japanese art of folding paper. He some-
times uses the paper to focus his thoughts.
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Nightmares
Raine is regularly haunted by nightmares 
of his bloody deeds, especially of his fa-
ther’s death. He rarely sleeps through the 
night, and his sudden awakenings may 
startle companions.

Agile
Art of Invisibility
Attack (Kaze Satsujinsha)
Beautiful
Combat Expert
Evasive
Intuitive
Iron-Willed
Knowledge (Origami)
Knowledge (Wilderness)
Quick
Sixth Sense
Vigorous

+1
+2
+3
+4
+4
+2
+1
+1
+2
+2
+1
+2
+2

Airhead
Code of Conduct (Will Not Fight

Unarmed or Surprised Opponents)
Guardian (Those in Need)
Ineptitude (Home Economics)
Pacifist
Poor
Rival (Shou)
Secret (Past as an Assassin)
Sensitivity (Sexual Misidentification)
Unique Weakness (Nightmares)
Wanted (Clan Cave Fox)

–1
–2

–2
–3
–1
–3
–2
–2
–1
–1
–3

ABILITIES WEAKNESSES

Kaze Satsujinsha
 ; 

Raine’s skill with a sword is extraordinary.
His legendary katana is a suitable companion.

Raging Thunder Slash
 3, : ;

Raine whispers across his blade before 
striking with crackling electrical energy.

Electrical Storm
  2, ,

: ; :
   –10 , 

Raine summons the power of nature to
cut swaths through legions of enemies.

Mist Touch
 , ,

 , : 
Raine concentrates his energies to project
his very spirit into the opponent’s mind.

Attacks & Combat Stats

7 4 0

   

 5 40 60 18

OTHER STATISTICS
: Ambiguously 

Sexed Sword Master
: January 31 

: 23
: Male
: 5´9˝
: 136 lbs.

: Brown
: Brown

: Previously 
of Clan Cave Fox

: Origami
 : Miso Soup

: None
: Shou, Clan 

Cave Fox

7 7 10

7 5 10

7 4 10
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Background
As a young boy, Shou was left 
orphaned and alone. How 
this came to be has long been 
lost to his memory, but what 
happened afterward was clear enough. 
He was adopted by Clan Cave Fox, a se-
cretive organization of assassins that took 
advantage of his malleable youth to train 
him in their ways. Despite, or maybe be-
cause of, this rigorous training, Shou 
never learned how to grow up. His 
incredible skill granted him great 
favor with the Clan, and they were 
willing to overlook his immature 
shortcomings. With power and lack 
of  accountability, Shou had no reason 
to be an adult at all.

Shou’s devious playfulness carried 
over to his work, where the ninja was well 
known for inventing games to play with 
his prey. The fairness of the rules varied 
with his moods. Sometimes the odds 
would be in his favor, other times his op-
ponent’s favor, and sometimes roughly 
equal all around. The particulars mat-
tered little to him as long as it was fun. 
After all, he never lost.

As he grew older, Shou spent much 
of his time in the company of Raine, a 
serious, but still fun, friend. Raine was a 
fighter worthy of his time, a truly chal-
lenging opponent where no special rules 
were needed. They would often talk to-
gether for hours, hidden away in the high 
places of the world. But then something 
changed. Raine was suddenly different, 
and then he was gone. When Raine left 
Clan Cave Fox, Shou was not very happy 
about it. Neither, it seemed, was Clan 
Cave Fox. They wanted him found, and 
Shou was more than happy to oblige.

This may be the best game of them all.

Personality
Shou will kill you with a smile…literally. 
Despite his life as an assassin, he is pas-
sionate and lively. Without any true father 
figure or role model, he acts much like he 
did as a child. His youthful nature is a 
startling contrast to his occupation and 
often makes him even more imposing. 
Shou also loves to eat and can be easily 
swayed with food—temporarily anyway.

Dark World
Though many years dead, an elder mem-
ber of Clan Cave Fox personally trained 
Shou in the art of shadow magic. By 
bargaining with dark spirits, Shou can 
become a shadow, travel distances in an 
instant, and even focus his energies into 
a blow that destroys light itself. But these 
bargains come at a cost. Shou’s soul is 
tainted with darkness, and he is vulner-
able to powers imbued with light.

Shou OLLY OLLY OXEN FREE! WATCH OUT NOW, HERE
I COME! THIS IS GOING TO BE THE BEST!
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Agile
Art of Invisibility
Attack (Ninjutsu)
Combat Expert
Evasive
Knowledge (Food)
Perceptive
Quick
Strong
Teleport
Tough

+2
+3
+2
+1
+2
+2
+2
+3
+1
+2
+2

Easily Distracted
Impulsive
Infamous (Assassin)
Overconfident
Quirk (Playfulness at All Times)
Rival (Raine)
Rude
Servitude (Clan Cave Fox)
Soft Spot (Food)
Vulnerability (Light)

–1
–2
–2
–2
–2
–2
–2
–2
–2
–2

ABILITIES WEAKNESSES

Bladed Tonfas
; 

The addition of a gleaming edge makes 
these otherwise humble weapons deadly.

Sweep Kick
;  2

Shou unbalances his opponent with a 
swift, low kick.

Pressure Strike
,  2

A precise blow that impedes the 
opponent’s ability to fight.

Dark Spark
 2, , : 
;  2

By focusing dark magics and striking his
blades together, Shou sends out a bolt 
of energy that devours light in its path.

Attacks & Combat Stats

5 4 0

   

 7 60 40  18

OTHER STATISTICS
: Scarily  

Playful Ninja Hitman
: April 1

: 22
: Male
: 6´1˝
: 184 lbs.

: Bone
: Indigo

: Clan 
Cave Fox

: Eating
 : Tempura

: The Clan
: Too  

Numerous to Count

5 2 0
5 2 0
5 5 0
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Background
Though largely unproven on our planet,  
life outside of the solar system does 
exist…far more than easily imagined. 
Galactic trade and diplomacy have 
flourished between alien races for 
millennia. Karis is from one of these 
space-faring cultures on the distant 
planet of Andaros. As the daughter 
of Dromar d’Ori, a highly successful 
bounty hunter in the employ of the 
Galactic Peace Legion, she enjoyed 
an easy life. Money was never short, 
and Dromar spoiled his precious little 
girl. That is, until Shadowman came.

A criminal of insane proportions, 
the mysterious Shadowman de-
fied all means of identification 
and capture. Murderer, plun-
derer, mass destroyer, a sadistic 
fiend with power unmatched 
by even the greatest assets of GPL.  
Though Dromar had successfully 
cornered Shadowman, the resulting 
battle ended with the bounty hunter’s 
death and Shadowman’s escape.

In the years since, Karis has transformed 
from an innocent girl into a hardened and 
(somewhat) respected bounty hunter. She 
is determined to follow in her father’s foot-
steps and end Shadowman’s reign of terror 
forever. Partnered with GPL’s proprietary 
ARrest ASsist UNIt (or Arasuni), Karis has 
tracked Shadowman to a distant unde-
veloped world…Earth.

Personality
Karis is quick on her feet and sharp-witted, 
but her strong-willed personality often 
leads to acting without thinking. Earth 
itself confuses her, so she sticks out like a 
sore thumb in otherwise typical situations. 
Karis can be prone to anger when annoyed 

or flustered—or teased about her less-than-
ample bust size. It’s an anger she’s willing 
to demonstrate with more than words.

Arasuni
Arasuni is Karis’s assistant supplied by 
the GPL. While researching their new 
surroundings, he has a tendency to grab 
Earthian analects, quotes, and other bits of 
wisdom and apply them to the task at hand. 
Despite his use of such human phrases, 
Arasuni has little emotional capabilities.

Karis I’M EVERY BIT AS TOUGH AS MY FATHER WAS,
AND I’LL PROVE IT BY AVENGING HIS DEATH!
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+2 Armored
+1 Attack
+1 Combat Expert
+1  Evasive
+3 Life Support
+3 Strong
+2 Tough
+1 Unique Ability 
  (Computerized Brain)

–1 Awkward Size (Large)
–2 Bizarre Appearance
–2 Emotionless
–1 Quirk (Quoting Earth)
–3 Servitude (Karis)
–1 Slow
–2 Vulnerability (Electricity)

Agile
Attack (Boomerang)
Combat Expert
Companion (Arasuni)
Cute!
Evasive
Intuitive
Perceptive
Quick

+3
+3
+1
+2
+1
+1
+1
+1
+3

Bizarre Appearance (Strange Ears)
Impulsive
Obsession (Kill Shadowman)
Quirk (Stranger in a Strange Land)
Sensitivity (Chest)
Short-Tempered
Soft Spot (Stuffed Animals)

–1
–1
–3
–2
–2
–1
–1

ABILITIES WEAKNESSES

OTHER STATISTICS
: Hotheaded 

Space-Trekking 
Bounty Hunter

: March 23
: 18

: Female
: 5´1˝
: 108 lbs.

: Reddish-Pink
: Green

: Galactic 
Peace Legion Contract

: Collecting 
Stuffed Animals

 : Milkshakes
: Arasuni

: Shadowman

Iron Knuckle
:  

Arasuni’s immense size and strength 
allow him to deal a crushing blow.

Stun Pulse Rifle
, ; , 

While not the most powerful of weapons,
it is useful for subduing stubborn foes.

Attacks & Combat Stats (ARASUNI)

3 5 0

   

 2 40 20  10
2 2 0

Kinetic Boomerang
 , ; 

Karis’s signature weapon can be wielded
versatilely, both as a blade and a boomerang.

Trick Shot
, ; , 

With finesse, Karis throws her weapon in 
a tight arc to disarm opponents.

Sweeping Strike
 , ; , 

Take down multiple foes in a single throw!

Flex-Steel Cable
 2, ;  3,

Her weapon can release a super-strong cable
to entangle foes, among other creative uses.

Attacks & Combat Stats (KARIS)

6 4 0

   

 6 40 40 16

6 3 0
6 3 0
6 1 0
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Background
Since their earliest ventures in technol-
ogy, people have strived to build a more 
powerful weapon of war. These attempts 
have all fallen prey to the limitations of 
humans themselves—until now. The 
Malicron Corporation was determined 
to create a better war machine. Self-
su cient, adaptable, the deadliest 
weapon of all: a human android.

Though the scientific commu-
nity ridiculed the idea, Project  
(Military Intelligent Humanoid Op-
erative) was a success. However, this 
new weapon exhibited a quality unin-
tended by her creators: the ability to think 
for herself. Miho was built to adapt, but 
developing a conscience or emotions were 
not part of her programming. Dr. Heiji  
Tomori, head of the  project, recog-
nized these qualities and arranged for her 
escape. Unfortunately, Malicron quickly 
mobilized its military might to regain the 
company’s prized creation. The events that 
followed, and the fate of Dr. Tomori, re-
main unknown. Whatever happened, the 
ordeal did not result in Miho’s capture but 
left her critically damaged. With her last 
remaining strength, she simply collapsed 
into a dumpster many miles away.

By luck, or maybe fate, a young inven-
tor named Braun rummaged through that 
very trash. It took time, but he restored 
the android to prime condition. Miho 
has dedicated herself to helping her hero 
ever since. Well, that, avoiding her pursu-
ers, and  destroying half of Tokyo with her 
good but ultimately disastrous intentions.

Personality
Despite her military origins, Miho is an 
innocent, kind-hearted spirit, hopelessly 
naive and trustful of anyone she meets. 

She desires to learn as much as possible 
about the world, making reading (at inhu-
man speeds) one of her favorite pastimes. 
Though she wants to help, her inherently 
destructive build often proves more hin-
drance than aid.

Robot Characteristics
Miho sustains herself with energy from 
the sun, either in hour-long “sunbaths” 
where her systems shut down, or gathered 
gradually through the day. If deprived for 

Miho I DON’T KNOW WHAT IT IS TO BE HUMAN,
BUT I KNOW THAT IT’S WHAT I’M MEANT TO BE!
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24 hours, Miho’s systems switch to an al-
ternate, less effective power supply. Her 
excessive density can pose problems too, 
straining weak floors, inhibiting attempts 
to swim, and making her very di cult to 
carry. Her body exhibits clues to her robot-
ic nature that may be di cult to disguise.  

Finally, if reduced to a combined 10 Health 
and Endurance, Miho enters Self-Preserva-
tion Mode. Her consciousness shuts down, 
instead focusing on eliminating the dan-
ger—and anything in her way, friend or foe. 
Once successful, Miho returns to normal 
with no memory of her time in this mode.

Agile
Attack (Robo-Powered Arsenal)
Beautiful
Combat Expert
Heightened Sense (Sight)
Life Support
Quick
Strong
Transformation
 +2 Combat Expert
 +2 Endurance Reserve
 –3 Unique Weakness 
 (Loss of Control)
Unique Ability 
(Quick Calculator)

+3
+3
+3
+3
+3
+3
+3
+3
+1

+1

Bizarre Appearance (Robot Features)
Dependency (Sun)
Guardian (Braun)
Ineptitude (Cooking)
Kind-Hearted
Naive
Trigger (Transformation If Critical)
Unique Weakness (Excessive Density)
Vulnerability (Electricity)
Wanted (Malicron Corporation)

–1
–3
–2
–3
–2
–2
–2
–1
–3
–3

ABILITIES WEAKNESSES

Mode 1: Hand-to-Hand
:  

Even barehanded, Miho is a competent
combatant.

Mode 2: Gatling Gun
, ;  3

She’s packin’! The more bullets, the 
better!

Mode 3: Missile Launcher
 , , ;

 3, 
Speak softly and launch a big missile!

Mode 4: Sniper Rifle
,  , ,

; : 
Miho takes them out with robotic precision.

Mode SP: Miho Ray
 6, ; : 

-   –20
Nothing will remain to hurt her.

Attacks & Combat Stats

8 7 0

   

 5 40 40 20

OTHER STATISTICS
: Missile-

Powered Mechanical 
Maiden

: February 12
: 1 (Appears 18)

: Female
: 5´5˝
: 275 lbs.

: Blue
: Yellow

: Malicron 
Creation

: Reading
 : Sunshine

: Braun
: Malicron Corp.

5 4 0
5 4 0
9 4 0
10 10 10
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Braun
Background
There’s one in every school: the incred-
ibly smart, socially inept, and most teased 
kid in the student body. Now on his own, 
Braun has changed very little from his 
school days. Still brilliant and driven by a 
fascination with technology, Braun opted 
out of a formal higher education to better 
pursue his passion for inventing. He lived 
alone in a downtown apartment, a maze 
of reference books, parts, and inventions 
in various stages of completion. Though 
income was sporadic, he made enough 
money to feed himself and his habits. But 
Braun craved for something more…to 
discover a truly astounding innovation, 
something that would be heralded for 
generations to come.

But he never expected to find it in a 
dumpster. Scrounging through trash for 
parts, as he was prone to do, Braun was 
shocked to find a battered, but definitely 
humanoid, shape. Thinking he had found 
a woman injured or worse, Braun was 
paralyzed with uncertainty. Upon closer 
inspection, the wounds revealed mechan-
ical origins. Was that really possible? Af-
ter much time, effort, and muscle strain, 
Braun managed to return to his apartment 
with the strange girl. Using his mechanical 
know-how, he restored the robot to perfect 
working order. Immediately, Miho, the 
beautiful android, felt an incredible debt of 
gratitude and swore to remain by his side.

Ever since, Braun has had a dedicated 
and spirited companion, but his reclusive 
nature had not prepared him for life with 
a female, even a robotic one. He was sure, 
too, that Miho was running away from 
something—something that might want 
her back. His life would never be the 
same…but maybe that wasn’t such a bad 
thing after all.

Personality
Braun is a mostly introverted individual, 
content to keep to himself. Still, he is a 
genuinely good-natured young man and 
always kind when he does interact with 
others. A hopelessly bad liar, Braun has a 
di cult time hiding his feelings and in-
tentions. His unpopular childhood and 
his equally socially uneventful adulthood 
have left him ill at ease around women, as 
well as easy to bully. Despite often being 
embarrassed around Miho, Braun does 

I KNOW THAT I’M NOT ALL THAT STRONG OR BRAVE…
BUT I’LL PROTECT HER WITH EVERYTHING I’VE GOT!
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his best to curb his anxieties. He also can 
be a tad forgetful, overlooking things he 
should be doing.

Inventions
Although Braun is constantly scrapping 
and rebuilding his mishmash of inven-
tions, there are a few he keeps handy. His 
laptop computer possesses the processing 
power of a much larger device, as well as 
built in hacking aids that provide a +3 Bo-
nus for such endeavors. Unless you count 
his haphazard kitchen appliances (that 
have a habit of not working as intended) 
and small, simple-tasked robots, his only 
other kept invention is his own glasses. 
Despite their outwardly normal appear-
ance, these specs are capable of numerous 
extrasensory purposes, like thermal vision 

and extensive zooming. Detecting nerve 
impulses from the side of his head, Braun 
doesn’t need to take any action to activate 
these functions. He is usually able to find 
these and other inventions on his person 
via his Dimensional Pocket Ability.

Connections & Cosplay
As honest as he is, Braun has dabbled in 
the black market for rare parts not avail-
able to the average consumer. Though 
he has very little influence, with enough 
money, he can gain access to many illegal 
items. But since his inventions rarely sell, 
Braun often resorts to sewing and sell-
ing cosplay costumes to make extra cash.  
Miho’s current attire owes much to this, 
and her uniform was one of his first de-
signs, sewn long ago.

Connected
Dimensional Pocket
Inventor
Knowledge (Computer Whiz)
Knowledge (Cosplay)
Knowledge (Games, Anime, & Manga)
Pilot
Smart

+1
+2
+3
+4
+2
+2
+1
+3

Absent-Minded
Clumsy
Compulsion (Honesty)
Nosebleeder
Shy
Weak
Weak-Willed

–1
–2
–2
–1
–1
–1
–1

ABILITIES WEAKNESSES

First Day of Sale Shove!
: 

When a new Draconic Quest game is out,
Braun can hold his place in line. Sometimes. 

Attacks & Combat Stats

-2 1/2 0
   

 2 40 40  0

OTHER STATISTICS
: Hopelessly 

Honest Inventor
: November 29

: 20
: Male
: 5´8˝
: 133 lbs.

: Brown
: Blue

: Mecha 
Monthly Charter Subscriber

: Video Games
 : Pizza

: Miho
: Malicron Corp.
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Natsuki
Background
Natsuki was once a simple woman. 
Hardworking and determined, she 
entered the oft male-dominated busi-
ness world of Japan with a mind to 
make her mark. At first, it felt like that 
might just happen. Success was quick to 
come, and she relished it. But as her pro-
gression up the corporate ladder became 
stymied, Natsuki realized her value with 
the company was as a trophy piece instead 
of a valued employee. Coworkers and 
bosses treated her like a glorified errand-
girl, not as the financial talent she knew 
herself to be. Despite the situation only 
becoming progressively more unbear-
able, she’d be damned if she would 
give up now.

Although her commitment 
to her work, and appeasing her 
superiors, eventually got her to 
the top, she suffered personally 
as a result. Success was no lon-
ger enough. She had to prove 
to all men just how much better she was, no 
matter what. After gaining control of the 
corporation through various ingenious 
deals, the entire male personnel was 
eradicated. Armed with a new all-female 
staff, Natsuki’s sharp business skills turned 
Malicron into one of the hottest corpora-
tions in the Japanese business scene.

Not satis ied with besting her con-
temporaries mentally and monetarily, 
 Natsuki used Malicron’s resources to craft 
a strength-enhancing gauntlet especially 
for her. With its destructive power, no 
man would ever lord over her again, in 
any shape, form, or fashion.

Personality
Natsuki is a demanding woman, filling 
the space around her with an air of in-

tense intimidation. Both charismatic and 
frightening in her speech, Natsuki seems 
born to command. She has no interest in 
dealing with men, and treats them with 
little civility, if she can muster any at all.

Malicron Corporation
As head of Malicron, a technological pow-
erhouse in the military sector, Natsuki 
has access to a wide variety of vehicles, 
equipment, and arms. She can also sum-
mon trained security o cers to her side 
at any time. These underlings have Attack 
+1 (a gun Ranged, Effective, and Inaccurate). 

NO ONE WILL GET IN THE WAY
OF WHAT IS RIGHTFULLY MINE!
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Though best known for its military offer-
ings,  Malicron is rumored to be dabbling 
in the field of sentient robotics…

Malicron Gardens
On top of the flagship building of the Ma-
licron corporate empire, Natsuki keeps a

secret flower garden that covers the entire 
rooftop. A beautiful place indeed, it serves 
as her sanctuary from the working world. 
There she can be herself—maybe even the 
person she once was—for a time. Very few 
people know of the garden’s existence, a 
state of affairs unlikely to ever change.

Agile
Attack (Iron Fist)
Beautiful
Intimidating
Knowledge (Business)
Knowledge (Flowers)
Minions
Position of Power (Malicron President)
Quick
Strong
Wealthy

+2
+2
+2
+2
+4
+2
+2
+3
+2
+3
+5

Arrogant
Fear (Being Held Against Will)
Focus (Strong Requires Gauntlet)
Greedy
Hatred (The Y Chromosome)
Infamous (Ruthless Manhater)
Loner
Obsession (Proving Her Superiority)
Overconfident
Quirk (Obnoxious Laugh)
Short-Tempered
Soft Spot (Flowers)
Stubborn

–2
–2
–1
–1
–2
–2
–1
–2
–2
–1
–2
–1
–2

ABILITIES WEAKNESSES

Gauntlet Bull
; , 

A fierce punch with speed and power 
can bowl over even stalwart foes.

Gauntlet Bear
; , 

Natsuki grasps her opponent in her 
clutches and doesn’t let go.

Gauntlet Crash
 , ; , 

Natsuki pounds the ground, sending out a
shockwave of destruction all around her.

Stiletto Kick
:  

Even without her signature gauntlet,
Natsuki proves a formidable fighter.

Attacks & Combat Stats

3 6 0

   

 4 40 40 14

OTHER STATISTICS
: Manipulative 

Mecha-Gloved Millionaire
: October 30

: 31
: Female
: 5´10˝
: 135 lbs.

: Platinum
: Blue

: Malicron 
Corporation CEO

: Working in 
Her Flower Garden

 : Filet au 
Poivre

: None
: Men

4 5 0
4 5 10

4 3 0
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Background
All little children dream of being like 
their most cherished heroes. Fukiko 
was no different. Every day (except when 
there was schoolwork or chores to be 
done), she would throw herself into 
the fantastic imaginary worlds of her 
shoujo manga. Fighting evil! Mak-
ing friends! And maybe catching 
the attention of a handsome male 
comrade. But that’s all they were: 
imaginary two-dimensional illustra-
tions trapped forever in the pages of her 
comic books.

But sometimes, dreams come true. 
One night while gazing at the stars out-
side her window, as she loved to do, Fukiko 
was shocked to encounter a strange cat. 
Not just any cat, but a white cat with 
pink feathery wings. Though finding a 
creature like this on her window sill was 
more than a little unusual, Fukiko’s cu-
riosity overcame her apprehension. She 
opened the window. The feline’s peculiar 
avian nature was only the beginning of a 
slew of strange surprises. The cat spoke 
to her, revealing himself to be Azyrus. As 
if this weren’t enough, Azyrus continued 
to explain that Fukiko’s mother, who died 
when she was too young to remember, 
was a magical crime fighter. The stories 
were so remarkably similar to her manga 
that Fukiko could hardly believe her ears. 
Despite being overwhelmed, she listened 
attentively to Azyrus as he continued 
his explanations. Her locket, a keepsake 
from her mother, was also the key to her 
mother’s power. Though Azyrus, as well 
as Fukiko’s mother, had hoped this power 
would never be needed again, that would 
not be the case. And so the young heroine 
Lovely Savior Myu Myu was born. But the 
story had just begun…

Personality
Fukiko is strong-willed and naive, expect-
ing the world to play by her definition 
of the rules. This blind faith is also her 
strength, giving her the ability to see the 
good in bad and to persevere against all 
odds. Even so, her childish nature can lead 
to a bit of whining from time to time.

Lovely Savior Myu Myu
Whenever Fukiko clutches her locket and 
shouts “Lovely Savior Transformation,” 
she becomes her kitty cat crime-fighting 
form. Her locket transforms into a col-
lar with a bell, and the rest of her attire 

Fukiko IN THE MEMORY OF MY MOTHER, I’LL BE JUST
LIKE MY FAVORITE MAGICAL GIRLS!
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changes into her pretty little Myu Myu 
costume. Of course, even villains will 
wait through the lengthy transformation 
sequence before continuing any battle. 
Must be the catchy music and flashy lights. 
She can also use this power to just change 
her appearance, but she cannot use Shape-
Shifter and Transformation simultaneously.

Azyrus
Despite his cute and fuzzy exterior, Azyrus 
is always ready with sage advice for Fukiko. 
He can often be exasperated with her 
childlike naivety, but his heart is in the 
right place—even when his mouth isn’t.
Attributes: Flight +2, Quick +1, Smart +2; Awk-
ward Size (Small) –1, Frail –1, Short-Tempered –1

Companion (Azyrus)
Cute!
Iron-Willed
Knowledge (Shoujo Manga)
Quick
Shape-Shifter
Transformation
+2 Attack
+3 Barrier :  ; 10 
+2 Combat Expert
+2 Healer
–1 Bizarre Appearance (Cat Features) 

+2
+2
+1
+2
+2
+2
+4

Ageism
Crybaby
Easily Distracted
Focus (Powers Require Neko 

Transformation Locket)
Frail
Naive

–2
–2
–1
–2
 
–1
–1

ABILITIES WEAKNESSES

Neko Neko Catnip Cantrip
, : 

In her magical girl form, Fukiko can perform
a variety of mystical attacks of love.

Neko Neko Heart Burst
 2, , : 

Fukiko forms her hands into the shape 
of a heart over her chest and emits a 
barrage of magical heart-shaped bursts.

Neko Neko Wave
  2, , : 
;  

With a waving motion of her arms, Fukiko
pushes away all opponents around her.

Neko Neko Yarn Entangle
, : 

A ball of yarn magically appears and wraps
around the target.

Attacks & Combat Stats

4 3 0

   

 4/5 30 40  12

OTHER STATISTICS
: Magical 

Meow Meow Girl
: July 26

: 12
: Female
: 4´10˝
: 85 lbs.

: Blonde
: Blue

: Middle 
School

: Shoujo Manga
 : Chocolate

: Azyrus
: Sinister Folk 

and Their Minions™

4 5 10

4 0 10

4 3 10
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Background
In an ancient time, when marvelous 
magics and malicious monsters ruled 
the earth, the power of sorcerers 
reigned supreme. Among them 
was the greatly respected Order  
of the Fallen Star. This 
small, reclusive order of 
wizards ruled the lands 
as a council, managing the affairs 
of the world from afar in their se-
cluded secret chambers. Auren was 
the youngest of the Order, but his 
skill as a sorcerer was among the 
greatest.

But something was wrong. 
Tierus, the Great Seer of the 
Order, felt a dark portent com-
ing from another time. It was a 
deep-felt omen of impending 
doom—a danger for the very 
existence of Earth!

It was unclear what this 
vision meant, but Auren was not willing 
to take any chances. He offered to use 
his magical powers to scout out the fu-
ture himself. Time Magic was an esoteric 
school, one largely forbidden and never 
talked about. But the words of Tierus 
hung heavy, and the Order could find no 
other recourse. To sit idly by with this 
knowledge was impossible. So permission 
was granted, breaking an unwritten rule 
that had lasted centuries. Auren knew he 
was travelling into unfamiliar territory, 
with little expertise in the craft and no 
knowledge of the place to which he was 
going, but he would do it. After heartfelt 
farewells, Auren cast the appropriate in-
cantations and spirited himself through 
time…into twenty-first century Japan.

Besides the completely new and bewil-
dering world around him, Auren also had 

another small problem. His travel through 
time seemed to adversely affect his age. 
His body now had the appearance of a 
teenager. No matter how many times he 
tried, the spell to return him to his proper 
epoch failed. Stuck in a strange land with 
little direction, Auren had no choice but 
to pursue the unknown evil this time held 
and defeat it himself, if necessary.

…That and explore the mysterious 
world of “high school.”

Personality
Auren is a very serious, drab sort of char-
acter. Known for his stubbornness, he can 
be di cult to deal with in any conflict of 

Auren IT IS MY DUTY TO PROTECT THIS WORLD, EVEN IF ITS
FUTURE MAKES ME DOUBT WHY I SHOULD BOTHER…
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opinions. He is both perplexed and con-
stantly frustrated by his lack of author-
ity in the world as a teenager. Despite 
this, he often acts as if in the position to 
order others around. His old-fashioned 
background contributes to an obligation 

to protect women, much to his chagrin. 
 Auren also has a curious distaste for ani-
mals, no matter how cute and cuddly.

Armored (Medieval Armor)
Attack (Sword & Sorcery)
Combat Expert
Evasive
Knowledge (Magic)
Magic, Arcane
Mana Shield (Barrier +2; 10+ Endurance)
Wings of Dezantis (Flight +2; 10 Endurance)
Feeblemind (Intimidating +2; 10 Endurance)
Breath (Life Support +2; 10 Endurance)
Hasten (Quick +3; 20 Endurance)
Atlas Arm (Strong +3; 20 Endurance)
Smart
Vigorous

+1
+3
+3
+2
+4
+3

+2
+2

Ageism
Arrogant
Code of Conduct (Protecting Women…

Begrudgingly)
Easily Distracted
Hatred (Animals)
Ineptitude (Modern Technology)
Quirk (Antiquated Language)
Quirk (Stranger in a Strange Land)
Stubborn

–1
–1
–1

–2
–1
–3
–1
–2
–2

ABILITIES WEAKNESSES

Orion
 ; 

Auren’s sword, crafted from unbreakable 
admantium, is as beautiful as it is deadly.

Fireball
 ,  2, 

, : 
Auren sends forth a spiralling blast of flame.
Its magic continues to burn after it hits.

Ice Spire Array
 ,  ,

, , : ;
 , 

A prismatic array of frozen shards bombards
multiple enemies, piercing any defenses.

Thunder Godspell
 2, , , 

, : ; 
Auren summons a bolt of electrical energy
that stuns its target. It rarely misses.

Attacks & Combat Stats

5 4 0

   

 4 40 60 18

OTHER STATISTICS
: Time 

Skipping Sorcerer
: June 24

: 44 (Appears 16)
: Male
: 5´10˝
: 152 lbs.

: Grey-Blue
: Grey

: Order of 
the Fallen Star

: Fencing
 : Mutton

: None
: Mysterious 

Evil from the Future

5 6 20

5 3 20

7 5 20
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Background
Reflective men and women throughout 
history have sometimes wished to be-
gin anew—to be able to wash the canvas 
clean and start fresh. But rarely do they 
consider what a blessing it is to remem-
ber things, to know who you are, flaws 
and all. Ai awoke cold and alone in a dark 
alley without any recollection of herself. 
Not knowing where she was, who she was, 
or even how she got into this place, Ai was 
completely lost. With little other option, 
she roamed the streets of Tokyo, existing 
by stealing what she could. But that was 
just the beginning of her troubles.

Ai began to realize she felt things from 
people. Vague emotions bombarded her 
wherever she went. Sometimes there was 
more. She would look at a woman and 
know she was having marital troubles, see 
a boy and know he was skipping school to 
catch a movie with friends. The more she 
focused, the more she knew them.

Even more frightening, she realized 
that sometimes her own thoughts became 
theirs, that she could in fact alter their 
perception. She could affect the world 
around her too, move objects from afar, 
perhaps even break things.

But even these strange powers were 
not the root of her anxiety. It turned out 
that she was being doggedly pursued by 
strange, horrifying men. Men in black 
suits. They weren’t normal. When they 
were around, all she could feel was a con-
suming nothing from them. So far she has 
eluded capture, but what if it were only a 
matter of time? What did they want?

Ai hoped she would never find out.

Personality
Ai is hopelessly shy, overwhelmed by feel-
ings of isolation and fear. She is slow to 

make friends and has trouble articulat-
ing her feelings in words. Ai would rather 
avoid adversity than overcome it, spend-
ing most of her life running away from her 
problems. But her real problem lies in that 
she doesn’t know where she can run to.

Men in Black
Although the Men in Black are very real, 
Ai is often scared by any person in a black 
suit. This leads to more than a few com-
plications in the briefcase-tugging world 
of metropolitan Japan.

Ai I HAVE TO BELIEVE THAT SOMEONE OUT THERE CARES ABOUT ME.
I HAVE TO BE STRONG FOR THEIR SAKE!
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Art of Invisibility
Attack (Telekinetic Power)
Barrier ( :  ; 5 
Dexterous
Knowledge (String Games)
Psychic
Quick
Sixth Sense
Telekinesis

+2
+1
+3
+2
+1
+3
+2
+3
+3

Amnesia
Fear (Men in Black Suits)
Frail
Pacifist
Shy
Wanted (Men in Black)
Weak

–3
–2
–2
–1
–3
–3
–1

ABILITIES WEAKNESSES

OTHER STATISTICS
: Amnesiatic 

ESPer
: May 13

: 17
: Female
: 5´4˝
: 111 lbs.

: Pink
: Lavender

: Unknown
: String Games

 : Taiyaki
: None

: Men in Black

Telekinetic Push
 , , ; 

,  
Ai lashes out with her telekinetic powers, 
pushing the target away.

Mind Break
 , ,  

, ,  ; 
:  –5

Ai fills another’s mind with a confusing din
of psychic energy, draining the opponent.

Attacks & Combat Stats

2 4 5

   

 4/5 20 40 10

2 5 5
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Background
Like many boys his age, Yuu was fasci-
nated with monster-battling video 
games. But more than that, Yuu 
loved all monsters of myth from 
all over the world and all medi-
ums. Books of folklore, scary 
manga, corny kaiju films—if it 
had monsters, he had to get 
his hands on it. And his 
prowess at those video 
games? It goes without say-
ing his skill was unmatched.

In ways, he was much 
closer to his countless mon-
ster “friends” than any 
of his peers. That is, 
except for his older 
sister. Though her 
frail condition led to 
him adopting a big 
brother role, their 
bond was unbreakable. Her frequent hos-
pital stays only furthered his resolve.

That rainy day was to be a hospital visit 
like any other. But when Yuu arrived, his 
sister was gone. The staff knew nothing 
of her whereabouts and insisted no such 
patient ever existed! Confused and afraid, 
Yuu rushed home. His sister was not there 
either. Nor was any trace of her. No pho-
tos on the entry table. Nothing in her 
room. Even his parents had no recollec-
tion of the daughter they loved and raised.

Nothing made any sense, but out of 
the corner of his eye, Yuu saw something. 
A shape, dressed in black, escaping out of 
the house! He gave chase but could only 
watch helplessly as the figure leapt into 
an awaiting van. However, the torrential 
downpour had not let up, and the van hy-
droplaned into a nearby telephone pole. It 
was only superficially damaged, not enough 

to stop it for long, but the back doors flew 
open. As the vehicle disappeared into the 
distance, it left behind a metal cage, and 
in it, the most curious wolf-like creature.

Despite his growing fear, Yuu felt he 
had to let it, whatever it was, free. The 
beast immediately repaid his kindness by 
tackling him to the ground. The wolf’s hot 
breath in his face, Yuu was sure he was to be 
eaten. Instead the wolf only licked his cheek.  
A strange pair they made, but Yuu was cer-
tain it was fate. Together, they would find 
his sister. Together, they would get Ai back!

Personality
Yuu is inquisitive to a fault and too good to 
not leave things better than he found them. 
The combination often gets him into trou-
ble, but Yuu’s kind nature instantly adheres 
him to others, and of course, to Fenrir.

Yuu I WILL DO ANYTHING FOR MY SISTER! AND WITH
FENRIR AT MY SIDE, THERE’S NOTHING I CAN’T DO!
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Fenrir and Trust
Named for a fierce Norse beast, Fenrir 
has many Attacks he will only be able to 
perform as Yuu gains his trust (and raises 

his unique Trust Ability). Yuu’s Trust may 
also be rolled when commanding Fenrir 
to do tasks that are complicated or overly 
dangerous.

+3 Attack
+2 Combat Expert
+3 Quick
+2 Tough
+3 Vigorous

–2 Bizarre Appearance
–2 Fear (Enclosed Spaces)
–1  Guardian (Yuu)
–2 Mute
–1  Servitude (Yuu)
–1  Short-Tempered

Companion (Fenrir)
Evasive
Intuitive
Iron-Willed
Knowledge (Monsters)
Knowledge (Video Games)
Quick
Unique Ability (Trust)
Vigorous

+4
+1
+1
+1
+3
+3
+2
+1
+1

Ageism
Compulsion (Finding Things Out)
Guardian (Sister)
Impulsive
Kind-Hearted
Wanted (Men in Black)

–2
–2
–1
–1
–1
–3

ABILITIES WEAKNESSES

OTHER STATISTICS
: Plucky Pocket 

Monster Master
: September 28

: 11
: Male
: 4´8˝
: 78 lbs.

: Pink
: Lavender

: Elemen-
tary School

: Monsters!
 : Pocky

: Fenrir
: Men in Black

Struggle
:  

Though he doesn’t have any special moves,
Yuu can still put up a fight if he needs to.

Attacks & Combat Stats (YUU)

2 1 0
   

 5 40 50  9

Maul
:  

Fenrir leaps at the target and attacks 
with a beastly fury.

Quick Attack
; :  +1 –5

Fenrir strikes repeatedly in the blink of 
an eye.

Lance
  2,  3; 
, :  +2 –10

Fenrir charges up a skewering headbutt.

Lightning Rod
 6, : ; 

:  +3 –15
A bolt of lightning comes down from
above, charging Fenrir’s horn with power.

Attacks & Combat Stats (FENRIR)

4 4 0

   

 5 40 502 14

4 4 5
4 7 10
4 10 15
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Background
Never has a man so shallow and spoiled 
as Daisuke ever existed. Already from a 
well-to-do family, his rise into superstar-
dom only increased his conceited rich-
boy attitude. Worse than his fondness for 
excess, Daisuke is a hopeless womanizer 
whose mind is usually on girls and noth-
ing else. And as one of the most popular 
male singers in Japan, fangirls are far 
from being in short supply.

But his ideal, girl-chasing 
existence was not to remain un-
checked forever. At one of his 
concerts, an elderly lady 
requested his autograph. 
Daisuke, being Daisuke, 
not only ignored the re-
quest, but told the lady off 
with his usual lack of dis-
cretion. He had girls much 
easier on the eyes to attend 
to, after all! Displeased at 
Daisuke’s shallowness, the 
crone started chanting a 
curse: “May no woman touch 
you until you discover the true 
meaning of love and compassion!”

Daisuke paid little attention to 
these mad ravings at the time. It wasn’t 
until a crowd of fangirls tackled him that 
he realized his mistake. The curse was 
no mere babble of a lunatic woman at all. 
Whenever a female touched him in a re-
motely amorous way, he would turn into a 
black bunny rabbit—albeit a devastatingly 
handsome one. 

Thusly, the easy, shallow, and girl-
filled life of Daisuke took a most unfor-
tunate turn, leaving him with little choice 
but to seek out the old woman and get rid 
of this awful curse!

Personality
Daisuke has three major problems: He’s 
lecherous, narcissistic, and too popular 
to care about either. Besides being a help-
less skirt-chaser, Daisuke is known for his 
oddball food demands and spoiled atti-
tude when he can’t get them.

Black Bunny!
Daisuke’s bunny form lacks nearly all of his 
Abilities, but he gains Quick +2 and Awk-
ward Size –2. He will revert to human form 
when he escapes the inflicting female’s sight.  
Unfortunately, his clothes are left behind…

Daisuke THIS — THIS IS TOTALLY CRAMPING MY STYLE!
I HAVE TO FIND THAT OLD BAG FAST!
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Agile
Attack (Kung Faux)
Beautiful
Combat Expert
Famous
Knowledge (Motorcycles)
Performer
Quick
Vigorous
Wealthy

+2
+1
+2
+1
+3
+2
+3
+1
+1
+3

Accidental Transformation 
(Black Bunny)

Impulsive
Lecherous
Love Interest (Himsel )
Love Magnet
Overconfident
Quirk (Odd Food Demands)
Rude
Weak-Willed

–3

–1
–2
–1
–3
–1
–1
–1
–1

ABILITIES WEAKNESSES

OTHER STATISTICS
: Cursed  

Singing Lech
: August 7

: 22
: Male
: 5´9˝
: 140 lbs.

: Black
: Red

: Soh-nii 
Records

: Chasing Girls
 : Chicken and 

Wa es (...and Glazed 
Carrots)

: He, Himself, 
and Him

: A Mean Ol’ Bag

Crouching Rabbit, Hidden Bunny
:  

Daisuke’s fondness for martial arts movies
has led to spending megabucks on tutors.

This Axe Goes to 11!
 3;  3

In desperation, Daisuke can sacrifice his
guitar to save his hide…

Attacks & Combat Stats

5 2 0

   

 3 40 50  11
5 5 0
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Background
Cora was born from the meeting of two 
worlds, and she has been torn between 
them ever since. Her father, Claude, was 
a successful stage magician from America, 
while her mother, Chiyoko, was from a 
long line of Shinto priestesses in Japan. 
Despite the guile and duplicity inher-
ent in magic, the world of her father felt 
more real to her than any of the beliefs of 
her mother. You could trust magic; there 
was always a truth in every bit of mysti-
cism. With her mother’s religion, there 
was only faith in the unknowable, and 
to Cora that was more chicanery than 
any sleight of hand.

Years went by as Cora appren-
ticed under, then performed with, 
her father. While they each were 
adept with all kinds of stage magic, 
Cora found herself drawn to displays 
of mind reading and fortune-telling  
for which she had an uncanny knack. 
Together, their show was spellbinding.

But it was not to last. During a rou-
tine underwater escape act her father had 
performed night after night for as long as 
Cora could remember, something went 
wrong. The drowning, watched by a hor-
rified, yet captive audience, could have 
been the result of any mistake or error. 
But Cora saw. She saw what no one else 
could see. An apparition, dark and full of 
loathing, held her father down.

The death was earth-shattering by 
itself, but the revelation that there was 
truth in her mother’s words, in a world 
beyond the one she knew, robbed her of 
any understanding of her life.

Despite years apart, she returned to 
her mother, looking for something to fill 
the emptiness she felt. Understanding as 
always, there was no reproach from the 

wise lady of the shrine. Instead, she taught 
her daughter everything she knew: of the 
long line of powerful women, how Cora 
too had these powers, how to interact 
with the dead, and how to imbue talis-
mans with the energies of this earth.

Armed with a truer knowledge of her-
self, Cora opened a paranormal detective 
agency. It would pay the bills, with her 
days of stage magic behind her. And may-
be one day she would find the evil eidolon 
that took her father from her.

Cora TO DESTROY THOSE THAT TOOK EVERYTHING FROM ME,
I MUST EMBRACE WHAT I LEFT BEHIND…



SA
MP

LE
 CH

AR
AC

TE
RS

47

Personality
Cora behaves much like one of her own 
magic tricks, constantly obscuring her 
true feelings with the face she wants oth-
ers to see. Quick as she is with sarcasm 
and a sharp tongue, it’s almost impossible 
to catch Cora off guard. It also makes it 
impossible to really get to know her.

Talismans
While traditionally wielders of Cora’s fam-
ily power can enchant paper talismans (or 
ofuda) with spiritual energy, she prefers 
to use a material she’s more familiar with: 
playing cards. In addition to an array of 
attacks, these cards may be empowered 
with the ability to inhibit others.

Attack (Card Shark)
Combat Expert
Dexterous
Illusionist
Intuitive
Knowledge (Stage Magic)
Magic, Witchcraft
Perceptive
Performer
Quick
Sixth Sense
Spirit Medium
Vigorous

+2
+2
+3
+2
+1
+2
+2
+1
+2
+1
+2
+1
+1

Dependency (Cigarettes)
Focus (Attack and Witchcraft 
  Require Cards)
Guardian (Chiyoko)
Loner
Obsession (Find Father’s Killer)
Overconfident
Quirk (Playing with Cards)
Rude
Sensitivity (Inquiries to Personal Life)
Stubborn

–1
–2

–1
–2
–3
–1
–1
–1
–2
–2

ABILITIES WEAKNESSES

Spade
, 

Cora fans out a hand of cards, which can
deflect attacks and be thrown as a unit.

Diamond
  2, ; 

Cora throws a card with dazzling precision
slicing through anything like butter.

Heart
 2; 

Cora places a card against the chest of a 
battered foe, which explodes into a series
of spiritual, binding chains.

Club
 , , ; 

Once placed, nothing can stop this blast.

Attacks & Combat Stats

4 3 0

   

 3 40 50  12

OTHER STATISTICS
: Paranormal 

Detective/Magician
: December 21

: 26
: Female
: 5´11˝
: 146 lbs.

: Black
: Amber

: Umbra 
Paranormal Detective 
Agency

: Magic
 : Andouille 

Gumbo
: Chiyoko

: Unknown

4 2 5

4 3 10

4 3 15


