JACKRABBIT FUNVENTURES


This is a pen-and-paper roleplaying system, along the lines of Dungeons and Dragons. The idea is for the GM to make up some of his own content, based in the Jazz Jackrabbit universe. A short example area is included, along with all the rules to the combat system and characters.

The key rule: The Game Master Rules All. His word supersedes everyone’s, and he is who decides what the rules mean. This isn’t you VS him, this is a collaborative game. Or you against your party members, if you swing that way.

It’s also the GM’s job to be fancy about narration and elaborate needlessly. There’s a good tutorial on that available at this link:
http://www.giantitp.com/articles/YUMiX2JPVjHIJ6h5VlD.html
Required materials:
· At least 2 people (3 to 5 are recommended, and one must be the GM)

· At least 1 die (2 dice are better)

· At least 1 coin
· Tokens of some sort (more coins will do)

· Pencils, preferably with good erasers

· A printer

Ready? Then it’s OFF TO FUNVENTURE!
1. Designing your Character
To play the game, you need a character. To make the character you first must pick their class and then fill out their Character Sheet(s). Unlike most games, you don’t have to pick race. You can be human, rabbit, elf, turtle, whale-panther-hybrid, whatever. Nobody cares. 
Class, however, does matter. And you get to pick from five:

1) The Sniper
Snipers are relatively weak in frame but make up for it with strong attack power. Most of their skills improve their gun use, including “Dimensional Holster”, which lets them carry any number of guns. They can wear only light armor, but equip any ranged weapon or dagger.
2) The Mercenary

Mercenaries are much the opposite of the Snipers, often standing in the front row brandishing an axe or machete. Their lower attack is made up for by much higher defense and health, as well as some limited magic abilities. They can equip any armor, shields, any melee weapon, and guns. They can also get Mary Sue feats for less than other classes can.

3) The Kleptomaniac
Kleptomaniacs are highly skilled in gathering and alchemy and love nothing more than to find new items to take with them. They love this perhaps too much, as Kleptomaniacs are forbidden to get rid of an item unless they are using it or it is taken from them when they are unconscious or dead. They can equip absolutely any equipment at all and get a bonus to MacGyver feats.
4) The Wizard

Wizards are the bizarre, sometimes creepy people that have dedicated their life to the magical arts, and as such are capable of learning both offensive and defensive magic. They can wear robes or light armor, and fight using staves, daggers or heavy books. They get a bonus to Harry feats.

5) The Mystic

Mystics are the rare characters who have come to the conclusion that the entire world is actually a game run under the control of a heartless, sadistic “Game Master” of some sort. They openly break the fourth wall, and are both allowed and encouraged to make deals with the Game Master – deals usually along the lines of “kill your party members while they are sleeping and MAYBE that crate will contain a very nice gun”. They are almost entirely at the GM’s mercy and as such it is very important they stay on his or her good side. Mystics fight using melee weapons, shields and rocket launchers, and can only wear robes. They are the only class that can not wear hats by default, though they can achieve this ability through their “Hat Mastery” skill. They can get Sparrow feats for less.
So once your character is down, it’s time to start filling out the sheet. Write down a name on the first sheet and finish the drawing to fit your mental image of your horrible character. You will also need to pick their alignments: are they a hero or a rebel, and do they serve a cause or not? The difference is as follows:
Rebels are horrible, angst-filled loners. They get 1 experience point for every time they openly and horribly betray their allies. However, they also lose one experience point for every time they intentionally do something for someone else’s good. In the hands of a good roleplayer who doesn’t mind his party members hating him, playing a Rebel is a good way to advance faster.
Heroes get nothing.
People without a cause, on the other hand, get one experience point for every time they do something that openly sabotages or hinders their own goals, such as senselessly shooting the control panel of a space ship they were about to escape on. They lose an experience point, however, for openly acknowledging, even indirectly, that they have a goal. Causeless players need to act on impulse if they want to gain bonus experience and think only about the moment at hand if they want to avoid losing any.
People with a cause get nothing.

Note that you can NOT lose any EXP past the bottom of your level. So, if your rebel wants to have a heart of gold, it’s best to do it right after leveling.
Next, you will define the character’s stats and skills. Every character starts with ten skill points. Each statistic (HP/ health, MP/mana, ATT/attack, DEF/defense, POW/spell power) has a cost depending on the class you chose. Each point you add to that statistic (by bubbling it in), you lose one skill point from your skill point pool.
Feats also have varying costs. You can get several of the same feat; simply mark that many circles. Feats, unlike your other stats, can only be used once and go away forever after that. Their functions are purposefully somewhat vague, and it is up to the GM to declare what is allowed and not. The functions are as follows:
MacGyver Feats: Pick something MacGyvery you want to do, like use a piece of chewing gum and a paperclip to repair your broken rocket launcher before it explodes. Then the GM flips a coin. If it lands on heads, you succeed. If it lands on tails, the GM will try to imagine what would happen if Homer Simpson attempted to repair a rocket launcher that way.
 Mary Sue Feats: Pick something Mary Sue like, such as adding a ridiculous, convoluted backstory that somehow helps you in a tight situation (such as ends in you knowing how to give CPR to snakes). GM flips a coin. Heads, you succeed. Tails, like GM rewards you with what he perceives would happen if Homer Simpson tried the same thing (aka your snake is dead).
Sparrow Feats: Pick something Jack Sparrow-esque, like a tricky escape or save that requires unrealistic agility or wit. The GM flips a coin. Heads, your escape is a success. Tails, it is somewhat a success, but just makes things worse (such as instantly pulling out a gun in a swordfight, only to discover the ammo fell out).
Harry Feats: Harry Feats are more concrete than the others. They allow you to cast a spell with any Spell Power (POW) value you desire. Rather than rolling a die to decide success, have the GM flip a coin. If it lands heads-up, your casting succeeds. If it lands tails, spells cast on yourself or allies will have an inverse effect (such as doing damage rather than healing it) and spells cast on enemies will strike the caster instead (with your chosen Spell Power).
Next, you will need to choose skills. Well, you don’t need to; you could instead invest all your skill points in statistics or feats, but skills come in handy too.
Each skill has three levels, each with a different cost. To get a higher level of a skill, such as 2 or 3, you must invest skill points in its preceding levels first. So, even though Lv3 Defense Mastery costs only 3 skill points, you need to get Lv1 (5 sp) and Lv2 (3 sp) Defense Mastery first (meaning it ultimately takes 11 skill points). If a skill has a numerical change based on the level, the number will be represented in a format like 
( 3 / 5 / 9 ), where the 3 applies to Lv1, the 5 applies to Lv2, and the 9 applies to Lv3 of that skill.
Each class has a different set of skills. Some modify your stats, others give you special abilities, and some have requirements (such as you must be holding a certain type of weapon).
Lastly, if your character is a Wizard, Mercenary, or Mystic, you will need to design your spells. You have six spell slots, and can name spells whatever you wish (it doesn’t matter if you make a healing spell called Spiked Tentacles of Forced Intrusion). Wizards will also need to define whether their spell is defensive (raises stats) or offensive (lowers stats). Mercenaries and Mystics have this decided for them.
Bubble in a number of dot for each changing stat. Bubbling in HP and MP will raise or lower the target’s health or mana, while MP/turn and HP/turn will change their health or mana by a certain amount every action you take (such as regeneration or poison spells).
Changes in stats such as ATT, DEF, and POW are temporary and will go reset at the end of combat. The “Movement” stat is even more temporary: if a character has their movement lowered, they may not act in the next round of combat (it goes away after that). If a character has their movement raised, they may act twice in the next round of combat (it goes away after that too). Spell Power does not affect the strength of Movement spells.
The mana cost of the spell is based on the number of dots you bubbled in for that spell (for instance, if you filled in 3 HP dots and 1 MP dot, the spell costs 4 mana). To save counting later, mark the cost of each spell at the bottom.
B. Fighting

A game where you don’t kill things isn’t really a game at all, except Sudoku. The fighting system in Jackrabbit Funventures is a mix of Battleships, Rock-Paper-Scissors, and just plain awesome. To play, you will need to print out at least one “Battle Calculator” sheet for each character, and a few for the GM. If you have something against drawing lightly and using erasers, you may want to print out a bunch of these or photocopy them.
1) Attacking

All player characters have a “vulnerable area” of six squares, unless otherwise noted (such as increased by wielding a cumbersome weapon or carrying too much, or lowered via special skill).
When attacking, first decide who you are targeting, and mark this down at the top of the first unused grid on your Battle Calculator sheet. Then box in an area equal to your vulnerable area. This can be any shape, as long as they are all connected (not diagonally). So all of the following are allowed:
[image: image1.emf]  or  [image: image2.emf]  or   [image: image3.emf]
Next, mark in your “attack area” with dots. If you are unarmed, your attack area is a single dot. If you have a melee weapon, these dots must be a straight, vertical, horizontal, or diagonal line with a length equal to the weapon’s “attack size” modifier.
[image: image4.emf] or [image: image5.emf]
For most ranged weapons (except Rocket Launchers), you will instead have a “shots” modifier. This means you can place that many dots anywhere on the grid, and they need not be connected or in a line.
[image: image6.emf]  or  [image: image7.emf]
Lastly, rocket launchers will have an “explosion size” modifier, such as 2x2 or 4x4. This represents the size of the square area their explosion affects. You can place the square anywhere on the grid, such as:
[image: image8.emf]
Each player fills one of these out (without showing their opponent) when attacking, as does the GM for every enemy that is attacking. When all are filled out, they compare them. All the dots on your grid that overlap with the vulnerable area on your target’s grid are hits. You multiply your attack damage by the number of hits, then subtract defense. For instance, if these two characters attack eachother:
[image: image9.emf]    and    [image: image10.emf]
They would both do damage equal to (their ATT)*2-(opponent DEF), because both of them hit on two spaces. Attacks can not do negative damage, even if the enemy has a defense so high that it returns a negative number (this will just cause them to take no damage). In this versus, however:
[image: image11.emf]   and   [image: image12.emf]
The player on the left did not hit at all, while the player on the right hit twice. This, the left player does no damage at all and the player on the right does (their ATT)*2-(opponent DEF).
Repeat this procedure for every attack until you get really good at it. By then, your enemy will probably be dead.

2) Hiding

Wizards and Snipers are weak and pathetic, and as such shouldn’t be in a vulnerable place. Thus, they are given the option to hide behind another player (usually a Merc). When hiding behind someone, a player can not be attacked by melee or ranged weapons (magic still affects them) and they can not attack with melee weapons (though they can attack with ranged and magic). Well, they can attack with melee weapons if they are for some reason attacking the person they are hiding behind.
If an enemy attacks the player in front using a ranged weapon, any attack area where they miss must be checked on the player hiding. So, if a Wizard (whose vulnerable area was placed high up) is hiding behind a Merc (who’s vulnerable area was placed low down), and they are attacked by an enemy that shoots one bullet high and one bullet low, the high bullet that misses the Merc will go on to hit the wizard.
3) Magicing

SO YOU WANNA CAST A SPELL? There’s two ways to do this, and both are horribly unreliable. Oh, the sacrifices of wizardry. The effect of magic equals whatever the number of dots after a statistic modifier is times caster’s spell power. So, an offensive spell with three dots after “HP”, cast by a guy with 3 spellpower, will do 9 damage. You can not attack the same turn you cast a spell.
Option 1, you pick one of your six spells to cast and pick who you want to cast it on. Then roll a die. Depending on the number you rolled, the spell will either do what you want it to or do the exact opposite (such as heal your enemy rather than hurt them, or hurt an ally rather than heal them). The chances are based off your skill in magic and are repeated on the caster’s spell sheet, but they are typically:
Lv1 Magic – rolling 3 or lower causes spell to backfire.
Lv2 Magic – rolling 2 or lower causes spell to backfire.

Lv3 Magic – rolling 1 causes spell to backfire.

Thus, because of the 50% chance of backfire, Lv1 Offensive Magic and Lv1 Defensive Magic are essentially the same.

Option 2, you pick a target. Then roll a die. Take whatever number you rolled and cast that spell. This is a good option for Mystics or Mercenaries who can only cast one type of spell (offensive or defensive) and want to make sure it doesn’t hurt allies or heal enemies. However, with this method they have no control over which spell is cast.
4) Winning

When all who oppose you (at the moment) lie dead at you feet, congratulations! You win the battle! For every enemy of equal or higher level that you off, everyone in your party gains one EXP, or experience point. Bubble these in on the first page of your character sheet.
When you reach the end of your current level’s experience, where it says something like “+2 ATT” and “+10 SP”, your character get those bonuse and gains a level. Bubble in your new ATT/DEF/HP/MP/POW bonus and distribute or save your 10 new skill points however you wish. 
You can not level past 10.
III. Items
Items are things you pick up and carry around with you. Most of them are useful for something, but some aren’t. You write items in your inventory slots; even if you have more than one of the same item it takes up another slot. The exception to this is ammo; multiple types of the same ammo in one inventory slot. The last few slots of your inventory, if you have to use them, have a penalty (increasing your vulnerable area in combat).
1) Consumables
Consumable items give you health and stuff. Some will raise your attack or defense temporarily. You can use most of them while fighting, but, like magic, a character cannot use an item and attack in the same round. They can be used on yourself, an item (such as poisoning a weapon) or an ally.
2) Equipment

Equipment is things you wear or hold. Each class has specific rules for what equipment they can use, located over their equipment box. Changing equipment mid-combat uses your action for one round, like using an item or spell.
3) Ammo

Things you put into a gun to fire. Guns hold a certain amount of ammo, and Reloading a gun in battle takes your turn. Putting ammo in a bow or rocket launcher does not take your turn, and is done when firing.
4) Other
Other items are either plot significant or utterly useless, like rocks.
The  following pages contain a reference list of items and their prices.
Hats

	Item
	Costs…
	Sells for…
	Effect

	Cheap Promotional Hat
	3
	2
	+2 DEF

	Baseball Cap
	5
	3
	+3 DEF

	Trucker Cap of Rage
	10
	7
	+3 DEF, +1 ATT

	Fancy Wide-Rimmed Hat
	6
	4
	+4 DEF

	Bandana
	10
	4
	+5 DEF

	Goggles
	15
	10
	+5 DEF, +5 MP

	Hairband
	14
	8
	+6 DEF

	Spiked Hairband
	24
	15
	+7 DEF, +1 ATT

	Nurse Cap
	20
	15
	+6 DEF, +1 POW

	Mask
	25
	22
	+3 DEF, +3 MP

	Helmet
	25
	22
	+10 DEF

	Heavy Helmet
	35
	30
	+12 DEF, +5 HP, 
+1 Vulnerable Area

	Sniper Goggles
	40
	30
	+1 Shots with ranged weapons

	Scouter
	20
	20
	Can see enemy’s power level. Can be smashed in one hand to regain 7 MP.

	Beer Hat
	50
	40
	+10 DEF, +1 Vulnerable Area, consumes one beer at beginning of combat to temporarily give +20 HP.

	Carrot Tophat
	50
	40
	+5 DEF, when using a carrot flip a coin; heads, the carrot is not used up.

	Blindfold
	4
	3
	+1 ATT, +10 Vulnerable Area 

	William Tell’s Apple
	100
	90
	-1 Vulnerable Area

	Razz’s Goggles
	180
	160
	+8 DEF, +8 MP, First player to wear receives one free MacGyver Feat.

	Jazz’s Bandana
	180
	160
	+10 DEF, +2 ATT, First player to wear receives one free Sparrow Feat.

	Lori’s Hair Tie
	180
	160
	+5 DEF, +1 Attack Size with melee weapons, First player to wear receives one free Mary Sue Feat

	Lock of Fooruman’s Hair
	60
	7
	+3 POW, First player to wear this receives one free Harry Feat.


.

Robes
	Item
	Costs…
	Sells for…
	Effect

	Bread Robe
	5
	3
	+2 DEF

	Cotton Robe
	10
	7
	+3 DEF

	Silk Robe
	20
	18
	+4 DEF, +1 MP

	Nylon Robe
	30
	25
	+6 DEF, +1 MP

	Mystic Twine Robe
	40
	30
	+7 DEF, +3 MP

	Extremely Girly Dress
	50
	40
	+5 DEF, +10 MP

	Chain Robe
	50
	40
	+10 DEF, +1 Vulnerable Area

	Toga
	60
	45
	+5 DEF, +5 HP, +5 MP

	Bedsheet
	100
	70
	+6 DEF, +1 HP/turn

	Extreme Robe
	80
	70
	+5 DEF, +1 MP, +1 POW


Light Armor
	Item
	Costs…
	Sells for…
	Effect

	Trench Coat
	5
	3
	+3 DEF

	Angsty Trench Coat of Wrist-Cutting
	-8
	n/a
	+3 DEF, -1 HP/turn in combat

	Cheap Leather Armor
	6
	4
	+4 DEF

	School Uniform
	10
	8
	+5 DEF

	Good Leather Armor
	15
	9
	+6 DEF

	Backpack
	20
	16
	Removes encumbrance penalties

	Genuine 100% Cowhide Leather Armor
	20
	15
	+7 DEF, +2 HP

	Designer Clothes
	50
	40
	+8 DEF, +8 MP

	Light Mail
	40
	30
	+10 DEF

	The Emperor’s New Clothes
	120
	0
	-1 Vulnerable Area

	Jumpsuit of the Damned
	150
	130
	+6 DEF, +1 Attack Size with melee weapons, -1 HP/turn in combat


Heavy Armor
	Item
	Costs…
	Sells for…
	Effect

	Light Heavy Armor
	10
	7
	+5 DEF

	Aluminum Armor
	20
	15
	+6 DEF

	Lead Armor
	25
	20
	+8 DEF, +1 Vulnerable Area

	Francium Armor
	40
	30
	+10 DEF, +1 Vulnerable Area

	Uranium Armor
	50
	40
	+12 DEF, +1 Vulnerable Area

	Sports Team Mascot Uniform
	60
	40
	+5 DEF, +2 Vulnerable Area, all other allies get +2 ATT and +2 POW

	Seaborgium Armor
	100
	80
	+15 DEF, +5 HP, +2 Vulnerable Area

	Heavy Metal Thunder Armor
	120
	100
	+10 DEF, +3 ATT, +2 Vulnerable Area

	Tuxedo
	290
	290
	+5 DEF, +5 ATT, +5 MP

	Gold Armor
	250
	210
	+5 DEF, gain 1 monies when attacked

	Coloured Aluminium Armour
	35
	28
	+10 DEF for as long as player uses a British accent. First time they fail to, armor turns into Aluminum Armor.


Books
	Item
	Costs…
	Sells for…
	Effect
	Attack Area

	Magazine
	3
	2
	+1 ATT
	1x1

	Rolled Up Newspaper
	4
	n/a
	+2 ATT
	1x1

	Novella
	10
	10
	+1 ATT
	2x2

	Novel
	14
	14
	+2 ATT, +1 DEF
	2x2

	Order of the Phoenix 
	25
	25
	+1 POW, +1 Vulnerable Area, +2 DEF
	3x3

	Encyclopedia
	40
	40
	+2 ATT, +2 Vulnerable Area, +2 DEF
	3x3

	AP Physics Textbook
	50
	50
	+10 ATT, +2 Vulnerable Area, +2 DEF
	1x1

	Wikipedia
	100
	100
	+6 ATT, +3 Vulnerable Area, +3 DEF
	3x3


Shields
	Item
	Costs…
	Sells for…
	Effect

	Ceramic Coffee Mug
	4
	2
	+1 DEF

	Ceramic Stein
	20
	10
	+1 DEF, flip a coin when using Beer; if it lands on heads, the Beer is not used up.

	Wooden Buckler
	10
	8
	+3 DEF

	Riot Shield
	20
	18
	+5 DEF

	Knight’s Shield
	30
	30
	+7 DEF, +1 Vulnerable Area

	Giant Bullseye
	30
	10
	+10 DEF, +2 Vulnerable Area

	Ununseptium Chaos Buckler
	60
	20
	+15 DEF, -1 HP/turn

	Trashcan Lid
	10
	5
	+4 DEF, +1 POW

	Tower Shield
	90
	80
	+12 DEF, +3 Vulnerable Area

	Spiked Shield
	110
	70
	+10 DEF, +2 ATT, +2 Vulnerable Area

	The Broadside of a Barn
	190
	170
	+40 DEF, +10 Vulnerable Area

	Airplane Propeller on a Lawnmower Engine
	220
	180
	+5 DEF, +7 ATT

	Concrete Wall on Wheels, Covered with Motorized, Serrated Helicopter Blades Made of Fire.
	450
	440
	+45 DEF, +12 Vulnerable Area +5 ATT


Daggers
	Item
	Costs…
	Sells for…
	Effect
	Attack Area

	Kitchen Knife
	2
	1
	+1 ATT
	1

	Daggerlet
	3
	1
	+2 ATT
	1

	Aussie Knife
	4
	3
	+1 ATT
	2

	Serrated Dagger
	6
	3
	+2 ATT
	2

	Decent Dagger
	10
	8
	+3 ATT
	2

	Good Dagger
	14
	10
	+5 ATT
	2

	Surgical Scalpel
	30
	20
	none
	4

	Photon Dagger
	50
	30
	+7 ATT, +2 POW
	2


Swords
	Item
	Costs…
	Sells for…
	Effect
	Attack Area

	Shortsword
	5
	1
	+1 ATT
	2

	Steel Blade
	8
	3
	+3 ATT
	2

	Longsword
	12
	10
	+3 ATT
	3

	Kitchen Sword
	10
	8
	+4 ATT
	1

	Broadsword
	20
	18
	+3 ATT, +1 Vulnerable Area
	4

	Axe
	30
	14
	+6 ATT
	2

	Butcher Knife
	28
	20
	+4 ATT, receive one Pizza for every killing strike
	2

	Lightsaber
	48
	26
	+8 ATT, +1 DEF
	3

	Bastard Sword
	56
	30
	+4 ATT for Heroes; +6 ATT for Rebels
	3

	Cutlass
	30
	26
	+4 ATT; First player to equip receives one free Sparrow Feat.
	2

	Masamune Katana
	100
	80
	+10 ATT
	3


Staves
	Item
	Costs…
	Sells for…
	Effect
	Attack Area

	Stick
	2
	1
	+1 ATT
	1

	Lesser Stick
	1
	n/a
	+1 ATT
	1

	Greatstick
	8
	5
	+1 ATT
	3

	Kitchen Stick
	10
	8
	+3 ATT
	2

	Wooden Staff
	10
	8
	+1 ATT
	3

	Long Plastic Pole
	12
	9
	-3 ATT
	5

	Magic Staff
	10
	8
	+2 POW
	1

	Spear
	20
	15
	+6 ATT
	1

	Spiky Staff
	22
	20
	+3 ATT
	2

	Iron Rod
	26
	20
	+2 ATT
	3


Guns
	Item
	Costs…
	Sells for…
	Effect
	Bullets Held
	Shots

	BB Gun
	8
	4
	+1 ATT
	4
	1

	15th Century Rifle
	3
	n/a
	+2 ATT; flip a coin to see if it fires
	1
	1

	Handgun
	8
	5
	+3 ATT
	6
	1

	Modified Handgun
	20
	5
	+2 ATT
	20
	4

	Magnum
	20
	15
	+6 ATT
	6
	1

	Rifle
	26
	20
	+10 ATT
	3
	1

	Sniper Rifle
	35
	30
	+20 ATT, +1 Vulnerable Area
	3
	1

	Minigun
	50
	40
	+1 ATT, +1 Vulnerable Area
	30
	10

	Tommygun
	50
	30
	+1 ATT
	20
	8

	Sword Gun
	62
	50
	ATT equals  2  times ATT of sword being fired
	One Sword
	1

	LFG-2000
	120
	100
	+8 ATT
	50
	3

	iGun
	100
	60
	Easy to use and looks cool. +1 ATT
	6
	2


Bows
	Item
	Costs…
	Sells for…
	Effect
	Shots/turn

	Plastic Bow
	10
	5
	+1 ATT
	1

	Bow Tie
	12
	6
	+1 POW
	1

	Longbow
	25
	20
	+6 ATT
	1

	Crossbow
	30
	24
	+4 ATT
	2

	Automatic Crossbow
	60
	50
	+2 ATT
	6

	Minibow
	40
	30
	+1 ATT
	10

	Greatbow
	80
	60
	+8 ATT
	1

	Greaterbow
	90
	70
	+9 ATT
	1

	Greatestbow
	100
	80
	+10 ATT
	1


Arrows
	Item
	Costs…
	Sells for…
	Effect

	Wooden Arrow
	1
	n/a
	none

	Steel Bolt
	3
	1
	+1 ATT

	Poison Arrow
	6
	2
	Target loses 1 HP/Turn

	Flaming Arrow
	10
	3
	Target loses 2 HP/Turn

	Lethal Bolt
	20
	15
	+10 ATT

	Chopstick
	free
	n/a
	-2 ATT

	Fusion Arrow
	30
	20
	+20 ATT


Rocket Launchers
	Item
	Costs…
	Sells for…
	Effect
	Attack Area

	Bazooka
	10
	8
	+1 ATT
	2x2

	Cannon
	15
	10
	+3 ATT
	1x1

	RPG
	30
	20
	+2 ATT
	3x3

	Space Shuttle Launchpad
	90
	70
	+3 ATT
	4x4


Misc/Consumables
	Item
	Costs…
	Sells for…
	Effect

	Bullet
	1
	n/a
	none

	Rocket
	3
	2
	none

	Bottle
	2
	1
	none

	Nail
	1
	n/a
	none

	Flower
	4
	1
	none

	Salt Shaker
	4
	2
	none

	Berry
	1
	1
	none

	Rock
	n/a
	n/a
	none

	Seaweed
	n/a
	n/a
	none

	Feather
	4
	n/a
	none

	Beer
	3
	2
	none

	Pizza
	3
	2
	none

	Carrot
	8
	4
	+10 HP

	Mermaid Steak
	8
	3
	+10 MP

	Useful Poison
	8
	5
	-1 HP/round for self or on weapon

	Super Carrot
	16
	15
	Full HP Restore

	Gourmet Mermaid
	16
	15
	Full MP Restore

	1 Up
	20
	15
	Raise dead ally outside of combat


