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Rules overview
HP: 0 Broken (unconscious) —under 0: DEAD!

Drinking rules (DC12 tolerance check)
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1. You sluryour words more often Fighting: Players make all rolls melee (str), ranged (pres) and Ability to handle
2. +1 on strength checks and -1 on agility checks " I

3. Disadvantage on melee and ranged attacks defense (agl) on attacks. 12+ modifier is the DC. your alcohol

4. Disadvantage on agility checks Nat 20 on an attack: be sure to yell “YEEHAW!”

5. Movementis reduced to nothing and you hallucinate Nat 1 on an attack: roll for the Oh Crap table

6. Death —just drank a bit too much K

2026 MORK BILLY Ability score scratch pad: roll 3d6




