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Chaos Monks 
 

Danger Rolls. For risky actions, roll 2d6 + Ability. 
Non-combat conflict opposes outcomes, or default 
need 10 or higher to succeed. 

 Strength is power, stamina, and physical resilience. 

 Dexterity is speed, agility, or precision. 

 Will is force of personality, perception, or willpower. 
 

Advantage. If a character has some advantage in attempting something, then add 1d6 so the player rolls 3d6, and 
keeps the best 2 results. 
 

Initiative. Roll 1d6, reroll ties. The side with the higher roll goes first. Reroll every round. 

 Ambush. Attacking from ambush grants automatic initiative and advantage on the attack. 
 
Actions. Every round characters get a move action (about 30 feet) and a standard action. A standard action can 
be combat, spellcasting, drinking a potion, making a second move, and so on. 
 
Combat. Roll 2d6 + Attack Bonus (if you have one), default difficulty is 6. If the attack roll is higher than the 
target’s defense, every point higher than what’s needed to hit does 1 damage to the target’s Health. 
A target reduced to 0 Health is killed. 

 Critical hits. Upon rolling 2 6s, the total damage done is doubled, or something else cool happens. 
 

 Armor. It adds to the difficulty to hit. Light armor: +1. Shield: +1. Heavy armor: +2. Heavy armor means no 
advantage on Dexterity danger rolls or surprise attack rolls. 

o Shield. The defender may choose to shatter the shield to ignore all damage from 1 attack. 
 

 Weapons. The size or shape of the weapon doesn’t really matter, except for heavy weapons. 
o Heavy weapons add +1 to damage if the attack hits. They do not add to the attack roll. 
o Unarmed attacks are -1 damage, but may not be reduced to 0 if the roll hits. 
o Ranged weapons cannot be used if the shooter is in melee. 

 

Healing.  

 A dose of medicine restores 1 point of Health, once per day. 

 Recover 1 point of lost Health by eating a meal and getting a full night’s rest. 

 Spend 24 hours resting in a safe location to restore all lost Health. 
 

Encumbrance. All items must have a recorded location: worn, in the backpack, on the belt, or carried in the hands. 

 Belts carry up to 2 items. They can be grabbed as a free action at any time. 

 Backpacks carry whatever’s reasonable. It takes 1d6 rounds to find something in a backpack. 
 

Leveling Up.  

 1 XP for showing up. 

 2 for overcoming a 
difficult challenge. 

 3 for impressive 
actions beyond 
expected ability.  

 LVL XP Features 

2 2 +2 Max Health, +1 to an ability 

3 6 +2 Max Health. Pick one: attack bonus +1, new path, spell slot. 

4 12 +2 Max Health, +1 to an ability 

5 20 +2 Max Health. Pick one: attack bonus +1, new path, spell slot. 

6 30 +2 Max Health, +1 to an ability 

7 42 +2 Max Health. Pick one: attack bonus +1, new path, spell slot. 
 

Ability scores: Dex, Str, Wil 

 a +2, a +1, and a 0. 
Health is 4. 
Start with Light armor (+1), 
Shield (+1), 2 weapons 

Start with one advantage:  

 +1 attack bonus. 

 A spell slot, 1 a day.  

 1 Path. 

Paths. Grant advantage on related danger rolls. 

 Briarborn. Tracking, foraging, survival. 

 Fingersmith. Tinkering, picking locks or pockets. 

 Roofrunner. Climbing, leaping, balancing. 

 Shadowjack. Moving silently, hiding in shadows. 

 


