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X . . Journey Log __.. ; '
Session: Creation, Ryuujin :
Party Name
Party Goal
Destination
Leader: Mapper: Uy - Keopar
(Sggéf)n) Terrain | Weather Incident

People Met

Information/Items Gained
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Food and Water Sheet

F 0 0 d 1 Box /1 day’s rations = Size 1
(jerky, cheese, dried fruit, bread roll, nuts, etc.)

Total Weight:

1 Box/1 day’s rations = 1 water skin (about 2 liters) = Size 1
Wat e r (1 barrel can carry 12 rations)

Total Weight:

@ Searching for food while moving

Asinglepartymemberrolls [STR + INT], and the party’s movement is halved.
The target number becomes [Terrain + Weather]; the di erence between the result and
the target number is the number of rations found.

@ Penalty for absence of food and/or water
When continuing to travel during the absence of food or water, all rolls recieve -1.
When neither food nor water are available, all rolls recieve -2.
Until food and water are found, these penalties become cumulative daily.
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Town Creation Sheet

(

Town Name

Town
Population

Ruler or
Representative

Environment

Representative
Buildings

Specialty
Goods

Sights
Sounds
Scents

Town's
Threats
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M \World Creation Sheet

r

World Name

Shape of the
World

World
History

Representative
Countries

World
Threats

World
Enigmas
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Travel Scenario

Goal Memo Scenario Name Creation Date

@ Name

@ Scenery

@ Features

@ Reason for wanting to go:

@ Departing point and roads traveled:

@Days of travel: days

@ Most difficult encounter:
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Gathering Scenario

Target Memo: Scenario Name Creation Date

@ Name

@ Appearance

@ Ability

@ Location

@ Location of clue to target’s whereabouts

@®PC’s reason or duty to find target

@Point of departure and encounter location

@Hardest encounter besides finding target
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Fight Scenario

Target Monster Memo Scenario Name Creation Date

@ Name

@ Appearance

@ Special ability/How does it live in its environment

@ Location

@ PC’s reason/duty to defeat target monster

@ Point of departure and encounter location

@ Hardest encounter other than defeating target monster
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G Character Shest

( GMName )( Date

Character
Name

Race LV

Alt.
Shape

Artifact

Inscription

Max LP: Current LP:

Bénédiction # of Slots:

Réveil

Appearance, Personality
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Character Sheet

=

( Ryuujin ) ( Created
Character
Player name
name
Level EXP Gender Age
Class / Type /
Class Skill Stats Used Effect
+
+
+
+
+
+
Ssveecai;gf]ed Specialized Personal Item

Image Color / Appearance

Hometown / Reason for Travel

Notes




HP o MP .
= % =
S ; P over 10, add 1 dice size to a ; Fumble Points
S R
S (MM 2345678091 11 12 13 14 15 16 17 18 19 20 %o
S N | E4 * N o)
Traveling Rules Initiative
1) Movement Check[STR + DEX] 2) Direction Check [INT + INT] 3) Camp Check [DEX + INT] [DEX +INT ]
Equipment B3 L .
-ri\ (Equipped items count as size 0 )
Accuracy Damage Durability Bffect/etc.
wn Defensive Points Penalty Durability Bffect/etc.
c
= o
— O o
2€ 8
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Effect/etc. Effect/etc.

I-Terrain +Weatherj Determinebonuses and penaltiesfor TerrainandWeather here

Check |Levellse | Level2 =g Level 3 =10  [Level 4=z [eelS
e grassland|wasteland woods highlands t:::iyn f:‘::st swamp |mountain | desert | jungle | alpine
Check Weather: +1 Weather: +3 Weather:+s
l rain s‘t,‘:?n';g fog hot cold l:::: snow df?gp dark | hurricane| blizzard

L Penalty

Status Effects 1f the next day’s Condition Check is higher than the status effect number, it is cured.

- K Injury Poison i Sick
5 N _, Die _, Die @ _4 Die
b b J [DEX]-1 [STRI-1 gize [ALL ]-1gme
m size

E | B Tired ) Muddled Shock
= (BN [sp1]-1 2 I [INT]-1 D¢ [ A ]-100




Ite m S h e et Character Name Player Name

o Maximum Capacity Current Capacity
G [ STR1+3= Total:
Item Price | Size Effect / Type / Etc.
Item Price Size Item Price Size

Containers
Container Price | Size Effect / Type / Etc.

Animals
Animal Price Ability / Description / Etc.




An Excting Adventure Awaits
At Some Point in Everyone’s Life

An Onginal Japanese Role-Playing Game of Seasons, Wonder, and Journeys

meeting new people. Colloguially called “Hayae Mwmsi’s Oregon Trzd, the manga-style art and wodd
evoke the qualities of a slower paced, feel-pood or heartwarming anime that focnses on wonder, seasons,
people and travel. It was designed to be a game that pecple brand new to the role-playing hobby could pick
up and quickly learn, while at the same time being thoroughly enjovable to seasoned players. This book
represents the original Japanese game, pamstakingly translated into English for a woddwride seleaze.

kT

The Great Dragons of Spring, Summer, Anmmn and Winter spun the namal wodd into existence. The
that make up the land. Now, dragons watch over the land, and the people who live and travel within it
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Features of Ryuutama: Natural Fantasy Roleplay Include...

+ A fantasy game where the players themselves create the setting and its locations together, nsing the tools
and advice provided within the book

* The Gamemaster ceeates their own character with its own unigque chamcter sheet - The Byunjn - who
watches over the other characters and helps them from afar. The charactess’ stogies literally boing Life and
creation to the Eyumin and the Seasonal Dragons.

+ Characters based on the templates of “megular

townspeople™ from other pames: Healers, Artisans,

Farmess, Merchants, Hunters, Minstrels and MNobles.

+ Creative and poetic magical spells based on attunement

to the fons seasons, with a focus on problem solvng.

* Item and gear system that focuses on resonsce manage-

ment and attrbutes to bring each piece to Life: “Beanti-

ful swords", “nneool tents”™, “gross backpacks™.

+ Stylized combat system and battle map that evokes the

like Dinggan Chweert and the original Final Fantagy.

+ All you need to play 2-6 frends, pencils and paper, and

some dice (of a dice app for smartphone or

i
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