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CATS GUIDE
EXPlORATION

“All cats will fall to the might of Labo Tor!” The wind whipped at the mouse’s
white leather coat as she plucked one of the brightly colored vials from her belt and
reached back, preparing to throw.

Nerma von Korat, his red lacquered armor gleaming, snarled and tossed his
scimitar with a flick of his wrist. The blade spun through the air and knocked the
vial from the mouse’s paw. The glass hit the stone of the tower’s roof. It shattered at
the mouse’s feet, and lightning leapt up around her. The cultist screamed, clawing
at her face and eyes before falling to the ground in a heap.

The large cat grunted and walked over to the body. He kicked it once for good
measure before bending over to pick up his sword. “Aren’t you done yet?” he yelled
over his shoulder, not looking at his partner as he carefully slid the sword into his
scabbard.

Halo von Siberian grimaced as she stared at her opponent, paws outstretched
in a precise martial stance. “Patience is rewarded when you have a still mind,” she
muttered through clenched teeth, never taking her eyes off the rat in front of her.
Like his comrade, the rat was dressed in a long leather coat that was bleached white,
but he had nothing on his belt. Instead, his temples bulged, and his unusually large
eyes were bloodshot with concentration. Halo had been staring at the rat for several
seconds now, and neither had made a move.

Nerma turned around to look at the two of them, and threw his paws up in exas-
peration. “Oh, come on! You haven’t even started yet. I'm already done with mine!”

“Silence, foul cat!” the rat barked, speaking for the first time during their en-
counter. “I could destroy you both with but a thought!”

The warrior growled at this challenge, but Halo sidestepped to stand in front of
Nerma. “Do not interfere,” she said. “Your anger will only put you in more danger.”

“Tell that to Crispy over there,” Nerma said. He jerked a thumb over his shoul-
der, but no one was looking at him. This annoyed him even more, and he scowled.
“Just hurry up, already.”

“Yes, wanderer,” the rat said with a smirk. “Hurry up and face your destruction.
Take one step toward me, and I will obliterate you with my mind!”

“Then do so,” Halo said, her eyes never leaving the rat’s.
“I'm sorry?” The rat didn’t seem to have anticipated this.
“Destroy me,” Halo pressed. “With your mind. And my friend. Go ahead.”



“I will! I will destroy you both.”

Nerma drew his scimitar again as he towered behind Halo. “Think a single evil
thought, rat, and I will slice your head off.”

Halo forced down another bloom of irritation. “No, you won't,” she said careful-
ly, her eyes trained on the strange patch of white fur just over the rat’s eye. “This is
between me and the magician here.”

-

ol
s

“I am no magician!” the rat screeched. “I am a scientist! I have studied the an-
cient records of the Old Ones, and I know the true power of the universe! I have
mastered 47 of the 100 Theories!” During his tirade, the rat’s bulbous eyes began to
water, and he finally did what Halo was waiting for.

He blinked.

When the rat opened his eyes a fraction of a second later, Halo had leapt into
the air. Her foot glowed with a blue aura as she kicked him in the snout. The pain
was intense, and the rat could feel his fur and flesh becoming bitterly cold as the
blue energy enveloped him. He tried to speak, to unleash his mental attack, but he
couldn’t move. The ice cracked and popped as his eyes froze solid. Halo nodded in
satisfaction as the frozen rat fell over the side of the roof.

4 AR

S
Ty

Nerma growled, and sheathed his sword again. “Showoff,” he muttered.

Halo bristled. Nerma had a habit of rubbing her the wrong way. “We should
head back and tell the Ruling Council what we’ve discovered,” she said, walking
away from her angry companion. “They’ll want to know that the Cult of Labo
Tor has infiltrated the monarchy of Korat.”

9



Countless centuries have turned since we dis-
appeared. The cities we know have long since crum-
bled to dust. Highways and railroads are buried be-
neath the rocks of new mountains, the sands of new
deserts, and the roots of new forests. The occasional
ruin remains as a strange reminder of our legacy,
perhaps as a not-yet-decayed building or incompre-
hensible piece of technology. Nature has reclaimed
the earth. Those who remain — our constant com-

panions — seek to reclaim our legacy by exploring

our past and building their future.

Monarchies of Mau is a fantasy game set in the
ancient future with intelligent, evolved cats as the
main characters. The cats live within six city-states
recently united under one leader in the hopes of
putting aside their differences to build something

stronger, something better, together. They seek
out evidence of the Old Ones (also known as

“Man”) to discover what they did right, what they
did wrong, and what those who remain can use to
build their society up in a strange new world. Other
animals seek to answer the same questions in their
own way, like the dogs of the kingdom of Pugmire
or the mice and rats scattered throughout both
lands. Regardless of their differences, all the species
agree that there was a world before this one: a world
filled with danger, wonder, and mystery.

Cats built their kingdoms, explored the world
around them, and salvaged what they could from the
relics of Man. They considered the Old Ones to be
loyal servants whom their feline ancestors rewarded
with great power and responsibility, and the cats seek
to honor that service to this day. The artifacts cats
uncover are viewed as prizes carelessly left behind
by powerful retainers. These gifts manifest as magic
items, enchantments, and spells. We might recognize

10




WHAT IS THIS GAME ABOUT?

these pieces of sufficiently advanced technology that
the cats are unable to distinguish from magic, but we
are no longer there to explain the difference.

Welcome to a world where cats sneak through
ancient hallways seeking out lost artifacts while con-
fronting strange creatures made from hideous flesh,
magical technology... or both.

Welcome to a world where long-standing rival-
ries threaten to doom a country united under a rul-
er that can no longer hold the alliance together now
that she has passed on to her next life.

Welcome to a world where heroes always strive
to do what is best, but must always choose between
what’s best for them and what’s best for everybody.

Welcome to Monarchies of Mau.

WhAT 18 tbg
GAme ABouc!

Before we talk about how to play the game, we
should take a moment to discuss what the game is
about. That breaks down into three big elements:
theme (the central idea), mood (how the game should
feel), and action (what the characters do).

‘Cheme* INSTINCT VS SocieTy

Monarchies of Mau is a game about cat people,
but the fact that they are cats only highlights the
more important point that they are people. The dan-
gerous and mysterious world they inhabit causes
them to face threats from external beings like the
Unseen to internal challenges caused by the in-
trigues of their kingdoms. Many cats use a code of
behavior called the Precepts of Mau to survive, yet
the first Precept is “always trust your instincts.”

Monarch Trillani Persian von Mau united
the cat kingdoms under her clever paw before she
passed on a year ago. She worked hard to give cats
a society that builds and reinforces productive
and “civilized” behaviors. Yet, cats are notorious
for their independence and selfreliance, forcing
the members of these houses to choose between
helping their house or promoting their own agen-
da. When these desires align, things usually move
smoothly. When personal desire conflicts with loy-
alty and duty, or when two houses want the same
thing and only one of them can have it, that’s when
things get interesting.

n

Choosing to take the best course of ac-
tion can also be a spiritual choice. Many cats
believe in reincarnation — after all, the Old Ones
told them they have nine lives — so they believe the
actions of their past selves put them in the spot they
are now. No one can prove that reincarnation exists,
but the actions a cat takes now might affect their
position in the next life. What the Precepts of Mau
demand versus what may be best for personal spit-
ituality is rarely an easy choice to make. Cats must
constantly decide whether they wish to act selfishly
or if they want to act selflessly.

There are few things that are purely good or
purely evil to the cats of Mau. Only the creatures
of the Unseen that leave chaos and destruction in
their wake come close to being pure evil. When the
Unseen reveal their presence, even the most selfish
of cats set aside their differences to put down the
terrifying demons and monsters in the world.

MooD: ()YSTEROUS INTRIGUE

At some point in the future, all of humanity dis-
appeared. Dozens of theories are debated between the
house scholars in libraries and salons across the Mon-
archies. Was there a mass extinction event caused by
a war! Did we all succumb to some unknown disease
or famine! Did we depart for the stars to never re-
turn home? Were we transformed into something we
would no longer recognize as human? Many of these
questions will never be answered, and those that are
lead to even more questions. The facts about the Old
Ones are minimal and the spaces between those facts
are filled in with theory, mythology, and legend. The
Old Ones are somehow god, servant, and progenitor
depending on whom you ask and, sometimes, fulfill
all those roles at the same time. Each of the intelligent
species of the world has a general idea of how the Old
Ones fit into the world, but those viewpoints often
contradict with others and conflict with stories told
within their own peoples.

For cats, how and why the Old Ones left is sec-
ondary to what they left behind. The monarchies
battled, robbed, and bartered with each other for
centuries for the relics of the Old Ones. Holding the
best artifacts was a sign that a specific house was the
strongest and most prestigious... now that they had
the power to back up threats. Cats today find it bet-
ter to work together as one body, but the intrigues
and betrayals of years gone by still influence

]
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INTRODUCTION

Inspirations for
(Donarcbhies of (NDau

During the creation of Monarchies of Mau (and its predecessor, Pugmire), we were inspired
by many books, comics, games, movies, and television shows. Here’s a small sample of
them, in case you find them to be inspirational as well.

Mouse Guard by David Petersen

The Secrets of Cats by Richard Bellingham

Redwall by Brian Jacques

The Rats of Nimh by Robert C. O’Brien and Jane Leslie Conly:
The Amazing Maurice and his Educated Rodents by Terry Pratchett

Adventure Time by Pendleton Ward

Dungeons & Dragons originally by Gary Gygax and Dave Arneson (particularly early
material, like Expedition to the Barrier Peaks by Gary Gygax)

Gamma World originally by James M. Ward and Gary Jaquet (again, particularly the

early material)
ElfQuest by Wendy and Richard Pini

Thundarr the Barbarian by Steve Gerber, Joe Ruby, and Ken Spears

The Geneforge series by Jeff Vogel

A Song of Ice and Fire series by George R. R. Martin

N

which house gets their paws on that magic sword dis-
covered by clever cats in a longforgotten crypt.

The houses aren’t just playing politics. Very real
threats exist in the world around them. The Cult of
Labo Tor perverts the idea of Man to its own mali-
cious means. The demons of the Unseen threaten
to corrupt and destroy all the cats have built. The
badgers attack cat settlements to tear away resources
for their tribes. The deepskins drag unwary cats into
the inky depths in search of Old Ones beneath the
waves. Strong houses protect against these and oth-
er dangers. Strong houses must continue to explore
and expand to keep their strength.

And so, solving these mysteries must continue.
Every question answered, every intrigue revealed,
and every threat neutralized by a house strengthens
it. As each house grows, so does the union. When
all the houses are strong, when they are all unified,
only then will the Monarchies of Mau reclaim the

world left to them as the ultimate gift from their
greatest servants.

ACTION: €XPLORING
The WORID AND u1§elf

Cats are, by their very nature, explorers. They
seek out high ground to observe their territory,
then find ways to uncover every nook and cranny
of it. The cats in Monarchies of Mau are adventurers,
and much of the adventure comes from discovering
new parts of the world. But as danger and intrigue
threaten the heroes, they learn about themselves
and what they will and won’t do. They explore
themselves as much as the world around them.

As such, literal exploration is part of the action,
but so is combat and social interaction. Excavating
a ruin for a strange artifact, stealing treasure from
corrupt nobility to give back to a poor hamlet, fight-
ing duels to claim an ancient family territory, seek-
ing out spies within the ranks of a house, and facing
down the Unseen corruptor of a superior officer are
all potential stories. Thread these together through
multiple sessions, and you are well on your way to

12



WHAT DO I NEED TO PLAY?

telling a complete chronicle, but even more stories
await as you explore not just the world around your
characters, but the characters themselves.

WhAT 15 A
RQle~PLAYING GAmE?
uch of th

e game is a conversation between
the players and the Guide. The Guide presents
something exciting that happens, like a new place
to explore or a monster attack, and the players tell
the Guide how their characters react. The Guide
then tells the players how the parts of the scene re-
act, and this back and forth goes on until the story
comes to a point where the Guide isn’t sure how the
players’ success or failure should affect the scene.

That’s when the game part comes to the front
and players roll dice for their characters. This most
commonly happens in combat, where players battle
monsters and other enemies. It also happens when
a Guide thinks a character’s skills, bravery, or luck
might be tested by an action, such as sneaking past a
guard to get into a noble’s private library or arguing
with a magistrate for the release of a friend. Some-
times the Guide will describe what happens because
of the dice roll, and sometimes the player will.

Once the question has been answered, the
game returns to the conversational mode until an-
other situation arises that requires dice, the story
comes to an end, or the group runs out of time and
pauses the story until next session.

WhAT Do 1
Neep To LAY?

To play Monarchies of Mau you will need:
e At least one copy of this book.

¢ A place to record your character and their
traits. We have character sheets in the
back of the book that can be printed or
photocopied. These sheets help organize
this information in a helpful way.

e 3.6 people to play with. One person will be
the Guide, while the others will be the play-
ers. Games with fewer people are possible,
but lose some of the elements of ensemble
intrigue that give the game flavor. Larger

groups can also exist, but it’s often chal-
lenging for the Guide to keep the right
amount of focus on each player.

¢ Dice. One set of “polyhedral dice” is all
that’s necessary to play, but if everyone has
one set, play can move faster. We'll talk
more about dice below.

The basics here can exist in physical form, dig-
ital form, or both. Some players like physical ver-
sions for the tactile feel and smell of books. Other
players prefer digital versions of books and dice-roll-
er apps because they play online with others all over
the world. As long as you're playing with friends,
that’s what’s important.

Optional things include:

e Something physical to represent fortune.
Fortune can be marked on character sheets
or by the Guide, but having physical mark-
ers that can be passed around adds a great
element to the game.

¢ Cards to represent when players have tak-
en their turns in combat. There are offi-
cial ones available for purchase, but any
two-sided cards will do.

e A screen to block the Guide’s part of the
table from view. This can help a Guide
keep notes organized, and the official
screen has useful reference materials.

¢ Snacks and refreshments. Sessions can
run for a few hours, so having something
handy to eat and drink will keep every-

one’s energy up.

e Maps and miniatures. Sometimes visualiz-
ing the layout of a scene can help players
make informed decisions. Some groups
like to play out battles with full maps and
painted miniatures, but even quick sketch-
es can clear up where enemies are and
what plan of action the players might take.

¢ Music and sound effects. Some groups like
their adventures to be accompanied by
epic soundtracks, while others like the am-
bient sounds of a location like a library or
temple. Many such resources can be found
on the internet.

13




INTRODUCTION

Dice

Dice are important because they determine
whether your character succeeds or fails, or how well
they do in combat. The most commonly used is the
20-sided die, called the d20 in these rules. You will also
see notes for foursided dice (d4), six-sided dice (d6),
eightsided dice (d8), 10-sided dice (d10), and 12-sided
dice (d12). These dice, often called roleplaying dice or
polyhedral dice, are available from a variety of sources
like game stores, bookstores, and online sellers. Many
smartphones have access to dice-roller apps, and there
are browserfriendly ones for players playing online.

If you see a notation like 2d8 in these rules,
the number before the “d” refers to how many dice
of that type you should roll at once. Add the re-
sults together. If you see a math symbol after a dice
notation, like 2d4 + 1 or d12 - 2, that means to
roll the dice, add the results if multiple dice are
rolled, and then add or subtract the amount from
the final roll. Occasionally, you might have to di-
vide numbers. When you do, always round down
any leftover fractions.

hew Do 1 Rell Dice?

There is one roll at the center of the game. The
rest of this book is variations on this central me-
chanic. As long as you remember the process that
follows here, everything else is just detail.

e Step 1. Pick up a d20.

e Step 2. Determine if the character has an

advantage or a disadvantage. If so, pick up
another d20.

e Step 3. Roll the die or dice. If the character
has an advantage, use the higher result. If
the character has a disadvantage, use the
lower roll. A higher number is better.

e Step 4. Add (or subtract) any relevant mod-
ifiers to the roll: usually an ability modifier,
sometimes a proficiency bonus, and occa-
sionally a bonus from a secret.

e Step 5. Compare the total to the difficulty
of the task. If it equals or exceeds the diffi-
culty number, the action is a successful!

So, let’s show you an example of how it works.
Let’s check in with Nerma von Korat, who is
sneaking into a Cult of Labo Tor temple.
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e Step 1. Nerma’s player picks up a d20.

e Step 2. Nerma... acquired a map of the tem-
ple, so the Guide says he has advantage.
Nerma'’s player picks up another d20.

e Step 3. Nerma’s player rolls a 10 and a 3.
Good thing he had those plans!

¢ Step 4. Nerma’s player adds his Dexterity

(+3) and his proficiency (+2, because he has
Sneak as a skill) for a total of 15.

e Step 5. The difficulty to sneak past the
guards is a 15, so Nerma makes it to the
inner sanctum without incident.

And that’s how it works!

how Do 1
ReAD This Rook?

fyou hadn’t already guessed, this isn’t a normal
book. That’s good because most experienced players
don’t read it in a normal way! If you've not played
a roleplaying game before, we recommend reading
the first part of the book, which is called the Cat’s
Guide to Exploration. It has much of the informa-
tion on how to play and more details on the world
of the game. If you want to be the Guide, you should
probably read the other part of the book, called the
Guide’s Tome of Secrets. It has information on all
the enemies and advice on creating adventures for
you and your friends to enjoy.

At the very least, read the parts of the book that
look interesting to you. If there is something you
don’t understand, you can always look it up later.
This book is built for reference at your table, so it’s
okay to reference things during a game. Nobody ex-
pects players or Guides to have these rules memo-
rized. Even the designers look things up from time
to time! What is important is to get a feel for the
rules, an idea for the setting, put it together, and tell
fun stories with a group of friends. Everything else
will work out as you play.

To help you out, we have a few different boxes
(or as we call them, sidebars) scattered throughout
the text to call out anything important in the text.
We've enlisted the help of some of the best cats
from the Monarchies to help us out.



HOW DO I READ THIS BOOK?

My nawe is Sabian 1

Sphynx von Angora.

| have been asked to

provide guidance to
new players, young
and old, on concepts im-

portant to the gu
| —

—

I'm Blayze Rex von
Rex. I'm here to
let you know about
things that are
different from other
games of this type and
how to take advantage of them

for the best experience.
\——s_/—-v-'&r 2o & L S

This section of text should be read aloud

at the table. Only the Guide sees this text, fo
describe something to their players.

ChApTeRS

Here’s a brief synopsis of what’s in the book.

CA"C’S GuiDE TO EXPLORATION

This section is most important to the players,
but the Guide will want to read it, too.

¢ Introduction. An explanation of Monarchies of
Mau and what you'll find in it. Hey, you're al-
most done with this part already!

¢ Chapter One: Report to the Castellan. This is
a report about the current state of the Monar-
chies of Mau. Other cats offer their opinions as
well on what problems cats must face.
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e Chapter Two: An Excellent Cat. This
chapter helps players choose what cat to
play or make their own brand-new cat charac-
ter. [t contains all the information players need
to put on their character sheets.

¢ Chapter Three: Playing the Game. Here are
all the rules of the game in one place. Everyone
should at least look at this chapter.

e Chapter Four: Magic. This covers magic and
spells for mancers and ministers.

C;ume’s ‘Come OF SeCreTs

This section contains information useful for
anyone who wishes to be a Guide. Players don’t
need to know this stuff; in fact, some players might
prefer being surprised in play!

* Chapter Five: The Monarchies of Mau. More
detail about the cat kingdoms and the rest of
the world. This helps Guides understand the
setting so they can present it in a cohesive way.

¢ Chapter Six: Guide Advice. A chapter full of
advice for Guides on how to put together their
games. It’s geared toward new Guides, but ex-
perienced Guides from other games might find
a useful trick or two in here, too.

e Chapter Seven: Masterworks. This section
details the powerful relics of Man and how to
gain their power.

¢ Chapter Eight: Enemies. This chapter is full
of characters for the Guide to use as enemies,
foils, and maybe even allies in their adventures.
There are also rules included for Guides to
make their own enemies to challenge players.

AlL haiLThe RAT kmq!
We've even included an introductory adven-
ture for Guides to see how we structure our stories.
ou can use it to kick off your chronicle. If you're
a player, you definitely want to skip this part so you
don’t spoil the surprises that await!

b
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HISTORY OF THE MONARCHIES
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hiscory oF The (MeNARchiEs
While the individual monarchies that make up our lands are ancient, the Monarchies of
Mau as they exist today have only been united for a scant few decades. Much of ancient
cat-history is fragmented and lost to time, but scholars have pieced together valuable infor-
mation and a functional narrative from what remains.
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The six monarchies were formed centuries ago, each one ruled by a powerful cat family.
Though the monarchies are all vastly different from one another, each one is home to shining 4
examples of art and architecture. Our scholars pride themselves on their pursuit of mysti- '
cal knowledge, and libraries like those of Houses Angora and Mau are repositories of
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CHAPTER ONE: REPORT TO THE CASTELLAN

priceless information. As more families were welcomed into the monarchies, their cities

expanded significantly over the years. It quickly became necessary for the growing terri-

tories to annex nearby towns and lay claim to uninhabited lands. All six monarchies grew and
grew until eventually their borders met, and there were no new lands left to acquire.

This, of course, put the neighboring monarchies in conflict with one another. Well be-
fore the kingdom of Pugmire was raised from the muck, the cats were solving their border
disputes. But cats are clever, and over time, each ruling family developed strategies aimed
to best outmaneuver their rivals and gain the advantage when contentious situations arose.
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As the years passed, cats formed alliances within and between the monarchies. Political
intrigue and espionage began to take the place of military conflict: Instead of trading blows
on the battlefield, cats traded secrets and information designed to undermine their rivals.
Because of this, many cats defected from one monarchy to another, and began appending
their home monarchy to their names. Which family you hailed from became secondary to
which monarchy you'd sworn allegiance. Thus “Pixie, pledged to House Siberian” became

“Pixie von Siberian.”
‘Che WoRlD

Conquering a neighboring monarchy is expensive, both in terms of resources and in
troops sent to the front. It became clear to the monarchs that their plastic was better spent
elsewhere, and they set their sights on annexing lands that weren't already controlled by cats.
While no monarchy will ever completely shutter its armies, significant portions of the city-
states’ military budgets were redirected toward exploration instead.

The world, it turns out, is full of danger and wonders in equal measure. Perhaps most sig-
nificantly, we discovered evidence of and artifacts from the Old Ones at every turn. Man had
clearly left these marvels behind for cats to use in our conquests. Perhaps our worshippers
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knew what terrors we would be facing, or perhaps those same terrors are what caused the Old
Ones to flee or die off. We don’t know what ultimately happened to Man, but our servants pro-
vided us with these gifts as one last offering, and we strive to use them well and wisely.

As we explored, we also discovered places inhabited by other species. Although our emis-
saries attempted to forge diplomatic relations with both the dogs and the consortium of rats and
mice, neither could grasp how becoming part of our glorious civilization was in their best interests.
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THE WORLD

RuiNg AND TomBs
Despite our sundry differences, all species can agree that the Old Ones are long gone.
They are, by the kindest interpretations, missing. Perhaps they discovered new lands on
the far side of the Acid Sea and left the lands in our capable paws. Perhaps they died out,
whether via plague or war or some other terrible cause we cannot fathom. Regardless, they
are so far removed from our everyday lives that it makes little difference to a cat whether
Man is alive or dead.
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Even with the Old Ones gone, their ruins remain. The brave explorers who seek out these
hidden tombs return with items of great mystical power. The ancients left them so that we
might vanquish our foes and triumph over the Unseen, but many of their secrets died with
them.
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Though cats have made great strides in exploration, there are still places both within the
monarchies and beyond our borders that remain untouched. Some are extremely dangerous, full
of traps waiting to be sprung and monsters lurking hungrily, eager to feed upon unsuspect-
ing cats. Others are simply difficult to get to, requiring cats to climb high mountain peaks, or
cross over miles and miles of treacherous terrain. The funding expeditions of that nature would
require — and the slim chances of the mission’s success — often mean those areas go unex-
plored by savvier cats. Our archives tell stories of the occasional fools and mad cats who
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CHAPTER ONE: REPORT TO THE CASTELLAN

set out on such journeys and triumphed despite impossible odds, but for a long time, most
cats preferred to stay within the borders of the known world, where it was relatively safe.

Then came Trillani’s Trailblazers, which I will touch upon a little later.

'Che WAR oF DoGg AND CATS

Tall mountains can be scaled and rough terrain can be traversed, given time, patience,
and enough resources. The one thing none of those could overcome were the waters of the
Acid Sea. Ships’ hulls couldn’t withstand long voyages on the open ocean, and while cats
often sailed and traded along our monarchies’ rivers, we did not venture out onto the waves.
Not until Caesar von JJIR learned that plastic-hulled ships could survive in the poison
waters of the Acid Sea.
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With that discovery, the monarchies saw opportunities to increase trade, explore new lands,
and potentially expand their territories. All the ruling families poured money and materials
into ship-building, each one striving to get ahead of the others. However, at that time, House
Rex controlled the coasts... and therefore the ports. Suddenly, House Rex — which had been
one of the weaker among the monarchies — saw its fortunes change. The other houses opened
their coffers to fill Rex’ own. Their emissaries whispered bribes into the ears of Rex diplomats,
offering them anything they might need in exchange for access to their ports.

All, that is, except for House Korat, who did not wish to be beholden to House Rex. Ko-
rat saw an opportunity to work instead with Waterdog Port, a city controlled by the dogs of
Pugmire on the western side of the Fearful Forest. Korat had the resources to build the ships,
and Waterdog Port had access to the Acid Sea. Thus, House Korat made an offer to help dogs
get out to sea, if they would grant the house use of their docks. For a time, the arrangement
worked out in both species’ favor, but the collaboration didn’t last. The dogs demanded more
and more to fund their own ships and expeditions. The amounts they requested were far
beyond what Korat had available. Eventually, Korat refused to pay, and the dogs attacked.
Despite efforts on both sides to deescalate the situation, tensions rose and further skirmishes
ensued. Queen Lilly Springer II, Pugmire’s then-ruler, attempted to ban all cats from Water-
dog Port. This unacceptable move led House Korat to call upon its allies to claim the port for

the cats. Pugmire refused to yield, and so began The War of Dogs and Cats.
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TRILLANI VON MAU | THE SIX HOUSES
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TRILANT VON (1)AU

With the War in full swing, the rulers of the monarchies realized that the political in-
trigues between the city-states couldn’t continue the way they had been for so many gener-
ations. Not while we were also fighting the dogs. Even though centuries’ worth of deals and
allegiances tied the various monarchies together, that meant there were also centuries-old
rivalries and ancient slights between the houses that threatened to tear those alliances apart.

Trillani Persian von Mau, May All Her Lives Be Long, knew just how untenable the sit-
uation had become. She was a cat of legendary charisma and political savvy, and she relied
upon both those qualities as she traveled to each monarchy and pled her case. Trillani was
also a brilliant researcher, with a specialty in the Unseen. Her findings dated all the way back
to the time of the Old Ones, and she presented what she’d learned to the cats she met: It was
a cat’s ancient and most sacred duty to protect the world from the Unseen. How could cats
expect to uphold that responsibility while they were not only at war with the dogs, but were
also fighting amongst themselves?

While the monarchies saw the wisdom in Trillani’s words, they did not leap immediately
to action. No noble family wanted to sacrifice their own power, nor risk having their secrets
uncovered in the name of unity. The negotiations took the better part of a year, while Trillani
listened to the cats’ counsels, heard their demands, and worked out compromises. In the end,
the six monarchies signed the Treaty of Unification to become the Monarchies of Mau, with
Trillani herself elected as Monarch by unanimous vote. She ruled the Monarchies well and
wisely until her dying day late last year.

The §ix houses
The former leaders of the separate monarchies became Dynasts of their newly created

noble houses. The Dynasts of the six houses comprise the Ruling Council. All of them work
together diligently and respectfully to do what's best for the monarchies.
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The ShApow Bloc

There are, of course, cats who've declared allegiance to no one but themselves, or who
don’t descend from any family of great note. These unaffiliated cats, along with cats from
minor houses and small factions, make up the Shadow Bloc. Together, they comprise a signif-
icant enough portion of the monarchies to warrant their own elected Shadow Dynast, who sits
on the Ruling Council. The Shadow Dynast’s voice — and therefore the cats she represents —
is heard, but her votes don’t hold quite as much weight as those Dynasts from the monarchies.

T This Oxperiment /((&mvCVMj i wew gvr n /v[//, and cats “
fnfvm ﬁllv(&ﬂr(%vz& lvvw,f&f Jﬁ?l/ Jwi!:f at it w/w“)/j Mo, jmfj
:FIA/VJ' ﬁwiﬁck ﬂvm‘r tm/i in Aitdnin at ﬂw ve@ idea vf{;n(e‘ !
ﬂt/v/(vw E/IVC havi ) A J'Afj, l4st Yomnger Ats Seewn wi [ ) to
qive it & chance.
Yh, Ttake Ggonr earlier /W/hf, The Aittons are alll /g4/

‘Che Role of Secrecy
Whether they are part of a noble house or a moggie living out in the wild, all cats have
secrets. In fact, next to pouncing on the Unseen, keeping secrets is the strongest imperative
that cats all have in common, regardless of where their allegiances lie. Sometimes, even the
mere idea of having a secret is more important than actually having one.

Cat culture values privacy in addition to our “public face.” Because of this, many cats
will harbor the illusion that something is a secret, even if it’s knowledge that has been widely
revealed. Their well-mannered compatriots will not only respect that illusion, but will work to
shore it up themselves.

Such “open secrets” run especially rampant within the great houses. Though a cat may
leave one house and declare herself part of another, she leaves the secrets of her old house
behind the same way she folds and leaves behind her clothing bearing her former house’s
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THE PRECEPTS OF MAU

colors. While divulging her former house’s secrets might earn her some temporary
advantage among her new peers, in the long run she’d be known as an untrustworthy cat.
After all, if she’s willing to spill one house’s secrets, she might do it again with another’s. By
preserving face and maintaining the impression of secrecy, we show others that secrets can
be kept and respected.

For example, each house has its own language, which only cats in that house are taught
and allowed to speak. However, allegiances change, and a cat who was born a Cymric might
at some point break her ties with that house and join Korat. She doesn’t suddenly forget how
to speak and understand Cymric’s secret language, but neither would she ever utter a word
of it once her loyalty changes: It is considered poor behavior to speak in your old house’s
tongue. Such is our emphasis on maintaining that illusion of secrecy, that any cat who did
overhear such a slip would pretend not to notice. (Though actions might be taken later in
private, depending on the house involved.)
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‘Che Precepcs oF (NAU
( Accepten API\ItTtD Dfsputeo)

Signing the Treaty of Unification was only the first step in making the Monarchies of
Mau into one single nation. The monarchies all had their own rules of conduct and disci-
pline formed over the centuries, and it fell to Trillani von Mau to standardize them for cats
traveling between the city-states. Once more, she listened to the suggestions of the Ruling
Council and her advisors, and once more, it took time to settle on a small pawful of rules that
every monarchy would agree to adhere to. Hundreds of precepts were proposed and debated
at length, from short and pithy sayings to regulations that spanned volumes. Most of these
were rejected, until four remained. These are called the Accepted Precepts of Mau, and they
are as follows:
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All great houses have their own additional precepts that, while they wish would be add-
ed to the Accepted Precepts of Mau, have not been adopted. These are called the Disputed
Precepts of Mau, and are enforced differently by their respective houses. Many cats see the
value in these unofficial rules, and some even abide by the ones they feel best apply to them.
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MAGIC
Among the wonders the Old Ones left behind were their many mystical artifacts. Some of the
items’ purposes are immediately clear to us: bowls that make food appear out of thin air, rods that

shoot a bolt of fire at our enemies. Others’ uses are more obscure and require close study before
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they give up their secrets. Cats have learned how to use these magical relics to aid us in ~d
battle. We also channel the energies from those artifacts to work wonders of our own. o)

From this research, cats have formed two main branches of magical discipline: mancers and
ministers. Mancers study the Old Ones and their artifacts, looking for answers about our fascinating
world and secking out new mysteries to unveil. They harness energies from the natural world, and
sometimes even those of death itself, in order to power their spells. Ministers use their powerful
voices to heal their wounded companions, to soothe the souls of the weary, and to stir the faithful to
action. They are the heart of the monarchies, those who guide us toward the wisdom waiting from our
past lives, and who counsel us toward wise actions that are worthy of our next ones.

While we have discovered many of the artifacts Man gifted to us, how they were built is
often unknown, as are the ways in which these mysterious items derive their power. When an
explorer returns with a previously-unknown item, our scholars set to work dismantling the
object to unravel the artifacts’ secrets. Though it may ultimately result in the original object’s
destruction, cats gain knowledge from what lies inside, and may even absorb some of the
energies stored therein.

PIRICUA AND REINCARNATION

It is commonly believed that cats have nine lives, as opposed to the single life most other
species are granted. Knowing that the Old Ones chose to bestow this gift upon cats, we strive
to live each of our lives fully, to carry on the legacy of the lives we've already lived, and to be
worthy of the lives we will be reborn into when this one ends.
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Most cats require the help of ministers to learn what wisdom our former lives can

offer. For those purposes, the monarchies funded and built the Temple of the Nine, a

place where cats may go to pray or commune with their other lives. Though religion is deeply

personal and individual for each cat, our comrades appreciate having a place to contemplate
who we once were and who we might yet be.
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tmllm\n’s ‘CRAIBLAZERS

After The War of Dogs and Cats ended, House Rex proposed that the monarchies once
again set their sights on exploration. Now that we were at relative peace, it made sense to go
out into the world and discover what wonders still awaited. The Ruling Council agreed, and
each house offered up money and resources to get things off the ground. The noble houses
weren't the only participants — those unaffiliated cats and smaller factions that would soon
become the Shadow Bloc added their plastic to the cause. From this universal effort, Trillani’s

Trailblazers were formed.

Though the organization is only a couple of decades old, its membership has swelled sig-
nificantly since its inauguration. Each group of trailblazers is overseen by a Castellan (an old
term for cats in charge of protecting castles within their monarchies). The Castellan reports
her trailblazers’ achievements and activities back to the Ruling Council, but in general the
groups have a lot of freedom to choose where they wish to explore, and what artifacts and
supplies they bring with them... as long as they're not acting against the monarchies or the
Accepted Precepts.
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RELATIONS WITH OTHER SPECIES
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RelATIONS W1Th OTheR Speciey

As the monarchies expand, we've encountered the other species who share or travel
through our lands. It’s important to know who is looking to deal with us honestly, and who

might be plotting to attack our cities.

‘Che QQoD Docs oF Puqmn{e

Since the war ended, the monarchies’ relationship with the dogs of Pugmire has been
a beneficial one, though it can still be tense at times. The dogs’ propensity to worship Man
causes some conflicts with cats’ worldviews, especially when it comes to relics. The dogs
would prefer to keep such artifacts locked in museums, while to us they are meant to be
used against the Unseen, even if the relic is lost or damaged as a result. Additionally, dogs’
loyalty to their birth families makes little sense to cats. For us, loyalty is earned rather than
freely given, and that type of unquestioning devotion speaks of vulnerabilities waiting to be
exploited. Some dogs do have homes in the monarchies, though they mostly live in the worse-
off parts of our cities and stick to low-paying jobs.

Ultimately, cats and dogs have much to learn from one another, and though we have our
occasional ideological disagreements, we also recognize that we have a common enemy in
the Unseen.

RoDenTs, BADGeRs AND 11zARDS
Hundreds of years ago, the monarchies reached out to the rats and mice, offering them a
place in our society. They refused, being unnecessarily suspicious of cats, and kept to their own
city — which fell to ruin, or was overrun by monsters, or was lost due to any number of other
rumors the rodents whisper amongst themselves. Whatever the cause, those who didn’t
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make their homes in caves and ruins decided to live in the monarchies after all, burrowing

in among our trash and calling it good. They look at cats as though we're always plotting to

cat them; likewise, cats keep a close eye on the rodents, as they run their criminal enterprises
right under our noses. Put simply, rats and mice are tolerated but never trusted.
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Badgers have neither kingdoms nor monarchies, and any settlements they control have
been stolen from someone else. Even, on occasion, from other bands of badgers. As long as
they continue looking out only for their immediate companions, they’ll never build anything
to rival the glory of the monarchies. However, rumors speak of a badger king who is attempt-
ing to unite them under his banner.
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Lizards are perhaps the most inscrutable of the other species. They come from far away,
set up their tents and trade, then all too soon pack up and move on to the next place. They
bring valuable supplies into the monarchies and are excellent sources of information, but they
reveal very little about themselves. Some even seem to travel with birds — a rare sight in the
monarchies, as the birds seem to instinctively hate and fear us.

(NONSTERS AND The TINSEEN

Even a group of rabid badgers can be reasoned with. Not so the monsters and the Un-
seen. Monsters live in the wild places, in unexplored or rarely traveled lands, and seek only
to destroy whatever comes their way. They exist in all shapes and sizes, and the evilest of
them all are the Unseen.
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You, our brave allies in Pugmire, need no introduction to the Unseen. Far from living in
remote places, where we might never have to encounter them, these demons infiltrate our
cities and attack our people in their very homes. They are invisible, and nearly undetectable
until they've already begun wreaking their havoc. We have seen things done by the Unseen
that are worse than anything we witnessed during the war.

No matter our other differences, we are certain both the dogs of Pugmire and the cats of
the Monarchies of Mau can agree we have a common enemy in the Unseen. The Old Ones
charged both our species with protecting the world from their evil, each of us to our strengths.

It is our sincere belief that this is the ground upon which we can build and fortify our
alliance. We must come together to uphold the faith the Old Ones placed in us, to vanquish
that enemy that would destroy us from without, and which attempts to turn us against one
another and destroy ourselves from within. Now is the time for all good dogs and all brave
cats to trust our instincts, defend our homes, and pounce upon the minions of the Unseen.

Sincerely,

The Dynasts of the Ruling Council of the Monarchies of Mau

(signatures to be added)
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ChAPTER TWO:

AN GXCGU.GNC e

Before exploring the world of Monarchies of Mau, you need a cat character. You can make your own
character, or take on the role of one of the ready-to-play characters. This chapter details both options.

A Some of you are new to our world some lack time to
A craft a new character, and ST just want an excuse
to pounce right into the thick of it. If you want to get
straight into a game, pick one of the cats from this chap-
ter, copy the information you need, and get playing! You

can even portray me, if you like!




READY TO PLAY CHARACTERS

—_—

Not to downplay Blayze’s kind offer, but consider what an
excellent, independently minded cat you could create, were
you to follow wmy step-by-step guide starting on p. 46. Just
a thought for you to consider.

EADY-CO-PLA
ch )\/KACC g&sY

If you aim to initiate a new story starring cats
ready for adventure, the following twelve pages of-
fer you a diverse range of firstlevel characters to
help get you started. You will need to choose the
character who presents the greatest appeal to you
as a player, and transcribe the character’s statis-
tics onto a new character sheet. Traits presented
in italics are a cat’s primary abilities (see p. 72).
Cats have different speeds depending on whether
they’re moving around on two legs or four, with
the figure on the left side of the slash as two-legged
speed, and the figure on the right being four-legged
speed (p. 94). All cats possess secrets, with those
listed on the sample characters detailed later in the
chapter (starting on p. 76).

Though we present these characters as ready
to play, you are free to change any part of your
chosen cat’s history, roleplay tips, description, or
personality. If you decide any equipment needs re-
placing with something more appropriate to your
vision for the character, or you want to adjust any
ability values by 1 in either direction (reducing
one to increase another), check with your Guide
to make sure she’s happy with any adjustments.
While the six characters complement each other in
ability, there is nothing preventing multiple play-
ers in your group choosing the same character as a
template, and making small adjustments to make
each cat distinct.
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CHAPTER TWO: AN EXCELLENT CAT

NERIA

VON KORAT

Level: 1

Calling: Champion
House: Korat
Background: Soldier
Proficiency Bonus: +2
Stamina Dice: 1d10
Stamina Points: 12
Defense: 16
Initiative: +1

Speed: 25/30

Spell Slots: 0

Abilities: Strength +3 (17), Dexterity +1 (13), Constitution +2 (14), Intelligence -1 (8), Wisdom +0 (10),

Charisma +1 (12)

Skills: Intimidate, Sense Motive, Survive, Traverse

Secrets: Simple Weapon Aptitude, Martial Weapon Aptitude, Light Armor Aptitude, Medium Armor Apti-
tude, Heavy Armor Aptitude, Shield Aptitude, Fighting Style: Two-Weapon Fighting Style, House Upbring-

ing (Korat), Brute Strength

History: Nerma has always been a cat held
back by his rage. It was only through the love of his
mother that he found some peace and success in
the Korat army. When his mother died, he lashed
out at everyone around him. Thus, he was stripped
of his title as Commander and kicked out of his
military unit. Now he wanders, selling his sword to
anyone willing to pay his price and tolerate his tem-
per. It’s only through his purple keepsake, made
for him by his mother, that he can find any solace.

Roleplay Tips: A cat of few words, and those
he does speak aren’t nice. Seeks combat as an
outlet for the anger always bubbling deep inside.
Has a secret soft spot for the weak and defenseless.
Doesn’t get along with Halo, but appreciates Mal-
colm’s soothing words.

Description: Tall and solid with muscle, Ner-
ma is the largest of the iconic cats, and presents
an intimidating figure. His light gray fur is marked
with dark stripes and spots and a soft patch of

brown on the bridge of his nose. Brilliant blue

eyes take in the world around him with a suspi-
cious gaze. He wears a suit of lacquered dark red
armor with a black cloak.

PGKSON ALTY 'CRAITS

Ideal: What is most important to me is pro-
tecting the weak.

Mystery: No one knows about my love for my
dead mother.

Flaw: No matter what, I just can’t control my
temper.

RucksAck

Two scimitars (finesse, light, 1d6 slashing), lac-
quered splint mail, gloves, torches, rations, 50 feet
of rope, purple keepsake from his mother, insignia
of rank, a set of common clothes, a bejeweled eye-
shaped brooch, and a belt pouch containing a few
plastic coins.
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& MHALCOLM NAINCOON ¢

VON CYMRIC

Level: 1

Calling: Minister
House: Cymric
Background: Scholar
Proficiency Bonus: +2
Stamina Dice: 1d6
Stamina Points: 8
Defense: 10
Initiative: -1

Speed: 30/35

Spell Slots: 4

Abilities: Strength +1 (12), Dexterity —1 (8), Constitution +2 (14), Intelligence +1 (13), Wis-

dom +0 (12), Charisma +3 (17)

Skills: Know Arcana, Know History, Persuade, Sense Motive

Secrets: Simple Weapon Aptitude, Light Armor Aptitude, Given the Voice, House Upbringing (Cymric),

Immaculate Grooming

Spells: Command, Thaumaturgy, Vicious Mockery, Charm Person, Healing Word

History: Malcolm Maincoon was always con-
sidered to be too dour by his brothers and sisters
in House Cymric. No matter how eloquent and
passionate his speeches, they would always chide
him: “You look so serious!” As such, despite his
charm, he gravitated to books and academic study.
There he discovered his passion for ancient knowl-
edge. In seeking more obscure tomes and rituals,
Malcolm found his serious but diplomatic nature
to be a positive boon, and from there he became a
successful minister. His respect in the monarchies
has dramatically increased, but many cats still con-
sider him to be just a little too serious.

Roleplay Tips: Although Malcolm has a se-
rious face, he’s quite personable and friendly. He
has a habit of overexplaining at times, worrying
more about being complete than succinct. Once
he gets on a roll, it’s hard not to get absorbed by
his passionate speeches on the value of the Pre-
cepts of Mau. Gets along with Blayze, and works

with Nerma on his temper.

Description: A fluffy cat with brown, black,
and white fur, and a serious face. His fur occasion-
ally sticks out at strange angles from his lavish black
and green robes, and he has a surprising number
of items stashed in his overly large sleeves. He also
carries a similarly extravagant satchel.

PersoNALTY ‘CRAICS

Ideal: What is most important to me is the
unity of the monarchies.

Mystery: No one knows about my fun-loving
side.

Flaw: No matter what, I just can’t be succinct.

RucksAck

Mace (1d6 bludgeoning), leather robes, can-
dles, set of formal clothing, rations, symbol of
House Cymric, a magnifying glass, a set of common
clothes, a locket containing fur from a famed heroic
cat, and a belt pouch containing a few plastic coins.
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CHAPTER TWO: AN EXCELLENT CAT

mGleA

VON

Level: 1

Calling: Tracker
House: Mau
Background: Noble
Proficiency Bonus: +2
Stamina Dice: 1d10
Stamina Points: 11
Defense: 15
Initiative: +2
Speed: 30/35
Spell Slots: 0

AU
MAU

Abilities: Strength +0 (10), Dexterity +2 (15), Constitution +1 (13), Intelligence -1 (8), Wis-

dom +3 (16), Charisma +1 (12)

Skills: Handle Animal, Persuade, Sense Motive, Survive

Secrets: Simple Weapon Aptitude, Martial Weapon

Aptitude, Light Armor Aptitude, Medium Armor Apti-

tude, Shield Aptitude, Smite, House Upbringing (Mau), Keen Observer

History: Monifa’s father learned the nuances
of diplomacy and politics, and Monifa idolized
him. When Monifa’s father died under mysteri-
ous circumstances, she was heartbroken, but she
expected that she would take on her father’s role.
However, she learned that her father was mur-
dered, and by a cat who had been possessed by one
of the demons of the Unseen. At that point, she
wanted nothing more than to destroy all the mon-
sters that threatened her family. She spent nearly
every plastic coin of her inheritance learning from
old trackers and hunters across the land, as well as
buying the best equipment she could. And now,
she’s ready to take the fight back to the demons.

Roleplay Tips: Polite, cordial, and diplomat-
ic, Monifa uses her knowledge of courtly etiquette
to cover her constant desire for revenge against
the Unseen. Although woefully inexperienced as
a tracker, she is willing to do whatever it takes to
succeed. She understands Nerma’s rage in a way
few other cats do, and respects Blayze as a social

peer (even if the footpad often discards her noble
trappings).

Description: She looks like a hunter with far
too much wealth. All her clothing is in the Mau
house colors of black and yellow, although she uses
a green and brown cloak to cover herself. Her bow
looks ornate, and her armor is intricate leather. Her
fur is a light orange color with darker orange stripes.

PGKSON ALTY 'CRAITS

Ideal: What is most important to me is pro-
tecting cats from the Unseen.

Mystery: No one knows about the truth be-
hind my father’s murder.

Flaw: No matter what, I just can’t stop hunt-
ing demons.

RucksAck

Longbow (ammunition, ranged 150,600, two-
pawed, 1d8 piercing), shortsword (finesse, light,
1d6 piercing), spare ammunition, hard leather ar-
mor, torches, rations, a signet ring, a set of fine
clothes, a scroll proclaiming deed to a foreign cas-
tle, and a purse containing many plastic coins.
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BIAYZE REX

VON REX

Level: 1

Calling: Footpad
House: Rex
Background: Noble
Proficiency Bonus: +2
Stamina Dice: 1d8
Stamina Points: 7
Defense: 14
Initiative: +3
Speed: 30/35
Spell Slots: O

Abilities: Strength +0 (10), Dexterity +3 (17), Constitution —1 (8), Intelligence +2 (14), Wis-

dom +1 (12), Charisma +1 (13)
Skills: Balance, Bluff, Persuade, Steal

Secrets: Simple Weapon Aptitude, Martial Weapon Aptitude, Light Armor Aptitude, Expertise (Steal,

Persuade), Cat of the World (Noble), Perfect Balance

History: You would never know it, but Blayze
is nobility. Her family were the founders of the
monarchy of Rex centuries ago, and they are very
proud of their lineage, even if the other houses
see them as little more than dog sympathizers. As
such, despite Blayze’s pedigree, her family doesn’t
care much about etiquette and finery, which suits
Blayze just fine. As a young kitten, she was prone
to sneaking out of the house and running with the
local street cats. Now as a full-grown cat, she uses
her street smarts and noble pull in equal measure
to make the lives of the cats around her a little bet-
ter. Plus, she gets a thrill out of solving problems,
whether it’s a difficult lock or crafting an escape
plan from a dull party.

Roleplay Tips: Blayze is quick-witted, endless-
ly cracking jokes and unleashing pranks on her
fellow travelers. Even during fights, she’s prone to
making quips while tossing daggers or shooting a
crossbow. Enjoys ribbing Malcolm, and appreci-
ates Monifa’s straight talk.

Description: Blayze has large eyes and ears
that dominate her small face and frame. Her

fur is completely white. She has well-tailored black
leather armor covered in pockets, small bags, and
sheaths, but small bits of blue peek out in various
parts of her outfit.

PerRsENALITY ‘CRATTS

Ideal: What is most important to me is the
thrill of solving a problem.

Mystery: No one knows about my craving for
danger.

Flaw: No matter what, I just can’t intimidate
people.

RucksAck

Dagger (finesse, light, thrown 20/60, 1d4
piercing damage), small crossbow (ammunition,
ranged 80/320, loading, 1d8 piercing damage),
leather armor, a hooded lantern, rations, 50 feet
of rope, a set of footpad’s tools, a signet ring, a
set of fine clothes, an ornate box containing a flea
circus, and a purse containing many plastic coins.
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VON SIBERIAN

d

Level: 1

Calling: Wanderer
House: Siberian
Background: Criminal
Proficiency Bonus: +2
Stamina Dice: 1d8
Stamina Points: 11
Defense: 11
Initiative: +1

Speed: 30/35

Spell Slots: 0

Abilities: Strength +2 (15), Dexterity +1 (13), Constitution +3 (16), Intelligence +0 (10), Wis-

dom +1 (12), Charisma -1 (8)

Skills: Balance, Sneak, Survive, Traverse

Secrets: Simple Weapon Aptitude, Martial Weapon Aptitude, Light Armor Aptitude, Martial Arts, Cat of

the World (Criminal), Hardy Constitution

History: At one time, the name “Halo” was
feared throughout House Siberian. She was a
skilled fighter with a calculating mind, and she
frequently traveled outside the monarchies to at-
tack those enemies that stood in the way of Si-
berian’s goals. However, one night she made a
mistake. An attempt to rough up a particularly
stubborn Bulldog left Halo badly injured. It was
only through the benevolence of a religious cat
living in Pugmire that Halo survived. Since then,
she has devoted her life to understanding the Old
Ones and why she was spared from a cold and
miserable death.

Roleplay Tips: Halo is a calm and composed
cat with kind eyes. Though Halo has put her dark
past behind her, she’s never forgotten how to do
what she used to do. If anyone she protects is
threatened, the kindness in her eyes is replaced
with a cold steel that sends a chill down the spine
of even the most hardened cat. Nerma’s volatile
temper consistently rubs Halo the wrong way.

Description: Gray and brown mottled fur,
with greenish-yellow eyes. Wears simple black and
purple pants with a matching vest (allowing her to
fight more easily with punches and kicks). She has
an intricate backpack with lots of small pieces of
equipment carefully packed and attached.

Pex§oNAhtY ‘CRAICS
Ideal: What is most important to me is under-
standing the Old Ones.

Mystery: No one knows about my violent past.

Flaw: No matter what, I just can’t watch a de-
fenseless cat be threatened.

RucksAck

Sickle (light, 1d4 slashing), a shovel, torches,
rations, a sitar (stringed instrument), a crowbar, a
set of common clothes, a wanted poster bearing
the face of the Bulldog who beat her, and a belt
pouch containing a few plastic coins.
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3 SABIAN 15\]317 NX

-

" VON A

Level: 1

Calling: Mancer
House: Angora
Background: Scholar
Proficiency Bonus: +2
Stamina Dice: 1d6
Stamina Points: 6
Defense: 12
Initiative: +1

Speed: 30/35

Spell Slots: 2

GORA

Abilities: Strength —1 (8), Dexterity +1 (12), Constitution +0 (10) Intelligence +3 (17), Wis-

dom +2 (14), Charisma +1 (13)

Skills: Know Arcana, Know Culture, Know History, Search

Secrets: Simple Weapon Aptfitude, Light Armor Aptitude, Mancy, House Upbringing (Angora), Voracious Learner
Spells: Chill Touch, Eldritch Blast, Prestidigitation, False Life, Unnatural Rebuke

History: Sabian is the victim of stereotyping.
The Sphynx family have been mancers for gener-
ations, and it was expected that he would follow
in their footsteps. He even found that he had an
aptitude for magic. However, Sabian never em-
braced his family’s reputation for being conniving,
manipulative masters of the dark arts. Instead, Sa-
bian is a quiet but eager student, content to help
others while also increasing his own repertoire of
knowledge. Others treat him as some kind of dark
magician, when he’d really rather just curl up with
a book and a nice cup of tea.

Roleplay Tips: Quiet and meek, Sabian pre-
fers the company of scrolls and lab equipment to
other people. If he is asked about a pet topic of
study, however, he can become quite loquacious,
but otherwise his shrinking silence is often mistak-
en for menacing looming. He likes the company
of Malcolm and Halo, as they make him feel social
even when he’s not talking.

Description: With thin gray fur, Sabian is of-
ten cold, even in the most tropical of climates.

He is rarely seen without his white and black robes,
his paws hidden in the large sleeves. His scrawny
frame isn’t much for carrying heavy objects, be-
yond the occasional thick tome of spells.

PerRsENALITY ‘CRATTS

Ideal: What is most important to me is learn-
ing as much as I can.

Mystery: No one knows about how much I
want to help others.

Flaw: No matter what, I just can’t manipulate
people.

RucksAck

Dagger (finesse, light, thrown 20/60, 1d4
piercing), padded robes, one bone focus (rat skull
on a chain), a bottle of ink, an ink pen, a few sheets
of parchment, a small collection of books, a mag-
nifying glass, a set of common clothes, a flask of
wine that refills itself every night, and a belt pouch
containing a few plastic coins.
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ONAKING YOUR CAT

Building a character for Monarchies of Mau involves making a series of choices, a little bit of math,
and discussion with the players or Guide. Each choice makes your character distinct. You can even form
the basis of your character from a cat you know in real life! The one who lives with you, the stray who
comes in every night for company, or the one you grew up with are all excellent baselines for characters.
Every cat has a personality, and drawing from experience is always a fine place to start. Here are all the

L e

steps for the process of creating a character:

1. (below) Choose a calling.

2.
3. (p. 69) Choose a background.
4.
5.
6.
7

p. 60) Choose a house (as well as a family, if you like).

(
(
(p. 71) Assign ability scores, adjust them based on house, and mark primary abilities.
(p. 71) Calculate ability modifiers, stamina dice, stamina points, and proficiency bonus.
(p. 74) Write down four skills, based on background (two) and calling (two).

(p. 76) Write down all your secrets, based on calling (pp. 78-86) and house (pp. 86-91).

7a. (p. 113) If your cat knows how to cast magic, choose magic spells as well.

8. (p. 91) Write down all equipment in your rucksack, based on calling and background.

9. (p. 94) Calculate defense, initiative, and speed.

10. (p. 94) Choose three personality traits.

11. (p. 95) Name your cat and write her story.

Adventuring cats fall into one of several call
ings, reflecting their knowledge and specialties
within the group of heroic companions, as well as
in cat society. A calling helps define a cat’s role in
life, whether wielding a blade in defense of friends
and family, casting bewitching magical spells, or
tracking creatures, threats, and treasures in the
wild areas outside the kingdom. A cat of any house
and background can choose to follow any calling.

Callings contain the following information,
some of which will impact later steps in making
your cat:

Typical cat: What a typical cat of this calling
looks and acts like, and the families that common-
ly produce cats of this vocation.

View on the Precepts: How the average cat
of this calling interprets the Precepts of Mau. Cats
are fiercely independent and will possess their own
opinions, but cats of the same calling often share
views.

View on other callings: What the typical cat
of this calling thinks of her peers from other call-
ings. As with the Precepts, no cat is likely to share
all views with her fellows of the same calling.

46



CALLINGS

playing has selected a preference.

It may seew like a lot of information, but that’s why we
break it down step by step. All you really need to do right
now is flip through the callings and pick the one that ap-
peals the most to you. Pon't worry about anything beyond
the calling’s ‘character creation” sub-header until everyone

————

) S

il

Six cats: The kinds of cats that gravitate to this
calling. If you like, you can roll 1d6 and pick one
of the examples from the list.

Stamina dice: What stamina dice the calling

uses (p. 73). A cat gets a number of these dice
equal to her level.

Stamina points: How many stamina points (p.
72) the cat receives each level.

Primary abilities: Which two ability scores
the secrets for this calling are generally based on
(p. 72). These are also the abilities to which you
add your cat’s proficiency bonus for saving throws

(p. 97).

MINISTERS
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TRACKERS

Skills: A list of skills, from which your cat can
choose two (p. 74).

Rucksack: The contents of your cat’s start-
ing rucksack. Equipment is adjustable with your
Guide’s permission. Depending on calling, you
may have an option of which equipment to choose.

Unusual circumstances: One item in the
rucksack is listed as having been acquired under
“unusual circumstances.” These circumstances can
be anything you want, but we offer six ideas to get
you started.

First secrets: The secrets you start with at first

level (p. 78).
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e & CHAPTER TWO: AN EXCELLENT CAT

“I've been looking for a new dance partner, and it seems ['ve found one! Raise your sword!”
— Blacky von Rex Il

| Cats fight for noble reasons as often as they do for the sake of reputation. Champions run the gamut
| between defenders of the kingdom and paragons of moral causes, to braggart swashbucklers and rough-and-
: tumble brawlers. Champions keep the peace and wage war. Few bands of adventuring cats will tackle a nest of
the Unseen without
a champion among
them, to lead the
charge and slay with
.. pride.

Champions are di-
verse in their specializations,
some opting for the traditional
sword and shield, others donning
heavy armor of thick metal, or wielding
1 an exotic weapon unfamiliar to her oppo-
nents. Mau’s champions enjoy garnering rep-
utations for heroic (and occasionally dastard-
ly) deeds, acquiring nicknames such as “the
Mighty,” “Bronze Flail,” or “the Lion-Hearted.”
To be the best cats they can be, many champions follow

a code calling them to challenge increasingly dangerous
opponents, acquire trophies or evidence of the battle, and present them
at clubs comprising the monarchies’ most valiant cats.

Some champions hold the Pre-
cepts and the goals of the nation close .
to their hearts, while others care only -
about treasure or glory, but all confront
danger head on. House Cymric is noted
for creating talented military leaders, while
House Korat is known for their desire for a good
fight. Champions are as inclined to stoically beat down an oppo-
nent as duel with words, or combine the two by making a witty
remark with every cut of the sword. Champions known for
their humor and honor receive high regard from other cats.

L
.

It is one thing to cut an opponent down. It is quite another
to do so with a pun, and to then help him back to his feet,

v
1

dusting him off and providing him a valuable lesson.

Typical champion: The single unifying ideal in the life of
all champions is the principle of honorable defeat. Champi-
ons often fight to the last, whether defending a loved one or

a castle, or seeking to claim a bag of plastic. Yet, if brought
to one knee, champions know the offer of surrender must

be made. Champions who disregard this ideal find

little respect or warmth from fellow cats. While

»



CHAMPIONS 3 - ()

Six Cbampions

1. An anonymous tank of a cat, clad in black, thick-plated armor, marked only with a house sigil.

2. A dashing cat with a'winning smile, as skilled with his silver tongue as with his hammer.

3. A revolutionary cat prepared to lead with a fight and talk later.

4. A wandering cat of a fallen family, known for his amazing sword-fighting skills.

5. A proud cat who never backs down from al challenge, even when defeat is inevitable.

6. A rusty tutor, skilled in teaching archery, but new to shooting an arrow in the heat of battle.

A

most champions prefer fighting paw-to-paw, a rising
movement of cats with bows call the honorable de-
feat principle into question. How does an opponent
struck with an arrow hundreds of meters away yield?
For this reason, some champions spurn the use of
ranged weaponry as cowardly. Champions would rath-
er charge into battle with a blade or mace held aloft,
ready wit on their lips and glory on their minds.

View on the Precepts of Mau: Champions closely
follow the Precepts of Mau, with the common exception
of not always following their instincts. If every champion
acted with her gut, there would be considerably more un-
warranted violence within the monarchies. Cats are grate-
ful for the champions who restrict combat to appropriate
times and places. Cats rely on champions to lead the battle
against the Unseen and maintain loyalty to their causes at
all times. Importantly, even vagabond cats respect honest
duels, at least when an audience is present. To many cham-
pions, this Precept dominates all others.

View on other callings:

e Footpads: I appreciate their litheness and
grace, but think what they could achieve
with a little more pride.

¢ Mancers: I leave these cats to their books,
and they leave me to my fights. It’s an equita-
ble relationship.

e Ministers: Without ministers, champions
would live to fight once, and then die of an
infected wound. They have my respect.

e Trackers: Do not downplay their role. A
tracker can locate Unseen like that.

e Wanderers: [ envy their freedom, but pity
their lack of honor. I would not fall to one
knee before one and hope to keep my head.

ChARACTER CREATION

Stamina dice: d10 per level

Stamina points: 10 + Constitution modifier per
level

Primary abilities: Charisma and Strength
Skills: Choose two from Balance, Handle Ani-

mal, Intimidate, Notice, Persuade, Search, Sense Mo-
tive, Survive, and Traverse.

Rucksack: One melee weapon and a shield or
two melee weapons and no shield, one suit of armor,
gloves, torches, rations, and 50 feet of rope. The weap-
on(s) or the armor were acquired under unusual cir-
cumstances.

Unusual Circumstances

1. Bestowed upon you by your childhood hero.

2. Found on the banks of a raging river, half
buried in silt.

3. Discovered clutched in the paw of a mysteri-
ous, deceased traveler from far away.

4. Purchased at a high price from an extrava-
gant merchant.

5. Salvaged from the ruins of a rat’s wooden
castle.

6. Left to you by an ancestor you never met.

First secrets: Simple Weapon Aptitude (p. 77),
Martial Weapon Aptitude (p. 77), Light Armor Apti-
tude (p. 77), Medium Armor Aptitude (p. 77), Heavy
Armor Aptitude (p. 78), Shield Aptitude (p. 78), and
choose one from either Barbed Heckle (p. 78) or
Fighting Style (p. 79).
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“l swear on my house’s honor that my paw was never in your poc/zet.
What do you mean, ‘which house?””

— Kyra Stryka von Korat

Some societies see the foot-
pad as an unwelcome rogue,
thieving from her betters and
becoming rich on larceny. In

cat culture, the footpad takes on

a role of greater reverence. Acro-
bats and scouts, investigators and
assassins, and yes, thieves, the footpad is
an urban hunter recruited for delving and
exploring where other cats fear to tread.

Footpads gleefully jump the lines
of legality within the Monarchies of
Mau. Some identify as privateers while
others take the role of city-dwelling pi-

rates. They all perform deceitful acts,
and stealing is commonplace, but some
have powerful masters or a writ from on
high authorizing the use of their specialist tal-
ents. Many footpads will break into a mansion to
steal a priceless artifact for the thrill of it. Others
won't even peer through a keyhole without know-
ing they've secured protection from repercussions.

A clever footpad always surrounds herself with
friends or hired help. As exciting as it is to run from
every guard in the city, sometimes the right muscle is
required to intimidate a soldier into standing down, or
a cat requires a spell to increase stealth abilities, render
her invisible, or cause a distraction. On the other paw,

a lone footpad often focuses on becoming an acrobatic
marvel, skilled in dancing away from danger, or engag-
ing in combat with flair.

Footpads are no strangers to a fight, and their
proficiency for light weapons, archery, and speed
makes any battle a flashy affair, with a bow to an ap-
plauding audience. For all their attempts at discre-

tion, cats of the footpad calling are as prone to preening
and pride as any of their peers.

The noble houses often recruit footpads to act as private investigators and trap locators. These cats explore

abandoned castles and palaces, rendering them safe before one of the houses takes over and commences reno-

vation. They also seek out rival footpads, threats of assassination against their employers, and act as informal
bodyguards.
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FOOTPADS

Six Footpads

1. A rapier-wielding, domino-mask-wearing cad who laughs with every somersault.

2. A gruff, grizzled cat who's seen too many crimes go unsolved.

3. An honored guild cat, respected by her peers in the shadowy organization.

4. A rogue, vicious cat, who cares little for those from whom he steals.

5. An obsessive cat known for documenting traps and ancient mechanisms.

6. A dancer turned footpad, who makes every act an exceptional performance.

A

Typical footpad: Most footpads emphasize speed,
flexibility, and cunning. Few dress garishly or announce
their calling in public, as civilian cats identify most foot-
pads as common thieves, ignorant of their other skills.

Footpads favor light weapons, and when they wear ar-
mor they tend toward leathers and other light material.
Footpads come from many walks of life, the gentlecat
burglar as common as the lower-class mugger, but most
seek patronage from one of the major guilds in the
monarchies. Footpads know solitary jobs are more lu-
crative, but few crave the danger to a fatal degree.

View on the Precepts of Mau: Footpads encour-
age a healthy skepticism toward the Precepts, except for
the instruction to trust their instincts. Many a footpad
caught in a bind, whether socially ensnared or physical-
ly restrained, has had to go with her gut to escape the sit-
uation. Footpads train their bodies to slip into impossi-
bly tight crawlspaces, flee across rooftops from pursuing
dogs, and perform amazing feats of agility, making their
instincts often more important than tactical planning.
Footpads laugh at the idea of engaging in a duel, honest
or otherwise, but many guilds encourage their members
to only target the possessions of worthy targets.

View on other callings:

¢ Champions: From how many champions
have I run...? I wouldn’t want a straight fight
with one, that’s for sure.

¢ Mancers: They pay me well to uncover, un-
lock, and make safe their precious ruins, so
they can then walk in unimpeded.

e Ministers: They judge us, but when they
want some new artifact, they somehow know
how to contact the guild.

e Trackers: They do out there what we do in
the city. For that they have my respect.

4

e Wanderers: Many a time have I wanted to
take to the road without encumberment.
They are braver than L.

ChARACTER CREATION

Stamina dice: d8 per level

Stamina points: 8 + Constitution modifier per
level

Primary abilities: Dexterity and Intelligence

Skills: Choose two from Balance, Bluff, Notice,
Perform, Persuade, Search, Sense Motive, Sneak,
Steal, and Traverse.

Rucksack: One simple melee weapon, one simple
ranged weapon, one set of light armor, a hooded lan-
tern, rations, 50 feet of rope, a set of footpad’s tools,
and an item of great financial value gained under un-
usual circumstances.

Unusual Circumstances

1. Stolen from the wealthiest cat in the city.

2. Retrieved from a chest housing three traps
coated in lethal poison.

3. Found hanging from a chain over a pit ru-
mored to be bottomless.

4. Won from a fellow footpad in a contest of
wits.

5. Pilfered from a drunk dog’s bag.

6. Dug up from the earth after following a
crude treasure map.

First secrets: Simple Weapon Aptitude (p. 77),
Martial Weapon Aptitude (p. 77), Light Armor Ap-
titude (p. 77), and choose one from either Exper-

tise (p. 80) or Precise Attack (p. 81).
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“The last cat to lay a paw on me without my express permission lost her paw,
and all her fur as well.”

— Aeris von Angora
O

Cats born both low and high respect the study of magical arts. The undeniable presence of magic in the world
enthralls many cats, though few who explore mysticism come away with full understanding. Those who do commonly
earn the epithet of mancer, derived from the common suffix applied by cats to wielders of the magical arts, such as nec-
romancers, pyromancers, and geomancers. Though death, preservation, and life-giving magic sees a great focus within
the Monarchies of Mau, mancers may wield power well beyond the animation of necrotic flesh.

Mancers dedicate their lives to understanding their fascinating world. They delve into forgotten structures and
pore over enigmatic texts and relics, hoping to unlock answers and unleash vast knowledge. Though some mancers
seek power for power’s sake, others attempt to abide by legal decrees and aim to serve the kingdom by chronicling new
discoveries, presenting them to the nobility, and seeking additional funding for further adventures. Mancers are more
drawn to the hunt for new mysteries than solving them,
leaving collections of artifacts and devices to museums i\ )

and libraries as they search the world.

3
Mancers believe life’s meaning is discernible through
study, experience, and analysis of the Old Ones’ ways.
Their mantra is “constant intellectual betterment,”
though not every mancer practices what he preaches.
Some recklessly pursue forbidden knowledge to the
point of danger and madness. The unofficial manc-
er line speaks against the irresponsible pursuit
of magics under the Unseen’s guard,
or in traplaced crypts, but
the excitement of explo-
ration is enough to per
suade most mancers to try
their paw at a new mystery.

Typical mancer: Mancers
spend little time focusing on _
physical exercise or training with #
a sword, favoring the pen and
the page to the spilling of blood.
For this reason, their constitution
demands they wrap in many lay-
ers, to conceal their spindly limbs. Manc-
ers often bundle into blankets, but within
that cocoon of warmth lies a calculating
mastermind. Few mancers are ashamed of
their cause, and will take to both peasant
and noble classes to teach mysticism
to whomever might show genuine
interest.



MANCERS

Six (Dancers

1. A mysterious cat, clad in a heavy cloak studded with jewels shaped like star formations.

2. An obsessive cat, who can recite the page number on which any magic enigma is stated.

3. A young, naive cat, fresh from the city and desperate to make her mark on mysticism.

4. A disheveled and twitchy cat, once the subject of multiple reanimation attempts.

5. A strong, resolute cat, determined to raid ruins with tactical precision and no time-wasting.

6. A round cat, profuse with advice, who regales others with anecdotes of former mysteries.

N

View on the Precepts of Mau: Mancers harbor a
pragmatic approach regarding the Precepts. They do not
believe instinct requires advocating, when in their calling

strategy and forethought often win the day. Mancers all
agree cats should pounce on the Unseen, but what fol-
lows differs depending on the Unseen’s ferocity and the
coldness of the cats. Mancers have been known to attempt
to dissect the invisible Unseen, interrogate and question
them, and even ambush them for study. Loyalty is a noble
trait among mancers, who prefer to serve themselves but
uphold the ideal that any form of magic must follow rules
and a system. Mentors and apprentices form particularly
tight bonds. Mancers do engage in honorable duels, but
rarely with mundane weapons. An informal code states a
powerful mancer may not subjugate a weaker one, espe-
cially in the realm of spell duels. Unless the mancers are
evenly matched, other cats call it an ignoble duel.

View on other callings:

¢ Champions: Intensely useful where others
are not. How many cats do you know who
willingly embrace death?

¢ Footpads: Absolutely fine, if they're not raid-
ing my study.

e Ministers: Even [ see the need for faith, but
I do feel its chief followers have better things
to do than talk about it.

¢ Trackers: I would have never discovered that
tomb without my tracker. A shame he didn’t
make it back.

e Wanderers: Their dedication to the self is
admirable, if obsessive.

ChARACTER CREATION

Stamina dice: d6 per level

Stamina points: 6 + Constitution modifier per
level

Primary abilities: Intelligence and Wisdom

Skills: Choose two from Heal, Know Arcana,
Know Culture, Know History, Know Nature, Know
Spirituality, Notice, Search, and Sense Motive.

Rucksack: One simple weapon, one set of light
armor, one focus crafted from bone (acquired under
unusual circumstances), a bottle of ink, an ink pen,
a few sheets of parchment, and a small collection of

books.

Unusual Circumstances

1.  Extracted from inside a long-dead creature’s

skull.

2. Discovered tightly entwined in the branches
of a sentient tree.

3. DProcured from a mad cat who did not realize
the item’s worth.

4. Retrieved from a dark tomb, unsealed after
centuries of stasis.

5. Borrowed from a friend who subsequently
disappeared.

6. Gifted to you from the vault of one of the
monarchies’ noble houses.

First secrets: Simple Weapon Aptitude (p. 77),
Light Armor Aptitude (p. 77), and choose one from
either Good Memory (p. 81) or Mancy (p. 82).

53




J]

"My voice is a weapon as well as a balm. Push me to ﬁnd out how painﬁll ny song can be.’
— Klara Resku von Shadow

The ministers consider themselves the monarchies’ heart and voice, and it is a view most cats share. Med-
ics, inspirations, philosophers, and bards, ministers fulfil many roles in cat society, acting both as ministers in a
bureaucratic sense as a spiritual one. It is the power of their voices, words, and songs that often serves to soothe
conflict between the Monarchies through diplomacy or raw magical power. Despite the reverence cats afford
ministers, they need not be educated, noble, or possess raw talent: The ranks of ministers support their own,
elevating each other to com-
munal greatness. \ {

Ministers guard the .
hearts and souls of their -
brethren. They maintain and en- '
force the Precepts of Mau to varying
degrees of orthodoxy. When a minis-
ter first accepts the calling, the Precepts
become their life’s mission, though some
cats give younger peers a little wiggle room
from strict judgement. More than law, min-
isters believe each cat’s personal spirituality
is critical to the monarchies’ sustainability
and growth. “Cats are independent creatures,” they
say, “and we must help them all find their own spiritual
journey.”

Ministers derive power from their faith in society,
and the study of their spirituality. Many a minister excels
at whipping up a crowd into faithful fervor, with recita-
tion of the deeds of their ancestors,
who some ministers believe still
interact with the world through
their descendants. They also ap-
pear within bands of traveling
cats, for no other calling has the
presence of voice to rally a weakened
group, tend to wounds so ably, and with-
stand the slings and arrows of enemies with
such fortitude.

Truly egalitarian, ministers may rise from noth-
ing to prominence, based on conviction in their faith
and the zeal with which they commit their words.

Typical minister: Ministers come in many forms, from
multiple lifestyles, though they all receive schooling in the Pre-
cepts of Mau. From any age, a cat may join a temple and become
a novitiate minister, and after months or years of training, de-
pending on the cat’s conviction, a minister emerges into the

world to spread the Precepts and support her fellow
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MINISTERS

Six (Dinisters

1. A quietly philosophical cat, always available to offer sage wisdom.

2. An evangelical, crowd-pleasing cat, with a sing-song voice and dedicated following.

3. A vivacious, hard-drinking cat, known for holding court in the tavern.

4. An enthusiastic, scholarly cat, dedicated to cataloguing every weird event she encounters.

5. A manipulative cat, whose words cut sharper than any sword.

6. A jovial cat with time for every party, and an answer to every question.

N

cats in the ways of her ancestors. Ministers rarely engage
directly in combat, preferring to negotiate peace or deeper
understanding of the present conflict. Ministers will often
display their belief by taking several blows from an oppo-
nent, responding only with words. Although ministers are
not pacifists, they view combat as wasteful.

View on the Precepts of Mau: Ministers live and
die for the Precepts. Contrary to many cats’ beliefs,
ministers are not all fanatics, and most demonstrate
their reasoning capabilities. Crimes against the Pre-
cepts test this ability to reason, forcing ministers into
damning polemics when another cat tricks an oppo-
nent in a duel, or displays disloyalty. In all things, min-
isters crave the order in which they receive education,
and attempt to educate others. Freedom is fine, but
the Precepts don’t stop at the monarchies’ walls.

View on other callings:

e Champions: I spend a lot of time tending to
the wounds of champions, but they defend
our people, making the sacrifice of my time
and efforts worthwhile.

¢ Footpads: I have little time for thieves. They
mock the Precepts.

e Mancers: The other side of our coin. Their
intellect cannot be doubted, though they are
in it for themselves.

e Trackers: We give voice to the wisdom they
collect, though they could afford to be more
faithful.

e Wanderers: To pursue life as an indepen-
dent cat? It is a dream few follow for long.
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ChARACTER CREATION

Stamina dice: d6 per level

Stamina points: 6 + Constitution modifier per
level

Primary abilities: Charisma and Constitution

Skills: Choose two from Heal, Know Arcana,
Know Culture, Know History, Know Spirituality, Per-
suade, and Sense Motive.

Rucksack: One simple melee weapon, one set of
light armor, candles, set of formal clothing, rations,

and a portable copy of the Precepts of Mau gained
under unusual circumstances.

Unusual Circumstances

1. Found abandoned on your doorstep one
morning.

2. Given to you by a penitent cat, who divested
himself of all worldly goods.

3. Stolen from a dying cat, who begged you not
to take it.

4. Taken as payment for defending a family
from the Unseen.

5. Gifted to you by a friendly badger who count-
ed you as a firm friend before disappearing.

6. Offered to you as a bribe to look the other
way while a crime took place.

First secrets: Simple Weapon Aptitude (p. 77),
Light Armor Aptitude (p. 77), and choose one from
either Given the Voice (p. 82) or Invigoration (p. 83).

|
\



CHAPTER TWO: AN EXCELLENT CAT

“There are worse things in those woods than dogs and badgers, little kitten.
Take this dagger and stay alert.”

— Harald von Siberian

All trackers swear a single oath before undertaking their calling: Murder the Unseen. Murder is a strong
word, unpleasant in many cats’ minds, but trackers like to remind themselves of their mission’s severity. Theirs
is a life of kill or be killed, defending the wilds so other cats may travel safely. Unlike champions and footpads,
they act with little flair and bear a reputation for grimness. Other cats rarely provide them with lavish ceremo-
nies or special thanks. As many trackers say, “If we wanted applause, we’d do tricks like a dog.”

Most trackers live in the wilderness, hunting game and mon-
sters alike. Some civilized cats consider them a little too wild, while

some moggies consider them too tame. Many cats find their noto-
riously stoic demeanors difficult to penetrate, but trackers share
a dark humor among their own, or their trusted companions.
Careless behavior and revelry holds little appeal when a
: cat needs to stalk through the forests, but around
| the campfire trackers prove themselves to be the
warmest, most generous of hosts.
Informally referred to as “outdoors cats,”

trackers often experience claustrophobia in ur-
ban environments. Some claim their breeding

pushes them to become trackers, that some-
where in their past they all descended from
cats who had no choice but to pounce on ro-
dents for food. Ministers take great interest
in tracker ancestry.

Trackers commit heart and
soul to the destruction of the Un-
seen, which to an entity appear
malicious and destructive. For
the safety of the monarchies,
trackers do not retire until
physically incapable of continu-
ing the fight.

Typical tracker: Trackers rare-
ly care for the appearances of their
garb or equipment. Function trumps
form, resulting in trackers with crude
outfits, weapons, and lodgings. They
harbor little pride, if their inventory
works. Trackers emphasize physical
hardiness and the personal study of
nature. Though teachers exist with-
in their number, most trackers en-

L
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courage new members of the
calling to spend time alone



TRACKERS

Six Grackers

1. A disinherited cat, heir to a noble house but living in the wilds.

2. A rambunctious, playful cat, who loves the dirt of the trail over the grime of the city.

3. An animal-loving cat, who adores befriending and taming wild beasts.

4. A proud, deadly cat, determined to claim trophies from fallen prey.

5. A rogue cat, exiled to the wilderness for a crime she won't discuss.

6. A nature-worshipping cat, always in search of new herbs and poisons to harvest.

N

on the plains, swimming the rivers, or climbing the
mountains to gain a sincere appreciation and under-
standing of what they must face. No book can achieve
this so well. As hunters, trackers attempt to abide by the
principle of swift, painless kills, even for the Unseen.

View on the Precepts of Mau: Trackers consider
the Precepts of the utmost importance... to city cats. Yes,
following instincts is valuable for a tracker, but she would
do so without regard to the Precept. Combating the Un-
seen is a necessity to the tracker calling, so they nod their
head when they hear a minister calling for this Precept’s
completion. Few trackers cling to the Precept of loyalty.
Loyalty is a double-edged sword, as rulers can prove in-
competent and companions mentally maligned by Un-
seen. Most trackers laugh at the idea of an honest duel,
considering them a thing for nobles with too much time
on their paws. In the wilderness, the only thing honest is
the certainty of death for the unprepared.

View on other callings:

¢ Champions: Talk about using a warhammer
to crack a nut...

¢ Footpads: I've had the pleasure to associate
with many a footpad. I scare the beasts from
the bushes, and the footpad brings it down
with a well-placed arrow.

e Mancers: They hide behind me, which is just
as well. I'd hate to cut through one.

¢ Ministers: They talk reality into new shapes.
They control cats like a shepherd does sheep,
for good or ill.

e Wanderers: Yes, it’s very impressive to kick
an Unseen. I fail to see why they wouldn’t
just stab the thing.

ChARACTER CREATION

Stamina dice: d10 per level

Stamina points: 10 + Constitution modifier per
level

Primary abilities: Constitution and Wisdom

Skills: Choose two from Handle Animal, Know
Culture, Know Nature, Notice, Search, Sense Motive,
Sneak, Survive, and Traverse.

Rucksack: One ranged weapon, one melee weap-
on, spare ammunition, one set of light or medium
armort, torches, rations, and a trophy gained under
unusual circumstances.

Unusual Circumstances

1. Found at the opening to a cavernous tunnel
leading underground.

2. Unearthed from the spot you decided to
bury a dear friend.

3. DPassed on from an elderly relative too ill to
pursue the tracker calling.

Purchased from a wandering minstrel, who
returned your money a day later.

5. Extracted from a sucking bog that seemed to
want to claim this item.

6. Spat out by one of the Old Ones’ machines
before it blew up.

First secrets: Simple Weapon Aptitude (p. 77),
Martial Weapon Aptitude (p. 77), Light Armor Apti-
tude (p. 77), Medium Armor Aptitude (p. 77), Shield
Aptitude (p. 78), and choose one from either Smite (p.
84) or Weapon to Paw (p. 85).
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CHAPTER TWO: AN EXCELLENT CAT

‘I need no sword, no shield, no bolts of energy. My body is all the weapon | need.”
Virgil von Mau

Some cats have abandoned the monarchies to focus on their personal enlightenment and their connection
to the Old Ones. They live in the wilderness, but occasionally they work with others in the pursuit of a greater
goal. These wanderers hone their minds, bodies, and souls into
objects of peace or devastation, with some cats practicing a
duality between the two. Dedicated to maintaining simplistic
lives, wanderer cats rankle at those who would seek to control
others, harm the world around them, or otherwise interfere
with the natural order of things.

Some wanderers eschew expensive weapons and armor
in favor of reliance on their limbs. Through focus and _
experience, wanderers channel the power of the £ =
elements through a punch or a kick. This power,
unique to wanderers, often manifests for those
who pursue the martial arts. These abilities earn
wanderers reputations as traveling heroes or vil-
lains, depending on the way in which they use

their powers.

Wanderers may emerge from any back-
ground, but the successful cats of this calling pos-
sess a self-sufficient mentality. It is required, for a
wanderer to last long with-
out the comforts of the
city or a stable home-
stead. e 9

Typical wanderer: ‘
Independent, stubborn, by
and physically powerful are
descriptors commonly applied
to wanderers. Though they form per-
sonal relationships as naturally as any other cat,
the wanderer does not like to sit still. She would
rather wander the town’s alleys at night or ex-
plore the forest a little farther, rather than
rest on her laurels and let her wanderlust
atrophy. Wanderers from their established
schools display self-discipline and power in
their physical forms. Wanderers seek to
attain the perfect athletic form, though
vanity rarely accompanies this objec-
tive. Even the most physically capable
wanderer keeps a weapon by her side,

unless pride or a contest of might
intervenes. Many wanderers



WANDERERS

Six Wanderers

1. A famous cat, known for bringing a rival low despite immense odds.

2. A humble, thoughtful cat, shy around praise or affection.

3. A flamboyant cat, known for winning tfournaments and courting her fans.

4. A focused cat, dedicated to honing his body into peak condition.

5. A mercurial cat, prone to flights of fancy and unplanned journeys.

6. An excitable cat, hoping to map the lands around the Monarchies of Mau.

N

learn musical instruments or other entertaining skills
to amuse themselves and small audiences on the road.

View on the Precepts of Mau: Independent as
they are, wanderers’ views on the Precepts vary widely.
The only philosophical commonality wanderers share
comes through their schooling, if a strict master decid-
ed to emphasize one Precept over another. Wanderers
largely agree about the Unseen as enemies in need of
destruction, though it rarely acts as a primary objec-
tive. Most wanderers consider honorable duels a lux-
ury afforded to city cats, although they often conduct
formal contests in which they display skills to fellow
wanderers. Most wanderer schools criticize the ideal
of following instincts alone. While they are chaotic by
their independent nature and avoidance of bureaucra-
cy, their internal codes guide them rigidly. The only
thing all wanderers agree on is the Precept of loyalty.
A wanderer is loyal to her friends, her school, her mas-
ter, and her own path. Loyalty to the Monarchies of
Mau closely follows this devotion.

View on other callings:

e Champions: What good is your armor if I
can start a fire inside it?

¢ Footpads: Any cat prepared to use guile over
brutality is a friend, and worthy feline.

e Mancers: I see you hiding back there, and I
don’t like it.

¢ Ministers: I know many like myself who ap-
preciate the ministers’ beautiful, inspiring
words. They give a cat inner strength, even
when much of it is nonsense.

e Trackers: Our natural companions. To walk
a path, one benefits from a guide.
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ChARACTER CREATION

Stamina dice: d8 per level

Stamina points: 8 + Constitution modifier per
level

Primary abilities: Dexterity and Strength

Skills: Choose two from Balance, Know History,
Know Spirituality, Notice, Perform, Sneak, Survive,
and Traverse.

Rucksack: One melee weapon, a shovel, torches,

rations, and a musical instrument gained under un-
usual circumstances.

Unusual Circumstances

1. Earned through studying under the harsh
tutelage of an ancient cat.

2. Discovered on a rock in the middle of a per-
fectly peaceful clearing.

3. Taken from the corpse of a fallen opponent,
to honor her sacrifice.

4. Received as payment from a poor family of
cats with no coin to spend.

5. Stolen from an employer after he endan-
gered your life too many times.

6. Found glowing in the forest, calling your
name as you approached.

First secrets: Simple Weapon Aptitude (p. 77),
Martial Weapon Aptitude (p. 77), Light Armor Apti-
tude (p. 77), and choose one from either Martial Arts
(p. 85) or Unarmored Defense (p. 86).
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CHAPTER TWO: AN EXCELLENT CAT

Following the step-by-step instructions, | will start by
selecting a calling for my cat. Though my own experience
compels wme to pursue the calling of a mancer, I've always
been interested in the lives of ministers, so let’s play one

of those morally upright pillars of the monarchies. Knowing
wmy cat’s calling, | will keep in mind her stamina dice and pool of po-
tential skills, but I won't choose anything until after the next couple

of steps.

houses

Since the six monarchies unified, the resi-
dents and rulers of each monarchy found them-
selves a part of one of the six major houses. A
cat’s calling is what she chooses to do with her
life, but her house shapes how and why she
does it, and for whom. Most cats pledge their
loyalty to one of these six houses, while those
who stand alone or belong to minor (but pow-
erful) families and factions have banded togeth-
er into a political bloc for mutual support. Cats
can and do change allegiances, so the idea of
devotion to a biological family isn’t as strong as
with, say, dogs.

Houses all have one tenet that they fol-
low, acting as a combination of house motto
and mission statement for those who pledge
allegiance. They also have a private language,
which is a dense lexicon that (generally) only
cats of that house use with each other. Further,
each house has a “secret” agenda. These are
plans and goals that no one in the house open-
ly speaks of, but most cats savvy to the monar-
chies’ ancient animosities have a good sense of
each house’s desires. However, no cat is crass
enough to accuse another house of holding
such a secret agenda. It’s all about face — even
when a cat stumbles and accidentally reveals
her house plans, everyone immediately pre-

tends like it never happened.

However, these intrigues and secret agen-
das are mostly the concern of higherranking
cats. Most of the rank-and-file cats, like the
trailblazers, are usually unaffected by such lofty
conspiracies. As cat heroes become more pow-
erful, though, they may feel increased pressure
to fulfill their house agendas over supporting
their adventuring friends and allies.

Houses contain the following information,
some of which impacts later steps in character
creation.

House colors: The colors that members of
the house are expected to wear. Cats are gener-
ally quite fashionable and find lots of creative
ways to demonstrate their house colors. New
house members only wear house colors on a
single article of clothing or visible piece of jew-
elry, until they perform an act that proves their
loyalty.

House motto: The house may have its own
interpretation of the existing Precepts, or one of
their own that they dedicatedly follow. This Pre-
cept will take the form of a motto for each house,
by which the majority of cats within abide.

Ability bonus: What ability the cat’s birth
house grants a bonus to, and its value (p. 71).

House secrets: Two secrets you start with at
first level (p. 87).
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CYMRIC
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CHAPTER TWO: AN EXCELLENT CAT

“l am your master and tester, and if you do not impress me
you'll be copying texts for the next year. For your own good, of course.”

— Rudyard Siamese von Angora

Scholars and intellectuals, House Angora devotes itself to finding and preserving knowledge and magic.
They believe learning is the best path forward against the enemies of the monarchies. In public, they claim
their only focus is their education on topics about which the oth-  er houses approve, but in secret there is
nothing offlimits to their studies — not even knowledge
of summoning and controlling the Unseen.

The elder cats of House Angora regularly set trials
and gauntlets for young cats and joiners fresh from oth-
er houses. These tests nearly always involve translat-
ing coded texts or deciphering scrambled maps, 4
the objective being to assess a house member’s
abilities of calculation, assessment, and prob-
lem-solving. Oftentimes, these texts and
maps will lead a cat to a small treasure set
aside by the house elders as a reward for
solving the puzzle. '

House Angora’s libraries are
magnificent, multi-tiered, shifting
structures dotted throughout the
monarchies. With floors and bookcas-
es built on hinges and gears, entering
one of these labyrinthine buildings is
always an impressive sight. A cat might
witness one shelf laden with
books fold away with two
new ones appearing
in its place, or stand
on a floor that can
travel up, down,
or along other

wise hard-to-reach (

bookcases. House
Angora’s libraries
are  awe-inspiring \
troves of knowledge
to all cats.
House colors: Black and white
House motto: “Always pursue knowl-
edge”
Ability bonus: +2 to Intelligence _

House secrets: Voracious Learner, -

and choose either House Upbringing ¢
(Angora) or Cat of the World ’

(rs N



HOUSE ANGORA | HOUSE CYMRIC 3 e (a)|

“Don't listen to what the others say. Instead, watch what thcy do.”

— Mercutio von Cymric

Diplomats and negotiators, House Cymric was one of the first
houses to see the value in the Treaty of Unifica-
tion. They believe the Old Ones worshipped cats
for their grace. As such, acting as the Old Ones
envisioned by the graceful enforcement of those
social mores will preserve cat unity. In public,
they claim they only seek to support the nation,
but in secret they work to oust House Mau as the
de facto leaders and institute themselves in Mau’s
place.

House Cymric produces a plethora of cats in the
entertainment fields, acting as minstrels, jesters, and
actors for the pleasure of the other houses. While
the house’s political diplomats sniff dismissively at
their more fun-loving cousins, these cats are no less §
capable of charming an audience, wheedling out a ¢
nugget of information with favors, or flattering a @
target for a valuable secret. ;

Self-grooming equates to self-respect for a cat g
of House Cymric. While he may not be vain, he '
knows that to appear disheveled before the other W
members of his house is to risk disfavor. All kit-
tens of House Cymric are taught from an early \
age to wash several times a day, smell good, and
dress to outdo all peers no matter the circumstance
of environment. On the battlefield, this edict leads the
champions of House Cymric to wear great plumes of feath-
ers, ridiculous numbers of medals, and the newest weap-
ons and armor. For the mockery they receive, the cats of
this house care little. They know the tales of said battle
will recount only the deeds of the cats who stand out.

House colors: Black and green
House motto: “Always operate with discretion”
Ability bonus: +2 to Charisma

House secrets: Immaculate Grooming, and choose
either House Upbringing (Cymric) or Cat of the World 5%+
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s CHAPTER TWO: AN EXCELLENT CAT

“The other houses rely on our swords swinging in the direction of their choosing‘
This will be their undoing‘ ¢

— Norah Forest von Korat

Soldiers and tacticians, House Korat dedicates its cats to assuring the monarchies are ready to march
on their enemies, no matter what. They believe force is the only way the monarchies will remain strong,
and they constantly test the strength of others and each other. In public, they grumble and reluctantly
agree that reconciliation with Pugmire and the other species is the only way they can focus on the Unseen,
but they secretly desire another War of Dogs and Cats, so they can prove their superiority in open warfare.

: The experienced cats of House Korat set difficult physical challenges for their young, typically
: involving the exploration of a forbidding area, the slaying of a mighty beast and acquisition of a tro-
d phy from same, or the mastery of a heavy weapon rare for cat
use, such as a maul, greataxe, or heavy flail. House Korat
believes a healthy body makes a healthy mind, and is a rare
house in its ready expulsion of physically frail cats. House
t loyalists tend to support such weaklings into new houses,
but they have come under fire from the other nobles for occa-
sionally abandoning such cats on the streets or in the wild.

Cats of the other houses stereotype House Korat as
a family of thicklimbs and thick-heads, with a single
brain cell passed between them. This assumption for-
gets the role of strategists and commanders in the
house’s highest echelons. While some earn their
place through breeding, more take those positions
through deed. House Korat is happy to play the
part of dumb cat, watch- ing its

enemies closely un-
til the time to
strike arrives.

<4 yeg 7 =
S

House
colors:

Black and

o red

: House
i motto: “Al-
? ways  strike
r' when least ex

DR

pected”
Ability bonus: +2 to Strength

House secrets: Brute Strength, and choose ei-
ther House Upbringing (Korat) or Cat of the World




“We are an old house comprising young cats. Let us prove ourselyes Worthy of our ancestral name.”
— Zohar von Mau

Leaders and judges, House Mau was the first to propose the unification of the monarchies, as well as :{‘
codifying the study of magic. They believe that careful thinking and devotion to the truth will keep cat soci-
ety safe. In public, they steadfastly refused to seize power, allowing the other houses to have an equal part in
ruling the nation. The other houses don’t trust such altruism, and they are right not to: House Mau works be-
hind the scenes to chip away at the power bases of the other houses and rule the Monarchies of Mau openly.

Birth into House Mau comes with a peer expectation for duty, and through duty, greatness. One of
the stricter houses in hierarchy, House Mau elevates cats to new positions based on the deaths of
their forebears, or through lengthy, exclusive service to the house. The house’s upper mem-
bers like to claim they all reached their positions
through merit, but over the years a considerable
number of House Mau’s elder cats died and are

now preserved in the house’s opulent sepulchers.
The slew of assassinations and battlefield
deaths led to a frantic series of promo-
tions, resulting in a house with the
youngest leading cats in the monar-
chies. Time will tell if they will suc-
ceed as the new nobility.

House Mau approach-
es every deal with an open r

paw and a gentle smile, es-
pousing that all parties can
walk away from a trade or

diplomatic ~ engagement

happy, if everyone is pre-

pared to sacrifice for the

benefit of all. These words

reach the lower classes in

the monarchies and speak

to their plight, leading to a
surge in popular support for
this house.

House colors: Black and
yellow

House motto: “Always act with
honor”

Ability bonus: +2 to Wisdom

House secrets: Keen Observ-
er, and choose either House <2
Upbringing (Mau) or Cat
of the World e




(e = & CHAPTER TWO: AN EXCELLENT CAT

“Run on four Iegs or walk on two, you're welcome at our table either way.”
— Shadow “Nettles” von Rex

; Explorers and outsiders, House Rex was the first monarchy to explore outside its lands, and the first
to encourage peace over conflict with other species. They also have strong ties to the dogs at Waterdog
Port, and have learned diverse ways to approach problems. They believe that travel can help cats to
broaden their minds. This house doesn’t seem to have a secret agenda — they are open in their beliefs
that joining with Pugmire is good for all sides — and this lack of intrigue and willingness to speak their
minds often makes them political targets from other cats who view them
as naive,

Of course, few houses believe House Rex truly lacks a secret agenda. 4(

House Cymric has wasted many of its best spies trying to uproot House

Rex’s darkest secrets, but each finds little but frustration. Rex’s cats har-

bor personal secrets and agendas, but nothing that permeates the entire —

house. The house members’ individualism acts as a boon in clandestine g
L matters, but causes the house to suffer a lack of unity when facing external
: threats. Free will is a House Rex cornerstone,
and before the house makes any major deci-
sion for its members, it allows every single
member to cast a vote.

House Rex’s liberalism en-
courages outsiders to join
with less trial and initi-
ation than exists in the
other noble houses. This
unrestricted access may soon
tighten, as the house’s veteran cats
worry the house may lose its last vestiges
of identity if it accepts every stray. Despite
concerns, few cats leave House Rex. Its re-
laxed attitude to tradition proves popular
among the youngest cats, who would
drop their smoking pipes and cups of
honeyed milk to raise swords in the

. house’s defense.

y House colors: Black and blue
, &

House motto: “Always push
boundaries”

Ability bonus: +2 to Dexterity

House secrets: Perfect Balance, ,f'
and choose either House Upbring- _I:
ing (Rex) or Cat of the World s

. )
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HOUSE REX | HOUSE SIBERIAN

“There is no sacriﬁ’ce too great, when the reward is the saﬁty and growth of our house.”
— Kashic Blue von Siberian

Traditionalists and medics, House Siberian epitomizes the status quo, preferring convention and |
security over innovation and recklessness. They believe progress should be carefully measured, focusing '
on utility over unconstrained change. In public, they support the Treaty of Unification, but in secret
they work to abolish the treaty and reestablish themselves as a selfsufficient monarchy. They keep this
agenda deeply buried, while trying to influence an outside danger to discredit the Treaty.

House Siberian’s conservatism often leads to their peers underestimating the house’s capability
for understanding, adaptation, and action. House Siberian moves slowly, but when it acts, it acts with
destructive  ferocity.
During the War of
Dogs and Cats, a
Siberian unit lured
a  desperate  army
of mutts into a well-
stocked fortress built
purely to collapse on
its new inhabitants.
Few survivors emerged
from the wreckage. For
the house, the loss of a fam-
ily castle was a small price to pay for
the elimination of such a threat.

The core philosophies taught to every young
cat born to the house are of the old ways, with great
reverence for the Old Ones. No cat grows to prom-
inence in House Siberian without demonstrating
the ability to defend the house from unwelcome
change or danger. The house organizes itself
into a council, with every member having a say,
though its oldest members have greater voting
power than the younger cats. Theoretically, the
younger cats could implement a sea change in
House Siberian philosophy, as they outnumber
the elder group. But they all benefit from the
house’s wealth, so the House Siberian cats con-

Y Y}

:

tinue acting as one.
House colors: Black and purple
House motto: “Always revere the past”
Ability bonus: +2 to Constitution

House secrets: Hardy Constitution, and choose either
House Upbringing (Siberian) or Cat of the World
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CHAPTER TWO: AN EXCELLENT CAT

“We will not be silent. With my dying breath | will cry for our recognition.”
— Starla von Forest

There are other minor houses, organizations, and
s the like that desire a say in the government of the mon-
archies. Only those houses that held a monarchy before
Unification are considered a major house — all the rest
(and those cats with no house) are part of the Shadow
Bloc. A recent addition to the monarchies, this group
¥ has no unified structure or agenda. But all of them do
agree that they deserve a seat at the table. Many of the
) smaller houses and guilds within the Shadow Bloc hope
that unity among other outsiders will lead to their ascen-

4 sion to prominence, or revitalization of their old nobility.
_ Though house cats attempt to keep tabs on the move-
t ments and agendas of the Shadow Bloc, the group’s constant-

ly shifting nature makes relevant information transient at best.
Informants adopt new identities from one day to the next, and
the Shadow Bloc’s many constituent parties
lead to schizoid agendas. p

The Shadow Bloc grants a cat the
chameleonic benefit of being just a face
in a crowd of lower classes and mal-
contents. Joining the bloc is as
easy as walking into a bar or
marketplace and adopting an
assumed name. The monar-
chies suspect magic is involved
: to assure loyalty, but the Shadow
Bloc laughs at such suggestions.

Secretly, the cats of the
4 fallen monarchy of Smilodon
| attempt to manipulate the Shad-
1 ow Bloc’s rebels and outsiders.
? Smilodon was widely believed to be
. destroyed years before the formation of
| the Monarchies of Mau, but a few still cling to their identity.

House colors: Black and gray

House motto: “Always seek vengeance”

Ability bonus: +1 to any two abilities

First secret: Cat of the World, and choose one from Brute Strength, Hardy Con-
stitution, Immaculate Grooming, Keen Observer, Perfect Balance, or Voracious
Learner
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THE SHADOW BLOC | BACKGROUNDS

I know what you're thinking. How could an Angora like
myself want to play a cat of any other house? Well, we're
nothing if not experimental. My winister will be of House
Cywric. | already know Charisma is a focus of many
ministers, and with the bonus those shifty Cywric cats

get fo that trait, | feel it’s appropriate if | want to play a truly

BACKGROUNDS

A cat’s background details what she did before she
became a hero, whether she was a commoner work-
ing in the fields or a noble of one of the established
houses. It gives her access to the following items,
which impact later stages of character creation.

Skills: Two skills to which the character gains
access (p. 74).

Rucksack: Some equipment your character
can add to her rucksack at the start of her adven-
turing career. Any of these can be changed with
Guide permission.

CommoN Folk

You come from humble social rank, and you're
used to hard work and getting your paws dirty. Wheth-
er you embrace your common roots or try to put them
behind you, you always understand those who toil to
get by. If you claim membership in a noble house, you
no doubt have a remarkable story to tell.

Skills: Handle Animal, Survive

Rucksack: An iron pot, a set of common
clothes, and a belt pouch containing a few plastic
coins.

CRIONINAL

You are a former (or current!) criminal who
has experience with, and a history of, breaking the
law. You have spent a lot of time among other law-
breakers, and still have contacts within the local
criminal networks. You may work for one of the
footpad guilds, even if it is not your calling.

Skills: Bluff, Sneak

Rucksack: A crowbar, a set of dark common
clothes that includes a hood, and a belt pouch con-
taining a few plastic coins.

Disciple

You have spent your life focused on your pet-
sonal spirituality and the study of your past lives.
This doesn’t necessarily mean you are a minister,
however — performing sacred rites and prayers is
not the same thing as developing your voice to
produce spiritual power. You may revere the Old
Ones, worship your own ancestors, or harbor a
stranger set of beliefs.

Skills: Know Spirituality, Sense Motive

Rucksack: A journal, a set of common clothes,
and a belt pouch containing a few plastic coins.

(NERChANT

At one point you bought and sold items of
value in the marketplaces of the monarchies, or
perhaps in one of the other kingdoms. You still
have a good sense of how to haggle and usually
know when someone attempts to take advantage
of you. Your mercantile skills are good enough
that you can talk confidently on any trading sub-
ject.

Skills: Bluff, Sense Motive

Rucksack: A set of scales, a set of fine clothes,
and a purse containing some plastic coins.
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7 Nosle

Whether you are a pampered aristocrat, a
direct descendant of one of the original ruling
families, or a disinherited scoundrel, your family
has a lot of respect and political pull within one of
the six houses. You may feel an instinctual rivalry
with any fellow nobles, or kinship in the face of
commoners.

Skills: Know History, Persuade

Rucksack: A signet ring in your house colors,
a set of fine clothes, and a purse containing many
plastic coins.

QUTSIDER

You no longer call the cities of civilization your
home, choosing instead to live in the wild places. Or
perhaps you've never known a roof aside from the sky.
Either way, your life is dangerous and perilous, but at
least it’s your life. Whether or not your exile is selfim-
posed, you know the benefits of true freedom.

Skills: Know Nature, Survive

Rucksack: A bedroll, a set of patched com-
mon clothes, and a belt pouch containing a few
plastic coins.

CHAPTER TWO: AN EXCELLENT CAT

ScbolAK

You spent years learning lost lore and the his-
tory of the world. You've scoured manuscripts,
studied scrolls, and listened to experts on subjects
that fascinated you. Your quest for knowledge is nev-
erending. You will dabble in dangerous tombs and
read forbidden tomes in your hunt for answers.

Skills: Know Arcana, Know History

Rucksack: A magnifying glass, a set of com-
mon clothes, and a belt pouch containing a few
plastic coins.

Solme&

You trained as a kitten to survive on the battle-
field, studying the use of weapons and armor. You
might have been part of the watch or a mercenary
company, or maybe you were part of one of the hous-
es’ elite guard. You may prefer to work alongside your
fellow soldiers, act in defense of others, or lead the
charge with aspirations of regard as a hero.

Skills: Intimidate, Traverse

Rucksack: An insignia of rank, a set of com-
mon clothes, and a belt pouch containing a few
plastic coins.



ABILITY SCORES

call her Tifa von Cywric.

ABILITY SCORES

Every charactet; from the most heroic warrior
to the lowliest moggie, and the most terrifying
monsters to the most unusual species, have six abil-
ities. These abilities act as a character’s physical, so-
cial, and mental building blocks. Nearly every roll
you make in Monarchies of Mau is based on one of
these abilities, so they're important for everyone.
Each ability has a score and a modifier. The scores
generally range from 1-20.

e Strength: Muscle and physical power.

* Dexterity: Paw-eye coordination, agility, reflex-
es, and balance.

e Constitution: Hardiness, stamina, and resis-
tance to pain.

* Intelligence: Learning, knowledge, and reason.

e Wisdom: Willpower, common sense, percep-
tion, intuition, and wits.

e Charisma: Personality, persuasiveness, person-
al magnetism, and ability to lead.

Assign one of the following numbers to each
ability: 15, 14, 13, 12, 10, and 8. You can apply
these numbers to any abilities, but keep the prima-
ry abilities of your cat’s calling in mind. It’s likely
your character will use those abilities more than
any other. The higher the ability score, the greater
the likelihood of success on tasks involving dice
rolls. Add additional bonuses to your scores as per
your cat’s house.

This may surprise you, but my wminister of House Cywmric’s
background will be Criminal. I'm enjoying the idea of a
minister with a shadowy background, perhaps wore bluff
than sincere belief. My character lines her dark clothing
with green, to reflect the colors of House Cywric. | shall

Name:
Calling & Level:
House:
Family:
Background:

— e ———

TIFA VON CYMRIC
MINTSTER/1

CYMRIC

CRIMINAL

HOUSE ABILITY SCORE BONUS

Angora +2 to Intelligence score
Cymric +2 to Charisma score
Korat +2 to Strength score
Mau +2 to Wisdom score
Rex +2 to Dexterity score
Siberian +2 to Constitution score
Shadow Bloc  +1 to any two scores

Having assigned scores to each ability, you can
now add that ability’s modifier in the main box,
writing the score in the small oval underneath.
These modifiers add to or subtract from any rolls
relating to the ability in question, and modify oth-
er components of the game.

SCORE MODIFIER

1 -5
2-3 -4
4-5 -3
6-7 -2
8-9 -1
10-11 0

12-13 +1
14-15 +2
16-17 +3
18-19 +4
20 +5
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Tifa's going to be a
hardy cat, so I'll
assign the 19 to
AN Constitution. Tifa's

\§ going to benefit from

the Charisma bonus of
being a Cywric, so | will assign

14 to Charisma, knowing it will

increase to 16. As a former crim-

inal | suspect she’ll find Pexterity
useful, so that gets a 13 She’s
somewhat wise to the ways of
theworld, so I'll put the 12 in

Wisdow. I'll put 10 in her Intelli-

gence, which is unremarkably av-

erage, and finally, 8 in Strength.

She can take a hit, and maybe

dodge one, but she’s no warrior.

DEXTERITY

COIX1

CONSTITUTION CHARISMA

PrInARY ABIlTIES

Each calling has two primary abilities. These two
abilities are the ones the calling uses the most, par-
ticularly as part of their calling secrets. They also al-

low the cat to use her proficiency bonus for saving
throws (p. 97), so don’t forget about them.

CALLING PRIMARY ABILITIES

Champions Charisma and Strength
Footpads Dexterity and Intelligence
Mancers Intelligence and Wisdom
Ministers Charisma and Constitution
Trackers Constitution and Wisdom
Wanderers Dexterity and Strength

Tifas a minister so |

I color in the cirele
next to her primary
A abilities of Constitu-
% tion and Charisma. |
can fill in the boxes be-
side thewm in a little while. Don't
worry about thewm for now.

SAVING THROWS

STRENGTH

DEXTERITY
CONSTITUTION
INTELLIGENCE

WISDOM

T

CHARISMA
LW‘WM\_/:;)/W\J

SCAMINA POINTS

Try as they might to avoid harm, when a blow

-

connects with a cat, she loses stamina. When a
cat’s stamina runs out, she may fall unconscious
or be in danger of dying (p. 108). In Monarchies
of Mau you track how healthy your cat is through
both stamina points and stamina dice.

Your cat’s stamina points are determined by
her calling, which gives a set number that is added
to her Constitution modifier for a final number of
stamina points. Every time your cat gains a level,
that amount adds again to her stamina point total,
giving her more and more stamina points. With
each level, your cat gets tougher!
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Your cat also has stamina dice — the die type
of your stamina dice is based on your character’s
calling, ranging from d6 to d10. A cat’s total stami-
na dice equal her level. For example, a fourth-level
champion has 4d10 stamina dice. These dice see
use in a variety of ways, but mostly they allow the
cat to regain some of her stamina points during an
adventure or at rest.

STAMINA

POINTS/
LEVEL

STAMINA

CALLING DICE/LEVEL

Champions 10 + Constitu-  d10
tion modifier

Footpads 8 + Constitution  d8
modifier

Mancers 6 + Constitution  dé
modifier

Ministers 6 + Constitution  dé
modifier

Trackers 10 + Constitu- d10
tion modifier

Wanderers 8 + Constitution  d8

modifier

Ministers have 1d6

stamina dice, putting

Tifa at the weaker end

of the wedge. Not to
worry though: as | as-

signed her Constitution an

ability score of 15 she has a +2 to her
starting stamina of 6. Tifa starts with
8 stamina points. Here's how | com-
plete this part of her character sheet:

8 / 8

CURRENT/MAXIMUM STAMINA
\_ POINTS .

(____ stawmapice |
1D6

\_ TOTAL Y,

s ———

ROFICIENCY Bonus
PThe proficiency bonus represents your cat’s
growth in knowledge and experience. Your cat
adds her proficiency bonus to die rolls when using
the skills she knows. Your cat’s proficiency bonus
increases over time, as she gains levels. A first-level
cat starts with a proficiency bonus of +2, and it’s
applied in the following rolls:

e Attack rolls using weapons for which she
has an appropriate aptitude secret (p. 77)
e Attack rolls with spells she casts (p. 113)

e Ability checks using skills she has (see p.
74)

¢ Saving throws in which she uses one of her
calling’s primary abilities (p. 97)

e Saving throw difficulties for spells she casts

(p. 113)

Your cat’s proficiency bonus can’t be added
more than once to a single die roll or to another
number. However, the proficiency bonus might
occasionally be modified (doubled or halved, for
example) before you apply it.

Tifa's a first-level

minister, gaining a
proficiency bonus of
+2 that | add to the
appropriate part of
her character sheet.

G@ PROFICIENCY BONUS )

With the proficiency bonus han-
dled, I can fill out that saving
throws section we looked at
earlier. For her primary abilities

I add both her ability bonus and
proficiency bonus. For her other
abilities, | add only the ability
bonus where she has one. Sadly for
Tifa, that means a negative bonus
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for Strength, but pleasingly, look {

at how good her Charisma is. Looks
like she’ll be using a champion in
her party as a shield or attempting
to negotiate with most enewies.

SAVING THROWS

O STRENGTH

O DEXTERITY

o CONSTITUTION
O 0 | mINrEwGENCE
O WISDOM

\. CHARISMA )

R
Skﬂl

Skills are things your cat flourishes at, and help
define what makes her an excellent cat. Think of
them in the context of conversation — when your
cat wants to tell others what she is good at, she
might say “I can tame any beast (Handle Animal),
bluff my way past any guard (Bluff), tell when some-
one is lying to me (Sense Motive), and know all
about a variety of faiths (Know Spirituality).” Skills
are binary: You either have a skill or you don’t.

Whenever your cat takes an action involving
one of her six abilities, check to see if your character
has a relevant skill for the roll. If so, you can add her
proficiency bonus to the ability check, in addition
to any ability modifier associated with the roll.

The skills generally fall under certain abilities,
but if you can justify a skill being used with another
ability (and your Guide agrees), you can add your
cat’s proficiency bonus as normal. For example,
Perform is usually a Charisma skill, but if a footpad
wants to gymnastically vault from beam to beam,
making a show of her agility to entertain people,
she may ask to use Perform as a Dexterity skill.

Sometimes, if your character doesn’t have the
appropriate skill, you may roll as normal, without a
proficiency bonus. Occasionally you may roll at a
disadvantage, or not be able to roll at all (such

as understanding the secret language of another
house without Know Culture). Each situation is
up to the Guide to decide whether you can roll,
and if your cat is at a disadvantage.

Your cat gets both skills listed with her back-
ground, as well as two more from the list given
with her calling.

BACKGROUND SKILLS

Common Folk Handle Animal, Survive

Criminal Bluff, Sneak

Disciple Know Spirituality, Sense
Motive

Merchant Bluff, Sense Motive

Noble Know History, Persuade

Outsider Know Nature, Survive

Scholar Know Arcana, Know History

Soldier Intimidate, Traverse

SERENGTh

Intimidate: This skill helps your character in-
fluence someone through threats, physical violence,
and other hostile actions. You may channel intim-
idation through body language, actions, or words.

Dexcercy

Balance: This skill enables your character to
remain upright in precarious situations, such as
trying to balance on a tightrope, maintain footing
on a slippery slope, or hold steady on a high tree
branch during a gale.

Sneak: This skill covers your character’s ability
to conceal herself from onlookers, slip away with-
out notice, sneak past guards, or conceal some-
thing on her person.

Steal: This skill enables your cat to take something
from someone else without them noticing, as well as
the ability to bypass locks, doors, and other barriers.

CONSCICUTION

Traverse: This skill covers your character’s
ability to use her body to overcome physical ob-
stacles, by climbing them, jumping over them, or
swimming through them.
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Champions Choose two from Balance, Handle Animal, Intimidate, Notice, Persuade, Search,
Sense Motive, Survive, and Traverse

Footpads Choose two from Balance, Bluff, Notice, Perform, Persuade, Search, Sense Motive,
Sneak, Steal, and Traverse

Mancers Choose two from Heal, Know Arcana, Know Culture, Know History, Know Nature,
Know Spirituality, Notice, Search, and Sense Motive

Ministers Choose two from Heal, Know Arcana, Know Culture, Know History, Know Spirituali- |
ty, Persuade, and Sense Motive :

Trackers Choose two from Handle Animal, Know Culture, Know Nature, Notice, Search,
Sense Motive, Sneak, Survive, and Traverse

Wanderers Choose two from Balance, Know History, Know Spirituality, Notice, Perform, Sneak,
Survive, and Traverse

INCelligence language, Know Culture allows your cat to understand a

particular society’s lexicon, idioms, or euphemisms.

Know Arcana: This skill represents your char- Ko Histof)h hisskill Tenresrnl bur aha

acter’s ability to recall information about historical
events, legendary people, and some of the more com-
mon myths of the lost civilizations of the Old Ones.

acter’s ability to recall information and lore about
magic, spells, masterwork relics, and the like, as
well as read the language of the Old Ones.

Know Culture: This skill helps your character un-
derstand the nuances of cat society (such as the intricacies
of the Ruling Council), or to understand a different cul-
ture entirely. While all the uplifted speak the same core

Know Nature: This skill represents your character’s
ability to recall information about terrain, plants (from nu-
tritious to toxic), animals, the weather, and natural cycles.
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Know Spirituality: This skill represents

your character’s ability to recall information

about the spirituality of the Nine Lives, rites and

prayers, the personal spiritual relationship with

the Old Ones, and even the beliefs and religions
of other species.

Wispom

Handle Animal: This skill covers your charac-
ter’s ability to calm down a domesticated animal,
assure your mount isn’t spooked by nearby danger,
or discern an animal’s intentions.

Heal: This skill covers your character’s ability
to stabilize a dying companion (see p. 109) or diag-
nose an illness, including types of poisoning.

Notice: This skill covers your character’s aware-
ness of his surroundings, noticing sudden changes in
the environment, and his overall keenness of sense.
Cats value sight and smell equally, and sometimes a
distinct smell is more useful than what a cat can see.

Search: This skill helps your character as he
actively looks or smells for clues or hidden items,
as well as deduces where they might be found. It’s
different from Notice because the character is ac-
tively looking instead of reacting to stimuli.

Sense Motive: This skill helps your character
determine someone’s true intentions. Whether
uncovering a lie or predicting her actions, the cat
learns the truth through observation of her target’s
body language, speech patterns, and mannerisms.

Survive: This skill represents your cat’s abili-
ty to follow tracks, hunt game, identify signs that
enemies live nearby, predict the weather, or avoid
natural hazards.

ChARISMA

Bluff: This skill helps your character to con-
vincingly hide the truth. Whether verbally or
through his actions, he can mislead others by am-
biguity or outright lies.

Perform: This skill covers how well your char-
acter can please and delight an audience, whether
it’s by storytelling, acting, dancing, music, or some
other form of entertainment.

Persuade: This skill represents your character’s
ability to influence someone through tact, social
grace, diplomacy, or a generally positive nature.

By choosing Criminal

as a background for \
Tifa, she gains Bluff
and Sneak as skills.
Now that I've assigned
ability scores, | can look at
the skills on offer for ministers, and
see which ones would svit Tifa best.
As | think about this silver-tongued
cat, more gifted with charm than
wisdow, | feel Persuade is a natural
fit. While Sense Motive is another
tempting skill to choose, I'll instead
choose Know Culture. She may not be
the wost spiritual minister, but she
knows a lot about the other houses.

Bluff

Sneak
Persuade
Know Culture

.

ECRETS

Secrets are the special abilities and powers cats
gain as they improve. Secrets come from your cat’s
calling, house, and sometimes from absorbing
masterwork relics (see “Masterworks,” p. 182).

Your character’s house comes with two secrets
— one’s already determined, so choose the oth-
er and mark them both down on your character
sheet. For your character’s calling, you receive a
few aptitude secrets for free. In addition, you can
choose one of the two secrets listed under “first
secrets” and add it to your sheet.
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learning New SQecrets

Every level, your cat has the option to gaining
a new calling, house, or aptitude secret as part of
her improvement (p. 111). This new secret must
be one your character has access to — she cannot
choose secrets outside her calling, for example.

Similarly, you can choose to refine a secret
your cat already has, reflecting how the cat learns
to use her secret in a new way or more effectively.
There’s a list of all refinements a cat can take un-
der the appropriate secrets. Unless otherwise stat-
ed, each refinement can only be taken once, but
they can be taken in any order.

ApTrtune SECRETS

nyone can don armot, but few can walk com-
fortably in layers of metal plate. Any cat can swing
a sword, but it takes a stalwart champion to wield
it with prowess. Aptitude secrets allow your charac-
ter advantages when using certain kinds of items,
such as weapons and armor.

CALLING APTITUDE SECRETS

Champions Simple Weapon Aptitude,
Martial Weapon Aptitude, Light
Armor Aptitude, Medium Armor
Aptitude, Heavy Armor Apti-
tude, Shield Aptitude

Simple Weapon Aptitude,
Martial Weapon Aptitude, Light
Armor Aptitude

Footpads

Simple Weapon Aptitude, Light
Armor Aptitude

Mancers

Simple Weapon Aptitude, Light
Armor Aptitude

Ministers

Simple Weapon Aptitude,
Martial Weapon Aptitude, Light
Armor Aptitude, Medium Armor
Aptitude, Shield Aptitude

Simple Weapon Aptitude,
Martial Weapon Aptitude, Light
Armor Aptitude

Trackers

Wanderers

Snple WeApon Aptitude

Any cat can use a simple weapon, but those
with this secret add their proficiency bonus to at-
tack rolls when using any simple weapon. Simple
weapons include clubs, daggers, darts, handaxes,

javelins, maces, quarterstaves, shortbows,
sickles, slings, small crossbows, spears, and un-
armed punches, kicks, and bites.

(NARTIAL WeEAPON ApTrcune

Using martial weapons requires training and
dedication — a cat without this secret always at-
tacks with such weapons at a disadvantage. Cats
with this secret, however, can use martial weapons
well — they don’t roll at a disadvantage, and they
also add their proficiency bonus to attack rolls
using them. This includes battleaxes, crossbows,
flails, glaives, greatswords, greataxes, halberds,
lances, longbows, longswords, rapiers, scimitars,
shortswords, tridents, war picks, warhammers, and
whips.

Characters must have the Simple Weapon Ap-
titude secret before they can take Martial Weapon
Aptitude.

ExoTIC WeApoN ApTicupe

Exotic weapons are so strange and rare that
it’s hard to train in them, and most cats can’t even
work out how to use such bizarre weaponry. How-
ever, a cat with this secret has been around these
exotic weapons enough that she can not only use
them, but can also add her proficiency bonus to
attack rolls using them. This doesn’t include mas-
terwork weapons that are based on existing simple
or martial weapons (such as masterwork swords) —
those weapons only require either Simple Weapon
Aptitude or Martial Weapon Aptitude.

Characters must have the Martial Weapon Ap-
titude or Masterwork Knowledge secret before they
can take Exotic Weapon Aptitude.

lighc Armer Apcrcupe

The cat with this secret can wear light armor
effectively, giving her a defense of 11 + her Dex-
terity modifier. Examples of light armor include
padded armor, leather armor, and studded leather
armor.

Mepum ARMOR APTICUDE

The cat with this secret can wear medium ar-
mor effectively, giving her a defense of 13 + her
Dexterity modifier. Further, the cat’s Dexterity
checks (not attack rolls) are at a disadvan-
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tage. Examples of medium armor include
hide armor, a chain shirt, scale mail, and half
plate mail.

Characters must have the Light Armor Apti-
tude secret before they can take Medium Armor
Aptitude.

heavy Armoer Apcrcupe

The cat with this secret can wear heavy armor
effectively, giving her a defense of 16 (no Dexteri-
ty modifier is added). Further, the cat’s twolegged
and fourlegged speeds (p. 94) are reduced by five
feet, and her Dexterity checks (not attack rolls) are
at a disadvantage. Examples of heavy armor include
ring mail, chain mail, splint mail, and plate mail.

Characters must have the Medium Armor
Aptitude secret before they can take Heavy Armor
Aptitude.

Spielo Aptrcupe

The cat with this secret can use a shield ef-
fectively, giving her +2 to her defense. However,
she only has one free paw and cannot use weap-
ons or objects with the “two-pawed” quality (p.
93). Further, the shield offers no benefit against
attacks that the user cannot actively defend against
(such as attacks from behind or spell effects that go
around corners).

DARKVISION

Cats with this secret gain Darkvision, allowing
them to see further in darkness. Characters using Dark-
vision in darkness can only see in black and white. Dark-
vision does not allow a cat to see invisible creatures.

MAGIC ApTrcupe

Not only mancers and ministers can cast
spells. All cats have a little bit of magical capabili-
ty, and a cat who learns Magic Aptitude (called a
dabbler) has access to some first-level spells, which
can sometimes be the crucial ace in the hole.

Upon taking this secret, the cat chooses to fo-
cus on either mancer spells or minister spells. Once
chosen, this choice is permanent, so think carefully!
If the cat chooses mancer spells as a focus, Intel-

ligence is the ability the cat uses for spellcasting,
while minster spells use Charisma.

Once you decide on your cat’s focus, the cat
has a number of spell slots equal her level plus
her Constitution modifier. She also gains all basic
spells for her focus, and can choose two first-level
spells from her area of focus as well.

Mancers and ministers cannot take this secret,
as they have secrets of their own which replace and
improve on this aptitude.

Refinements

e The cat may take two more first-level spells
in her area of focus.

CAIUNG Sec&e'cs
These are thesécrets that are specific to a cat’s

calling. At first level, each character starts with one
of two calling secrets.

CALLING FIRST CALLING SECRET

Champions Either Barbed Heckle or Fight-
ing Style

Footpads Either Expertise or Precise
Attack

Mancers Either Good Memory or Mancy

Ministers Either Given the Voice or Invig-
oration

Trackers Either Smite or Weapon to Paw

Wanderers Either Martial Arts or Unar-

mored Defense

ChAmpiong
Champion secrets revolve around leadership,
power in combat, and brilliant swashbuckling.

Charisma and Strength are helpful when using
these secrets.

BARBeD heckle

The champion throws insults or sings a
song of mockery against an opponent that em-
boldens the champion and her allies, giving
them the confidence needed to overcome the
opposition.

When the champion heckles an enemy, all al-
lies within 10 feet of the target gain a bonus equal
to the champion’s Charisma modifier to any sav-
ing throws.
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Refinements

¢ Barbed Heckle now affects the champion
and any ally within 30 feet.

¢ The champion now cannot be Scared. All
allies within range gain a saving throw
against being Scared even if they would
not normally receive one.

ﬁqbtmq baL:

The champion has mastered a fighting style,
giving her certain advantages in combat. The first
time this secret is chosen, choose from the follow-
ing options:

¢ Defensive style: +1 to defense when wear-
ing armor.

¢ Dueling style: When wielding a melee
weapon in one paw and no other weapons,
damage rolls gain +2.

¢ Great weapon style: When wielding a two-
pawed melee weapon, a 1 or a 2 on a damage
die can be rerolled, but the new roll is final.
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Protection style: When wielding a shield
and when an opponent attacks an ally
within five feet of you, use a reaction to
give the opponent a disadvantage.

Two-weapon fighting style: When wielding
two light weapons, add your ability modifi- i
er and your proficiency bonus to the dam-

age roll. As with anyone using two light |
weapons, you can make a second attack on g
the same target with your bonus action. ,

Refinements E

The champion can choose an additional
fighting style. This refinement can be tak-
en multiple times.

Critical strike style: When wielding a me-
lee weapon, the champion can choose to
roll a number of damage dice equal to her
proficiency bonus. This style can be used a
number of times equal to the champion’s
Strength bonus (minimum of 1) before the
cat needs to sleep.
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honoer ChAllenge

Using conviction and manipulative words,
the champion can force someone to take up battle
against them.

Any character with a negative disposition to-
ward the champion — perhaps due to prior insults
or blows being exchanged — is subject to this secret.
If the target is within earshot of the champion, and
the champion uses a bonus action to formally request
they participate in a duel, the target must succeed on
a Wisdom saving throw against 10 + the champion’s
Charisma modifier, or agree to duel. Terms of the
duel may still be negotiated, as this secret influences
the target, rather than controlling their mind. This
can be used once before the cat needs to sleep.

Refinements

e The champion may choose to add their
Strength and their Charisma modifier to
the saving throw difficulty.

e The champion may give the target freedom
to decline, though doing so results in the
target’s humiliation, lowering all their sav-
ing throws by -2 for a day.

o [If this refinement is taken again, the cham-
pion may force the duel terms, such as
which weapon is used or requiring a duel
to first blood.

INSPIRING NWWORD

Using leadership and strength of personality,
the champion encourages allies to keep fighting.

If any ally is within 60 feet and can see or hear
the champion, she can use a bonus action and
speak something encouraging, allowing all allies
within range to immediately use a stamina die to
regain stamina points or spell slots. This can be
used a number of times equal to the champion’s
Charisma modifier (minimum of 1) before the cat
needs to sleep.

Refinements

e The champion now adds 1d6 stamina
points or spell slots to the results of the
stamina die roll.

o [If this refinement is taken a second time,
this increases to 1d10.

e The champion can now touch an ally and
give the benefit without speaking.

e The champion can now use her reaction
(when it’s not her turn) to allow an ally to
immediately reroll a saving throw.

OOCPADS
Footpad secrets are based around cunning,

precision, and speed. Dexterity and Intelligence
are both useful for these secrets.

ARChery

Some callings are particularly experienced
with ranged weapons, becoming very accurate with
them.

Once this secret is taken, the cat gains +2 to all
attack rolls with ranged weapons.

Refinements

e The cat now gets an advantage on ammu-
nition saving throws (p. 93).

e The cat can now make a second ranged at-
tack on the same target as a bonus action.

o If this refinement is taken again, the cat
can choose a different target with this bo-
nus action.

*  The cat can now reroll any damage die for
a ranged weapon that shows a 1, but the
new roll must be kept.

o [f this refinement is taken again, any dam-
age die that shows a 1 or 2 can be rerolled.

EXPERTISE

Footpads are very cunning, and can master
skills quickly.

The footpad chooses two skills. His profi-
ciency bonus is doubled for any ability check that
makes use of either of those skills.

Refinements

e The footpad can choose two more skills.
His proficiency bonus is doubled for any
ability check that makes use of any of the
four skills chosen. (Like most refinements,
this can be taken only once.)
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Precise Actack

Most footpads aren’t honorable fighters. They
know that doing the most damage is all that mat-
ters. Once per turn, the footpad can add 1d6 to a
melee attack damage roll if she has advantage for
any reason, or if an ally of the footpad is within five
feet of the target.

In addition, the footpad can make a Dexterity
check (difficulty is 10 + the highest Wisdom mod-
ifier of all active opponents) as an action to hide
in the shadows or otherwise avoid a target’s atten-
tion. If successful, she gains an advantage on her
next melee attack roll.

Refinements

¢ The footpad now adds 1d8 to the damage
roll.

o [f this refinement is taken again, she adds
2d6 to the damage roll.

o If this refinement is taken a third time, she
adds 2d10 to the damage roll.

¢ The footpad can now use this secret on
melee or ranged attacks.

¢ The footpad can now make a Dexterity
check to hide as a bonus action, instead of
a regular action.

‘CRAP SenNse

Locks. Security wards. Traps. No matter what
device keeps a footpad from her goal, she has a
secret to getting around it.

The footpad can choose either Intelligence or
Wisdom when avoiding traps (see p. 102). Further,
any saving throws to avoid traps have advantage.
Finally, she doubles her proficiency bonus on all
checks to bypass a lock, trap, or similar device that
keeps her from her objective. The device is broken
on a success.

Refinements

¢ The footpad no longer breaks the device.
Further, she can re-engage it if she chooses.
She must make another attempt to bypass
it if she doesn’t have a legitimate means
to deactivating it (a key, a security incanta-
tion, and so on).

¢ All allies within 10 feet of the footpad
now have an advantage to their Wisdom
saving throws when near traps.

e All allies within 10 feet of the footpad
can now make a Dexterity saving throw to
avoid all damage from activated traps, even
if they would not normally receive a saving
throw.

()ANCERS

Mancer secrets rely on the cat’s intellectual
understanding of magic, hidden knowledge, and
forbidden treasures. A cat with high Intelligence
excels in the role of mancer.

Good Memory

The cat learns a lot of unrelated information in
the process of studying ancient mysteries, and has an
easier time recalling that knowledge than most. The
character can choose up to two Intelligence-based
skills she has — the proficiency bonus for those spe-
cific skills is now doubled. The cat can also use an
Intelligence-based skill as a bonus action at any time.

Refinements

¢ The cat can now use any Intelligence-based
skill at a disadvantage if she normally
would not get a roll at all, such as reading
the mystical script of the Old Ones when
she doesn’t have the Know Arcana skill.

INhERITED ARCANA

Once in a rare while, a cat who has internal-
ized the power of a relic can pass it on to her kit-
tens, if they have a strong aptitude for magic. This
mancer is one such inheritor, and may believe such
an ability comes from one of her past lives.

Choose the effects of any masterwork item
marked “can be absorbed.” The mancer now has
that secret.

Refinements
* Same as refining the absorbed masterwork item

(i.e., if no refinements are listed, the Inherited
Arcana secret cannot be refined).
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MANCY

The mancer starts with a personal focus
made of bone (p. 113). By taking this secret, the cat
has become spiritually attuned to the focus, and
can draw and channel arcane energy through it. In
effect, the cat uses the focus to cast spells.

This focus is powered by the mancer’s life
force and, once attuned, is uniquely tied to the
mancer — another cat cannot use it, and another
mancer with a similar focus might find that it al-
lows her to create different effects.

Upon taking this secret, the mancer learns
three basic spells that can always be used by the
focus (Chill Touch, Eldritch Blast, and Prestidigi-
tation — see p. 112 for more information). In addi-
tion, the mancer can choose two firstlevel spells.
All references to “spellcasting ability” are referenc-
es to Intelligence.

Refinements

e The mancer can choose spells of the
next-highest spell level (p. 113). This re-
finement can be taken multiple times.

e The mancer can learn four more spells at
her current spell level this advancement
(for a total of six; p. 113). This refinement
can be taken multiple times.

SpellweAve&

The mancer with this secret can improve the
effectiveness of her spells. Upon taking the secret,
the mancer chooses one style:

e Distant style: Spend one additional spell
slot to double the range of any spell with a
range of five feet or more.

e Extended style: Spend one additional spell
slot to double the duration of any spell
with a duration of one minute or longer.

e Powerful style: Spend one additional spell
slot to give disadvantage to any saving
throws the target must make for the dura-
tion of the spell.

e Precision style: Spend one additional spell
slot to have the option for rerolling the
damage dice of any spell. If rerolled, the
new roll must be kept.

e Quickened style: Spend one additional
spell slot to change the casting time of a
spell from one action to one bonus action.

Additional spell slots are expended at the
same time as the spell slots to cast the spell are
spent. The mancer must have the Mancy secret be-
fore she can take Spellweaver.

Refinements

e The mancer can choose an additional
Spellweaver style. This refinement can be
taken multiple times.

QINISTERS

Minister secrets work best when the cat is both
robust and compelling. Constitution and Charis-
ma are very helpful with these secrets.

QNGN The YVoice

Ministers use the power of their voice to perform
incredible feats of magic. These sermons, commands,
or rants are powered by the minister’s life force. New
incantations are learned either from extensive study
within the archives of the various houses, or through
intense meditation and communion.

Upon taking this secret, the minister learns
three basic spells that can always be used through
the minister’s mastery of the voice (Animal Friend-
ship, Thaumaturgy, and Vicious Mockery — see p.
112 for more information). In addition, the minis-
ter can choose two first-level spells. All references
to “spellcasting ability” are references to Charisma.

Refinements

¢ The minister can choose spells of the
next-highest spell level (p. 113). This re-
finement can be taken multiple times.

¢ The minister can learn four more spells at
her current spell level this advancement
(for a total of six; p. 113). This refinement
can be taken multiple times.

bealing

Ministers are, by their natures, healers. As
such, while they have access to a variety of spells
that help them with healing, in a pinch they can
use some of their own life force to help their allies.
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When this secret is taken, ministers can give
another character one of their stamina dice as a
bonus action. The character receiving the die rolls
it immediately, and adds the result to his stamina
points.

Refinements

¢ The minister can now add 1d6 to the num-
ber of stamina points given from all heal-
ing spells and uses of the Healing secret.

o [f this refinement is taken again, this bo-
nus increases to 1d8.

o If this refinement is taken a third time,
this bonus increases to 1d10.

¢ The successful use of a minister’s healing
spell or the Healing secret now also gives
the target the chance to remove condi-
tions. The target makes a Wisdom saving
throw for one condition (difficulty is the
original spellcaster’s spell difficulty, if
from a spell, or 15 otherwise). If the sav-
ing throw is successful, the condition is
removed.

o If this refinement is taken again, after a
successful healing spell or use of the Heal-
ing secret, the target now automatically
removes any one condition she desires, as
if the target succeeded in their Wisdom
saving throw.

INVIGORATION

The minister can encourage his allies and
friends, whether through inspirational words, en-
thralling song, or by sheer enthusiasm.

If at least one ally is within 60 feet and can
see or hear the minister, he can use a bonus action
to give all allies in range an encouragement die (a
d4). The target must use the encouragement die
on their next d20 roll, adding the results of the die
to their d20.

This secret can be used a number of times
equal to the cat’s Charisma modifier before the cat
needs to sleep.

Refinements

¢ The encouragement die is changed to a d6.

o [If this refinement is taken a second
time, the encouragement die increases
toa d8.

e The ally can now immediately roll the encour-
agement die and regain that many stamina
points or spell slots, instead of using it to add
to a d20 roll. The die is expended as normal.

SGCOND NXIND

Ministers learn to push past the pain and per-
severe in the most unusual of environments.

The minister can take a bonus action to roll
one of his stamina dice and regain stamina points
or spell slots immediately. He can do this once be-
fore resting or sleeping.

Refinements

¢ The minister can now add his proficiency
bonus to the stamina or spell slot die roll.

¢ The minister can now spend as many
stamina dice as he likes on a Second Wind
roll.

¢ The minister can now use this secret a
number of times up to his Constitution
modifier (if greater than 1) before resting
or sleeping.

‘CRACKERS

Tracker secrets involve understanding of the
wilderness, as well as rugged determination. High
Constitution and Wisdom are therefore useful for
these secrets.

Beast mAster

After spending a lot of time around animals,
the tracker can calm them. The tracker can give
commands to animals as per the Command spell
(p. 118). She can do this a number of times equal
to her Wisdom modifier before sleeping.

Refinements

¢ The tracker can now choose a loyal animal
companion, which uses relevant mechan-
ics for the animal (such as those on p. 191).

o If this refinement is taken again, the
tracker can now communicate flu-

83




ently with his companion by thought,
without needing to speak.

NATURAL EXPLORER

The tracker masters a preferred kind of ter-
rain.

Once this secret is chosen, the tracker picks
one type of nonurban terrain (woods, plains,
marsh, desert, hills, mountains, water, and so on).
She doubles her proficiency bonus on all Wisdom
checks related to that type of terrain, including
Survive checks. She also does not need rations to
survive while in her terrain, as she can always hunt
for sustenance (and is therefore effectively allowed
a free Constitution check reroll when sleeping out-
doors — see p.102).

Refinements

e The tracker can choose a second type of
terrain in which to gain the benefits listed
above. All bonuses for this secret now ap-
ply to both kinds of terrain. (As with many
refinements, this can only be taken once.)

e The tracker now moves at her full speed in
her terrain, even if others can’t. She can
also do this while sneaking.

e The tracker now cannot be lost or sur-
prised in her terrain.

S(mt:e

Cats with the Smite secret can impose impres-
sive amounts of damage, particularly against min-
ions of the Unseen.

When the tracker makes a successful attack
roll, she can choose to add 2d8 radiant damage in
addition to her normal damage. She can do this
once before sleeping.

Refinements

e The tracker can now choose to add 2d12
radiant damage instead of 2d8 radiant
damage.

o If taken again, the tracker can now choose
to add 4d8 radiant damage instead of
2d12.
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¢ The tracker can now choose to make the
attack do heat damage instead of radiant.

¢ The tracker can now use Smite a number
of times equal to her Constitution modifi-
er (if greater than one) before sleeping.

WEAPON TO PAW

Thanks to long training and a dose of para-
noia, the tracker will never to fail to bring a weap-
on to paw.

No matter the situation, the tracker can use
an action to bring an environmentappropriate
weapon to bear. For example, indoors this may be
a chair, a kitchen knife, a broken piece of table
leg, a trophy, or a candlestick. Outdoors, this may
be a sharpened stake, a strong vine, a fragment of
bone, a cart wheel, or even a toxic frog that could
be launched into an enemy’s face. The improvised
weapon does 1d6 damage of an appropriate type
(usually bludgeoning, piercing, or slashing), and
the tracker gains an advantage on initiative rolls.
The weapon is destroyed or otherwise lost after
one combat scene.

Refinements

¢ The tracker no longer needs to take an ac-
tion to change weapons or items.

¢ The tracker can now never be surprised,
and will always get an initiative roll.

¢ The tracker’s improvised weapon now
does 1d8 damage of an appropriate type.

WANDERERS

Wanderer secrets represent the cat’s training
and enlightenment gained from her travels. Dex-
terity and Strength are useful when taking these
secrets.

INNER, Felme

The wanderer has learned to harness his own
inner energies, allowing him to perform several in-
credible stunts. Each time he uses Inner Feline, the
wanderer gains one of the following benefits:

¢ Quick Reflexes: Take a Defend, Disengage,

or Run action (p. 105) as a bonus action
on the wanderer’s turn.

¢ Sturdy Body: Spend a stamina die to
regain stamina points as a bonus action.

The wanderer can use Inner Feline a num-
ber of times equal to his Strength modifier before
sleeping.

Refinements

Each refinement adds an additional potential
benefit. Only one benefit can be chosen at a time.

¢ Deflect Missiles: When a physical ranged
weapon attack hits the wanderer, she can
now use her reaction to reduce the damage
by 1d10 + her Dexterity modifier, provided
she has a free paw. If she reduces the dam-
age to 0, she can catch the missile if it is
small enough for her to hold in that paw.
This has no effect on ranged attacks that
use energy, such as force, heat, lightning,
and cold damage.

¢ Graceful Landing: The wanderer can now
use her reaction when she falls to reduce
any falling damage by a number of d8s
equal to her level.

MNARTIAL ARTS

The wanderer has learned to fight her enemies
on her own, using whatever weapons are available
— even her own paws. When the cat is:

¢ Not wearing armor or using a shield (such
as when using the Unarmored Defense se-
cret)

¢ Unarmed or wielding only simple melee
weapons that don’t have the two-pawed
quality (p. 93)

The cat gains the following benefits:

e All attacks while unarmed or with melee
weapons have the finesse quality.

¢ Normal damage while attacking unarmed
or with melee weapons can be replaced
with 1d6 (the type of damage does not
change).

¢ If an attack roll with an unarmed strike or
melee weapon is a success or triumph, you
can make another attack of the same kind
as a bonus action.
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Refinements

e Whenever the wanderer fulfills the re-
quirements for Martial Arts, all allies with-
in 30 feet now also get the benefits of Mar-
tial Arts (without refinements), as long as
the ally fulfills the requirements regarding
armor and armaments.

e Normal damage while attacking unarmed
or with melee weapons can now be re-

placed with 1d10.

o If this refinement is taken again, normal
damage in these circumstances can now be
replaced with 2d8.

e If the bonus action attack roll is a success
or triumph, you can now make a third at-
tack of the same kind by using your reac-
tion.

*  You can choose one additional damage
type for all martial arts attacks from the
following list: acid, cold, force, heat, light-
ning, necrotic, radiant, and thunder. This
refinement can be taken multiple times.

St aNino

Long days and nights of meditation and con-
templation gives the wanderer an edge when people
attempt to force her to do things against her will.

The wanderer adds twice her proficiency bo-
nus to saving throws against compulsion, includ-
ing magical effects such as the Command spell.

Refinements

e The wanderer now gives anyone within 30
feet of her an advantage on saving throws
against compulsion.

e If the wanderer makes her saving throw
against a compulsion effect, she now can-
not be the target of that effect again for 24
hours. In addition, the wanderer can imme-
diately use one of her stamina dice to regain
stamina points or spell slots, if she chooses.

UNARMORED Defense

The wanderer can defend himself without
the need for bulky armor.

Once this secret is taken, and if the wanderer
is without armor or only uses a shield, his defense
is 10 + Constitution modifier + Dexterity modifier

+ shield (if used).

Refinements

e The wanderer’s defense is now increased
by an additional +1. This can be taken up
to three times.

These are thESsecrets to which each house has
access. As part of an improvement, cats can choose

a new secret for their house (a character can only
ever have one kitten secret).

Shadow Bloc characters are different. All of
them start with Cat of the World as their kitten
secret. From there, they choose one house secret at
character creation — any future house secrets must
come from the same house list, as if they were part
of that house. This indicates the Shadow Bloc
character’s personal inclinations, not actual affil-
iation with the house in question.

In general, cats keep house affiliation all their
lives, but some choose to join a different house
once they become adults. For the purposes of cre-
ating your cat, choose which house your character
grew up in, and decide whether your character’s
loyalty to her current house, or rebellion against
her previous one, defines her more. Characters
loyal to their original house can take House Up-
bringing from her current house, while characters
who rebelled against their original house can take
House Upbringing from her previous house. Or,
in either case, they can be a Cat of the World.

It’s possible that,
after character
creation, a cat may
defect to another
house. In those cases,
just take the new House
Upbringing secret as a house se-
cret as your improvement (p. 111),
replacing the original one. Further
house secrets you take in future

~

J
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e

levels are based on your charac-
ter’s current House U.pbringing
secret, not their former one.

A cat in the Shadow Bloc that
later joins a house works the same
way — just take House Upbring-
ing as a house secret for your next
improvement, and future house
secrets are based off the new affili-
ation. Going the other way doesn’t
require a change, though. It’s easi-
er to leave the houses entirely than
it is to join a new one! Cats that
leave a house to join the Shadow
Bloc keep taking house secrets
from their old house.

Krcten Secrecs

Background secrets determine the cat’s envi-
ronment as a kitten before becoming an adventur-

er. There are two kitten secrets: House Upbringing

and Cat of the World.

HOUSE KITTEN SECRET
Angora

of the World
Cymric

of the World
Korat

the World
Mau

the World
Rex

the World
Siberian

Cat of the World
Shadow Bloc Cat of the World

House Upbringing (Cymric) or Cat

House Upbringing (Mau) or Cat of
House Upbringing (Rex) or Cat of

House Upbringing (Siberian) or

house UPBRNGING

The cat grew up as part of one of the six
noble houses. She isn’t necessarily an important
part of the house (that depends on the character’s
background), but she can speak a secret language
known by other cats of that house, as well as expect
small favors from them. Such favors will be offered
only if the help isn’t dangerous or doesn’t cause
any problems. If the player spends fortune, she can
declare that a previously unknown non-player char-
acter of that house is an old friend or relative on
good terms with the cat.

CAT o The WOoRD

The cat never knew the support of the noble
houses, or isn’t much interested in the details of
house membership. Instead, she had to rely on
herself and those she met during her life. The cat
knows various non-player characters related to her
background — military personnel if the cat has the
Soldier background, diplomats and aristocrats for
the Noble background, and so on. The Cat of the
World can ask such characters for small favors and
expect a degree of recognition and respect amongst
her peers. If the player spends fortune, she can de-
clare that a previously unknown non-player char-
acter tied to her background is an old friend or
relative on good terms with the cat.

HOUSE SECRET

House Upbringing (Angora) or Cat  Voracious Learner

Immaculate Grooming

House Upbringing (Korat) or Cat of Brute Strength

Keen Observer
Perfect Balance
Hardy Constitution

Choose one from Brute Strength,
Hardy Constitution, Inmaculate
Grooming, Keen Observer,
Perfect Balance, or Voracious
Learner
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house Angora

House Angora secrets key off the cat’s inher-
ent intellect. As such, high Intelligence will often
produce the best results with these secrets.

CRININAL BehAvior

The Angora with this secret can make an In-
telligence check (difficulty 15) to immediately de-
duce a critical clue related to a crime scene they are
examining. This secret may reveal a murder weap-
on, the route by which a thief escaped, the type of
poison used, or even the motive behind a crime
based on the crime scene’s layout. Most Angora
experience a tingling of the whiskers when in the
presence of a recent crime scene.

Depuctrve Serike

The Angora with this secret can observe an
enemy to learn where her opponent’s weaknesses
are. The Angora can observe one target as a bo-
nus action. Any round after the one in which the
Angora observed the opponent, she can make an
attack roll using her Intelligence modifier instead
of Strength or Dexterity. If successful, the Intelli-

gence modifier also adds to her damage. Once the
attack is made, or if the Angora observes a differ-
ent target, the effects of Deductive Strike on the
original target are lost.

MNASTeRWORK KNowlepge

The Angora with this secret can make an In-
telligence check (difficulty 15) to immediately de-
termine all magic properties of a masterwork she
holds, including how to activate those functions (if
appropriate), and how many charges are left (if any).

Upon taking this secret, the Angora can add
the Know Arcana skill to her character sheet im-
mediately after taking Masterwork Knowledge, if
she doesn’t already have it. Further, she can choose
to take the Exotic Weapon Aptitude secret (p. 77)
with a future improvement without needing to
learn Martial Weapon Aptitude first.

Voracious leArNeR

The Angora with this secret gains an advan-
tage on Intelligence checks involving something
the cat might have read or heard about in the past.
It does not apply to situations that are new to the
Angora’s experience.
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hoeuse Cymric

House Cymric secrets work best when the cat
is being charming — useful when she has a high
Charisma.

ChARMING DISCOURSE

After a few minutes of conversation, a target is
Charmed (p. 109) for one hour, unless he makes
a Wisdom saving throw. If the target is currently
being threatened or attacked by the Cymric or her
allies, however, he receives an advantage to his sav-
ing throw, and subsequent aggressive acts give ad-
ditional saving throws with an advantage.

This secret can be used a number of times per
day equal to the Cymric’s Charisma modifier (min-
imum of 1), before the cat needs to sleep.

DISTRACTING BANTER

A Cymric with this secret rambles at or insults
a single target. If the target fails a Wisdom saving
throw, she becomes Confused until the end of the
target’s next turn.

The cat can perform Distracting Banter a
number of times equal to her Charisma modifier
(minimum of 1) before needing to sleep.

ImmACULATE GROOMING

The Cymric gains an advantage on Charisma
checks involving making friends or being polite.

SpPY The UNseeN

With a successful Wisdom check (difficulty
equal to 10 + target’s Wisdom modifier), the cat
can spy unnatural ripples in the air, denoting the
presence of any objects or beings that are invisible
within her range of vision, as if they were normally
visible. Such characters can attempt a Wisdom sav-
ing throw to remain undetected, if they know they
have a chance of being sensed.

This secret also allows the cat to sense if Un-
seen characters are possessing others, after the cat
has a conversation with the target assumed to be
possessed (and a successful Charisma check, with a
difficulty equal to 10 + the target’s Wisdom mod-
ifier). A cat’s fur stands on end whenever this de-
tection succeeds.

hoeuse Korat

House Korat secrets all involve the effective
use of physical power. Effective use of these secrets
is helped by having a high Strength.

Bruce Serengeh

The Korat with this secret gains an advantage
on Strength checks involving lifting or pulling
something.

quhtemmq COUNTENANCE

After a few minutes of threats or intimidat-
ing gestures from the Korat, a character is Scared
(p. 110) for one hour, unless he makes a Wisdom
saving throw, with a difficulty equal to 12 + the
intimidating cat’s Strength modifier. If the target is
currently being attacked by the Korat or her allies,
however, he receives an advantage to his saving
throw, and subsequent acts of violence give addi-
tional saving throws with an advantage (it’s easier
to threaten someone with violence before you ac-
tually hurt them).

This secret can be used a number of times per
day equal to the Korat’s Strength modifier (mini-
mum of 1), before the cat needs to sleep.

Mighty ‘Thews

For one round, the Korat with this secret gains
an advantage on all attack rolls and Strength abil-
ity checks. The Korat can use this secret a number
of times equal to his Strength modifier (minimum
1) before the cat needs to sleep.

TiGer SERenGTh

The Korat with this secret has schooled their
companions in getting the best results from their
bodies, at least temporarily. With motivational lan-
guage, a collective mantra, or bellowing like a drill
sergeant, the Korat’s words allow companions to
double their Strength modifier (or add 1, if their
modifier is negative) until they take damage or
stop to rest. Use of this secret makes the affected
companions lose 1d4 stamina points once the ef-
fect wears off.
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hoeuse MaAu

House Mau secrets work best with the cat’s
intuition and thoughtfulness. A good Wisdom is
useful with these secrets.

ANIOAL FRIENDS

After a few minutes of soothing a (non-uplift-
ed) animal, the creature is considered Charmed (p.
109) for one hour, unless it makes a Wisdom saving
throw. If the animal is currently being threatened or
attacked by the Mau or his allies, however, it receives
an advantage to its saving throw, and subsequent acts
give additional saving throws with an advantage.

This secret can be used a number of times per
day equal to the Mau’s Wisdom modifier (mini-
mum of 1) before the cat needs to sleep.

Keen OBserver

The Mau with this secret gains an advantage on
all Wisdom checks involving hearing, sight, or smell.

No CAt’S Fool

House Mau consists of many canny cats who
bodily react to the lies of others. The Mau with
this secret is skilled in detecting deception, and
possesses body language that gives away a liar. This
cat gains an advantage on Wisdom saving throws
against being deceived, as do her companions if
they are conversant with the Mau’s physical behav-
ior. Mau react in different ways to lies. Some bris-
tle angrily, others yawn, and several find their ears
twitching as if picking up danger nearby.

Quick Suqqesaow

The Mau with this secret give another charac-
ter advice as a bonus action. The person receiving
the advice can add 1d4 to any ability check of her
choice within the next hour. The target can roll
the die before or after making the ability check.

The character with this secret can use it a
number of times equal to his Wisdom modifier
(minimum of 1) before the cat needs to sleep.

house Rex

House Rex secrets are focused on improv-
ing or making use of the cat’s speed. As

such, Dexterity can be important to the use of
these secrets.

INhEReNT GRACE

If the Rex with this secret is subjected to an
effect that allows her to make a Dexterity saving
throw to take only half damage, she instead takes
no damage if the throw is successful, and only half
damage if the throw fails. She still takes full dam-
age if the saving throw is a botch, however.

INSTINCTIVE DODGE

The Rex’s defense is increased by 2 for one at-
tack. This can be used after a successful attack, poten-
tially turning a hit into a miss. This secret can be used
a number of times equal to the Rex’s Dexterity mod-
ifier (minimum of 1) before the cat needs to sleep.

Perpecc BAlAnce

With this secret, the Rex gains advantage on
all ability checks that involve balance. Further, all
damage from falling is halved.

Speeoy Runner

The Rex with this secret gets an advantage
on all Dexterity checks having to do with running
or being involved in a chase. Also, the character’s
speed is increased to 35 feet (or 50 feet while run-
ning on all fours).

hoeuse JberiAn

House Siberian secrets enhance the cat’s nat-
ural tenacity. A high Constitution increases the
usefulness of such secrets.

Bursc oF Energy

For one round, the Siberian with this secret
gains an advantage on all attack rolls and Consti-
tution saving throws. The character can use this
secret a number of times equal to her Constitu-
tion modifier (minimum 1) before the cat needs
to sleep.

hArpy Conscrrucion
The Siberian with this secret can add 1d4 to

all Constitution saving throws.
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IRON Resolve

The Siberian with this secret gains an advan-
tage to all saving throws against attempts to force
her into a course of action she doesn’t want to do.

Urge ON

The Siberian’s great fortitude acts as an in-
spiration to her companions. By encouraging her
companions within 30 feet of her, the cat with this
secret can take a bonus action to roll one of her
stamina dice. The number rolled is given to each
of her companions in range as stamina points.
This secret can be used again after the cat has slept.

—WV—WNWW\/\JHAJ-V\,MN—V—
Tifa takes House Up-
bringing (Cywric) and
Immaculate Groom-
ing for her first-level
house secrets as a
mewmber of House Cym-
ric. For being a wminister; she has
Simple Weapon Aptitude and Light
Arwor Aptitude, and | choose Given
the Voice for her final secret as a
first-level character. We'll pick her
spells in chapter four.

L sees ]
— —

Light Armor Aptitude
House Upbringing (Cymric)
Immaculate Grooming
Given the Voice

=

UCKSACK

o cat worth her salt would take to an ad-
venture without a trove of goods, weapons, and
treasures. Everything they have on them is part of
their rucksack.

Each character has starting equipment in her
rucksack, based on her calling and background. If
a specific item is listed, simply write it down on
your character sheet. Sometimes, you are given a
choice between different options — select the one
that makes the most sense to you. Also keep in
mind the unusual nature of an item gained when
selecting your character’s calling. This item should
be one of importance to the character.

WEAPONS

For each weapon your cat wields, she uses an
ability modifier when attacking with it, a profi-
ciency bonus if she has the right aptitude secret,
and an amount and type of damage she deals when
she hits. Some weapons also have additional rules,
known as qualities (see p. 97 for more on damage
rolls). After making an attack roll, a successful at-
tack allows you to make a damage roll, using the
die listed (unless a secret or the Guide says other-
wise).

Unless a weapon has the quality of “finesse”
or “ranged,” add the character’s Strength modifi-
er to all attack and damage rolls. Ranged weapons
add the cat’s Dexterity modifier to all attack and
damage rolls, while finesse weapons can add either
the Strength or Dexterity modifier to both the at-
tack and damage rolls.

—

The only difference
in damage between
a strike from a paw
or foot and the
strike from a bared
claw is the damage type.
Both deal 1 damage, but the
paw and foot deal bludgeoning
to the claw’s slashing damage.

\ gk w i - 4
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SAQPLE WEAPONS

Bite
Club (light)

Dagger (finesse,
light, thrown 20/60)

Greatclub
(two-pawed)

Handaxe (light,
thrown 20/60)

Javelin (thrown

30/120)

Long spear
(reach, two-pawed)

Mace

Quarterstaff
(two-pawed)

Sickle (light)
Spear (thrown 20/60)

Unarmed punch

or kick

1 piercing damage

1d4 bludgeoning
damage

1d4 piercing damage

1d8 bludgeoning
damage

1d6 slashing damage
1dé6 piercing damage
1d10 piercing damage

1d6 bludgeoning
damage

1d8 bludgeoning
damage

1d4 slashing damage
1d8 piercing damage

1 bludgeoning (paw or
foot) or slashing (claw)
damage

SIMPLE WEAPONS, RANGED

Dart (finesse,
thrown 20/60)

Shortbow (ammunition,
ranged 80/320,
two-pawed)

Sling (ammunition,

ranged 30/120)

Small crossbow
(ammunition, ranged

80/320, loading)

Staff sling (ammunition,
ranged 40/160,

two-pawed)

1d4 piercing damage

1d6 piercing damage

1d4 bludgeoning
damage

1d8 piercing damage

1dé6 bludgeoning
damage

MARTIAL WEAPONS, RANGED
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Battleaxe
Flail

Glaive or halberd
(reach, two-pawed)

Greatsword or great-
axe (two-pawed)

Lance (reach, mounted
only, disadvantage
against targets within
five feet)

Longsword

Maul
(two-pawed)

Rapier (finesse)
Scimitar (finesse, light)

Shortsword
(finesse, light)

Trident
(thrown 20/60)

War pick

Warhammer

Whip (finesse,
light, reach)

Crossbow (ammunition,

ranged 100/400,
loading, two-pawed)

Longbow (ammunition,

ranged 150/600, two-

pawed)

1d8 slashing damage

1d8 bludgeoning
damage

1d10 slashing damage
1d12 slashing damage

1d12 piercing damage

1d8 slashing damage

1d12 bludgeoning
damage

1d8 piercing damage
1d6 slashing damage
1dé6 piercing damage

1d8 piercing damage
1d8 piercing damage

1d8 bludgeoning
damage

1d6 slashing damage

1d10 piercing damage

1d8 piercing damage



RUCKSACK

QuAlrTiey

Ammunition: You can make a ranged attack
only if you have ammunition to fire from the weap-
on. Drawing the ammunition from a quiver, case, or
other container is part of the attack. After every com-
bat in which the ranged weapon was used more than
once, make a Dexterity saving throw. If the roll beats
difficulty 10, the cat recovers or conserves enough
ammunition to use it again next combat. Otherwise,
the container of ammunition is expended, although
the cat can carry more than one container.

A weapon with the ammunition quality is as-
sumed to have one container of ammunition at
the start of a story — any ammunition listed in the
cat’s rucksack are extra containers.

Finesse: When making an attack with this
weapon, you can use either your Strength or Dex-
terity modifier for the attack and damage rolls. You
must use the same modifier for both rolls.

Light: A light weapon is small and easy to han-
dle, which means a cat can use one light weapon in
each paw. A character with two weapons can make a
second attack on the same target as a bonus action.

e
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It looks like these clever
..\ cats have found a dif- |
J_ gy ferent way to use light
@/ weapons. But it’s okay

if you want to let us
dogs from the Pugmire
game use them like this,
too. Same with guardians that use
Fighting Style: Two-Weapon — I'm
sure Leo would like to have an ex-
tra attack now and then! ‘

SRR - S — SR

Loading: This weapon takes a long time to
load. As such, you can fire this weapon only once
per turn, regardless of how many attacks you can
normally make (such as through secrets).

Ranged: This is a ranged weapon, and is listed
with two numbers. The first is the weapon’s normal
range in feet, and the second is the weapon’s max-
imum range. When attacking a target beyond nor-
mal range, the roll has a disadvantage. You can’t at-
tack a target beyond the weapon’s maximum range.

Reach: Weapons with reach can attack targets
up to five feet away, and the attacker does not need

to disengage (p. 105) if they use their reach
to attack.

Thrown: Thrown weapons are melee weapons
that can be turned into ranged weapons. Use the same
ability modifier for the attack and damage roll that you
would use for a melee attack: Strength, or Strength/
Dexterity for weapons with the finesse quality.

Two-pawed: This weapon requires two paws
to use.

"‘\"‘\/\/—"\"\l\u-f'""\»\f\«wm/\,——-v»—
I'm noting the contents
of Tifa’s rucksack,
and because she’s a
w minister she has one
\ simple melee weapon,
one sef of light armor;
sowe candles, a single set of formal
clothing, rations for the road, and
a tattered copy of the Precepts of
Mau gained under unusval circum-
stances. | want her simple weapon
to be a spear, much longer than
she s tall. She wears padded ar-
wor beneath her hooded clothing.
I think she found the Precepts of
Mav at the bottom of a well she
was exploring, coated in a fine layer
of ash. As a Criminal, she also gets
a crowbar (which she’ll undoubi-
edly use for illegal acts), traveling
clothes, and a few coins. | think
she’s all packed and ready to go.

RUCKSACK AND EQUIPMENT
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Derense INTIATIVE
AND §pecD

Your cat’s defense represents how well he avoids be-
ing wounded in battle. Without armor or a shield, your
cat’s defense equals 10 + his Dexterity modifier. Some
spells and secrets give you a separate way to calculate
your cat’s defense. Having the secret is key, however —
just putting on a suit of armor doesn’t help if you don’t
know how to use it right, and it won’t change your de-
fense. If the cat has multiple secrets, spells, or items that
impact his defense, you choose which one to use.

A cat’s initiative determines how fast she acts at the
start of a fight. Initiative is covered in greater detail next
chapter (p. 103 if you want to jump ahead), but for now
just remember that it’s equal to your Dexterity modifier.

Speed is how far a cat can move during her
turn. All cats can move at a speed of 30 feet per
turn. If they drop to all fours to run, they can
increase their speed to 35 feet per turn. Certain
kinds of armor can decrease how fast the cat can
run — check the aptitude secrets (p. 77).

As Tifa wears padded
arwmor, her default
defense is 11. Adding
her Pexterity modifi-
er of +1, her defense is
12. Her initiative is +1, matching
her Pexterity modifier. Her speed
will not be impeded, due to the
lightness of her arwor.

35
50

SPEED

+]1

INITIATIVE

12

DEFENSE

ERIONALITY ‘CRAICS

Every cat’s personality manifests through per-
sonality traits. By playing up your cat’s personality
traits, such as voluntarily failing a roll at appropri-

ate times, you build up and spend the group’s

fortune (which is covered on p. 98). Failing is never
bad, if it drives the story forward in interesting ways.

Each personality trait should be a description
of something that makes your cat stand out. For
example, “I cannot fail” isn’t very good, since a lot
of cats are arrogant. “I cannot fail my husband,”
on the other hand, says something about your
cat’s personality. This cat is married, and devoted
to succeeding in her lover’s eyes. A Guide can use
this information in future stories.

Each cat chooses a personality trait in three
categories: ideal, mystery, and flaw.

1DcAL

Describe one ideal that drives the cat, com-
pleting the sentence “What is most important to
me is....” An ideal is what she believes in most
strongly, the fundamental moral and ethical prin-
ciple that compels her to act. An ideal can be any-
thing from a life goal to a core belief system. It can
even be an interpretation of one of the tenets of
the Precepts of Mau.

If you have trouble thinking of an ideal, roll
1d6 on the table below, using the result as inspi-
ration.

What is most important to me is...

1. ... protecting my loved ones.

2. ... studying the Unseen.

3. ... building a trove of knowledge about
the Old Ones.

4. .. finding out who my parents were.

5. ... building relations between the monar-
chies.

6. ... keeping the dogs out of our territory.

CNYSceRy

Choose one mystery for the cat, completing the
sentence “No one knows about....” This is a fact, past
event, or personal quirk the cat hides from everyone
else. Even if this secret about the cat is revealed, he
will do whatever he can to keep it quiet. It is this mys-
tery — whether out of shame or a desire to do better
— that motivates the cat to heroic deeds.

If you have trouble thinking of a mystery, roll
1d6 on the table below, using the result as inspi-
ration.
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NAME AND STORY

I'm going to choose Tifa's
ideal, mystery, and flaw
now. Most important
to Tifa is keeping her

friends happy. Her mystery
relates to her criminal past. No one
knows about how she was a common
thief before taking on the role of
wminister. Finally, her flaw is that no
matter what, she just can’t hang on

PERSONALITY TRAITS

eeni friends’ spirits hicl

Ideal: What is most important to me is...

Mystery: No one knows about...

My criminal past

_Stop spendingmoney.

Flaw: No matter what, | just can't...

to plastic.

No one knows about...

1. ... the jewelry | stole from the Dynast.

28 ... my hidden cache of books about the
Unseen.

... my love for a cat of another house.
... my secret den in the wild.

... my ambition to rule my house.

Sl © Il

... the old cat | accidentally scared to
death one night.

F].AVV

Finally, choose one flaw for the cat, complet-
ing the sentence “No matter what, I just can’t....”
This flaw represents some weakness, compulsion,
or fear she has — in particular, anything that could
be used by the Guide to cause her problems or lead
her to act in ways that would cause problems for
the group. Anything can be the source for a flaw.

If you have trouble thinking of a mystery, roll
1d6 on the table below, using the result as inspi-
ration.

\Z

———

No matter what, I just can’t...

... accept my father’s guilty verdict.
... get over my fear of spiders.
... keep my love of catnip tea in check.

... bring myself to kill.

O A 0N =

... return the item | know should not be in
my possession.

6. ... tell the truth about what | saw those
nobles doing.

NAME AND SCO

All that's left is to name the cat, and write up
her story if you choose.

All cats have a one-word name that can be any-
thing, although names that sound a bit like human
names are good. If the cat is part of a house, add
her allegiance to (or in place of) the surname. If
the cat is part of the Shadow Bloc, he either has no
family name, or he can choose to take any name —
some particularly arrogant cats choose “von Shad-
ow” as their name.

Her story is up to you. It can be a quick sen-
tence, a couple of paragraphs, or pages and pages
of history. Whatever helps you and your Guide
understand what your character is like is perfectly
fine.
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Now that you have created your cat characters,
let’s look at the main rules that help you play them
in Monarchies of Mau. Specific rules, such as how to
use magic, are covered in other chapters.

Rollng The Dice

There are some key rules to remember when
playing Monarchies of Mau, so here is a refresher
on what they are. When you want your cat to do
something, or prevent something from happening,

follow these steps:
Step 1. Pick up a d20.
Step 2. Does the character have an advantage

or disadvantage for this situation? If so, pick up
another d20.

Step 3. Roll the d20(s). If the character has an
advantage, use the higher result. If the character
has a disadvantage, use the lower result. A higher
number is generally better.

You cannot use multiple advantages or disad-
vantages for your dice rolls. In addition, having
both advantage and disadvantage will cancel each
other out. Your cat may normally receive an ad-
vantage for certain situations, but if a temporary
disadvantage comes along (such as a spell that is
designed to impair in some way), the advantage
cannot be used at that time. It will be treated as an
unmodified d20 dice roll.

Step 4. Add or subtract any relevant modifiers
to the result. Modifiers will usually be an ability
modifier, sometimes a proficiency bonus, or occasion-
ally a bonus from a secret.
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ROLLING THE DICE

Step 5. Find your total result and compare it
to the difficulty of the task. Difficulties can range
from 5 (for very easy actions) to 20 or more (for ex-
tremely difficult actions), with 15 being a common
number for tasks of moderate difficulty.

If the result is equal to or greater than the dif-
ficulty number, the action is a success! If the result
is lower than the difficulty number, the action is a
failure. Specific results are detailed below.

Fom{ DirrerenT Rolls
There are four distinct kinds of dice rolls in
Monarchies of Mau.

ABiTy Checks

Ability checks, or just “checks,” are the most
common kind of dice rolls. When your cat is try-
ing to accomplish something unrelated to attack-
ing or defending, such as climbing a wall or giving
a speech, she will roll a check based on the most
relevant ability to see if she succeeds.

ATTACK Rolls

Whenever your cat wants to hurt another
character or an enemy, you must perform an at
tack roll. Attack rolls use abilities differently than
checks. Although climbing a wall and shooting a
bow both use the Dexterity ability, the attack roll
determines if your cat successfully hits the deep-
skin with her arrow. See more on attack rolls on

p. 107.

SAVING CThrowS

If something bad is happening to your cat,
such as an attack, conditions (see p. 109), or disas-
trous effect from another action, you can roll a sav-
ing throw to attempt to protect him. Saving throws
are different from attack rolls and ability checks,
although they may use the same ability scores to
make a dice roll. Avoiding the effects of a cloud of
gas, for example, may require rolling a Constitu-
tion saving throw.

DAmAGe Rolls

If your cat has a success or triumph result for
their attack roll, he can then roll dice to determine
damage. This dice roll does not use a d20, but rath-
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er depends on the damage dice from the
weapon, secret, or spell you chose to attack.
See p. 107 for more on types of damage.

Resutes of 020 Rollg

When rolling d20s against a difficulty, there

are four possible results:

FAﬂm@

If the total result of the dice roll (after all mod-
ifiers have been applied) is less than the difficulty
number, the action fails. In some cases, this may
mean that nothing happens — for example, your
character is unable to climb the wall. In other cas-
es, this may mean the action goes awry, or becomes
wortse — your cat’s attempts at diplomacy are taken
as an insult.

Suiccess

If the total result of the dice roll (after all mod-
ifiers have been applied) is equal to or greater than
the difficulty number, the action succeeds. Usually
this simply means the player’s desired action takes
place, but the Guide may choose to interpret what
success specifically means. Perhaps successfully
bribing a guard to let a character pass a restricted
area doesn’t mean that no alarms are raised, but
only that the alarms are delayed.

Bocch

If the dice roll is a natural 1 — meaning the
d20 die roll you consult for your result is a 1, be-
fore any modifiers are applied — then the action
fails in an especially bad way. This is called a botch.
Sometimes it will be easy to see how an action will
fail in this way, such as your cat falling from the
wall he was climbing and losing stamina points.
Other times the Guide will need to interpret the
severity of the failure and how it will affect your
character, such as a challenge to a duel in response
to a terrible collapse of diplomacy.

‘Criumph

If the dice roll is a natural 20 — meaning the
d20 die roll you consult for your result is a 20,
before any modifiers are applied — then the ac-
tion succeeds especially well. This is called a
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triumph. It may be obvious in what way the
action succeeds well, such as climbing a wall
faster than previously anticipated. Other times
the Guide will need to interpret in what way the
action favors your character, such as a bribed guard
taking their money and entirely leaving their post
before they are discovered to have assisted you.

Fom:tme ORTUNE P11€3
AND The Forgcune Bowl

Fortune is a measure of a character’s enthu-
siasm, inspiration, and instincts. This is a way
your character’s personality traits (p. 94) can be
important to the success or failure of an action.
As characters overcome obstacles, portray them-
selves in intriguing ways, or otherwise contribute
to interesting stories, they build up fortune in their
personal fortune pile or in the group’s fortune bowl.
When things get tough or a particularly critical
roll needs to succeed, the characters use fortune to
push the odds in their favor.

At the start of every adventure, the fortune
bowl has two points in it. As the game progresses,
the Guide gives out fortune as players play to their
character’s personality traits in a way that makes
the story more complicated or interesting. The
Guide can also give out fortune at her discretion if
a player at the table makes someone laugh, comes
up with a good plan, or acts in a way that everyone
agrees is in line with the character’s instincts.

Whenever the Guide awards a player fortune,
that player must decide immediately if she wants
to keep the fortune for herself, or add it to the
fortune bowl. A player doesn’t need to justify their
reasons for either decision, but they can be fun to
consider. Is the character building up to succeed in
a personal, secret mission? Or is she more invested
in the Precept of loyalty over instincts! Perhaps the
group mission best serves her purposes for the mo-
ment, so the player awards most of their fortune to
the fortune bowl, only keeping a little for herself
until mutual goals no longer align. Fortune that
isn’t awarded to a specific player always goes direct-
ly into the fortune bowl.

A player can force the Guide to award them
fortune by intentionally failing. If the player is
about to make a dice roll that one of his cat’s per-

sonality traits would affect (such as “be nice to

dogs” when a diplomat from Pugmire is trying to
get secret information out of him), the player can
choose to fail before he rolls any dice. If he chooses
failure, the Guide gives the player a fortune, and
the result counts as if the player rolled a botch.
Spellcasters can also intentionally fail spells — see
p. 113 for more information.

Whenever a character is in a difficult situa-
tion, the player can use a fortune from his fortune
pile by giving it to the Guide. If the player doesn’t
have any fortune in his fortune pile, or simply
doesn’t want to spend it, he can take ask the group
if he can spend fortune from the bowl. If no one
disagrees, he takes one fortune out of the fortune
bowl and gives it back to the Guide. This point of
fortune is considered spent — it’s gone. It is rec-
ommended that the Guide and players have a way
of keeping track of fortune piles and the fortune
bowl, such as tokens, chips, bottlecaps, cards, slips
of paper, and so forth.

The fortunate player then rerolls any die (in-
cluding a damage or stamina die), choosing the
higher roll. This isn’t the same as having an advan-
tage — the player can choose to reroll either d20
on a roll with an advantage or a disadvantage, and
pick whichever result works best for him. Whether
the player succeeds or fails, though, the point of
fortune is gone.

There are other uses for fortune besides re-
rolling a die. Spellcasting characters can use a point
of fortune to cast a spell even if they are out of spell
slots. A character can spend a fortune to interrupt
initiative and take their action immediately (p. 106).
Additionally, some secrets require the expenditure
of fortune. In each of these cases, the player can use
fortune from his pile or the group’s bowl.

If the Guide chooses, she can add fortune to
the bowl once per scene on behalf of a non-player
(Guide-controlled) character. That character can
use the fortune in the same ways as a player char-
acter — rerolling a die, casting a spell without spell
slots, interrupting initiative, or activating a secret.
Since this fortune isn’t going to a player, it goes
directly to the group’s fortune bowl.

WORKING CoGeTher
Sometimes, twO Or more cats can team up di-

rectly to attempt something. It can be a joint effort
to knock down a locked door, solve an ancient
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ADVENTURE

puzzle, or convince a servant to let them into his
master’s house. The cat leading the effort, or the
one with the highest ability modifier, can make an
ability check with an advantage. This reflects the
help the other cats are providing. In combat, this
requires the helping character to use the Help ac-
tion (p. 105).

A cat can only provide help if the task is one
that she could attempt alone. For example, a cat
can’t help with magical research if she doesn’t have
Know Arcana, no matter how well intentioned she
is. Moreover, a cat can help only when two or more
individuals working together would be productive
— if two cats fell overboard from a ship, neither can
help the other to swim better.

When several individuals are trying to accom-
plish something as a group (such as everyone try-
ing to sneak past an undead monster), the Guide
might ask for a group ability check. Everyone in
the group rolls the requisite ability check. If at
least half of the group succeeds in their rolls, the
whole group is considered to have succeeded at the
check. Otherwise, the whole group fails.

In an odd-numbered

group, the Guide
may need to decide
what makes “half”
of the group. The
Guide could decide based
upon the degree of success or
failure, whether or not advan-
tages and disadvantages played
a part, the use of fortune, the
difficulty of the circumstances
the characters face, and so on.

A

ADVENTUR !

In Monarchies of Mau, when cats are not living
out the boring portions of their lives, they are of-
ten going off on adventures. There are some specif-
ic rules to consider while adventuring.
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Cime

Adventures can be broken down into units
of time. In this section we will cover the differenc-
es between a chronicle, a story, a session, a scene, a
round, a turn, and an action.

Chrenicle

The largest unit of time is a chronicle, which
encompasses all the connected stories the Guide
assists the players in telling over the course of days,
months, or even years of play. This represents
the collected history or saga of all the decisions,
actions, discoveries, and developments the charac-
ters make over a long period of time.

SFery

The next largest unit of time is a story. The
story is a sequence of events told over multiple ses-
sions of play and comes to a Guide-defined ending
point. This could be anything from solving the
mystery of the disappearance of an important am-
bassador to discovering and exploring a forgotten
ruin.

3653101\1

Each time the Guide and players meet to play
Monarchies of Mau is a session, which is most often
several hours long but can be longer or shorter.
Usually there is a defined goal for a session, such as
completing one or more scenes, discussing charac-
ter goals with the Guide, or even just preparation
for another session that might require a large bat-
tle or lots of political intrigue.

SCGNG

A scene is one event of many that characters
will face over the course of a story. For example,
in looking for the missing ambassador, the char-
acters may have to interrogate the last cat who saw
him in one scene, and in the next scene they might
confront another cat long known to have been an
enemy. Exploring a lost ruin may see cats fighting
a monster patrolling the grounds in one scene, and
in another scene trying to make a bargain with a
crazed hermit who claims to have found a magical
key to a room within.
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A scene that requires combat (p. 103), such as the
monster example above, is further broken into rounds.
Every player character, non-player character, and ene-
my has opportunities to act or react within a round.
Sometimes an opportunity is taken away due to bad
conditions, and the character or enemy affected will be
skipped, but otherwise everyone has a chance to take
a turn to say what will or will not be done and roll the
dice. When everyone has taken their turn, that round
is done and a new round will begin.

‘CURrN

Within a round, each character or enemy has
an opportunity to take their turn. Each character
or enemy has one turn per round. This is their
time allotted to take one or more different actions.
It’s usually a good idea to state clearly when a char-
acter is done with his turn to avoid confusion.

AcCTION

The smallest unit of time is an action. Several
types of actions are discussed further on pp. 104-105,

but at their most basic include things like running,
spellcasting, drawing a weapon, throwing an item, or
taunting an enemy.

DisTANCE

Sometimes, how fast a character is or how far
away she is from someone else is important. All
distances in Monarchies of Mau are given in feet,
but that doesn’t mean you should worry about pre-
cise measurements. A lot of times the Guide will
use distance and measurements to give everyone at
the table a general idea of how long something is,
or how far something can reach. In fact you could
even change three feet into one meter, if that’s
more comfortable.

Never feel constrained by the numbers. If one
cat runs at 30 feet per turn and is being chased by
a dog that runs at 40 feet per turn, the dog is faster
and will catch up unless the cat does something
else — that’s all you need to know. If a hole is more
than 50 feet deep, a 50-foot rope won’t reach a cat
trapped at the bottom. Only use measurements if
they add something to the story — otherwise, just
make a guess and move on.



ADVENTURE

M. 1 get it! Sometimes
ool i all big stuff, and
? it’s all important!
But we can at least
make “distance”
casier when there’s al-
ready too much important stuff
to worry about. Maybe you just
need a general idea of how
far you need to run past those
guards to be safe, right?

I can tell you right now, if
they’re less than five feet from
you, they're touching and you
don’t want that. Even five to 20
feet is nearby, and maybe not
safe enough if you can’t run
fast enough, especially with
your loot! They're still close

at 20 to 40 feet away, so you
might be able to squeak by
them on a whisker.

What you need for a decent
getaway is for those guards

to be far, like 40 to 80 feet.
Better is to have them very far,
around 80 to 160 feet, and

the very best (and my favorite)
is for those guards to be only
within line of sight at 160 feet
or more. They’ll never catch

you then!

€Qu1pmeNC

Cats are assumed to be adequately equipped,
armed, and armored per their capabilities. Each

character’s calling and background gives

them some starting equipment to place in
their rucksack. At the beginning of each story,
each character can pick one additional piece of
mundane (non-masterwork) equipment, based on
the needs of the adventure and what’s available
based on the area they're in. If they want more
equipment, each player can ask the Guide to
switch one of her existing pieces of equipment for
a second piece.

If the cat would have a piece of equipment
that wasn’t detailed ahead of time, the player can
roll a Wisdom saving throw, with a difficulty equiv-
alent to how unlikely it is for the cat to have the
item in question (default difficulty is 15). Success
means the cat remembers that she did pack the
item, and the player adds it to her sheet. For ex-
ample, your cat may always have a coil of rope with
them for various needs, but now she discovers she
also needs a pair of gloves, or a piece of special-
ized climbing equipment to scale some particularly
rough terrain. A successful Wisdom saving throw
might mean your cat studied maps or consulted
guides ahead of time, and would have known they
would need this tool and packed it. Maybe it was
only temporarily buried in her pack.

The Guide can create circumstances where
cats are unarmed, unarmored, or do not have ac-
cess to their usual equipment. In these cases, cats
regain the benefits of their equipment once they
can recover it, or when they rest in an area where
they could conceivably re-equip themselves, such
as a town.

Information for weapons and rules for calcu-
lating defense for suits of armor are found on pp.

91-94.

RESTING Sleepmq,
AND REGAINING StAmmA

Resting is a period of downtime, at least one
hour long, during which a cat does nothing more
strenuous than eating, drinking, reading, napping,
or tending to wounds. At the end of a rest, a cat
can spend one or more of her remaining stamina
dice. For each stamina die spent in this way, the
player rolls the die, adds the cat’s Constitution
modifier, and heals that many stamina points (or,
if the cat prefers, spell slots). The player can de-
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cide to spend additional stamina dice after

each roll, up to the number she has at her lev-

el. See pp. 72-73 for a reminder of how stamina
points and stamina dice work.

Sleeping can be any extended period of down-
time, at least eight hours long. Aside from sleeping
a cat can do light activity: talking, eating, reading,
or standing watch for a couple of hours. Once the
cat wakes up, she regains all lost stamina points,
spell slots, and expended stamina dice.

Every time the party sleeps outdoors while travel-
ing in the wilderness, each player rolls a Constitution
saving throw for her character at difficulty 10. If the
roll fails, she regains her stamina dice and spell slots,
but not her stamina points. The player can choose to
use her character’s rations from her rucksack (if she
has any) to reroll. This reflects how much harder it is
to get proper rest and healing while roughing it.

VISION
Some spells, secrets, and relics can give a cat
the ability to see in darkness. Some enemies can do

this as well. There are two kinds of special vision:
Darkvision and Low-light Vision.

DARKVISION

Darkvision allows for a character to see without
any light at all. Characters that use Darkvision in
darkness can only see in black and white (they can’t
see any colors). It doesn’t give them any ability to see
things they normally wouldn’t be able to see in the
light, such as invisible characters or monsters.

19\‘)7~hth VISION

Low-light Vision allows a character to see twice as
far as they normally might be able to in dim light. They
can see in color and make out details as if the area
were brightly lit. They do need to take a few seconds
to adjust, however — a character with Low-light Vision
who suddenly has bright light in their eyes may get the
Blind condition (p. 109) for a few minutes.

TRAPS AND AmBuUShes

Sometimes danger is hidden. The pit with
spikes might be covered with a thin layer of leaves,
or an enemy might lurk behind a thick curtain,
waiting for the perfect moment to strike. How-

ever, requiring rolls to check every 10 feet in an
ancient ruin can become boring very quickly.

Players do not need to be constantly alert, and
can assume that their characters are. Whenever a char-
acter stumbles across a trap or is led into an ambush,
they may roll a Wisdom saving throw. The difficulty
depends on the quality of the subterfuge — an intri-
cately concealed panel containing an ancient flame
trap might need a difficulty of 20, while a pair of ban-
dits in shiny armor hiding in a pile of leaves by the
side of the road might only require a difficulty of 5.

Failure: You are surprised. The trap activates,
or you are unable to act in the first round of com-
bat (see next page).

Success: You notice the surprise and can act
to avoid it. You may be able to roll another saving
throw (such as a Dexterity saving throw) to avoid
being hurt if the trap is already sprung (such as by
the actions of another character who failed his sav-
ing throw). In combat, you can act normally.

Botch: You are completely flatfooted. This means
not only are you surprised (see the above condition
for failure), but also that the trap might be particularly
effective in holding or damaging your cat or the party,
or you might grant an advantage to your ambushers.

Triumph: You were expecting trouble. You
have an advantage on avoiding the trap (if it acti-
vates) or on your first turn of combat.

GecTing lose

No matter how good a cat’s senses are or what
kind of vision she might have, one of the biggest
hazards of exploration is getting lost. Following a
road, trail, or obvious feature like a river or shore-
line makes it hard to become lost, but when trav-
elers head off cross-country, things become more
difficult. This is especially true in cases of poor
visibility or traveling in difficult terrain (such as a
dense forest, a foggy moor, or in the mountains).

If the conditions could lead to a group becoming
lost, the Guide may require that the character leading
the way make a Wisdom check a few times during
each day of travel. The difficulty of the check depends
on the terrain, the visibility conditions (full sunlight,
light rain, fog, etc.), and whether any of the characters
has a map, but 15 is a good default difficulty.

If the roll fails, the group is lost. The Guide
can randomly determine in which direction the
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party is actually moving — roll a d12 and use a clock
face (with 12 as north) as an indication of which
direction the group is now moving in. They will
continue to move in that direction until they get
some indication that they are lost, such as finding
a landmark or moving into new terrain that isn’t
expected. (For Guides, a short but flavorful de-
scription of the journey between rolls not only acts
as a clue that the characters are lost, but also helps
to alleviate what could be just a series of dull dice
rolls.) Once they realize they are lost, the leader
can roll another Wisdom ability check to reorient.

A help roll is completely at the Guide’s discre-
tion, remembering that only those with the rele-
vant skills can do so!

ComBAT

Sometimes, cats must fight. When they do,
the game moves into combat, which requires a
more structured system of determining what each
character does and when. Use the following steps
to manage what each character can do in combat —
each step is explained below.

Step 1. Determine surprise.
Step 2. Establish positions.
Step 3. Roll initiative and start the first round.

Step 4. Each character takes a turn, and can do
one of each of the following per turn:

©  Regain reaction, if reaction has been spent.
© Move up to the character’s maximum speed.
o Take one action.

© Take one free action.

o Take one bonus action, if available.

Step 5. Once a turn is over, choose who goes
next.

Step 6. Once everyone has taken a turn, a new
round begins. The player of the final
character to act in the last round choos-
es who starts the new round.

Scep I Decermine Surprise

The Guide determines whether anyone in-
volved in the combat is surprised (see previous
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page). If a character has the potential to be .
surprised, the Guide may require that some )\
characters involved roll Wisdom saving throws
against an opponent’s Dexterity ability check or a
set difficulty.

If a character is surprised, that character does
not take a turn during the first round — treat them
as if they have already acted that round.

Scep 2. €sTABlish posiTions

The Guide describes where all the cats and oth-
er characters are located, including how far away the
characters are from each other. The players can sug-
gest what their characters might be doing, but in the
end the Guide makes the final decision.

Scep 3. RolL INTIATIVE

Now everyone needs to know who goes first.
Every character (that isn’t surprised) in the combat
makes a Dexterity check, including all the non-play-
er characters. The character that rolls the highest
result gets to go first. If the highest roll is tied be-
tween two or more characters, compare their Dex-
terity scores — the highest score goes first. If there’s
still a tie, the Guide decides who goes first.

Scep 4. TAke ATURN

Whether it’s a character controlled by a player
or the Guide, each participant takes a turn. On
her turn, a character can do one of each of the
following things below:

REGAIN ReACTION

Every round, each character has an opportuni-
ty to act outside of his turn in response to another
character or combatant. This is called a reaction. A
reaction happens after a character has taken her
turn, but before she takes her next turn. There
can be only one reaction per character per round. :
Opportunity attacks, Ready actions, secrets, and p
spell effects are all examples of things that may
take place during a reaction. Some secrets or other
actions call for a reaction from a character before
it succeeds. If that character has already used her
reaction, she cannot use it again.

During step four, if the character has spent her
reaction, she regains it at the start of her turn.




Move

Move any distance up to the character’s maxi-
mum speed. Movement can be broken up between
other actions, if the total movement for the turn
does not exceed the character’s speed. Characters
can also use their move to stand up if rendered

Prone (see p. 109).

TAke ONe ACTION

An action is one significant thing the charac-

ter is doing on their turn, usually involving an abil-
ity check. The action can take place before, during,
or after moving. Some possible actions that a char-
acter can take include:

Attack: Attempt to damage an enemy (see “At-
tack Rolls,” p. 107).
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Cast: Use a spell with a casting time of “one
action,” or add time to a spell with a longer casting
time.

Change: Replace one item in your paw(s) with
one in your rucksack.

Defend: Defend yourself more effectively. All
attacks against you are at a disadvantage until your

next turn, and you make Dexterity saving
throws at an advantage.

Disengage: Stop attacking a character or com-
batant with the intent to withdraw from combat,
either to run away or to engage a different com-
batant. Movement after taking this action doesn’t
provoke an attack of opportunity (p. 107).

Help: Give a nearby (within 20 feet) ally an
advantage on an attack roll or ability check before
your next turn.,

Hide: Make a Dexterity check (using the
Sneak skill) to be or to remain unseen.

Ready: Decide on a triggering event (such as,
“Once that dog moves within five feet of me...”).
Then decide on an action (such as, “
my action to attack with my sword.”) If the trigger
happens, you can spend your reaction (see “Regain-
ing Reaction” below) to take the described action,
or ignore it and let the trigger expire. Spellcasters
(mancers, ministers, and dabblers) can ready a
spell with the casting time of one action in this
way as well.

... I will use

Cats are taught to
study a situation
before they act.
Because of this, cats
who take Ready

actions call it pouncing,
and cats gain a unique benefit
from choosing this unavailable
to dogs and other species. A cat
who pounces (takes a Ready ac-
tion) gains an advantage on the
roll for the triggered action.

SRS

Run: Move again up to your speed — in effect,
you are moving twice.

Search: Look through a nearby area (usually a
Wisdom check) with a goal of finding something
(treasure, traps, a lost item, etc.).

Use: Use an item or object.
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TAke ONe f’Kee AcTioN

A free action is something your cat does that
is quick and not significant — it does not require
any checks or rolls. Examples of quick actions:

e Ask or answer a question
* Banter

e Flip a switch

e Open an unlocked door
e DPress a button

e Scream something

TAke One Bonug Action

Sometimes, a character will have a secret, a spell,
or some other ability that allows them to do something
using a bonus action. This is just like an action, but it
allows you to do a second, specific thing during a turn.
If a character has multiple opportunities to take a bo-
nus action, however, only one can be used per turn.
Something that requires a bonus action cannot be
taken as a normal action, a free action, or a reaction.

Scep 3 Cheose Whe
Goes Nexc

Once a character has taken her turn, the play-
er or Guide who controls her can decide which
character goes next. Sometimes it’s best to pick
someone on your side, but occasionally it can be
advantageous to pick someone on the opposite
side. A character who is surprised or has already
taken a turn this round cannot be chosen. The
chosen character then goes to step four.

There is one exception: Once the next character
is chosen, a player whose character hasn’t gone yet can
decide to interrupt the order. They spend a fortune ei-
ther from their fortune pile or the fortune bowl, and
that player immediately goes to step four. Then they
get to choose who goes next in step five, as if they were
originally selected. Similarly, a character can choose
the Ready action (p. 105) earlier in the round, and if
a character performs the appropriate triggering action,
the Ready character can interrupt for free!

The Guide can also interrupt, if they have
non-player characters who haven’t taken a turn.
If the Guide chooses to interrupt, she puts a

fortune into the fortune bowl, and then her cho-
sen non-player character goes to step four, as if that
character was selected. Non-player characters can
also take the Ready action as well.

Once either a player or a Guide has spent for-
tune to interrupt the order, however, that’s it until
the turn is over. No one else can spend fortune
to interrupt the interrupt. Only a previously an-
nounced Ready action can interrupt the interrupt,
if the trigger condition is met.

Scep 6 Begin The Next Rounp

Once everyone who can take a turn this round has
done so, a new round begins. The player or Guide of
the character that went last in the previous round choos-
es which character goes first in the new round. She can
choose her own character to go again, if she wishes.

ComBAT ROUND €XAMPLE

Iris von Rex and Schadie von Siberian are
creeping down a corridor when two rats of Labo
Tor jump out. In step one, Schadie is surprised,
but Iris is free to act as normal (her dice roll to
determine surprise is a success).

One of the rats wins the initiative roll and
goes first: He moves to close with Schadie and
attacks with a dagger. He rolls his attack, which
is successful, then rolls damage to determine how
much stamina Schadie loses. The first rat’s turn
is finished. The Guide, who controls the rats, de-
termines that the player controlling Iris goes next.

Iris chooses to move close to the first rat and
attacks: She is successful and also rolls to find out
how much damage the rat takes from her mace.
Iris ends her turn, and chooses the second rat to go
— the only character left unchosen (since Schadie
is surprised and can’t act this round).

The second rat can move in to attack Iris or
Schadie, whichever the Guide chooses. The second rat
moves forward 20 feet, shouts, Readies a spell to go off
during the next round when either cat closes within
five feet of him, and ends his turn. The next round is
free to begin, and the Guide, who controlled the sec-
ond rat last round, will choose who will go first in the
new round. Schadie is now free from surprise and will
be able to act normally in the new round whenever
their turn comes, unless the rat’s Readied spell inflicts
a condition that prevents them from acting again.
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AcTAck Rolls

Whenever one character attacks another, the
player or Guide makes an attack roll to see if she hits
or misses. To make an attack, roll a d20 and add any
appropriate modifiers (such as a proficiency bonus,
and the Strength modifier if it’s a melee attack or
the Dexterity modifier if it’s ranged). If the total of
the roll plus modifiers equals or exceeds the target’s
defense, the attack hits and does damage.

Failure: Your attack misses.

Success: Roll the appropriate damage dice (p.
97), add in all modifiers (such as the Strength or
Dexterity modifier, but not the proficiency bonus),
modify the results if needed (such as if a character
is resistant or weak to that damage type), and sub-
tract the total from the target’s stamina points.

Botch: The attack misses regardless of any
modifiers or the target’s defense. In addition, the
Guide might give the attacker a disadvantage or
her opponents an advantage on a future roll.

Triumph: The attack hits regardless of the tar-
get’s defense. Double the number of the attack’s
damage dice and add them all together before add-
ing any relevant damage modifiers.

ATTACK OF OPPORTUNTY

Characters can make an attack of opportunity
when a visible hostile character moves away from
the attacker without disengaging first (p. 105). The
attacker can use his reaction to make a melee at-
tack against the provoking character — think of it
as a quick slash at the character’s back before the
moving character continues their turn.

If something or someone moves a character
without them using a movement, action, bonus
action, or reaction, then they don’t provoke an at-
tack of opportunity. Falling over from a strong gust
of wind or being shoved across a room by a moving
wall are a few examples.

Cover

Getting behind an obstacle, such as a rock or
a door, provides cover against spells and attacks. A
target with some (meaning partial) cover has a +2
bonus to defense and an advantage on relevant sav-
ing throws. A target with total cover can’t be tar-

geted directly by an attack or spell, although
indirect spells, such as those with an area of
effect, may still affect her.

RANGED ATTACKS

Ranged attacks have a couple of additional
considerations unique to them.

First, all ranged attacks are best performed
away from opponents. If the attacker is attempting
a ranged attack, and an active enemy is within five
feet, the ranged attack is at a disadvantage.

Second, some ranged weapons have ammuni-
tion. If the attacker uses a ranged weapon more
than once during a combat, the attacker must
make an ammunition check at the end of the fight
to see if they can use that weapon again (p. 93).

DAmAGe Types
Damage comes in many forms — although fire
and a fall will both hurt, they do it in different
ways. Each kind of damage is called a damage type.
All damage has a type — if you're not sure, it’s prob-
ably bludgeoning, piercing, or slashing.
The damage types are as follows:
e Acid: An attack that eats away at a character’s
flesh and possessions.

e Bludgeoning: A blunt, physical attack.

e Cold: An attack that does damage through in-
tensely low temperature.

* Force: Pure magical energy focused into a dam-
aging form.
* Heat: An attack that does damage through in-

tensely high temperature.

* Lightning: Electrical damage, either naturally
or magically caused.

e Necrotic: An attack through deathly energy,
disease, darkness, or other entropic means.

* Piercing: A physical attack that does damage
by piercing the flesh.

e Poison: An attack that does damage from in-
side a character over time, like an illness.

* Psychic: Damage done directly to the mind of
the target.
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e Radiant: An attack through healing, purity,
light, or other holy means.

¢ Slashing: A physical attack that does damage by
cutting the flesh.

¢ Thunder: Sonic damage, either naturally or
magically created.

Sometimes, a secret or enemy ability referenc-
es being resistant to a particular damage type. In
such cases, the final damage result is divided in
half (dropping the remainder) before being ap-
plied to the target’s stamina points. Conversely, if
something is listed as being weak to a damage type,
the damage result is doubled before being applied.
Finally if a character is immune to something, all
damage from that type is ignored.

RO SCAMINA Pomcs AND DYING

When a character’s current stamina points
drop to 0, the character falls Unconscious (p. 111)
and is dying. If something (such as a healing spell
or secret) raises the character’s stamina points
above 0, the character stops dying and is fully con-

scious again, just as if he’d never been reduced to
0 stamina points. Nothing can cause a character or
enemy to fall below O stamina points.

Whenever a dying character starts her turn
with O stamina points, the player or Guide must
make a death save. This is a Constitution saving

throw at difficulty 15.

Failure: The character takes one step to the
grave. She can fail three times before dying. The
character can choose to spend a stamina die to pre-
vent this death save failure.

Success: She is no longer dying, and becomes
stable (see below). In addition, she can choose
to spend a stamina die and roll it to recover that
many stamina points.

Botch: A botch counts as two death save fail-
ures. The player can spend a single stamina die to
prevent one of these, as with a normal failed roll.

Triumph: The character is stable and gains a
stamina die (if she’s used or lost any). She can use
this stamina die immediately to recover stamina
points, as with a successful death save.

/\"f_r
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. A cat with an interesting scar usually has an interesting
story to tell, am I right? And it always involves having
cheated death! Telling those stories to make cats and dogs
like you and buy you food and drink is fun, but first you

have to survive to tell them, and dying is not fun.

If a cat is dying at O stamina points and somehow survives in a par-
ticularly heroic, interesting, or funny way, she can opt to take a dis-
tinctive scar to mark the occasion. Examples would include rolling a
triumph on your very last death save, another character just barely
healing her in the nick of time after defeating a nasty opponent, or
accidentally falling into a vat of healing salve.

At the Guide’s discretion, the character with this scar can use it as an
advantage on an appropriate social roll. Fighters love trading war sto-
ries and intimidating people with visible scars, and who knows what
kind of fur-raising stories mancers can trade about their past injuries?

—_
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If the character takes any damage while dying,
that counts as another death save failure, although the
player can spend a stamina die to prevent that failure,

as if she had rolled the failure herself. If the character

crosses off her third death save failure, she dies.

StABthJN(;

A cat can use his action to help a dying character
by administering medical aid. The assisting character
makes a Wisdom check at difficulty 10. If successful,
the character is no longer dying. He now has 1 stami-
na point, and is no longer Unconscious.

CONDITIONS

Conditions alter a character’s capabilities in a
variety of ways. They can be the result of a spell,
a secret, an enemy’s attack, or some other effect.

A condition lasts either until it is removed
(such as standing up after being knocked prone),
or for a duration specified by the effect that im-
posed the condition. If multiple effects impose the
same condition, each instance has its own dura-
tion, but the effects don’t get any worse — you ei-
ther have the condition or you don’t.

* Anosmic: You can’t smell, and automatically fail
any ability check, secret, or spell that requires smell.

e Blind: You can’t see, and automatically fail any
ability check, secret, or spell that requires sight.
Attack rolls against you have an advantage, and
your attack rolls are at a disadvantage.

e Charmed: You can't attack the charmer or target
the charmer with harmful abilities or effects. The
charmer has an advantage on ability checks to in-
teract socially with you. You perceive the charm-
er'’s words and actions in the most favorable way,
but an opposed Charisma check is necessary to
convince you to do anything you wouldn’t ordi-
narily do. You never obey suicidal or obviously
harmful orders, but you might be convinced that
something dangerous is worth doing. Any act by
the charmer or the charmer’s apparent allies that
threatens you breaks the effect.

e Confused: You can’t make opportunity attacks
or use secrets that require an action, bonus ac-
tion, or reaction. Your next attack roll will be
against any nearby character, determined ran-
domly.
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e Cursed: You have a disadvantage on at-

tack rolls and ability checks due to bad luck.

Deaf: You can’t hear and automatically fail any
ability check that requires hearing.

Incapacitated: You can’t take actions, bonus
actions, free actions, or reactions.

Immobile: You cannot move. Attack rolls
against you have an advantage, and your attack
rolls are at a disadvantage. You also have a dis-
advantage on Dexterity saving throws.

Invisible: You cannot be sensed without the aid
of magic or a special sense. Your general location
can be detected by any loud noises you make,
obvious tracks you leave, or powerful smells you
have, but it is much harder to determine your ex-
act position. Attack rolls against you are at a disad-
vantage, and your attack rolls have an advantage.

Paralyzed: You can’t move or speak, and you
can’t take actions, bonus actions, free actions,
or reactions. You automatically fail Strength
and Dexterity saving throws, and attack rolls
against you have an advantage. Any attack that
hits you counts as a triumph.

Petrified: You are turned into a solid substance
(usually stone), along with anything you are
wearing or carrying. You can’t move or speak,
are unaware of your surroundings, and you
can’t take actions, bonus actions, free actions,
or reactions. Attack rolls against you have an ad-
vantage, and you automatically fail all Strength
and Dexterity saving throws. You are resistant
to all damage, and immune to poison damage.

Possessed: You can’t attack the possessor or target
the possessor with harmful abilities or effects. The
possessor has an advantage on ability checks to in-
teract socially with you. You perceive the possessor’s
words and actions in the most favorable way, no
matter what. You will even obey suicidal or obvious-
ly harmful orders until the condition is removed.

Prone: Your only movement option is to crawl,
unless you use your move to stand up (which
can provoke an attack of opportunity). While
Prone, you are at a disadvantage on attack rolls.
An attack roll against you has an advantage if
the attacker is within five feet. Otherwise, the
attack roll has a disadvantage.
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Repelled: You must spend all your actions get-
ting as far away from the source of the repul-
sion as possible. You will continue to avoid it
for the remainder of the combat or until the
condition ends.

Scared: You have a disadvantage on ability
checks and attack rolls while the source of the
fear is in sight. You can’t willingly move closer
to the source of the fear, either staying rooted
to the spot or moving away from the source.

Sickly: You have a disadvantage on attack rolls
and ability checks due to illness or feeling un-
der the weather.

Stunned: You can’t take actions, bonus ac-
tions, free actions, or reactions. In addition,
you can’t move, and can speak only falteringly.
You automatically fail Strength and Dexterity
saving throws, and attack rolls against you have
an advantage.

Unconscious: You can’t take actions, bonus
actions, free actions, or reactions. In addition,
you can’t move or speak, and are unaware of
your surroundings. You drop whatever you're

holding and fall prone if circumstances allow
(gaining the Prone condition as well). You au-
tomatically fail Strength and Dexterity saving
throws. Attack rolls against you have an advan-
tage. Any attack that hits you is a triumph if the
attacker is within five feet of you.

ADVANCEMENT

As cats go on adventures, they become more
experienced and powerful. This indication of ex-
perience is called a level, and increasing in level
is called advancement. Cats go up in level after an
interesting story, or maybe every few sessions — it
varies based on Guide desire and the logic of the
chronicle. It may make more sense to go up in level
when the characters are relaxing in town instead
of when they’re in the middle of exploring a ruin.
Conversely, defeating or outsmarting a particularly
powerful monster may prompt a level advancing
immediately.

At each level, the player does the following:

e Adds a number of stamina points to her
cat’s maximum total, based on her charac-
ter’s calling.



ADVANCEMENT 3 b (a))

¢ Gains another stamina die. The character also gets one improvement .

O 5 1l ostenseharacterstzain =t o) addi each level. This can be any of the following:

tional spell slots (plus their current Con-
stitution modifier). This includes dabblers

e Increase an ability score by 1 up to a maxi- ~_E
mum of 20. Also, take a new skill.

with the Magic Aptitude (p. 78) secret. ¢ Take a new secret your character has access
ol Mancers.and ministerstchoose two ot to (such as an aptitude secret, or one with-
spells (p.113). Dabblers only gain spells if in your calling or house).
they choose to refine their Magic Aptitude ¢ Refine an existing secret (if it has listed re- . ‘
secret. finements).

Every two levels, the character’s proficiency bo- After a cat reaches level 10, she has gray fur.
nus also increases by one. She can continue to adventure if she chooses, but
she doesn’t advance in level any more.

12 +2
34 +3
56 +4
7-8 +5
9-10 +6
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CHAPTER FOUR:

Cat magic is an expression of Mau lifestyle
and social structures. Spellcasters find the cracks
and secret methods of the world left behind, bring-
ing forth effects that are unusual and unnatural.
The workings of cat magic are not evil nor wrong,
but are immediately recognizable as an aberration
of the natural order. Dogs, unable to process the
nuanced difference between evil and unnatural,
often react poorly to these workings.

All cats can acquire a secret to utilize magic

to a small degree. Some, like the mancers and the

ministers, spend their time studying the depths of
those secrets, unlocking more powerful magic. Ei-
ther way, magic is a flexible, useful, and sometimes
chaotic ability.

S

how Spells Work

Mancers, Tinisters, and other cats who take se-
crets that allow them to cast spells are known collec-
tively as spellcasters. All spellcasters learn several spells
throughout their studies. The power of a spell is enu-
merated in the spell level, with level 1 as the weakest
spells, level 2 as slightly more powerful, and so on.

Each spellcaster has several spell slots, which de-
termine how often she can cast spells before need-
ing to rest. Spellcasters have two spell slots, plus an
additional number of spell slots equal to her Con-
stitution modifier, every time the cat gains a level.
Casting a spell expends spell slots equal to its spell
level. (The three basic spells granted with spellcast-
ing secrets do not use spell slots when cast.) A spell-
caster can spend stamina dice (p. 73) to recover
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spell slots, just like recovering stamina points, and
she recovers all her spell slots after sleeping. In des-
perate times, a spellcaster can spend fortune to cast
a single spell of any level.

Most spells, once they are cast, don’t require a
roll — they simply happen. Some spells require a tar-
get to make a saving throw to avoid some or all of a
spell’s effects. The difficulty to resist a spellcaster’s
spells is always the same: 8 + the spellcaster’s ability
modifier + the spellcaster’s proficiency bonus.

Other spells may require an attack roll to deter-
mine if the caster hits the intended target. Making
an attack roll with a spell is much like making any
other attack roll: Roll 1d20, and add the spellcast-
er’s ability modifier + proficiency bonus (spellcast-
ers are assumed to be proficient in magic). Ranged
spell attacks are like normal ranged attacks (see p.
107) and follow all the same limitations.

Cat magic is pow-
erful, but also no-
toriously volatile.
More than once |
have lost whiskers
when a spell has gone awry. If a
cat rolls a botch on a spellcast-
ing roll, intentionally fails the
spell to gain fortune, or if their
opponent rolls a triumph on his
saving throw, the spell backfires.

The specific effects of a backfire
are up to the Guide, but in gen-
eral any harmful effects will
center on the spellcaster or her
allies, and any beneficial effects
will center on the most likely
enewy in range.

Pogs don't seem to have this prob-
lem with their spells. Perhaps our
magic is simply too powerful.
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Some spells require concentration. This
means that while the spell is active, the spell-
caster must use a bonus action every turn to keep
such a spell active. If she doesn’t use a bonus action
for this purpose, the spell immediately ends.

leARNING New Spelis

At character creation, a spellcaster takes any
basic spells that come with her spellcasting secret
(see Magic Aptitude on p. 78, or Mancy and Given
the Voice, both on p. 82). In addition, a starting
spellcaster can take two first-level spells.

Each time a mancer or minister gains a level,
she can choose two new spells at her current spell
level. She can also choose to improve her spellcast-
ing secrets and either take another four spells, or
start taking spells at the next spell level. Cats with
the Magic Aptitude secret do not automatically
gain spells each level — they must refine their spell-
casting secret to gain two more first-level spells,
and can never cast spells of a higher spell level.

(NANCERS (NINISTERS
AND DABBIERS

Despite their similarities, how mancers, min-
isters, and other magicians cast spells differs sig-
nificantly.

(N)ANCERS

All mancer spells require that the spellcaster
is touching their magical focus — an item that is at
least partially made from the bones of an animal,
monster, or person. The focus does not need to be
immediately obvious that it is bone, but some part
of it must be. A staff with a polished rodent skull
at the end, a necklace made from some monster
vertebrae, or the femur of a badger bandit shaved
into an ivory wand are all appropriate. If the manc-
er cannot touch her focus, she cannot cast spells.
Further, the resulting spell is shaped by the con-
nection to the item. For example, Darkness does
not simply appear; it seeps from the magical focus,
spreading into the world from it.

One of the more closely guarded secrets of the
monarchies is the method of mancer creation. Each
house has their own take on the ceremony, but in
all of them the apprentice is taken to a ritual
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chamber where a masterwork is presented
and destroyed. The energies inside the mas-
terwork then flow into the nascent mancer and
awaken her spellcasting abilities. The new mancer
is typically presented with her bone focus during
the ceremony. Some houses treat these foci as heir-
looms and pass them from master to apprentice.
Some families prefer their foci a little... fresher.

Every mancer starts with a bone focus when
they take the Mancy secret. These foci are difficult
to break once infused with magical potential, but it’s
possible that the cat may find a way to break or lose it.
If so, it’s assumed that the mancer will find or make a
new focus before the start of the next story.

QINISTERS

Ministers don’t need a focus. Instead, all min-
ster spells require that the spellcaster vocalize or
speak aloud, invoking the energies around her to
create the effects she desires. The type of incan-
tation is different for each house and each minis-
ter, but it can be anything from a bawdy song to
a shouted word to a stern sermon to a poem in
metered verse. If the minister cannot speak, she
cannot cast spells. It does not matter if the target
can hear her, only that the words are spoken.

Each of the houses has their own location and
style of empowering ministers, but all the methods
involve three or more of the house ministers gath-
ering in ceremony, surrounding the apprentice
minister. In unison, the ministers invoke a secret
chant that is specific to each house. The chant har-
nesses latent energy suffusing the world and wraps
it into the very flesh of the minister. The ceremony
never needs to be performed again, but from that
moment onward, the cat is now a minister.

Each cat can choose whatever speech or song she
desires for her spells — it is the act of vocalization that
is more important than the specific words. The effects
generated should manifest from the paws and mouth
of the cat that performs them. For example, Com-
mand is not just a cat shouting, but the words spilling
from her mouth and racing towards the target, binding
him in magic and forcing him to do the cat’s bidding.

DABBlERS

Cats from the other callings who take a spell-
casting secret are called dabblers. The inherent

magic in their bodies allows them to cast a few spells
as an ace up their sleeve, but it requires both a bone
focus and speech to cast spells — in essence, they
must use the skills of both mancer and minister in
order to coax magical power from their bodies. If a
dabbler loses her focus or cannot speak, then she
cannot cast spells until the situation is rectified.

i
Af.

-
I don’t know much

about chucking

spells around, but

I had a friend who
dabbled in magic.

She told me that once
she learned how to do it, she was
able to keep up with others right
away. If your character picks up a
spellcasting secret later, calculate
your spell slots just like you've
been a spellcaster from first level.
None of this “only from your cur-
rent level onward” nonsense!

Spett Liscs
(MANCER Spells

Basic Spells: Chill Touch, Eldritch Blast, Pres-
tidigitation

Level 1 Spells: Chaos Spray, Darkness, Detect
Magic, Disguise Self, False Life, Feather Fall, Illu-
sory Script, Inflict Wounds, Silent Image, Unnat-
ural Rebuke

Level 2 Spells: Gust of Wind, Invisibili-
ty, Jump, Magic Armor, Mirror Image, Misty
Step, Ray of Enfeeblement, Spider Climb, Spike
Growth, Web

Level 3 Spells: Blink, Clairvoyance, Fireball,
Fly, Haste, Lightning Bolt, Major Image, Slow,
Speak with Dead, Vampiric Touch

Level 4 Spells: Animate Dead, Arcane Eye, Black
Tentacles, Blight, Faithful Canine, Hold Person, Ice
Storm, Polymorph, Secret Chest, Spirit Guardians
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Level 5 Spells: Arcane Paw, Circle of Death,
Cloudkill, Cone of Cold, Create Undead, Pass-
wall, Raise Dead, Resilient Sphere, Scrying, Tele-
kinesis

(NmiSTer Spells

Basic Spells: Animal Friendship, Thaumatur-
gy, Vicious Mockery

Level 1 Spells: Calm Emotions, Charm Per-
son, Command, Entangle, Faerie Fire, Fog Cloud,
Goodberry, Healing Word, Longstrider, Speak
with Animals

Level 2 Spells: Barkskin, Bestow Curse, De-
tect Thoughts, Enthrall, Lesser Restoration, Magic

Mouth, Moonbeam, Shatter, Suggestion,
Zone of Truth

Level 3 Spells: Confusion, Daylight, Dis-
pel Magic, Fear, Hypnotic Pattern, Mass Healing
Word, Nondetection, Remove Curse, Sleet Storm,

Stinking Cloud

Level 4 Spells: Dominate Beast, Geas, Giant
Worm, Hallucinatory Terrain, Irresistible Dance,

Legend Lore, Locate Person, Phantasmal Killer,
Stoneskin, Wall of Magic

Level 5 Spells: Contagion, Creation, Domi-
nate Person, Dream, Greater Restoration, Insect
Plague, Mislead, Modify Memory, Raise Dead,
Telepathic Bond

SPELL DESCRIPTIONS

The spells below are presented in alphabetical
order, for ease of reference.

ANIMAL FFRIENDShIP

Minister Basic

Casting Time: 1 action Range: 30 feet

Duration: 1 day

This spell lets you convince an animal that you
mean it no harm. Choose an animal that you can
see within range. It must see and hear you, and
it must succeed on a Wisdom saving throw or be
Charmed by you for the spell’s duration. If you or
one of your companions harms the target, the spell
ends.

ANINATE DeAD

Mancer Level 4

Casting Time: 1 minute Range: 10 feet

Duration: Instantaneous

This spell creates an undead servant. Choose
a pile of bones or a corpse within range. The target
becomes a bone burr (p. 194) if you chose bones or
a zombie (p. 208) if you chose a corpse.

On each of your turns, you can use a bonus ac-
tion to mentally command any undead you made
with this spell if the undead is within 60 feet of

you (if you control multiple undead, you can com-
mand any or all of them at the same time, issu-
ing the same command to each one). You decide
what action the undead will take and where it will
move during its next turn, or you can issue a gen-
eral command, such as “guard that chamber” or
“follow that dog.” If you issue no commands, the
undead only defends itself against hostile charac-
ters. Once given an order, the undead continues
to follow it until its task is complete.

The undead is under your control until the next
sunset, after which it stops obeying any command you've
given it. To maintain control of the undead for another
day, you must cast this spell on the undead again before
sun sets. This use of the spell reasserts your control over
up to four undead characters you have animated with
this spell, rather than animating a new one.

ARCANE €ye

Mancer Level 4

Casting Time: 1 action Range: 30 feet
Duration: Concentration, up to 1 hour

You create an invisible, magical eye within
range that hovers in the air for the duration. You
mentally receive visual information from the eye,
which has normal vision and Darkvision out to
30 feet. The eye can look in every direction.
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As an action, you can move the eye up to 30
' feet in any direction. There is no limit to how far
away from you the eye can move. A solid barrier
blocks the eye’s movement, but the eye can pass
through an opening as small as one inch in diam-

eter.

ARCANE DAW
Mancer Level 5

Casting Time: 1 action Range: 120 feet
Duration: Concentration, up to 1 minute

You create a paw of shimmering, translucent
force in an unoccupied space that you can see with-
in range. The paw lasts for the spell’s duration, and
it moves at your command, mimicking the move-
ments of your own paw.

The paw is an object that has Defense 20 and
stamina points equal to your stamina point max-
imum. If it drops to O stamina points, the spell
ends. It has a Strength of +8 (26) and a Dexterity
of +0 (10).

When you cast the spell and as a bonus action
on your subsequent turns, you can move the paw

up to 60 feet and then cause one of the follow-
ing effects with it.
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Clenched Paw. The paw strikes one char-
acter or object within five feet of it. Make
an attack using your spellcasting ability.
On a hit, the target takes 4d8 force dam-
age.

Forceful Paw. The paw attempts to push an
enemy within five feet of it in a direction
you choose. Make a check with the paw’s
Strength contested by the Strength check
of the target. If you succeed, the paw push-
es the target up to five feet plus a number
of feet equal to five times your spellcasting
ability modifier. The paw moves with the
target to remain within five feet of it.

Interposing Paw. The paw interposes itself
between you and a character you choose
until you give the paw a different com-
mand. The target can’t move through the
paw’s space if its Strength score is less than
or equal to the paw’s Strength score. If its
Strength score is higher than the paw’s
Strength score, the target can move toward

you through the paw’s space, but its speed
is halved.
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BARKSKIN
Minister Level 2

Casting Time: 1 action Range: Touch
Duration: Concentration, up to 1 hour

You touch a willing character. Until the spell
ends, the target’s skin has a rough, bark-like appear-
ance, and the target’s defense can’t be less than 16,
regardless of what kind of armor it is wearing.

Bescow Curse
Minister Level 2

Casting Time: 1 action Range: Touch
Duration: Concentration, up to 1 minute

The character touched must succeed on a
Wisdom saving throw or become Cursed for the
duration of the spell. A Remove Curse spell ends
this effect.

Black TencAcles

Mancer Level 4

Casting Time: 1 action Range: 90 feet
Duration: Concentration, up to 1 minute

Squirming, ebony tentacles fill a 20-foot square
on the ground that you can see within range. When
a character enters the affected area for the first time
on a turn or starts her turn there, the character must
succeed on a Dexterity saving throw or take 3d6 blud-
geoning damage and be rendered Immobile by the
tentacles until the spell ends. A character that starts
her turn in the area and is already immobilized by the
tentacles takes 3d6 bludgeoning damage.

A character immobilized by the tentacles can
use her action to make a Strength or Dexterity
saving throw (her choice) against your spell saving
throw difficulty. On a success, she frees herself.

Bughc

Mancer Level 4

Casting Time: 1 action Range: 30 feet

Duration: Instantaneous

Necromantic energy washes over a character of
your choice that you can see within range, draining
moisture and vitality from it. The target must make
a Constitution saving throw. The target takes 6d8
necrotic damage on a failed save, or half as much

damage on a successful one. This spell has
no effect on undead or constructs.

Bunk

Mancer Level 3

Casting Time: 1 action Range: Self

Duration: 1 minute

Roll 1d20 at the end of each of your turns for
the duration of the spell. On a roll of 11 or higher,
you vanish completely. At the start of your next
turn, and when the spell ends, you return to an
unoccupied space of your choice that you can see
within 10 feet of the space you vanished from. If
no unoccupied space is available within that range,
you appear in the nearest unoccupied space (cho-
sen at random if more than one space is equally
near). You can dismiss this spell as an action.

While you have vanished, characters can’t per-
ceive you or interact with you. The mancer has no
memory of where she was while vanished, but she
carries with her a slight feeling of dread.

CAln €EMOTIONS

Minister Level 1

Casting Time: 1 action Range: 60 feet
Duration: Concentration, up to 1 minute

Each character in a 20foot radius must make a
Charisma saving throw; a character can choose to fail
this saving throw if she wishes. If a character fails her
saving throw, choose one of the following two effects.

e Suppress any effect causing a target to be
Charmed or Scared. When this spell ends,
any suppressed effect resumes, if its dura-
tion has not expired in the meantime.

¢ Make a target indifferent about characters
of your choice that she is currently hostile
toward. This indifference ends if the target
is attacked or harmed by a spell or if she
witnesses any of her friends being harmed.

ChAes Spray

Mancer Level 1

Casting Time: 1 action  Range: Self (15-foot cone)

Duration: 1 round

A vivid cone of clashing colors and smells
springs forth from your paw. Characters in a

17
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15-foot cone originating from you (ignoring

Unconscious characters) must make a Wis-

dom saving throw or become Anosmic and Blind
until the spell ends.

ChARM Pe&soN

Minister Level 1

Casting Time: 1 action Range: 30 feet

Duration: 1 hour

You attempt to charm a person you can see
within range. She must make a Wisdom saving
throw, and does so with advantage if you or your
companions are fighting her. If she fails the saving
throw, she is Charmed by you until the spell ends
or until you or your companions do anything harm-
ful to her. The Charmed character regards you as
a friendly acquaintance. When the spell ends, the
character knows she was Charmed by you.

Chill'Couch

Mancer Basic

Casting Time: 1 action Range: 120 feet

Duration: 1 round

You create a ghostly, skeletal paw next to a
character within range. Make a ranged spell attack
against the character to assail it with the chill of
the grave. On a hit, the target takes 1d8 necrotic
damage, and he can’t regain stamina points until
the start of your next turn. Until then, the paw
clings to the target. If you hit a target with the In-
visible condition, the target also has disadvantage
on attack rolls against you until the end of your
next turn.

Circle oF DeAch
Mancer Level 5

Casting Time: 1 action Range: 150 feet

Duration: Instantaneous

A sphere of negative energy ripples out in a
60-foot-radius sphere from a point within range.
Each character in that area must make a Consti-
tution saving throw. A target takes 7d6 necrotic
damage on a failed save, or half as much damage
on a successful one.

CLAIRVOYANCE

Mancer Level 3

Casting Time: 10 minutes Range: 1 mile
Duration: Concentration, up to 10 minutes

You create an invisible sensor within range in
a location familiar to you (a place you have visited
or seen before) or in an obvious location that is
unfamiliar to you (such as behind a door, around a
corner, or in a grove of trees). The sensor remains
in place for the duration, and it can’t be attacked
or otherwise interacted with.

When you cast the spell, you can choose to
see, hear, or smell. You can use the chosen sense
through the sensor as if you were in its space. You
can use an action to switch between senses.

Clounkill

Mancer Level 5

Casting Time: 1 action Range: 120 feet
Duration: Concentration, up to 10 minutes

You create a 20-foot radius sphere of poi-
sonous, yellow-green fog centered on a point you
choose within range. The fog spreads around cor-
ners. It lasts for the duration or until a strong wind
disperses the fog, ending the spell. Its area is heav-
ily obscured.

When a character enters the spell’s area for
the first time on a turn or starts her turn there,
that character must make a Constitution saving
throw. The character takes 5d8 poison damage on
a failed saving throw, or half as much damage on a
successful one. Characters are affected even if they
hold their breath or don’t need to breathe.

The fog moves 10 feet away from you at the
start of each of your turns, rolling along the sur-
face of the ground. The vapors, being heavier than
air, sink to the lowest level of the land, even pour-
ing down openings or rolling back onto incautious
mancers who stand downhill from the cloud.

COMMAND

Minister Level 1

Casting Time: 1 actio Range: 60 feet

Duration: 1 round

You give the subject a single one- or two-word
command — many minsters prefer to use the an-
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cient commands of the Old Ones, but any com-
mand will do. The target must succeed on a Wis-
dom saving throw, or she must obey the command
to the best of her ability at her earliest opportunity.
If the target is unable to follow your command, the
spell ends. The spell has no effect if the target is
immune to being Charmed, or if your command
is directly harmful to her.

Some typical commands and their effects fol-
low. You might issue a command other than one
described here. If you do so, the Guide determines
how the target behaves.

e Come! On her turn, the subject moves
toward you as quickly and directly as pos-
sible. The character may do nothing but
move during her turn.

¢ Drop It! On her turn, the subject drops
whatever she is holding and ends her turn.
She can’t pick up any dropped item until
her next turn.

e Heel! The subject stands in place. She may
not take any move actions.

¢ Lay Down! On her turn, the subject falls
to the ground and remains Prone until the
spellcaster’s next turn.

¢ Run! On her turn, the subject moves away
from you as quickly as possible until the
spellcaster’s next turn. She may do noth-
ing but move during her turn, and she
provokes attacks of opportunity for this
movement as normal.

Cone or Colp
Mancer Level 5

Casting Time: 1 action  Range: Self (60-ft cone)

Duration: Instantaneous

A blast of cold air erupts from your paws. Each
character in a 60-foot cone must make a Consti-
tution saving throw. A character takes 8d8 cold
damage on a failed saving throw, or half as much
damage on a successful one.

CoNFusioN
Minister Level 3

Casting Time: 1 action Range: 90 feet
Duration: Concentration, up to 1 minute

This spell assaults and twists characters’
minds, spawning delusions and provoking un-
controlled actions. Each character in a 10-foot ra-
dius centered on a point you choose within range
must succeed on a Wisdom saving throw when you
cast this spell or be affected by it.

An affected target gains the Confused condi-
tion. At the end of each of his turns, an affected
target can make a Wisdom saving throw. If it suc-
ceeds, this effect ends for that target.

CONTAGION

Minister Level 5

Casting Time: 1 action Range: Touch

Duration: 7 days

You convince someone that they are sick, and
disease manifests at your touch. A character within
your reach must make a Charisma saving throw. If
they fail, the target is Anosmic, Blind, and Sickly.

At the end of each of the target’s turns, it must
make a Constitution saving throw. After failing
three of these saving throws, the disease gets worse,
giving the character the Paralyzed condition. The
character stops making these saves once Paralyzed.
After succeeding on three of these saving throws,
the character recovers from the disease, removing
all conditions, and the spell ends.

Since this spell induces a natural disease in its
target, any effect that removes a disease or other-
wise ameliorates a disease’s effects apply to it.

CreATe UNDEAD
Mancer Level 5

Casting Time: 1 minute Range: 10 feet

Duration: Instantaneous

This spell creates up to three undead servants.
Choose up to three piles of bones or corpses with-
in range. Each target becomes a bone burr (p. 194)
if you chose bones or a zombie (p. 208) if you
chose a corpse.

On each of your turns, you can use a bonus
action to mentally command any undead you made
with this spell if the undead is within 60 feet of you
(if you control multiple undead, you can command
any or all of them at the same time, issuing the same
command to each one). You decide what action
the undead will take and where it will move
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during its next turn, or you can issue a gen-

eral command, such as “guard that chamber”

or “follow that dog.” If you issue no commands,

the undead only defends itself against hostile char-

acters. Once given an order, the undead continues
to follow it until its task is complete.

The undead is under your control until the next
sunset, after which it stops obeying any command
you've given it. To maintain control of the undead for
another day, you must cast this spell on the undead
again before sun sets. This use of the spell reasserts your
control over up to six undead characters you have ani-
mated with this spell, rather than animating new ones.

CREATION

Minister Level 5

Casting Time: 1 minute
Duration: Special

Range: 30 feet

You use your voice to draw wisps of material
from the very air to create a nonliving object of veg-
etable matter within range: soft goods, rope, wood,
or something similar. You can also use this spell
to create mineral objects such as stone, crystal, or
metal. The object created must be no larger than
a five-foot cube, and the object must be of a form
and material that you have seen before.

The duration depends on the object’s materi-
al. If the object is composed of multiple materials,
use the shortest duration.

MATERIAL DURATION

Vegetable matter 1 day
Stone or crystal Y2 day
Precious metals and gems ~ An hour
Plastic or other mystical Several dozen
material twitches
DARKNESS
Mancer Level 1
Casting Time: 1 action Range: 60 feet

Duration: Concentration, up to 10 minutes

Magical darkness spreads from a point you
choose within range to fill a 15-foot-radius sphere
for the duration. A character with Darkvision can’t

see through this darkness, and non-magical light
can’t illuminate it.

If the point you choose is on an object you are hold-
ing or one that isn’t being worn or carried, the darkness
emanates from the object and moves with it. Complete-
ly covering the source of the darkness with an opaque
object, such as a bowl or a helm, blocks the darkness.

If any of this spell’s area overlaps with an area
of light created by a spell of second level or lower,
the spell that created the light is dispelled.

DAthb‘c

Minister Level 3

Casting Time: 1 action
Duration: 1 hour

Range: 60 feet

A 60footradius sphere of light spreads out
from a character you choose within range. If any of
this spell’s area overlaps with an area of darkness
created by a spell of third level or lower, the spell
that created the darkness is dispelled.

Detect MAGIC

Mancer Level 1

Casting Time: 1 action Range: Self
Duration: Concentration, up to 10 minutes

For the duration, you can see the presence of
magic, the Unseen, and characters under Unseen
influence within 30 feet of you. If you sense magic
in this way, you can use your action to see a faint
aura around any specific and visible character or
object in the area that bears magic. This spell can-
not be used if the spellcaster is Blind.

In my correspondence
with dog spellcasters,
| have learned that
they consider such

wmystical detection to
be something you smell instead of
sowmething you see. | am reluctant
to tell fellow mystics their meth-
ods are faulty, but | cannot envi-
sion shoving my nose into danger-
ous areas to determine if they reek
of the arcane.
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Detect Choughts

Minister Level 2

Casting Time: 1 action Range: Self
Duration: Concentration, up to 1 minute

For the duration, you can read the thoughts of
certain characters. When you cast the spell and as
your action on each turn until the spell ends, you
can focus your mind on any one character that you
can see within 30 feet of you. If the character you
choose has an Intelligence of 3 or lower or doesn’t
speak any language, the character is unaffected.

You initially learn the surface thoughts of the
character — what is most on its mind in that mo-
ment. As an action, you can either shift your at-
tention to another character’s thoughts or attempt
to probe deeper into the same character’s mind. If
you probe deeper, the target must make a Wisdom
saving throw. If it fails, you gain insight into its rea-
soning (if any), its emotional state, and something
that looms large in its mind (such as something
it worries over, loves, or hates). If it succeeds, the
spell ends. Either way, the target knows that you
are probing into its mind, and unless you shift
your attention to another character’s thoughts, the

character can use its action on its turn to
make an Intelligence check contested by your
Intelligence check; if it succeeds, the spell ends.

Questions verbally directed at the target char-
acter naturally shape the course of its thoughts,
so this spell is particularly effective as part of an
interrogation.

Disguise Selr

Mancer Level 1

Casting Time: 1 action Range: Self

Duration: 1 hour

Your focus can make you look different, in-
cluding fur, clothing, armor, weapons, and equip-
ment. You can seem a foot shorter or taller, thin,
fat, or in between. You cannot change into a char-
acter that isn’t a cat, but otherwise, the extent of
the apparent change is up to you.

The spell does not provide the abilities or
mannerisms of the chosen form, nor does it alter
the perceived tactile or audible properties of you
or your equipment.

To discern that you are disguised, a character
can use his action to inspect your appearance and
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must succeed on an Intelligence saving throw
against your spell saving throw difficulty.

Dispel MAGIC
Minister Level 3

Casting Time: 1 action Range: 120 feet

Duration: Instantaneous

Choose one character, object, or magical ef-
fect within range. Any spell cast by a character with
a level or challenge rating equal to or lower than
yours ends. For each spell cast by a character of a
higher level or challenge rating than yours on the
target, make an ability check using your spellcast-
ing ability. The difficulty equals 10 + the spell’s lev-
el. On a successful check, the spell ends.

Dominate Beasc
Minister Level 4

Casting Time: 1 action Range: 60 feet
Duration: Concentration, up to 1 minute

You attempt to beguile an animal that you can
see within range. It must succeed on a Wisdom sav-
ing throw or be Charmed by you for the duration. If
you or characters that are friendly to you are fighting
it, it has an advantage on the saving throw.

While the animal is Charmed, you have a tele-
pathic link with it. You can use this telepathic link to
issue commands to the animal while you are conscious
(no action required), which it does its best to obey. You
can specify a simple and general course of action, such
as “Attack that character,” “Run over there,” or “Fetch
that object.” If the animal completes the order and
doesn’t receive further direction from you, it defends
and preserves itself to the best of its ability.

You can use your action to take total and pre-
cise control of the target. Until the end of your
next turn, the animal takes only the actions you
choose, and doesn’t do anything that you don’t al-
low it to do. During this time, you can also cause
the animal to use a reaction, but this requires you
to use your own reaction as well.

Each time the target takes damage, it makes a
new Wisdom saving throw against the spell. If the
saving throw succeeds, the spell ends.

DomINATE PERSON

Minister Level 5

Casting Time: 1 action Range: 60 feet
Duration: Concentration, up to 1 minute

As per Dominate Beast, save that the target
must be another character (not an animal). Fur-
ther, the target is Possessed, rather than Charmed.

DreAm

Minister Level 5

Casting Time: 1 minute Range: Special

Duration: 8 hours

This spell shapes a character’s dreams. Choose
a character known to you as the target of this spell
when it is asleep. You, or a willing character you
touch, enters a trance state, acting as a messenger.
While in the trance, the messenger is aware of his
or her surroundings, but is Paralyzed. If the target
is awake when you cast the spell, the spell fails, but
no spell slots are lost.

The messenger appears in the target’s dreams
and can converse with the target as long as it re-
mains asleep, through the duration of the spell.
The messenger can also shape the environment of
the dream, creating landscapes, objects, and other
images. The messenger can emerge from the trance
at any time, ending the effect of the spell early. The
target recalls the dream perfectly upon waking.

You can make the messenger appear monstrous
and terrifying to the target. If you do, the messenger
can deliver a message of no more than 10 words and
then the target must make a Wisdom saving throw.
If you have a body part, tuft of fur, clipping from
a claw, or similar portion of the target’s body, the
target makes its saving throw with disadvantage.

On a failed save, echoes of the phantasmal
monstrosity spawn a nightmare that lasts the du-
ration of the target’s sleep and prevents the target
from gaining any benefit from that rest. In addi-
tion, when the target wakes up, she takes 3d6 psy-
chic damage.

€lorcch Blasc

Mancer Basic

Casting Time: 1 action Range: 120 feet

Duration: Instantaneous
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A beam of crackling energy streaks toward a char-
acter within range. Make a ranged spell attack against
the target. On a hit, the target takes 1d10 force damage.

ENTANGle
Minister Level 1

Casting Time: 1 action Range: 90 feet
Duration: Concentration, up to 1 minute

Grasping weeds and vines sprout from the
ground in a 20foot square starting from a point
within range. A character in the area when you cast
the spell must succeed on a Strength saving throw or
be restrained by the entangling plants until the spell
ends. A character restrained by the plants can use his
action to make a Strength check against your spell
saving throw difficulty. On a success, he frees himself.

When the spell ends, the conjured plants wilt
away.

ENThrALL
Minister Level 2

Casting Time: 1 action Range: 60 feet

Duration: 1 minute

You weave a distracting string of words, caus-
ing characters of your choice that you can see with-
in range and that can hear you to make a Wisdom
saving throw. Any character that you or your com-
panions are fighting has advantage on the saving
throw. On a failed saving throw, the target has
disadvantage on Wisdom checks made to perceive
any character other than you until the spell ends
or until the target can no longer hear you. The
spell ends if you are incapacitated or can no longer
speak.

ACRIE Fme
inister Level 1

Casting Time: 1 action Range: 60 feet
Duration: Concentration, up to 1 minute

Each object in a 20-foot cube within range
is outlined in blue, green, or violet light (your
choice). Any character in the area when the spell is
cast is also outlined in light if she fails a Dexterity
saving throw. For the duration, objects and affect-
ed characters shed dim light in a 10-foot radius.

Any attack roll against an affected character or
object has advantage if the attacker can see her,

and the affected character or object can’t
benefit from being Invisible.

EAItbFUL CANINE

ancer Level 4

Casting Time: 1 action Range: 30 feet

Duration: 8 hours

You conjure a phantom canine in an unoc-
cupied space you can see within range, where it
remains for the duration, until you dismiss it as
an action, or until you move more than 100 feet
away from it.

The canine is Invisible to all characters except
you and can’t be harmed. When a character comes
within 30 feet of it without first speaking the pass-
word that you specify when you cast this spell, the
canine starts barking loudly. The canine sees Invisible
characters, the Unseen, and it sees through illusions.

At the start of each of your turns, the canine at-
tempts to bite one character within five feet of it that
is hostile to you. The canine’s attack bonus is equal to
your spellcasting ability modifier + your proficiency
bonus. On a hit, it deals 4d8 piercing damage.

—

Once, a lizard asked
me why we do not
summon felines,
rather than ca-
hines, to do our bid-
ding. | did not dignify the
query with a response — all
should know that even unevolved
telines are disinclined to mind-
lessly take orders. Besides, order-
ing canines around is more fun.

I:ALSG lire
ancer Level 1

Casting Time: 1 action Range: Self

Duration: 1 hour

Bolstering yourself with a facsimile of life,
you gain 1d4 + 4 stamina points for the dura-
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tion of the spell. The stamina points vanish
with the spell, possibly leaving the spellcaster
injured.

E'GAK
inister Level 3

Casting Time: 1 action Range: Self (30-foot cone)
Duration: Concentration, up to 1 minute

You project a phantasmal image of a charac-
ter’s worst fears. Each character in a 30-foot cone
must succeed on a Wisdom saving throw or drop
whatever she is holding and become Scared for the
duration.

While scared by this spell, a character must
take a move action away from you by the safest
available route on each of her turns, unless there
is nowhere to move. If the character ends her turn
in a location where she doesn’t have line of sight
to you, the character can make a Wisdom saving
throw. On a successful saving throw, the spell ends
for that character.

€ATheER FALL
ancer Level 1

Casting Time: 1 reaction Range: 60 feet

Duration: 1 minute

Choose up to five falling characters within
range. A falling character’s rate of descent slows
to 60 feet per round until the spell ends. If the
character lands before the spell ends, he takes no
falling damage and can land on his feet, and the
spell ends for that character.

I;—'meBAIL

ancer Level 3

Casting Time: 1 action Range: 150 feet

Duration: Instantaneous

A bright streak flashes from your paw to a
point you choose within range, then blossoms with
a low roar into an explosion of flame. Each char-
acter in a 20-foot-radius sphere centered on that
point must make a Dexterity saving throw. A target
takes 6d6 heat damage on a failed saving throw,
or half as much damage on a successful one. The
fire spreads around corners. It ignites flammable

objects in the area that aren’t being worn or car-
ried.

I;I::ncer Level 3

Casting Time: 1 action Range: Touch
Duration: Concentration, up to 10 minutes

You touch a willing character. The target gains
a flying speed of 60 feet for the duration. When
the spell ends, the target falls if it is still aloft, un-
less it can stop the fall.

E’og Cloup

inister Level 1

Casting Time: 1 action Range: 120 feet
Duration: Concentration, up to 1 hour

You create a 20-foot-radius sphere of fog cen-
tered on a point within range. The sphere spreads
around corners, and its area is heavily obscured.
It lasts for the duration or until a strong wind dis-
perses it.

GeAs

Minister Level 4

Casting Time: 1 minute Range: 60 feet

Duration: 30 days

You place a magical command on a character,
forcing her to carry out some service or refrain
from some action or course of activity. If the char-
acter can understand you, she must succeed on a
Wisdom saving throw or become Charmed by you
for the duration. While the character is Charmed,
she takes 5d10 psychic damage each time she acts
in a manner directly counter to your instructions,
but no more than once each day. A character that
can’t understand you is unaffected by the spell.

You can end the spell early by using an action
to dismiss it. Removing the Charmed condition
also ends it.

GIANT WoRrm

Minister Level 4

Casting Time: 1 action Range: 30 feet
Duration: Concentration, up to 10 minutes

You transform up to 10 worms within range
into giant versions of their natural forms for the
duration (statistics are on p. 191). Each worm
obeys your verbal commands, and in combat, they
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act on your turn each round. The Guide resolves
their actions and movement.

A worm remains in its giant size for the du-
ration, until it drops to O stamina points, or until
you use an action to dismiss the effect on it.

The Guide might

allow you to choose

different insects.

For example, if

you have access to
Pugwmire, she might allow

you to use this spell to create

Giant Ants, such as the ones

on pp. 188-189 of that book.

If she allows such ¢changes, you

can only create a total of 10

CR worth of creatures — so, a

maximuwm of five giants ants, as

they’re CR 2.

QOQDBGR&Y

Minister Level 1

Casting Time: 1 action
Duration: Instantaneous

Range: Touch

Up to 10 berries appear in your paw and are
infused with magic for the duration. A character
can use her action to eat one berry. Eating a berry
restores 1 stamina point, and the berry provides
enough nourishment to sustain a character for one
day.

The berries lose their potency if they have not
been consumed within a day of the casting of this
spell.

GREATER RESTORATION

Minister Level 5

Casting Time: 1 action
Duration: Instantaneous

Range: Touch

You imbue a character you touch with positive
energy to undo debilitating effects. You can remove

one disease, one condition, and cancel any
effects that reduces the target’s ability scores.

GusT oF WIND

Mancer Level 2

Casting Time: 1 action ~ Range: Self (60-foot line)
Duration: Concentration, up to 1 minute

A line of strong wind 60 feet long and 10 feet
wide blasts from your focus in a direction you
choose for the spell’s duration. Each character
that starts her turn in the line must succeed on a
Strength saving throw or be pushed 15 feet away
from you in a direction following the line.

Any character in the line must spend two feet
of movement for every one foot it moves when
moving closer to you.

The gust disperses gas or vapor, and it extin-
guishes candles, torches, and similar unprotected
flames in the area. It causes protected flames, such
as those of lanterns, to dance wildly and has a 50
percent chance to extinguish them.

As a bonus action on each of your turns be-
fore the spell ends, you can change the direction in
which the line blasts from you

hAlluciNnATORY TERRAIN

Minister Level 4

Casting Time: 10 minutes Range: 300 feet
Duration: 1 day

You make natural terrain in a 150-foot cube
in range look, sound, and smell like some other
sort of natural terrain. Thus, open fields or a road
can be made to resemble a swamp, hill, crevasse, or
some other difficult or impassable terrain. A pond
can be made to seem like a grassy meadow, a prec-
ipice like a gentle slope, or a rock-strewn gully like
a wide and smooth road. Manufactured structures,
equipment, and characters within the area aren’t
changed in appearance.

The tactile characteristics of the terrain are un-
changed, so characters entering the area are likely to
notice the illusion. If the difference isn’t obvious by
touch, a character carefully examining the illusion
can attempt an Intelligence check against your spell
save difficulty to disbelieve it. A character who dis-
cerns the illusion for what it is sees it as a vague
image superimposed on the terrain.
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Mancer Level 3

Casting Time: 1 action Range: 30 feet
Duration: Concentration, up to 1 minute

Choose a willing character that you can see
within range. Until the spell ends, the target’s
speed is doubled, he gains a +2 bonus to defense,
he has advantage on Dexterity saving throws, and
he gains an additional action on each of his turns.
The additional action can only be used to take
the following actions: Attack (one weapon attack
only), Disengage, Hide, Run, or Use.

When the spell ends, the target can’t move or
take actions until after his next turn, as a wave of
lethargy sweeps over him.

heAling Worp
Minister Level 1

Casting Time: 1 bonus action  Range: 60 feet

Duration: Instantaneous

A visible character of your choice within range
regains stamina points equal to 1d4 + your spell-
casting ability modifier. An additional 1d4 is rolled
for every additional spell slot used when casting
Healing Word. No stamina dice are expended,
although the target can choose to spend stamina
dice to recover stamina points if they wish.

boto Person
Mancer Level 4

Casting Time: 1 action Range: 90 feet
Duration: Concentration, up to 1 minute

Choose a character that you can see with-
in range. The target must succeed on a Wisdom
saving throw or be Paralyzed for the duration. At
the end of each of his turns, the target can make
another Wisdom saving throw. On a success, the
spell ends on the target.

hypwecic Jﬂn:em

Minister Level

Casting Time: 1 action Range: 120 feet
Duration: Concentration, up to 1 minute

You create a twisting pattern of colors that
weaves through the air inside a 30-foot cube with-

in range. The pattern appears for a moment and
vanishes. Each character in the area who sees the
pattern must make a Wisdom saving throw. On a
failed saving throw, the character becomes Incapac-
itated and Immobile for the duration. The spell
ends for an affected character if she takes any dam-
age or if someone else uses an action to shake the
character out of her stupor.

1ce Sto&m

Mancer Level 4

Casting Time: 1 action Range: 300 feet

Duration: Instantaneous

A hail of rock-hard ice pounds to the ground
in a 20-footradius, 40-foot-high cylinder centered
on a point within range. Each character in the cyl-
inder must make a Dexterity saving throw. A char-
acter takes 2d8 bludgeoning damage and 3d6 cold
damage on a failed saving throw, or half as much
damage on a successful one.

TUuseRY SCRIPT

Mancer Level 1

Casting Time: 1 minute Range: Touch

Duration: 10 days

You write on parchment, paper, or some other
suitable writing material and imbue it with a po-
tent illusion that lasts for the duration.

To you and any characters you designate when
you cast the spell, the writing appears normal, written
in your style of writing, and conveys whatever mean-
ing you intended when you wrote the text. To all
others, the writing appears as if it were written in an
unknown script that is unintelligible. Alternatively,
you can cause the writing to appear to be an entirely
different message, written in a different style.

Should the spell be dispelled, the original
script and the illusion both disappear.

INFLICT WounNDs

Mancer Level 1

Casting Time: 1 action Range: Touch

Duration: Instantaneous

Make a melee spell attack against a character.
When successfully laying your paw or focus on a
target, you channel negative energy that deals 2d10
necrotic damage.
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INgecT PlaGue
Minister Level 5

Casting Time: 1 action Range: 300 feet
Duration: Concentration, up to 10 minutes

Swarming, biting locusts fill a 20-foot-radi-
us sphere centered on a point you choose within
range. The sphere spreads around corners. The
sphere remains for the duration, and its area is ob-
scured and hard to pass through.

When the area appears, each character in it
must make a Constitution saving throw. A charac-
ter takes 4d10 piercing damage on a failed saving
throw, or half as much damage on a successful one.
A character must also make this saving throw when
she enters the spell’s area for the first time on a
turn or ends her turn there.

INVISIBILTY

Mancer Level 2

Casting Time: 1 action Range: Touch
Duration: Concentration, up to 1 hour

A character you touch becomes Invisible until
the spell ends. Anything the target is wearing or car-
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rying is invisible as long as it is on the target’s person.
The spell ends for a target that attacks or casts a spell.

IRResISC1Ble DANCE

Minister Level 4

Casting Time: 1 action Range: 30 feet »
Duration: Concentration, up to 1 minute

Choose one character that you can see within
range. The target begins a comic dance in place:
shuffling, tapping its feet, and capering for the *
duration. Characters that can’t be Charmed are
immune to this spell. A dancing character has the
effects of being Immobile.

As an action, a dancing character makes a Wisdom
saving throw to regain control of itself. On a successful
save, the condition is removed and the spell ends.

Jucop

Mancer Level 2 |

- Tk ekl e

Casting Time: 1 action Range: Touch

Duration: 1 minute

The target can jump three times as far, and
gains advantage on appropriate rolls using the
Traverse skill until the spell ends.
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Range: Self

Minister Level 4

Casting Time: 10 minutes
Duration: Instantaneous

Name or describe a person, place, or object.
The spell brings to your mind a summary of the sig-
nificant information about the thing you named.
The information might consist of current tales,
forgotten stories from the Ages of Man, or even se-
cret lore that has never been widely known. If the
thing you named isn’t of legendary importance,
you gain no information. The more information
you already have about the thing, the more precise
and detailed the information you receive is.

The information you learn is accurate, but
might be couched in figurative language. For exam-
ple, if you have a mysterious tome, the spell might
yield this information: “Beware the cat whose paw
touches this tome. The contents within lead to one
cat’s death, another’s insanity, and a third’s eternal
regret.”

lesser RescoraTIoN
Minister Level 2

Casting Time: 1 action Range: Touch

Duration: Instantaneous

You touch a character and can end either one
disease or one condition afflicting her. The con-
dition can be Anosmic, Blind, Deaf, Paralyzed, or

Sickly.

Lighening Bote
Mancer Level 3

Casting Time: 1 action Range: Self (100-foot line)
Duration: Instantaneous

A stroke of lightning forming a line 100 feet
long and five feet wide blasts out from you in a
direction you choose. Each character in the line
must make a Dexterity saving throw. A character
takes 6d6 lightning damage on a failed saving
throw, or half as much damage on a successful one.
The lightning ignites flammable objects in the area
that aren’t being worn or carried.

locate Pergon

Minister Level 4

Casting Time: 1 action Range: Self
Duration: Concentration, up to 1 hour

Describe or name a character that is familiar
to you. You smell the direction to the character’s
location, as long as that character is within 1,000
feet of you. If the character is moving, you know
the direction of his movement.

The spell can locate a specific character known to
you, or the nearest character of a specific kind (such as a
dog or a rat), so long as you have seen or smelled such a
character up close at least once. If the character you de-
scribed or named is in a different form, such as a being
who is Petrified, this spell doesn’t locate the character.

This spell can’t locate a character if running
water at least 10 feet wide blocks a direct path be-
tween you and the character. Also, the spell cannot
be used if you have the Anosmic condition.

lonGsTRIDER

Minister Level 1

Casting Time: 1 action
Duration: 1 hour

Range: Touch

The target’s two- and fourlegged speeds in-
crease by 10 feet until the spell ends.

MAGIC ARMOR

Mancer Level 2

Casting Time: 1 action Range: Touch

Duration: 8 hours

An invisible, but tangible, field of force sur-
rounds the target of this spell. The target’s base de-
fense becomes 13 + the target’s Dexterity modifier.
Since Magic Armor is made of force, incorporeal
characters can’t bypass it the way they do normal
armor. The spell ends if the target dons armor or if
you dismiss the spell as an action.

MAGIC MoucTh

Minister Level 2

Casting Time: 1 minute Range: 30 feet

Duration: Until dispelled

You implant a message within an object in
range, a message that is uttered when a trigger
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condition is met. Choose an object that you can
see and that isn’t being worn or carried by anoth-
er character. Then speak the message, which must
be 25 words or fewer, though it can be delivered
over as long as 10 minutes. Finally, determine the
circumstance that will trigger the spell to deliver
your message.

When that circumstance occurs, a magical
mouth appears on the object and recites the mes-
sage in your voice and at the same volume you
spoke. If the object you chose has a mouth or
something that looks like a mouth (for example,
the mouth of a statue), the magical mouth appears
there so that the words appear to come from the
object’s mouth. When you cast this spell, you can
have the spell end after it delivers its message, or
it can remain and repeat its message whenever the
trigger occurs.

The triggering circumstance can be as general
or as detailed as you like, though it must be based
on visual or audible conditions that occur with-
in 30 feet of the object. For example, you could
instruct the mouth to speak when any character
moves within 30 feet of the object or when a silver
bell rings within 30 feet of it.

(NAJOR 1mAGe
Mancer Level 3

Casting Time: 1 action Range: 120 feet
Duration: Concentration, up to 10 minutes

You create the image of an object, a character,
or some other visible phenomenon that is no larg-
er than a 20-foot cube. The image appears at a spot
that you can see within range and lasts for the du-
ration. It seems completely real, including sounds,
smells, and temperature appropriate to the thing
depicted. You can’t create sufficient heat or cold to
cause damage, a sound loud enough to deal thun-
der damage or deafen a character, or a smell that
might sicken a character.

As long as you are within range of the illu-
sion, you can use your action to cause the image to
move to any other spot within range. As the image
changes location, you can alter its appearance so
that its movements appear natural for the image.
For example, if you create an image of a character
and move it, you can alter the image so that it ap-
pears to be walking. Similarly, you can cause the il-

lusion to make different sounds at different
times, even making it carry on a conversation,
for example.

Physical interaction with the image reveals it
to be an illusion, because things can pass through
it. A character that uses its action to examine the
image can determine that it is an illusion with a
successful Intelligence check against your spell save
difficulty. If a character discerns the illusion for
what it is, the character can see through the image,
and its other sensory qualities become faint to the
character.

MNASS heAlNG Worp

Minister Level 3

Casting Time: 1 bonus action
Duration: Instantaneous

Range: 60 feet

As you call out words of restoration, up to six
characters of your choice that you can see within
range regain stamina points equal to 1d4 + your
spellcasting ability modifier.

IREER ImAGE
Mancer Level 2

Casting Time: 1 action
Duration: 1 minute

Range: Self

Three illusory duplicates of yourself appear
in your space. Until the spell ends, the duplicates
move with you and mimic your actions, shifting
position so it’s impossible to track which image is
real. You can use your action to dismiss the illusory
duplicates.

Each time a character targets you with an at-
tack during the spell’s duration, roll 1d20 to de-
termine whether the attack instead targets one of
your duplicates. If you have three duplicates, you
must roll a 6 or higher to change the attack’s target
to a duplicate. With two duplicates, you must roll
an 8 or higher. With one duplicate, you must roll
an 11 or higher.

A duplicate has defense equal to 10 + your
Dexterity modifier. If an attack hits a duplicate,
the duplicate is destroyed. A duplicate can be de-
stroyed only by an attack that hits it. It ignores all
other damage and effects. The spell ends when all
three duplicates are destroyed.
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A character is unaffected by this spell if
she can’t see, if she relies on senses other than
sight, or if she can perceive illusions as false.

N1sleAD
Minister Level 5

Casting Time: 1 action Range: Self
Duration: Concentration, up to 1 hour

You become Invisible while an illusory double
of you appears where you are standing. The invisi-
bility ends if you attack or cast a spell.

You can use your action to move your illusory
double up to twice your speed and make it gesture,
speak, and behave in whatever way you choose.

You can see through its eyes and hear through
its ears as if you were located where it is. As a bo-
nus action, you can switch from using its senses
to using your own, or back again. While you are
using its senses, you are Anosmic, Blind, and Deaf
regarding your own surroundings.

sy Step

Mancer Level 2

Casting Time: 1 bonus action Range: Self

Duration: Instantaneous

Briefly surrounded by silvery mist, you tele-
port up to 30 feet to an unoccupied space that you
can see.

mODlw meOW
Minister Level 5

Casting Time: 1 action Range: 30 feet
Duration: Concentration, up to 1 minute

You attempt to reshape another character’s mem-
ories. One character that you can see must make a Wis-
dom saving throw. If you are fighting the character, it
has advantage on the saving throw. On a failed save,
the target becomes Charmed by you for the duration.

While the character is Charmed, you can af-
fect the target’s memory of an event that it experi-
enced within the last day and that lasted no more
than 10 minutes. You can permanently eliminate
all memory of the event, allow the target to recall
the event with perfect clarity and exacting detail,

change its memory of the details of the event, or
create a memory of some other event.

You must speak to the target to describe how
its memories are affected, and it must be able to
understand your language for the modified mem-
ories to take root. Its mind fills in any gaps in the
details of your description. If the spell ends before
you have finished describing the modified memo-
ries, the character’s memory isn’t altered. Other-
wise, the modified memories take hold when the
spell ends.

A modified memory doesn’t necessarily affect
how a character behaves, particularly if the memo-
ry contradicts the character’s natural inclinations,
personality traits, or beliefs. An illogical modified
memory, such as implanting a memory of how
much the character enjoyed dousing itself in acid,
is dismissed, perhaps as a bad dream. The Guide
might deem a modified memory too nonsensical
to affect a character in a significant manner.

A Remove Curse or Greater Restoration spell
cast on the target restores the character’s true
memory.

MoOoNBEAM

Minister Level 2

Casting Time: 1 action Range: 120 feet
Duration: Concentration, up to 1 minute

A silvery beam of pale light shines down in a
five-foot-radius, 40-foot-high cylinder centered on a
point within range. Until the spell ends, dim light
fills the cylinder.

When a character enters the spell’s area for the
first time on a turn or starts her turn there, she is
engulfed in ghostly flames that cause searing pain,
and she must make a Constitution saving throw.
She takes 2d10 radiant damage on a failed saving
throw, or half as much damage on a successful one.

On each of your turns after you cast this spell,
you can use an action to move the beam 60 feet in
any direction.

NONDETECTION
Minister Level 3

Casting Time: 1 action Range: Touch

Duration: 8 hours

For the duration, you convince the target that
they cannot be located by magic. The target can be
a willing character or a place or an object no larg-
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er than 10 feet in any dimension. The target can’t
be targeted by scrying or divination spells, such as
Clairvoyance and Locate Person.

ASSWALL
ancer Level 5

Casting Time: 1 action Range: 30 feet

Duration: 1 hour

A passage appears at a point of your choice
that you can see on a wooden, plaster, or stone sur-
face (such as a wall, a ceiling, or a floor) within
range, and lasts for the duration. You choose the
dimensions of the opening: up to five feet wide,
eight feet tall, and 20 feet deep. The passage cre-
ates no instability in a structure surrounding it.

When the opening disappears, any characters
or objects still in the passage created by the spell
are safely ejected to an unoccupied space nearest to
the surface on which you cast the spell.

hANTASmAL Killer
inister Level 4

Casting Time: 1 action Range: 120 feet
Duration: Concentration, up to 1 minute

You talk to a character within range about her
deepest fears, which creates an illusory manifesta-
tion visible only to that character. The target must
make a Wisdom saving throw. On a failed save, the
target becomes Scared for the duration. At the end
of each of the target’s turns before the spell ends,
the target must succeed on a Wisdom saving throw
or take 4d 10 psychic damage. On a successful save,
the condition is removed and the spell ends.

EoLYmopr

ancer Level 4

Casting Time: 1 action Range: 60 feet
Duration: Concentration, up to 1 hour

This spell transforms a character that you can
see within range into a new form. An unwilling
character must make a Constitution saving throw
to avoid the effect. The spell has no effect on a
character with O stamina points.

The transformation lasts for the duration, or
until the target drops to O stamina points. The new
form can be any enemy whose challenge rating is
equal to or less than the target’s level or challenge

rating. The target’s game statistics, includ-

ing mental ability scores, are replaced by the
statistics of the chosen enemy. She retains her
personality (including personality traits), however.

The target assumes the stamina points of her
new form. When she reverts to her normal form,
the character returns to the number of stamina
points she had before it transformed. If she reverts
because of dropping to O stamina points, any ex-
cess damage carries over to her normal form. If the
excess damage doesn’t reduce the character’s nor-
mal form to O stamina points, she isn’t knocked
Unconscious and is not considered to be dying.

The character is limited in the actions she can
perform by the nature of her new form, and she
can’t speak, cast spells, or take any other action
that requires paws or speech.

The target’s rucksack melds into the new
form. The character can’t activate, use, wield, or
otherwise benefit from any of her equipment.

L)&egmqutAUON

ancer Basic

Casting Time: 1 action Range: 10 feet

Duration: Up to 1 hour

You create one of the following magical effects
within range:

¢ You create an instantaneous, harmless
sensory effect, such as a shower of sparks,
a puff of wind, faint musical notes, or an

odd odor.

¢ You instantaneously light or snuff out a
candle, a torch, or a small campfire.

¢ You instantaneously clean or soil an object
no larger than one cubic foot.

¢ You chill, warm, or flavor up to 1 cubic
foot of nonliving material for one hour.

¢ You make a color, a small mark, or a sym-
bol appear on an object or a surface for
one hour.

¢ You create a nonmagical trinket or an il-
lusory image that can fit in your paw and
that lasts until the end of your next turn.

If you cast this spell multiple times, you can
have up to three of its non-instantaneous ef-
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fects active at a time, and you can dismiss
such an effect as an action.

RA1se DeAD
Mancer/ Minister Level 5

Casting Time: 1 hour
Duration: Instantaneous

Range: Touch

You return a dead character you touch to life,
if she has been dead no longer than 10 days. The
character returns to life with 1 stamina point, but
the mancer is reduced to 1 stamina point and is
knocked Unconscious. This spell also neutralizes
any poisons and cures non-magical diseases that af-
fected the character at the time she died. This spell
doesn’t, however, remove magical diseases, curses,
or similar effects; if these aren’t first removed pri-
or to casting the spell, they take effect when the
character returns to life. The spell can’t return an
undead character to life.

This spell closes all mortal wounds, but it
doesn’t restore missing body parts. If the charac-
ter is lacking body parts or organs integral for its
survival — its head, for instance — the spell auto-
matically fails.

Coming back from the dead is an ordeal. The
target takes a -4 penalty to all attack rolls, saving
throws, and ability checks. Every time the target
finishes a long rest, the penalty is reduced by 1 un-
til it disappears.

KAY of GNFGGBLEQ’)GNC
Mancer Level 2

Casting Time: 1 action Range: 60 feet
Duration: Concentration, up to 1 minute

A black beam of dark energy springs from
your paw toward a character within range. Make a
ranged spell attack against the target. On a hit, the
target deals only half damage with weapon attacks
that use Strength until the spell ends.

At the end of each of the target’s turns, she
can make a Constitution saving throw against the
spell. On a success, the spell ends.

Remove Curse

Minister Level 3

Casting Time: 1 action Range: Touch

Duration: Instantaneous

At your touch, a target’s Charmed and Cursed
conditions immediately end.

RestientT Sphere

Mancer Level 5

Casting Time: 1 action Range: 30 feet
Duration: Concentration, up to 1 minute

A sphere of shimmering force encloses a char-
acter or object within range. An unwilling char-
acter must make a Dexterity saving throw. On a
failed saving throw, the character is enclosed for
the duration.

Nothing — not physical objects, energy, or oth-
er spell effects — can pass through the barrier, in or
out, though a character in the sphere can breathe.
The sphere is immune to all damage, and a charac-
ter or object inside can’t be damaged by attacks or
effects originating from outside, nor can a charac-
ter inside the sphere damage anything outside it.

The sphere is weightless, and just large enough
to contain the character or object inside. An en-
closed character can use his action to push against
the sphere’s walls and thus roll the sphere at up
to half the character’s speed. Similarly, the globe
can be picked up and moved by other characters, if
they are strong enough.

Scwmq

Mancer Level 5

Casting Time: 10 minutes Range: Self
Duration: Concentration, up to 10 minutes

You can see, hear, and smell a character you
choose. The target must make a Wisdom saving
throw. If a target knows you're casting this spell,
she can fail the saving throw voluntarily if she
wants to be observed.

On a successful saving throw, the target isn’t
affected, and you can’t use this spell against her
again for a day.

On a failed saving throw, the spell creates an
invisible sensor within 10 feet of the target. You
can see and hear through the sensor as if you were
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there. The sensor moves with the target, remain-
ing within 10 feet of her for the duration. Instead
of targeting a character, you can choose a location
you have seen before as the target of this spell.
When you do, the sensor appears at that location
and doesn’t move.

SecreT Chesc
Mancer Level 4

Casting Time: 1 action Range: Touch

Duration: Instantaneous

You can hide a normal-sized chest, and all its
contents, in a dimension only understood by the
Old Ones. You must touch the chest and an object
made entirely of plastic while casting a spell. The
chest can contain up to 12 cubic feet of nonliving
material (three feet by two feet by two feet).

While the chest remains hidden, you can use
an action and touch the plastic object to recall the
chest. It appears in an unoccupied space on the
ground within five feet of you. You can send the
chest away again by using an action and touching
both the chest and the replica.

After 60 days, there is a cumulative chance per
day that the spell’s effect ends — at the end of the
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day, roll 1d20 against a difficulty equal to the num-
ber of days after 60. This effect ends if you cast this
spell again, if the smaller replica chest is destroyed,
or if you choose to end the spell as an action. If
the spell ends and the larger chest is banished, it is
irretrievably lost.

Minister Level 2

Casting Time: 1 action Range: 60 feet

Duration: Instantaneous

A sudden, loud, painfully intense ringing
noise erupts from a point of your choice within
range. Each character in a 10-footradius sphere
centered on that point must make a Constitution
saving throw. A character takes 2d8 thunder dam-
age on a failed saving throw, or half as much dam-
age on a successful one.

A character who is Petrified or made of inor-
ganic material such as stone, crystal, or metal has a
disadvantage on this saving throw. A non-magical
object that isn’t being worn or carried also takes
the damage if it’s in the spell’s area.
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Sllenc 1mAGe
Mancer Level 1

Casting Time: 1 action Range: 60 feet
Duration: Concentration, up to 10 minutes

You create the image of an object, a character,
or some other visible phenomenon that is no larg-
er than a 15-foot cube. The image appears at a spot
within range and lasts for the duration. The im-
age is purely visual; it isn’t accompanied by sound,
smell, or other sensory effects.

You can use your action to cause the image to
move to any spot within range. As the image changes
location, you can alter its appearance so that its move-
ments appear natural for the image. For example, if
you create an image of a character and move it, you
can alter the image so that it appears to be walking.

Physical interaction with the image reveals it to
be an illusion, because things can pass through it. A
character that uses her action to examine the image
can determine that it is an illusion with a successful
Intelligence check against your spell saving throw
difficulty. If a character discerns the illusion for
what it is, the character can see through the image.

Minister Level 3

Casting Time: 1 action Range: 150 feet
Duration: Concentration, up to 1 minute

Freezing rain and sleet fall in a 20-foot-tall cyl-
inder with a 40-foot radius centered on a point you
choose. The area is heavily obscured, and exposed
flames in the area are doused.

The ground in the area is covered with slick
ice. When a character enters the spell’s area for the
first time on a turn or starts his turn there, he must
make a Dexterity saving throw. On a failed saving
throw, he falls Prone.

If a character is concentrating in the spell’s
area, the character must make a successful Consti-
tution saving throw against your spell saving throw
difficulty or lose concentration.

Sow
Mancer Level 3

Casting Time: 1 action Range: 120 feet
Duration: Concentration, up fo 1 minute

You alter time around up to six characters of
your choice in a 40-foot cube within range. Each
target must succeed on a Wisdom saving throw or
be affected by this spell for the duration.

An affected target’s speed is halved, takes a -2
penalty to defense, a disadvantage to Dexterity sav-
ing throws, and can’t use reactions. On her turn,
she can use either an action or a bonus action, but
not both. Regardless of the character’s abilities or
magic items, she can’t make more than one melee
or ranged attack during her turn.

If the character attempts to cast a spell with a
casting time of one action, roll 1d20. On an 11 or
higher, the spell doesn’t take effect until the char-
acter’s next turn, and the character must use her
action on that turn to complete the spell. If she
can’t, the spell is wasted.

A character affected by this spell makes another
Wisdom saving throw at the end of her turn. On a
successful saving throw, the effect ends for her.

QPEAR WTITh ANINALS

Minister Level 1

Casting Time: 1 action Range: Self

Duration: 10 minutes

You gain the ability to comprehend and ver-
bally communicate with animals for the duration.
The knowledge and awareness of many animals
is limited by their intelligence, but at minimum,
animals can give you information about nearby lo-
cations and enemies, including whatever they can
perceive or have perceived within the past day. You
might be able to persuade an animal to perform a
small favor for you, at the Guide’s discretion.

SpeAk wich DeAp

Mancer Level 3

Casting Time: 1 action Range: 10 feet

Duration: 10 minutes

You grant the semblance of life and intelli-
gence to a corpse of your choice within range, al-
lowing it to answer the questions you pose. The
corpse must still have a mouth and can’t be un-
dead. The spell fails if the corpse was the target of
this spell within the last 10 days.

Until the spell ends, you can ask the corpse up to
five questions. The corpse knows only what it knew in
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life. Answers are usually brief, cryptic, or repetitive, and
the corpse is under no compulsion to offer a truthful
answer if you are hostile to it or it recognizes you as
an enemy. The corpse can’t learn new information,
doesn’t comprehend anything that has happened
since it died, and can’t speculate about future events.

Spmex{ ClimBb
Mancer Level 2

Casting Time: 1 action Range: Touch
Duration: Concentration, up to 1 hour

Until the spell ends, one willing character
you touch gains the ability to move up, down, and
across vertical surfaces and upside down along ceil-
ings, while leaving her paws free. The target also
gains a climbing speed equal to her walking speed.

Spike GrRoWTh

Mancer Level 2

Casting Time: 1 action Range: 150 feet
Duration: Concentration, up fo 10 minutes

The ground in a 20-foot radius centered on a
point within range twists and sprouts hard spikes
and thorns. When a character moves into or with-
in the area, she takes 2d4 piercing damage for ev-
ery five feet she travels.

The transformation of the ground is camou-
flaged to look natural. Any character that can’t see
the area at the time the spell is cast must make a
Wisdom check against your spell saving throw dif-
ficulty to recognize the terrain as hazardous before
entering it.

SPIRC GUARDIANS

Mancer Level 4

Casting Time: 1 action Range: Self (15-ft radius)
Duration: Concentration, up to 10 minutes

You call forth spirits to protect you. They flit
around you to a distance of 15 feet for the dura-
tion.

When you cast this spell, you can designate
any number of characters you can see to be unaf-
fected by it. An affected character’s speed is halved
in the area, and when the character enters the
area for the first time on a turn or starts her turn
there, she must make a Wisdom saving throw. On
a failed saving throw, the character takes 3d8 radi-

ant damage. On a successful saving throw,
the character takes half as much damage.

SEINKING ClouD
Minister Level 3

Casting Time: 1 action Range: 90 feet
Duration: Concentration, up to 1 minute

You create a 20-footradius sphere of yellow,
nauseating gas. The cloud spreads around corners,
and its area is heavily obscured. The cloud lingers
in the air for the duration.

Each character that is completely within the
cloud at the start of his turn must make a Consti-
tution saving throw. On a failed saving throw, the
character spends his action that turn retching and
reeling. Characters that don’t need to breathe or
are immune to poison damage automatically suc-
ceed on this saving throw.

A moderate wind disperses the cloud after
four rounds. A strong wind disperses it after one
round.

SEONESKIN
Minister Level 4

Casting Time: 1 action Range: Touch
Duration: Concentration, up to 1 hour

This spell turns the flesh of a willing character
you touch as hard as stone. Until the spell ends,
the target is resistant to non-magical bludgeoning,
piercing, and slashing damage.

SuGGescion

Minister Level 2

Casting Time: 1 action Range: 30 feet
Duration: Concentration, up to 8 hours

You suggest a course of activity (limited to a
sentence or two) and magically influence a char-
acter you can see within range that can hear and
understand you. The target must make a Wis-
dom saving throw. On a failed saving throw, he
is Charmed and pursues the course of action you
described to the best of his ability. The suggested
course of action can continue for the entire dura-
tion. If the suggested activity can be completed in
a shorter time, the spell ends when the subject
finishes what he was asked to do.
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You can also specify triggers that will trigger

a special activity during the duration. For exam-

ple, you might suggest that a house guardian give his

horse to the first beggar he meets. If the trigger isn’t met
before the spell expires, the activity isn’t performed.

‘Celekinest§

Mancer Level 5

Casting Time: 1 action Range: 60 feet
Duration: Concentration, up to 10 minutes

You gain the ability to move or manipulate
characters or objects by thought. When you cast
the spell, and as your action each round for the du-
ration, you can exert your will on one character or
one object (weighing no more than four cats) that
you can see within range, causing the appropriate
effect below. You can affect the same target every
round, or choose a new one at any time. If you
switch targets, the prior target is no longer affected
by the spell.

¢ Character: Make an ability check with your
spellcasting ability contested by the charac-
ter’s Strength check. If you win the contest,
you move the character up to 30 feet in any
direction, including upward, but not be-
yond the range of this spell. Until the end
of your next turn, the character is Immobile
in your telekinetic grip. A character lifted
upward is suspended in midair. On subse-
quent rounds, you can use your action to
attempt to maintain your telekinetic grip on
the character by repeating the contest.

*  Object: If the object isn’t being worn or
carried, you automatically move it up to
30 feet in any direction, but not beyond
the range of this spell. If the object is worn
or carried by a character, you must make
an ability check with your spellcasting abil-
ity contested by that character’s Strength
check. If you succeed, you pull the object
away from that character and can move it
up to 30 feet in any direction but not be-
yond the range of this spell. You can exert
fine control on objects with your telekinet-
ic grip, such as manipulating a simple tool,
opening a door or a container, stowing or
retrieving an item from an open container,
or pouring the contents from a vial.

TelepAThic Bono

Minister Level 5

Casting Time: 1 action Range: 30 feet

Duration: 1 hour

You forge a telepathic link among up to eight will-
ing characters of your choice within range, psychically
linking each character to all the others for the duration.
Characters with Intelligence scores of 2 or less aren’t af-
fected by this spell. Until the spell ends, the targets can
communicate telepathically through the bond. The
communication is possible over any distance.

‘ChAUMATURGY

Minister Basic

Casting Time: 1 action Range: 30 feet

Duration: Up fo 1 minute

You manifest a minor wonder, a sign of super-
natural power, within range. You create one of the
following magical effects within range:

¢ Your voice booms up to three times as
loud as normal for one minute.

e You cause flames to flicker, brighten, dim,
or change color for one minute.

*  You cause harmless tremors in the ground
for one minute.

*  You create an instantaneous sound that
originates from a point of your choice
within range, such as a rumble of thunder,
the cry of a raven, or ominous whispers.

*  You instantaneously cause an unlocked
door or window to fly open or slam shut.

e You alter the appearance of your eyes for
one minute.

If you cast this spell multiple times, you can have
up to three of its one-minute effects active at a time,
and you can dismiss such an effect as an action.

UINNATURAL Rebuke

Mancer Level 1

Casting Time: 1 reaction Range: 60 feet

Duration: Instantaneous

You point your finger, and a visible character
that damaged you is momentarily surrounded by
unnatural flames. The character must make a Dex-
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terity saving throw. He takes 2d8 fire damage on a
failed saving throw, or half as much damage on a
successful one.

V AMPIRIC ‘Couch
Mancer Level 3

Casting Time: 1 action Range: Self
Duration: Concentration, up to 1 minute

The touch of your shadow-wreathed paw can
siphon life force from others to heal your wounds.
Make a melee spell attack (using your spellcasting
ability) against a character within your reach. On a
hit, the target takes 3d6 necrotic damage, and you
regain stamina points equal to half the amount of
necrotic damage dealt. Until the spell ends, you
can make the attack again on each of your turns
as an action.

Vicious mockew

Minister Basic

Casting Time: 1 action
Duration: Instantaneous

Range: 60 feet

You unleash a string of insults laced with sub-
tle enchantments at a character you can see within
range. If the target can hear you (though it need
not understand you), he must succeed on a Wis-
dom saving throw or take 1d4 psychic damage and
have disadvantage on the next attack roll he makes
before the end of his next turn.

WALL oF (MAGIC
Minister Level 4

Casting Time: 1 action Range: 120 feet
Duration: Concentration, up fo 10 minutes

A wall of fire, ice, stone, or invisible force
springs into existence at a point you choose within
range. You can make the wall up to 60 feet long,
20 feet high, and one foot thick, or a ringed wall
up to 20 feet in diameter, 20 feet high, and one
foot thick.

When the wall appears, each character within
its area must make a Dexterity saving throw. On a
failed saving throw, a character takes 5d8 damage
of the chosen element (heat for fire, cold for ice,
bludgeoning for stone, or force), or half as much
damage on a successful saving throw.

WeB

Mancer Level 2

Casting Time: 1 action Range: 60 feet
Duration: Concentration, up to 1 hour

You conjure a mass of thick, sticky webbing at
a point of your choice within range. The webs fill
a 20-foot cube from that point for the duration.
The webs are hard to move through and partially
obscure their area.

If the webs aren’t anchored between two solid
masses (such as walls or trees) or layered across a
floor, wall, or ceiling, the conjured web collapses
on itself, and the spell ends at the start of your
next turn. Webs layered over a flat surface have a
depth of five feet.

Each character that starts her turn in the webs
or that enters them during her turn must make a
Dexterity saving throw. On a failed saving throw,
the character is Immobile if she remains in the
webs or until she breaks free. An Immobile char-
acter can use her action to make a Strength check
against your spell saving throw difficulty. If she suc-
ceeds, she is no longer Immobile.

The webs are flammable. Any five-foot cube
of webs exposed to fire burns away in one round,
dealing 2d4 heat damage to any character that
starts her turn in the fire.

K ONe oF CRruch
Minister Level 2

Casting Time: 1 action Range: 60 feet

Duration: 10 minutes

You create a 15-footradius magical zone that
guards against deception. A character that enters
the spell’s area for the first time on a turn or starts
his turn there must make a Charisma saving throw.
On a failed saving throw, a character can’t speak a
deliberate lie while in the radius. You know wheth-
er each character succeeds or fails on his saving
throw.

An affected character is aware of the spell and
can thus avoid answering questions to which he
would normally respond with a lie. Such a char-
acter can be evasive in his answers if he remains
within the boundaries of the truth.
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Sabian von Angora shivered in his heavy robes, despite the heat of the rising
sun. “I don’t like it out here, Monifa,” he said quietly, shifting the pointy hat on his
head as he tried to keep up with his companion’s long strides.

“Your concern is noted, Sabian, but we simply can’t ignore a summons by the
Ruling Council,” Monifa von Mau said without breaking her stride. Cats crowded
the streets, but after a glance at the small bronze skulls adorning Sabian’s cloak, they
scurried out of their way.

“But there are...” Sabian hurried to her side so he could whisper in her ear,
which was flipped back in determination. “There are a lot of people around here.”
She glanced back at the mancer but kept her pace. “It's morning. Cats must go to
work, or go home, or to or from the market.”

“Do they? I don’t get out much.” Sabian tapped his chin with a finger, thinking
% as he walked. “It’s possible that this phenomenon is more common in Mau than in
Angora. We generally tend to be more contemplative.”

“Also,” Monifa added, mostly to herself, “you tend to prefer the company of
bones.”

“This is also true,” Sabian nodded, missing Monifa’s sarcasm. “The dead are
much less likely to wander around when you don’t want them to.”

Monifa stopped at this and turned to look at Sabian. “Those kinds of comments
you might want to keep to yourself when we get to the meeting.”

Sabian cocked his head, and his hat slid over one eye. “What comments?” he
asked, adjusting his hat again. “I was just remarking on how I prefer peace and quiet
to....” He waved his paws vaguely at the crowd. “People,” he added.

“The dead. The comment about the dead. That part.”

“Ah, I see.” He paused a moment, thinking. “I suppose ‘undead’ is the more
accurate term....”

“No. Say nothing about the dead, un- or otherwise. It... unnerves people.”
“Does it? I never noticed.”

Monifa shook her head and continued her brisk pace. “Come on. We’'re almost
there.”

Urbo Hall was not the tallest building in the capital, but it was one of the most
splendid. Monifa had spent many days and nights walking its corridors as her moth-
er taught her the finer points of diplomacy and politics. Seeing it again after her
mother’s death made Monifa’s blood run cold. She pushed it down and walked
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to the nearest guard, who was trying desperately to keep his fur from sticking out of
the gaps in his plate armor.

The fluffy guard led her and Sabian away from the main chambers where the
Mau representatives to the Council met. Instead, they walked through a series of simi-
lar-looking corridors before they came to a door simply marked “Library.” The guard
saluted, adjusted his fur again, and marched off. Sabian rubbed his paws together, both
in delight and to improve his circulation. “A library! Things are certainly looking up.”

Monifa opened the door. Inside, every wall was covered floor to ceiling with shelves,
and each shelf was packed with leather-bound books, scrolls in ornate cases, and stacks of
parchment carefully bound with fading ribbon. In the center of the room was a table with
four cats. One looked annoyed as he sat with his arms folded across a red-lacquered breast-
plate. Another sat wearing a rough leather vest, her eyes closed as a contented smile pulled
at her lips. The third cat was a contrast of pure white fur and dark leather armor, carelessly
carving into the surface of the table with her dagger. The fourth and final cat stood up. He
wore green minister’s robes, and the Cymric house seal dangled around his neck.

“Ah, you've both arrived,” the cat from House Cymric said in a serious voice.
“Welcome to the first meeting of the Irregulars of Mau. Please have a seat. We have
a serious situation to address, and not much time to convey it.”

Sabian poked his head into the library. “This serious situation doesn’t happen to
involve the undead, does it?”

Monifa put her paw over her eyes. This was going to be a long day.
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CHAPTER FlVE:
ThE MONARCHIES
OF MAU
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In this chapter, we pull back the curtain and reveal the secrets of the world of The Monarchies of
Mau. We'll discuss the ancient world, the cats and their views on other species, and their enemies. We'll
expand upon the history touched upon in Chapter One, and delve more deeply into cat culture. Lastly,

we'll take you on a tour of the monarchies themselves and point out some of the interesting places in
each one that may inspire you as a Guide.

If you're a player in a Monarchies of Mau chronicle, you
might want to skip this chapter. The information in here

is intended for Guides, and may contain spoilers and se-
crets that are more fun to discover as you play the game!



THE ANCIENT WORLD
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Guides, the informa-
4 tion in this chapter
is intended to help
you with your sto-
ries, but all of it is

changeable. If you need

two monarchies to be located
side by side in your game rath-
er than far apart, go ahead and
declare them neighbors. You're
the best judge of what your
story needs, so take the infor-
mation that inspires you, and
have fun!

The ANCIENT WORLD

Long before the monarchies were formed,
there was the world of Man. The cats call our time
the ancient world of the Old Ones, or the Ages
of Man. Their world exists in our distant future.

No cat knows exactly how much time has passed
since the Old Ones walked the world, but it’s quite
possible that thousands of years have gone by since
humans disappeared. Between our present day (in
which you’re reading this book) and the time that
cats, dogs, and other uplifted species rule the world
(the present day of Monarchies of Mau), human be-
ings created wondrous things and terrible things.

Then we vanished.

It’s possible that a plague ravaged the globe
and killed off all human life. Perhaps a natural
or technological disaster made the planet unin-
habitable for us, or perhaps we fought a war that
brought about the end of everything. Maybe hu-
mans still exist in some form — we might have
climbed into generation ships and headed off to
explore distant galaxies, or developed a technology
that allowed us to leave our bodies behind and live
on in a virtual world. Ultimately, there’s no way
to know where we went, only that by the time the
monarchies formed, we were long gone.

However, our technology and knowledge
stayed behind as evidence of our existence. This in-
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cludes nanotechnology, the ability to manip-

ulate genes (and the results thereof), quantum
computers, artificial intelligence, and even strang-
er devices. Technology on this scale is well beyond
what we’re capable of here in the eatly 21st century,
though some if it is recognizably descended from
devices we use today, and is the result of theories
and experiments today’s scientists are researching.

Many animals have evolved to have higher
brain functions. Some of this is natural evolution,
taking place over the centuries. Others were im-
provements made by human technology, done to
benefit humans. Imagine cats working side by side
with exterminators to suss out where mice had
made their nests, or police dogs giving testimony.
Consider the comfort of chatting with your animal
companion after a bad day, or how useful it would
be if a service animal could call for help when their
master was in need.

Such animals are called “uplifted.” They use
tools and speak a universal language. Uplifted cats
also had many common feline medical issues fixed
— no more diabetes or hyperthyroidism, kidney
disease or heart problems. Not every animal was
uplifted, however: Many still resemble the pets we
have today.

The world inhabited by the cats in Monarchies
of Mau is not a post-apocalyptic wasteland. Though
some of the Old Ones’ structures still exist as ru-
ins, cats don’t understand what they were or what
purpose they served. In fact, cats rarely consider
Man in an archaeological light. They have little in-
terest in the jobs humans held or what their daily
rituals entailed. Cats are aware that different arti-
facts hail from different eras (for example, that eb-
ooks came from a later age than a newspaper), but
they have little information beyond that. Those
cats who do decipher the Old Ones’ ancient texts
are able to piece together certain broad concepts
like democracy or medicine, but they don’t always
have the context surrounding those ideas. Much
of cats’ understanding of Man is cobbled together
in whatever way seems to make the most narrative
sense, leading them to conclusions that are often
far different from the reality.

To the cats, Man is more important from a
mythical perspective: The Old Ones worshipped
cats, and uplifted the very best of them to show
their love and devotion. When they depart-




CHAPTER FIVE: THE MONARCHIES OF MAU

ed from the world, they made sure to leave
their relics behind for the cats to discover and
use in their efforts against the Unseen.

Currently, the cats’ society operates at a rough-
ly medieval level of technology and culture, though
there are some examples of extremely advanced
technology to be found. What might be anachro-
nistic to us — picture a cat with a quantum com-
puter in one paw and a crossbow in the other — is
normal to the cats. To them, advanced artifacts are
magic left by the Old Ones, and the cats accept it
as their due. They view such devices with a mix of
religious reverence and intellectual curiosity.

CATS
Cats are the focus of Monarchies of Mau. The

cats’ culture is based on their perceived superiority
and their belief in their own past and future lives.

PhYSlCAL f’o&m

Not all animals were uplifted, though cats
have no explanation for why some other species
were uplifted and others were not (outside of their
own folklore stating that the Old Ones only up-
lifted the very best cats). Cats make a very clear
distinction between themselves and felines, who
are much like the housecats we keep as pets today.
In fact, many cats keep felines as pets of their own,
and find nothing odd about it.

Cats are about the size of humans, ranging be-
tween five and six feet tall. This has led to heated
debates among scholars: Ancient texts suggest that
cats were significantly smaller than the Old Ones.
While some believe that cats have grown taller
over the centuries, others insist that cats have al-
ways been their current height, and therefore the
humans were giants who towered over 12 feet tall.

When the Old Ones uplifted cats, they made
cats more human-like than their former feline
counterparts. Cats can stand on two legs, and their
paws have fingers that can use tools and manipu-
late objects. They are also able to extend and re-
tract claws from their fingertips. Cats are mostly bi-
pedal, though they have retained the ability, when
necessary, to run on all fours (but not as well or as
fast as felines can). The Old Ones also granted cats
the ability to see in full color. Their skin is covered

in fur. Most cats have tails, which can be a vul-
nerability on the battlefield. Therefore, sets

of armor usually include a piece that protects its
owner’s tail.

A cat’s average lifespan is 5060 years. Cats under
10 years old are considered kittens. Between 10 and
15, they are young adults, then are adults until 30,
and mature adults until 45. Cats over 45 are consid-
ered old. Of course, what stage of life a cat is in var-
ies by the individual. Some cats of advanced age still
have young souls, and kittens are occasionally wise
beyond their years. Most cats set out to explore when
they're young adults, but no cat is too old to start.

houses

Centuries ago, cats formed six alliances, based
both on the cats’ families and those who shared
similar beliefs. Those allies built cities, which grew
and expanded until they became monarchies.
When the leaders of those monarchies signed the
Treaty of Unification, their ruling alliances be-
came the great houses that the Monarchies of Mau
know today, consisting of Angora, Cymric, Korat,
Mau, Rex, and Siberian.

A cat’s house allegiance carries more weight
than their family name. The complex tangle of
intrigues and alliances among the houses make
it essential for one cat to know where another’s
loyalties lie before they begin their dealings. There-
fore, a cat’s house name is appended to her fami-
ly name, and is often shortened to her first name
and house. So Zola Mau von Korat, for example
(“Zola of the family Mau, sworn to House Korat”),
is frequently referred to simply as Zola von Korat.
Cats who live outside of the monarchies, or who
have forsworn — or been disowned by — their hous-
es are called “moggies” or “outsiders,” and have
no house name. These moggies, plus members
of some smaller factions and minor houses, have
banded together to form the Shadow Bloc, and
have recently (and surprisingly) won a place on the
monarchies’ Ruling Council.

When Trillani Persian von Mau brought the
houses together under the Treaty of Unification,
she had to contend with the intrigues and rivalries
among them all — many of which had existed for
hundreds of years. The houses’ secrets and grudges
were (and still are) more tangled than the knotti-
est skein of yarn, but Trillani persevered — thanks
in no small part to her skills as a negotiator. Even
then, it took her a full year to accomplish her goals.
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Unification didn’t bring about an end to these
interhouse conflicts, of course. Today’s cats must
also learn to navigate those complex webs of in-
trigue when dealing with cats from other houses.
And few of them are as skilled as Trillani was.

Trillani died last year, leaving the nation’s
leadership in the paws of Ruling Council. No new
monarch has been elected, nor has a vote been
called. For the moment, the Dynasts on the Coun-
cil are handling the day-to-day issues and running
the monarchies, but they will eventually need to
fill the void left by Trillani’s death. Every house
has its own preferred candidate, and works behind
the scenes preparing for the day they can put that
cat forth as the next potential Monarch.

ENEMIES

Cats have enemies all around, seeking to stop
them from exploring the world and recovering the
artifacts and knowledge left behind by the Old Ones.
Some of these enemies are rival species, who seek the
same treasures the cats do, or who wish to conquer
the same territories to expand their own. Others are
the monsters that lurk in the wild, forces of chaos and
strange horrors that live in the ruins cats wish to ex
plore. Worst of all are the minions of the Unseen, bold
enough to attack cats in their cities, twisting their spirits
and turning them against their friends and loved ones.

RivAL Species

Cats share the world with other uplifted spe-
cies. Each has its own culture, very different from
the cats’. The other species also have their own
agendas, which are frequently at odds with those
of the monarchies. Dogs, rodents, badgers, and
lizards are the species cats contend with the most
often, but they are not the entirety. Birds control
the air, and there are rumors of fish ruling the seas,
though the cats have limited (and sometimes vio-
lent) interaction with either.

Dogs

The cats’ main rivals are the dogs. Dogs have a
strong focus on their communities and are fiercely
loyal to their families, which is nearly unfathom-
able to individually minded cats. Though the war
with Pugmire has been over for decades, cats and
dogs have never fully trusted one another since.
Old tensions still linger, and each species watches

the other carefully for signs of impending
betrayal.

Of the two major dog kingdoms, Pugmire
and Houndton, Pugmire is the stronger power.
The crown there has a firm control over its sub-
jects, which the cats both admire and envy. The
Church of Man — the dog’s faith — encourages its
adherents to work together for the betterment of
society. The combination of church and crown en-
ables the dogs to accomplish many things, though
cats who observe those accomplishments wonder
if it’s worth sacrificing one’s individuality to do so.
Dogs’ loyalties are also complicated by their ties to
their birth families. If their families’ aims are at
odds with the Church’s goals, for example, dogs
are torn between the two. This steadfast loyalty
mystifies cats, whose allegiance lies with their cho-
sen house rather than their littermates.

Nor do the cats understand the dogs’ devo-
tion and subservience to Old Ones, who they call
“Man.” Cats believe the Old Ones worshipped and
served them, and left their artifacts behind for cats
to use. Dogs, on the other paw, insist on putting
those artifacts in museums where they remain un-
touched and inaccessible rather than putting them
to use against the Unseen. Some cats believe that,
since dogs worship Man, and Man worshipped
cats, the devotees of the Church of Man should
shift their adoration to the cats. Most cats who
think this way express those views in the safety of
taverns in the monarchies. To say such a thing to a
dog’s face would invite bared teeth and a low growl
at the minimum.

Some dogs leave the walls of Pugmire and
Houndton to live in the monarchies, but work is
often scarce. Rare is the house that would invite
a dog into its ranks, and few fashionable business
owners wish to have a stray on the payroll. Dogs
are therefore forced to take lowerclass positions,
which reinforces the cats’ belief that they are the
superior species.

RATS AND (M1ce

Rats and mice live on the margins of civi-
lization. They have no great cities — in fact, they
have no cities at all. Rumors tell of a once-thriv-
ing rodent kingdom that fell to ruin centuries ago,
though whether it succumbed to plague or was
overrun by monsters varies from tale to tale.
This leaves them with little leverage when it
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comes to negotiating with the dogs and cats, and
leads to those species dismissing the rodents’ po-
tential as allies or equals.

Since the loss of their city (if it ever existed,
which many cats doubt), rats and mice make their
homes in mazelike mineshafts and cave systems,
carve out places among the ruins, or live among
the refuse in the cities. They are also explorers,
though their methods are different than the cats’.
Rats are always on the lookout for “shinies” they
can trade for food and shelter. Those rats and mice
living in the monarchies tend to be criminals, mak-
ing a living doing the types of jobs cats and dogs
don’t want to dirty their paws with. The rodents
trade their hard-earned treasures for power and
leverage. They believe cats will never treat them
fairly, and have long since stopped trying to change
cats’ minds. Instead, they embrace the stereotype
of the shifty rat, and use it to their advantage.

Rats and mice are good at going unnoticed.
In fact, they excel at espionage, much to the cats’
despair. Footpads and trackers alike hiss at the
thought of a mouse getting away with their houses’
secrets. Rodents also seem to have some strange
magical tricks of their own, although no cat has
been able to reverse-engineer it.

The Cult of Labo Tor is a group of fanatics
within rodent society whose abhorrent actions
contribute to their bad reputation. These cultists
have dubbed themselves White Mice, bleaching
their fur and donning white robes to show their
allegiance. The Cult worships Man’s 100 Theories,
which can only be discovered by replicating the sci-
ence of the Old Ones. That “science” involves kid-
napping unsuspecting people and subjecting them
to horrific experiments. Although most rats and
mice denounce the cult, their species’ secretive na-
ture makes it hard for cats and dogs to determine
which rodents are trustworthy and which would
like to dissect them.

BADGerg

“Badger” is a catch-all term that also encom-
passes otters, polecats, weasels, ferrets, and wolver-
ines. Together, these species are conquerors and
consumers. Badgers don’t build; they take. They
have no cities that didn’t belong to another species
first. When they plunder relic caches, they are only
interested in how those objects might benefit the
band in the short term — if they have any curiosity
about the Old Ones or the ancient world, cats are
unaware of it.
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If badgers overthrow a town, they move in, for-
tify their position, take the supplies they need, and
look for the next target. They do not seek to settle
down, though whether that’s because it’s their na-
ture to keep moving or because they want to clear
out before the cat army descends is a matter of de-
bate. Most badgers act like lawless villains, but that
isn’t a universal truth. Some are merely trying to
provide for their families or protect their children
from larger predators. There’s often safety in the
band that they can’t find on their own. Those bad-
ger tribes who do try to settle down usually seek
out abandoned places. Unfortunately, this often
puts them in competition with the rats and mice.

Badgers are notoriously terrible at communi-
cation between the tribes. A minister in the mon-
archy of Korat has written a popular ballad based
on one of these storied failures, in which a group
of ferrets assaulted a castle that had been taken by
polecats only a few days before. Such tales are a
source of amusement for the cats, but those are
tempered by rumors of the badger king Kibu the
Red. Scuttlebutt says Kibu wishes to unify the
tribes, and lead a charge against the monarchies.
It’s hard to know how much of this is the truth and
how much is a story intended to frighten kittens,
but many houses have sent scouts to try to confirm
the rumors, and groups of Trillani’s Trailblazers
have been told to keep an eye out.

lizArps

Lizards travel in nomadic tribes that come to
the monarchies from more arid parts of the world.
They are traders and messengers, bringing rare
goods and interesting news from all over. Their col-
orful caravans are a welcome sight at a city’s gates,
drawing cats from noble mansions and cramped
apartments alike out to view their wares. Lizards
share tales of the places they've been, including
intriguing stories from foreign lands. Many noble
cats wish to visit such places, but content them-
selves with hearing the lizards’ version.

A few lizard tribes, like the geckos, settle in cit-
ies that sit on the outskirts of the desert, but most
prefer to move from location to location through-
out the year. Lizards’ cities travel with them, a col-
lection of tents springing up when they stop for a
few days to trade. They make their living bartering
and scavenging, and performing odd jobs for oth-
er species. Although they tell stories of adventures

in foreign lands, lizards are private and
insular when it comes to personal and com-
munity matters. Many of them cover their faces
outside their own communities, and a few have
been known to travel with birds. When the need
to defend themselves arises, lizards employ strange
magics against their attackers.

ANIMALS

Less-evolved animals share the world with up-
lifted people. Cats ride horses into battle, herd cat-
tle for milk and meat, and use oxen to plow their
fields for planting. They hunt deer and rabbits,
and use their skins for clothing. Cats keep felines
as pets and companions — they view them in much
the same way humans look at apes. They're our
cousins, of a sort, but they’re on a lower rung of
the evolutionary ladder.

Some animals border on the monstrous, and
have been twisted into strange abominations.
They might be huge, towering beasts that threat-
en a village. Some of them have high intelligence,
or can even communicate. Cats call these animals
“half-lifted.” Their existence troubles many cats —
is this the Old Ones’ gift gone wrong! Or worse,
did the Old Ones create these animals on purpose?
Most encounters with halflifted animals end poor-
ly for that animal.

(oNSTERS

Many strange and unusual creatures roam the
wilds. Silverscaled etherkesh, who seek out liv-
ing flesh. Giant worms that burrow beneath the
ground, their eyeless faces turned toward sources
of warmth and the scent of flesh. Breathtakers
that adopt a cat’s form and steal the breath from
sleeping, immobilized victims. These creatures are
frightening, insane, and destructive. Chaos follows
in their wake. Here be monsters.

Though some cat scholars group them into
similar types (“shadow monsters,” “giants,” and
so on), monsters have no actual species. Neither
do they have a discernable culture or common
language, though some do seem to speak tongues
of their own devising. If the monsters have a goal,
cats have not discovered one beyond their pro-
pensity to spread fear and chaos and destroy any
civilizations that lay along their path. Monsters
range from simpleminded beasts to hyper-in-
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telligent horrors. The ones with the ability

to reason are often the most frightening: Their

intellect is focused solely on the hunt, never on

peaceful negotiations. The only parley a monster
can hear comes at the end of a blade.

Monsters dwell in forgotten places. They make
their nests high in the Old Ones’ abandoned tow-
ers, or old cat buildings. Some of them sleep deep
underground, in caves and mines, waiting for ex-
plorers to happen upon their lairs. Others create
their own macabre dwellings, lining the walls of
their nests with their victims’ soft fur, or fashion-
ing massive honeycomb-like cells to store their
food for later — sometimes while it still lives.

Many monsters were not meant to be mon-
sters at all. These were the products of failed up-
liftings or experiments gone awry, animals who
escaped from their labs and fled into the wild,
where they passed their mutations on to future
generations. Others are animals and people who
have been twisted by one of the Old Ones’ deterio-
rating relics. As ancient materials break down and
safeguards fail, weird energies wash over the local
area and settle into the soil. Some monsters’ ori-
gins are unknown: Horrors exist in the world, and
that’s all cats can say. All of them are dangerous.

Demong AND The UINSeeN

Demons. The Enemy. The Unseen. All are names
for the cats’ most ancient of foes. Out of all the Pre-
cepts of Mau, Always Pounce Upon the Minions of the Un-
seen was the one that needed no further debate upon
its proposal. Much can be said about how no two cats
are alike, but the imperative to root out and destroy the
Unseen is what ties all cats together. These invisible en-
emies can go undetected in the cats’ midst, but when
they strike, destruction follows in their wake.

Dogs view the Unseen as a type of monster,
but cats know it’s more complicated and subversive
than that. To cats, the Unseen are everywhere, all
the time. They lurk just out of the corner of your
eye. They are in the shifting air currents that tickle
your whiskers, and they are behind that crawling
feeling that puts your hackles up and bends your
ears flat. The Unseen are always waiting for an op-
portunity to cause devastation, and even a momen-
tary slip in vigilance gives them a chance to strike.

Sometimes the Unseen manifests as a dis-
ease that turns even the most mild-mannered

cats against their allies. These mangy, rabid cats
are open to being possessed by demons, who drive
them to attack the unpossessed or seek out others
of their kind and work toward the Unseen’s ne-
farious goals. The ministers have learned how to
exorcise these demons, but the process is danger-
ous and painful, and usually must be performed
at a temple.

Other enemies exist within the ranks of the
Unseen that have corporeal forms yet are invisible.
These monsters sometimes work with demons and
possessed individuals to carry out the Unseen’s
plans. Others pursue their own agendas. Very few
of these entities are mindless, and all are extreme-
ly patient. They are always lurking among civilized
people, waiting for a cat or a dog or a rat to become
vulnerable. The Unseen are the epitome of evil.
There is no redemption for them, no future lives
waiting for them to atone their sins, no bargaining
with them in this life.

hiscory

Six different city-states comprise the Monar-
chies of Mau, and thus have six separate histories
leading up to their unification. Each great house,
as they're known today, keeps its own records dat-
ing back to their founding, though most houses
are extremely selective about who gets to view
them. These accounts alone could — and do —
span volumes. Below is a shorter, simplified ver-
sion of events.

SEPARATE (N)ONARChIES

Each of the great houses declares it was found-
ed before the others, and the houses’ archivists can
all produce documents to back up their claims.
Every now and then, one house will “discover” a
letter or a diary that predates the oldest evidence
from other houses, and the cycle of one-upman-
ship begins anew. While some of these docu-
ments are obvious forgeries, others are either very
well-crafted or might be the real thing. Which of
those claims are true is mainly an exercise for ac-
ademics to debate. To the cats of the monarchies,
whichever house they’re sworn to is the oldest, and
that’s all they need to know.

Before the monarchies were formed, cats were

scattered throughout the lands. Many of them trav-
eled together in small, tight-knit colonies, seeking

146




Bl Y Lo -

HISTORY

out places where the hunting was good and the
sunlight was plentiful. As they discovered the best
places, cats from those colonies built permanent
structures to stake their claims, which over time
grew into towns. The towns eventually became cit-
ies as more cat families arrived and stayed on. Cats
found that there was strength in numbers, especial-
ly when it came to rooting out the Unseen. Rather
than a small pawful of cats keeping an eye on one
another, the entire community could be on alert
for cats acting demon-haunted.

Despite their similar beginnings, the monar-
chies themselves varied widely on a cultural level.
Cats with complementary interests banded togeth-
er to found their citystates, and the strengths,
skills, and beliefs of those cats deeply informed the
direction their respective monarchies took as they
expanded.

To the east of the Fearful Forest, Griff von
Korat established his family’s outpost. The cats of
Korat chose to settle here intentionally. The woods
were rumored to be full of monsters and home to
bandits, the perfect place to send cats who needed
to prove their loyalty and earn a place in the house.
Their location also meant that enemies would be

unlikely to attack from the west, unless they
were foolish enough to expose their backs to
the forest’s horrors while they threw themselves
at Korat’s heavily defended walls.

Far to the east, where the rolling plains even-
tually give way to desert sands, Priscilla von Ango-
ra established the first library. While the Korats
were busy fortifying their settlements, the Angoras
drew in scholars and mancers to help increase the
house’s knowledge. Cave systems twist below the
Angora lands, providing perfect spaces for the
monarchy’s secret laboratories, and cool places to
store sensitive (and occasionally volatile) materials.

The cats of House Rex originally made their
homes along the southern coast. They began as a
string of small fishing villages, and their black and
blue sails were a common sight on the rivers that
wend their way inland. Tarquin von Rex, famed for
making his way back and forth among the villages
over the course of the seasons, is credited with for-
mally founding the house.

In the mountainous north lies the monarchy
of Siberian. Much like Korat, Siberian’s cities are
wellfortified. However, Kira von Siberian kept her
house’s growth measured and slow, making certain
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the lands her comrades set their sights upon

could be taken with minimal cost to the house.

It’s for this reason that modern-day Siberian com-
mands a smaller territory than some of the other
houses who expanded first and worried about main-
taining their borders later. The desert on Siberian’s
eastern border is home to several lizard tribes. Eatly in
the house’s history, Siberian established relationships
with their traders and amassed a fortune by having
first pick from the caravans passing along their roads.

Bounded by all the other monarchies except
Rex, Mau sits in the middle of the cats’ territories.
Shelby von Mau founded the city-state with the
intent to make its cities bastions of learning and
places all cats were welcome. Her close advisor, Tri-
na Maincoon, was wise in the ways of magic and its
use against the Unseen.

For many years, the cats of House Cymric trav-
eled between the existing monarchies, entertaining
cats of all kinds and offering up their services as
fair but firm negotiators. Decades spent on the
road had their disadvantages, and the Cymric el-
ders decided it was time to leave the traveling to
the younger cats and kittens. Karenine von Cymric
and a troupe of his closest advisors set up a meet-
ing with rulers from Mau and Rex, negotiating
with them for rights to the unsettled land between
the other two territories. Their requests were grant-
ed, with the other two houses bestowing the land
upon Cymric for services rendered.

With Cymric settled, the cats had laid claim to
all the easily accessible available lands. They were
bounded on all sides: by the forests, the moun-
tains, the desert, and the Acid Sea. The only way
the monarchies could expand was inward, toward
territories other houses had claimed. Though it
happened over several generations, the monar-
chies began encroaching on one another’s borders,
and before long, the fighting began.

Several towns changed paws frequently, when
they lay on the border between two monarchies.
One unlucky village at the intersection of Korat,
Cymric, and Mau lands was conquered and re-
taken so many times that, after a year of constant
struggle, the original villagers abandoned their
homes and farms in the dead of night rather than
spend one more month under siege.

The Siberian town of Rosewater was a tes-
tament to its monarchy’s strategy of slow but

careful growth. When General Bella von Korat be-
gan her siege, she expected that Rosewater would
fall to Korat within a matter of days. Instead, un-
der the leadership of Dusty Calico von Siberian,
Rosewater’s fortifications and food stores held out
for months. Bella and her troops were eventually
recalled.

In addition to physical battles, the cats began
sending spies into their rivals’ territories to learn
their weaknesses. Webs of allegiances and intrigue
spun their way through the monarchies. The cats
grew more distrustful of outsiders, worried that vis-
itors from other monarchies were there to gather
intelligence. Many of them were. This wariness left
cats more open to corruption from demons and
the Unseen. Some cats forgot their very first duty:
to pounce upon those evil forces.

Che FALL oOF MI1LODON

Although the official histories only mention
six monarchies, in truth, there once existed a sev-
enth.

Smilodon.

Say the name now, and upstanding cats will
have one of two reactions: Some will hiss softly,
cursing the fallen family beneath their breath. The
rest will stare at you blankly, as though the name
doesn’t register. For some — kittens especially — this
is because they haven’t heard of the family. Over
the centuries, the name has been erased from the
monarchies’ records and teachings. Scholars who
have delved deeper into their houses’ archives and
learned the truth still might feign ignorance, but
it’s the type of blank look given to a cat who has
just revealed a secret in public. That polite, vague-
ly embarrassed stare that says, “Let’s pretend you
didn’t say that, and I'll pretend I didn’t hear it.”

The Smilodon family’s origins are lost to his-
tory. If they were once a branch of one of the noble
houses, that house has eradicated all mentions of
them from their archives. In fact, the best evidence
that Smilodon existed is the gaps in the histories.
It’s in missing records and pages torn from yel-
lowed diaries. It’s in ink smudged to illegibility
from a convenient spill of catnip tea. No house
would admit to Smilodon being part of their own.
No monarchy would admit to funding their fatal
expedition.
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—
Smilodon’s origins

are left intention-

ally obscure here.

If you wish to use

Smilodon in your

chronicle, feel free to

let your characters uncover the
unsettling proof that the dis-
graced family was once part of
their own history.
\ i iy 2 5

No matter who founded it, the cats of Smi-
lodon set off on an expedition over the northern
mountains. The last person to see them go was a
Siberian kitten, who watched their train of supply
carts and people and horses wend its way into the
hills. No one knew what lay beyond the moun-
tains, whether monsters ruled the land on the oth-
er side, or whether there might be an endless sea,
or whether the Old Ones might even be on the
other side, awaiting their joyous reunion with the
cats they'd served so long ago.

Cats in the monarchies spent months waiting
for the expedition to send word of what they’d found.

They spent years.
When Smilodon hadn’t been heard from in

a generation, the cats of the monarchies deemed
them lost and assumed the lands beyond the
mountains were simply too treacherous to be set-
tled. Until the day the son of that Siberian kitten
who’'d watched the caravan leave spotted sever-
al figures picking their way down the mountain
trails. Smilodon had survived.

While a pawful of the house’s members re-
turned to the monarchies, most remained in their
new home beyond the mountains. Yet something was
odd about the cats who had returned. Those who'd
known them before couldn’t quite tell what it was,
but they set their former acquaintances’ hackles up.
Suspicions grew, and the cats were watched carefully.
Emissaries that the monarchies sent over the moun-
tains returned wrong, if they returned at all.

Despite those misgivings, cats from House
Smilodon resumed their place within the monar-
chies. The other houses traded with them. Cats

from Smilodon defected to join other hous-

es, and cats from houses both great and small

left their own to append “von Smilodon” to their
names. Though those names have been stricken
from their histories, every house in the monarchies
has ties to Smilodon in its past.

Eventually, a coalition of the wisest cats from
across the monarchies investigated the cats of Smi-
lodon and came to a grim conclusion: To a cat,
they’d been corrupted by the Unseen. Ministers
and mancers drew the truth out of their captives,
and learned that it was the same on the other side
of the mountains: Every cat in Smilodon had suc-
cumbed. The ministers tried valiantly to exorcise
the possessed cats, but they were too far gone.

With heavy hearts, the rulers of the monar-
chies knew what must be done. One last expedi-
tion went over the mountains, guarded by cham-
pions from across the lands, outfitted with relics
wielded by the most formidable mancers. A passel
of ministers traveled with them, to heal their allies
and fend off the Unseen. Half a year later, they
returned, fewer in number, but uncorrupted.

All of them claimed that Smilodon was no
more. But many cats quietly joined other houses
and prepared for the time when they would return.

CXPLORATION AND The WAR

For a long time, cats stopped exploring be-
yond the boundaries of the monarchies. Plenty of
artifacts could be found in the Old Ones’ ruins
within the monarchies, enough to keep researchers
busy for generations. Cats accepted this unspoken
decree until a few generations ago.

Even when the cats were actively exploring
the world, the Acid Sea was a vast barrier to their
south. The waters ate away at ships’ hulls, dooming
any expedition before its sails could ever unfurl.
Until one cat, experimenting with Man’s miracle
substance, plastic, discovered that it could with-
stand the corrosive effects of the Acid Sea. Ships’
hulls coated in it would survive. Caesar von Rex
allowed cats to finally conquer the sea.

This discovery revitalized cats’ desire to ex-
plore, and suddenly House Rex — who controlled
the coasts — found itself awash in new offers of
aid and alliances. The monarchies raced to be the
first to set sail. Whoever set foot on new lands
first would have the pick of ruins to explore
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and would have a jump on trading with any
species they might encounter.

The hidden cats of Smilodon attempted
to gain control by encouraging Caesar to defect
to their monarchy — his name in later years was
stricken from all records for his betrayal. Others
bribed or flattered Rex into gaining a portion of
the potential profits and rewards from exploration.
Rather than compete with the other monarchies,
though, Korat made other plans. Why owe favors
to Rex, the weakest of the monarchies, when there
was a perfectly good port on the other side of the
Fearless Forest? Waterdog Port had the unfortu-
nate complication of being a part of Pugmire, but
Korat preferred dealing with the dogs to bribing
another monarchy.

Official accounts between Pugmire and the
Monarchies of Mau disagree on how the tensions
between Waterdog Port and Korat started. Accord-
ing to the dogs, Korat wanted access to the port but
refused to pay to build ships. Korat’s accountants
show them funding the creation of a pawful of ves-
sels, but list exorbitant fees from the dogs for use of
the docks. Hostilities increased on both sides over
the course of decades, until dogs and cats began
openly fighting in the streets of Waterdog Port.

Pugmire’s Queen Lilly Springer II banned all
cats from the city. Though she claimed it was done
to deescalate the situation and give Korat a chance
to rein in its citizens’ behavior, the monarchy took
it as an insult. Other cats agreed, and all six mon-
archies joined together to try to force Pugmire to
relinquish control of the port. The dogs defended
their city, and the War of Dogs and Cats began.

For a brief time during the war, the monar-
chies did gain control of Waterdog Port. The end-
less, bloody siege had grown too expensive for the
dogs to afford, and they yielded the city. The cats
seized it immediately, renaming it “Mau’s Glorious
Waters.” However, the cats’ grasp on the port was
as tenuous as the dogs’ had been. In the few brief
months they controlled the city, no new ships were
built. No expeditions sailed. The cats had to de-
vote all their resources to holding the port against
the dogs who’d been left behind by the crown and
were fighting back from within. Eventually, the cats
ceded control and withdrew from the port. Pres-

ently, Waterdog Port is its own entity, bound to
neither the Monarchies of Mau nor Pugmire.

‘Che MoNARchies CODAY

While the War of Dogs and Cats raged on, one
cat saw how disastrous its long-term effects could
be, not only for the six monarchies, but for the
known world. Trillani Persian von Mau watched as
cats joined together to fight the dogs, while at the
same time undermining each other. Her research
into the Unseen made her keenly aware how easy
it would be for their ancient enemy to take advan-
tage of the weak and wounded. With the backing
of Mau’s ruling council, Trillani began a quest to
unite the disparate monarchies as one great cat
nation. After months of cogent arguments and ex-
haustive negotiations, the cats signed the Treaty of
Unification and elected Trillani the first Monarch
of the Monarchies of Mau.

Several years into the war, with no end to the
bloodshed in sight, Queen Lilly died unexpect-
edly. Her successor, King Charles Pug I, reached
out to open talks with the newly-formed nation. It
seemed like an impossible task. Neither side had
good reason to trust the other, but the nations
couldn’t sustain the fighting forever. After a year of
fraught negotiations, with both the Ruling Coun-
cil and the dogs’ royal court objecting to one an-
other’s proposals, King Charles and Monarch Tril-
lani met in secret and signed a peace agreement. At
long last, the war was over.

Since the war ended, relations between the
monarchies and Pugmire have been tense but sta-
ble, thanks in large part to Trillani’s efforts. Cats
and dogs take easy offense at perceived slights,
but none have escalated into major conflicts. The
dogs’ new king, Puckington I, lobbies for expanded
trade and political relations with the monarchies,
but has gained little traction.

Now, decades later, exploration flourishes.
New avenues of trade with the lizards have opened
up as the bravest cats ventured across the seas. Re-
ports from the trailblazers suggest that monsters
are getting bolder, leaving their lairs in the wilds to
prowl the countryside and attack innocents. Like-
wise, the ministers warn cats to heighten their vig-
ilance toward the Unseen. Closer to home, badger
tribes are growing more aggressive, and the Cult
of Labo Tor has increased its gruesome activities,
sometimes right under the monarchies’ noses. Re-
cent underground excavations by House Angora
reveal that there might be an massive ancient cat-
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acomb twisting underneath the monarchies, con-
taining unknown dangers and potential.

Nearly a year ago, during these escalating trou-
bles, Monarch Trillani von Mau died. She was old
even by cat standards, but citizens across the Mon-
archies feel her loss deeply. The Ruling Council
has yet to elect a new Monarch with their paws full
making sure the monarchies’ most pressing needs
are met. Even now, there are rumblings within the
great houses about who might take Trillani’s place,
and what her absence means for the monarchies in
days to come.

CAT Culcure

Cat culture is always evolving, but certain el-
ements remain similar enough to their original
forms that even cats who eschew “civilized” society
will recognize them. Whether those cats agree with
them is a different ball of yarn.

SPmCUAhCY

The dogs’ veneration of Man is in direct op-
position to cats’ spiritual views. Cats believe that
the Old Ones worshipped cats and devoted their
lives to serving them. As proof of their adoration,
many cats believe the Old Ones gifted them with
nine lives so they could spend more time in their
service. It is a cat’s duty to be worthy of that gift,
and they strive to act in ways that are honorable.
This leads them to draw upon their past and future
lives for guidance.

Each cat’s spirituality is a private and extreme-
ly individual matter. However, since their forma-
tion, the monarchies have built Temples to the
Nine as state-sanctioned houses of worship. Their
prayers and meditations are their own, but cats
take comfort in the presence of others as they seek
out the wisdom of their past selves. The Temple
is a safe and controlled environment. Ministers
at the Temples help cats call upon their past lives,
and can aid them in interpreting the answers that
come from beyond.

Some cats question the ministers’ roles in the
process. It seems odd that a cat can’t know where
they are in their allotted number of lives without
a minister confirming that they're a “young soul”
or an “old soul” — phrases that sound ponderous
without telling the cat much at all. Still, some cats
believe they inherit powers from past lives, or are
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wise beyond their years, and many consid- #
er this proof enough. Whether a cat believes \
in their abilities or not, ministers can hold sway

over a crowd by channeling the voices of their oth-

er lives while mancers use the bones of the dead

for their spells.

In truth, cats don’t have nine lives. Neither do
they reincarnate. Ministers can sometimes find
strange patterns or fragmented memories inside a
cat’s mind, but those could come from the odd
connections cats have to magic and the Old Ones,
or from inherited remnants of power absorbed
from destroyed relics. Some cats are aware of this,
and recognize the belief as an excuse for cats to
worship themselves. For others, the belief grants
them comfort and purpose, and cats who are in
the know keep the truth to themselves — both be-
cause of the cats’ reverence for secrets, and because

they find it needlessly cruel to disabuse others of
their faith.

P&ecepts ofF (MAuU

When the six monarchies signed the Treaty of
Unification, one of the first acts of the Monarch
and the Ruling Council was to set down a standard
of behavior. What might be acceptable conduct
in one monarchy could be a faux pas or even a
punishable offense in another. Thus, the Accepted
Precepts of Mau could guide the cats toward the
correct actions.

AW AYS TRUST YOUR INSTINCTS
The Old Ones worshipped cats, because cats’
actions made them worthy of said worship. On
the surface this sounds like circular logic, but on
a deeper level it reveals the faith cats place in the
Old Ones, and the power they believe the Old
Ones were capable of bestowing. If cats acted in
ways that were unworthy, their servants might with-
draw their worship, and thus their gifts. Unlike the
dogs, no one can reliably tell a cat she is a “good ;
cat.” She must instead rely upon herself, and what .
she knows to be true deep down, to guide her to-
ward the correct actions.

ALWAYS Pounce Upon The
NINIONS Of The TINSEEN

When cats and Man were companions, it was a
cat’s solemn duty to protect Man from invisible
dangers: ghosts and spirits, people of ill intent,
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or anything dire that might happen. Cats yowled and
hissed and chased after the demons, but Man never
listened, and now Man is gone.

For a long time after Man’s disappearance, cats
lost the ability to sense the Unseen. Perhaps this was
because they no longer had Man to protect, or because
they'd failed them in their time of greatest need. In the
centuries since the monarchies formed, demons have
set their sights on cats the way they once did on Man,
infiltrating cat society and fomenting destruction and
betrayal. The Unseen twist cats’ minds, making their
friends appear as enemies, spurring the cats to attack.

In recent years, cats have renewed their resolve
to be vigilant and root out the Unseen in all its
forms. The ability to detect the Unseen has been
slowly returning in recent years. Some cats specu-
late that the Old Ones have seen their diligence and
rewarded its resurgence with the return of this gift.

Out of the four Precepts, this one received
little debate and is the most consistently enforced
among the houses.

AbwAYs RewARD loyAtcy
Very few dogs understand the power of loyal-
ty. They give it freely, with little thought as to

whether the recipient deserves such a gift, and are
surprised when it turns out he doesn’t.

Before the monarchies united, cats rarely of-
fered their loyalty, and only to those who had truly
proven themselves worthy. Ever wary that it might
be used to exploit a weakness, cats wanted to be cer-
tain before swearing to a person or a cause. There
was also the small problem that the cat who swore
received nothing in return.

The six houses decided that rewarding loyalty
would strengthen the union. If loyalty came with a re-
ward, cats would offer more of it in return — to their
superiors and the Monarchies of Mau, of course, and
(most importantly to the Dynasts) to their houses.

In the years since the Precepts were set down,
this rule has worked well. Kittens accept it as a giv-
en, never having known the wariness their grand-
parents felt about offering loyalty, or how they
looked for ways around it. Some ministers teach
that there was power in the Old Ones’ loyalty to
the cats they worship, reinforcing the concept.

AlwAys Respect AN honest Duel
Trillani von Mau was an idealist and a vision-
ary, but she was never naive. Even as she attempted
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to unite the monarchies, she knew that conflict be-
tween cats was not only a reality, but was viewed by
houses such as Korat as a way to build strength and
test another cat’s mettle. Dueling was an honored
art in all the monarchies throughout the centuries,
and Trillani embraced it rather than try to abolish
the practice.

However, dueling rules differed from one mon-
archy to the next, so she set about standardizing
them, and created a formal code for participants
to follow. In some cases, she offered alternative
methods to traditional duels to reduce instances of
injury and death. The code is lengthy, spelling out
rules for every scenario, anticipating exceptions
and edge cases. Most houses keep a copy on paw,
to refer to in case a member of the household is
challenged, or for cats to page through over a cup
of catnip tea. Cats who often find themselves chal-
lenged tend to carry their own private copies on
their persons. Whatever quibbles a cat might have
with obscure sections of the code, the core tenet
is sacrosanct: If the duel was conducted honestly,
then the results are to be respected.

When two cats have a disagreement that dis-
cussion and debate can’t resolve (or when the par-
ticipants refuse to have the discussion in the first
place), they may choose to duel to determine which
party is correct. If a duel is honest and fair, the cat
who wins the duel is deemed to be correct, and
that should be the end of the argument. Speak-
ing out in favor of the losing cat suggests that the
duel was not honest and fair, and may land the cat
speaking out in a duel herself!

Duels do not have to involve weapons or vi-
olence. The code offers many alternatives, and
as long as the opponents or their representatives
agree that the terms are fair, the duel may proceed.
Older cats don’t always see the merit in these types
of duels — the scars you earn are marks of honor;
what do younger cats have to show their future kit-
tens if they settle their disagreement via a game of
cards?

Elaborate rituals and structures make duels
seem more honest to observers. For example, an
old tradition requires the aggrieved party to show
up at her rival’s home and accept a formal offer of
hospitality from the rival. She then seeks a fragile
object her rival values, and deliberately shoves it
to the floor. When the item shatters, the rival can

honorably call for a duel, without revealing
the true (and potentially scandalous) nature of
the disagreement.

Digpucep Tenets

Several additional precepts have been pro-
posed by the houses, though none have been for-
mally adopted, and not all houses agree with them.
How and whether these tenets are enforced varies
from house to house. These are known as the Dis-
puted Precepts of Mau:

* Always pursue knowledge

» Always operate with discretion

e Always strike when least expected
e Always act with honor

e Always push boundaries

* Always revere the past

Each house embraces one of these tenets, and
treats the others are guidelines — some useful, oth-
ers pointless. As such, application and interpre-
tation of the Disputed Precepts depends on the
opinions and experiences of the individual cat.

CAT RelATIONSh1PS

Cats approach new acquaintances with a mea-
sure of aloofness and caution. As opposed to the
dogs, who begin with the assumption that every-
one is a friend, cats expect everyone to be seeking
the upper paw and act accordingly. This is viewed
as polite rather than rude — in fact, cats who act
too familiar too quickly are eyed with suspicion,
causing their companions to spend the rest of the
interaction wondering what the ebullient cat wants.

Perhaps ironically, “What do [ get out of this!”
is exactly what every cat is asking herself when it
comes to friendship, even if asking that question
directly is a serious breach of etiquette. This in-
grained wariness and calculation proved useful
when cats began traveling into other house’s ter-
ritories. Most cats were fully aware that any friend-
ships they struck up with cats from other mon-
archies could and almost certainly would be used
as sources of information for the benefit of their
own. What information was she willing to divulge
about her own house? How did that weigh against
the information she’d bring home?
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This doesn’t mean that cats have no
genuine friendships, or that they don’t feel af-
fection for other cats. Those friendships are the
ones with the greatest reward for the cat’s time,
the ones where she feels she is receiving the same
amount of effort from the other cat as what she
puts in. A true friend hears a cat’s secrets and keeps
them, rather than using them against her.

Some cats realize their interest in one anoth-
er is romantic rather than platonic, and choose to
become lovers. Cats who tangle themselves in espi-
onage may be warier of getting involved with other
cats, and nobles expect a degree of scrutiny and
speculation when they enter into a romantic rela-
tionship. Some houses insist on vetting a cat’s part-
ners, especially if they wish to marry, but the rules
aren’t neatly as rigid in the monarchies as they are
for the royal dogs of Pugmire. “Always trust your
instincts” applies just as much to love and friend-
ship as it does to other aspects of cats’ lives.

s

S
Whenever I bother

to check out my
family’s library,
I've come across
mentions of the

Old Ones restricting
marriage to be between a man
and a woman alone, or stating
that the number of people in a
relationship should be no more
than two. This is absurd, and
proves cats had a lot to teach
the Old Ones who worshipped
us. Always trust your instincts.
Love who you love.

honer

Although cats throughout the monarchies be-
have similarly when it comes to protecting secrets
in public, the ways in which cats from different

houses approach matters of honor and face vary
widely. The nuances and shifts are spreading

w ol

slowly as newer generations learn one another’s
ways, but it’s a long process. In the years since the
Treaty of Unification was signed, cats have learned
to tread carefully when questions of honor arise.

What constitutes a grievous insult to a member
of one house might not even register as a slight to a
representative from another. Due to many such mis-
understandings over the years, cats have learned to
be quick with apologies if they've unwittingly given
offense. This often deescalates the insulted party’s
desire to declare a duel, and — if instinct tells the in-
sulted party the apology was offered sincerely — the
cats proceed as though no offense was made.

After the meeting ends, the onus is on the cat
who slipped up to find out where they made their
mistake, either by researching the other house’s
customs or asking an expert on that culture. It
is never up to the insulted cat to explain where
his companion erred. Cats who insist on making
the offended explain their misstep may find them-
selves invited to duel after all.

‘Cechnology
AND (NAGIC

Let’s pull back from the world of the Monar-
chies of Mau for a moment. As the reader, it’s clear
the items the cats view as magical are pieces of ad-
vanced technology. The cats of the monarchies,
however, have only achieved a level of technology
equivalent to our 14th or 15th century. In some
ways, they're a bit more advanced — better farming
and irrigation techniques, or the ability to smelt
and mold plastic — but otherwise, the cats’ tech-
nology stops somewhere in the 1400s.

To a cat, then, devices we take for granted to-
day appear to them to be powered by mystical en-
ergies. As Arthur C. Clarke stated, “any sufficient-
ly advanced technology is indistinguishable from
magic,” and that applies to the monarchies. The
ability to send messages instantaneously across
a room or to another town is a kind of sorcery,
though we recognize it as bits and bytes of infor-
mation stored and sent electronically. And, fur-
ther, that information gets sent through thin air
and bounces off satellites to get to its destination.
Imagine explaining all those concepts to a cat: elec-
tricity, telecommunications, spaceflight. How is
“magic” any less valid an explanation?
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The line between technology and magic may
blur over the course of your game, which is how
it is for the cats themselves. A cat who reverse en-
gineers one of the Old Ones’ inventions will be
praised for uncovering one of their secrets. How
that discovery advances society might not be rec-
ognized until much later. As magical items become
commonplace and reproduced, cats accept them as
technological advancements instead. Some older
cats may be wary, but most chalk these discoveries
up to offerings from the Old Ones, and take it as
their due.

Where technology and magic meet and cats are
close to a new technological discovery, they tend to
view those things as everyday items enhanced by
magic, but don’t believe they’re inherently magical
on their own. Cats are also more likely than dogs
to dig into the relics the Old Ones left behind.
Dogs will study an artifact from the outside, and
learn how to use it based on the state they found it
in. Cats, on the other paw, are far less reverent. Fig-
uring out what an item is used for is only the first
step. They want to know why it works. What it does
if you push all the buttons at once. What's inside,
how to take it apart, and how to put it back togeth-
er. If a cat breaks an artifact while studying it, she
feels no remorse, especially not if she’s gained an
understanding of what made it tick.

Technology and magic aren’t two separate con-
cepts, but are points at opposite ends of a spectrum.
Where one mixes into the other, that's where the
neat stuff happens. You can play with that scale in
whichever ways work best for your chronicle.

‘Cime AND (Y)ONeY

Neither time nor money have precise or con-
stant measurements in cat society.

Cats use plastic for currency much like dogs
do. They mine it from the earth and smelt it into
shards, chunks, and coins, which can be exchanged
for goods and services throughout the monarchies.
In most places, 10 shards equal a chunk, and 10
chunks equal a coin. However, prices and the
conversion rate between shards and chunks, and
chunks and coins, vary depending on where in the
monarchies a cat finds herself.

Plastic is a relatively new currency for the cats
as well as the dogs. Until recently, most of the
monarchies had a barterbased economy, but the

discovery that plastic could be used to create

boat hulls made cats scramble to mine more of

the Old Ones’ curious material and put an influx
of it into the houses’ coffers. The Ruling Coun-
cil has attempted to regulate the size and values of
plastic currency, but some houses are strenuously
opposed to switching over to it in the first place.
Conservative, cautious Siberian certainly recogniz-
es plastic’s value, and stockpiles coins in its vaults,
but the house is hedging its bets in case something
happens to make its price plummet. Villages in Si-
berian territory still rely on barter, which confuses
the occasional travelers passing through with pock-
ets full of coins who are asked to pitch in on the
farm or in the tavern’s stables. Cats in Korat terri-
tory are more likely to trade for a well-made dagger
or helm than they are for a pile of coins.

Time is also not measured in precise intervals,
though cats are slightly more accurate than dogs at
measuring it. A day lasts from one sunrise to the next.
Morning is when the sun rises in the sky, and evening is
when it lowers. Night is when the sun is gone. During
the day, cats measure hours about the same way dogs
do: when the sun has moved noticeably in the sky,
but less than a full change from morning to evening,
or evening to night. At night, however, cats can mea-
sure the passage of an hour more precisely. They
have observed the movement of stars against the sky,
and worked out a way to calculate the time based on
where the constellations appear.

Like dogs, cats have yet to figure out time on a
more granular scale. The only unit of time shorter
than an hour is a twitch, which is a bit shorter than
a dog’s wag, but is still based on the movement of
one’s tail.

lounges

One venue every city and town in the mon-
archies boasts is the local lounge. It’s the central
gathering place for cats of all stripes to meet over
a steaming mug of catnip tea or a saucer of milk —
warm or honey-spiked, as you please — to discuss
the day’s events, exchange gossip, or simply share a
meal in the company of one’s comrades. The best
lounges have large south-facing windows that let
the sun stream in during the day, and plenty of
cushioned spots for cats to recline and soak in its
warmth. The middle of the day is especially busy,
and coveted spaces are snatched up fast.
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At night, cats prefer to sit near the fireplace
and warm their paws. This is also the time rats
and mice slink into the lounge, looking to make
or complete their shady deals. The rodents stick
mostly to the darker corners, which is fine by the
cats: more room by the hearth for them.

As with any large establishment, especially one
that serves fermented milk by the bowlful, scath-
ing comments are often exchanged. Some of the
choice insults a cat might hear are:

e Hairball: An insult, similar to “peabrain.”

¢ Muttlover: A cat who prefers the company of
dogs to other cats.

¢ Runt: A weak cat, prone to being beaten up.

¢ Tail-chaser: A cat known to waste his time on
futile pursuits.

ORGANIZATIONS
AND FACTIONS

The Monarchies of Mau are made up of many
different organizations and factions, some of
which are better known than others.

‘Che Ruling Council

Since Trillani von Mau’s death, the Ruling Coun-
cil has spent much of the last year making sure the
monarchies run smoothly. The sheer amount of effort
that takes leaves them little room for other lawmaking,
and many of the Dynasts wonder whether Trillani had
the aid of some wonder of the Old Ones that allowed
her to accomplish so much in one lifetime.

Of course, Trillani had no special magic other
than her own adroitness at getting things done. She
knew when to gently steer debate to a close, which
matters she could handle without asking for the
Council’s input, and which decisions of theirs should
be deftly overturned in favor of a better option. With-
out her, the Council tends to review every request
with equal care and endless discussion. The dynasts
are so concerned with each monarchy having a say
that progress has virtually ground to a halt. Though
this secretly delights some members of the Council
and their houses, it is untenable for the nation.

Something needs to change, and soon.

Che DYNASCS

e Angora: Stories say that Dynast Priscilla von
Angora had her bed built into a set of book-
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shelves in the Angora manor house in the heart
of the monarchy’s capital, so she could drift
off to sleep surrounded by her favorite books.
This paints a rather cozy picture of Priscilla,
which House Angora rarely bothers to dispute.
In truth, she is a skilled mancer and a shrewd
politician, a quiet but formidable force on the
Ruling Council.

Cymric: Dynast Bricu von Cymric spent his
kittenhood as part of a troop of wanderers,
learning at the right paw of the great orator
Uth von Cymric. He learned the fiery bits of
famous speeches, and how to deliver a cutting
aside, but soon realized his passion was in pol-
itics rather than playacting. Bricu is known to
be blunt and brash, but his years in the troupe
taught him how to be charming as well.

Korat: Dynast Kyr von Korat is old enough now
that the fur around her eyes has turned from
dark gray to white. She remembers meeting the
newly-elected Monarch Trillani von Mau when
Kyr herself was still a kitten. The awe she felt
in Trillani’s presence didn’t dissipate when Kyr
rose through the ranks to become the house’s
Commander and join the Ruling Council.
Once, she was a scrapper, quick to knock over
her rival’s valuables and challenge them to a
duel, but old age has shown her the wisdom of
restraint, and she counsels that to her house’s
younger, more hot-headed champions.

Mau: Dynast Threnody von Mau bears a strong
resemblance to her aunt Trillani, which can be
disconcerting to older cats. She works tirelessly
with the rest of the Ruling Council, offering to
help mediate disputes and make sure every cat
gets their fair share. While she might not be
the military mastermind her aunt was, Thren-
ody has a head for numbers, and watches the
reports that come across the Council’s desks.
Some think she might know the needs of the
other monarchies better than their own Dy-
nasts do. And that she knows how to provide
them.

Rex: Dynast Tirian Rex von Rex is highly
amused at the knots the other houses turn
themselves into hoping to catch Rex in the
act. Some days he contemplates leaving clues
behind, just to give their spies something, but
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other members of his house cautioned
against doing so. Tirian concurs with his
house’s belief that continued peace and bet-
ter relations with Pugmire are essential, though
getting the rest of the cats to agree makes him
miss his old friend Trillani painfully.

* Siberian: Dynast Naiara von Siberian serves
as a minister, using the power of her voice to
address the nobles of her house and speak to
them of the glories that will soon return to
them. She’s one of the younger members on
the Ruling Council, but other ministers have
confirmed that the brilliant young girl possess-
es an old soul, and Naiara intends to use that
wisdom to her benefit.

e Shadow Bloc: Shadow Dynast Dowe Tabby is
as-yet uncorrupted by the scions of Smilodon,
and is unaware of the threat lurking among his
own people. He has spent years earning both
the trust of his fellow dynasts and that of the
myriad groups that make up the Shadow Bloc.
Many of the guilds and organizations he rep-
resents drop opposing demands on his table
at the Sunbeam Lounge in Mau City, and he
must finesse his way through them, making
what strides he can without making the Ruling
Council think he’s trying to wrest power away
from them.

‘CmuANfS ‘CRAIBIAZERY

Trillani’s Trailblazers are a vital and vibrant part
of the monarchies’ plans to grow trade, expand their
borders, and recover artifacts left by the Old Ones
for the fight against the Unseen. After the War of
Dogs and Cats ended, many cats who no longer had
enemies to fight signed up to be trailblazers.

Any cat may volunteer to join the trailblazers,
from the most pampered nobles to the lowliest
moggie. Trailblazers are provided with bedrolls,
simple meals, and basic supplies, making their
ranks a draw for down-on-theirluck cats. Once a
cat has been accepted, she is placed with a group
of other trailblazers, all of whom report to a castel-
lan. The castellan’s duty is to seek out missions for
the party, offer advice, and run interference with
other castellans and politicians. He also usually
owns a safe house for the party to treat as their
home base between missions, where they can

b
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replenish supplies and rest after a hard jour-

ney. The safe house is also where the trailblaz-

ers can store any relics they find, knowing the

castellan will protect them in the party’s absence.

House Rex is quick to point out the similarities to

Pugmire’s own organization of royal pioneers, but

the other houses simply ignore the insult. Clearly
whatever dogs can do, cats can do better.

Some of the houses are uncomfortable leaving
relics in the trailblazers’ paws. They think the Old
Ones’ artifacts belong in vaults, where members
of the relicfinder’s house can study it or destroy it
to increase their own knowledge. Or, for those rel-
ics found by unaffiliated cats, where it can be kept
safely until their return. Though a scant few fall to
their houses’ pressure and return the relics, most
trailblazers elect to keep them in the storehouse, or
carry them back out into the wilds to wield against
monsters and the Unseen. In general, trailblazers
who hold on to their relics are more likely to find
additional relics, to the benefit of all.

On occasion, a noble house has sent a paw-
ful of its toughs to raid the storehouses and lay
claim to the relics they believe rightfully belong to
their houses. Unfortunately for those toughs, trail-
blazers and their castellans aren’t pushovers. Most
of those raids end unsuccessfully, with the toughs
limping back empty-pawed to the noble who hired
them.

Being a trailblazer is a thankless job, with poor
pay, mediocre food, and few opportunities for po-
litical gain. And the cats love every minute of it.

‘Che Seeke&g oF UBASTe

Some cats wish the War of Dogs and Cats
were still raging on today. Even more, they wish
the dogs had been eradicated, or at least thorough-
ly and completely vanquished, with the cats left in
charge. One such group wants to take that desire
even further, to achieve what they believe is a cat’s
true destiny: to rule unopposed over all things and

all peoples. The monarchies. Pugmire. The wild
lands and the Acid Sea.

This group, which calls itself the Seekers of
Ubaste, believe that humanity worshipped cats be-
cause it is a cat’s right and due, and that the time
is right for today’s cats to rise and rule the world as

Man intended. Membership to the Seekers is by
invitation only, though chapters of the organi-

zation have spread to all the monarchies. Meetings
are held in nobles’ drawing rooms, or in luxurious
private rooms in upscale lounges, where the Seek-
ers discuss new developments over delicate finger
foods and cups of catnip tea, certain they won’t be
disturbed by moggies or other rabble.

While this alone is disturbing, even more so
are the directions the conversation takes as the
nights wear on. The Seekers know there must be
a way to help bring about the cats’ ultimate victo-
ry, and they intend to find it. They uncover tomes
they've stolen from their houses’” archives, or un-
furl spells written in spidery scripts. Some of the
rituals in these purloined tomes are harmless, or
are spells the houses’ mancers already have in their
arsenals. Others, though, describe ways to call
upon the Unseen and command the demons to
do a cat’s bidding. Victory at any cost, whisper the
Seekers. Even our own souls.

The MONARChiES

The Monarchies of Mau span a huge amount
of territory, from the mountains in the north to
the Acid Sea in the south, and from the Fearless
Forest in the west to the desert in the east. The
six monarchies fill in the land, each one its own
culture and aesthetic.

ANGORA
N Angora is farthest east of the
monarchies, on the edge of the
desert. It shares borders with Cym-
ric and Mau to the west, Siberi-
an to the north, and Rex to the
south. Some cats joke the book-
ish house valued the westernmost
forests in their territory less for the
houses they could build from cutting
down the trees, but more for the paper they could
make from the wood pulp, and the bookshelves
they could carve from the logs. Some even whisper
that Angora’s bookish desires led to deforestation,
and the creation of the desert to the east. While this
isn’t entirely true, the monarchy is renowned for its
libraries. Angora is also home to deep networks of
caves and mines, some of which the house uses for
its belowground laboratories.

Angora is known for its hot sunny days and
sharply cold nights. Cats in Angora tend to wear
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loose, breathable clothing during the day to keep
them cool. Though, while the brims of their
hats and the legs of their trousers are wide, their
sleeves gather tight at the wrists — preventing the
fabric from smudging one’s painstakingly written
notes. This certainly doesn’t mean all cats’ cuffs
are clean: A cat who can reliably get ink stains
out of silk and linen in Angora is a rich cat in-
deed. Most cats carry a shawl or jacket with them
if they're going to be out after the sun sets, to
keep the biting cold from the desert wind at bay.

LiBrARY 1N The Trees

One among Angora’s many libraries, perhaps
the most restful is the Library in the Trees, on the
road to House Angora’s manor. This library is
open to all, and commemorates the site where the
first Angora settlement is rumored to have stood.
A redwood tree stands there now, its trunk as thick
around as a medium-sized castle. Architects hol-
lowed out parts of the trunk, carving a spiral stair-
way inside, leading up to three landings. Each one
is filled with floorto-ceiling shelves, also carved
into the tree. The builders cut windows and nooks
all around, so a cat might curl up in the sun with
a book in her lap.

MADAME "Cﬂewe’s
In the bustling streets of Angora’s capital,

tucked in between a tailor’s and a tea shop, rests
Madame Tilene’s cottage. The squat little build-
ing is nearly swallowed up by its three-story neigh-
bors, but it’s stood 100 generations, and will stand
that many more, if Madame Tilene has anything
to say about it. She sets her rocking chair in her
open doorway on nice days and knits, or sits in
her window if it’s foul, and watches people pass
by. How easy it is, to dismiss an aging old calico.
But Madame Tilene lives across from the manor
house where visiting diplomats like to stay, and be-
neath the pile of yarn on her lap is an artifact from
her days as a trailblazer that lets her hear through
walls. She’s one of the best sources of information
in Angora, for cats who can meet her price.

NeAThWARDS

With proper provisions and a map from a trust-
worthy cartographer, a cat could traverse most of
Angora’s length underground. One enterprising
Angora noticed how many explorers emerged from
the caverns beneath the monarchy halfstarved and
sleep-ragged because they hadn’t gone in properly
equipped. Betts von Angora seized the opportu-
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nity and set up shop for herself in a cavern
deep within the cave network. She founded her
camp, named Neathwards, at the intersection of
several tunnels. It’s a place where lost cats can get
their bearings, hungry cats can restock their ruck-
sacks, and cats with the correct codewords can gain
access to one of Angora’s hidden belowground labs.
Betts employs both guards and guides for cats who
can pay.

ROSECOWN INN

Rosetown sits on the border where Angora,
Mau, and Cymric meet. The quiet little farming town
changed paws time and again when the monarchies
were fighting one another for land. In one particu-
larly contentious month, the townspeople fled in
the dead of night and left their homes and farms to
the invading armies. Word of the citizens’ dramatic
action made it back to the monarchs, who came to-
gether at the town’s inn to forge a temporary truce.
Rosetown itself was declared neutral ground, under
the protection of all three monarchies. Feuding cats
often choose to meet here to work out their differ-
ences, especially since the innkeeper (the ominously
named “Troublemaker”) and his three grandkittens
can be counted on to enforce the age-old truce.

CyoRC
N The monarchy of Cymric spans
: . the center of the monarchies,
bounded by Mau to the north,
Korat to the west, Rex to the
south, and Angora to the east.
House Cymric spends a hefty
portion of its resources on up-
keep for its roads: Not only do
important trade routes run through
its lands, but the house wants to be sure visiting
diplomats feel safe and welcome, their journeys
free from bandit attacks and bumpy carriage rides.
Cymric also sponsors the performing arts, and in
its largest city, a visiting cat could see a different
play every night for a month if he so wished.

Cymric is the flattest of the monarchies, its
fields and farmlands stretching out far as the eye
can see. While it means the blue skies stretch on
forever during the day and great skeins of stars cov-
er the skies at night, in the summertime, the flat

land and open spaces lend themselves to violent
thunderstorms and tornadoes. Cymric has

built waystations and shelters along its major roads
for cats caught in such storms.

Bubascig lounge

Most cats in Cymric’s political circles have
heard of Bubastis Lounge. Only a select few get
an invite to the private club, located in the heart
of the capital’s richest district, though many aspire
to be on the guest list. Everyone’s talked to some-
one who knows someone who claims to have been,
but the club’s actual members keep their visits
very, very secret. Bubastis Lounge is only a cover,
its heavy oak doors leading to a secret temple for
the Seekers of Ubaste beneath the street. Inside,
disciples gather on luxurious velvet cushions and
discuss their proposals to make cats the ultimate
— perhaps only — power. Ritual spaces have been
carved into the granite walls, where cats may prac-
tice spells and make offerings to entities that can
aid their agenda.

‘Che Chipped SAUCeR

The Chipped Saucer is a lounge in Cymric’s
capital. From the outside, it looks like any other
lounge, but it is the preferred haunt of politicians
and diplomats, and the place where cats go when
they want to be seen. Several of the city’s lawmak-
ers like to share cushions with the working cats,
asking their opinions on matters of policy over a
mug of catnip tea or honeyed milk. Dynast Bricu
von Cymric himself is a regular, and can occasion-
ally be coaxed into declaiming a speech from his
traveling days.

RARIIDA TheATre

Down the street from the Chipped Saucer is
the oldest theater in the capital. Its beauty has fad-
ed over the years, but every actor aspires to star in
a production there. An actress whispering on stage
can be heard even in the cheapest seats in the back,
so perfect are the acoustics. Some theatergoers are
surprised to learn that most of the stage workers
are rats and weasels, but Karilda von Cymric herself
(may her next life be good to her) felt they did the
best job. The theater is one of the few places in the
capital where those species can make a decent wage.

’
TREMAYNES FiNe hacy
While Tremayne’s front window is, indeed,
filled with very fine hats, no sales have been made
from the haberdasher’s shop in two months, and
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a thin coat of dust lines the hats on display. Cats
who own neighboring shops haven’t seen the can-
tankerous old proprietor in nearly as long, but they
are fairly certain he isn’t dead. (The we couldn’t be
so lucky goes unstated, but is heavily implied.) In
truth, old Tremayne has joined Trillani’s Trailblaz
ers, and returns occasionally in the dead of night
to store his relics in the hat shop’s basement. He
has no plans to die anytime soon, and might be
willing to take worthy adventurers with him on his
next expedition.

Korac

On its northern and eastern
sides, Korat shares a border
with every other monarchy ex-
cept for Angora. It is bounded
by the Fearful Forest on the
west, but roads lead through
the woods toward Pugmire and

Houndton on the other side,

and those roads were cut, cleared,

and defended by Korat armies. The ter-

ritory is well-fortified, with many of its cit-

ies built for function rather than form. However,
the buildings’ interiors are works of art, as though
to make up for all the squat gray stone outside,
the architects decided to create beauty inside. Peo-
ple who suggest this is a metaphor for members of

House Korat are asking for a bloodied snout.

Citizens of Korat pride themselves on wearing
clothing made from fabrics and materials sourced
from their own farms and forests. They prefer stur-
dy garments of locally spun wool to the showy silks
coming in from Angora. This doesn’t mean Korat
style is simple or plain. In fact, intricate Korat em-
broidery is in demand throughout the monarchies.

Cascle Korat

Castle Korat is short and square and ugly at
first glance, but the closer one gets, the more de-
tails reveal themselves in the architecture. It’s a sea
of gray on gray until the visitor nears the portcullis,
but then shadows resolve into shapes, and the faces
of past Korat generals glower down from the stone.
Once a year, Korat challenges its kittens to sneak
over the walls without being caught, and invites
the local citizens to watch, and even place bets. It
is as much a test of the kittens’ resourcefulness and
stealth as it is a reminder that Castle Korat can’t

be breached. No kitten has made it past the
guards in the last 12 generations.

’

DelNRg QDINE

Delnir’s Mine sits in the northeastern part of
the monarchy of Korat. It is the main source of
plastic for the house, or it was, until miners acci-
dentally opened a shaft that held a sleeping horror.
Now, the giant serpent-thing — what the mancers
call “coatl” — lurks in the dark, and production has
halted. Korat has sent three expeditions in to root
it out or kill it. None have returned.

‘Che 1RON FANG (MAZE

About a half mile into the Fearless Forest lies
the entrance to a labyrinthine set of ruins. Within,
plants have overgrown old walls, dead ends, and
deep gullies. Here and there, tendrils wind around
the bones of forgotten victims. Once, Alia Smilo-
don stalked the maze, hunting her prey until they
fell to one of the many traps she’d set, or succeed-
ed in making a panicked escape. Today, House Ko-
rat has laid claim to the area. Korat kittens and
cats who hope to join the house know this place
well. They test their mettle among the ruins and
learn to trust their instincts. Some whisper that if
you listen closely, you can still hear the screams of
Alia’s victims on the wind.

Sunspet lounge

Few cats from other houses expect there to be
anything cozy in Korat. This is their loss, as the
Sunspot Lounge is the monarchy’s most comfort-
able secret. The lounge boasts large windows with
several tiers of seating so there are no cold spots in
the house. The cushions are soft and kneadable.
The milk is spiked with the sweetest honey. Be-
cause its building’s exterior is as gray and square
as the rest of its surroundings, most visitors aren’t
aware of the lovely lounge within. The locals are
perfectly happy to leave it that way.

NAU

The monarchy of Mau lies in
the middle of the cats’ territories.
It shares a border with four of the
five other monarchies, with the
exception of Rex to the far south.
Since the Treaty of Unification

was signed, the city of Mau has
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become the political hub for all six monarchies. Out-
side the capital, Mau has many small farming towns
and fewer big cities than some of their former rivals.

Mau is the rainiest of the monarchies. In the
southern parts of the territory, cats carry umbrellas with
them as both useful tools and fashionable accessories.
To the north, where thawing ground and spring rains
create a messy mud season, cats keep spare sets of boots
for visitors to wear. The cats of Mau prefer plain cloth-
ing, inspired by Trillani von Mau’s own style, though
younger cats and kittens have begun adding a bright
splash of color or interesting accessory — particularly
when they're out in Mau’s cold, dark, and rainy nights.

’

‘Che DYNASTS (NANOR

In the heart of Mau City sits the manor house
where the Ruling Council stays while they are in ses-
sion. The house is larger than the Monarch’s dwelling at
Urbo Hall, a decision made by Trillani von Mau when
she was first elected as a gesture of humility. Twice a
month, the Dynasts receive visitors here, to meet the
cats they represent and listen to their concerns.

€ngewoon lyceum
Edgewood Lyceum is as far removed from
Mau City as you can get and still be in the

monarchy. It sits on the eastern edge of the ter-
ritory, just outside a quiet town. Here is where
Mau’s mancers go to study some of the larger
artifacts the house has in its possession and ex-
periment with magics of their own. The town of
Edgewood itself is either empty or abandoned,
though no one in neighboring towns can quite
remember which it is.

JANus house

In Mau City’s Rat Quarter, warm light and
laughter spills out from the windows of a small
stone house. The rats inside Janus House run a
small but successful gambling establishment, and
carry messages for Bantus, one of many self-pro-
claimed rat kings. Bantus runs a sprawling crimi-
nal empire, and insists he can acquire anything a
cat may dream.

The Welcoming heme ORphANAGE
The War of Dogs and Cats left many kittens
without parents. An emissary from Pugmire, an
elderly shepherd named Father Eddie Pug, saw
both the war orphans’ need and an opportuni-

ty to extend a paw in peace and sympathy to the
Monarchies. Father Eddie founded the Welcom-
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ing Home Orphanage in Mau City, and opened
its doors to dogs and cats in need. Today, many of
the staff at Welcoming Home were orphans Father
Eddie took in after the war.

Rex has controlled the coasts for
hundreds of years. It is bound-
ed by the Acid Sea to the south,
Korat to the west, and Cymric to

the north. Rex’ lands are divided

into three equal parts, split where
deltas from two different rivers —
The Shiver Water and Hopewell River

— spill into the Acid Sea. Port Matthew is Rex’ largest

city, and it is from here that many of the monarchies’

seafaring expeditions launch.

Though not all cats who live in the monarchy
of Rex are sailors, their styles are heavily inspired
by them. Light fabrics that can withstand a soaking
and dry quickly are always in fashion, and very few
outfits have ribbons, belts, or tails that trail behind
and might get caught in the rigging. On the coast,
where winds off the Acid Sea carry spray that eats
away at delicate fabrics, cats wear oiled cloaks to
protect their clothes.

Whether they learn to sail or not, kittens in Rex
learn how to tie every kind of knot known to cats.
From this, a language of knots sprang up. While it
was initially used by kittens to mark secret hideaways
or leave notes for their friends, today they’re used by
spies to pass coded messages. Nobles have adopted
them as well, wearing a knot on their lapels to signal
any number of moods or affiliations.

Bee Bonnet

The floating market of Bee Bonnet travels up
and down the Shiver Water, piloted by Phyala von
Siberian. She crafts exquisitely woven textiles for
the cats who live in river towns, and regales them
with news of the world over a hot mug of catnip
tea. Other merchants ride along with her, some for
only a few stops, others the entire length of the
river. For a few plastic shards, Phyala will also take
passengers aboard Bee Bonnet and transport them
up or downriver.

‘Che CrookeDd NWhisker
There has always been a Cally von Rex behind
the bar of the Crooked Whisker. The cat who runs

it today is the 18th cat of that name, and she
knows all the best gossip. Cally doesn’t much
care whether the rumors she repeats are true, or
whether they aren’t worth a wet ball of yarn. All
that matters to her is if they tell a good story. Spies
and trailblazers frequent the bar, as much to hear
Cally spinning her tales as to suss out the useful
information from the merely amusing.

Dock €leven

The ships tied up at Port Matthew’s dock elev-
en are moored there permanently. Colorful paper
lanterns sway in the breeze, and a ragged flag flies
high on a mast that is broken halfway up. The
vessels once hailed from Waterdog Port, but were
taken during the War of Dogs and Cats. They now
belong to the moggie family that rowed them back
to port. The moggies offer berths on their ships
and a hot meal to travelers who can’t afford to stay
atan inn.

OASSS T0pORTS

Lady Pixel von Outremere opened Oasis Im-
ports several years ago, appearing from seemingly
nowhere to purchase most of a city block for her
business. She is a skilled bargainer, well-connected
with the lizard folk. Oasis Imports contains both
a warehouse for wholesale business, and a store-
front for individual customers, where those inter-
ested can acquire rare goods from the desert and
beyond. Lady Pixel dresses in the style of the des-
ert people, favoring silken robes that complement
her tortoiseshell beauty. Her towering, gray-furred
companion Ash von Siberian is often mistaken for
her guard, when in truth he is her accountant.

Siberian is the smallest of the
monarchies, bounded by the
mountains in the north, Ko-
rat to its west, and Mau to the
south. It also shares a shorter
border with Angora to the east.
Siberian is also the coldest of the
monarchies, its lands covered in
snow nearly three quarters of the year. While it may
be unsurprising that its citizens favor warm clothing
— furs and heavy boots and thick hats and gloves —
they also have wardrobes full of lighter clothing
for the brief flashes of summer weather.
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Intricate beadwork adorns warm- and
cold-weather outfits alike. Siberian kittens
learn the art while they sit by the fire in the heart
of winter. Though cats don’t trace their family
lines the way dogs do, scholars who study Siberian
beadwork can trace the patterns cats have passed
down through the years.

B ARgow AND SoNS ARMERY

The forges in the Ironworks neighborhood
ring out from dawn until dusk, as blacksmiths cre-
ate their wares. While one smithy usually resem-
bles the next, Barrow and Sons is easy to spot by
the crowd that gathers to watch these master crafts-
men at work. Their blades are strong, sturdy, and
light, and each one is a work of art.

The lasc PAss

If you stand at Siberian’s northernmost point,
where workers stop clearing the roads in winter,
about a mile away you can see the dark line of the
path leading into the mountains that House Smilo-
don followed all those centuries ago. Siberian kit-
tens dare one another to run to the trailhead and
bring back a pawful of dirt. They've heard claims
that it’s haunted, but don’t know why or by whom.

SWeETING ()eADERY

Sweetling Meadery is a sprawling establish-
ment on the western side of Siberian’s capital city.
It takes up four floors and half a city block, and its
head chef, Bina Korat von Siberian, caused quite a
scandal several years ago when she broke with the
Korats to come cook for the nobles of House Sibe-
rian. The top floor is reserved for the leadership
of House Siberian and their esteemed guests. The
three floors below are always filled with lower-level
bureaucrats enjoying a tipple.

‘Che Cemple oF The NiNe
The Temple of the Nine in Siberian’s capital is
a study in hard and soft. Its plain stone walls seem
chiseled from the mountains themselves. Statues
glower down from alcoves, their marble faces grim
and cold. Yet, their sculptor carved their robes so
exquisitely they seem to ripple like silk stirred by
a breeze. Huge rugs cover the floors, providing
warmth and comfort to the worshippers. Soft mur-
murs echo through the temple: the sounds of oth-
er cats offering prayers, or the hushed tones of

cats in conversation with ministers.

OTheR NOTABILe
locations

‘The AshlANDS

This necropolis was once a city of the Old
Ones. Powerful artifacts lay scattered throughout,
there for the taking. That is, if the cats who ven-
ture into its towers can best the demons who have
claimed the city for their own.

No one knows what kind of ash blows along
the desert outside the Old Ones’ ancient necrop-
olis. Some trailblazers insist it must be composed
of Man’s remains. Others shudder at the thought
and speculate that a mighty forest burned so bright
and hot nothing ever grew back. Whatever the
case, adventurers who seek the treasures hidden in
the city must first cross the ashlands surrounding
it. Wise cats cover their mouths and shield their
eyes when the wind stirs up the ashes.

‘Che Deep River

Born from snowy runoffs in the mountains
above Siberian, sweeping down through Mau and
Cymric, then out to sea on Rex’ coast, the Deep
River spans four of the monarchies’ lands. Its wa-
ters provide a steady trade route for enterprising
cats, and cities and towns thrive along its banks.
The river is wide as well as deep, and although it
exists firmly within cat territory, dogs, lizards, and
rodents conduct business along it as well.

The river is also home to several bandit crews:
badgers who hide their sleek-hulled boats in the shal-
lows and give chase to passing merchants, rats who
hide beneath docks and sneak onto unsuspecting ves-
sels, even a ghost ship that flies a curious blank flag.

‘Che RuiNg oF SMIloDON

North of the mountains lie the lands House
Smilodon once claimed. Getting to them requires
a long, treacherous climb over rocky peaks and over
bottomless crevasses. Explorers who arrive safely
on the other side find the ruins of the monarchy
of Smilodon. It is clear the settlers established a
small city at the base of the mountains, and spent
the next two decades building it up. Now the tow-
ers sit as empty as any ruin left over from the Old
Ones, some of them scorched by mancer spells or
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still flecked with trackers’ arrows loosed in Smilo- was able to walk in a straight line for days without

don’s final battle long ago. ever seeing the other tower wall. One trailblazer’s
The city is as dead as the cats who once inhab- diary suggested she felt ghostly eyes on her back

ited it, and that feeling sets cats’ hackles on end. the entire time. She felt the need to pounce, but

Not even the badgers and rats choose to live in the stood frozen, unable to choose where.

strange, twisted ruins. There’s a whispered legend Because the Unseen were all around.

of a cat who wandered into one of the towers and
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CHAPTER SIX:

GUIDE ADVICE

Taking on the role of Guide in a game of Monarchies of Mau is a journey in storytelling, improvi-
sation, and delivering fun for both yourself and your group of players. The role comes with demands,
but few parts of roleplaying are as rewarding as the organization and delivery of an enthralling, exciting
adventure. This chapter offers advice and guidance on how to Guide Monarchies of Mau. The tricks,
tips, and suggestions within will provide the tools you need to increase your confidence and help make
chronicles you will remember forever.

% Most roleplayers start by playing and take on the role of Guide
later; but it doesnt have to be this way. You may feel nervous
about organizing a game for your friends, but the truth s, it’s
| not so hard if you follow the Golden Rule: Fun comes first. If

1 you struggle with any rules, take the path of fun. If you find

7~ your game too lethal on the protagonists, choose the method that
makes it more fun for thew. If the plot is too serious, if there are too many
wmoving parts, if anything gets in the way of a game’s success: Make it fun.
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THE ROLE OF THE GUIDE

‘Che Role
OF The th)e

The Guide in a roleplaying game is a special
role. A mixture of player, host, storyteller, referee,
and audience member, the Guide is an individual
with many hats and more talents. Let’s break down
those component roles and how to master them.

PIAYGK

The part most Guides forget is that the individ-
ual running a game is also playing it. Guides don’t
exist to simply serve a group. Guides should have as
much fun as the players, participating on the same
level as the group at the table. Guides should under-
stand the game, know how to play it, take their turn
on time, and be a good sport when things don’t
go their way. Anything the Guide expects from her
players, the Guide should practice in turn.

Monarchies of Mau works best as a collaborative
experience, where players can freely express their
opinions about character direction, including myster-
ies they want to solve, quests they would like to un-
dertake, and personal goals their characters wish to
achieve. By gaining this investment from the players,
a Guide can voice her opinion about game direction
without being dictatorial, and create a story all the
players — the Guide included — value and appreciate.

—

M.  Guides should not
make the mistake
, of thinking they
only act to please
their audience. As
much as the core story is their
responsibility, the game exists
for them to have fun, too. Don’t
get caught in an adversarial re-
lationship where you as Guide
want to oppose the players’
actions! Guides should facili-
tate fun for the whole table, not
prevent it.
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hose
Some Guides play the role of host for their gam-

ing groups, whether inviting the players to her house
or setting up the group on a website. The Guide often
takes on the task of organizing the group, scheduling
sessions, making sure everyone stays fed, watered, and
comfortable. The Guide also thanks people for com-
ing, checks that they enjoyed their time, and most of-
ten cleans up after the players. These tasks may sound
onerous, but rarely involve more than when inviting
any guests to a house for a party or function.

Online games still require host duties, such as
setting up a website, along with logins, online re-
sources such as character sheets and handouts, and
perhaps even the operation of hardware such as
webcams, microphones, and speakers. It benefits
an organized host to become familiar with differ-
ent online packages such as Skype, Google Hang-
outs, Roll20, and Fantasy Grounds. Each offers a
different service, with differing levels of complexi-
ty helpful for different styles of games.

Guides may host games at conventions. These
sessions play differently, as the host may not be re-
sponsible for environment. Rather, the Guide over-
sees an intense period (often three to four hours)
of gaming time. Due to lack of foreknowledge of
the players, it behooves a responsible Guide to dis-
cover player limits, interests, and game familiarity
before launching straight into play.

Sometimes it benefits the Guide to establish ta-
ble rules, regarding etiquette, humor, phone use, and
offtopic chat. Especially at conventions, player time is
limited. Setting these rules does not limit the fun of
the game: it facilitates it. All experienced roleplayers
will have taken part in at least one session where one
player constantly makes jokes, another keeps respond-
ing to his phone, while a third handles a further play-
er’s dice or books without asking. Set rules simply, at
the very start, and the players will adhere to them.

—

. Don’t be mistaken
into thinking you're
: alone as the Guide!
Not only can you
visit helpful online

forums and speak to your fellow
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N
Guides of other games, you can
ask your players for help if you
need it. You needn’t always cook,
you needn’t always keep time,
you needn’t always bring the
paperwork. Players will often
enjoy taking on the role of time-
keeper, librarian, or chronicler
of the game so far. You can even
reward them in-game for doing
so!

eller

Monarchies of Mau is primarily a collaborative
storytelling game, but the Guide takes on the role
of chronicle architect. Whether acting to facilitate
conflicts, interactions with intriguing non-player
characters, or embedding mysteries in the game,
the Guide takes on the role of telling a story to
keep players captivated and coming back for more.
Every player may know the basic plot, but the
Guide knows the identity of the murderer, the lo-
cation of the stolen treasure trove, or the weakness
of the prowling Unseen monstrosity, and must
drip-feed the players this intelligence throughout
the chronicle’s course to make it an enriching ex-
perience for everyone in attendance.

Some Guides run chronicles with a very firm
concept of how the story is going to start and prog-
ress, while others only have a vague idea and rely
on the other players to bring their own creativity
to the table. Maintaining a balance between the
two is an excellent way to run a chronicle, allowing
for player improvisation and encouraging them to
affect the storyline. A good Guide pays attention
during character creation to ensure plot seeds tai-
lored to each character are planted throughout the
chronicle.

The Guide’s responsibility extends to the
chronicle’s momentum. Sometimes it’s fun for the
characters to just sit around and talk in the tavern,
but they need something interesting to talk about.

That something interesting is usually a problem of
some kind, an interesting non-player character, or
an event fed to them either by involving them as
witnesses or as fringe participants. When players
want their characters to go out and respond to
seeds the Guide lays before them, the Guide has
done a good job.

Reerce

Try as we might to provide a simple, com-
prehensive set of rules, there will always be some
rules that confuse, or a rule missing for the
highly unusual situation your cadre of cats just
entered. In such a case where this book doesn’t
cater to the situation at hand, the Guide must
improvise or adjudicate, depending on the mood
of the group. It may be that the players look to
the Guide for authority, or a debate rages across
the table and the Guide needs to decide one way
or the other.

Action always commands respect and keeps
the game moving, but some Guides will make that
action decisive, while others research and deliber-
ate before taking a stance. Neither stance is incor-
rect, so long as the players feel the decision is fair.

The Guide as referee is permitted mistakes.
Sometimes she will make the wrong call, but if fair-
ness is kept in mind, few players should take issue.
If the players retrospectively discover that a deci-
sion was incorrect, one of the best things a Guide
can do is admit to it, and reward any unfairly pe-
nalized players. If a player benefited from a rules
error, the Guide should congratulate them on
their luck, but make no punitive actions. Keeping
the game moving is the objective of any refereeing.

Some groups create house rules, either when
they disagree with content in the book or be-
cause they feel something is missing that makes
their style of play more fun. Perhaps a player in-
vents a new calling, or a new spell. In any case
where someone introduces a new house rule, it’s
the Guide as referee who needs to record and
maintain these new rules. Such rules may result
in longterm system amendments to the game.
There are some ideas on how to do this under
“Hacking the Game” (p. 179), but it’s up to the
Guide to make sure players know about any rules
changes, and that they’re applied fairly.
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That’s all well and

fine, but what is
“fair?” | know
some cats who
believe fairness is

when the croupier rolls
dice for all players to see, while
others who believe the person in
charge should keep the rolls to
herself, and tilt them to what-
ever makes a stronger game. A
Guide will have to adjust fairness
to match the group. It doesnt
always equate to following the
letter of the law.

A ———

Aubdience

Sometimes the Guide’s best role is as audience.
While the Guide should always be active to an ex-
tent, the ability to watch the players respond to her
profound plot elements, make humor from tense sit-
uations, and interact with each other in character, is a
delight only Guides can truly experience. The ability
to observe a chronicle’s growth in this way is one of
the most enjoyable parts of being a Guide.

Much as with a pantomime, the audience
should occasionally throw in an opinion to steer
the action. A Guide should be careful to not dic-
tate from the sidelines, but can prepare to throw in
an interesting non-player character, sudden event,
or message from one of the monarchies to pull the
party on track. Remember that in an urban chron-
icle, few actions go without witnesses. The players
will feel as if their characters are part of a living
world if the Guide occasionally weighs in with an
onlooker’s support or haranguing.

The Guide is audience to the players just as she
is the audience to all character actions. Remember
to congratulate players on entertaining play.

‘Che Chronicle

If a chronicle is like a television show, each
session could be compared to an episode forming

a larger narrative arc. While we sometimes

watch shows with “monster of the week” ep-
isodes, disconnected from a serialized story, the
modern story tends to rely heavily on constant
viewer engagement. Players, like viewers, want to
find out what happens next to their favorite heroes
and villains, and the repercussions of actions tak-
en in the last session. Chronicles can have seasons
just as television shows do.

The construction of a chronicle may take the
form of an organic evolution, based on player
actions and their characters’ objectives. Alterna-
tively, a Guide may form a chronicle with a clear
structure visible to all players. Some Guides will
use a white board, sticky notes, and pieces of string
connecting points on a map, while others might
use a notebook or a piece of software to track key
events and characters. No matter how thorough or
simple, there are some key elements worth consid-
ering across a chronicle’s length.

‘Che Premise

A chronicle’s premise sums up the aim of a
Guide’s story. It may seem a simple decision, but
the premise informs about the kind of characters
perfect for the chronicle, the story’s layout, and
the kind of rules the Guide will need to know. A
premise based around an inevitable war between
cats and Unseen will likely carry a heavy combat
flavor, putting emphasis on the more martial pro-
tagonists. A chronicle based at a local level, where
a player can expect to roleplay her cat in domestic
disputes and social quandaries, will probably not
contain quite as many high-explosive spells or a sig-
nificant degree of personal threat. Guides may set
up open premises such as “your characters are all
cats dedicated to exploration of hidden tombs and
the retrieval of powerful relics,” which would be
in keeping with the default set up where all char-
acters are members (or aspiring to be members) of
Trillani’s Trailblazers. Alternatively, the premise
may be something specific, such as “you all play
members of House Rex, assigned to map the route
from Port Matthew to the Oasis of Clarity.” In set-
ting the premise, the Guide should consider the
following questions.

First, what kinds of characters are the players
making? Though many chronicles allow players
to make a random assortment of interesting
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characters, the Guide should keep party co-
hesion, chances of success, and (most impor-
tantly) fun in mind. If the party comprises three
footpads and one champion, a grand mystery in-
volving ancient languages, spells, and dusty librar-
ies may hold less appeal than if one or two manc-
ers made an appearance. Conversely, if the Guide
establishes the premise before character creation
and it involves daring swashbuckling, stealing from
corrupt banks, and transporting a chest of coin to
an elusive benefactor, a group entirely comprising
ministers may be ill-suited. It is not cheating for the
Guide to put restrictions on character concepts, or
to change the chronicle premise based on player
choices. Sometimes Guides put restrictions on
character ideas beforehand, while others encour
age players to find reasons why their characters get
along, particularly through their personality traits.
Monarchies of Mau works best when all cats work
together, so the premise needs to help find ways
for them to stick together. In-party disagreements
and conflict can be fun, but will rarely act as one
of the chronicle’s objectives.

The premise should answer what kinds of sto-
ries will we be sharing? Again, the premise could be
very wide, or it could focus in on specific kinds of
stories. Monarchies of Mau is built as much for pol-
itics and intrigue as it is exploratory adventures in
the wild. Most players enjoy a balance of the two,
especially when the party contains socially focused
characters alongside physical powerhouses. Guides
should ensure the premise does not disenfranchise
a single character. Every player deserves a good
time, and the Guide will enjoy her task far more if
everyone around her is having fun. Guides should
keep in mind the characters’ favored locations
(urban or wild?) as well as any shared character
aims (political harmony, peace between cats and
dogs, the search for wealth and reputation, or may-
be even revenge against a greater foe) and tailor
the premise to suit. This is far easier if the Guide
sets the premise before characters are created, but
sometimes players need to create characters before
they decide if the game is for them.

The last question is when does the chronicle end?
Chronicles may run until the players get bored and
want to play a new game, but ideally, the Guide will
have one of several endings in mind for their chron-

icle. The premise may establish the game’s ap-
proximate length, whether in sessions, weeks,

or in-game objectives. Importantly, this deadline
should never be so committed that it cuts a chroni-
cle short or makes it last longer than anyone wants.
Also, many times players and the Guide will enjoy a
chronicle so much, they want it to go on with new
adventures and stories. The Guide benefits from
knowing where all the stories in the chronicle are
leading. All characters should gain at least one mo-
ment of achievement during a chronicle, whether
through personal development, acquisition of a
unique treasure, or maybe something unexpected
like falling in love or making a new philosophical
realization. Players benefit from a premise with
a timescale because they can anticipate the major
beats and the conclusion, just as with a movie or TV
series of limited episodes. For the Guide, an end
date allows her to plan and pace stories better.

USING The CRAIBIAZERS

Several premises appear throughout the book,
though Trillani’s Trailblazers make a perfect start-
ing set up premise for any group. Throughout
Monarchies of Mau, the trailblazers are referenced
and explained. At their core, the trailblazers are a
group of explorers and relic hunters, with backing
from the Ruling Council. Here’s how the premise
of a trailblazer-focused chronicle may look:

What kinds of characters are the players mak-
ing? The characters are all members of Trillani’s
Trailblazers. They work with cohesion for a great-
er cause, exhibiting bravery in their quest to ex-
plore, map, and discover wonders both new and
old. Trailblazers still proudly display their house
heritage, but cats within the Shadow Bloc are also
permitted. Therefore, any cat can be a trailblazer, if
they are willing to act on behalf of the monarchies.
A wide variety of characters can exist on the same
team and know they each serve a unified goal,
while all possessing personal motivations.

What kinds of stories will we be sharing? Trillani’s
Trailblazers are explorers, so players can expect the
Guide to send their characters to exciting, danger-
ous locations, untouched by cats for generations.
The group’s members are the monarchies’ sub-
jects, and may all represent different houses. It’s
possible they will attempt to serve their houses as
well as the trailblazers, so we may see some in-party
conflict and jockeying for the greatest reward. Ad-
ventures are as likely in urban areas as they are in
the wilderness. After all, the trailblazers delve deep
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under their ancient cities almost as often as they
head out into the great beyond.

When does the chronicle end? Most trailblazer sto-
ries end shortly after they retrieve a fabulous relic
and return it to their castellan, though trailblazing
isn’t without danger. It’s possible some cats may
suffer injuries and require escorting home, while
others may die during their intrepid adventure. As
such, the chronicle ends when the trailblazers de-
cide to retire, or if too many characters die. The
Guide will have a view of the chronicle’s danger
level, and should set an accurate expectation for
the players. The premise will explain how lethal a
chronicle appears, enabling the players of the trail-
blazing cats to prioritize character actions and mo-
tives in this story.

ChARACTER CREATION ASSISCANCE

While players often enjoy making characters
on their own, bringing them to the first session, it
benefits a Guide to have foreknowledge of the char-
acters in play. An even better route for the Guide
is to chaperone players through character creation.
While it’s ultimately the players’ choice regarding
their character callings, house, and secrets, a Guide
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should suggest the kinds of features and traits she
feels would work best in the upcoming chronicle.

The best possible route sees players making their
characters as a group. If character creation is complet-
ed communally, all players will feel like they have an
investment in their peers’ roles. The Guide will play
a part in the group activity, influencing players, and
taking notes from their decisions so she can alter the
upcoming chronicle if necessary. Assigning the en-
tire first session to character creation (and possibly
a chronicle prologue) helps a chronicle form organi-
cally, a group to bond, and the Guide to pick up all
manner of hints about player expectations, to cater to
in future sessions.

A balanced party containing a range of call-
ings, abilities, and secrets enables the players to
take on a variety of challenges. The Guide should
suggest the players keep their abilities in mind.
While balance is not essential for a good time, new
players find it useful to have a “strong” character,
an “intelligent” character, a “quick” character, and
so on. While their abilities won’t stereotype the
way the players act out their roles, they help play-
ers easily identify which character is good at what
task.
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The Guide should consider not dis-
couraging players from taking on roles from
the same calling or house. One champion is very
different from another, and the cat individualism
defines them more than the title of their house.
Each calling has two primary abilities, so where
one footpad focuses on her dexterous prowess,
another may be skilled in deciphering codes and
unraveling mysteries.

AwARDING levels
AND Chronicle lengeh

There are no set criteria for level awards in
Monarchies of Mau. We designed the game in a way
where characters advance at Guide discretion, or
after discussion between the Guide and players.
How often characters improve sets tone, pace, and
difficulty of the chronicle. There are two different
criteria for gauging if it’s time to award a level: nar
rative success and chronicle pace.

Narrative success ties in to accomplishments at
a player and a chronicle level. If a character impacts
and experiences an important event in a chronicle,
an advancement may be required. Accomplishing
a task or significant goal, reaching the natural con-
clusion of a chronicle, or failing spectacularly at a
quest all lead to personal growth for a character.
Cats learn from failure as much as they do success.
Additional levels are rewards, so Guides should try
to avoid offering them in exchange for trivial activ-
ities. Different characters may earn rewards for dif-
ferent acts: A minister’s adherence to the Precepts
of Mau is more critical than that of a wanderer,
while a footpad’s successful theft of a rare jewel
is more important to her than to a champion. Re-
wards validates and encourage the actions leading
to that level being awarded.

Character advancement helps define a chron-
icle’s pace. The Guide could award a level at the
end of every single session, but that means the
characters will be at their maximum level after only
10 sessions, and there might still be a lot of sto-
ry left to tell after that point. On the other hand,
waiting a dozen sessions before awarding a single
level may cause frustration at the table.

Awarding a level at the end of a major chron-
icle arc over a span of three to four sessions is a
good basis. This gives the players a few games to
play with their new secrets or increased abil-

ities before making another improvement choice.
If games are sporadic, the Guide should consider
awarding levels with increased regularity, matching
the pace of the chronicle.

DIfFERENT
PROAChES TO SEORY

ith the characters, scheduling, and plans
for rewards in place, the Guide needs to consid-
er how best to build and deliver the story. The
Guide should think about the blocks making up
her story’s foundations. Right now, the premise is
the foundation, but layers need adding to make a
complete structure.

PKGPARAUON OR 1NPROVISATION

Many Guides start out running games after
hours or days of game preparation. They make pag-
es of notes, transcribe useful pieces of information
from rulebooks, and prepare handouts for their
players. Other Guides rely more on the ability to
improvise a dramatic scene or their memory of ex-
isting rules. Neither way is incorrect.

Preparation helps a Guide build confidence,
presents the image of preparedness that might reas-
sure a table of players, and most importantly, gives
the Guide a helpful assortment of notes she can re-
fer to during play. The flip side of preparation is an
overreliance on notes. Some Guides will panic if
the players take the story in a direction their notes
do not cover. Guides can avoid this uncomfortable
stage by accepting that occasionally, players will
make the story their own. At that point, it’s time
to improvise.

Improvisation is arguably harder than prepa-
ration, though it takes considerably less time out
of the Guide’s schedule. Guides benefit from pre-
paring the first few sessions of a chronicle in detail,
easing into improvised responses, enemies, loca-
tions, and mysteries as the chronicle goes on, un-
doubtedly slipping farther and farther away from
the initial plan. This is no reason to panic: Games
are often at their most exciting when the people
around the table are “freeforming.”

Guides should prepare to take extensive notes
following any long stint of improvisation introduc-
ing new characters, secrets, or similar, as it’s easy in
a three- to four-hour session to forget some things
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that took place. With improvisation, it’s a good
idea to keep paper handy or a digital document
open, ready to record anything of note arising
from freeform play. With preparation, this is less
of an issue.

Even the best impro-

visational Guide
does well to record
A spells her casters
% will use, and de-
tails of anticipated
creatures with resistance or
weakness against certain dam-
age types, as well as walls, poi-
son traps, diseases, and other
elements in a scene where the
protagonists could bypass or
nix them with a certain spell.
It’s easy to forget some of the
less straightforward magics at
paw, and providing challenges
that relate to them will make
magicians less likely to rely on
only damage-dealing spells.

A ————

Burlomg Scenes

Stories are made from scenes, taking place at
a time and in a location. These scenes can be elab-
orate or simple, but they will be the segments of
time in which the protagonists attempt to achieve
something. When preparing a story, the Guide will
find it helpful to make brief notes about each an-
ticipated scene. These notes may be detailed, or
could be a simple bullet-pointed list.

How did the player characters get to this scene?
Knowing how the characters get to this scene will
remind the Guide how it fits into the overall story.
If the party needs to speak to a wandering mysti-
cal cat before being able to take on the creature in
this scene, then it’s clear the scene where the par-
ty meets the mystic should come first. Sometimes

the players have a choice between different
scenes — there might be a scene at the tavern
and one at a noble estate, with no requirement
that players go to one over the other — so it’s good
to know how players need to get into a scene, in
case you have to shuffle them around.

What do the player characters need to accomplish in
the scene? Usually this is a key roll or decision in the
scene. Sometimes it’s a fight, but combat might be
only one potential option to accomplish the real
goal. The party may need to cross a bridge to reach
the land on the other side, but perhaps there’s an
obstacle in the way. The Guide should write down
what the player characters need to do to progress
to another scene, and the repercussions for follow-
ing each choice. The clearer that goal, the easier it
will be to adapt to new situations at the table.

Who or what is keeping them from accomplishing
it? These are the characters and obstacles that will
get in the player characters’ way. Sometimes what'’s
in the way of the goal is obvious, but other times
it’s not clear to the characters at first. The Guide
should know about the barriers, so they should be
listed in the story’s preparation or noted as part of
the improvisation. For instance, a badger may be
blocking the bridge in the previous example, and
challenges anyone attempting to cross to a duel.
Combat may be the obvious route, but canny cats
may choose to use magic on the badger from a dis-
tance or bluff their way past.

If there’s nothing stopping the party from
achieving their goal, then it’s possibly part of a
larger scene rather than being a scene in its own
right. If nothing happens to the characters as they
ride to their destination, then there’s no need to
have a scene for each day’s worth of travel — the
Guide should make a few rolls for the characters
if needed, but otherwise it’s all part of the larger
scene that happens at the destination.

What scene or scenes should logically happen next?
Once the characters succeed or fail to accomplish
their goal, what follows? There’s usually a logical
next scene, but sometimes there may be sever-
al options for what happens next, depending on
player decisions. It’s also entirely possible scenes
might be repeatable, such as if the characters are
tracking a creature and fail to kill it the first cou-
ple of times they engage in battle. Writing down
how things progress from each scene helps a
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Guide remember the order of the story and

the importance of each scene. Constructing

the order like a flowchart with branches, and

odd scenes noted as potential butterfly effects if

a character does something unlikely, are excellent

thought exercises as well as a great assist to the pre-
pared Guide.

Some Guides believe in planning the finale,
in which players experience the very last thing
their characters do following the resolution of the
story’s main challenge. A better route it to not
plan much beyond the main challenge. Players
can make surprising decisions following a story’s
climactic scene, and sometimes they happily leave
it open for the next story. Guides should not feel
the need to arrange a prize-giving ceremony or for-
est picnic to celebrate the destruction of a major
foe. If the players want their characters to do some-
thing like this, they have the right to say so. The
Guide should encourage her players to narrate any
actions they wish their characters to take, putting
them in the driver’s seat of the story. It'll be their
decisions and actions that resolve the story, not a
preplanned scene. A surprising ending can be a
wonderful thing to a Guide who planned every-
thing until that point.

Index cards, flow-

A charts, brain-
storms... There are
many ways to plan
a story’s order, and

emphasize which scenes
are completely essential. Don’t
be afraid of embracing a little
chaos, however. Say the scene
in play involves a pickpocketing
attempt, and the scene you'd
planned to follow it involved
guards pursuing the player
character. Well, let’s move the
guard interception until later!

Have the footpad think she’s

-~

-

R
got away with the crime until
she feels completely safe, then
have her feel the heavy paw of
the city guard on her shoulder!
It doesn’t really matter what
order scenes happen in if the
game remains fun.

—_—

\ oia D s - S

INTRODUCING NON"PIAYGK
ChARACTERS

One of the most daunting tasks to a new
Guide is the question, “how do I populate the
world with interesting characters?” It can be tricky
enough being a player in a new game, unfamiliar
with rules or setting. The Guide controls a cast of
hundreds, maybe thousands for chronicles of con-
siderable length. Fortunately, there are ways to dis-
cern how much work is required for each non-play-
er character.

Background characters exist for color or to add
context to a scene. Guides don’t need to come
up with statistics for every single cat living in the
monarchies. Naming background characters is not
essential, but having a list of good names for mul-
tiple genders and backgrounds is helpful in any
event. Inevitably, a character will start engaging
the local butcher in conversation and the Guide
will need to refer to the list. In that case, the Guide

should just note down next to the selected name,
“butcher.”

Minor characters have a mild impact on the sto-
ry, but usually not more than a couple of scenes.
If you check out the Enemies chapter (starting on
p. 190), you'll see there are some generic statistics
for cats, dogs, and other characters a party might
encounter. These work perfectly for minor char-
acters, though Guides should feel free to assign
interesting names, quirks to make them distinc-
tive, or slight adjustments to the published statis-
tics to make one minor character stand out from
her neighbor. Distinction is more important than
uniqueness.

Major characters are the ones requiring a Guide’s
attention. They will be the main antagonists, the po-
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tential allies that protagonists can recruit, the castel-
lan assigning the quest, and the characters’ closest
friends and loved ones. If a character impacts the
whole story, or even multiple stories, she’s a major
character. These should probably be given a full
character sheet or at least be modified from the sta-
tistics listed in the Enemies chapter. They should
definitely have a name and a short background.
Major characters should be memorable, complex,
and interesting. The Guide should consider how to
make playing these characters as fun as can be, as
they will be around for the long haul.

R T ey RN
It’s no hassle if the
players decide to
‘elevate” a back-
ground charac-

ter to prominence

through repeat interac-
tions or use of secrets. It usual-
ly means you've portrayed this
character so well, they want

her to stick around. Take it as a

compliment!

..
GuIDING The CABle

There are a lot of ways to approach Guiding.
Some Guides use a spare amount of scene descrip-
tion and focus on adjudicating the rules, while oth-
ers enjoy the storytelling and don’t worry so much
about the refereeing. Both sides are important and
valuable to keep in mind.

Beng A SroryTeller

This is the part of Guiding closest to pure sto-
rytelling. Guides get to describe the world around
the player characters, and the results of their ac-
tions, good or bad. Guides can use funny voices,
don hats and other minor costume pieces, gesticu-
late wildly, play backing music appropriate to the
scene in play, or they can carefully explain what
the characters see, hear, smell, and touch. Guiding
is fun on a separate level to playing. Some revel in

it, others struggle, but being the storyteller
around the metaphorical campfire provides a

thrill. There are several pieces of advice to consid-

er when embarking on Guiding:
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Thoroughness is good, but don’t drown
the players in information. When describ-
ing a scene, the Guide needs to hit key
impressions, and then move on. Whether
the Guide focuses on character emotions,
the color garb the background characters
wear, or the music playing in the throne
room, it’s not worth going beyond the
main points of note. If a Guide starts ex-
plaining the characters’ emotions by going
into their experiences as kittens, the fabric
types on the background characters’ backs,
or the origins of the tune being performed,
the Guide has gone too far. Let the players
ask questions if they want more informa-
tion. If they do not, the Guide should only
focus on the important parts of the scene.

Aim for consistency over authenticity
with voices and physical traits. A Guide
may love adopting a voice for the blus-
tering merchant, enjoy waving her finger
whenever she plays the minister, or wear-
ing a pair of fine white gloves each time
she takes on the role of the most infamous
assassin in town. These theatrics can really
help boost a game’s immersion. The key
to doing this successfully is consistency.
Much as an antagonist can be heralded
with the same piece of suspenseful music,
a character’s voice must remain similar
each time the protagonists meet her, oth-
erwise they won’t recognize her.

Clarify complex situations. Some players
and Guides prefer to describe everything
in the third person (such as “Blayze elbows
the bandit in the nose”), while others use
the first person (like “I elbow the bandit
in the nose”). Guides must make it clear
who is doing what, particularly in combat
or other scenes with lots of characters. Re-
iterating current events is a good thing if
it helps embed it in players’ minds. Some-
times it helps to illustrate a complex situa-
tion in the form of a map.

e
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CHAPTER SIX: GUIDE ADVICE

PAcmq Scenes

Scenes in Monarchies of Mau almost never take
place in real time. Time slows down as the Guide
describes a situation or the characters engage in
combat, or it can speed up to cover several days
of travel. Even a conversation might have breaks
as players make Charisma checks or use their se-
crets on non-player characters, while research runs
quicker than in real time, as a character makes an
Intelligence check to rummage through an archive.
Guides have say over when a scene starts and ends,
so it’s useful for them to understand pacing.

A scene typically starts when something inter-
esting happens, and it ends when interesting things
stop happening. What constitutes “interesting”
varies wildly among groups and even among sto-
ries in the same group. It’s time to move on when
players all agree on a course of action or when they
don’t have anything important to roll about.

Sometimes, players will really get into char-
acter and have lengthy conversations about some-
thing in the story. This is usually a great sign that
the players are having fun, but such conversations
can drag on for a long period of time. This is par-
ticularly detrimental if only part of the group is
involved in the conversation. If her scene plan says
the Guide has a lot to play through and not much
time left in the session, the conversation may need
a third party to arrive to move it along. This can
either be the Guide wading in with a non-player
character or event, or even one of the other pro-
tagonists, if there’s a valid reason for their appear-
ance. The Guide should always remember that the
game is for her as much as it is for the players, so
as long as everyone is having fun, nobody needs to
stick to a schedule.

The Guide should avoid making rolls every
day the characters are on the road — particularly
long trips. Journeys can become bogged down in
rolls to avoid getting lost, and further rolls to get
back on track. If they add nothing, eschew the rolls
and opt to describe the complexity of the route,
and the party getting turned around several times.
If the group has a map or a good sense of where
they’re going, the Guide can skip the rolls for get-
ting lost. Further, if they're fully rested, the Guide
can skip the recovery rolls. Travel should only be
important if it adds tension or stress to the journey

in a fun and interesting way — otherwise, skip it
and get to the next interesting part.

Difficutty NumBeRS

Sometimes the rules will confirm the difficulty
number for a task, but most of the time the Guide
needs to use her judgement. Consider this: A roll
of “10” or higher on a d20 is slightly more than
a 50/50 chance. If the Guide chooses a difficulty
number of 15, for example, that means a talent-
ed firstlevel cat (+3 ability modifier) skilled in the
task (+2 proficiency bonus) has a roughly 50/50
chance of succeeding. The same cat has about a
75% chance of succeeding if the difficulty is only
10 (they would need to roll a “5” or higher on the
die). So, 10 is a good number for an easy task, and
15 is good for tasks specialized characters might
fail about half the time. As characters go up in lev-
el, they'll be able to more consistently succeed, but
even a specialized 10th-level character (+3 ability
modifier and +7 proficiency bonus) would beat a
15 only 75% of the time. So, all in all, 10-20 is a
good range of difficulty numbers to use.

A~
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Don'’t be afraid of
assigning high
difficulty num-
bers! The players
have many ways of

hitting those targets,
whether through adding ad-
vantages or use of fortune.

Cats have many secret ways of

achieving success.

GUIDING FoRTUNE

Fortune is an effective way of pacing the sto-
ry and rewarding players. If the Guide can find a
valid reason to award fortune, it enables players
to push the story forward when facing an adverse
situation. Handing over a fortune from her own
pile, or that of the fortune bowl, allows a reroll of
any die. The Guide should encourage this kind of
play, as it maintains dynamism around the table
and ups the ante.
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GUIDING THE TABLE

A Guide can add fortune to the bowl once per
scene on behalf of a non-player character, allowing
rerolls, and the other benefits of using fortune (see
p. 98). If a Guide believes the protagonists are de-
feating an antagonist too easily, her addition of for-
tune to the bowl will act as a signal to the players of
an increase in intensity in this encounter.

The more fortune the Guide gives out, the
more players will use it. If the group seems to be
struggling to move the story forward, encourage
them to intentionally fail rolls or play to their per-
sonality traits to add more fortune. Conversely, if
things seem too easy, make them work a little hard-
er for the fortune.

If the players follow the Guide’s clues, their
characters follow the Precepts of Mau, or they sim-
ply keep the fun going, adding a fortune is a way of
telling them “keep it up.”

ComBAT

Guiding combat can be fun, but it can also be
challenging. There’s a lot of information to keep
track of during a fight (particularly a big one), but
there are a few tricks to help you keep on top of
everything.

For initiative, playing cards or simple
flash cards are a simple timesaver and reference
tool. The Guide can deal one card to each player
face up, and keep one card for each major character
or group of minor characters. Once that character or
group takes their action, the player flips their card
and decides who goes next. It might take a round or
two to get used to, but it’s helpful to be able to look
at the table and see who has acted and who has not.

Flash cards serve multiple purposes, including
listing conditions, secrets, and spell effects. The
Guide can encourage players to destroy the card
if effects are no longer in play, which may make it
worth having a separate card for each effect. There
are official Monarchies of Mau initiative and condi-
tion cards for sale, along with cards for each secret,
so players can quickly reference their rules during
play (though you may not want to encourage play-
ers to destroy these cards!).

Players should keep track of their own stamina
points and dice, but it’s helpful for the Guide to
have a scrap of paper or a spreadsheet to keep track
of non-player character stamina points. The Guide
can number and name the enemies, and cross the
name off or delete the row when that enemy ex-
pires.

(g
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CHAPTER SIX:

Some groups like maps to keep track of where
everyone is. It can be as simple as sketching a rough
map on a piece of graph paper or a tablet and us-
ing Xs and Os to mark every character’s location.
Some people like to use special miniature figures
along with gridded maps where every square equals
five feet in the game world. Everything in Monar
chies of Mau is listed in increments of five feet, so it
should work fine for a detailed map.

The Guide should ensure the players under-
stand the purpose of any tools, reference docu-
ments, or props she brings to the table. Clarity
helps a group play together, and increases player
confidence in the Guide!

Scurr AND ‘ChiNGS

Characters often use items in their rucksack
to overcome obstacles and accomplish their goals.
There are three elements of equipment to consid-
er: managing the rucksack, the use of money, and
handing out masterworks.

Overall, mundane items in the rucksack are easy
to come by. Players can choose one item if they have
a chance to equip their characters before they travel,
and players can make a Wisdom saving throw while
on an adventure to see if their character remem-
bered to pack something. The key here is whether
either of these options are plausible. Having rope
available is understandable — it’s something that a
cat might reasonably expect to have packed while
preparing for an adventure. Asking to add the Dy-
nast of House Korat’s crown to someone’s rucksack
when they've never met the noble, nor have any rea-
son to have ever gotten their paws on his crown isn’t
plausible, and shouldn’t be allowed. But in general,
err on the side of allowing a character to have some-
thing in their rucksack. Ultimately, if a character
struggles in a way that appears foolish due to not
owning mundane equipment, it detracts from the
fun of the game.

Much like equipment, the use of money is
very abstract in Monarchies of Mau. Rather than
counting coins, characters have a general amount
of coins. These are ranked in a ladder, starting
from “no coins” and ending with “lots of coins:”

¢ No coins
e A few coins

e Some coins

GUIDE ADVICE

*  Many coins
e Lots of coins

Money only matters when it’s narratively im-
portant. Trying to bribe a guard with a few coins
might work, but if you have lots of coins, that
might give an advantage. Two or three cats need
some coins to stay at the local inn, but one cat with
many coins can cover the tab for the entire par-
ty. In general, use money like any other piece of
equipment — sometimes it allows or restricts what
kinds of checks a player can make, and other times
it offers an advantage or disadvantage. If a play-
er character gains or spends a lot of money, the
Guide might want to move them up or down the
ladder — a cat with no coins who stumbles on a
treasure chest might now have many coins shoved
into her rucksack! Likewise, a cat with lots of coins
becomes a prominent target for bandits and worse.
When in doubt, the Guide can always ask for a
Wisdom saving throw to determine if a character
has spent enough money to drop in the ladder.

Characters who rarely leave the monarchies
might have fewer masterworks than those who
actively explore the world — but getting access to
one or two a story is a good rate. Relics that offer
secrets and can be improved should be particularly
rare; by the time all the characters reach level 10,
each one shouldn’t have more than one improv-
able relic secret.

Poht:lcs

Houses in the monarchies clash as often as
they work in harmony, but not all Guides and
players want the political struggles at the forefront.
On the other hand, some groups love political
play. It need not lead to combat, but philosophies
and political leanings benefit from debate among
the group, and may fuel intense roleplay. A cat of
House Mau likely finds it hard to relate to a fellow
cat from the Shadow Bloc.

Involving the setting is the kind of activity the
Guide should reward with fortune. Discussing in-
game politics, debating the rights and wrongs of the
current dynastic setup in the monarchies, the fate of
House Smilodon, and whether House Rex is hiding
anything, make for an immersive gaming experience.
The world will feel more alive. The Guide should
take note of players who have their character exempli-

178



HACKING YOUR GAME

fy house traditions, and have them meet non-player
characters of the same house, or possessing conflict-
ing ideologies. Roleplay breeds further roleplay.

Tracking politics in a chronicle is a simple case
of making a record of all influential political figures
the protagonists have encountered, and will en-
counter. Designate these characters with their titles,
and give each an Ideal, Mystery, and Flaw. Beneath
each titled cat, state the names of the rivals or pre-
tenders to their roles, including the player charac-
ters if necessary. A visual representation of hierarchy
and the relationships of those involved is incredibly
useful. Draw lines between each related party, and
use simple sentences along these arrows to state one
character’s opinion of or designs on another.

If the players in a chronicle wish to pursue
political plots, encourage them to make their char-
acter Ideals political in nature. This allows the
Guide to keep a record of each character’s primary
objective, and deliver content to match. Guides
need to figure out what all the characters want —
power, title, a relic, vengeance, or any number of
things — and what they are willing to do to achieve
their aims. This research will provide guidance on
how politics will play out in a chronicle. Playing up
to the extremes of political desires can lead to in-
tense, suspenseful games where characters sacrifice
everything for just another rung on the political

ladder.

For the players who do not want politics in
their game, it is a simple thing for the Guide to
state that house conflicts will not be a part of the
chronicle, and all characters can consider them-
selves friends and colleagues above house affilia-
tion. In such a chronicle, the Guide should push
for other aspects of the setting to come to the
foreground, such as the Unseen, and the mysteries
mancers love to uncover.

hAcKkiNG Y urR GAme

The only limit to la roleplaying game’s scope
is the imagination of the Guide and the players.
That may sound trite, but it’s true: nearly every
group has at some point modified the game they're
playing, creating a new calling, spell, or secret (or
equivalent) with which to play. Sometimes the
rules don’t suit the group, while other times the
setting requires amending. There are several hacks
an enterprising group might undertake.

(NONARCh1ES OF (MAU
AND Puqmme

There’s little to stop dogs and cats joining the
same party and embarking on the same adventure,
beyond historical prejudice that players are not
obliged to use. The setting for Monarchies of Mau is
ultimately malleable, so in one Guide’s game, the
two kingdoms may coexist peacefully. If the Guide
only owns Monarchies of Mau, use the rules in this
book for both cats and dogs. If she owns both this
book and Pugmire, it will not harm the game to
make dog and cat players utilize their own separate
rules. Cats only have a few core rules changes from
Pugmire:

e (Cats can keep fortune for themselves, and
don’t have to ask to draw from the fortune
bowl (p. 98). Dogs always pool fortune,
and must ask permission.

¢ (Cats gain an extra advantage if they take
the Ready action (p. 105).

e Cat magic is more powerful, but also more
prone to disastrous results (p. 113).

¢ Dogs can improve relics, while cats can de-
stroy relics to gain new secrets (p. 183).

In general, cats are not as robust as dogs — they
have fewer average stamina points than equivalent
dogs. Further, their secrets are more likely to help
allies indiscriminately, while dogs can specifically
target allies.

Since these two games are built on the same
system, it’s easy to exchange rules from one book
to the next. If you want to use Pugmire callings or
spells in Monarchies of Mau, the Guide should re-
view whether having, say, a cat guardian or shep-
herd would benefit or hinder the game. The like-
lihood is, if the player and Guide both want it, it
will be fun.

A clever Guide running games in both settings
can have events that take place in Pugmire have a
knock-on effect to chronicles of Monarchies of Mau.
For instance, let’s say a group of dogs inadvertent-
ly sets off one of the Old Ones’ explosive devices
in a quest to find out about “Man” in a chronicle
of Pugmire. The Guide can mention a mushroom
cloud on the horizon, or the effects of the shock-
wave, in her next game of Monarchies of Mau.
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Interlinking different settings in the world is fun,
and provides greater options for play.

No DeAch

Some groups want to play chronicles of high
adventure where character mortality is at no risk.
These players would rather embark on exciting
journeys, engage in a battle or two, but important-
ly, never feel the worry that their character may
eventually die.

In such cases, Guides can “fade to black”
when characters reach O stamina points, allowing
them to wake up elsewhere in a state of ill health
(perhaps 1 or 2 stamina points). Whether chained
in a dungeon, seized by a monstrous spider, or
magically appeared somewhere unknown, this al-
lows the game to continue without making players
feel their characters are invulnerable.

bigher DAmAGe

If you want characters to do a more damage
as they increase in level, try this modification: Ev-
ery time the character increases their proficiency
bonus, they also do an additional die of damage
with melee and ranged weapons — simply pick

another die of the weapon type, and add it to your
roll. (If you prefer, you can also think of this as
“roll a number of damage dice equal to your profi-
ciency bonus minus one.”)

CreSS~CAIING Sec&ecs

You might to try and mix up the callings a little,
such as having a champion that knows martial arts
or a footpad that learns a fighting style. If you like
that idea, consider this: After a cat has chosen two
calling secrets and refined at least one of them once,
the player can choose one secret from a different
calling. The player can never take more than one
secret from a different calling, but he can refine the
cross-calling secret like any of his other secrets.

Note that this hack makes the Magic Aptitude
secret redundant. If you don’t mind cats slinging
spells as well as mancers and ministers, simply
get tid of the Magic Aptitude secret. Otherwise,
you might want to disallow Mancy and Given the
Voice as cross-calling options.

PLayNg Beyono level 10

Sometimes, players just don’t want the game
to end. All the player characters have reached lev-
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HACKING YOUR GAME

Remember that any sort of conversion to new rules is for
personal use only! Excellent cats do not try to make their
own version of Monarchies of Mau to sell. Keep it for the
fun of your group alone!

—

el 10, but the players want to keep playing and,
more specifically, keep improving their characters.
On the surface, there’s nothing stopping this —
it’s easy enough to allow players to keep taking
improvements for their characters, and to keep in-
creasing their proficiency bonus every two levels.
Some games break down after level 10: Enemies
become easier and easier to defeat, and characters
end up with so many different secrets and abilities
that it can be hard to keep track of them all. But
if the group wants to play a group of old, grizzled
veterans ready to take on the most dangerous and
powerful things in the world, the Guide shouldn’t
stop them! It’s worth considering a time jump by
several years, and if the Guide has the inclination,
the design of greater threats than exist in this book.

REINCARNATION

In Monarchies of Mau, as written, cats believe
they reincarnate, but it’s not true. But what if they
are right! An alternative to continuing to play after
level 10 is to run interconnected chronicles, with
reincarnation as a key theme. In reincarnation
play, once the player characters reach level 10, the
players create the kittens related to or mystically
tied to the original (now deceased) party. Referenc-
ing events and characters from the previous chron-
icle is considerable fun.

Importantly, reincarnated characters should
pass on at least one secret (with improvements)
from their previous identity to the new one, no
matter her calling or house. This can lead to inter-

esting characters possessing powers usually limited
to other origins.

Uusing OGL MSKD (N ATERIAL

Monarchies of Mau is based on an open game
license, called OGL for short. There have been a
lot of great games built on the license, and many of
them have released a variety of free resources called
system reference documents (or “SRDs”). Not all
of them work exactly as written for Monarchies of
Mau, but most can be easily converted with a little
work. SRDs are particularly useful if you want to
include new spells, enemies, and masterworks in
your chronicle.

CONVERTING TO
OTheR Syscems

If the group decides the setting for Monarchies
of Mau is excellent but the rules just don’t sit well,
many other systems and games exist with rules that
can easily be adapted to this world.

e Storypath system by Onyx Path Publishing
¢ Fate Core by Evil Hat Games

e Savage Worlds by Pinnacle Entertainment
Group

e Apocalypse World by Vincent Baker
e Pathfinder by Paizo Publishing
¢ 13th Age by Pelgrane Press
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When the Old Ones left the world, their rel-
ics and items of wonder remained behind. These
artifacts are called many things, but the cats of
Mau generally refer to anything created by the Old
Ones as “masterworks.” Such masterwork items

are coveted by many cats and other races, whether
it’s so they can learn more about the Old Ones,
gain respect in society, or purely for the power such
objects contain. There are three different kinds of
masterworks: relics (powerful artifacts), fixes (con-
sumable items of magical power), and wonders
(strange things that have limited utility).

USING A (NASTERWORK
A masterwork’s description explains how the

item works. Handling a masterwork is enough to
give a cat a sense that something is extraordi-

nary about it. A cat can attempt to discern the na-
ture of one masterwork after an hour of careful
study, if she is in physical contact with the item.
Such study is best completed during periods of
downtime, such as rest, so there is uninterrupted
concentration on the item.

Once the study is complete, the cat learns the
item’s initial properties, as well as how to use it
and potentially how to break it if it has power to
be unlocked within. Fixes are an exception: a quick
look, a little taste, or a careful sniff is enough to
tell the tester what the fix does. Fixes have only just
enough power for their obvious purposes.

Those cats with the secret Masterwork Knowl-

edge (p. 88) can immediately discover the uses and
properties of a masterwork.
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ABSORBING A MASTERWORK

ATTUNING A
(N ASTERWORK

Some masterworks require a cat to form a
bond with them before their magical properties
can be used. This bond is called attunement, and
certain items have a prerequisite for it, such as
armor or weapons, where a more intimate knowl-
edge is needed for proper use.

Like studying to discover how to use a given
masterwork, attuning to a masterwork requires a cat
to rest for an hour while in physical contact with it,
focused on only that item. Because this is a deep-
er study of the masterwork, this can’t be the same
time that a cat initially studies the masterwork to
learn the item’s properties. This focus can take the
form of carefully examining the masterwork, weap-
on practice, meditation, or some other appropriate
activity depending on the item and the cat’s own
skills or calling. A mancer could choose to hold the
object while researching, while a champion might
spend time swinging a masterwork sword to get a
feel for how they might work together.

If the rest is interrupted, the attunement at-
tempt fails. Otherwise, at the end of the rest, the
cat gains an intuitive understanding of how to ac-
tivate any magical properties of the item, includ-
ing any necessary command words. Masterwork
Knowledge can speed this process along.

ABSORBING A
(N ASTERWORK

Some relics contain more intriguing secrets that are
only revealed once the item’s magic is loosed through
breaking it. When a powerful artifact is destroyed in
the proper way — not through an accident or impulsive
smashing, but deliberate breaking after study — the mag-
ic inside it can be absorbed by the cat doing the break-
ing. This grants the cat a new secret which can be refined
just like any other. Only certain relics offer this opportu-
nity at personal power — fixes and wonders don’t con-
tain enough magic. Relics with this property are labeled
as such in their descriptions later in this chapter.

BREAKING ()ASTERWORKS,
Not every masterwork can or will be broken
in the same way. Some might be deliberately tak-
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en apart, piece by piece, and their inner
workings studied to unlock the magic and
power within. Others might be broken as easily
as pushing them off a surface to shatter onto the
floor, if that is the only way to unlock their secrets.
A masterwork weapon, for example, might need
to be carefully smelted, or snapped at a specific
point, while an amulet might require a hole bored
through or a destructive spell unleashed on it.

Any cat who has studied the masterwork will
know how to break it. Actually breaking the item
with the intent to absorb its secret, however, will
require making either an Intelligence or Strength
roll against a difficulty of 12. Which ability check is
rolled depends on the method needed to destroy the
masterwork, which the Guide determines. Having a
related skill or secret, such as Know Arcana or Mas-
terwork Knowledge, grants an advantage to the roll.
Once the masterwork is absorbed, its original abilities
are lost. Generally some lesser version of those abili-
ties will be absorbed, with the opportunity to obtain
refinements that will allow the cat to regain the full
potential of the original abilities.

While the time needed to break a masterwork
can vary, depending on how the item has to be de-
stroyed, that time must be uninterrupted or it will
automatically fail. A cat under the influence of a
condition that does not impede movement (such as
Blind, Deaf, or Anosmic) can still attempt to break
a masterwork, but he will do so with a disadvantage.

—
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What you see here
is just an example
of what you can
bring into your
adventures! There

will always be some ruin
uncovered, some new secrets of
the Old Ones unearthed, and
those are great opportunities

to “discover” (make your own)

masterworks. Any spell could
be an inspiration for a relic.

Anything that a cat can drink,
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CHAPTER SEVEN: MASTERWORKS

stick her tail into, or otherwise
use and discard for a one-time
bonus or ability are your fixes.
And wonders? Well, wonders
might be useful, but not always
and in limited ways, and they
are often very strange.

N~

Relics

Relics or artifacts are items that give adventur-
ous cats some consistent benefits. They can be
straightforward, such as armor or weapons made
from mysterious metals or (miraculously!) built
with the mystical element of plastic. Others are less
obvious, such as boots that aid cats in climbing or
a cloak that boost a cat’s ability to hide. Either way,
relics are often jealously guarded by house cats or
dismantled and converted into personal power, as
they offer a powerful edge in dangerous situations.

ARMOR

Requires attunement; can be Absorbed

Coming in a wide variety of styles, the user has
an additional +1 bonus to defense while wearing
this armor, if she has the appropriate Aptitude se-
cret. Some forms of masterwork armor are lighter
than normal, or are even made from plastic, mak-
ing them immensely valuable.

Absorbed

e The cat’s defense is permanently increased
by 1, even if the cat is not wearing any ar-
mor.

Refinements

e The cat’s defense is permanently increased

by 2.

*  This secret will grant a +1 bonus to defense
against attack rolls of one damage type
(chosen at the time of refinement). This
refinement can be taken multiple times.

BANDOUER OF AMMUNITION

Requires attunement

This item is meant to be used in tandem with
a regular or an exotic ranged weapon, and is able
to carry a wide variety of ammunition (arrows, nee-
dles, pellets, and so forth) and speed the process
of loading. Having this item additionally grants a
+3 bonus to the ammunition saving throw (p. 93).

Betc o (ighc

Requires attunement; can be Absorbed

This belt, once activated, seems to enhance
the user’s ability to fight. It provides a +2 bonus to
melee attack rolls while worn.

Absorbed

e The user now has a permanent +1 bonus
to all melee attack rolls.

Refinements

e This secret can grant one Weapon Apti-
tude secret that the user does not already
possess.

e The secret grants a permanent +1 bonus to
attack rolls with the user’s favored weapon.

Boots of ClimBing

Requires attunement

While the user wears these boots, she can use
a bonus action and stomp the boots’ heels on the
ground. If she does, the boots will become very
heavy on the ground, but as soon as the soles are
placed against a wall or ceiling, they will allow the
user to “walk” on these surfaces at a normal pace.
When the cat reaches her destination, she can kick
twice on the floor or ground to deactivate the ef-
fect, and the magic will not function again until
after she sleeps.

Bracelecs of PARRYING

Requires attunement

This matched set of bracelets grants a cat the
ability to more effectively defend himself in physi-
cal combat (armed or unarmed). It does not grant
any defenses against magical attacks. The bracelets
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allow the cat to instinctively evade or turn aside
weapons that will smash, slice, or pierce, giving a
+2 to defense rolls while worn.

ChAmeleoN CloAk

Requires attunement

While the user wears this cloak with its hood
up, Wisdom checks made to see or smell her are
at a disadvantage. Further, she has an advantage
on Dexterity checks made to hide, as the cloak’s
color shifts to camouflage her and exudes confus-
ing scents. Pulling the hood up or down requires
an action.

ChArGgeD COlAR

Requires attunement; can be Absorbed

This closefitting band worn about the neck is
adorned with runes that, when a command word is
spoken, activate a barrier that lasts for 1d6 rounds.
This barrier grants a +2 bonus to defense against
attacks using bludgeoning damage while the band
is being worn. Additionally, if a living creature
comes into contact with this barrier, it inflicts 1d4
lightning damage.

185

Absorbed

¢ The user is resistant against bludgeoning
damage.

Refinements

e The cat is now immune to bludgeoning
damage.

¢ The cat can manifest the lightning barrier,
which inflicts 1d4 lightning damage if the
cat is touched. The barrier lasts for 1d6
rounds, and it can be summoned a num-
ber of times equal to the cat’s Constitution
modifier before she has to sleep.

o [f taken again, lightning damage from con-
tact with the barrier is increased to 2d4.

o If taken a third time, lightning damage
from contact with the barrier is increased

to 2d6.

EXOTIC WEAPONS

Requires attunement

Some masterwork relics are strange weap-
ons that resemble metallic wands or staves
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CHAPTER SEVEN: MASTERWORKS

made of slatelike material. These artifacts

use triggers, buttons, or pure thought to ac-

tivate their abilities. Cats must have the Exotic

Weapon Aptitude secret to utilize the ranged ef-

fects of such weapons — otherwise, they’re just very
rare clubs.

All exotic weapons have the loading quality,
which represents the fact that they can only be
fired once every few seconds. They also have the
ammunition quality; if the weapon runs out of am-
munition, it can’t be fired again until the following
morning. If the ammunition saving throw results
in a botch, the exotic weapon crumbles to dust.

Here are some examples of exotic weapons.

e Wand of freezing: 2d6 cold damage, ammuni-
tion, range 40/120, loading

¢ Wand of stunning: 3d6 force damage, ammu-
nition, range 40/120, loading

¢ Wand of hammering: 4d6 bludgeoning dam-
age, ammunition, range 40/120, loading

¢ Wand of searing: 5d6 fire damage, ammuni-
tion, range 40/120, loading

¢ Wand of dissolving: 6d6 acid damage, ammu-
nition, range 40/120, loading

¢ Staff of freezing: 2d10 cold damage, ammuni-
tion, range 120/360, loading, two-pawed

¢ Staff of stunning: 3d8 force damage, ammuni-
tion, range 120/360, loading, two-pawed

¢ Staff of hammering: 3d10 bludgeoning dam-
age, ammunition, range 120/360, loading, two-
pawed

¢ Staff of searing: 5d8 fire damage, ammunition,
range 120/360, loading, two-pawed

¢ Staff of dissolving: 6d8 acid damage, ammuni-
tion, range 120/360, loading, two-pawed

qub’cequ COUNTENANCE

This mask can project a frightening visage,
requiring viewers to roll a Wisdom saving throw
versus a difficulty of 15. Failure inflicts the Scared
condition and a botch means the victim is Stunned
for one round. This ability can be used once before
the cat needs to sleep.

heapBAND oF GRAY Fur

Requires attunement; can be Absorbed

The user’s Wisdom score is +4 (18) while he
wears this headband. It has no effect on him if his
Wisdom score is already 18 or higher.

Absorbed

e The cat immediately adds two to his Wis-
dom score, to a maximum of 20.

Refinements

e The cat’'s Wisdom score can be increased
by an additional two, to a maximum of 20.

LL\Dyhuqs

Requires attunement

“Ladybugs” refers to a matched pair of crafted
little bugs meant to be used as clandestine commu-
nication devices. One ladybug can be directed to a
chosen location while the other can be kept on the
controller’s person, or in some other secured loca-
tion. When activated, the controller of the bugs
will be able to listen in on conversations happen-
ing within a 10-foot radius.

Should a bug be detected by anyone but the
user, it will immediately scramble toward “home.”

lasse oF 1nmoBilcy

When activated, this black plastic box will
shoot out a coil of rope to ensnare one chosen
target. The victim must roll either a Dexterity sav-
ing throw to evade or a Constitution saving roll to
resist (difficulty 15), or they will be immediately
afflicted with the conditions Prone and Immobile
until the lasso is deactivated or the victim breaks
free. Each round the victim can attempt a Consti-
tution saving throw at decreasing difficulty (12 per
round) to escape.

lenses oF Superier Vision

This set of lenses allows the user to see and
sense in much more detail than usual, both pas-
sively and actively. Tapping on one edge of the
lenses allows the cat to switch vision modes from
close up to far away. This item provides a +2 bonus
to both Notice and Search skills while being worn.
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PbyLAczterqf oF FATCb

Requires attunement

Upon softly intoning the command word, this
charm glows. In nighttime conditions, this grants
Low-light Vision (p. 102) to all people within
touching distance. Otherwise, it grants a +1 bonus
to saving throws for conditions such as Charmed,
Confused, Possessed, Repelled, or Scared to all
persons within touching distance of the user. This
item is highly valued by the Church of Man in Pug-
mire.

RING oF ReTReAT

Requires attunement

When activated, this ring allows the cat to
move up to twice their normal pace. As a bonus
action during each of the cat’s turns, they may
choose to take an additional movement action.
When deactivated, this ability cannot be used
again until the cat has slept.

RoBe of MAjesTY

Requires attunement; can be Absorbed

This resplendent robe boosts a cat’s Charisma
score to +4 (18) when worn. It has no effect on her
if her Charisma score is already 18 or higher.

Absorbed

¢ The cat immediately adds two to her Cha-
risma score, to a maximum of 20.

Refinements

¢ The cat’s Charisma score can be increased
by an additional two, to a maximum of 20.

Smple AND ()ARTIAL
(NASTERWORK W EAPONS

Requires attunement; can be Absorbed

Masterwork weapons come in a variety of
styles and appearances, but many resemble famil-
iar simple and martial weapons. Users with the
appropriate Aptitude secret gain an additional +1
bonus to attack and damage rolls made with this

masterwork weapon. Some are weighted un-
usually, or are made of a very durable plastic
(making them very expensive). Some also have
buttons or functions that cause them to generate
unusual forms of damage.

Absorbed

¢ Any weapon attack using the appropriate
Aptitude secret gains an additional +1 bo-
nus to attack and damage rolls.

Refinements

¢ The bonus to appropriate weapon attacks
is increased to +2.

¢ Any weapon attack using the appropriate
Aptitude secret has a number of damage
dice equal to the user’s proficiency bonus.
For example, if the user’s proficiency bo-
nus is +2, then successful attacks roll two
damage dice instead of one.

Sp1oersik Gloves

Requires attunement; can be Absorbed

These gloves are made of a material so soft
they resemble spider’s silk, hence the name. When
they are activated, any spellcaster has access to his
choice of one Spellweaver secret (p. 82) style for
one round. Afterward, the user needs to sleep be-
fore they can be activated again. If an attempt is
made to use the gloves again before the user sleeps,
she must make a Constitution saving throw versus
difficulty 18 or the gloves crumble to dust.

Absorbed

¢ Non-spellcaster cats receive the Magic Ap-
titude secret for free.

e All other spellcasters can reroll a single
failed spell as if they had spent fortune be-
fore the cat needs to sleep.

Refinements

¢ The spellcaster can access a Spellweaver
style of spellcasting once before the cat
needs to sleep.

o [f taken again, this is increased to twice be-
fore the cat needs to sleep.
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Occasionally, the masterwork is consumable,
rather than persistent. Some masterworks left be-
hind by the Old Ones fall into this category, but
some cats have discovered ways to recreate the
magic of Man in these disposable forms. These are
often called fixes (or potions, if the fix is something
the cat drinks). Fixes are useful bits of magic, but
they aren’t as highly desired as relics.

ALARINING RUNES

These little square tablets are etched with
strange bits of writing. Whatever the original in-
tention of these items, they have become portable
and noisy systems of alert. Activating and placing
a rune on your cat’s door or tent flap can provide
an advantage to a surprise roll: when certain con-
ditions are met (such as “anyone but me tries to
get in”), the tablet will hiss and spark and set off
shrieking whistles before going inert.

CRYSCAL oF RecAlL

This small stone stores one basic or level 1
spell, chosen ahead of time by the user. Once the
stone is activated, the spell goes off and renders
the stone inert. Many crystals are discovered with
spells already “preloaded” — once primed, a crystal
of recall cannot change the spell it contains. Some
can be found empty and simply waiting for a spell-
caster to prime it with a chosen spell.

It is generally not advised to have more than
two of these items in contact at any time, as close
proximity renders them unstable. Every time three
or more are in contact, make a Wisdom saving
throw against a difficulty of 15 every round. Add
one to the difficulty each round that is successfully
resisted until there are two or fewer stones. Any
failure creates a magical explosion, doing 3d8 dam-
age in a 10foot radius.

ExXplosive €668

These hard plastic or metal fixes are thrown
by a cat after they are activated, using a Dexterity
check (difficulty 12 to get them in the right area).
If successful, the egg explodes, causing a variety of
effects depending on the nature of the egg.

¢ Acid egg: 3d6 acid damage in a 10-foot radius.

¢ Confusion egg: All targets have the Confused
condition in a 10foot radius.

¢ Force egg: 3d6 force damage in a 10-foot radi-
us.

¢ Ice egg: 3d6 cold damage in a 10-foot radius.

¢ Noise egg: All targets have the Deaf condition
in a 10-foot radius.

 Shrapnel egg: 3d6 slashing damage in a 10-foot
radius.

¢ Smoke egg: All targets have the Blind and An-
osmic conditions in a 10-foot radius.

¢ Stone egg: All targets have the Petrified condi-
tion in a 10-foot radius.

e Toxic egg: All targets have the Sickly condition
in a 10-foot radius.

beating Potion

This glass phial contains one dosage of an
earthy herbal fluid. As an action, this dose can be
swallowed and the user can regain one stamina die
and 1d6 stamina points. This item can also stabi-
lize a dying character.

pocion oF hasce

Kept in a sealed clay container, this dark and
bitter concoction sends the user into a frenzy of
speed when swallowed. One dose doubles the us-
er’s speed, gives them an advantage to Dexterity
saving throws, gives them a +2 bonus to defense,
and they gain an additional action on each of their
turns. The additional action can only be used to
take the following actions: Attack (one weapon at-
tack only), Disengage, Hide, Run, or Use.

The effects of this dosage wear off in 1d4
rounds. When this happens, the user is Incapac-
itated until after his next turn, due to exhaustion.

Scone oF DARpINESS

This glass jar contains five (or fewer) small
chalky pebbles. As an action, one of these little
stones can be swallowed. The character that re-
ceives it can reroll a failed Constitution save. Fur-
ther, she ceases to be Sickly and immediately stops
taking any poison damage.
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WONDERS

Sometimes, cats may also come across items
that are bizarre and magical, but don’t offer any
obvious or substantive benefit. These are called
wonders, and they may be valuable in strange, un-
usual ways.

¢ CW1G

This plastic twig has a small button hidden
on the base. Once its button is depressed, it pro-
duces a steady flame that cannot be extinguished
unless the user depresses the button a second time.
The flame is too small to be used as a weapon on
its own, but can be used to ignite flammable sub-
stances, thereby creating a flame weapon. It finds
most use in the paws of trackers spending copious
amounts of time in the wilderness, however.
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Piccure oF beatch

This humming metal picture frame, once it
has been activated and placed on top of a body,
can provide a brief summary as to the health of
the person so framed. It can disclose all conditions
and ailments suffered, the extent of their injuries,
and how much rest they need. Afterward, this item
cannot be used again until the owner of the item
has slept.

v151ONS

These little plastic cubes rotate and project a
very small selection of chosen illusions. Usually
these are images meant to entertain, but some cre-
ative cats sometimes use them as a distraction tool
or decoy for less-than-legal activities. They can be
activated and deactivated at will.
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The cats of Monarchies of Mau may encounter
many different enemies during their adventures; ri-
val species, insane animals, and far stranger things
roam the world, and not all of them are willing to
have a civil conversation. This chapter details some of
the various enemies that characters may come across
during their travels, and provides Guides with the
tools to make their own enemies for their stories.

Like player characters, enemies have ability
scores in Strength, Dexterity, Constitution, Intelli-

gence, Wisdom, and Charisma. These abilities act
as they do for player characters, including adding
their modifiers to appropriate ability checks, sav-
ing throws, attack rolls, and damage rolls.

A few enemies will have a O score for an ability.
In such cases, the enemy can’t make any rolls with
that ability, but they also can’t have anything

involving that ability targeted — for example, an
enemy with an Intelligence score of 0 doesn’t have
a mind, per se, and as such cannot be the target of
spells that require a mind or an Intelligence score.

Further, all enemies have a challenge rating (CR for
short). This acts somewhat like an enemy’s level — the
higher the challenge rating, the more powerful the
enemy. In general, a character with the same level as
an enemy’s challenge rating will have a moderately dif-
ficult time defeating that enemy in combat. Enemies
use their challenge rating as a proficiency bonus for ap-
propriate rolls, such as those in which they have a skill.

Finally, enemies can have secrets, just like cats,
although their secrets are often unique. These se-
crets can be used as often as the description says
they can be used (usually by using an action). Some
common secrets are:
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Some of the statistics here aren’t what player characters M

oy get. The secrets work a little different, or the armor
W @ W doesn't quite work the same way. That’s okay! Enemies
- don’t play by the same rules as heroes do — sometimes
it’s more important to get the idea across instead of mod-
eling the numbers exactly.

¢ Darkvision: The ability to see in the dark m

(p. 102).

Defense: 13
¢ Immunity: A particular type of damage is

ignored by the enemy — it causes no stami-
na point loss.

Stamina Points: 4
Speed: 20 feet

. N Proficiency Bonus: +2
¢ Low-light Vision: The ability to see in dim Abilities: Strength +1 (13), Dexterity +3 (17),
light (p. 102). Constitution +1 (13), Intelligence —4 (2), Wisdom
¢ Resistance: All damage of a particular type *+1(12), Charisma -2 (6)
that is done in a turn to the enemy is re- Attack: Bite (+3 melee, 1d4 + 1 piercing)
duced by half at the end of the turn. Secrets: Low-light Vision, Scent :

¢ Scent: Acts like Darkvision, but used via
smell instead of sight.

e Weak: All damage of a particular type Defense: 13
done in a turn to the enemy is doubled at Stamina Points: 4
the end of the turn. Speed: 20 feet

Proficiency Bonus: +2

ANlmALS Abilities: Strength +1 (13), Dexterity +3 (17),

There ate many animals in the world, Some Constitution +0 (10), Intelligence —1 (8), Wisdom

will work with cats, while others will fight them in +1 (12}, Charisma =2 (6]

order to protect themselves. Many are the same as Attack: Claw (+3 melee, 1d4 + 1 piercing)
their forebears in the time of Man, but others have ~ Secrets: Low-light Vision, Scent

been changed by magic, mutation, or some other

factor that makes them different and deadly. GIANT WORM (CR 1)
BEAR (CR 2) Defense: 12 (thick hide)
Stamina Points: 11

Defense: 14 (thick hide| Speed: 10 feet/30 feet burrowing
Stamina Points: 22 Proficiency Bonus: +2
Speed: 40 feet Abilities: Strength +3 (16), Dexterity O (10), .
Proficiency Bonus: +2 Constitution +3 (16), Intelligence =2 (6), Wisdom _-
Abilities: Strength +4 (19), Dexterity +2 (14), ~1(8), Charisma -3 (5) |
Constitution +3 (16), Intelligence =4 (2), Wisdom  Attack: Maw attack (+5 melee, 1d6 + 3 piercing) ;
*+1(12), Charisma -2 (6) Secrets: Vibration sense (worms always attack ?
Attack: Two claws (+6 melee, 1d4 + 4 slashing)  the characters that moved the farthest in the turn) pa
and bite (+4 melee, 1d6 + 4 piercing) *  Burrow: Once per round, the worm may ei- . )
Secrets: Low-light Vision, Scent ther come above ground or burrow below v

ground. It must be above ground to use
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- ; its maw attack. When burrowing under- MOGGIE HIGHWAYCAT (CR 1)
(< ground, it disturbs the ground where it moves.

An opponent may attack the worm while
burrowing, at a disadvantage.

Defense: 12

Stamina Points: 12
Speed: 40 feet
Proficiency Bonus: +2

Abilities: Strength +3 (16), Dexterity +1 (13),
Constitution +2 (15), Intelligence —4 (2), Wisdom
+1 (12), Charisma =1 (8)

Attack: Two hooves (+5 melee, 1d6 + 3 blud-
geoning)

Secrets: Low-light Vision, Scent

BANDIT

Not all cats and dogs live in civilization, nor do

: they all respect others. Some are so desperate, greedy,
' or downright malevolent that they lurk near the roads
and the outskirts of cities, waiting for the right oppor-
tunity to attack a party of cats and steal their posses-
sions. Anyone can be a bandit, but there are three com-

mon types: moggies (cats), strays (dogs), and road rats.

Defense: 12 (leather armor)
Stamina Points: 9
Speed: 30 feet
Proficiency Bonus: +2

Abilities: Strength +0 (11), Dexterity +2 (15),
Constitution +1 (12), Intelligence +0 (10), Wis-
dom +0 (10), Charisma =1 (8)

Skills: Sneak

Attack: Mace (+2 melee, 1dé bludgeoning) or
javelin (+3 ranged, 1d6 + 1 piercing)

Secrets: Darkvision

* Nimble Escape: The moggie can take the
Disengage or Hide action as a bonus action
on each of its turns.

STRAY BANDIT (CR 1)

Defense: 11 (leather armor)
Stamina Points: 10

Speed: 30 feet

Proficiency Bonus: +2

Abilities: Strength +2 (15), Dexterity +0 (10),
Constitution +2 (14), Intelligence —1 (8), Wisdom
+0 (11), Charisma =1 (8)
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Skills: Notice

Attack: Battleaxe (+4 melee, 1d8 + 2 slashing)
or shortbow (+2 ranged, 1d6 piercing)

Secrets: Darkvision

¢ Power Attack: If the bandit has an advantage
in melee, it can forfeit that advantage. If it does
so and the attack hits, freat the hit as a triumph.

ROAD RAT (CR 1)

Defense: 13 (leather armor)

Stamina Points: 4

Speed: 10 feet

Proficiency Bonus: +2

Abilities: Strength —1 (8), Dexterity +2 (15),
Constitution +0 (10), Intelligence —1 (8), Wisdom
+1(12), Charisma +0 (10)

Skills: Sneak

Attack: Bite (+1 melee, 1d4 — 1 piercing) or
dagger (+4 melee or ranged, 1d4 + 2 piercing)

Secrets: Darkvision

* Swipe Attack: The road rat can spend its
move action after a successful melee attack
to pick something out of the target’s rucksack.
The rat may take a single one-pawed item the
target is not already holding in their paws.

B ADGeERg

To the outside observer, the badger tribes
are barbarians that have lawless, brutal lives and
bloody deaths. Those who study or trade with the
badgers know that tribal loyalty matter above all
else. They can be bargained with by shrewd cats,
but any bargains should be made with caution.
Badgers take what they need to live through force.
They launch devastating raids on trade caravans.
They dam rivers to give themselves much-needed
water. They burn forests to cover their retreat.
Their relentless need to do whatever it takes to sur-
vive sets them at odds with anyone not considered
part of their tribe, who are then marked as targets
the next time the badgers need something.

Badger tribes break down along species lines
like weasels and ferrets. They use primitive weap-
ons, communicating with a strange language com-
prising barks and squeals. The few words of com-
mon language they know are used to scare enemies
or command prisoners. Though the bands squab-
ble with each other as much as with the civilized
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world, those who study the badgers speak of M d
the badger king, Kibu the Red, who will one ol

day unite them into a fearsome army.

BADGER SLASHER (CR 1)

Defense: 12 (leather armor)
Stamina Points: 14
Speed: 30 feet
Proficiency Bonus: +2

Abilities: Strength +3 (16), Dexterity +1 (12),
Constitution +3 (16), Intelligence =2 (7), Wisdom
0 (11), Charisma 0 (10)

Skills: Intimidate

Attack: Battleaxe (+5 melee, 1d8 + 3 slashing)
or javelin (+3 ranged, 1d6 + 1 piercing)

Secrets: Darkvision

* Vicious: As a free action once per turn, the
badger slasher can move up fo its speed
toward a hostile character that it sees.

BADGER HEADSPLITTER (CR 2)

Defense: 14 (scale mail)
Stamina Points: 20
Speed: 30 feet
Proficiency Bonus: +2

Abilities: Strength +4 (18), Dexterity +1 (12),
Constitution +4 (18), Intelligence +1 (12), Wisdom
+0 (11), Charisma +1 (12)

Skills: Intimidate

Attack: Battleaxe (+6 melee, 1d8+4 slashing) or
javelin (+3 ranged, 1dé+1 piercing)

Secrets: Darkvision

* Vicious: As a free action once per turn, the
badger headsplitter can move up to its speed
toward a hostile character that it sees.

* Battle Frenzy: The badger headsplitter
makes two battleaxe attacks with one action.

BADGER CHIEFTAIN (CR 4) ']

Defense: 14 (scale mail)
Stamina Points: 48 |
Speed: 30 feet |
Proficiency Bonus: +3

Abilities: Strength +4 (18), Dexterity +1 (12),
Constitution +4 (18), Intelligence +1 (12),
Wisdom +0 (11), Charisma +3 (16)
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Skills: Intimidate
Attack: Greataxe (+7 melee, 1d12 + 4 slash-
ing) or spear (+4 ranged, 1d6 + 1 piercing)
Secrets: Darkvision

* Vicious: As a free action once per turn, the
badger chieftain can move up to its speed
toward a hostile character that it sees.

* Battle Frenzy Master: The badger chief-
tain makes two greataxe or javelin attacks per
action.

* For Kibu!: Once per battle, the badger
chieftain may select as many allies as it can
see within 30 feet of it. These allies gain
advantage to attack rolls until the start of the
chieftain’s next turn. The effect ends if the
chieftain is reduced to O stamina points. The
chieftain may also make a single melee or
ranged attack after using this ability.

BreAThTAkeR

Cats keep watch during the night for creatures
like the breathtaker. What looks like a normal cat,
a lone traveler in the woods, is something far more
sinister. The cat steals the breath of the living. It
does its best to catch a victim that’s asleep or by us-
ing its dark magic to freeze the target in place with
a powerful cloud of icy breath. Once the victim
is immobilized, the breathtaker pounces on their
chest and pulls the breath out of the living to sus-
tain itself.

BREATHTAKER (CR 4)

Defense: 14

Stamina Points: 44
Speed: 30 feet
Proficiency Bonus: +3

Abilities: Strength +3 (16), Dexterity +0 (10),
Constitution +3 (16), Intelligence +0 (10), Wis-
dom =2 (6), Charisma +0 (10)

Attack: Ice claws (+6 melee, 2d4 + 3 piercing)
and ice blast (+3 ranged, 1d10 frost)

Secrets: Resistance to all damage except radiant,
weak to heat damage, Darkvision

* Dehydration: After an ice blast, the target
makes a difficulty 15 Constitution saving
throw. Failure indicates the target is Immobile
until the end of her next turn. A botch on the
saving throw means the target is Petrified into
ice. The character makes new saving throws
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every turn. The condition ends when she can
make the saving throw or the combat ends.

* Battle Frenzy: The breathtaker makes a
claw and blast attack with the same attack
action.

Bone Burgs

Small, silver insects often infest bones scat-
tered in the wilderness. Through some sort of
strange magic, the bugs animate the bones and
attack anyone who comes too close. Bone burrs
pull together shard of bones in round, spiked
configurations. They detect cats through sound
vibrations in the walls and floors of their nests
and then roll toward their victims with sudden
speed.

BONE BURRS (CR 1)

Defense: 13 (hardened bone)
Stamina Points: 13

Speed: 30 feet
Proficiency Bonus: +2

Abilities: Strength +0 (10), Dexterity +2 (15),
Constitution +2 (15), Intelligence =2 (6), Wisdom
-1 (8), Charisma =3 (5)

Attack: Slam (+2 melee, 1d6 piercing)




BREATHTAKER - CULT OF LABO TOR

Secrets: Resistant to piercing and slashing dam-
age, Darkvision

* Reconfigure: At the end of the round, bone
burrs reconfigure their remaining bones into a
new form and regain 2 stamina points.

CATS

Thanks to the longstanding rivalries of the
houses, cats often find themselves at cross purpos-
es with each other. All cats strive to be the best cat,
which means that other cats must take the fall.

HIRED KILLER (CR 2)

Defense: 14 (leather armor)
Stamina Points: 22
Speed: 30 feet
Proficiency Bonus: +2

Abilities: Strength +3 (16), Dexterity +0 (11),
Constitution +0 (10), Intelligence +0 (10), Wis-
dom +0 (10), Charisma +0 (10)

Skills: Sneak

Attack: Dagger (+5 melee, 1d6 + 3 piercing) or
crossbow (+2 ranged, 1d6 piercing)

Secrets: Darkvision

* Battle Frenzy: The hired killer makes two
dagger or crossbow attacks with one action.

* Sudden Strike: The killer does an extra
1d6 damage on any target on which she has
advantage.

* Prime Target: The killer gains advantage
on any opponent in a combat that has not yet
taken an action that round.

COCKY BRAWLER (CR 3)

Defense: 14 (leather armor)
Stamina Points: 30
Speed: 30 feet
Proficiency Bonus: +3

Abilities: Strength +2 (14), Dexterity +0 (10),
Constitution +2 (14), Intelligence +0 (10), Wis-
dom +0 (10), Charisma +0 (10)

Skills: Sneak

Attack: Club (+5 melee, 1d6 + 2 bludgeoning) and
unarmed sfrike (+5 melee, 1d4 + 2 bludgeoning)

Secrets: Darkvision

* Paws of Fury: As an attack action, the
brawler may choose to make two unarmed

strikes. He may do so as a free action if
he has advantage on the target.

*  Now It's On: Once per battle, the brawler
can take a bonus action to regain 1d8 + 2
stamina points.

* Paw to the Eye: When making a success-
ful unarmed strike, the brawler can force
the target to roll a difficulty 14 Constitution
saving throw instead of rolling for damage.
If the target fails the saving throw, she gains
the Blinded condition until the end of her next
turn.

INSANE MANCER (CR 4)

Defense: 15 (spell of protection)
Stamina Points: 35

Speed: 30 feet

Proficiency Bonus: +3

Abilities: Strength +0 (10), Dexterity +0 (10),
Constitution +0 (10), Intelligence +2 (14), Wis-
dom +2 (14), Charisma +1 (12)

Skills: Notice, Know History

Attack: Burning touch (+3 melee or ranged, 2d8
heat)

Secrets: Darkvision

* Shield of Earth: Once per battle, a wall of
stone appears at a point the mancer chooses
within 120 feet. Each character within the
area affected by the spell must make a diffi-
culty 13 Dexterity saving throw or suffer 5d8
points of bludgeoning damage. The wall lasts
until the mancer drops the spell or 10 minutes,
whichever comes first.

* Blast of Frost: The mancer casts an icy
fog from its paw into a 20-foot sphere which
solidifies and then explodes. Targets within the
sphere take 6dé cold damage, though if they
make a difficulty 13 Dexterity check they take
half damage. Anyone reduced to O stamina
points by the attack also takes the Petrified
condition until they regain 1 stamina point.

Gust of Wind: The mancer may push or
pull a target by 20 feet in any direction. If the
target makes a difficulty 13 Constitution check
he is unaffected.

Cutc of [ABo ToR

Though most rats and mice eke out a living in
the gaps of the monarchies, there are a few who
have found a higher purpose. They seek out
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unusual artifacts of Man for study, claiming
an understanding of Man’s intent that cats are
unwilling to hear. They venerate Labo Tor, the
first of their kind who led the cult through the
Maze of Ignorance to their revelations. Cats believe
in their excellence, but these rodents know that
Man was the most excellent of all. To become like
Man, the White Mice must experiment on lesser
beings to satisfy the 100 Theories. Only then can
they be rewarded by Labo Tor with divine power.

Cult members can easily be identified by the
bleached white patches of their fur. Those mem-
bers who practice magic wear stitched-together
patchwork robes with spell formulae scrawled all
over the surface.

WILD-EYED OBSERVER (CrR 2)

Defense: 15 (leather armor)

Stamina Points: 16

Speed: 30 feet

Proficiency Bonus: +2

Abilities: Strength +0 (10), Dexterity +3 (17),
Constitution +0 (10), Intelligence +0 (10), Wis-
dom +1 (12), Charisma +0 (10)

Skills: Intimidate, Sneak, Spot, Traverse

Attack: Bite (+2 melee, 1dé piercing), dagger

(+5 melee, 1d6 + 3 piercing), or small crossbow

(+5 ranged, 1d8 + 3 piercing)

Secrets: Darkvision

* Theory of Shadowtivity: When in dim
light or darkness, the cultist may teleport up
to 60 feet to another area of dim light or

darkness. The first attack the cultist makes after
teleporting is made with advantage.

DISSECTION DISSERTATOR (CR 2)

Defense: 14 (leather armor)

Stamina Points: 14

Proficiency Bonus: +2

Speed: 30 feet

Abilities: Strength +3 (16), Dexterity +0 (10),

Constitution +1 (12), Intelligence +0 (10), Wis-

dom —1 (8), Charisma +1 (12)

Skills: Intimidate, Sneak, Spot, Traverse

Attack: Bite (+5 melee, 1d6 + 3 piercing), large

scalpel (+5 melee, 1d6 + 3 slashing), or thrown
blade (+2 ranged, 1d6 piercing)

Secrets: Darkvision

* Curious Blade: The cultist gains advantage
on any target at full stamina points.

* Sudden Strike: The cultist does an addition-
al 1d6 damage to targets against which they
have advantage, including the advantage
they gain from Curious Blade.

ILLUMINATED BUN-SEN (CR 2)

Defense: 13 (leather armor)

Stamina Points: 18

Proficiency Bonus: +2

Speed: 30 feet

Abilities: Strength +1 (12), Dexterity +0 (10),
Constitution +1 (13), Intelligence +2 (14), Wisdom
+0 (10), Charisma +0 (10)

Skills: Intimidate, Sneak, Spot, Traverse

Attack: Burning paws (+3 melee, 1d6 + 1

heat damage), fire blast (+2 ranged, 1d10 heat

damage)

Secrets: Darkvision

* Fire Breeds Fire: A target must make a
difficulty 13 Constitution saving throw after
this white rat’s fire attacks to skip the spread
of the fire. Failing the saving throw does an

additional 1d4 heat damage every turn, until
the saving throw is successful.

Turn Up the Burner: The damage of the
fire blast increases by 1d10 for every round it
goes unused. Once an attack roll is made, the
damage reverts to the original 1d10 and the
process begins again.

COCORANITES

These large, dark birds believe themselves to
be the vessels that carry animals from this life to
wherever they go after death. They look like large
hooded figures when standing on the ground or
perched in trees with their wings folded around
their bodies. These creatures paint their bodies
with skeletal marks, using w