
Chapter One:  Abilities 
Abilities form the foundation of a character. They describe your character from a core-ability sort 

of perspective, defining things like how strong they are, how quick, how clever. In 16 Bit Heroes, 

your Abilities start low, but reach godlike proportions as you level. By the time that dumb warrior 

in the group hits high levels, the guy could be a genius; by the time that 90 pound sorceress  

gets up there, she might be able to bench-press the fighter in full battle armor without breaking a 

sweat. Remember: you aren’t just a hero. You’re a 16 bit hero! 

Ability Descriptions 
Each of the six ability scores is described in more detail below. All six are used in some way or 

another to help determine the character’s Vital Statistics (See chapter 2), and which Ability 

affects which Statistic is also outlined below. All of the Abilities are important, but some are 

more vital to some types of characters than others.  

Strength - ST 
Strength governs a character’s abilities in melee combat. It also gives an idea of how much the 

character can lift or carry, whether they’re going to be able to win if they arm wrestle a dragon, 

and if they can bend those problematic prison bars. 

Strength determines a character’s base Power Stat and helps determine your damage with 

Power Weapons. Strength can also be used to perform feats of strength, like lifting gates and 

bending bars. In a more abstract way, Strength can be used to figure out how much you can 

carry, although in 16 Bit Heroes, that’s mostly determined by Pack Capacity (See Equipment, 

page ###). 

Agility - AG 
This Ability determines how quick a character is, and how clumsy they aren’t. It governs a 

character’s ability with ranged weapons, whether they’re likely to be able to scale a wall, and if 

they can execute a backflip without hurting themselves. It also covers things like flexibility and a 

sense of balance if they come up. 

Agility determines a character’s base Accuracy Stat, and helps determine your damage with 

Accuracy Weapons. Agility is also one of two Abilities used to determine when a character acts 

in a round of combat, and is one of two abilities used to figure your base Evasion Stat. It can 

also be used for things like performing acrobatics, climbing walls, winning at Darts, and 

escaping from bonds.  

Vitality - VI 
This Ability is used to describe how tough a character is. It helps with a character’s resistances 

to poison and physical harm, and also tells you how long they can hold their breath, how long 

they can resist physical torture, and how long it’s going to take them to get over that nasty 

slime-flu that’s going around. 



Vitality figures into Hit Points, both their starting total and how rapidly that particular Stat 

improves with levels. At high enough values, Vitality provides resistance to certain Elemental 

attacks, and can be used for breath holding, enduring pain, marathon running, and a variety of 

other endurance related actions. 

Intelligence - IN 
Intelligence represents a character’s learning ability, memory, and magical talent. It gives an 

idea of how quickly a character learns, how capable they are with Offensive and Utility spells, 

and how likely they are to remember directions to the barmaid’s house after a few too many 

ales. 

Intelligence is linked to Magic Points the way Vitality is linked to Hit Points. Intelliganec is also 

one of two Stats used to determine when a character acts in combat. It also comes in handy 

when you have to remember something, and can be used to call upon arcane lore, history, and 

other learning related things. It doesn’t indicate cleverness (that’s the player’s job…) – just raw 

learning ability and magical talent. 

Will - WI 
Will is a sort of mental Vitality. It represents strength of will, and the ability to connect with others 

well. It gives an idea of both the character’s strength of mind and their strength of personality, 

allowing high willed characters to charm or intimidate others, resist magic, and so on. 

Will is also the primary ability used to determine a character’s base Mystic Defense. It is also 

linked to one’s abilities with Defensive and Oracle Magic, and can also be used to charm 

others, seduce, be diplomatic, or perform other displays of personality.  

Luck - LU 
Luck is a capricious Ability. Although it makes it so that Negative Status Effects are less likely to 

impact a character, it also determines how likely a character is to perform a critical hit, and it can 

be called upon whenever a character really needs to “get Lucky”. 

Luck determines the margin for critical success with everything a character does (the 

character’s Critical Margin Stat), and is one of two Abilities used to determine a character’s 

base Evasion Stat. It can also be used for a variety of special actions, from finding a few extra 

gold pieces after a battle to stumbling across a monster’s hidden stash of healing herbs. Luck 

can also be substituted for any other Ability for any Ability Check, but doing so too often isn’t a 

good idea. Testing one’s Luck too often can result in bad things… 

Ability Checks 
Sometimes a character’s abilities are tested directly. When this happens, you roll 5d10 and add 

the result to the Ability in question; the higher the result, the better. Typically, you’re attempting 

to equal or exceed a Difficulty value, although you might also be attempting to exceed the result 

of an Opposing Check. 

There are several complications to Ability Checks – Critical Success and Critical Failure being 

the most important. In the case of rolling against an Opposing Check, there’s also the possibility 



of a Draw. Sometimes you don’t even need to roll – a character can get by on competence 

alone. All four of those are discussed below. A final complication applies to a single Ability; 

when you use your Luck Ability, you take the chance of getting Bad Luck instead of good. That 

is also discussed below. 

Critical Success 
If you throw your 5d10 for an Ability Check and the total on the dice is within your Critical Margin 

(see Error! Reference source not found., page Error! Bookmark not defined.) of 50, and 

you beat the Difficulty or Opposed Check, you have achieved a critical success. Examples: 

Your character has a Critical Margin of 0. In order to gain a Critical Success, you must roll all 

10s on your 5d10 roll, to get a natural result of 50. 

Your character has a Critical Margin of 2. In order to gain a Critical Success, you must roll a 48, 

49, or 50 on your 5d10. 

Critical Successes outside of combat may or may not provide special benefits. Often, they’re 

just good for bragging rights – you get to describe your character not only doing what they set 

out to do, but doing it with style. If the GM decides there should be some tangible benefit, he or 

she will tell you what it is. Maybe picking a lock takes half the time you thought it would, or you 

manage to not only bend an escapable hole in the bars, but you bend them so far that everyone 

can slip out without making a sound. It’s up to the GM – or, if the GM says so, it’s up to you, but 

you only gain tangible benefits outside of combat with the GM’s say so. The only guaranteed 

benefit is that you definitely succeed at what you’re trying to do. 

In combat is another story. If you get a Critical Hit on a target, you do not make a normal 

damage roll – instead you deal the maximum possible damage you could roll (so if you were 

supposed to roll 2d10+15 for damage, you would automatically deal 35 damage instead of 

rolling). You also ignore ½ the target’s Armor Value with that particular hit (so if you were 

attacking a monster with an Armor Value of 20, and you got the 35 damage noted above, you 

would deal (35-10) 25 damage, rather than the (35-20) 15 damage you would normally do). 

Critical Failure 
Of course, if you can critically succeed, you can also critically fail. If the on the dice is 15 minus 

your Critical Margin or less, you fail at what you’re doing, even if the final result totals out higher 

than the Difficulty. You have achieved Critical Failure, and something bad might happen to you. 

Examples: 

Your character has a Critical Margin of 0. If your roll results in a (15-0) 15 or less, you have 

officially screwed the pooch and stepped out the door. 

Your character has a Critical Margin of 5. If your roll results in a (15-5) 10 or less, your character 

has achieved Epic Fail; congrats! 

Outside of combat, a Critical Failure often just means you screwed up in some embarrassing 

fashion or another. Unless the GM says otherwise, you can describe exactly how your character 



fails miserably; the more entertaining it is the better1. Maybe your lock picks break off in the 

lock, breaking both tools and lock. Maybe you let out a thunderous fart while trying to bend the 

bars, possibly alerting the guards and certainly upsetting anyone else in the cell with you. The 

GM may decide that something really, really bad happens, but most of the time any 

inconvenience and embarrassment a player comes up with him or herself will be better than an 

arbitrary punishment for a bad dice roll. Just remember – your character didn’t just fail, he or 

she failed in some epic way. Have the good grace to make it fun for everyone. 

In combat, a Critical Failure means you not only miss, but the target of the action can take 

advantage of an opening the character has left for them by failing so miserably. Unless the 

opponent has the “Slow” Status Effect, he, she, or it can immediately use an offensive ability 

that does not take a Full Turn to use against the character that failed so epically. In addition, the 

character’s turn ends immediately, even if he or she still had an Action to perform. 

Draw 
In the case of a Difficulty, a tie means success. However, when two characters face off together, 

you can get ties, and it isn’t really fair to arbitrarily assign victory to one or the other. This is 

when the Draw rules come in. 

Sometimes a Draw isn’t really a Draw – that is, it’s pretty easy to see who should come out on 

top. In the following circumstances, you don’t have a Draw, you have a marginal victory for one 

character or another: 

 If two checks wind up with the same result, but one of the characters involved is within 

their Critical Margin, thereby deserving of a Critical Success, they win, but they don’t 

gain any special Critical Success benefit in combat. Outside of combat, the Player can 

describe some cool or lucky way his or her character came out on top, but no other 

benefit is gained. 

 If two checks wind up with the same result, but one of the characters involved deserves 

a Critical Failure, that character loses. There’s no Critical Failure unless the losing 

player wants to describe one – his or her character just loses. 

 If two checks wind up with the same result, but the Ability used to modify one character’s 

check is 5 or more higher than the other’s (and neither character deserves Critical 

Success or Failure), that character wins based on superior competence alone. Critical 

Success and Failure trump this rule, hands down. 

 If one of the characters had the “Bad Luck” Status Effect (see below), that character 

automatically loses all Draws. 

If none of the above three circumstances occurs, what has happened is a proper Draw. In 

combat, this means essentially the same thing as a miss on the attacker’s part. Out of combat, 

this means the situation should be described in such a way as to indicate that the characters 

tied. This may mean a repeat of the previous check, or some event that indicates the characters 

                                                
1
 GMs are encouraged to hand out Experience Points for entertaining critical failures – in the 25 to 100 

point range. People tend to learn more from their failures than their successes when the failure is really, 
really embarrassing. 



were equally matched. If they were racing, for instance, it might be impossible to determine the 

winner. 

If a tie is absolutely unacceptable for some reason, each character gets an additional 1d0 to roll 

and add into their result. This continues until someone comes out on top. Keep in mind that if it 

goes this far, whoever comes out on top should be described as doing so by a slim margin, 

even if one character got a 10 on the extra die and the other got a 1. 

Competence Alone 
Sometimes a character is just so good at something that rolling is a waste of time. In such 

circumstances, the GM should let the player know that they don’t have to roll – the character 

can just succeed and things can move on. A player can choose to roll anyway if they like, to try 

at Critical Success while risking Critical Failure; that’s fine. Otherwise, the character just 

succeeds and things move on. 

Competence only applies under the following circumstances. If the character meets one or more 

of the following qualifications, no roll is needed. 

 The Difficulty is equal to or less than the relevant Ability + 10. 

 If one character’s relevant Ability in an opposed check is double the opposing 

character’s relevant ability, the character with the higher Ability can win automatically. 

 One of the characters in an opposed check has the “Bad Luck” Status Effect (see 

below), and the other character’s relevant ability is equal to or greater than the 

opponent’s. 

Characters can also attempt a Minimal Competence Check. If they do so, they don’t roll; 

instead, they treat the check as if they had rolled 20 on the dice. GMs don’t need to inform 

characters when Minimal Competence will do; that’s the player’s decision. Minimal Competence 

Checks can be made at any time – even for Improvement Tests when a character is leveling up! 

Of course, this only applies to Tests and Ability Checks – not to damage rolls. 

Bad Luck 
As previously mentioned, Luck can be used for a variety of things, including substituting it for 

any Ability in a check. Using Luck too often can result in bad things happening, however. A 

character’s luck can turn on him or her, giving the character the “Bad Luck” Status Effect, which 

modifies how most of the above rules work. Although most Status Effects (including this one) 

are discussed in detail starting on page ###, the Bad Luck Status Effect deserves special 

mention here since it can be the natural result of an Ability Check. 

Characters can automatically gain the Bad Luck Status Effect under the following 

circumstances: 

 Rolling all 1s on a Luck Check immediately gives the character the Bad Luck Status 

Effect. 

 Rolling a Critical Failure on a Luck Check will inflict the Bad Luck Status Effect if the 

character has rolled any other Critical Failures in that Event. Even if the character hasn’t 



yet had any other Critical Failures, rolling any other Critical Failures for the duration of 

the Event will result in the Bad Luck Status Effect.  

 If the character has made more than three Luck checks in the same day (that is, before 

taking a Complete Rest – see Chapter #: Adventuring, page ###), any further Luck 

check in which they roll two or more 1s will inflict the Bad Luck Status Effect. 

While a character has the Bad Luck Status Effect, the following rules apply: 

 If the character’s Critical Margin is above 0, it is reduced to 0. 

 The character cannot benefit from Critical Success, but can suffer from Critical Failure. 

 The character loses all ties against Difficulties and loses all Draws automatically. 

 The character can no longer use Competence Alone to succeed at challenges – they 

always take the chance of Critical Failure. 

 The character cannot use or benefit from Techniques, Spells, or other abilities that allow 

him or her to re-roll dice or increase his or her Critical Margin or Luck Ability. 

 The character cannot substitute Luck for other Abilities when making Ability Checks. 

Removing the Bad Luck Status Effect is difficult. Typically, blind luck gets a character out of it, 

the same way it got them into it. The following things will remove the Bad Luck Status Effect: 

 The character rolls three 7s any time they roll three or more dice. 

 The character rolls five 10s any time they roll five or more dice. 

 The character performs a great act of heroism, bravery, or virtue2 

 The character finds a priest, druid, or other holy person willing to perform a cleansing 

ritual; such a ritual must be performed in a sacred or consecrated place, and requires 

materials or monetary donations equal to 1,000 gold pieces or more per level of the 

character to be cleansed3. The holy person may demand a specific Quest instead of 

payment, if the GM is looking for a good plot hook. 

Bad luck is a pretty harsh thing. Any Game Group might decide that it’s too harsh to include in 

their game; this is fine, but if a group chooses to do so, they should limit or remove the ability to 

substitute the Luck Ability for any other Ability in all Ability Checks (limiting such things to once 

per day or game session, for instance). 

New Characters 
When you’re creating a character for the first time, there are three methods to generate your 

character’s Ability Scores – Fully Random, Mostly Random, and Not Random At All. If you really 

want to get into the groove of 16 Bit Heroes, you should use the Fully Random method. These 

first steps toward final Ability Scores are far from being the end; a character’s Class and Race 

will modify Abilities, and all abilities will go through substantial changes as the characters gain 

levels; never lose hope, even if your Warrior wound up rolling a 1 for his or her Strength Ability. 

                                                
2
 GM’s discretion as to what would qualify. The act should involve great personal sacrifice, or something 

like that. 
3
 Basically, the buy-out option should be available, but expensive – however the economy works in your 

game should be fine, as long as you keep that in mind. 



There’s no such thing as a useless character in 16 Bit Heroes, and being a weakling who 

dreams of being a powerful, axe-wielding warrior might just be the most fun you’ve had in ages. 

Fully Random 
Roll one ten-sided die for each of the Abilities in the order they are described above, taking the 

results as they land. Don’t re-arrange the abilities once they’re done. You can make up to four 

Adjustments by trading one point from one Ability to another, but that’s it. You can’t use an 

Adjustment to raise an Ability above 10 or below 1. 

Once you’ve determined your ability scores, add them all together. If the result is 24 or less, you 

can start over, rolling each Ability individually and keeping the result again. The second time you 

roll your abilities, if the result is 18 or less, you can try again. The third time, you can try again if 

the result is 12 or less. After that, you’re stuck with what you get. Don’t worry – there’s no such 

thing as a “useless” character, remember? Look at bad Abilities as a challenge, not a burden. 

You’ll have more fun that way! 

Christian is looking forward to playing a burly, tough warrior sort of character, and opts for the 

Fully Random method. He rolls once for each ability, getting the following rolls in order: 2, 10, 4, 

1, 5, 9. This gives his character the following ability scores: ST: 2, AG: 10, VI: 4, IN: 1, WI: 5, 

and LU: 9. Although Christian’s abilities could be adjusted to more fit his original image of the 

character, he decides to use his four adjustments on his AG to improve his dismal IN, changing 

his AG to 6 and his IN to 5. He decides that a big, burly warrior is what his character wants to 

be, rather than what he actually is. 

Mostly Random 
Roll 1d10 six times, and arrange the results the way you like. Once you’re done, you can make 

up to two Adjustments by trading one point from one ability to another, but that’s it. You can’t 

use an Adjustment to raise an Ability above 10 or below 1. 

Once you’ve determined your ability scores, you can make re-rolls according to the rules for the 

Completely Random method described above. 

Nicole wants a quick and agile character who relies on his or her (she hasn’t decided which) 

wits and agility to win the day. She opts for the Mostly Random method, and makes the 

following six rolls: 7, 5, 10, 2, 6, 6. She decides to place the values in the following manner: ST: 

5, AG: 10, VI: 6, IN: 6, WI: 2, LU: 7. She then decides to use one of her Adjustments to move a 

point from her character’s  VI to WI, and another to move a point from ST to WI, making the 

character’s final abilities: ST: 4, AG: 10, VI: 5, IN: 6, WI: 4, LU: 7. While putting the Abilities 

down, she decides that her character is a dashing hunter of questionable moral character 

modeled after the DC Comics character Green Arrow. 

Not Random At All 
All your Stats begin with a value of 4. You can make up to 6 Adjustments by trading one point 

from one ability to another, but that’s it. You can’t use an Adjustment to raise an Ability above 

10 or below 1. 



Since you never rolled in the first place, and you can only make adjustments by directly trading 

individual points from one Ability to another, if you add all your Abilities together, you’ll get 24. 

Of course, people who used a random method of Ability Generation have at least a pretty 

decent chance of getting an average of 5 or better instead of four (actually, about a 60% chance 

of it), but then, you just had to micro-manage your character, didn’t you? 



The Legal 
This work is licensed under the Creative Commons Attribution-ShareAlike 3.0 Unported 

License. To view a copy of this license, visit http://creativecommons.org/licenses/by-sa/3.0/ or 

send a letter to Creative Commons, 171 Second Street, Suite 300, San Francisco, California, 
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