M20 Modern: Expert

By Weeot
This is another attempt at a M20 modern rules set. It is fully compatible with, and utilizes, both M20
Core and Expert rules, with a few additions. It is designed to be totally compatible with both Modern
SRD and Fantasy SRD. M20 Core, Expert, and Modern characters are equally matched.
Stats
There are 4 stats: Strength, Dexterity, Mind, and Charisma. They are calculated normally.
Races
Humans are the most common race in modern-setting games and they retain their +1 bonus to all
skills.
Classes
There are 4 Heroic classes. Each of them is able to use Light armor.
Strong Hero +2 Strength each Strong Level 1, 3, 6, 9, etc.
Fast Hero +2 Dexterity each Fast Level 1, 3, 5, 9, etc.
Mindful Hero +2 Mind each Mindful Level 1, 3, 5, 9, etc.
Charismatic Hero +2 Charisma each Charismatic Level 1, 3, 5, 9, etc.
Multi-Classing
Characters are specialized by a combining different Heroic Classes and an Occupation. Heroic
classes may be changed every 3rd Level, thus allowing a character to be a Strong hero first, add
becoming a Fast hero upon Level 3, and return to being Strong again at Level 6. Track of how many
levels are taken in each Heroic class and total them to determine Character Level (referred to merely
as “Level”’ in Core and Expert rules).
Occupation
Select an occupation from the following list. Occupations may not be changed. Academic,
Adventurer, Athlete, Blue Collar, Celebrity, Creative, Criminal, Dilettante, Doctor, Emergency
Services, Entrepreneur, Investigative, Law Enforcement, Military, Religious, Rural, Student,
Technician, White Collar.
Add either +3 to one skill or +2 to two skills. Furthermore, you may add +1 to any d20 checks
relevant to your character’s occupation (subject to GM’s approval). This bonus increases by +1 at
level 5, 10, 15, and 20. (GM Note: Attack bonuses should be limited to very specific mundane or
improvised weapons.)
Skills
Rather than using Survival as the extra skill from Expert rules, replace it with Urbana. Urbana
describes one’s ability to use information-age technology, drive automobiles, etc.
Heroism
Use it.
Combat
AC is different in the modern world because most people do not wear armor.
AC 10+DEX+Armor+1/2 Character Level.
Massive Damage Threshold: If more damage is taken than amount of Strength score by any one
attack, make Strength DC 15 save. If failed then HP reaches 0 and near death.
Remember that Modern heroes are not Core heroes, and as such do not gain the combat
advantages of those classes. Thus using two light weapons incurs a -4 penalty rather than a -2, and
Modern heroes may not use DEX to make melee attacks.
Burst Fire: -6 to hit; double damage dice.
Automatic Fire: Targets a 10ft square. DC 14 to hit. Occupants take weapon’s damage DEX save
(DC 15) halves.
Wealth
Starting= 2d4+1.
Every character has a Wealth bonus that reflects his or her buying power. A character’s Wealth
bonus serves as the basis of the character’s Wealth check, which is used to purchase equipment




and services for the character. Determine how buying and selling items raises or lowers your Wealth
bonus by comparing it with the Purchase DC.

1-10 greater than Wealth bonus 1 pt
11-15 greater than Wealth bonus  1d6 pts
16+ greater than Wealth Bonus. 2d6 pts

However, making a transaction with an item of Purchase DC 15+ will always modify your wealth by at
least 1. This stacks with loss/gain resulting from the table above.

Wealth Check: d20 + Wealth vs. Purchase DC.

Selling equipment valued less than or equal to current wealth bonus (and less than 15) does not
raise Wealth. The sale value is equal to the object’s purchase DC (as if purchased new) minus 3.
Equipment

Use the Modern SRD equipment tables.

Vehicles

Vehicles are much like other equipment in that they provide modifiers to character rolls. They

have a Maneuver (modifies operation checks), Defense (vehicle’s AC), Hardness/HP (Damage
reduction and Hit Points), and Purchase DC (Cost). Vehicle speed is expressed in five categories
with accompanying modifiers: Stationary and Slow Speed (0), Medium Speed (1), Fast Speed (2),
and All-out (4). These modifiers apply positively to the vehicles defense and apply negatively to many
passenger actions.

Other Hazards

Hit by a vehilce: d20 x speed modifier. DEX save halves.

Car Wreak: Vehicle damage = 2d20 x speed modifier, occupants take 1/4 damage. DEX save halves.
+/- 1 or 2 d20s for vehicles smaller or larger than typical passenger vehicles.

Medium Voltage Electricity: 4d6.

Optional Rules

Advanced Class

Characters may take re-flavored Core and Expert classes as Advanced Classes. In order to do so, a
character must be at least Character Level 3 and do not gain the Skill bonus provided by that class.
Use the number of levels taken in the Advanced class to determine benefits granted by that class.
Characters may not change to another Heroic or Advanced class until just before they would receive
a benefit from that class (Fighters: 5, 10, 15; Magi/Cleric: 2, 4, 6, etc). Armor restrictions must be
observed while benefiting from advanced class features. Advanced Classes are totaled with Heroic
Classes to determine Character Level.

Alternate Saving Throw

Roll+Stat Mod+1/2 Character Level

Bows

Compound Bows deal d8+2, Master Work Compound Bows add to damage as well.

Rangers

Only allow them to change class after Ranger Level 4 is completed (like a Fighter).
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May expend a heroism use with no numerical effects to take rule-breaking actions after an
appropriate DC. DC, 10, 15 or 20 + Level. Suggested damage: Low= 2d4, Medium= 2d8, High=
2d12. Add an additional die for every five levels after Lv. 1. (6, 11, 16)

Passenger Car Truck/ Van/ SUV Motorcycle Tank

Maneuver: -1 Maneuver: -2 Maneuver: +2 Maneuver: -4
Harness/HP: 5/30 Harness/HP: 5/36 Harness/HP: 5/20 Harness/HP: 20/64
Defense: 8 Defense: 8 Defense: 10 Defense: 6

Purchase DC: 30 Purchase DC: 35 Purchase DC: 26 Purchase DC: 47




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.

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.

3.0ffer 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
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 1.0 Copyright 2000, Wizards of the Coast, Inc.



