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RULES OF THE GAME

JoJo's Bizarre Tabletop is a tabletop role playing game featuring the power systems of JoJo’s Bizarre
Adventure. The combat systems, dice mechanics, and character building are all the same as D&D 5th edition, but
there are some key differences. The 5th edition Backgrounds, Races, and Classes have been replaced with custom
Passions, Races, and Classes, respectively. Multiclassing into non-Stand classes is allowed. For example a Stand User
with a Power Type Stand might also choose to use The Ripple. However, each character can only have one Stand.
Typically this means each character can only have one Stand Type, but Multi-Type Stands are allowed. The rules for
this are detailed later in the Stands chapter.

JoJo’s Bizarre Adventure is a manga series that has been running for several decades, and has hundreds of
chapters. As such, there are dozens of things unique to the worlds that Araki creates. This guide contains many
objects and rules inspired by Araki’s writing, and has many mechanics and powers from across all parts. While there
are no plot spoilers or details such as major character deaths, abilities and powers of certain characters or Stands
may be shown. As such, if you are interested in JoJo’s Bizarre Adventure at all, I would highly recommend getting
caught up if you do not want any spoilers for the abilities of certain characters or power systems used in JoJo’s
Bizarre Adventure for Parts 1-8. You have been warned.

Rule Differences

This game has some rules that differ slightly from the typical 5th edition D&D game. Not only that, but a
couple of things work completely differently. Several key changes are defined below.

Arcana Checks will be used to help you determine unexplained phenomena. A successful Arcana Check
will reveal if an item has been infused with a special energy, or if it is just a trick that can be explained through
conventional technology. For example, if you were to see a floating toaster, a successful Arcana check could reveal
that it is floating because there are probably magnets inside, or it might clue you that something else is going on. As
a Reaction, when you are affected/damaged by an unknown phenomenon that you suspect is an ability, you may
make an Arcana Check in order to determine the function of the ability.

Initiative is calculated by adding your Dexterity AND Wisdom instead of just Dex. Stand stats can not be
used to calculate initiative.

Talking is a free action. This module is based on JoJo’s Bizarre Adventure after all, and it wouldn’t be JoJo’s
without a side character commenting on everything happening, as it happens, even if the talking takes more than 6
seconds.

The Tile System is meter-based. Each 'square' represents 1 meter (3 feet).

Bonus Proficiencies are granted based on a character's Intelligence modifier. You may pick that number of
Skills (minimum of zero) and gain Proficiency in them. You may also swap some or all of these Bonus Proficiencies
for Human Languages, Instruments, or Tool Proficiencies. These Proficiencies do not count against any Proficiencies
gained by any Feats or from your Passion.

Armor Class (AC) is calculated as either 10 + Dex + Con, 10 + Dex + Wis, or 10 + Wis + Con. You may still use
armor from 5e if you wish, but this 'Unarmored Defense' will not stack with it. The same calculation applies to
Stands, with their respective stats.

Medicine Checks may be performed on a character with 0 Hit Points. If you succeed the Medicine Check
(DC 10), they are not just stabilized, but also return to 1 Hit Point.

Inspiration has no upper limit in terms of how much you can have and can be given to another character
over the course of a short or long rest.

Unarmed Strikes deal 1d4 Bludgeoning Damage. You may choose to add either your Strength OR Dexterity
to the Attack Rolls, but only Strength may be added to the Damage Rolls.

Speed Duels may be performed when you wish to take an action before your target can react (stealing,
disarming, quick draw, etc.). To do so, you must use a single Attack and both creatures must roll an Athletics
(Wisdom) check, or an Athletics (Speed) check if using a Stand. If the attacker rolls higher, they successfully carry
out the desired action. Otherwise, nothing happens.



Running a Game

Being a DM for this game is a lot more challenging than a standard D&D 5th edition game, but if done right,
it can be just as fun. This is because rather than fighting a bunch of Monsters and a boss every once in a while, you
have to create a character for every fight. Therefore, for encounters with enemy Stand Users you will need to create a
unique stand for the enemy to have.

If you have Stand Users in your group things start to get complicated once Abilities come into play. Abilities
vary Stand battles and make them interesting, and as DM you may have to help your players create a Stand Ability
from scratch. You can allow your characters' abilities to be as powerful as you like, but make sure that each ability
has some sort of weakness. A Stand that is stronger underwater, for example, might be weaker outside of it. A Power
Type Stand may have great stats and an incredible ability, but greatly limited range.

Another thing to be aware of is the importance of Inspiration. They should be given when a particularly
good joke is made, when roleplay is exceptional, or when players are creative in the use of their environments or
abilities. On average players should receive 1-2 points per session. It is recommended to not give more than 3 points
of Inspiration per session, but this is up to DM discretion.

Character Creation Checklist

When creating a character using this module, you want to make sure that they are built solidly and
correctly. You should build your character roughly in this order:

1. Roll and assign Stats

Choose the Character’s Passion

If your character isn't human, add the character’s Racial Bonuses and Abilities

Pick the Character’s Bonus Proficiencies, as well as Feats

Find what Class(es) your character will be playing and add the Abilities

Determine your character’s Maximum Hit Points, Armor Class, and Stand Armor Class (If Applicable)
Talk with your DM regarding your Starting Equipment

If your character is a Stand User, find your Stand's stats and modifiers, as well as your Stand’s Ability, and
how it works
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THE WORLD OFJoJo
The world of Jo]o's Bizarre Adventure is extremely odd. JoJo's Bizarre Adventure typically takes place in a modern world filled almost
completely with humans. While this is all fine and dandy, many people want some variety when building a character. This is where

passions come into play.




PASSIONS

ACADEMICS

Academics do exactly as the name suggests. They study hard,
or teach hard, using their intelligence and experience to do
their jobs.

EXAMPLES
- Professors - Accountants
- Teachers - Programmers
- Scientists - Researchers

ACADEMIC TRAITS

Saving Throws. You are Proficient in Intelligence and
Constitution Saving Throws.

Ability Score Increase. Your Intelligence Score increases by 2
and your Constitution Score increases by 1.

Academic Studies. You have Proficiency in two of the
following: Arcana, History, Investigation, Nature, or Religion.
Alternatively, you may choose to forgo one of these
Proficiencies to instead gain Proficiency in three additional
languages or Expertise in a skill that you're already Proficient
in.

Additional Proficiencies. You gain an additional 3
Proficiencies of your choice.

ARTISTS

Using a variety of mediums, Artists create beautiful things to
invoke feelings in people. Whether it be a comic, a painting, a
sculpture, or a gourmet meal, Artists spend hours honing their
craft.

EXAMPLES
- Writers Painters
- Sculptors Mangakas
- Acrobats Dancers
- Chefs

ARTIST TRAITS

Saving Throws. You are Proficient in Dexterity and
Intelligence Saving Throws.

Ability Score Increase. Your Dexterity Score increases by 2
and your Intelligence Score increases by 1.

Artist’s Soul. You have Proficiency in two of the following:
Medicine, Sleight of Hand, Perception, or Performance.
Alternatively, you may choose to forgo one of these
Proficiencies to instead gain Proficiency in two sets of tools,
three instruments, or Expertise in a skill, tool, or instrument
that you're already Proficient in.

Additional Proficiencies. You gain an additional 3
Proficiencies of your choice.

ATHLETES

People who push their bodies to and past their physical limits in order
to see the true potential of humanity.

EXAMPLES
- Olympians -
- Marathon Runners -

Professional Sports Players
High School Quarterbacks

ATHLETE TRAITS

Saving Throws. You are Proficient in two of the following saving
throws of your choice: Strength, Dexterity, or Constitution.

Ability Score Increase. Your Strength, Dexterity, and Constitution
Scores increase by 1.

Athletic Experience. You have Proficiency in two of the following:
Athletics, Acrobatics, Medicine, Perception, Performance, or Sleight of
Hand. Alternatively, you may choose to forgo one of these Proficiencies
to instead gain Expertise in a skill that you're already Proficient in.

Additional Proficiencies. You gain an additional 3 Proficiencies of
your choice

CON ARTISTS

Those who steal for their own greed. To attain power, money, or
influence, these people take advantage of the human brain in order to
push other people to achieve their own goals.

EXAMPLES
- Certain Lawyers -
- Most Politicians -
- Cult Leaders

Fake Fortune Tellers
Scammers

CON ARTIST TRAITS

Saving Throws. You are Proficient in Charisma and Wisdom Saving
Throws.

Ability Score Increase. Your Charisma Score increases by 2 and your
Wisdom Score increases by 1.

Award-Winning Smile. You have Proficiency in two of the following:
Deception, Insight, Persuasion, Sleight of Hand, or Religion.
Alternatively, you may choose to forgo one of these Proficiencies to
instead gain Proficiency in two sets of tools or Expertise in a skill that
you're already Proficient in.

Additional Proficiencies. You gain an additional 3 Proficiencies of
your choice.



HARD LABORERS

Some people make a living performing physically taxing jobs.
Without them, society would not function.

EXAMPLES
- Construction Workers -
- Garbage Collectors

Coal Miners

HARD LABORER TRAITS

Saving Throws. You are Proficient in Constitution and
Strength Saving Throws.

Ability Score Increase. Your Constitution Score increases by 2
and your Strength Score increases by 1.

Grit. You have Proficiency in two of the following: Athletics,
Acrobatics, Animal Handling, or Intimidation. Alternatively,
you may choose to forgo one of these Proficiencies to instead
gain Proficiency in three additional languages, two sets of
artisan tools, or Expertise in a skill that you're already Proficient
in.

Additional Proficiencies. You gain an additional 3
Proficiencies of your choice

HOSPITALITY WORKERS

A person who makes their living serving people, using their
training and wit to help them.

EXAMPLES
- Waitstaff - Receptionists
- Secretaries - Salespeople

HOSPITALITY WORKER TRAITS

Saving Throws. You are Proficient in Charisma and
Intelligence Saving Throws.

Ability Score Increase. Your Charisma Score increases by 2
and your Intelligence Score increases by 1.

People Person. You have Proficiency in two of the following:
Insight, Investigation, Perception, or Persuasion. Alternatively,
you may choose to forgo one of these Proficiencies to instead
gain Proficiency in three additional languages, two sets of
artisan tools, or Expertise in a skill that you're already Proficient
in.

Additional Proficiencies. You gain an additional 3
Proficiencies of your choice.

LEADERS

Leaders are those who are able to sway others to help them perform
great deeds, whether they be selfish or selfless. They are able to take
charge of a situation and guide others along a specific path.

EXAMPLES

- Heads of a Community -
- Some Politicians -

Heads of a Movement
Royalty

LEADERTRAITS

Saving Throws. You are Proficient in two of the following saving
throws of your choice: Intelligence, Wisdom, or Charisma.

Ability Score Increase. Your Intelligence, Wisdom, and Charisma
Scores increase by 1.

Leadership Experience. You have Proficiency in two of the following:
Arcana, Deception, Insight, Performance, Perception, or Persuasion.
Alternatively, you may choose to forgo one of these Proficiencies to
instead gain Expertise in a skill that you're already Proficient in.

Additional Proficiencies. You gain an additional 3 Proficiencies of
your choice.

MEDICAL EXPERTS

Medical Experts use their superior intellect, reasoning, and patience to
assist the injured. Medical Experts have immense knowledge of
anatomy, knowing how living things function in almost every way.

EXAMPLES
- Doctors Nurses
- Surgeons EMT Operators
- Veterinarians

MEDICAL EXPERT TRAITS

Saving Throws. You are Proficient in Intelligence and Wisdom
Saving Throws.

Ability Score Increase. Your Intelligence Score increases by 2 and
your Wisdom Score increases by 1.

Medical Expertise. You have Proficiency in two of the following:
Animal Handling, Investigation, Medicine, Nature, or Sleight of Hand.
Alternatively, you may choose to forgo one of these Proficiencies to
instead gain Proficiency in two sets of tools or Expertise in a skill that
you're already Proficient in.

Additional Proficiencies. You gain an additional 3 Proficiencies of
your choice.



PERFORMERS

Those who perfect a craft in order to inspire, but also to hear
the roar of the crowd.

EXAMPLES
Musicians - Stand Up Comedians
Actors - DJs

PERFORMER TRAITS

Saving Throws. You are Proficient in Charisma and
Constitution Saving Throws.

Ability Score Increase. Your Charisma Score increases by 2
and your Constitution Score increases by 1.

Crowd Pleaser. You have Proficiency in two of the following:
Acrobatics, Deception, Persuasion, or Performance.
Alternatively, you may choose to forgo one of these
Proficiencies to instead gain Proficiency in two sets of tools,
three instruments, or Expertise in a skill, tool, or instrument
that you're already Proficient in.

Additional Proficiencies. You gain an additional 3
Proficiencies of your choice.

STUDENTS

Students aim to learn about and gain experience in a wide
variety of things, exploring what they’'d like to do with their
future.

EXAMPLES

High Schoolers - College Students

STUDENT TRAITS

Saving Throws. You are Proficient in any two Saving Throws
of your choice.

Ability Score Increase. You get +2 to one stat of your choice,
+1 to three stats of your choice, and -1 to two stats of your
choice.

Constant Improvement. You have Proficiency in any five
Skills of your choice. Alternatively, you may choose to forgo one
of these Proficiencies to instead gain Proficiency in three
additional languages.

SURVIVALISTS

Someone who has chosen to forgo most parts of modern society,
instead choosing to live a simpler, more reclusive life.

EXAMPLES

- Hunters Wilderness Survivors
- Monks Rural Subsistence Farmers
- Gangsters

SURVIVALIST TRAITS

Saving Throws. You are Proficient in Wisdom and Constitution
Saving Throws.

Ability Score Increase. Your Wisdom Score increases by 2 and your
Constitution Score increases by 1.

Will to Thrive. You have Proficiency in two of the following: Insight,
Perception, Animal Handling, Nature, or Survival. Alternatively, you
may choose to forgo one of these Proficiencies to instead gain
Proficiency in two sets of tools or Expertise in a skill that you're already
Proficient in.

Additional Proficiencies. You gain an additional 3 Proficiencies of
your choice.

THIEVES

Those who must make a living taking from the more fortunate.
Through Stealth, Intimidation, or Speed, Thieves take to sustain the
needs of themselves or those they hold close.

EXAMPLES

- Robbers Muggers

THIEF TRAITS

Saving Throws. You are Proficient in Dexterity and Charisma Saving
Throws.

Ability Score Increase. Your Dexterity Score increases by 2 and your
Charisma Score increases by 1.

Street Smarts. You have Proficiency in two of the following:
Deception, Intimidation, Perception, Sleight of Hand, or Stealth.
Alternatively, you may choose to forgo one of these Proficiencies to
instead gain Proficiency in two sets of tools or Expertise in a skill that
you're already Proficient in.

Additional Proficiencies. You gain an additional 3 Proficiencies of
your choice.



TRAINED LABORERS

Someone who has studied for years in order to hone their craft.
They use their Strength along with their experience in order to

accomplish their tasks.

EXAMPLES

Mechanics - Blacksmiths / Metal Workers

ACADEMIC TRAITS

Saving Throws. You are Proficient in Strength and
Intelligence Saving Throws.

Ability Score Increase. Your Strength Score increases by 2
and your Intelligence Score increases by 1.

Labor Experience. You have Proficiency in two of the
following: Athletics, Arcana, History, Sleight of Hand, or
Investigation. Alternatively, you may choose to forgo one of
these Proficiencies to instead gain Proficiency in two sets of
tools or Expertise in a skill that you're already Proficient in.

Additional Proficiencies. You gain an additional 3
Proficiencies of your choice.

WARRIORS

People of discipline who devote their lives training in the field of
combat. Some fight to protect, while others might do so for selfish
reasons.

EXAMPLES
- Soldiers -
- Bodyguards

Mercenaries

WARRIOR TRAITS

Saving Throws. You are Proficient in Dexterity and Constitution
Saving Throws.

Ability Score Increase. Your Dexterity Score increases by 2 and your
Constitution Score increases by 1.

Soldier’s Discipline. You have Proficiency in two of the following:
Athletics, Acrobatics, Perception, Stealth, or Survival. Alternatively, you
may choose to forgo one of these Proficiencies to instead gain
Proficiency in Simple weapons or three weapons of your choice, or
Expertise in a skill or weapon that you're already Proficient in.

Additional Proficiencies. You gain an additional 3 Proficiencies of
your choice.



STANDS

tands are one of, if not, the most iconic part of

JoJo's Bizarre Adventure. Most PC's, NPCs, and

enemies that you meet or create will most likely

be Stand Users. A Stand is the physical

manifestation of the soul's fighting spirit. If a

person has a strong will to fight, and they are
exposed to the right catalyst, they may manifest their Stand
Ability in some form.

There are many ways to obtain a Stand. Very few people are
lucky enough to be born with this power, passed down
genetically. Some gain power when a relative gains a Stand as
well, but this is a rare occurrence. In some cases, a relative
that suddenly gains a Stand may also give their relatives a
fever, putting them on the track to obtaining a Stand. One of
the most common methods of obtaining a Stand comes from
getting pierced by a Stand Arrow.

One of the most common methods of obtaining a Stand
comes from getting pierced by a Stand Arrow (see Artifacts
and Items). When a living creature’s skin is pierced by the
Arrow, they will develop a fever over the course of several
days. The severity and duration of the fever is dependent upon
the physical build and fighting spirit of whatever or whoever
catches it. For example, Jotaro Kujo barely notices a difference
in his daily routine and begins to take note of his Stand very
quickly afterwards. However, Ermes, another very powerful
Stand User, was rendered completely comatose for almost an
entire week. Regardless of the length of fever, if you have the
fighting spirit necessary to develop a Stand after the fever has
run its course, you recover and your Stand begins to manifest.
However, if you do not have the ability to develop a Stand, you
simply obtain the effect: Alien Virus.

Rules of Stands

- A single person can only have one stand (Hive Stands are the same
Stand, just split up into much smaller parts)

- Whatever Damage is inflicted upon the Stand or the User is also dealt
to the other

- Only Stand Users can sense Stands
- Stand Users can interact and speak with spirits or ghosts

- Only Stands can defeat Stands, physical objects simply pass through
or bounce off of all Stands except Enhancement or Independent
types

- If the User is knocked unconscious and the Stand is not a

Revenge-Type, the Stand and it's Ability will disappear until
resummoned by the User when conscious

- Stand Energy is only consumed if the Ability actually affects
something

- If a Stand User fights a Non-Stand User, the Stand User gets
Advantage on all Attacks using their Stand

- If a Stand User is Surprised and does not have their Stand active, they
may not use it to defend themselves.

STAND WHISPERS

Those who have the potential to gain a Stand, and
are destined to in the future, may have what is
known as a “Stand Whisper.” This is an Ability that
manifests itself before the User is exposed to the
event that gives them their Stand. Examples of this
are: Joseph's “Your Mext Line Is” being a form of
mind reading, Child Giorne’s Ability to grow grass,
and Mista's ability to dodge bullets fired point-
blank. These abilities are often subconscious, but
the User can utilize them to their full potential if
they take notice of how the ability functions. These
Whispers disappear after an event that would
expose somebody to a Stand, and their Ability soon
becomes replaced with a regular Stand Ability.




STAND STATS

ABILITY CONVERSION CHART
Ability  Stand Ability
Strength  Power
Dexterity Precision
Constitution Durability
Wisdom Speed
Intelligence Range

Charisma Stand Energy

Abilities and Stand Energy: The amount of Energy your
stand has is based on their Stand Energy Mod. Normal
Abilities typically cost 1 point and Special Abilities
generally cost more depending on the Stand type.
However, the cost may vary depending on how strong the
Ability is at the DMs discretion, for example the Ability to
stop time might cost double the normal cost. Stand Energy
always fully replenishes when outside of combat. 1 Stand
Energy is also replenished when you take the dodge
action.

Stand Range: Your Stand may move a number of meters
away from you equal to its Range Mod, with a minimum of
1m.

Stand Damage Reduction: Stands have natural
resistance against damage, determined by their Durability
Mod. Your Stand can resist that many points of damage
per round. For example, a Stand with a 100 Durability
would be able to resist 10 points of damage per round, and
a Stand with 40 would only be able to resist 4. Physical
Attacks that hit Stands deal no damage, unless specifically
stated otherwise. The only types of damage that may deal
damage to Stands is damage dealt by Stands, or the
Abilities of Stands. Your Stand's Damage Reduction resets
at the top of each round of Initiative.

Stand Movement: Stands have a Movement Speed equal
to twice their Stand's Speed Mod in meters, or a Movement
Speed equal to their User, whichever is higher. Stands and
Users each have a separate Movement Action.
Independant-Type Stands can only move the base 10
Meters that a regular human can, unless they have a
specific ability that allows them to increase it.

STAND STAT MODIFIERS

Stand Stats are based on the User's Stats. To get the Modifiers for
these Stats, simply divide their Score by 10.

Stand Saving Throws: If you are a Stand User and your Stand is
within 2 Meters of you, when you make a Strength, Precision, or
Constitution Saving Throw, you may instead use your Stand’s
Modifier to roll for you (Strength = Power, Dexterity = Precision,
Constitution = Durability). You may still add your Proficiency
Bonus to any of those three Saving Throws you are Proficient in.
Intelligence, Wisdom, and Charisma Saving Throws are all
rolled normally, without the assistance of your Stand.

Stand AC: Stand AC works the same way as regular AC, but
using the Stand's Stats. Keep in mind the 3 ways to calculate AC
mentioned on the Rules page. When your Stand is within 2
Meters of you your Stand can protect you from attacks using its
AC. Like normal, if an Attack roll is less than your AC it misses.
However, if the Attack roll is between your Stand AC and your
own AC it hits your Stand instead, allowing you to apply your
Stand's Damage Reduction. Additionally, if the damage type is
Non-Stand, it simply bounces off of your Stand or phases
through it. An Attack roll higher than your Stand AC is a direct
hit to the User.

ATTACKING

Your Stand's normal Attacks (typically punches) are determined
similarly to regular Attacks. Roll a d20 and add the Power or
Precision Mod of your Stand and your Proficiency Bonus to
determine if the attack hits. The amount of damage dealt is
based off of your Stand's Attack Dice plus your Power (NOT
Precision) Mod.

For User Attacks, roll a d20 and add your Strength or Dexterity
Mod, whichever is higher. Every Unarmed Attack deals 1d4 + Str
damage. Regular physical attacks DO NOT AFFECT STANDS
(except for Enhancement or Independent Types).

Speed is also very important. The total Speed Score of your
Stand divided by 50 is one more Attack that the Stand or the User
may perform each round, with a minimum of one and a
maximum of ten. If Non-Stand Users want to have multiple
Attacks per round, they may take the Trained Combatant Feat.



CHOOSING A STAND TYPE

Power Type stands are quite common in the JoJo
universe, and they can also be some of the most powerful.
They make use of their strong physical ability to demolish
opponents, and most opponents stand no chance when
coming face to face with one. But their great Power comes
with a great weakness. In this case, an extremely short
range. Power Type stands have a maximum range of two
meters.

Ranged Types stands are extraordinarily versatile,
though not as tough or strong as Power Types, Ranged
Type Stands can effectively fight in almost any situation.

Remote Type stands are all around capable fighters, and
they can deal huge damage, even at enormous ranges.
However, they are unable to be fully controlled by their
users; Remote Type stands can only operate on one real
predetermined action when sent out.

Ability Type stands are highly specialized, though they
can harness a wide variety of abilities. These stands have
little in the way of physical power or staying power, but
expert use of their abilities can allow them to do
incredible things.

Enhancement Type Stands wield tremendous power
through the enhancement of objects. However, whereas
most stands would be immune to physical damage, these
stands are able to be damaged by physical objects, as well
as other Stands.

Revenge Type stands have ridiculous power and a large
range, but these stands are only able to manifest when the
User has been directly harmed recently. This means that
they are very capable in combat, but not very useful
outside of it.

Independent Type stands are very rare. They usually do
not have a User, and often wield themselves. They could
also be Stands that had a User, but now function
independently of them.

Hive Type stands are formed by many small fragments
that make up one stand. Each fragment only has a small
amount of the power of the stand as a whole. Because of
this, Hive stands have the power of a normal stand, split
between many locations and power levels. This also gives
them a ridiculously long range.

Act Type stands are the rarest of the rare. They are
created when someone who does not possess a proper
Fighting Spirit is still able to gain a Stand. Because of this,
it has to grow and develop with its user. Creating an Act
Type will have to be discussed with your DM.

10

STAND TYPES

- Power

- Ranged

- Remote

- Ability

- Enhancement
- Revenge

- Independent
- Hive

- Act

diooresult  Stand Type

1-35 Power
36-49 Ranged
50-69 Enhancement
70-79 Remote
80-89 Ability
90-93 Independent
94-97 Hive
98-99 Revenge

100 Act

Multi-Type Stands: Some Stands have attributes of several
different types of Stand. For these Stand's Stats, take the average
of each stat multiplier for the two respective types and use those
multipliers, rounded down, when figuring out your initial Stand
stats. Furthermore, if there are any limitations on a Stand type's
stat increases still apply. For example, if a Stand is both a
Power/Enhancement-Type you cannot have a Range stat above
20, even if the initial average would be higher. You also take the
lower of the Attack Dice if you are using two types of Stands, and
you get an equal amount of each Hit Dice, alternating each
Level. For Class Features, you get all of the Level 1 Features, but
must choose which type's Features to take for each subsequent
Level.
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Creating a Stand Ability

Stand Abilities have endless possibilities, able to do anything from cooking supernaturally good food to being able to
stop time itself. The rules below should generally apply to most Stand Abilities, but you should work with your DM to
create the perfect custom Ability for your Stand.

General Rules: Abilities that heal or deal damage should follow the dice guidelines below, and these dice should
increase every other Level (for example, at Level 3 1dx becomes 2dx). Abilities that require a Saving Throw should
use the following Stand DC: 8 + Cha + Proficiency Bonus.

- No Dice: Should be an ability that buffs/debuffs someone very little, or some sort of utility. Not
combat-viable directly, but should be able to be used creatively in combat.

- d4: Group effects, healing/damage that affects a group of people. Can have a secondary effect if it is just a
single target ability.

- de: An ability that affects multiple targets and requires a Saving Throw, dealing no damage on success, or
ranged healing for a single target. Can also be touch healing that gives an additional effect.

- d8: Damage that may be added to a Stand's punch or touch on a hit and does not require a Saving Throw.
Can also be a ranged Attack that requires a Saving Throw with half damage on success. Can be touch
healing that takes a single Attack or Bonus Action to perform.

- d10: Damage that may be added to a Stand's punch or touch and requires a Saving Throw, dealing no
damage on success. Can be touch healing that takes an Action to perform. Can be a ranged Attack that
requires a Saving Throw, dealing no damage on success. Can be a single-target melee Attack that requires a
Saving Throw, dealing half damage on success.

- d12: Can be a touch healing Ability that takes an Action as well as another type of Action (Reaction, Bonus
Action, Movement Action). Can be a single-target melee Attack that requires a Saving Throw, dealing no
damage on success.

Level of Stand User Amount of Dice Level of Stand User Amount of Dice
1 1dx 11 6dx
2 1dx 12 6dx
3 2dx 13 7dx
4 2dx 14 7dx
5 3dx 15 8dx
6 3dx 16 8dx
7 4dx 17 9dx
8 4dx 18 9dx
9 5dx 19 10dx
10 5dx 20 10dx

Note: The damage cap for these scaling dice is normally 10dx, but this does not have to be the case. Characters or
enemies may be able to go far past Level 20, and therefore, would be able to deal massive amounts of Damage using
them. Your DM may decide that Abilities past that may increase in the same fashion as before (an additional dice for
every odd Level), or that 10dx should be the limit for balance.

Optional Extra Lethal Rule: If you want an experience closer to JoJo, that has Abilities deal crazy amounts of
damage, you may make it so that you roll an amount of Dice equal to your level, rather than the scaling dice shown in
the chart above.
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Leveling up:

Stand Level Ups past level 15 all continue to get 2d4/3d4 Points to add to their Stand’s Scores when leveling up,
and the same bonus of adding your level still applies.

12
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TYPES OF STANDS

POWER

Examples of Power Stands: Star Platinum, Crazy Diamond, Gold Experience

Also known As Close-Range Stands

Description:

Power-Type Stands are considered to be some of the most dangerous and powerful due to their all around physical
ability. They're also the most common. Most opponents have no chance facing off against a Power-Type Stand user
when within their range, but they do have a weakness in their extremely short range.

Stats Mod Every Level-Up, You may roll 2d4 + Level
(the one you're becoming) and put that
Power Str x4 number of points into any of your Stand's
Stats. You may choose to take the average
Precision Dex x3 roll instead (5 + Level), but must do so
before rolling. Your Stand's Range may
Durability Con x3 not be increased past 20 (2 meters).
Range Intx1

Attack Dice: 1d12

Speed Wis x4 Attack Dice Past Level 11: 2d10

Hit Dice: 1d12

Stand DC: 8 + Cha + Proficiency Bonus

Stand Energy Chax2
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RANGED

Examples of Ranged Stands: Hierophant Green, Aerosmith, Whitesnake

Also Known As Versatile Stands

Description:

Ranged-Type Stands are fantastic all around. While not as strong or tough as Power types, Ranged Stands are able to
use their versatility and flexibility to their advantage, often being able to effectively fight in almost any situation. A
Stand type with no great strengths, but no great weaknesses either.

Stats Mod Every Level-Up, You may roll 2d4 + Level
(the one you're becoming) and put that
Power Str x3 number of points into any of your
Stand's Stats except for Power or
D ility. Ye h ke th
Precision Dex x3 urability. You may choose to take the

average roll instead (5 + Level), but must
do so before rolling. Your Power and
Durability Con x3 Durability may not be increased past
their initial values.

Range Int x10

Attack Dice: 1d8
Wis x3
Speed 18X Attack Dice Past Level 11: 1d10
Hit Dice: 1d8

Stand Energy Chax3

Stand DC: 8 + Cha + Proficiency Bonus

15
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REMOTE
