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ADD A DESCRIPTION HERE

Lorem ipsum dolor sit amet, consectetur adipiscing elit,
sed do eiusmod tempor incididunt ut labore et dolore
magna aliqua. Morbi non arcu risus quis. Sed
elementum tempus egestas sed sed risus pretium
quam. Lectus mauris ultrices eros in cursus turpis
massa tincidunt. Senectus et netus et malesuada. Nisi
vitae suscipit tellus mauris a diam maecenas sed. Netus
et malesuada fames ac. Est ante in nibh mauris cursus
mattis molestie a iaculis. Vulputate enim nulla aliquet
porttitor lacus luctus accumsan tortor. Sit amet tellus
cras adipiscing enim eu turpis. Diam quis enim lobortis
scelerisque fermentum dui.

Designer Notes
ADD SOME DESIGNER NOTES HERE

Lorem ipsum dolor sit amet, consectetur adipiscing elit,
sed do eiusmod tempor incididunt ut labore et dolore
magna aliqua. Morbi non arcu risus quis. Sed
elementum tempus egestas sed sed risus pretium
quam. Lectus mauris ultrices eros in cursus turpis
massa tincidunt. Senectus et netus et malesuada. Nisi
vitae suscipit tellus mauris a diam maecenas sed. Netus
et malesuada fames ac. Est ante in nibh mauris cursus
mattis molestie a iaculis. Vulputate enim nulla aliquet
porttitor lacus luctus accumsan tortor. Sit amet tellus
cras adipiscing enim eu turpis. Diam quis enim lobortis
scelerisque fermentum dui.



Color Aesthetics

Aesthetic Name
Aesthetic Description

Suit Detail: -
Weapon: -—--
Mech: -

Named Attack:----

Aesthetic Name
Aesthetic Description

Suit Detail: -
Weapon: —-
Mech: -

Named Attack:--—-

Aesthetic Name
Aesthetic Description

Aesthetic Name
Aesthetic Description

Aesthetic Name
Aesthetic Description

Mech:----
Named Attack:--—---

HENSHIN!: A SENTAI RPG
Community & Cast

Setting:

Where and when?

Base:
Describe the color's headquarters.

Community locations:

List at least 5 concrete spots where the Squad may find themselves in.
Don't be afraid to throw in some little details!

Squad obligation:

The ultimate task/mission that the Squad faces.

Squad principle:

How and what the Squad uses their powers for; what do they fight for?

Custodian of power:
The caretaker of the Squad's powers.

Big Bad:

The primary antagonist; whether they work under the shadows or face the
Colors head-on is up to you.

General:

The secondary antagonist, one who isn't afraid to get their hands dirty.
Usually the Big Bad's second-in-command.

Foot soldiers:

Mooks, pawns, goons; they go by many names, but ultimately the foot
soldiers are the run-of-the-mill baddies that run amok in the masses.

Power source:

An item that allows the Colors to transform into their super-powered
forms. It could be an amulet, a sword, or... a cellphone?

Signature hand motion:

Describe the hand motion (and/or catchphrase) that activates the Color's
transformations. Try to keep it simple and in-line with your module's
theme.

Weapons c(cj)mbine into something
-, =, and — :

Mechs combine into an Ultimate Form that is

First Session Hooks
An opening scene to draw the Colors into the
action could include:

Further Scene Ideas

When appropriate, a scene to progress the
continuing action could include:

Ongoing Season Arcs

Finally, future episodes that advance the season
arc could feature:



Custom Monsters

HENSHIN!: A SENTAI RPG

Monster #1

Add a flavorful description of your monster here...

Heavy Turn:
Describe how it is effective or dangerous...

Regular Turn:

Describe what it does reliably (punching, hiding, escaping, etc.)...

Light Turn:

Describe a possible weak point or when it fails to act...

Monster #2

Add a flavorful description of your monster here...

Heavy Turn:

Describe how it is effective or dangerous...

Regular Turn:
Describe what it does reliably (punching, hiding, escaping, etc.)...

Light Turn:

Describe a possible weak point or when it fails to act...

Monster #3

Add a flavorful description of your monster here...

Heavy Turn:
Describe how it is effective or dangerous...

Regular Turn:
Describe what it does reliably (punching, hiding, escaping, etc.)...

Light Turn:

Describe a possible weak point or when it fails to act...
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