M20 Core Rules Revised
Level

a light weapon. Fighters and Rogues can attack with two light weapons in
a round if they take a -2 penalty on all attack rolls.
Multiple attacks with the first weapon can be made using cumulative -5
penalties as long as the total attack bonus remains positive. For example, if
the total bonus is +12, three attacks can be made at +12, +7, and +2. If a second weapon is used, there are two attacks with the first weapon to be
made at +10 and +5, and another attack with the second weapon at +10.

Characters begin at Level 1.

Stats
There are three stats: Strength (STR), Dexterity (DEX) and Mind
(MIND). Roll 4d6, drop lowest die. Total remaining 3 dice and allocate to
one of the stats. Repeat for remaining stats.
Stat bonus = (Stat-10)/2, round down.

No more than four attacks may be made in a single round, regardless of bonus. If fighting with two weapons, this increases the limit to five attacks, at
least one of which must be with the second weapon. For example, if a
rogue has a total bonus of +20, he could attack with paired shortswords at
+18/+18/+13/+8/+3 or a single shortsword at +20/+15/+10/+5.

Skills

Add STR bonus to Melee damage, x2 for 2-handed weapons. Add class bonus if a fighter.

There are four skills: Physical (Phys), Subterfuge (Sub), Knowledge
(Know) and Communication (Comm).

Magic

Skill rank = Level + any bonus due to class or race.
Skill roll = 1d20 + skill rank + whatever stat bonus is most applicable + situation modifiers

Magi can cast any arcane spell, and Clerics any divine spell. See the d20
SRD spell list for lists of spells.

To successfully use a skill, the skill roll must be equal or higher than the given Difficulty Class (DC) or higher than the opponent’s skill roll.

Every spell has a Spell Level. The max Spell Level for a spellcaster is Level/2, rounded up. Casting a spell of any kind costs 1 + 2 x Level in Hit
Points (HP). This loss can only be healed by 8 hours rest.

For example, Climbing would use Phys+STR bonus. Dodging a falling
rock is Phys+DEX bonus. Finding a trap is Sub+MIND bonus. Disabling
a trap is Sub+DEX bonus.

There is no need to memorize spells in advance. Spellcasters can pick a ‘signature’ spell on every Spell Level starting at 1st level. These spells are easier to cast due to familiarity, costing 1 less HP to use.

Note that there are no “saving throws” in this game; use Phys+STR for
Fortitude saves, Phys+DEX bonus for Reflex saves, Level+MIND bonus
(with no bonus due to race or class) for Will saves and magic.
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Unopposed spells always succeed. To hit evading enemies, add the magic
attack bonus to a d20 roll. If equal or higher than your opponent’s AC, it’s
a hit. To enchanting unwilling opponents, 1d20 + magic attack bonus must
be higher than 1d20 + level + MIND bonus of the opponent.

Humans get +1 to all skill rolls
Elves get +2 MIND
Dwarves get +2 STR

Other Hazards

Halflings get +2 DEX

Classes

Falling : 1d6 damage per 10’, half damage on Phys+DEX save. DC=depth
fallen in feet.

Fighters can wear any kind of armor and shields. They have a +3 bonus to
Physical and add +1 to all attack and damage rolls. Every five levels
starting at five (5, 10, 15, etc.) add another +1 to attack and damage rolls.

Spikes : add +1 point to falling damage per 10’ fallen, max +10.

Rogues can wear light armor and no shields. They have a +3 bonus to Subterfuge. If they successfully sneak up on a foe (usually both rogue and victim use Sub + DEX), they can add their Subterfuge skill rank to the
damage of their first attack that round.

Extreme Heat & Cold : If not wearing suitable protection, Phys+STR save
once every 10 minutes (DC 15, +1 per previous check), taking 1d6 damage
on each failed save.

Magi wear neither armor nor shields. They have a +3 bonus to Knowledge
and can cast arcane spells.

Level Advancement

Clerics can wear medium armor and shields. They have a +3 bonus to
Communication and can cast divine spells. A Cleric can Turn Undead with
a successful Magic Attack. DC is the current Hit Points of the Undead. If
the DC is exceeded by 10 it is destroyed. This can be used (2 + Level +
MIND Bonus) times per day.

Combat

Poison : Phys+STR save to avoid or for half, depending on poison. Effect
varies with poison type.

Encounter Level (EL) = Hit Dice of defeated monsters, or the given EL
for the trap, situation, etc. Add +1 for each doubling of the number of foes.
eg: 1 kobold = EL1. 2 kobolds = EL2. 4 kobolds = EL3, etc.
When the total number of ELs reaches 10 x your current level, you’ve
advanced to the next level. Reset the total to 0 after advancing.
Each level adds 1d6 to Hit Points. Attack bonus, damage bonus, skills, and
maximum spell level improve as mentioned above.

Hit Points = STR Stat + 1d6/Level. If HP reach 0, unconscious and near
death. Further damage directly reduces STR. If that reaches 0, death.

Every three levels starting at three (3, 6, 9, etc.) add 1 point to STR, DEX,
or MIND.

Roll 1d20 + DEX bonus for initiative order at the beginning of combat.
Everyone can do one thing each turn; move, attack, cast a spell, etc.
Melee attack bonus = STR bonus + Level + class bonus if a fighter
Missile attack bonus = DEX bonus + Level + class bonus if a fighter
Magic attack bonus = MIND bonus + Level
Armour Class (AC) = 10 + DEX bonus + armor bonus. The DEX bonus is
ignored when unaware of an attack.
Add attack bonus to d20 roll. If equal or higher than your opponent’s AC,
it’s a hit. A natural 20 always hits and does maximum damage.
Fighters and Rogues can use DEX bonus instead of STR bonus if wielding
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.
1. Definitions: (a)"Contributors" means the copyright and/or trademark
owners who have contributed Open Game Content; (b)"Derivative Material" means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game
Content" means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the Contributor, and
means any work covered by this License, including translations and derivative works under copyright law, but specifically excludes Product
Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities
or effects, logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the owner of
the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor
(g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licensee in terms of this agreement.

License to copy, modify and distribute any Open Game Content originally
distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of
the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then You
may not Use any Open Game Material so affected.
13. Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the termination
of this License.
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make
it enforceable.
15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2000-2003, Wizards of the Coast,
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker,
Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D.
Rateliff, Thomas Reid, James Wyatt, based on original material by E.
Gary Gygax and Dave Arneson.
Microlite20 © 2006, Robin V. Stacey <robin@greywulf.net>, Alex Schröder <kensanata@gmail.com>
END OF LICENSE
This product is 100% Open Game Content except for Product Identity, as
per the Open Game License above. Product Identity includes Microlite20
and Robin V. Stacey.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used
under and in terms of this License. You must affix such a notice to any
Open Game Content that you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other
terms or conditions may be applied to any Open Game Content distributed
using this License.
3.Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the Open
Game Content.
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original creation and/or You have sufficient rights to grant
the rights conveyed by this License.
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright
holder's name to the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in
another, independent Agreement with the owner of each element of that
Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The
owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this
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