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Introduction
Welcome to Monster Mash

Here it is: Super Console’s first supple-
ment. Within you’ll find everything you need 
to take up arms on behalf of the Main Villain, 
to play a monster turned to the cause of good, 
or to become a dark overlord yourself.

Why Play a Monster?
Plenty of console games have a token 

monster character, but few of them make it 
the main focus of the game! What makes it 
worthwhile?

First, it’s a novel gaming experience. There 
are all sorts of new abilities to try out, the fun 
of transforming into a new monster type, new 
equipment, and so forth. It’s almost like a new 
game where you already know the rules.

Second, it’s a different viewpoint. As one 
might imagine, monsters have a different 
take on the world than most Main Characters. 
Fighting for their survival isn’t a new and 
frightening prospect for them, it’s old hat. The 
Main Villain is still frightening, but not because 
of his plan to rule the world - he’s frightening 
because he’s so powerful. A monster’s life isn’t 
just fun for number-crunchers, it’s full of fun 
things for a role-player too.

Third, you get to talk funny.

The Setting
Unlike Console, which has a plethora of 

possible times and settings to draw from, 
Monster Mash has a narrower focus. This 
supplement concentrates on one of the Great 
Wars between Good and Evil, sometime be-
tween the beginning of the Medieval Era and 
the end of the Post-Magitech Era. The general 
assumption is that the game is operating in 
the middle of the Magitech Era, with some 

sophisticated technology working alongside 
powerful magic.

Your characters are monsters. From goblins 
to slimes to dragons to dryads and everything 
in between, you’re playing “the bad guys.” 
At the beginning of the game, your monsters 
have a choice: do you join the Dark Lord in 
his quest to rule to world? If you do, you’ll 
be fighting against the goody-two-shoes that 
pushed your kind to the edges of the world 
and then brought them in for experiments. If 
you don’t, you’ll be turning against your own 
kind for the sake of the planet itself. There’s 
no in-between here — this war will engulf 
the entire planet, and your characters play a 
pivotal role in it.

Of course, none of this is written directly 
into the rules; it’s just assumed in the back-
ground. If you want to strip out the monster 
classes and use them as is in your own game, 
there’s no extra work that needs to be done. 
The same goes for the new statuses and item 
types.

Why Monster Mash?
Valent Games has had good luck 

with monster-oriented supplements 
in the past (see The Other Side, our d20 
guide to playing monsters as PCs), so 
I thought we’d give it a shot again.  
Console’s tongue-in-cheek approach 
also makes it perfect for this kind of 
upside-down play. There’s just some-
thing inherently funny about playing 
a two-foot-tall sprite with a 30-foot-tall 
titan sidekick.

Also, we could use some extra cash.

Mostly, though, the idea kept stick-
ing in my brain and I had to write. A lot 
of game designers have this tendency: 
we get interesting ideas and not only 
have to put them on paper, but have 
to put them out for other people to see 
as well. It’s intellectual exhibitionism, I 

suppose.
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Terminology
For the most part, this book uses the same 

terminology as the main rulebook. The main 
difference is that the term “monster” here 
typically means an MC. Anyone you find on 
a battle screen is instead referred to as an “an-
tagonist,” to differentiate them from monsters 
that are your friend. You can read more about 
this supplement’s antagonists on page 36.

You’ll also find the occasional reference to 
Baubles, which are this supplement’s new kind 
of equipment. Because monsters often can’t 
use the same kinds of weapons and armor, 
they’ve developed Attack Jewels and Defense 
Orbs (collectively known as Baubles) to serve 
some of the same purposes. You can read more 
about Baubles on page 25.

The last important piece of terminology is 
metamorphosis. Monsters who gain a certain 
amount of power (in game terms, those who 
are at a certain level) undergo a metamorpho-
sis, jumping past millions of years of evolution 
in an instant to become a new kind of monster. 
These new monster types are sometimes 
referred to as advanced monsters, or “evolu-
tions” of the original monster. Monster classes, 

both base and advanced, are described starting 
on page 4.

Inspirations
The console games that provided the ini-

tial inspiration for this supplement were Final 
Fantasy Legend™ (the first one for the Game 
Boy™), which was the first game I played 
with monster characters, and Shining Force™ 
(for the Sega Genesis™), which was the first 
one I played with evolved classes. The more 
I looked into the idea, the more I realized that 
almost every console RPG these days has some 
sort of monster-esque character. From crimson 
hounds to boys who change into dragons to 
blue-furred cat-men, they’re all over the place, 
but it’s still not easy to find one where you 
play monsters exclusively.

Arc the Lad: Twilight of the Spirits™ is a 
good example of a Mirror Game (see page 34).

Blizzard’s Warcraft™ series of computer 
games is good for showing the inside of the 
“bad guys” camp, and for revealing that not 
everyone agrees with what the rest of their race 
does. It’s a game with a surprising amount of 
moral grey area.

You can also find good sources in fiction. 
Besides the single-monster books (Dracula, 
Frankenstein, etc.), there are quite a few from 
the monster’s point of view. I recommend 
Jacqueline Carey’s Banewreaker, despite the 
heavy-handed repetition and prophecy. It pro-
vides a look inside the head of someone who’s 
working for an “evil god;” one who, in the end, 
might really be completely evil and insane. It’s 
hard to say. If, on the other hand, you’d rather 
just have fun with amusing monsters, check 
out Terry Pratchett’s Monstrous Regiment, from 
the Discworld series.

For nonhuman characters who aren’t 
necessarily “monsters,” but who are very well 
described, check out any of Diane Duane’s 
works. Her Star Trek™ novels in particular use 
the setting’s nonhuman characters to much 
greater effect than other authors do.
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Where did all this art come from?
The artwork in this book comes from two different places. One is the Image Portfo-

lio series from Devil’s Workshop (the piece above comes from this series). The other is 
clipart.com. We highly recommend both places as sources of artwork for the struggling 
game designer; the former is especially nice for higher-quality pieces, while the latter is a 
source of many sillier images, and takes a long time to slog through. All of this art is still 

protected under copyright.

Some tabletop games are worth a look 
for their deep detail on the actions of evil 
(Midnight by Fantasy Flight games comes to 
mind) or for their humorous take on the whole 
playing-a-monster phenomenon (Cute & Fuzzy 
Cockfighting Seizure Monsters, by Guardians 
of Order). Dungeons and Dragons, the grand-
daddy of all RPGs, has certainly made it easier 
to play monsters in their games. White Wolf’s 
World of Darkness series takes playing a mon-
ster in a completely different direction, making 
their society far more important than any sort 
of powers they might have. Still, none of these 
games had quite the direction we’re trying to 
achieve in Monster Mash.

Finally, if you’d rather have a completely 
different view of the world of an evil hench-
man, check out the tabletop RPG My Life With 
Master, by Paul Czege. 

Where Next?
The next section of the book describes 

Monster Classes, and is probably where you 
want to go first.

If you’d rather see some of the background 
information in this supplement, turn to page 
29 for some game advice and some discussion 
of what it means to be a monster.

Finally, if you just want to see some pictures 
and get an idea for what kinds of monsters are 
available, check out the evolutionary charts 
starting on page 40. SC

Any page reference with the letters 
SC in front comes from Super Console.
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Classes
Monster Mash classes work in much the 

same way as classes in Super Console. They 
still provide characters with starting attributes 
and abilities, and bestow more powerful abili-
ties as the game progresses. However, Monster 
Mash adds two new twists.

The first twist is the evolutionary tree. 
When you create your character, you pick one 
of seven base classes: Apprentice, Beast, Bird, 
Goblin, Mek, Spore, or Wisp. However, when 
your character reaches 10th level, and again 
at 50th level, you undergo a metamorphosis, 
transforming from one kind of monster into 
another. Each base class has two or three 
possible intermediate classes available at 10th 
level. Each of the 15 intermediate classes can 
fork to two different advanced classes at 50th 
level. 

You must fork to a new class when you 
reach 10th and 50th level — the base classes 
simply don’t reach any higher. The intermedi-
ate and advanced classes are also known as 
“evolutions.” Monsters undergoing metamor-
phosis typically keep all of their old abilities 
and stats, but at 50th level they must give 
up something of their old selves to advance. 
The reward is typically more than worth the 
sacrifice. 

The second twist is innate Damage and Ar-
mor scores. While regular classed characters in 
Super Console can use weapons and armor to 
improve their pathetic natural abilities, mon-
sters generally don’t have that option. Instead, 
their claws get sharper, their hides get tougher, 
and their muscles bulge with might as they 
become more powerful. Every class includes 
Damage and Armor scores that act in place of 
ordinary weapons and armor.

If you’re curious as to how to get access to 
old weapon and armor special abilities (such 
as elemental boost, status attacks, back-row 
attacks, and more), see Jewels and Orbs in the 
Equipment chapter.

Apprentice (Base Class)
Apprentices are humans or other human-

oid creatures who have pledged their service 
to the dark wizards. They learn a variety of 
magical spells in their studies. Not all Appren-
tices survive the Test of Wizardry, and those 
who do not are often disappointed to find that 
death is not the end of their servitude.

Starting Attributes
Strength 4
Speed 6
Vitality 4
Intelligence 10
Spirit 4
Magic 10
Luck 4
Favored Stats: Intelligence and Magic
Unfavored Stat: Strength

Power Advancement
Damage: +1 every 2 levels
Armor: +1 every 2 levels

Typical Jobs
Apprentices are given jobs that require 

magical power, or that place them in charge of 
a small band of monsters. Their ability to walk 
through human settlements without arousing 
suspicion is especially useful.

Abilities
1st Level: Apprentice Magic — See page 23 

for your spell list.
5th Level: Steal Mana — You can use an 

action to steal a target’s Mana, decreasing their 
Mana Bar by 10% and increasing yours by 5%.

Wizard
Progenitor: Apprentice
10th Level: 2nd Level Wizard Magic — See 

page 23 for your spell list.
15th Level: Wide Beam — You can hit ev-

eryone in a 180° spread with a weaker version 
of any numerical spell. If you’re playing in a 
Silly or Console game, you can choose to hit 
the “friends” side of the board or the “foes” 
side of the board. The spell’s damage or heal-
ing effect takes a -10 penalty, and the Spell Cost 
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increases by +10. Spells without a numerical 
effect (like Frog) cannot be cast this way.

20th Level: 3rd Level Wizard Magic — See 
page 23 for your spell list.

30th Level: Line Attack — You can hit 
everyone standing in a straight line away from 
you with a full-strength spell. This does work 
on non-numerical spells like Frog. The Spell 
Cost increases by +10.

40th Level: 4th Level Wizard Magic — See 
page 23 for your spell list.

Archmage
Progenitor: Wizard
Give Up: Steal Mana
Gain: Dark Reserves — Your Mana bar 

now maxes out at 120%.

50th Level: Devastation — You can cast a 
more powerful spell by spending exorbitant 
amounts of mana. Add +10 to damage, but 
+20 to Spell Cost.

65th Level: Archmage Spells — You can 
use 5th level Archmage spells. See page 23 for 
your spell list.

80th Level: MIRV — You can affect any 
number of targets that you choose with a spell 
you know. This works even if your target is, 
for instance, hiding behind someone else 
— you can catch your target and not hurt 
the bystander. The spell’s damage or healing 
effect takes a -10 penalty, and the Spell Cost 
increases by +10.

95th Level: Boss Status —The Main Villain 
considers you a worthy ally. You are raised to 
the rank of Boss, giving you all the status im-
munities that Bosses normally have.

Necromancer
Progenitor: Wizard
Give Up: Line Attack
Gain: Heartless — You are immune to the 

Corrupt and Berserk statuses. You’re already 
just about as evil as it gets.

50th Level: Power of Death — Every time 
someone dies on the battlefield (on either 
side), your Mana Bar goes up by 5%.

65th Level: Necromancer Spells — You can 
use 5th level Necromancer spells. See page 23 
for your spell list.

80th Level: Corrupt Magic — You can use 
an action to create a field of dark energy that 
intensifies the power of darkness. All across 
the battlefield, Holy damage becomes Light-
ning damage, Cure spells are replaced with 
Dark spells, and Dark power deals an extra 
half damage. Your own Cure spells (and simi-
lar effects) still function normally, but spells 
and potions used by others do not. Life spells 
used by the enemy (admittedly rare) return 
people to life with half the usual health.

95th Level: True Form — Like all major vil-
lains, you have a True Form which is revealed 
when you take enough damage. The first 
time in a particular battle that your Health 
Bar drops into the red, restore it to 75% and 
gain the following advantages for the rest of 
the fight: +10 to Vitality, Magic, Defense, and 
Magic Defense, and regenerate 1% of your 
Mana Bar per tick.

Zombie
Progenitor: Apprentice
Special Notes: When you failed the Test 

of Wizardry, the Mage’s Order decided you 
weren’t fit to be a Wizard. You were killed and 
brought back as a Zombie to help serve them. 
You are undead, with all that normally entails 
(see sidebar, page 6).

10th Level: 2nd Level Zombie Magic — See 
page 23 for your spell list.

15th Level: Wide Beam — You can hit every-
one in a 180° spread with a weaker version of 
any numerical spell. If you’re playing in a Silly 
or Console game, you can choose to hit the 
“friends” side of the board or the “foes” side 
of the board. The spell’s damage (or healing 
effect) takes a -10 penalty, and the Spell Cost 
increases by +10. Spells without a numerical 
effect (like Frog) cannot be cast this way.

20th Level: 3rd Level Zombie Magic — See 
page 23 for your spell list.

30th Level: Zombifying Touch — You can 
inflict the Zombified status on one target. This 
ability costs Mana (Spell Cost 15).

40th Level: 4th Level Zombie Magic — See 
page 23 for your spell list.
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Mummy
Progenitor: Zombie
Special Notes: You are undead, with all 

that normally entails (see sidebar).
Give Up: Wide Beam
Gain: Bandages — Your bandages reduce 

some of the disadvantages of your undead 
condition. They absorb healing energy and 
turn it into the darkness that drives you. You 
are no longer harmed by Cure spells.

50th Level: Curse of Aging — Your attacks 
inflict the Old status.

65th Level:  Mummy Spells — You can use 
5th level Mummy spells. See page 23 for your 
list. You also gain a +5 bonus to Magic.

80th Level: Curse of Time — Your attacks 
also inflict the Slow status.

95th Level: Curse of Destruction —  Your 
attacks also inflict all three Break statuses at 
once.

Lich
Progenitor: Zombie
Special Notes: You are undead, with all 

that normally entails (see sidebar).
Give Up: Zombifying Touch
Gain: Things That Man Was Not Meant to 

Know — You receive +5 to Magic and Spirit.

50th Level: Draw Power — You can use an 
action to draw the life energy from the world 
around you. Your Mana Bar goes up 25%.

65th Level: 5th Level Spells — You can use 
5th level Lich spells. See page 24 for your list.

80th Level: Negate Power — You can use 
an action to remove one ability you choose 
from a target you can see. You must know that 
your target has that ability — you can’t just 
guess and hope that you’re right. This ability 
costs Mana (Spell Cost 80). Bosses are typically 
immune, though some of their less important 
abilities may be subject to negation.

95th Level: Power from Beyond — Your 
Mana Bar goes up to 170%.

Being Undead

Being undead isn’t always that bad. 
There are benefits as well as drawbacks:

The undead are hurt by Cure spells. 
Life spells act as Doom effects on them, 
and Holy sources deal double damage.

However, they are healed by Dark 
spells, and can be reanimated (using 
the Life spell) when they are “killed.” 
Most Doom effects bring them up to 
full health and remove all their status 
problems as well.

The undead are not harmed any more 
by Lightning damage, despite it being 
opposed to Dark in this game (see page 
22). Undead are empowered by Dark 
energy, but they’re not Dark-aspected 

the way an elemental is.

Action Cost?

Unless it specifically says otherwise, 
assume that every ability you have takes 
one action to use. Actions that are free to 
use will typically say so; look for key-
words like “at all times,” “reflexively,” 

or “constantly.”

Mana Cost?

An ability that lets you cast a par-
ticular spell always costs Mana unless 
it specifically says otherwise. However, 
many status-dealing abilities cost no 
Mana, even if they duplicate a spell that 

creates that particular status.
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Beast (Base Class)
Beasts come from a special stock of mon-

ster, looking like a combination of a wolf and 
a giant rat. Their intelligence is just slightly 
higher than that of ordinary animals. As their 
power increases their unstable genetic code 
mutates them into combinations of other ani-
mals, or even into shapeshifters.

Starting Attributes
Strength 9
Speed 8
Vitality 8
Intelligence 3
Spirit 4
Magic 3
Luck 7
Favored Stats: Strength and Speed
Unfavored Stat: Intelligence

Power Advancement
Damage: +1 every level
Armor: +1 every 2 levels

Typical Jobs
Beasts are only released from their breed-

ing cages for two reasons. The first is to release 
them en masse in the hopes of utterly overrun-
ning a human settlement. The second is to use 
their loyalty and pack instincts to augment the 
combat capabilities of a group of monsters.

Abilities
1st Level: Bestial Rage — You may choose 

to enter a furious rage at the beginning of your 
turn. If you do, for the remainder of combat 
you have +5 Strength and +5 Speed. However, 
you must attack every turn, and your targets 
are chosen at random (though you do only 
attack enemies). Things that cancel the Berserk 
status will also cancel this ability.

5th Level: Chow Down — Your enlarged 
mouth and teeth let you deal +5 Damage.

Gryphon
Progenitor: Beast
10th Level: Low Flier — You have the natu-

ral ability to fly with the Low-Flier status (see 

SC, page 20). If you are somehow grounded, 
your ability returns after combat.

15th Level: Enchanted Hide — You can 
tense your muscles to incredible hardness, 
forcing anyone who hits you in combat (until 
your next action) to suffer the Claw Break 
status. This doesn’t take an action to use. This 
ability costs Mana (Spell Cost 10).

20th Level: Sharpened Teeth — Your criti-
cal rate increases to 10%.

30th Level: Double Hit — You can make 
two attacks in one action. This ability costs 
Mana (Spell Cost 15).

40th Level: Rend and Tear — You can 
enhance one of your Double Hit attacks so that 
it inflicts the Scale Break status.  This increases 
the Spell Cost to 30.

Chimera
Progenitor: Gryphon
Give Up: Low Flier
Gain: Three Heads — You’re no smarter 

than usual, but you can sleep in shifts and 
have six eyes. You’re immune to the Sleep and 
Blind statuses.

50th Level: Barrage — You can make three 
attacks in one action.  This ability costs Mana 
(Spell Cost 30). You can use Rend and Tear 
with this ability, but it increases the Spell Cost 
to 40.

65th Level: Triple Howl — You can roar so 
loudly that it acts as the Typhoon spell on all 
your foes. You pay the normal Mana cost.

80th Level: Counterattack — When at-
tacked in hand-to-hand combat, you have a 
70% chance of being able to counterattack im-
mediately. You only get one attack this way.

95th Level: Two Spares — A Doom effect 
only kills one of your heads! Unless all three 
heads are Doomed (or otherwise killed), 
you’re still in the fight.

Sphinx
Progenitor: Gryphon
Give Up: Bestial Rage
Gain: Clear Mind — You are free of the 

mindset of a mere animal. You receive a +20 
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bonus to your Intelligence, which is no longer 
considered an unfavored stat. You are also im-
mune to the Berserk and Confused statuses.

50th Level: Roar — You can use an action 
to roar so loudly that it Deafens everyone 
you’re fighting against.

65th Level: Riddle — You ask a riddle of 
one of your opponents. Depending on what 
sort of riddle you ask, they are afflicted by the 
Berserk, Confused, or Old status.  This ability 
costs Mana (Spell Cost 45).

80th Level: Eternal — You have a special 
arrangement with time itself. You cannot be 
affected by the Slow or Old statuses.

95th Level: Cat Lives — You start every 
battle with the Relife spell active on you. Once 
it’s gone, you can be killed normally.

Shifter
Progenitor: Beast
10th Level: Close Wounds — You can cast 

Cure II on yourself. The Spell Cost is reduced 
by –5.

15th Level: Fast Reactions — You have a +5 
bonus to Speed.

20th Level: Adaptable Assault — You alter 
your limbs to overcome your foe’s defenses, 
giving you a +10 to Attack Skill.

30th Level: Stat Imbalance — You can raise 
your physical stats (Str, Vit, Spd) by up to ten 
points, but you have to lower your mental stats 
(Int, Mag, Spi, Luck) by the same amount. You 
can reverse this if you want, lowering physical 
to raise mental. This takes an action to do, but 
lasts as long as you want.

40th Level: Scales or Claws — You can 
take up to +10 on Defense or Damage, but 
you have to lower the other one by the same 
amount. This takes an action to do, but lasts as 
long as you want.

Mimic
Progenitor: Shifter
Give Up: Bestial Rage
Gain: Mirror Object — You can pretend 

to be a simple object, such as a treasure chest. 
You will be ignored in combat until you attack, 

or until you are the last person alive on your 
side.

50th Level: Mirror Weapon — You imitate 
the weapon of one of your foes, giving you 
their Damage score (to a maximum of your 
Level +10). This lasts until the end of combat. 
This ability costs Mana (Spell Cost 35).

65th Level: Mirror Ally  — You precisely 
duplicate the last action taken by one of your 
allies. Exactly the same effects are applied 
(same target hit, same damage, critical or not, 
etc.). If the ability cost Mana, you lose the same 
percentage of your Mana Bar.

80th Level: Multi-Mirror — You can copy 
the attributes (Str, Vit, Spd, Int, Spi, Mag, and 
Luck) of any number of allies and opponents 
at once. You must choose who to mirror for 
each stat. This lasts until the end of combat.

95th Level: Foe Mirror — You precisely 
duplicate the last action taken by one of your 
enemies. Exactly the same effects are applied 
(same damage, critical or not, etc.), but you 
may change the target of the action — for 
instance, you can attack the enemy with his or 
her own ability. If the ability cost Mana, you 
lose the same percentage of your Mana Bar.

Proteus
Progenitor: Shifter
Give Up: Chow Down
Gain: No Organs — You are immune to 

critical hits.

50th Level: Environmental Adaptation — 
You can safely cross any sort of environmental 
hazard, such as bottomless chasms, rivers of 
lava, pits of acid, and the like. You can also 
help the rest of your party get across safely.

65th Level: Shapeshifter — You can take 
on other forms, giving you special benefits 
(though only one at a time). You can choose 
to grow wings (giving you the High-Flying 
status), to become fast and agile (giving you 
the Hasted status), or to become unspeakably 
hideous (inflicting Mind Break on all of your 
opponents). You can change between these 
forms by using an action.

80th Level: Infest — You can become a 
disease, infecting a target of your choice and 
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giving them any status you choose. You disap-
pear from the battle while they’re infected. You 
reappear when they are killed, or when you 
choose to leave their body (which you can do 
at the beginning of one of your actions).

95th Level: Ever-Changing — You can 
instantly shift your attribute points as you 
desire. Effectively, this means that you have 
a score of 99 in each attribute whenever it’s 
important. For example, when you attack, you 
boost your Strength to 99, taking points from 
Spirit and Intelligence. When you get hit, you 
shift that bonus into Vitality, improving your 
Defense. Your Initiative is still based on your 
“natural” Speed score.

Bird (Base Class)
Swift and agile, Birds are the Main Villain’s 

scouts. They are among the most prized of his 
monsters, for when they undergo their full 
metamorphosis they become creatures of great 
and dangerous power.

Starting Attributes
Strength 7
Speed 12
Vitality 4
Intelligence 3
Spirit 5
Magic 5
Luck 11
Favored Stats: Speed and Luck
Unfavored Stat: Intelligence

Power Advancement
Damage: +1 every 2 levels
Armor: +1 every 2 levels

Typical Jobs
Birds act as messengers, scouts, and spies 

for the Main Villain’s armies. While they are 
easily distracted, they are also capable of cross-
ing vast distances every day, and can bring the 
army’s generals important information.

Abilities
1st Level: Low Flier — You have the natu-

ral ability to fly with the Low-Flier status (see 
SC, page 20). If you are somehow grounded, 
your ability returns after combat.

5th Level: Swooping Dive — You use your 
current action to soar up into the air. Until your 
next action you are treated as a High-Flier. 
When you come back down (on your next ac-
tion), you hit someone with a double-damage 
attack. You take no damage from this meteoric 
descent, but it does use up two actions. If your 
foe is critically hit by this attack, he or she 
takes quadruple damage.

Shrike
Progenitor: Bird
10th Level: Lightning Speed — You dart 

around the battlefield quickly, getting the drop 
on your foes. You have +5 to your Initiative.

15th Level: Shearing Talons — Your claws 
become sharp and deadly, dealing +5 Dam-
age.

20th Level: Sun Dive — Your swooping 
dives come right out of the sun, making you 
hard to spot. Your critical percentage with 
these attacks rises to 10%.

30th Level: Flit Away — You’re so fast that 
others have trouble hitting you. +10 Evasion.

40th Level: Sonic Scream — You can 
screech with bone-shattering volume, letting 
you cast the Black Magic spell Aero III on one 
opponent. You pay the usual spell cost.

Thunderbird
Progenitor: Shrike
Give Up: Sonic Scream
Gain: High Flier — Change your Low-Fly-

ing status to the High-Flying status.

50th Level: Lightning Aspect — You attain 
a partly elemental state. You take an extra half 
damage from Dark sources, but no damage 
from Lightning attacks. Your natural attacks 
are considered Lightning-aspected as per the 
weapon special ability (see SC, page 71)

65th Level: Bolt Beak — You can cast the 
Black Mage spell Luminaire on a single target. 
The Spell Cost is reduced by –10.

80th Level: Skybreaker — You call forth 
lightning so powerful it splits the battle screen 
in half. The enemy’s back row is separated 
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from the fight, and can do nothing to affect 
your side until the front row is defeated.

95th Level: Thunderstorm — You can call 
forth a powerful storm, which affects everyone 
nearby (friend and foe alike) with half-strength 
Luminaire and Typhoon spells. This ability 
costs Mana (Spell Cost 70).

Garuda
Progenitor: Shrike
Give Up: Lightning Speed
Gain: Enormous Bulk — You become huge, 

capable of carrying off elephants or killer 
whales. +10 Vitality.

50th Level: Wing Rush — You can affect 
all your opponents with the Black Mage spell 
Aero III. There is no mana cost, but your recov-
ery time from this action is increased by half.

65th Level: Godly Power — +10 to Strength 
and Magic. You are expected to carry Vishnu 
around, after all.

80th Level: Death Drop — You pick up any 
non-Boss enemy and drop them from an im-
mense height. This is a Doom effect that does 
not heal the undead. Fliers are immune.

95th Level: Blow Away — You can remove 
a single non-Boss target from combat with a 
massive gust of wind. This works as the Time 
Mage spell Exit, but it cannot be resisted and 
you pay no Mana cost.

Wyvern
Progenitor: Bird
10th Level: Strong Bite — Your jaws are 

strong enough to crush stone. +5 Damage.
15th Level: Coil and Grab — You can inflict 

the Paralyzed status on one opponent. As long 
as your target remains paralyzed, your actions 
are restricted: you can only attack that foe until 
you disengage (which frees you both).

20th Level: Poisoned Stinger — You can 
make a Poisoned attack, dealing both status 
and damage. This ability costs Mana (Spell 
Cost 15). The poison’s strength is your Dam-
age -15, as usual.

30th Level: Bite and Sting — You can take 
two attacks in a single action. This ability costs 
Mana (Spell Cost 15). You can use your Poison 
Stinger if you desire, though you still pay the 
Mana cost for it.

40th Level: Wing Buffet — You can attack 
all your enemies at once, dealing your regular 
damage -15. This ability costs Mana (Spell Cost 
30). You cannot use your Poison Stinger on this 
attack.

Serpent
Progenitor: Wyvern
Give Up: Swooping Dive
Gain: Snap Up — You strike so quickly 

that few can raise a defense against you. +10 
to Attack Skill.

50th Level: Virulent Poison — Your Poison 
Stinger ability now has a poison strength of 
your regular Damage -5. 

65th Level: Blinding Poison — Your Poison 
Stinger ability now has a poison strength of 
your regular Damage. In addition, it inflicts 
the Blind status.

80th Level: Deadly Poison — Your Poison 
Stinger ability now has a poison strength of 
your regular Damage +5. In addition, it inflicts 
a Timed Doom status (5 actions).

95th Level: Reality Excision Poison — Your 
Poison Stinger ability now has a poison 
strength of your regular Damage +10. In addi-
tion, it affects your target with the Time Mage 
spell Vortex.

Dragon
Progenitor: Wyvern
Give Up: Poisoned Stinger
Gain: Hardened Scales — Your scales 

thicken with the power of magic. +5 Defense 
and +5 Magic Defense.
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50th Level: Fire Breath — You can cast Fire 
III on all your foes at once. You pay the spell’s 
normal Mana cost.

65th Level: Claw Claw Bite — You can take 
three attacks in one action. This ability costs 
Mana (Spell Cost 50).

80th Level: Flare Breath — You can cast 
Flare on all your foes at once. You pay the 
spell’s normal Mana cost.

95th Level: Boss Status —The Main Villain 
considers you a worthy ally. You are raised to 
the rank of Boss, giving you all the status im-
munities that Bosses normally have.

Goblin (Base Class)
The quintessential monster, Goblins are 

everywhere. They are adaptable, ruthless, and 
prolific. Few people know it, but many of the 
nonhuman races in the world are originally 
descendent from different kinds of Goblin. 

Starting Attributes
Strength 9
Speed 7
Vitality 9
Intelligence 6
Spirit 5
Magic 3
Luck 5
Favored Stats: Spirit and Magic
Unfavored Stat: Vitality

Power Advancement
Damage: +2 every 3 levels
Armor: +2 every 3 levels

Typical Jobs
Goblins start as foot soldiers, but quickly 

move up to acting as shock forces, support 
troops, and emissaries to distant monster 
enclaves — possibly even to Hell itself.

Abilities
1st Level: Goon Squad — Goblins never 

really travel alone. If you see one, there are a 
dozen others hiding in the shadows. You can 
call your friends in to trample your foes, hit-
ting all of them at once. The damage is your 
own Damage stat -15. 

5th Level: Opposable Thumbs — You can 
use the Steal ability, as a Thief would (see SC, 
page 40)

Imp
Progenitor: Goblin
10th Level: Demonic — Being from Hell, 

you have less trouble with certain hardships 
than others. You take half damage from Fire 
and Dark sources, but double damage from 
Holy.

15th Level: Sharp Little Claws — Your criti-
cal rate rises to 10%.

20th Level: Smoke and Brimstone — Your 
scales have been tempered in the fires of Hell. 
+10 Status Resistance.

30th Level: Ferocity — You can attack 
twice in one action. This ability costs Mana 
(Spell Cost 20).

40th Level: Horrible Pact — You give one 
opponent an item of your choice. It gives you 
whatever spiffy thing it’s carrying, which you 
normally would have gotten by using the Steal 
ability. Combat then continues as normal. This 
is a Resisted Ability, based on your Level and 
resisted by the monster’s Intelligence.

Demon
Progenitor: Imp
Give Up: Opposable Thumbs
Gain: Lord of Hell — You’re so used to 

fire that you’re starting to enjoy the stuff. Fire 
damage heals you.

50th Level: Waste and Ruin — You can use 
an action to inflict the Old status on someone. 
This ability costs Mana (Spell Cost 40).

65th Level: Spines  — Anyone who physi-
cally attacks you gets a face full of spines. You 
can counterattack anyone who comes after 
you, whether they hit you or not. Your next 
action is delayed by one tick.

80th Level: To Hell — You can use an 
action to teleport someone to hell, and leave 
them there. This duplicates the effect of the 
Time Mage spell Vortex, with its attendant 
Mana cost.
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95th Level: Hellstorm — You open up a 
portal to the afterlife. The bad one. Everyone 
around, friend and foe, is hit with half-strength 
Flare and Void spells. This ability costs Mana 
(Spell Cost 70).

Fiend
Progenitor: Imp
Give Up: Sharp Little Claws
Gain: Ambush — You’re sneakier than 

most people. A party with a Fiend doubles its 
chance to surprise an opponent. This ability 
stacks with those of other classes.

50th Level: Mug — As per the Thief ability 
(see SC, page 41).

65th Level: Lightning Fast — Add +10 to 
your Speed.

80th Level: Rend — You can make three 
attacks in one action, but you only make the 
third if the first two hit successfully.  This abil-
ity costs Mana (Spell Cost 65).

95th Level: Every Last Penny — Your 
group receives twice the normal amount of 
treasure from a battle or treasure chest. This 
includes items. If your opponent has a per-
centage chance to drop a rare item, this ability 
doubles that chance.

Sprite
Progenitor: Goblin
10th Level: 2nd Level Sprite Magic — See 

page 24 for your spell list.
15th Level: Wee — You’re small and fast, 

making you tough to hit. +10 to Evasion.
20th Level: 3rd Level Sprite Magic — See 

page 24 for your spell list.
30th Level: Elemental Spirit — You’ve 

bonded to the energies of Water and Air, and 
take half damage from those sources.

40th Level: 4th Level Sprite Magic — See 
page 24 for your spell list.

Faerie
Progenitor: Sprite
Give Up: Elemental Spirit
Gain: Low-Flier — You have the natural 

ability to fly with the Low-Flier status (see SC, 
page 20). If you are somehow grounded, your 
ability returns after combat.

50th Level: Bright Spirit — You’ve allied 
yourself with a different set of powers now. 
You take no damage from Air and Lightning 
attacks, but double damage from Dark.

65th Level: Faerie Spells — You can cast a 
small assortment of 5th level spells. See page 
24 for your list.

80th Level: Distracting — You flit across 
the battlefield so quickly that others are con-
fused. Anyone attacking you has a 30% chance 
to hit one of his allies instead of you.

95th Level: Faerie Dust — You and all your 
allies gain the High-Flying status at all times.

Sidhe
Progenitor: Sprite
Give Up: Goon Squad
Gain: Free Spirit — No one can tie you 

down or trap you. You are immune to the 
Paralysis and Sleep statuses.

50th Level: Beauty — You are so beautiful 
that your opponents can barely bring them-
selves to strike you. You are the last person to 
be attacked in combat.

65th Level: Charm — You can inflict a spe-
cial status on an opponent. If they fail to resist, 
they must take whatever actions you choose 
when their turn comes up. This ability can be 
shaken off. No item will fix it, but Dispel and 
Restore both work against it. You can only 
charm one opponent at a time. This ability 
costs Mana (Spell Cost 65).

80th Level: Magic Touch — With a simple 
touch you can use Cure III or Frog on one foe. 
This ability costs just 1% of your Mana Bar.

95th Level: Rip Van Winkle — You put 
one opponent so soundly to sleep that he will 
not wake up for one hundred years. This is 
equivalent to the Time Mage spell Vortex, with 
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the attendant Spell Cost. Undead monsters 
and monsters descendant from Meks, who 
never sleep, are immune.

Ogre
Progenitor: Goblin
10th Level: Brutish — You’re big 

and nasty, with bulging muscles. +5 
Strength and Vitality.

15th Level: Tough Skin — Your skin is tough 
to penetrate with magic. +5 Magic Defense.

20th Level: Big Club — You have a weap-
on, probably a tree branch or other found item. 
It gives you +5 Damage. If you’re hit by any 
sort elemental damage, The weapon breaks, 
and your Damage returns to normal until after 
the fight, at which point you scavenge another 
club.

30th Level: Two-Handed Smash — You hit 
your foes once going forwards and once on the 
backswing. You can make two attacks in one 
action. This ability costs Mana (Spell Cost 15).

40th Level: Throw Boulder — You can 
make an attack that hits the enemy’s back 
row. One attack this way uses up your action, 
even if you can normally make more than one 
attack.

Titan
Progenitor: Ogre
Give Up: Opposable Thumbs
Gain: Titanic — You’re 

downright immense. You gain 
+5 Strength and Vitality, but 
take a -5 penalty to Speed as 
your bulk slows you down.

50th Level: Knockback — You can use an 
action to wind up and kick one target from the 
front row of combat to the back row. This deals 
your normal damage as well. 

65th Level: Inuk-chuk — You use an ac-
tion to grow to even more titanic proportions, 
dwarfing everything around you. All of your 
allies and all non-Boss monsters are affected 
by the Tiny status. You can cancel this at the 
beginning or end of one of your actions.

80th Level: Boulder Bowler — Your at-
tacks hit all enemies in a straight line away 
from you.

95th Level: Terra Stomp — You stamp 
your foot so hard that the ground shakes long 
afterwards. Your foes lose 1% of their Health 
Bar each tick. This is Earth elemental damage. 
Bosses are immune.

Troll
Progenitor: Ogre
Give Up: Throw Boulder
Gain: Regeneration — Your body heals 

itself automatically recover 1% of your Health 
Bar every three ticks.

50th Level: Razor Claws — Your critical hit 
rate rises to 15%.

65th Level: Regrowth — Your body heals 
even more quickly. You recover 1% every two 
ticks, and recover from any Claw Break or 
Scale Break status at the beginning of your 
next action.

80th Level: Frenzy — You can make three 
attacks in one action. This ability costs Mana 
(Spell Cost 65).

95th Level: Diamond-Clad — You start 
every fight with the Wall spell cast on yourself. 
Also, your regeneration rate rises to 1% per 
tick.



M
on

st
er

 M
as

h:
 C

la
ss

es
P

ag
e 

14

M
onster M

ash: C
lasses

P
age 15

Mek (Base Class)
Meks are artificially created creatures, 

welded together and animated by magic. 
Eventually they must choose one side or the 
other of their heritage, as the magitech tension 
within them builds to dangerous levels. They 
provide the Main Villain’s army with pure 
stopping power.

Starting Attributes
Strength 10
Speed 6
Vitality 10
Intelligence 6
Spirit 3
Magic 4
Luck 3
Favored Stats: Strength and Vitality
Unfavored Stat: Magic

Power Advancement
Damage: +1 every level
Armor: +1 every level

Typical Jobs
Beat the crap out of everything in front of 

them. Meks are created solely for war.

Abilities
1st Level: Tough Skin — You start the game 

with a +5 bonus to your Defense.
5th Level: Power Punch — You can choose 

to deal double damage with a punch. However, 
the recovery time from that attack is doubled. 
This cannot be used on attack-like abilities, 
such as a Warbot’s missile barrage.

Robot
Progenitor: Mek
10th Level: Machine Body — You take half 

damage from all elements except for Light-
ning, which deals an extra half damage. It also 
has a 50% chance to Confuse you.

15th Level: Extendo-Punch — You can 
make attacks into the enemy’s back row with 
impunity. This ability costs Mana (Spell Cost 
5).

20th Level: Medical Unit — You can cast 
Cure III on any single target. The Spell Cost is 
reduced by –5. 

30th Level: Electrical Discharge — You can 
cast Bolt III on any single target. The Spell Cost 
is reduced by –10. 

40th Level: One-Two — You can make two 
attacks in one action. This ability costs Mana 
(Spell Cost 20).

Warbot
Progenitor: Robot
Give Up: Medical Unit
Gain: Laser Targeting — Your Critical Per-

centage increases to 15%.

50th Level: Missile Barrage — You can 
make a multi-attack (as per the weapon special 
ability; see SC page 72) that deals your normal 
damage –10. This ability costs Mana (Spell 
Cost 40).

65th Level: Laser Cannon — You can cast 
the Flare spell on any number of enemies who 
are in a straight line away from you. The Spell 
Cost is reduced by –5.

80th Level: Stasis Wave — You affect the 
front or back row of the enemy’s lines with the 
Stopped status.  This ability costs Mana (Spell 
Cost 50).

95th Level: Liquid Metal — Your body 
regenerates itself. You are constantly affected 
as by the Time Mage spell Regenerate.

Mainframe
Progenitor: Robot
Give Up: One-Two
Gain: Remote Unit — Your actual body is 

a hundred miles away, but you send remote 
units into the battle for your allies. If you are 
knocked out by damage, you simply send 
a new remote after the battle’s over. No one 
needs to cure or raise you unless they want 
you back in the action sooner.

50th Level: Battle Analysis — Thanks to 
your flawless analysis of enemy weaknesses, 
everyone on your side of the fight gets +5% to 
their critical percentage.
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65th Level: Nuclear Option — You cast the 
Flare spell on everyone in the battle, enemy and 
ally alike. The Spell Cost is reduced by –15. 

80th Level: Tactical Database — Your un-
derstanding of your enemies lets you suggest 
numerous attack plans to your friends. Your 
foes suffer a -10 penalty to their Defense, Magic 
Defense, Status Resistance, and Evasion.

95th Level: Magitech Circuitry — Your 
remote’s special circuitry enhances spells cast 
through it. All of your allies’ spells and magi-
cal abilities deal an extra 10% damage.

Golem
Progenitor: Mek
10th Level: Earth Body — You take no 

damage from Earth elemental sources, but 
an extra half damage from Air sources. Your 
physical attacks are considered Earth aspected 
weapons.

15th Level: Cover — You can take up a 
defensive stance as your action for the round. 
If one of your allies is attacked, you will jump 
in the way to take the damage instead. You can 
turn off this ability at the beginning of your 
next action.

20th Level: Enruned — Your body has 
been enhanced with magical runes. Your Sta-
tus Resistance increases by +10.

30th Level: Knockback — You can use an 
action to wind up and kick one target from the 
front row of combat to the back row. This deals 
your normal damage as well.  This ability costs 
Mana (Spell Cost 20).

40th Level: Rush — You can make an at-
tack that has half the normal recovery time.  
This ability costs Mana (Spell Cost 20).

Gargoyle
Progenitor: Golem
Give Up: Cover
Gain: High Flier — You have the natural 

ability to fly with the High-Flier status (see SC, 
page 20). If you are somehow grounded, your 
ability returns after combat.

50th Level: Fearsome Stare — You can turn 
your gaze at one person with such intensity 

that they can’t speak a word (inflicting the 
Silence status). This ability costs Mana (Spell 
Cost 30).

65th Level: Divebomb — You can make at-
tacks against the enemy’s back row normally.

80th Level: Claw Claw Bite — You can 
take three attacks in one action. This ability 
costs Mana (Spell Cost 40). You can combine 
this with Rush, but you must pay Rush’s cost 
for all three attacks.

95th Level: Petrifying Bite — You can have 
your attack deal the Petrified status. This abil-
ity costs Mana (Spell Cost 50).

Colossus
Progenitor: Golem
Give Up: Rush
Gain: Immense — You are so 

incredibly huge that it’s difficult 
to even think of damaging you. 
You receive +5 Defense and your 
Health Bar goes to 150%.

50th Level: Smash — Your attacks can deal 
the Scale Break status. This ability costs Mana 
(Spell Cost 25).

65th Level: Squash Flat — You not only 
make a normal attack, but you add the effects 
of the Richter spell to your target, and a half-
strength version of it to everyone on their side 
of the battlefield. This ability costs Mana (Spell 
Cost 50).

80th Level: Unbreakable — You cannot be 
affected by the Petrified status, nor by any of 
the Break statuses.

95th Level: Fall On — When you are killed, 
all of your enemies find themselves suffering 
from a Timed Doom effect with a duration of 
three actions. Only Bosses are immune.
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Spore (Base Class)
Strange and easily underestimated, Spores 

are fungal creatures who live beneath the 
surface of the Planet. All plant life is theirs to 
control, though it takes time to wake them-
selves to their power. It is said that the Spores 
approached the Main Villain before he knew 
about them, and offered their services.

Starting Attributes
Strength 6
Speed 4
Vitality 10
Intelligence 5
Spirit 9
Magic 5
Luck 3
Favored Stats: Spirit and Vitality
Unfavored Stat: Luck

Power Advancement
Damage: +1 every 2 levels
Armor: +1 every level

Typical Jobs
Spores are the Main Villain’s equivalent 

to paratroopers, appearing behind the human 
forces’ lines to carry out their missions.

Abilities
1st Level: Plant Life — You are a plant. You 

take double damage from Fire, but half dam-
age from Water and Earth, and the Frog status 
cannot affect you.

5th Level: Take Root — You can put down 
roots into the ground, drawing strength from 
it. When you use the Defense action in combat, 
you add +15 to your Defense, Magic Defense, 
Resist Status, and Evasion scores (instead of 
the usual +10).

Fungus
Progenitor: Spore
10th Level: Spore Cloud — You double 

your chance to run from combat. This ability 
costs Mana (Spell Cost 10).

15th Level: Lives in Darkness — You are 
immune to the Blind status

20th Level: Sprout Up — You can disap-
pear into the ground and appear behind your 

foes, allowing you to make back-row attacks 
without penalty.

30th Level: Decay — You can use an action 
to inflict the Poisoned status on your foe. The 
Poison Strength is your Magic score –5.  This 
ability costs Mana (Spell Cost 20).

40th Level: Hallucination — You can use 
an action to Confuse one opponent. This abil-
ity costs Mana (Spell Cost 30).

Shroomer
Progenitor: Fungus
Give Up: Sprout Up
Gain: Sturdy — You are large and well-

built. +5 to Vitality and Magic Defense.

50th Level: Sleep Spores — You can take 
an action to affect all your foes with the Sleep 
status at once.  This ability costs Mana (Spell 
Cost 25).

65th Level: Terrain Assault — You can 
make attacks with nature itself, calling trees to 
fall on your target and the ground to explode. 
This is a ranged attack that uses your Vitality 
as the Damage rating. This ability costs Mana 
(Spell Cost 20).

80th Level: Trembling — Those who suc-
cessfully attack cannot help but knock some 
spores down on themselves. You can choose 
to affect them with the Sleep, Confuse, or 
Poison status, as per the Decay, Hallucination, 
and Sleep Spores abilities. This costs no Mana, 
and does not take an action (at least, not one 
of yours).

95th Level: Mycosis — You infect the 
ground beneath you with spores of yourself. 
Those attempting to use Earth or Water spells 
against you will find it reflected against them.

Slime
Progenitor: Fungus
Give Up: Hallucination
Gain: Fluid Body — It’s hard for magic to 

get a hold on you. +15 Status Resistance

50th Level: Dissolve — You can choose to 
make your attacks Water-aspected at any time. 
There is no Mana cost.
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65th Level: Envelop — You engulf one 
opponent, surrounding your foe with your 
own body. Those targeted by this ability can 
do nothing until you reflexively spit them out 
on your next turn, none the worse for wear 
(though somewhat more soggy than before). 
Bosses are immune, and very large foes may 
be as well, at the CPU’s discretion.  This ability 
costs Mana (Spell Cost 50).

80th Level: Digest — Those you have En-
veloped take 1% damage every two ticks. This 
is considered Water damage.

95th Level: Convert — If you kill an enemy 
with your Digest power, you can create a du-
plicate of yourself on the battlefield. It has the 
same Health and Mana bars that you currently 
do, and all your stats and statuses, but it takes 
its own actions (which you direct). It dissipates 
at the end of the battle. This ability can be used 
more than once.

Carnivorous Grass
Progenitor: Spore
10th Level: Camouflage — They never 

notice the blood until it’s too late. Any group 
you’re a part of has twice the normal chance to 
surprise their opponents before combat.

15th Level: Jagged Blades — Your critical 
percentage rises to 5%.

20th Level: Entangle — You can take an ac-
tion to Slow one opponent.  This ability costs 
Mana (Spell Cost 10).

30th Level: Fearsome Maw — Who knew? 
You deal +5 Damage.

40th Level: Brushfire — If attacked with a 
Fire spell or power, you can choose to ignite 
your opponent as well. They suffer the same 
fiery attack that you did. You can choose not 
to do this (for instance, if you’d rather not heal 
that hostile fire elemental).

Dryad
Progenitor: Carnivorous Grass
Give Up: Fearsome Maw
Gain: Dryad Spells — You can cast an as-

sortment of spells from 1st through 4th level. 
See page 24 for your list.

50th Level: Earthfriend — You take no 
damage from Earth sources.

65th Level: 5th Level Spells — You can use 
5th level Dryad spells. See page 24 for your 
list. You also gain a +5 bonus to Spirit.

80th Level: Arborify — Your kiss turns 
your foes into trees. This works exactly as the 
Petrified condition. The attack has no Spell 
Cost, and deals no damage, but you must still 
check to see if your target evades you.

95th Level: Simulacrum — You can create a 
duplicate of yourself out of nearby plants. It’s 
very convincing, The first attack made against 
you in a particular battle will always miss.

Oakman
Progenitor: Carnivorous Grass
Give Up: Brushfire
Gain: Oakman Spells — You can cast an as-

sortment of spells from 1st through 4th level. 
See page 24 for your list. 

50th Level: Shrug Off — You can automati-
cally use 50% of your Mana Bar to ignore any 
Status. This can be done as soon as it affects 
you, or you can wait until later if you like. 
(The Stop, Petrify, and Doom statuses are 
exceptions: do it right away, or you won’t have 
a chance to do it later!)

65th Level: 5th Level Spells — You can use 
5th level Oakman spells. See page 24 for your 
list. You also gain a +5 bonus to Spirit.

80th Level: Acorn Recovery — You begin 
each battle under the effect of the White Mage 
spell Relife.

95th Level: My God, It’s Full Of Squirrels 
— From your mouth pour hundreds, nay, 
thousands of tiny buck-toothed nut-loving 
rodents. One non-Boss foe of your choice is 
reduced to 1% Health.
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Wisp (Base Class)
Wisps are creatures of pure energy, living 

by drawing power out of the world around 
them. Though they are physically weak, they 
can gain great magical power through the 
powers of the elements or allegiance with the 
forces of death and darkness.

Starting Attributes
Strength 4
Speed 9
Vitality 3
Intelligence 8
Spirit 8
Magic 6
Luck 4
Favored Stats: Spirit and Magic
Unfavored Stat: Vitality

Power Advancement
Damage: +1 every 2 levels
Armor: +1 every 2 levels

Typical Jobs
Wisps are often hired for jobs requiring a 

certain amount of subtlety. Many other mon-
sters are more powerful than Wisps, but none 
are more cautious or more sneaky.

Abilities
1st Level: Energy Being — Wisps are 

creatures of energy, not matter. They take half 
damage from any physical attack. They also 
cannot be poisoned.

5th Level: Charge Up — By taking an 
action to absorb violent energy from their sur-
roundings, Wisps can fortify themselves with 
power. Add +10 to all attributes until the end 
of combat. This ability cannot be used more 
than once per combat.

Elemental
Progenitor: Wisp
10th Level: Elemental Type — Pick one of 

the six elemental types (Fire, Air, Water, Earth, 
Lightning, or Dark). From now on, you take 
no damage from that element, instead gaining 
half the attack’s damage as health. All of your 
attacks are elementally boosted (see SC, page 

72). You take double damage from opposing 
elements.

15th Level: Empowering Meld — You can 
meld into your allies’ Attack Jewels, giving 
them some of your power. You make all attacks 
by your group elementally aspected with your 
element. You disappear while using this pow-
er, since you’re bound into the Jewels. You can 
choose to end the effect at any time, regaining 
your body, and the effect automatically ends if 
any of your allies are knocked out.

20th Level: Elemental Blast II — You have 
access to the 3rd level Black Magic spell appro-
priate to your elemental type: Aero II for Air, 
Quake II for Earth, and so forth. See SC, page 
61. The Spell Cost is reduced by –5. No, there’s 
no Elemental Blast I.

30th Level: Elemental Eruption — You can 
use any Elemental Blast ability on all of your 
foes and yourself in one action. Spell cost is the 
listed amount +10.

40th Level: Elemental Blast III — You have 
access to the 4th level Black Magic spell ap-
propriate to your elemental type: Aero III for 
Air, Quake III for Earth, and so forth. The Spell 
Cost is reduced by –5.

Archomental
Progenitor: Elemental
Give Up: Energy Being
Gain: Elemental Shield — Swirling elemen-

tal power protects you from incoming attacks. 
Add +10 to your Defense score.

50th Level: MIRV — You can affect any 
number of targets that you choose with a spell 
you know. This works even if someone is, for 
instance, hiding behind someone else — you 
can catch the person who’s hiding and not 
hurt the other one. The spell’s damage (or 
healing effect) takes a -10 penalty, and the Spell 
Cost increases by +10.

65th Level: Elemental Blast IV — You have 
access to the 5th level Black Magic spell appro-
priate to your elemental type: Typhoon for Air, 
Richter for Earth, and so forth. The Spell Cost 
is reduced by –5.

80th Level: Sorcerous Power — You re-
ceive a +10 bonus to your Magic score.
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95th Level: Sixth Level Spell — You can 
unleash incredible world-breaking power on 
your foes. This spell deals 120 Damage, of a 
type appropriate to your element. It uses your 
entire Mana bar to cast this spell.

Antipode
Progenitor: Elemental
Give Up: Elemental Eruption
Gain: Second Elemental Type — You are 

made up of two elements at once, having all 
the benefits and drawbacks of both. You can 
choose opposing elements if you so desire, 
thus taking normal damage from all elemen-
tal sources (but still dealing damage of both 
elemental types)

50th Level: Element Shift — You can take 
an action to change one of your elemental 
types. For instance, if your current types are 
Fire and Earth, and you face a Geomancer 
immune to Earth damage, you could change 
your Earth element to Water.

65th Level: Polar Strike — You can make 
two attacks in one action. Each one uses a dif-
ferent element you are composed of.

80th Level: Metamorph — You can use 
your Element Shift ability at any time, without 
taking an action, whenever it is your turn.

95th Level: Omnimental — You can be 
composed of any number of elements you 
desire, from none to all six at once. You can ef-
fortlessly change between them as you desire, 
even when it’s not your turn.

Ghost
Progenitor: Wisp
Special Notes: You are undead, with all 

that normally entails (see sidebar, page 6).
10th Level: Ghostly Touch — You ef-

fectively ignore your target’s armor, dealing 
damage via comparison with their Toughness 
score instead of their Defense.

15th Level: Ethereal — Some attacks simply 
pass through you. You have a +10 bonus to 
Evasion.

20th Level: Float Through — You can 
briefly dematerialize, passing through one 

character to strike at another. In Silly and 
Console style games, you can attack your op-
ponents’ back row without penalty.

30th Level: Moan — You can wail and 
moan at a particular target, frightening them 
so much that they can’t move. This inflicts the 
Paralyzed status. This ability costs Mana (Spell 
Cost 20)

40th Level: Terrifying Touch — Your at-
tacks can inflict the Old status, scaring your 
target so much that they instantly age. This 
ability costs Mana (Spell Cost 40).

Wraith
Progenitor: Ghost
Special Notes: You are undead, with all 

that normally entails (see sidebar, page 6).
Give Up: Charge Up
Gain: Wicked Reserves — Your Health and 

Mana bars go up to 120%.

50th Level: Steal Life — Each time you 
damage an opponent your current Health Bar 
rating goes up by 5%.

65th Level: Steal Power — Each time you 
damage your opponents they lose one special 
ability. If you know they have a particular 
ability you can choose to remove that one, 
otherwise the ability is chosen at random by 
the CPU. If they escape the battle, they will 
recover when they rest.

80th Level: Steal Memory — Each time 
you damage your opponents their Level drops 
by one. You gain a +5 bonus to all attributes 
for the remainder of the combat. This ability is 
cumulative, up to a maximum attribute of 99.

95th Level: Steal Time — Each time you 
damage your opponents they become briefly 
frozen in time. Their recovery time is increased 
by 5 ticks. This applies only to their current 
recovery time, not to any future times.
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Grue
Progenitor: Ghost
Special Notes: You are not undead, despite 

being evolved from a monster type that origi-
nally was.

Give Up: Float Through
Gain: Monster Under The Bed — You draw 

off the fear of children everywhere. It fortifies 
you with a +10 bonus to Vitality.

50th Level: It Is Dark — Your attacks inflict 
the Blind status on your opponents, surround-
ing them in a small cloud of black smoke. This 
costs no Mana.

65th Level: Eat Whole — You may make a 
Doom attack against any Blinded opponent. 
There is absolutely no chance to resist. Only 
Boss monsters are immune.

80th Level: Twisty Passages — You can slip 
through the cracks in the world to attack your 
opponents from the side, making it easier for 
you to hit. Improve your Attack Skill by +10.

95th Level: Top Predator — You are so 
incredibly fearsome that no one will willingly 
attack you. Until you are the last person stand-
ing on your side, you will not be attacked.

Oriental Remix
Perhaps you’d prefer to play a less 

Westernized console game. If so, here 
are a few changes you could make to 
some of the monster class names. Not all 
of them are perfect matches, but some 
come close. Other names (like using 
“Avatar” for Wisps) were chosen simply 
because of the interesting implications.

Base Classes
Apprentice: Tianshi
Beast: T’ien Kou
Bird: Hsien
Goblin: Bakemono
Mek: Bing Ma Yong
Spore: Ginkgo
Wisp: Avatar

Selected Evolutions
Archmage: Sensei
Chimera: Itsumaden
Dryad: Kodama
Grue: Rakshasa
Mimic: Tsukumogami
Oakman: Jyubokko
Ogre: Oni
Serpent: Naga
Shifter: Inugami
Slime: Nupperabou
Sphinx: Ki-Rin
Wizard: Wu Jen
Wraith: Gaki

The monsters Garuda, Dragon, and 
Ghost need no alteration; they or varia-
tions on them already exist in various 
Asian mythologies.

Note that these names come from 
many different mythologies, among 
them Chinese, Japanese, Indian, and 
Korean. If you want a game that draws 
more directly from a single country’s 
religions and mythology, you have some 
research ahead of you. The Encyclopedia 
Mythica, online at pantheon.org, is not a 
bad place to start.
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New Rules
Monster Mash works off the same basic 

game engine as Super Console. You’ll still use 
the Bar Chart, Skill Chart, and other rules that 
you’re used to. To make this supplement feel 
a little more unique, and a little more worth 
your money, we’ve added some new rules as 
well: new statuses, different spell lists, and 
miscellaneous other changes. This chapter will 
help to familiarize you with those changes.

Dial Settings
This game is set in the Magitech Era by 

default, mixing magical creatures (such as 
golems) with high-tech ones (such as main-
frame computers), even in the same monster’s 
evolutionary tree. If you’d rather set things in 
the Medieval Era, you can easily remove some 
of the high-tech monster classes.

The default style is Silly, primarily because 
of the extreme mix of characters. If you want 
to run a Mixed game, it won’t be impossible, 
but expect things to slip into silliness every 
once in a while. It’s hard to avoid when your 
characters’ heights vary by a factor of ten.

We assume, throughout this book, that you 
will be using the basic combat system detailed 
in Super Console, rather than the optional 
rules described under “More Combat.” If you 
prefer those rules, you’ll have to do some ad-
judication with certain monster class abilities 
(like the ability to kick someone from the front 
row into the back row of combat).

New Rule: The Angry State
Monster Mash introduces the “Angry 

State” rule: when your character’s Health Bar 
is in the red (that is, when you have 20% or less 
of your health remaining), you become angrier 
and more powerful. Your Damage, Defense, 
and Magic scores all increase by +5.

Status Effects
There are five new status effects found in 

Monster Mash. Boss monsters are typically 
immune to them all, though some might be 
vulnerable to a particular Break.

Claw Break
Your claws have been blunted against a 

particularly hard skin, or shattered by a hor-
rible attack. Until you can file them back into 
shape, you deal -10 Damage. This status is not 
cumulative with itself, though it can stack with 
other Damage-reducing effects. Does not end 
after combat. Cannot be shrugged off. Coun-
tered by a File. This can easily be adapted to 
a regular game of Super Console by calling it 
“Weapon Break.” A File or Whetstone could be 
used to fix it.

Corrupt
You have been filled with too much evil, 

even for a monster. In a fit of vicious rage, you 
turn against your companions, attacking your 
friends at every opportunity until this status 
is fixed. You may use physical attacks, magic, 
or other abilities. Ends after combat. Can be 
shrugged off. Countered by Holy Symbols.

Mind Break
Your mind is broken, perhaps as a result of 

seeing things too terrible to contemplate. You 
suffer a -10 penalty to your Intelligence and 

Backwards 
Compatibility

It’s easy to use Monster Mash with 
the original Console. Just make the fol-
lowing adjustments:

The Claw Break and Scale Break 
statuses subtract your level from your 
Damage or Defense, respectively.

The “Angry State” rule adds +5 to 
your Magic stat, and adds half your level 
to your Damage and Defense.
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Magic scores. Ends after combat. Cannot be 
shrugged off. Countered by Bottled Clarity.

Scale Break
Your scales have been broken, or your 

tough skin penetrated, by a particularly nasty 
blow. Until you bandage yourself so you can 
heal, you suffer a -10 penalty to Defense. This 
status is not cumulative with itself, though it 
can stack with other Defense-reducing effects. 
This can easily be adapted to a regular game 
of Super Console by calling it “Armor Break” 
and using a Tiny Hammer to fix the effects.

Zombified
You have been turned partially undead. 

While you can still act normally for the most 
part, you are now damaged by healing ef-
fects, and healed by Dark damage. Life spells 
are like Doom effects for you now, and most 
Doom effects bring you to full health. Holy 
spells and weapons deal double damage to 
you. Ends after combat. Can be shrugged off. 
Countered by Holy Water.

Elemental Notes
This supplement uses only six elements: 

Air, Dark, Fire, Earth, Lightning, and Water. A 
seventh element exists, Holy, but it is restricted 
to the party’s  opponents.

Air is the element of whirlwinds, torna-
does, and loud sounds. Any spells that once 
dealt Sonic damage now deal Air damage. Air 
and Earth are opposed elements, dealing extra 
damage to each other.

Dark is the element of shadow and the 
undead. Any spells that once dealt Gravity 
damage now deal Dark damage. Dark and 
Lightning are opposed elements, dealing extra 
damage to each other. Dark is also opposed by 
Holy.

Fire is the element of flame, heat, and dry-
ness. Fire and Water are opposed elements, 
dealing extra damage to each other.

Earth is the element of stone, crystals, and 
earthquakes. Earth and Air are opposed ele-
ments, dealing extra damage to each other.

The Elements
Element Base Spell Master Spell Opposed By?

Air Aero Typhoon Earth
Dark Dark Void Lightning, Holy
Fire Fire Flare Water

Earth Quake Richter Air
Lightning Bolt Luminaire Dark

Water Water Tsunami Fire
Holy Holy White Dark

Status Table
Status Fixed By Ends After Combat? Shrug Off?

Claw Break File no no
Corrupt Holy Symbol yes yes

Mind Break Bottled Clarity yes no
Scale Break Bandages no no
Zombified Holy Water yes yes
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Lightning is the element of sparks, light, 
and thunderbolts. Lightning and Dark are 
opposed elements, dealing extra damage to 
each other.

Water is the element of waves, currents, 
and whirlpools. All spells that once dealt Cold 
or Acid damage now deal Water damage. 
Water and Fire are opposed elements, dealing 
extra damage to each other.

Spell Lists
The Apprentice class in Monster Mash, 

and all its evolutions, use slightly different 
spell lists than the standard mage lists in Su-
per Console. In addition, the Dryad, Oakman, 
Sprite, and Faerie evolutions also have spell 
access. Below are the spells available to these 
classes at each spell level.

Apprentice
1st Level

Black Magic: Aero, Dark, Fire, Quake, Bolt, 
Water

White Magic: Cure, Armor
Bard Songs: Chant

Wizard
Receives all Apprentice spells, plus...

2nd Level
Bard Songs: Too Loud!
Black Magic: Bio, Frog, Sleep
White Magic: Anti-Magic, Cure II

3rd Level
Black Magic: Aero II, Dark II, Fire II, Quake 

II, Bolt II, Water II, Bio II
White Magic: Cure III, Dispel, Reflect

4th Level
Black Magic: Aero III, Dark III, Fire III, 

Quake III, Bolt III, Water III, Stone
White Magic: Cure IV

Zombie
Receives all Apprentice spells, plus...

2nd Level
Black Magic: Sleep, Confuse
Time Magic: Demi, Stop

3rd Level
Black Magic: Dark II, Drain
Time Magic: Demi II, Exit
White Magic: Dispel, Life

4th Level
Black Magic: Dark III, Absorb
Time Magic: Demi III, Age
White Magic: Wall

Necromancer
Receives all Apprentice and Wizard spells, 

plus...

5th Level
Black Magic: Void
Time Magic: Vortex
White Magic: Relife, Life II

Archmage
Receives all Apprentice and Wizard spells, 

plus...

5th Level
Black Magic: Typhoon, Void, Flare, Richter, 

Luminaire, Tsunami
Time Magic: Meteor

Mummy
Receives all Apprentice and Zombie spells, 

plus...

5th Level
Black Magic: Richter, Void
Time Magic: Vortex
White Magic: Life II
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Lich
Receives all Apprentice and Zombie spells, 

plus...

5th Level
Black Magic: Typhoon, Void, Flare, Richter, 

Luminaire, Tsunami
Time Magic: Time Stop

Sprite
1st Level

Bard Songs: Hero’s Ballad
Earth Magic: Flight
White Magic: Cure, Sense

2nd Level
Bard Songs: Entrancing Melody
Black Magic: Sleep
White Magic: Cure II, Tiny

3rd Level
Bard Songs: Song of Life, Song of Silence
Earth Magic: Eagle Flight, Stairs
White Magic: Cure III, Reflect

4th Level
Bard Songs: Love Song, Fast Beat
White Magic: Cure IV, Restore, Wall

Faerie
Receives all Sprite spells, plus...

5th Level
Bard Songs: Song of Power
Earth Magic: Planet’s Embrace
Time Magic: Time Stop
White Magic: Relife

Dryad
1st Level

Bard Songs: Hero’s Ballad
Earth Magic: Nature’s Touch
Time Magic: Delay
White Magic: Sense

2nd Level
Bard Songs: Entrancing Melody
Black Magic: Sleep

3rd Level
Bard Songs: Song of Life
Earth Magic: Flash Flood, Quicksand
Time Magic: Exit
White Magic: Dispel

4th Level
Bard Songs: Love Song
White Magic: Restore

5th Level
Bard Songs: Song of Power
Earth Magic: Mother Nature, Planet’s 

Embrace
White Magic: Relife

Oakman
1st Level

Bard Songs: Chant
Earth Magic: Quake
White Magic: Armor

2nd Level
Bard Songs: Rallying Cry
Black Magic: Sleep
White Magic: Anti-Magic

3rd Level
Bard Songs: Song of Silence
Earth Magic: Quake II, Nature’s Fury
White Magic: Reflect

4th Level
Bard Songs: Fast Beat
White Magic: Wall

5th Level
Bard Songs: Song of Power
Earth Magic: Richter, Lava Gout
White Magic: Relife
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Equipment
Baubles

Monsters, for the most part, don’t have 
thumbs. This makes things difficult for them. 
Not only can they not use forges to make their 
own weapons and armor, they can’t even use 
these things if they find them lying around. 
Claws, scales, and armored hides do much to 
equal this out, but still, the humans often come 
out with an advantage.

To equalize things, the Main Villain has 
provided monsters with an alternative: Jewels 
and Orbs. These are collectively known as 
“baubles.” Many of these grant advantages 
similar to weapon and armor bonuses found 
in the equipment section of Super Console 
(page 71). 

Jewels temporarily bind into a monster’s 
head or chest, augmenting physical power 
and granting offensive powers. No monster 
can wear more than one Jewel.

Orbs whirl around the monster, providing 
improved defense and various utility powers. 
No monster can wear more than two orbs.

All baubles have a Stage rating that repre-
sents the amount of innate power needed to 
wield them. Any monster can use a Stage  1 
bauble. Only monsters who have passed 
through their first metamorphosis (that is, 
those who are 10th level or higher) can use 
Stage 2 baubles. Stage 3 baubles are restricted 
to those who have undergone a second 
transformation (those of 50th level or higher). 
Naturally, more highly evolved monsters can 
still use the Baubles available to them before.

The Jewels and Orbs listed on the following 
pages represent a good spread of possibilities, 
but it’s not an exhaustive list by any stretch. 
The CPU should feel free to invent more at 
need, or to create quest items that fill Jewel or 
Bauble slots.

In the interest of saving space, some of 
the entries in the baubles lists have been 
combined; for instance, both Flaming Orbs 
and Inferno Orbs protect against fire. It is im-
portant to note that baubles definitely do not 
change as time progresses. A Flaming Orb is a 
Flaming Orb forever, and will never progress 
into a more powerful orb. (Also, those aren’t 
fractions in the table.)

Other Equipment
Monsters of any sort cannot use normal 

weapons and armor, nor can they use regular 
accessories. However, they can use Drinks, 
Fixes, and other objects on the Items list (see 
SC, pages 74-75). We could invent a new style 
of object that monsters might reasonably use, 
with all-new names and appearances... but at 
a certain point it simply becomes an overload 
of new terminology. Just use the old stuff, and 
don’t worry too much about where the mon-
sters are keeping their Antidotes or the money 
they use to buy them. If you weren’t worried 
about the Dragoon lugging four dozen Potions 
across the world, this shouldn’t bother you 
either.

No Stacking
An important rule about baubles: 

their effects are generally not cumula-
tive! For instance, if you have two orbs, 
both of which give +10 Vitality, there is 
no point to wearing both of them. You 

still only get +10 Vitality.
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Jewels
Stage Name Effect
1 / 2 Red / Crimson Elemental Aspect / Boost attacks: Fire
1 / 2 Green / Emerald Elemental Aspect / Boost attacks: Water
1 / 2 Blue / Sapphire Elemental Aspect / Boost attacks: Air
1 / 2 Yellow / Gold Elemental Aspect / Boost attacks: Earth
1 / 2 White / Silver Elemental Aspect / Boost attacks: Lightning
1 / 2 Black / Obsidian Elemental Aspect / Boost attacks: Dark

1 Poisoned Inflicts Poison status on attack
1 Strong +5 Strength, +1 tick to Recovery Time
1 Razored Adds +5% to critical percentage
1 Floating Enables back-row attacks

2 Clouded Inflicts the Confuse status on attack
2 Frog Inflicts the Frog status on attack
2 Tiny Inflicts the Tiny status on attack
2 Inky Inflicts the Inky status on attack
2 Sleepy Inflicts the Sleepy status on attack
2 Fast Decreases Recovery Time by 1 tick
2 Brutal +10 Damage, +2 ticks to Recovery Time
2 Broad -5 Damage, Multi-Attack
2 Flawed Inflicts the Claw Break status on attack
2 Chipped Inflicts the Scale Break status on attack
2 Shattered Inflicts the Mind Break status on attack
2 Brain Inflicts the Zombie status on attack

3 Malevolent Inflicts the Corrupt status on attack
3 Accelerated Decreases Recovery Time by 2 ticks
3 Stone Inflicts the Petrify status on attack
3 Death Inflicts a Doom effect on attack
3 Deadly +15 Strength, +3 ticks to Recovery Time
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Orbs
Stage Name Effect
1/2/3 Strong / Brawny / 

Mighty
+5 / +10 / +15 Strength

1/2/3 Quick / Swift / Turbo +5 / +10 / +15  Speed
1/2/3 Tough / Tenacious / 

Unbreakable
+5 / +10 / +15  Vitality

1/2/3 Magical / Sorcerous / 
Supernatural

+5 / +10 / +15  Magic

1/2/3 Resolved / Brave / 
Valorous

+5 / +10 / +15  Spirit

1/2/3 Fortunate / Lucky / 
Blessed

+5 / +10 / +15  Luck

1/2/3 Smart / Brilliant / Wise +5 / +10 / +15  Intelligence

1 / 3 Floating / Soaring Wearer becomes low-flying / high-flying

1 / 2 Flaming / Inferno Elementally Aspected/Boosted defense: Fire
1 / 2 Soaking / Oceanic Elementally Aspected/Boosted defense: Water
1 / 2 Rushing / Jetstream Elementally Aspected/Boosted defense: Air
1 / 2 Rumbling / Earthly Elementally Aspected/Boosted defense: Earth
1 / 2 Crackling / Electric Elementally Aspected/Boosted defense: Lightning
1 / 2 Staring / Stygian Elementally Aspected/Boosted defense: Dark
2/3 Saintly / Heavenly Elementally Aspected/Boosted defense: Holy

2 Retaliatory Attacker takes own damage -10
2 Vampiric Gain 5% health bar when dealing combat damage
2 Sparkling Protects against Sleep and Age statuses
2 Pure Protects against Poisoned and Corrupt statuses
2 Calm Protects against Confused and Berserk statuses
2 Free Protects against Petrified and Paralyzed statuses
2 Steady Protects against Frog and Tiny statuses

3 Safe Wearer is safe from all statuses
3 Reserve Wearer’s Mana Bar maximum increases by 10%
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Obtaining Gear
Actually obtaining equipment can be dif-

ficult in Monster Mash, since monsters rarely 
have the advantage of visiting towns and 
stores (Monstropolis notwithstanding). Some 
of their foes will leave items behind when they 
die, of course, and some rare foes will even 
carry baubles, but that’s not a very reliable 
way to go about things. Instead, monsters 
rely on wandering merchants to supply their 
goods. 

Wandering Merchants
The MCs in Monster Mash have a tough 

time with equipment. On the up side, they 
don’t need as much of it. On the down side, 
when they do need it, they have a much harder 
time finding it. Almost none of them can enter 
human towns (even if they wanted to) without 
causing major panic, and there are few stores 
in the middle of the wilderness. How are mon-
sters supposed to get their hands on drinks 
and fixes?

Luckily, where there’s a need, there’s some-
one willing to exploit it. Enter the Wandering 
Merchant, friend to anyone with cash. This 
fellow doesn’t care who you are or what you 
look like; as long as you can pay him, you’re a 
prince in his book.

While he’s not as reliable as a town in 
terms of his wares or his locations, he has the 
incredible ability to get into just about any 
area. Middle of the desert? He’s there. Remote 
underwater cave? He’s there. Secret catacombs 
beneath the shrine in the capital city? He’s not 
only there, he has a tent set up and a dancing 
monkey to draw the customers. Whether it’s 
the same guy every time depends on how silly 
your game is.

What do Wandering Merchants sell? Well, 
a little bit of everything, but not all at once. 
They’ll always have some kind of Potion 
ready, and a few Fixes as well. They try to 
carry at least one Fix you’ll need for your cur-
rent location — when you’re trekking through 

the Swamp of Death, they’ll gladly sell you 
Antidotes, for example. Orbs and Jewels are a 
crap shoot; you’ll have to pounce on the one 
you want when you see it.

However, if you have a Bauble you don’t 
want, you can trade it to the Merchant for one 
of the same level. You can also trade in large 
quantities of unused items for Orbs and Jew-
els: 25 items for any Stage 1 Bauble, 50 items 
for a Stage 2 Bauble, and 75 items for a Stage 3 
Bauble. Naturally, the Merchant will be quite 
happy to sell you items and then trade them 
for Baubles. It’s not a great exchange rate, but 
it gives you something to do with your unused 
items.

Wandering Merchants are “random” 
encounters — that is, their appearance is 
controlled by the CPU. The Players can spend 
a point of Patience to encounter a Wandering 
Merchant at any time. (This represents running 
from every encounter until you find him.) Even 
without spending Patience, the MCs should 
run into the Wandering Merchant once every 
session or two. If two game sessions go by 
without a Wandering Merchant showing up, 
the party will probably be in desperate need 
of Fixes and Potions. In fact, that might make 
an amusing sidequest. “Save the Wandering 
Merchant! He’s been kidnapped by vicious, 
dangerous investment bankers!”
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Game Advice
This section contains some ideas and ad-

vice for CPUs running a monster-based game. 
Players can feel free to read this section too, if 
they’re interested.

The Life of a Monster
The Main Characters in Super Console see 

most monsters for only a few seconds at a time, 
but clearly, they must exist for longer than that. 
It’s not as if the game specifically generated 
them only instants before their fatal random 
encounter with the heroes. No, monsters live a 
dangerous and exciting life just off-screen.

The Goblins are born into clans, which 
nurture them as they grow up. The packs that 
Beasts roam in serve a similar function, as do 
the massive flocks of the Birds. All of these 
groups provide protection, community, and 
the sort of “tough love” that you need to grow 
up big and fearsome.

The Spores have a whole society of their 
own. These creepy guys have lived under-
ground for thousands of years, only coming 
to the surface when they became powerful 
enough. No one knows how big their tunnel 
system really is, but some visitors whisper of 
crashed floating islands from the Golden Age 
hidden in the depths. Their true plans remain 
a mystery, as do their numbers. They’re se-
cretive and dangerous, and they never stop 
reminding people that the Spores weren’t 
recruited: they approached the Main Villain 
on their own. Creepy.

Meks are creations of the Dark Lord: 
creatures built entirely for war, literally pro-
grammed for destruction. It is a testament to 
the insidious powers of Good that even these 
monsters have a soul, and can in theory come 
to question their place in life. Few of them do. 
For Meks, their first second of life comes when 
a powerful, charismatic figure tells them that 
they have been created expressly for the pur-

pose of servitude. Is it any wonder few of them 
switch sides?

Apprentices are recruited from the human 
population. While they might not be mon-
strous on the outside, they’re the ones who are 
the ugliest on the inside. Like the Spores, Ap-
prentices often scare even other monsters with 
their strange mindsets and magical powers.

Finally, there are the Wisps, monsters who 
are natural parts of the world. More like recur-
ring phenomena given sentience than actual 
living beings, Wisps become more sentient the 
more powerful they become. They slowly de-
velop their own intentions, dreams, and goals, 
but in the beginning they’re little more than 
cohesive energy.

The turning point for every monster, re-
gardless of type, is the moment of recruitment, 
when a Boss or the Main Villain himself (what 
an honor!) comes to recruit them into his army 
of destruction. Whether they join or not, and 
why they make that choice, says everything 

No Sci-Fi Games?
We’ve focused almost everything 

in this supplement on fantasy games, 
and we’ve excluded sci-fi games for a 
reason: monsters and aliens aren’t the 
same thing. They follow different con-
ventions and different archetypes. While 
many mindless aliens make good can-
non fodder in science fiction RPGs, we 
instinctively think of intelligent aliens as 
having societies — if not entire interstel-
lar empires — of their own. 

In that way, if no other, sci-fi aliens 
are much more “human” to us than 
monsters will ever be. Monster Mash 
is a book about monsters. The MCs are 
creatures that most people think of as 
bloodthirsty, mindless, and terrible, 
when they think about their personality 
at all (and not just which spell to lob at 
them). You just don’t get the same level 

of role-reversal from playing aliens.
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about them at that time. It’s the most impor-
tant point in an MC’s early life, and it’s worth 
thinking about.

Game Types
While the standard assumption for Mon-

ster Mash is that the MCs are the willing min-
ions of the Main Villain, it’s by no means the 
only way to go. There are a plethora of options 
open to you. Here are a few of our top picks:

Monster-Human Relations
How monsters and humans relate to each 

other is one of the most important decisions 
you can make in your game world. It’s some-
thing that will impact all of the characters’ 
backstories,  something every one of them will 
be intimately familiar with. This means it’s 
important for the CPU to figure it out before 
the game starts.

How could things work? Well, here are a 
few choices for you:

❖ Monsters are treated as mindless beasts, 
and are known for nothing more than 
rampaging across the countryside. The 
MCs are flukes, intelligent exceptions to 
the rule, but they’ll be seen as nothing 
more than dangerous animals.

❖ Monsters are as organized and cohesive 
as humans, but still seen as dangerous.

❖ Monsters are more organized than hu-
mans, who are still not much more than 
Neanderthals.

❖ Monsters form a separate society that 
interacts with human civilization.

❖ Monsters are an integral part of human 
civilization.

❖ Monsters are from the Nether Realms, 
dark dimensions full of evil creatures 
and not much different from hell itself.

❖ Monsters are entirely unknown in the 
human world, thought to be wiped out 
years before.

❖ Monsters have never been seen on the 
planet before. Magitech has created 
them, and the MCs are among the first.

❖ One of the above is thought to be true by 
humanity, but a what’s really going on is 
a different story.

❖ A combination of several choices, with 
the situation differing in various regions 
of the world.

CPUs, we can’t tell you which choice best 
for your game. That’s something you’ll have 
to decide on your own. Just make sure that 
whatever your coice, it’s deliberate. 

Serving the Dark Lord
The Main Villain is a jackass. He’s a merci-

less taskmaster, and an enormous jerk whose 
cruelty is rivaled only by his ego. However, 
if you’re going to pick which side to join in a 
war, his really looks like the winning side.

Working for the Main Villain is the sort of 
job with a lot of growth potential. You can start 
off as a grunt or apprentice, and eventually 
work your way up through the ranks to Boss 
status. The pay isn’t bad, your coworkers are 
familiar (if not really very nice), and you get 
to indulge a lot of your less savory urges. And 
since the guy’s going to need a bigger and big-
ger army until he conquers the world, your job 
security is excellent. It’s a great opportunity 
for jobless monsters who don’t have the drive 
or smarts to make it on their own.

There are other, less-publicized benefits as 
well. If you want to have someplace to come 
back to other than a cave, the Main Villain has 
several conquered villages. If you need Jewels 
or Orbs, or even just a couple Potions, there are 
people in his employ that can craft them. The 
dental plan sucks, admittedly, but the death 
benefits are outstanding — you get to keep 
working for the guy even after you die! How 
great is that?

In the typical game of Monster Mash, it is 
assumed that you’re working for the Main Vil-
lain, beating up human soldiers, holy warriors, 
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White Mages, and more, on your quest to reach 
the King and take him down. Think of your 
team as the “special task force” for the Main 
Villain’s army, sent to execute missions that 
only you can handle. Whether you’re seeking 
out the Weapon Of The Ancients, holding the 
High Priest’s son hostage, or crawling through 
the sewers to reach the King’s tower, you’re 
carrying out the will of the Main Villain in a 
very personal way.

Fighting Evil with Evil
For the thinking monster, there are some 

serious drawbacks to working for the Main 
Villain.

First, the Main Villain’s conquering the 
world for a reason, and he’s not very public 
about what that reason is. What is he going to 
do with this army afterwards? Will you still 
have a job then? Second, the guy’s manage-
rial style is awful. Sure, he can hold the army 
together by sheer force of will and terror, but 
what’s going to happen when he’s gone? His 
subordinates are plotting against him, his pris-
oners keep escaping, and his Fortress of Doom 
is in such awful repair that he’s holding it 
together with magic and duct tape. If he were 
killed, it would probably just collapse around 
him. Third, every so often he talks about “de-
stroying the world,” and you think he might 
be serious. For these and other reasons, you 
might want to consider working against him.

For Good

Some monsters, despite the fact that they 
were bred, raised, and trained for evil pur-
poses, decide to take a higher path. They truly 
believe that the forces of Evil are wrong, and 
must be stopped. And really, if someone like 
this decides to fight against evil — someone 
who’s lived amongst monsters all her life, 
who’s seen the face of Evil up close and knows 
what they’re really like — who are you to say 
she’s being a goody-two-shoes? She’s probably 
made the hardest decision of her life, turning 

against everyone she knows because what 
they’re doing is wrong.

Monsters on the side of good can be secret 
agents in the enemy’s forces (see “Infiltration” 
later on), but we’re talking about a more 
straightforward style of play. This is the kind of 
game where a couple of fed-up monsters use all 
the hideous powers at their command to hunt 
down other monsters, thwart the Main Villain, 
and restore order to the planet in the only way 
they know how: by kicking butt. They pit 
darkness against darkness, claw against scale, 
fur against fang in the most deadly manner. 
Don’t think of this sort of game as forcing you 
to play goody-two-shoes monsters... it’s more 
as if the Fighter and Geomancer dropped their 
weapons and went after the foes of Good with 
their bare hands and the forces of nature itself. 
That’s hardcore.

For Selfish Reasons

You don’t have to be against evil just be-
cause it’ll save the world. You can have much 
more personal, even selfish, reasons to oppose 
the Main Villain.

Perhaps it’s something personally offen-
sive about him. Did his army ruin your town? 
Did your family die fighting for his useless 
war? Did you sign up for the army, only to 
have him laugh in your face, calling you weak 
and useless? If any of these fit you, it may be 
time to seek out a little revenge.

Alternatively, there could be something 
you seek to gain by opposing him. Maybe you 
don’t care a bit about the world, you just want 
the massive piles of gold that the Main Villain 
has in his fortress. Maybe you want to have the 
largest dungeon in the world all to yourself, 
and that means removing him from it. Maybe 
you want the massive magical power that he’s 
hoarding from all the other wizards in the 
world. The Main Villain stands between you 
and your desires, and everything else aside, 
he’s going down for that.
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To Become the Main Villain

If you really have ambition there’s a third 
reason to fight the Main Villain: you think you 
can do better. You probably have no intention 
of dismantling the vast armies he assembled, 
or of closing up the gate to hell — why tear 
down a house you intend to live in?

Naturally, you’re going to need help here. 
Your best ally, in the beginning, is the Main 
Villain himself. We said he’s a jerk, after all. 
There are dozens of monsters (and thousands 
of humans, of course) who would like nothing 
better than to see him fail. As you advance, 
you’ll need to beat the Boss monsters into 
submission, and it’s almost certain that you’ll 
be captured by the Main Villain’s more loyal 
flunkies at some point. You’ll need to offer 
them a better deal if you intend to survive. 
This route is all about making a lot of allies and 
either playing them off each other or playing 
them for saps. “Sorry, Your Highness, I didn’t 
use that holy mace you lent me to smash the 
gate to hell — I used it to threaten the lord of 
hell into working for me. He sends his best.”

While you want to keep your treachery 
secret as long as possible, sooner or later 
the Main Villain will find out what’s going 
on. Plan for that eventuality. When he says, 
“I’ve known about your treachery all along,” 
you need to be able to say, “No, you found 
out last week. The question is, which one of 
your lackeys told me that?” Nothing bothers 
the Main Villain like being shown an obvious 
weakness.

Allied Forces
Up until now we’ve assumed that there 

are two sides to things: the Human side (with 
perhaps a few human-like races added in), and 
the Monster side. What if that’s not the case? 
What if people actually chose which side to be 
on based on personal preference rather than 
genetics and upbringing?

In this sort of scenario, the Main Villain 
has recruited about equally from Human and 
Monster settlements, and so have the good 

guys. The two massive armies about to clash 
are pretty well mixed: the two sides each have 
both dragons and dragoons. This actually 
seems more “realistic” to us, whatever “real-
ism” means here. After all, if monsters can 
think, they can pick their own sides, just like 
humans can.

This doesn’t mean that your group must 
be made up of both monsters and humans 
(though it’s a good excuse if you want to do 
that). Just because you’re all allied doesn’t 
mean you necessarily like each other, or even 
make a particularly good team. Prejudice and 
racism can still be commonplace. You only 
need to agree on one thing: that the best chance 
for the planet’s survival lies in preventing the 
Main Villain from detonating the Planet Buster 
Bomb at the center of the world.

Monsters in this sort of game still use Jew-
els and Orbs, simply because they often don’t 
have the body shape for human armor, or the 
thumbs needed to wield their weapons. How-
ever, the easy access to regular settlements 
means that it’ll be much easier to obtain other 
items, such as Potions and Fixes.

Infiltration
There are two variations on the Infiltra-

tion game. In the first one, you’re playing 
shapechanged Monsters who sneak into Hu-
man settlements. In the second one, you’re 
playing monsters who work for the “good 
guys”, infiltrating the Main Villain’s army.

The first variant is good for a single game 
session, but not much more. Part of the fun of 
being a monster is looking like one and acting 
like one, and this takes a lot of that away. You 
might as well use the regular Super Console 
rules for this sort of game, since you won’t be 
able to use half of your monster powers with-
out alerting others to your presence.

The second variant can be used much more 
easily in a long-running game. It retains some 
of the “spy games” feel without the constant 
risk of discovery. Will you follow through with 
your mission? Does the Main Villain’s army re-
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ally deserve what’s going to happen to them, 
or is there more going on behind the scenes? 
What will you do if you’re told to go destroy 
a Human town, or to bring back prisoners as 
a snack for the local Boss? This makes a pretty 
good Mixed game, with some hard choices for 
the Players.

Players be warned: nothing goes perfectly 
forever. Eventually, an infiltration game ends 
with the discovery (or revelation) of the MCs 
real identities. Typically, this happens well 
before the end of the game. You should still try 
to keep your cover for as long as possible, but 
be ready for it to be ruined eventually. It’s just 
the way this kind of game works.

The Aftermath
Let’s say you want to run a game set after 

one side or the other has won. What are your 
options?

Villain Victory

So, you’ve won. Maybe someday the CPU 
will run a prequel explaining how things got 
this way, but at the start of this game, you’re 
standing behind the Main Villain, cackling, as 
he kicks the plucky heroes into the gates of hell 
and takes over the world.

Now what? Well, yes, first you drink and 
be merry, but what about the next day? Just be-
cause the forces of good are banished doesn’t 
mean there’s nothing left to do.

Once the Main Villain is in power, the 
other Bosses might decide that they can do 
things better than he can. As the MV’s favorite 
flunkies, it’s up to you to teach them the er-
ror of their ways. You might travel across the 
world to put the Rock Dragon back in line and 
get the gold mines working again. You might 
defend the MV against umbral assassins sent 
by the Shadow King. There are all kinds of 
options, including playing the Bosses off each 
other and taking the Main Villain’s job for 
yourself! So many choices...

Finally, some monsters could decide that 
life was really better with the forces of Good 
in charge. The Main Villain really is a jackass, 
after all, and he’s not very good to work for. 
Plus, he might be serious about destroying the 
world! Will you risk everything you worked 
for to bring the obnoxious forces of Good back 
to the world?

Hero Victory

So, you’ve lost.  Maybe someday the CPU 
will run a prequel explaining how things got 
this way, but at the start of this game, you’re 
staring in horror as the band of plucky heroes 
put their swords through the Main Villain and 
end his reign forever.

Now what? Well, first you get out of his 
castle before it disintegrates around him... but 
after that, things are going to be really interest-
ing.

Will you try to take up the mantle of the 
Main Villain? Do you dare test your mettle 
against these powerful Human warriors? Not 
at first, that’s for sure. The MV was over 90 
levels more powerful than you. Regardless 
of your goals, you’re going to need to go out 
there and get some power under your belt, and 
that’s going to be a lot harder than it used to 
be. With the forces of good triumphant, there 
will be better-trained guards, hunting parties 
to wipe out the last monsters, and fewer places 
for you to hide every day.

The feeling is one of desperation and 
hopelessness... until you can get organized 
and come up with a plan. The Main Villain 
failed — will you? Can you bring the Chaos 
Comet to kill off the Humans for good? Can 
you travel to Hell to retrieve the Main Villain’s 
evil soul, and give it a second chance against 
these puny mortals? Do you even want to? 

The Heroes may have won this time... but 
Evil always returns.
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New Conventions
To augment the Console Conventions 

chapter in the main book, we have some new 
ideas and clichés to include in your game.

Existing Conventions
Many of the console game conventions 

listed on page 94 of the main book still apply 
here. The Great Disaster and airships are just 
as “real” as before. There’s no reason why the 
MCs in this game couldn’t have love interests, 
celebrate festivals, start the game with amne-
sia, or even find a resistance movement within 
the Main Villain’s own army.

The main difference is going to be in view-
point rather than implementation. Optional 
Bosses aren’t so optional when they’re literally 
your direct superior in the war. You might still 
have to fight him or her eventually, but chances 
are you used to be on speaking terms with this 
über-monster.

The Human Alliance
Present in many console games, but es-

pecially important in this one, is the Human 
Alliance. This human-led group includes most 
of the world’s human-looking creatures, such 
as Mystics, Ancients, Dwarves, Faeries, and 
so forth. They stand against the forces of Evil 
when it arises.

The Alliance is typically led by the King, 
who acts as a sort of cosmic balance to the 
Main Villain. He’s supported by a small army, 
a Wizard’s School, a priesthood (you know, 
the White Mages), and one or two bands of 
plucky adventurers. If he’s really lucky, really 
faithful, or in really, really deep trouble, there 
will also be some angelic beings supporting 
the alliance.

Not all humans are in the alliance, and 
many demihumans probably either wish they 
didn’t have to join, or waited until it was too 
late. Nevertheless, this group serves as the 

primary source of antagonists in the typical 
game of Monster Mash.

Most of these alliances are strongly mod-
eled on the Allies in World War II, or on the 
“Last Alliance of Men and Elves” mentioned 
in Tolkein’s work. More recent references can 
be also be found, primarily in fiction.

Mirror Games
It’s occasionally fun to run games that 

cover things from both viewpoints! Everyone 
can have two character sheets, one for a regu-
lar game of Super Console, and one for a game 
of Monster Mash. You switch back and forth 
every so often, perhaps once a month, perhaps 
every other game, to see things from the other 
side.

Of course, there’s the problem of fatal-
ism in a game like this. If your other group 
of characters accomplished something last 
session, your current characters will have to 
work around it rather than seeking to undo it. 
It’s not a bad idea to have the games partially 
overlapping rather than completely synchro-
nous. Perhaps the first part of your Monster 
Mash game deals with what happened in the 
last regular game, and the second half sets the 
tone for the next regular game. That way you 
get to both act and react.

Monstropolis
Oh, how monsters both love and hate 

Monstropolis. It’s like a shining jewel of a city, 
showing the incredible things monsters are 
capable of... and at the same time, it says, “You 
can’t make it, or you’d live here already.”

Visiting Monstropolis is a tough experi-
ence. The monsters who live there are sophis-
ticated, understanding, and helpful. You won’t 
be shunned or turned aside the way you would 
be at a human settlement, and you can buy all 
the normal equipment that humans can when 
they visit. The drawback is how everyone who 
lives there feels sorry for you. The monsters 
in Monstropolis feel a little ashamed for their 
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wild cousins, who live without modern tech-
nology and ethics. Monstropolitans rarely say 
anything about this directly, but the feeling in 
the air is palpable, and eventually most wild 
monsters leave, returning to the lands they 
came from. The constant pity is too much to 
bear.

For more detail on Monstropolis, see Super 
Console, page 106.

Size Mismatches
Most monsters are roughly human-sized. 

Some get to be as large as a horse, or as small as 
a house pet, but the range is relatively limited. 
There are, however, a few monsters whose size 
is truly immense: the Dragon, Garuda, Titan, 
and Colossus. How do you work around this?

In a straight console-style game, you just 
ignore it and keep playing. In a Silly game, it 
still doesn’t have any effect (outside of their 
combat abilities), but you can feel free to 
point out that the Titan couldn’t possibly fit 
into the dungeon you’re exploring, and that 
his Potions should come in five-gallon jugs. 
When your Garuda comes to town, the place 
suddenly looks much cleaner, as the wind 
from his wings blows dirt, grime, and small 
children from the streets.

Mixed games need a little more realism, 
and that’s what this section is about. Seriously, 
the Colossus can’t possibly go unnoticed. You 
can see the guy coming from three miles off, 
even if you don’t hear his massive booming 
steps. Surprising your enemies should realisti-
cally be impossible with a Colossus or Titan in 
your party. You won’t be able to fit into dun-
geons, and you’ll even have to wait outside 
Monstropolis while the rest of the party goes 
in. It’s a real disadvantage being that size.

This is when having more than one MC per 
Player comes in handy — a particular Player 
can play a Garuda most of the time, and switch 
to a Sphinx for tighter areas. 

You should also reasonably be able to have 
most of the party fly around on the Dragon or 

Garuda. A bit of advice for the CPU: this is an 
advantage for you. Both of these evolutions ar-
rive at 50th level, which is when many parties 
end up with an airship. Now you don’t have 
to worry about giving the party that airship for 
no good reason; they can just ride around on 
their companion. There will still be places they 
can’t go, such as bodies of water (lakes and 
the ocean) and dangerous landing sites (like a 
volcano), but special quest items might allow 
them to land in these areas.

Likewise, the Titan and Colossus should 
be able to carry the party over rivers, through 
lakes and shallow ocean waters, and through 
the deadly quicksand of the Shifting Desert. 

A note for the CPU: if one of your Players 
really enjoys playing a giant MC, you should 
accommodate them. Don’t have Boss monsters 
hide in tiny dungeons, give them massive 
palaces so big they can keep whales in the fish 
tank. Give the giant monsters a chance to use 
their height to their advantage every so often, 
like lifting the smaller MCs over a tedious 
hedge maze. Make one of the Bosses equally 
gigantic, so that only the Titan can reach his 
weak point. There are a lot of ways to go about 
this without shutting giant MCs out entirely.

A note for Players: Remember that when 
you pick a giant-sized evolution, you’re in-
tentionally choosing to play someone with a 
mobility problem. Your CPU will try to help as 
much as possible, but that character will still 
have to sit out every once in a while.
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Antagonists
The MCs in a game of Monster Mash can 

fight a wide variety of creatures, from soldiers 
to angels to other monsters. For the most part, 
they’re handled the same way that regular 
monsters are handled in Super Console, using 
the same basic statistics (copied here in the 
sidebar for your convenience).

One thing you should not try to do is put 
MCs from this game up against MCs from 
the original game. Remember: you run into 
antagonists in large groups, and they’re sup-
posed to go down like chumps. The whole 
point of such minor opposition is for you to 
beat the crap out of them. Another MC is a 
dangerous and formidable opponent, worthy 
of Boss status.

Antagonist Types
To help spice up your game, here are some 

new types of antagonist for your enjoyment. 
You can also put the MCs in this game up 
against regular old Super Console monsters, 
as described in that book. If you’re using the 
Fight Evil With Evil approach (see page 31), 
that’s going to be pretty unavoidable.

Angel
Attributes: +5 to all
Secondary Stats: +5 to all but Toughness
 -5 Toughness
Special Qualities: All Angels have the abil-

ity to fly, and many are high-fliers. Some carry 
flaming swords, while others simply use their 
holy fists; regardless of their mode of attack, 
they deal Holy damage and are also healed by 
it. Lightning deals half damage to them; Dark 
deals an extra half damage. Many of them can 
cast the Holy series. Especially dangerous are 
Angels who can cast Holy on the entire battle-
field at once, healing each other while hurting 
the monsters. Angels count as two antagonists 
for the purpose of Experience Points.

Treasure: No changes

Angry Mob
Attributes: +5 Str, +5 Vit, -10 Int, -5 Spi
Secondary Stats: +5 Damage, +10 Defense
 +10 Magic Defense, +5 Toughness
Special Qualities: Rather than include forty 

Townsfolk in a battle, just throw in one or two 
Angry Mobs! These are pitchfork-wielding, 
torch-waving maniacs who’ve had enough 
of mean old monsters and want their town 
back. They almost always have a multi-attack, 
allowing them to swarm over every MC in the 
party for -10 Damage. Angry Mobs count as 
two antagonists for the purpose of Experience 
Points and Treasure.

Treasure: Double treasure.

Antagonist Stats
As a reminder, all antagonists start 

with the following stats:

❖ All primary attributes are 5 + half 
their Level.

❖ Damage rating, Defense, Magic 
Defense, Attack Skill, Magic Skill, 
Evasion, and Status Resistance are 
all equal to the monster’s Level.

❖ Toughness and Initiative equal to 
3/4 of their Level plus 3.

❖ Critical Percentage of 5% unless 
otherwise noted.

❖ Carries Treasure: a number of ISB 
equal to five times its level, and 
possibly one item as chosen by the 
CPU.

❖ An item which can be stolen from 
them in a Silly or Console game, or 
found when they’re killed in a Mixed 

or Brutal game.
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Boss
Attributes: +10 to all
Secondary Stats: +15 Damage, 
 +35 Defense, +35 Magic Defense
 +15 Magic Skill, +15 Attack Skill
 +5 Evasion, +10 Toughness
 +20 Status Resistance, +10 Initiative
Special Qualities: This is the same template 

it’s always been; we’ve included it here for con-
venience. Now it can apply to generals, kings, 
MCs from the original book, shopkeepers, and 
the like. The above changes are just guidelines 
— Boss monsters should have a fear factor all 
their own. To make life less of a pain for the 
Main Characters, Bosses never have access to 
Relife or Cure IV, even if they’re White Mages. 
Remember that Bosses are flat-out immune to 
many status effects.

Treasure: Ten times as much ISB, plus 
some sort of unique weapon or other useful 
treasure.

Demihuman
Attributes: +5 Mag, +5 Spi, -5 Luck
Secondary Stats: +5 Magic Defense
 +5 Magic Skill, -5 Toughness
Special Qualities: Elves, Dwarves, Gnomes, 

Halflings, and a half-dozen other cutsie near-
human races fall into this category. They’re 
relatively rare across most of the world, but 
the Great War might bring them out of their 
hiding holes. Alternatively, they might be 
guarding some sort of device from the Golden 
Age that’s important to the Main Villain’s 
goals. Many have Geomancer spells and abili-
ties at their disposal, and they’ll often set traps 
around their homes.

Treasure: No changes

Guard
Attributes: +5 Vit, -5 Mag, - 5 Luck
Secondary Stats: +5 Defense
 -5 Magic Defense, +5 Toughness
Special Qualities: These could be town 

guards, castle guards, or royal guards, depend-
ing on their level. For the most part they’re 
very similar to Soldiers. If they’re encountered 

as part of a boss fight, they will likely have the 
Cover ability, so as to jump in front of their 
boss and take damage for him.

Treasure: No changes

Scout
Attributes: +5 Spd, -5 Vit, +5 Int, +5 Luck
Secondary Stats: -5 Defense
 +5 Magic Defense, +5 Initiative
Special Qualities: Another Soldier-like 

template, Scouts are the eyes and ears of an 
army, and they’ll report in with what they’ve 
seen unless you stop them. Scouts have a 50% 
chance to negate surprise on their side, double 
the normal chance to surprise your party, and 
twice the normal chance to run away. If they 
run, you don’t get any experience points for 
facing them.

Treasure: No changes

Soldier
Attributes: +5 Str, +5 Vit
Secondary Stats: +5 Damage
 +5 Attack Skill, -5 Magic Defense
 +5 Toughness, -5 Status Resistance
Special Qualities: Soldiers represent the 

grunts of the army (on either side of the war). 
They often have weapons that can be stolen 
from them. Note that Soldiers in high-tech 
games are actually likely to do less damage 
with their guns. Everyone knows that a sword 
beats a gun any day.

Treasure: No changes

Townsfolk
Attributes: No changes
Secondary Stats: No changes
Special Qualities: This is the standard en-

emy type in this game, the way Goblin is in the 
regular game. Take that, townsfolk. They’re 
rarely high-level, unless they’re a bartender, 
the mayor, or a shopkeep, in which case they 
might have the Boss template.

Treasure: No changes
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Sample Antagonists
Six new sample monsters can be found 

below, to give you an example of what these 
new templates can do.

Town Guard
Level 5 Guard

Attributes: Str 7, Vit 12, Spd 7, Int 7
 Mag 2, Spi 7, Luck 2
Secondary Stats: All 5 except...
 Damage 10, Magic Defense 0
Toughness: 11  Initiative: 6
Ticks: 50, 100, 150...
Special Abilities: A guardsman can use an 

action to call for help, which brings another 
guardsman into the fight, to a maximum of six. 
They only do this about 25% of the time.

Description: These are the suckers who 
are stuck guarding nearly every town on the 
planet. 

Treasure: 25 ISB
Steal: Potion

Multiple Mage
Level 10 Magician Angry Mob

Attributes: Str 10, Vit 10, Spd 5, Int 1
 Mag 20, Spi 15, Luck 10
Secondary Stats: 5 Damage, 
 15 Defense, 25 Magic Defense
 20 Magic Skill, 5 Attack Skill
 10 Evasion, 15 Status Resistance
Toughness: 10  Initiative: 10
Ticks: 33, 66, 99, 132...
Special Abilities: Can cast Haste, Slow, 

Demi, and Regenerate.
Description: This is actually just one Time 

Mage, who’s folded himself through time and 
thus duplicated himself a hundred times. Even 
in Mixed and Brutal games, he’ll just wink out 
of existence when killed. Counts as two mon-
sters for the purpose of Experience Points.

Treasure: 100 ISB
Steal: X-Potion

Adventuretagonists
If you’d like to put your MCs in this 

game up against adventurer types with-
out creating a full character for the pur-
pose, use this quick list to pick out a few 
special abilities, and add them on to the 
Townsfolk or Demihuman templates.

Adventurer: Cheering Section, can 
run from a fight automatically

Archer: 10% Crit, +10 Attack Skill, 
two attacks

Bard: Bard Songs
Berserker: Berserk Rage, +5 Dam-

age, +5 Defense and Toughness
Black Mage: Elemental attack spells, 

+10 Magic, -10 Damage
Calculator: Don’t use. These belong 

as fully-statted Bosses; otherwise you 
might as well give them the Confused 
status as soon as they show up.

Chemist: Curing items, status-repair-
ing items, +10 Status Resistance

Dark Knight: Dark-aspected attacks, 
Poison and Blind attacks, +5 Damage

Dragoon: Jump Attack, +5 Damage
Fighter: +10 Damage, two attacks
Geomancer: Earth Spells
Mechanist: Wields some sort of 

multi-attack back-row weapon.
Monk: Counterattack, two attacks
Mystic Knight: Elemental attacks
Ninja: Blinding attacks, two attacks, 

+10 Evasion
Red Mage: Uses both curative and 

attack spells, -5 Luck
Summoner: See the note for Cal-

culator. Summoners are definitely Boss 
material.

Thief: Steal, Alertness, Mug
Time Mage: Haste and Slow are all 

you really need for this class, though 
Exit isn’t bad either. -5 Damage.

Trainer: Causes Claw Break or Scale 
Break, 20% Crit

White Mage: Cure spells, -10 Dam-
age, +10 Magic
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Dwarven King
Level 20 Demihuman Boss

Attributes: Str 25, Vit 25, Spd 25, Int 25
 Mag 30, Spi 30, Luck 20
Secondary Stats: 35 Damage, 
 55 Defense, 55 Magic Defense
 35 Magic Skill, 35 Attack Skill
 25 Evasion, 40 Status Resistance
Toughness: 28  Initiative: 28
Ticks: 25, 50, 75, 100...
Special Abilities: Can cast Quake II on a 

single target, or Cure II on any one dwarf, in-
cluding himself. His attacks have a 25% chance 
to Petrify his target.

Description: Short but massive, the 
Dwarven King is the undisputed ruler of the 
underground kingdoms... at least until you 
show up. In combat he’ll use Quake and his 
physical attacks against Goblin evolutions 
first. He’s typically encountered with a half-
dozen dwarven soldiers.

Treasure: 1000 ISB, plus the Dwarven 
Jewel (grants Earth-Aspected attacks and +5 
Damage).

Steal: Feather

Silver Angel
Level 32 Robot Angel 

Attributes: All 26
Secondary Stats: All 37, except:
 42 Magic Defense, 42 Defense
 47 Status Resistance
Toughness: 22  Initiative: 32
Ticks: 20, 40, 60, 80...
Special Abilities: Confused by lightning 

damage. Takes an extra half damage from Wa-
ter and Dark, but is healed by Holy. Standard 
attacks are eye beams, dealing Holy damage.

Description: Sleek creatures with silvery 
skin and metallic feathers, Silver Angels are 
typically encountered two at a time (with no 
other monsters). They serve as a warning that 
the Main Villain’s movements have been no-
ticed by the higher power. Counts as two mon-
sters for the purpose of Experience Points.

Treasure: 320 ISB, plus an X-Potion
Steal: Bolt Fork III

Dark Scout
Level 40 Scout

Attributes: Str 25, Vit 20, Spd 30, Int 30
 Mag 25, Spi 25, Luck 30
Secondary Stats: All 40 except
 35 Damage, 45 Magic Defense
Toughness: 33  Initiative: 38
Ticks: 20, 40, 60, 80...
Special Abilities: Can Mug on every attack, 

stealing an item (50% of the time), Jewel (25%), 
or Orb (25%). Can run from a battle with a 60% 
success rate, and will try to do so as soon as 
they steal anything.

Description: These are former thieves who 
now work for the Main Villain, infiltrating and 
investigating areas that his army will move 
through. They wear black robes with deep 
hoods, and are typically found at night.

Treasure: 200 ISB, plus whatever they stole 
from you.

Steal: Demon Fang III

Elite Troop
Level 55 Soldier

Attributes: Str 38, Vit 38, Spd 33, Int 33
 Mag 33, Spi 33, Luck 33
Secondary Stats: All 55 except
 60 Damage, 50 Magic Defense
 60 Attack Skill, 50 Status Resistance
Toughness: 49  Initiative: 44
Ticks: 16, 32, 48, 64...
Special Abilities: Two attacks per action. 

Can Cover other Elite Troops with lower 
Health Bar totals. Each one has one Super-
Potion that he can use on other soldiers or on 
undead MCs.

Description: A veteran soldier, grizzled and 
determined, armed with a sword and shield. 
Typically appears in groups of four.

Treasure: 275 ISB
Steal: Super-Potion
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The End
And so we come to the end of Monster 

Mash. As with Super Console, this is more of a 
game creation system than an actual game on 
its own. The setting is up to you to flesh out 
and develop, whether you’re a CPU crafting a 
whole world and storyline or a Player working 
on a killer backstory for your character. 

There’s always the option of messing 
around with the classes too. If you want a 
Robber class that branches off into Pirate and 
Skeleton, more power to you. If you want 
metamorphoses to be random instead of cho-
sen, you can do it. If you think of some way to 
make Tasked monster characters, go for it. This 
is your game now.

The next few pages contain evolutionary 
charts for the monster classes in this book, as 
well as some quick-reference charts that CPUs 
can print out for their Players. 

I would like to thank those who helped 
me with this game, especially my friends who 
acted as editors for nothing more than a copy 
of the book. Sometimes I think that my friends 
believe in my work more than I do.

If you’re interested in seeing more mate-
rial for Console, or you just have questions or 
feedback on Monster Mash, feel free to drop 
me a line. The company website can be found 
at http://www.valentgames.com, or you can 
e-mail me at console@valentgames.com. I 
hope you enjoyed the book!
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Evolutionary Charts









The Elements
Element Base Spell Master Spell Opposed By?

Air Aero Typhoon Earth
Dark Dark Void Lightning, Holy
Fire Fire Flare Water

Earth Quake Richter Air
Lightning Bolt Luminaire Dark

Water Water Tsunami Fire
Holy Holy White Dark

Status Table
Status Fixed By Ends After Combat? Shrug Off?

Claw Break File no no
Corrupt Holy Symbol yes yes

Mind Break Bottled Clarity yes no
Scale Break Bandages no no
Zombified Holy Water yes yes

Quick Reference
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