
Meowgic accidents (p. 38)

1d6 Mewogic a� ident
1 � e spell works normally, as if the roll was successful.

2 � e spell does not work, but the Kitten can try
 to re-cast  it without spending a Heart point.

3 � e duration of the spell is random—it can last  much longer or st op after a few seconds 
(Storyteller decides).

4 � e Kitten loses 1 Heart point and the spell works normally.

5 � e spell aff e� s a completely diff erent target than the one chosen by 
the Kitten. Sele�  randomly or the Storyteller can choose.

6 � e spell does not work at all.

Extras (p. 65)

Childhood (p. 25)

1d6 1-4: Ki� ens 
of the Kingdom

5: O�  Ones 
Out

6: Other 
Animals

1 Young noble Meowge Puppy
2 Country Kitten Hooting Kitten Sparrowchick
3 Kitty Merchant Were-kitten Raccoon
4 Soldier’s Child Meowmy Bearcub
5 Apprent-hiss Catnut Kittenfi sh
6 Abandoned Kitten Future Kitten Hoglet Abilities 2 experience points times the level 

to reach (one level at a time).
Skills 2 experience points per skill
Spells 2 experience points per spell

One additional Purr-ecious item 
in a backpack 5 experience points

Akira
Apocalypto
Applesos
Avarist o 
Bacon 

Barnaby
Baron 

Bearchin 
Be-bop 
Bibby 
Bikky 
Bip 

Blondie
Blud 
Bob 

Bobbin
Bonsai 
Bonuz 

Bouncer 
Brains

Brutaldelux 
Bubbles 
Caramel
Caviar 
Champ

Charmette 
Chip 

Clucky 
Comma

Const ru� ian 
Cookie 

Coriander
Cutlet
Cuzza
Daff y 

Dancer 
Didi 

Dirtbag

Dobby 
Dolly 

Doodle 
Dumpling 

Felix 
Fennel

Fishtank
Flea 

Gassy
Gecko 
Gideon 
Glitch 
Grasser
Greasy
Griddle
Grizzler

Grumpikat 
Ham

Hazelnut
Helley

Higgsboson
Horace 

HP
Idol
Iggy 

Jaypeg
Jinx 

Julian 
Katkit 

Ketchup 
Kiwi 
Kpop

Leckyfan
Leo
Lilac
Lilith
Loaf 

Lucifer

Lulu 
Maggie 
Masher 
Matty 

Maydin
Michelle 
Mildew
Mimi 

Mimsy 
Minikin
Miyagi

Monacle
Mopsy 

Mr. Must ache 
Mrs. Kissy

Muff y 
Myleen 
Nailer 
Neo

Noodle 
Nougat 
Oreo 

Pancake
Paprika
Peanut
Pepto 
Pest o 
Pie 

Pink 
Pist achio 
Pitcher 
Pizza
Planer
Plato 

Pompom
Princess
Pudding 
Raffl  es

Raptup
Ravioli 

Raymond
Risotto 
Roast ie
Rocket 

Ron 
Rorschach

Ruffl  es 
Rumbabba

Sausage 
Schrödinger

Scowler
Scuttlebutt

Seeyo
Sgt. Pepper 

Shakira
Shelley 
Slider

Smartie
Snowfl ake
Snuffl  es 
Soapy 
Soupy 
Soysos
Spoon 
Spud
Stan 

Sweetie 
Taff y 
Tank 

Teapot

Terror
� ingmajig
Ticktock
Tigger 
Tofu 
Toto 
Tufty 
Twine 

Unicorn 
Ventino 
Vision
Walter 
Whiff y 
Whiner

Whiskers
Will

Windy 
Wotsit 
Yessir
Yoggy 
Yogi 
Yoshi

Youngun

Mechanics
Action (p. 45): Roll 3d6; each result less than or equal to the ability score equals 1 success.
Difficulty level(p. 48): Number of successes required; Easy 1, Medium 2, Diffi  cult 3, Legendary 4.
Triple (p. 52): If rolled during a test , the Kitten gets a be nefi t from their a� ion, whether it succeeds or fails.
Skill (p. 18): Gives an advantage if the Kitten’s skill can help with this a� ion. 
Advantage (p. 46): Roll 4d6 for this test  (inst ead of 3d6). Disadvantage: Roll 2d6 for this test  (inst ead of 3d6).
Purr-ecious item (p. 23): If useful, re-roll 1d6 you didn’t like.
Character trait (p. 24): If positively used, gain 1 advantage. If negatively used, gift 1 Furr-endship point (only once per 
game session for either).
Heart points (p. 53): Measure of a Kitten’s health and confi dence; when this reaches 0, Kitten is unconscious. May spend 
1 to re-cast  a spell before next morning. 
Furr-endship (p. 54): Measures Kitten morale. Player may spend 1 point to either make 1 die roll a success or give 
1 Heart point to another Kitten (not during Catfi ght). Must  spend 1 point to st art a Claw Catfi ght.
Cattribute (p. 22): When triggered, can provide an advantage, a recovery, a success, or another positive eff e�  depending 
on the situation.

Kitten names

Extra Abilities Ski� s Spe� s Pu� -ecious items
Weak 6 points 1 0 1

Average 8 points 2 1 or 2 2 or 3
Strong 10 points 3 2 or 3 3 or 4

Very st rong 12 points 4 3 or more 4 or 5

Skills (p. 19)

Catfights (p. 56)
Kittens retain the initiative as long as they do not make aggressive a� ions.

Non-a� re� ive actions A� re� ive actions
Defend: Strong/Smart + Keep Calm & Carry On/Shake 
Your Booty. Each success cancels 1 of an opponent’s success 

on attack this turn.

Attack: Reduces opponent’s Heart points by 1 per success
 Fang catfi ght: Strong/Cute + any helpful Skill

 Claw catfi ght: Strong/Smart + Scratch skill + weapon 
re-roll (Purr-ecious item)Help: Gives advantage to a comrade.

Move: A movement, possibly a st unt. If necessary, ability 
test  for Strong/Smart + Shake Your Booty. Hinder: Gives an opponent a disadvantage.

Interact: With scenery, obje� s, etc.

Experience (p. 42)

Care of Beast s 
Cook
Draw & Paint
Find Information
Find Your Way
Heal Wounds & Diseases

Herbology
Hide in Shadows
Hiss & Growl
Hunter-Gatherer
Keep Calm & Carry On
Knowledge of Laws & Legends

Knowledge of People & Places
Make Music
Move Silently
Pickpocket
Read Sky & Stars
Read, Write, Count

Scratch
Seduce & Charm
See & Search
Shake Your Booty
Sweet-talk
Tinker with Bits & Bobs

4 � e Kitten loses 1 Heart point and the spell works normally.

5 � e spell aff e� s a completely diff erent target than the one chosen by 
the Kitten. Sele�  randomly or the Storyteller can choose.

6

Abilities

Spells
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Youngun

(p. 48): Number of successes required; Easy 1, Medium 2, Diffi  cult 3, Legendary 4.
If rolled during a test , the Kitten gets a be nefi t from their a� ion, whether it succeeds or fails.

� e spell aff e� s a completely diff erent target than the one chosen by 

2 experience points times the level 

One additional Purr-ecious item 
in a backpack 5 experience points

Extras (p. 65)

Childhood (p. 25)

1d6 1-4: Ki� ens 
of the Kingdom

5: O�  Ones 
Out

6: Other 
Animals

1 Young noble Meowge Puppy
2 Country Kitten Hooting Kitten Sparrowchick
3 Kitty Merchant Were-kitten Raccoon
4 Soldier’s Child Meowmy Bearcub
5 Apprent-hiss Catnut Kittenfi sh
6 Abandoned Kitten Future Kitten Hoglet

Extra Abilities Ski� s Spe� s Pu� -ecious items
Weak 6 points 1 0 1

Average 8 points 2 1 or 2 2 or 3
Strong 10 points 3 2 or 3 3 or 4

Very st rong 12 points 4 3 or more 4 or 5
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