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This blank playbook, seating chart, villain sheet, and principal’s cheat sheet are ready for you to 
print out to play Super Destiny High School Rumble!! You can get a pdf or printed copy of the 
entire book, which you’ll also need, at DriveThruRPG.com.



Name:

Pronouns:

Birthdate:

Like:

Look:

Playbooks:

LVL_____
XP  LVL UP!!⤴
 Limit Break!!
_____________________
_____________________
_____________________	

♡Scuffed

♡Battered

♡Bruised

♡Bleeding

♡Broken

♡Dying

Gear
_________________
_________________
_________________
_________________
_________________
_________________
_________________
_________________	

    
Charm Cool Hot Smart Spirit

be Convincing
go shopping

React Fast
Come To The 
Rescue

Go all out
Proclaim your 
feelings

Study hard
Make A Plan

Powers Engage
Stay Strong

MOVEs and Drawbacks

__________________________________________________________

__________________________________________________________

__________________________________________________________

__________________________________________________________

__________________________________________________________

__________________________________________________________

__________________________________________________________

__________________________________________________________

__________________________________________________________

__________________________________________________________

__________________________________________________________

__________________________________________________________

Bonds
__________________________________________________________
__________________________________________________________
__________________________________________________________
__________________________________________________________
__________________________________________________________
__________________________________________________________
__________________________________________________________
__________________________________________________________



Seating Chart



Villain sheet

♡ ♡ ♡ ♡ ♡ ♡ ♡ ♡ ♡ ♡

 

Choose one:

Minion group, minion, lieutenant, boss

Heart boxes:

Attack:

Moves:
_______________________________________

_______________________________________

_______________________________________

_______________________________________

Name:

Look:

Bonds:
_______________________________________

_______________________________________

_______________________________________

_______________________________________

Plot track
What will they try? Who gets the spotlight?

The Opening Move

The Ultimate Goal



Always ask, “What do you do?”

Basic moves

Be Convincing (Charm)

10+ The NPC does what they want.

7–9 The NPC does what they want but asks for 
something in return.

6-  The NPC won’t do it. Take a hard move.

Go Shopping (Charm)

10+ They get the item. 

7–9 They get the item but lose something else to 
pay for it, or it takes a while to arrive, etc.

6- They don’t get the item. Take a hard move.

Come to the Rescue (Cool)

10+ They take no harm, and neither does the per-
son they are protecting. 

7–9 They take the harm instead of the person 
they are protecting.

6- The person they were trying to protect takes 
the harm. 

React Fast (Cool)

10+ They do it. 

7–9 They do it, but give them a difficult choice or 
consequence. 

6- They don’t do it. Take a hard move.

Go All Out (Hot)

10+ They pick two: You harm them, they don’t 
harm you, you help a friend (pass +1 forward to a 
teammate of your choice)

7–9 They pick one. 

6- Take a hard move (usually Do Harm).

Proclaim Your Feelings (Hot)

10+ They get +1 ongoing while acting on their 
feelings. 

7–9 They get +1 ongoing, but also are exposed to 
danger. 

6- Take a hard move, or give a story-related 
consequence.

Principal’s Cheat Sheet
Study Hard (Smart)

10+ They ask you two questions. 

7–9 They ask you one question. 

6- Take a hard move (usually Give a Condition or 
Target Them).

Make a Plan (Smart)

10+ Everyone on the team holds two. Spend later 
for a +1 on a roll, or to negate 1 harm.

7–9 Everyone holds one.  

6- Take a hard move later.

Powers Engage (Spirit)

10+ It works. 

7–9 It works, but there is a glitch or a cost. 

6- Take a hard move.

Stay Strong (Spirit)

10+ They are unaffected. 

7–9 They are only affected for one round. 

6- Take a hard move (usually Give a Condition).

Bonds
Use a bond after seeing the result of a roll.

�� A student uses any bond to give themself +1 to 
a roll.

�� A student uses a bond with a teammate to give 
that character +2 on a roll.

�� A student uses a bond with an NPC to guarantee 
the NPC succeeds on an action.

�� A student uses a bond with a villain to interfere 
with that villain’s actions. 

�� Each student must use at least 2 bonds to 
enter Powers Combine.

�� Playbook-specific moves called “Contacts” give 
additional effects students can get when using 
bonds.

�� A villain can use a bond with a student to give the 
student -2 on a roll.

Check at the end of each scene to see if anyone gained 
bonds during the scene.

Only one bond can be used on any roll. 



Principal’s moves
Use at any time.

Ask a Question

Introduce a Plot

Introduce a Character

Surprise Them

Change a Relationship

Change the Setting

Drop a Hint

Threaten Someone

Isolate Someone

Principal’s hard moves 
When a student fails a roll, or doesn’t stop a threat 
you previously set up.

Do Harm

Take Something Away

Give a Condition

Target Them

Damage a Relationship

Experience
Mark experience:

�� Whenever they fail a roll.

�� At the end of the session, mark 1 experience for 
every person with whom they gained a bond that 
session.

�� At the end of the session, if they have marked no 
experience in any other way during the session, 
mark 1 experience. 

Conditions
Afraid (paralyzed or fleeing, won’t attack)

Amnesia (can’t remember)

Berserk (can only Go All Out, have to Stay 
Strong to stop fighting)

Big (as large as a giant robot, can give and take Big 
harm)

Blind (can’t see)

Bound (can’t move)

Cold (can’t gain new bonds)

Confused (after every intentional action, must 
take a random useless action)

Deafened (can’t hear)

Despairing (can’t spend or benefit from bonds)

Distracted (paying attention only to one thing, 
doesn’t notice other things, doesn’t attack)

Enthralled (perceiving someone as a friend)

Fatigued (can’t run, at -1 to rolls involving physical 
activity or concentration)

Incorporeal (no physical form, can only be harmed 
by Ghost weapons or certain magical attacks)

Invisible (can’t be seen)

Out (has marked Dying heart box, hovering near 
death, can’t heal naturally)

Possessed (under someone else’s mental control)

Sickened (ill or diseased, -1 to all rolls until healed)

Silenced (can’t speak or make sounds)

Stealthy (hard to notice, will almost always go 
first in fights)

Stunned (loses their next action)

Unconscious (not awake)

Wracked (continuing to take 1 harm every round)




