A TABLE OF CONTENTS

+ 1. INTRODUCTION

The Eight Pillars...........cccooovrennne. 14
Game Materials.............ccooovnnn. 22
The Players.......c.cccooeveeieienennn, 24
The Game Master......................... 26
SCENES.....oovviieeeeee, 30
Interlude Scenes..............c......... 31
Game Master Scenes.................. 31
Sessions and Campaigns...............

Important Rules...............c.........
Anatomy of a Character
Checks ..o

Critical SUCCESS........cvvrvriiinnne.

Fumble........oocooiiiiiis,

Opportunities......................: )

Performing an Attribute €StING......ooeeveeeeeeee 90
Difficulty Levels... 4% Damage - 92

Invoking a Trai Improvising Damage.................. 93

Invoking a Bend..........:

Altering the Story .........ccco........ 98
VILlains....o.ooooeen, 100

Ultima Points..........cccoooeeennen 101
Escalation............cocooeveiiinnn 102
Inventory Points................c........ 104
Journeys and Travels................... 106
Dangers ..........cocoooveverininn 108
DisCOVeries..........cccovvreriinninn, 109
Dungeons.........cccoooiviciiiiiennn 110
MaGiC.....oooviieieiees 112



RitUals ....o.oovoveieeeee 118 Creating High Level PCs ............. 229

Rituals during Conflicts............ 120 Optional Advancement Rules... 230
Economyand Items.................... 122 Heroic SKills............ccocovoeeinann,
Services and Transports ........... 124 T
Equipment ........cccoooeviiiiieinn, + 4. GAME MASTER

Martial ltems.............cccoevene.. The Game Master's Role . ...

Basic Weapons Character Cl, ? .........

Basic Armors and Shields......... 132 The Art of Villains.....ooh........0
Projects.......cooovoiveiiiicieicn 134 Dungeons... 3 .
Group Dynamics............ccocooon.e. 140 Rewards.........o.ooon.. 264

BNTTTP=T= > Designing Rare ltemS¥)............ 266
ing Rare Weapons.......... 268
Before You Start..........ccccco.co.... 14 re Armors and Shields.. 280
World Creation.............ccco........ 1 ccessories......... 284
Group Creation...........cccooevene. 152 00N ArtifaElS. 288
Character Creation.................. signing Battles..................... 292

Classic Characters lites and Champions............... 295

ATCaNISt ... Boss Battles..........coooovvvvveeeee.ns 300

Chimerist............ : Designing NPCs......................... 300

d NPC Species.........cccooconvnn., 304
NPCSKIllS........ovovverriciann,
NPC Spells
Sample Boss Designs.................. 312

StudyinganNPC ..............co....... 319

BeastS........oocoirieie 324

CONSEIUCES ... 328

SPIFILIS. oo 206 Demons..........cocovevviveieeiens 332
Tinkerer.......cocooveivenieiie. 210 Elementals.........ccccooooriivininnnn 334
Wayfarer ..o, 216 Humanoids............ccooovvviircnnne. 338
Weaponmaster....................... 218 MONSEErS.........ovoveviecieens 342
Prologues..........ccccoovveviiieinnnn. 220 Plants.......ccccooeviiiiicice, 346

Experience and Levels................ 226 Undead ..., 350







)/ INTRODUCTION

/“
<<t

NOILINTOHLNI

Welcome to Fabula Ultima! '

What you hold in your hands is the core rulebook for a t: ayin e
inspired by some of the most beloved JRPG videogame Default,
Bravely Second, Granblue Fantasy, Ni No Kuni, Octopath Ti ndary
Final Fantasy series.

The JRPG acronym stands for Japanese (or Japanese-style) Roleplaying Game, a
videogame genre that saw its origin in Japan b ly spread all over the world,

counting hundreds of titles.

JRPG videogames share some maj
extraordinary individuals confront the
and learning to trust each other;

en y tell/fantastic stories in which
Ss atens their world, growing
ing together and casting aside their
y hold dear. This may read like a
JRPGs unique is that the worlds in which
are built around the protagonists and act
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re, unique monsters, tightly connected to each protagonist's
nd choices.

eogame, you won't play through a prewritten plot and grind for experience
slaying monsters for countless hours or carrying out duties for quest-givers.

tead, you will build your own story together little by little,and you will be rewarded
or playing your character in a way that fits their role and identity in that story!




A ROLEPLAYING GAME

Roleplaying games (abbreviated RPGs) are a particular type of game — they
originated as tabletop games, but are nowadays often played online as well.

In a roleplaying game, a group of people play together to create a story: t
talking with each other, and that conversation is accompanied by the use
(typically) dice rolls, which help determine the outcome of uncert@situatl
guarantee that the story created reflects the premises of the ga te

for a horror game, adrenaline scenes for an action game, deep
interaction for a romantic game, and so on.

+ One person will be the Game Ma
is that of portraying the game w
live. As the protagonists estat
challenge those goals a

otagonists of the story act and
ake choices, the Game Master will

e remaining participants — two to five
ic protagonist and then control that character's actions

but rather someone who aims to make the protagonists shine throughout the story.

There is no "win condition”in this game: as long as you create a memorable story and
enjoy each other's company, you're all winning.



This is a tale of heroes and darkness.
Of great hope... and even greater sacrifice.

af THE BASICS OF PLAY

In the conversation, Players describe their characters' actions and choices:

"Isabelle raises her shield and guards your back!"
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"| step forward and speak to the queen!” '

"I run after the thief! Where did he go?"

Similarly, the Game Master describes what happens in the
actions of every creature and character around the protagonists:

also p s the

"The village looks calm, its white windmills turni ily under the sun."

"The king appears tired and strugg pea ot in/control of his body."

aracters have scores and abilities representing their strengths
nd dice rolls will often be used to make a situation's outcome a bit

ames and board games however, the possibilities of a roleplaying game
ess: there is no single approach to a situation and the story will naturally

1



BUT WHAT IS THIS GAME ABOUT?

There are many roleplaying games in the world, and we play them for different
reasons: many make us feel like heroes, some have us embroiled in dark investigation
and tragic tales, others will challenge our skills and tactical mindset, and rsma
us reflect on heavy and important topics.

Fabula Ultima was designed to be a TTJIRPG — a Table Talk JR G,@o ing t

and stories that can typically be found in classic console Japanese roleplaying vi
games.

¢f HEROIC AND FANTASTIC ACTION

In line with the genre that inspired it, this game doe
or verisimilitude — instead, it deliberately emb ?

oncern itself with realism
ght-hearted, bizarre and

agic antagonists. There is no
predetermined plot, scenario, 0 he heroes' actions, motivations, and
0 ethe Game Master reacts to their choices

ill be discovering how your heroes rise from their failures and learn to work
2r in order to accomplish what they could never do on their own.



"There is more than one side to each story..."

af CHALLENGING BATTLES

Combat in Fabula Ultima is reminiscent of the console games that inspired it — eac
character will have a few tricks up their sleeve, and only by properly combining ¢
tactics and coordinating with your allies will you emerge victorious... especially

fighting against bosses!

NOILINTOHLNI

<f~ YOUR WORLD

will collaboratively create a custom world in which your tale
That said, the world and characters you create must adhere to eight
known as the Eight Pillars — which you can find onsthe next page!
On the other hand, if you're not familiar wit
roleplaying games, you can find a colle
page 16!




