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SILVER'S MONSTER 4IRL MANVAL!

Heya! This book contains advice for building deep-
er connections with fantasy monsters re-imagined
as cute anime characters! Each page aims to pro-
vide a system-neutral set of creative ideas for game
masters of any tabletop game to draw inspiration
from, and is built with the intent of letting readers
and creators mix their own ideas with the stories.

Although all the monsters in this book have
visually feminine appearances, masculine monsters
can exist and abide by the same descriptions! Your
characters and their romantic preferences are ulti-
mately paramount.

Silver &3
A spirited human bard eager to study
romantic experiences with every
species on the continent!

Desnond

What’s the Story?

Join Silver, Gwen, and Desmond, the writers of The
Wayward Affair, as they travel the world in search
for the most lovable monsters! Each reviewer writes
up a segment that includes a 1-10 score based on
the romantic experience!

Although many travelers have designed media
detailing the violent or 'reproductive’ nature of
monsters, Silver's MGM focuses on longterm
relationships. This book goes beyond simple one
night stands or kill quests, humanizing and present-

ing ideas for dating in a large assortment of mon-
ster-filled TTRPGs.
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A caious dwarf warlock of the urdeath that keeps his
comfanions safe while conﬁnuirg his endless

search for the meaning of life.
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KITSUNE

PURSVE WITH (AUTION

Kitsune are renowned for their cunning and playful
nature, often assuming human forms with fox-like fea-
tures. These monsters are full of surprises, quick wit,
and clever tricks.

THE WAYWARD’S ADVI(E

Hidden Tails. The number of tails a kitsune pos-
sesses is a direct indicator of their age, wisdom, and
power. Older kitsune retain their youthful appearanc-
es and develop deeply nurturing personalities, while
younger kitsune are far more energetic and prone to
mischief. Identifying a kitsune can be difficult, as they
employ illusions to mask their fox-like features and
blend into human society. A person dressed oddly for
the setting or wandering alone at night may be a Kit-
sune in disguise. Reacting too strongly to this discov-
ery may cause them to vanish entirely. A composed
response is the best way to keep them engaged.

Light Bringers. At their core, kitsune are both
natural guardians and supreme tricksters, finding

it necessary to both cause and cure the distress

of others. They frequently insert themselves into
people's lives, offering guidance and encouragement
where needed. Some kitsune may even form deep
relationships, driven by an innate desire to uplift
and strengthen others. However, once a person is
set on the right path, a kitsune will shift their focus.
It's no fun to meddle in the life of someone already
struggling—they prefer to wait until their target has
stabilized before making up for lost time. Expect a
relentless wave of pranks and trickery once a kitsune
is satisfied with a person’s progress.

Lore Savvy. Kitsune are avid collectors of trivia and
insightful perspectives. When not engaged in playful
mischief, they're sharing their wealth of knowledge
with others. While a kitsune won't initiate discus-
sions on their favorite topics outright, they have a
knack for steering conversations toward them, subtly
weaving their interests into dialogue. They also tend
to explain obscure facts as if their listeners are al-
ready familiar, teasing people who struggle to follow
their leaps in logic. This habit makes them entertain-
ing conversationalists but frustratingly difficult to
debate.
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REVIEW,

Silver

Gwen

Desmond

A L R R SRV

Conner

| swear, talking to them made me feel like an idiot. Like, how am |
supposed to contribute to a convo on spirit magic when | don’t even
know what it is?1? And just like fairies, they saw me as PRIME torment
material. The smug faces, the trickery, the absolute disrespect - |
could feel my sanity slipping. I'm DONE with these trickster monsters.
Where’s my nine-tailed kitsune?? Maybe a more mature one wouldn’t
have spent the whole month playing games with me.

Yeeeeab, 'H\eir wey of '(’GU/Jhs is... & (o+ for tmos‘f peo])(e. Luc&i(c?, [ could &eep
up, and L\Ohes‘ﬂﬂz [t wes nice fo ﬁhaw? nerd out with someone on weiro((ﬂ
speciﬁc +0Pics. [ elso read ‘(’L»a‘f older (Li‘{’scme arent as lmiscL\ievous, so |
o(eﬁhi‘fe(u( cimed for one with more fails. Great call. We hed super e""ﬁ“‘j“"%

month—no Prah{LS, (us+ actual discussions. Fihdih% ¢ litsune wes the real

cL\auehse, ‘(’L\ouzawt\. [ hed +o Pre‘femd [ hod no idec ‘(’L»a+ ‘H\eo( were dissuiseo(
for acowes. Kiho( of ﬁm ‘hmnihg ‘Hae ‘(Tichs+er ih+0 ‘H\e ﬁic&eo‘.

Couldn't talk about anything 1 actually cared about. L d bring up ore general
‘[‘Ofic, and next fhinqd; 1 knew we were cleef in a lecture on fox fur mairtenance.

ﬁvery conversation qd.of h%[ac/(ed. Drove me mad. 7he ones with more tails were
less com‘rollin&, but 3000( Juck ﬁncltrg, them. Sfem‘ a whole month fryinqd;, and By

the end? d“(y fm‘ience was shredded. vgesi?ectfully—lwn to follow a conversation.

Being with this kitsune felt like stepping into a whirlwind of intellect
wrapped. in illusions. Every conversation turned into a high-stakes

_debate_on the strangest topics. Shaip, vaischievous, and.clever—they

kept me guessing at every turn. Even when their illusions slipped,
revealing glimpses of the monster's true form, they never lost that
air of control. | walked away impressed... and slightly suspicious that
they let me win a few of those debates just to keep me interested.

Monster Reviews



MoTH

SAFE To PURSVE

Moths gather for leisure around a mystical flame that

defines their culture and mindsets. Light levels play a

crucial role in both a moth's productivity and ability to
relax.

THE WAYWARD’S ADVI(E

Distracted Glow. Strong light sources can easily dis-
tract moths, pulling them away from tasks to hover
by the glow. They require complete darkness to func-
tion productively, and soft, glowing light to unwind.
Overexposure to light will send them into a euphoric
state, being unable to focus on anything else and los-
ing track of time. Planning events with moths means
carefully considering the lighting that will be present,
as it heavily affects their behavior.

Focused Interests. Moths often hyper-fixate on spe-
cific interests and try to steer conversations toward
familiar topics. While they may struggle with new
subjects, once something clicks for a moth, they'll
pursue it with intense passion and curiosity.

Sacred Light. Moths are mesmerized by an eternal
fire known as the Lavender Flame, located in their
largest flower field. This mystical fire not only influ-
ences moth fashion with its vibrant color and radiant
glow, but also symbolizes the center of their culture
and social interests. A moth's home will always be
close to the Lavender Flame, getting deeply home-
sick if they haven't basked in its warmth in awhile.
Moths always invite trusted individuals to check out
the flame during special events. The perimeter is
lined with vendors and attractions designed to daz-
zle. Locals assume that a moth bringing an outsider
in means they're in love, and won't hesitate to make
cheeky comments. Be prepared with witty responses
to avoid outright denying the possibility—nothing’s
worse than a flustered “we're just friends” shutting
things down.

Sunny Seasons. Moths love the warmer months and
hate the cold seasons. Don't be alarmed if a moth
begins to push aside dates when the temperature
drops. Although the monster always has fluffy outfits
prepared for the cold, they'll still lose interest in any-
thing that'll have them stepping outside.
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REVIEW,

Silver

Gwen

Desmond

T R S g

Badger

IMEITHIY

This was a TERRIBLE time to review moths. Spring is right around

the corner, but the temps are still low. Basically no moth around their
entire forest village would answer their door. None of them wanted

to lose any heat in their house, so | stood there freezing my face offt
trying to socialize. Could only stand out there for so long before fleeing
back to the big purple flame, but the moths themselves seemed normal
enough on the other side. WISH | COULDA SEEN ONE

The first moth | went o visit 3(00((«1 lef me in! TL»eu, seemed enamored 5‘7 my
(ittle helo and (oved how 3(0\»«1 and warm it was. ln fact ‘er‘? seemed Linde
LiSL 26/7 and would esl me fo repea‘f bmrelf c0hs+ahﬂt1. We did a lof of

(azihs around which | suppose iS ﬁhe. ( ,‘us wish we coulde done Soh\e'Hr\ihs
more S+i0hb1(@+ih3 sometimes. | guess if vou ilee W(AhCL\ih% on food and s(eepih :

lmo‘H\s are 'H\C tmov\SJrers for u’ou. We s‘fau(ed ih au WOW{'L\ and did o wbo(e (OWL
of hO‘H\ihs. Sure i+ wes cozy, but :30‘{’ sat«e‘? verqg awicL

7&67 seemed. so curious how my little chest crysfal could have such a sz‘ronqi furfle
édow. :Dic(n'z‘ realize these monsters cared so much about the color furfle until
7,‘/167/ all ﬁqd;urec( ,Zwas a(aﬁnqd; a c(i#erem‘ moth. ,Z qd;uess fur le is a weird oufﬁz‘
color, and onfy moths would fersmde someone to wear it/ /Zey fawned over me as
we huddled for warmth to survive the winter’s end/

Even though it was frigid outside, that still didn't stop my research!
Their appearance is breathtaking—from their shimmering wings

_that _catch and fracturce the light frowa their lavender fawaes, to theic

eyes that glow alongside the fire like the full moon. Just as they were
captivated by the glow, so too was | pulled into their world. Being
able to quietly sit together and exchange reprieve through a simple
torch's flame is such a cozy way to pass the frigid season!

Monster Reviews



LAVENDER ToR(H

An eventful gift from a moth

Lavender torches are carved and lit exclusively in
protected moth habitats. The slow-burning wood
contains properties that chemically alter the flame's
color to a brilliant lavender hue. Torches crafted
from this wood aren't just functional but also works
of art, with intricate carvings adorning their special-
ly crafted handles. During events, moths craft these
torches with care and trade them with others, cre-
ating a breathtaking scene of purple wisps weaving
through the forest when lit. The torches are often
compared to bouquets of flowers, with each one re-
flecting the thoughtfulness of its creator. While non-
moths are prohibited from harvesting the wood,
they're welcome to purchase pre-carved torches
from local artisans to participate in the festivities.
To light these torches, every moth community
maintains a large central flame in the marketplace,
ignited only during events. Lighting fires anywhere
else in the forest is strictly forbidden, requiring

all participants to gather at the marketplace. Be
prepared to hold your lit torch high to avoid burning
others in the crowd!

FoxX MASK

A common gift from a kitsune

These elegant masks are handmade by kitsune and
combined with a tuft of their hair. The result is a
mask that, when worn, allows the wearer to com-
pletely transform into a multi-tailed fox. The mask
merges with their body, and everything else they're
wearing falls to the ground. As kitsune can already
transform into foxes, they hand out these masks

to disguise others and get up to mischief as a pair.
The day one is handed out, expect to be thrown into
a world of shenanigans as the monster tests how
devious a person can be; this is where most of the
bonding between a kitsune and a potential romantic
partner stems from. It's important to come up with
tasteful ways to toy around with others, and keep
up with the kitsune and their equally devious plans.
Being given this item is also a kitsune committing
themselves to someone, as their magic can only
extend to one mask, and they will ask for them back
if things aren't working out. So long as a person is
in possession of the mask, they shouldn't have to
worry about the monster seeing other partners.
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QUEEN’S (ASINo

Bouncers make quick work judging the coin and
character of guests eager to enter: Inside the massive
establishment, lights glint off golden accents and
betting machines buzz by every corner. Servers refill
shots and hover by patrons who shine a rich pres-
ence. Fortune favors the bold!

PREPARATIONS

Dress Code. The intricate designs of the slot
machines and betting tables are rivaled only by
the extravagant outfits of the clientele. Countless
visitors are denied entry by fashion sense alone, so
dress to impress before rolling up. VIPs of the ca-
sino regularly break this tradition and waltz in how
they please, their status commanding entry.

Pay-to-Play. The enthralling interior of the casino
is unrivaled in its ability to promote spending coin.
It's important to have a purse large enough for a
night of high stakes, and to match the spending of
partners to avoid running out of funds to continue
playing together.

Entertained. Guests who only believe the casi-
no is a place for high stakes bets will burn up in a
flash. It's important to be aware of the countless
other forms of cheaper pleasures, such as live per-
formances by the cash-out desk, a museum’s worth
of historical statues and murals, and the bounty of
snacks offered by servers.

(ASINo EN(oUNTERS

D6

Encounter

Whatever game the daters were neck-deep in
is soured by a fight that breaks out. As some-
one gets thrown through the air, there’s a

moment to react before bets are off the table.

The manager of the Queen’s Casino makes a
rare appearance. They're akin to a celebrity
in the establishment, and their presence
alone is enough to pull daters apart in pur-
suit of catching their attention.

One of the daters wins a jackpot, but the staff
claim foul play. As an investigation is un-
derway, daters may become off-put by each
other’s questions and suspicions.

A delideer arrives with plenty of mystery
boxes! Prizes and misfortunes inside range
from minor to life-changing, with guests
being offered their first free of charge.

An opponent is playing by one-upping a
dater’s bets at every turn. They seem keen on
throwing others off their game and flaunting
their wealth (or the dater’s lack thereof).

Drinks are on the house! The alcohol is de-
signed to keep people awake and kick their
risk-taking mindsets into high gear!
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MARIA GoRo

Gambler Manager

Maria appears as a beacon of whimsical chaos to
everyone in her presence. To a bystander, her char-
acter seems like an endlessly rehearsed comedic act
performed tirelessly throughout the night. Even as
the manager, Maria makes an exceptional effort to in-
teract with the building’s capacity’s worth of patrons
before returning to her office. She lingers around
newcomers and VIPs most frequently, ensuring old
and new visitors feel welcomed to start betting.

(oNVERSATION STARTERS

Final Wagers. Patrons on a winning streak are met
with the allured gaze of Maria, who giddily offers a fi-
nal game. Risking their prize pool, victory would only
mean getting a date with the manager. Unsurprising-
ly, nobody has ever taken up the offer.

Special Event. Maria’s a master at planning massive
events for her friends’ and patrons’ enjoyment. Elabo-
rate games and wild prizes are always on the table as
Maria works with her staff to create once-in-a-lifetime
experiences. It's a passion she funds entirely through
the casino and gives straight back to the community.

RAGS

Stirge Gambling Addict

Rags is an endlessly optimistic monster with an
insatiable desire to hit it big by any means neces-
sary. Sadly, any attempt at doing so falls short as her
inability to plan long-term leads her back into the
casino to splurge on get-rich-quick schemes. The girl
is at her highest point of adrenaline while risking it
all, and crowds gather around to watch the underdog
fail again at claiming one of the house’s jackpots.

(oNVERSATION STARTERS

Cunning Plans. No amount of failure can keep Rags

down. As soon as the stirge gets paid from a month’s

assortment of dubious work, she immediately returns
to the gambling hall with another ill-conceived game-

plan to win it big.

VIP Style. Rags sews together obtrusive outfits
made from discarded fabrics in an effort to fit in with
the ingenious costumes of casino VIPs. Although
anywhere else would note the style as homeless-core,
bouncers at the Queen’s Casino believe it to be high
fashion, and Rags a monster of high status.

Date Spots
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THE FANTASY FAIR

The Fantasy Fair is a yearly event that allows com-
mon folk to live the legends of heroes! Guests take
roles as knights and are given quests to complete.
From unstable minecart coasters to royal jousts for
Slory, real heroes were inspired here.

PREPARATIONS

Legends. Many of the attractions at the Fantasy
Fair include references to real heroes. The fair has
gone to great lengths to preserve this history in an
interactive way. Being recognized as an actual hero
can cause crowds to form, making it hard to enjoy
the fair without celebrity status slowing the fun
down.

Limits. Guests are assigned to a faction and given
different quest scrolls based on personal comfort.
Each offers a scaling intensity for attractions, from
slower coasters, the cushioning joust lances, to the
severity of irritating traps in the wicked tower. Ex-
pect victory oriented partners to demand all of their
quests get done, and monsters who like a challenge
to always prefer the hardest quests.

Red Winners. At the end of every three day fair
event, the completed quests from each faction are
tallied separately. A red dragon monster then soars
through the sky alongside fireworks spelling the
winning faction's name. Don't forget to stick around
after dark to see it!

FANTASY FAIR EN(oUNTERS

D6

Encounter

A prize catches a dater's eye, but the game
to win it is absurdly difficult! It'd be cheaper
to buy it directly with coin, but who doesn't
want to show off their skill?

A dater loses an item on one of the fast-
er-paced attractions. Finding it without wast-
ing too much time would be heroic.

A group of actors playing as bandits block
the path of the daters. They demand the
couple wear paper hats that make fun of
themselves to cross. Brandishing a wooden
prop weapon from a gift shop will scare the
bandits to let the daters through!

The minecart coaster ride malfunctions just
as the daters make it to the front of the line.

A real fight breaks out between fairgoers,

requiring someone to either deescalate or
subdue an offender before somebody gets
hurt.

A jester riles up the daters to shoot a few
arrows at a bullseye in an effort to plunge the
monster into water. Some daters may take it
a bit too personal!




MoXIE

Wolf Weapons Dealer

Moxie is a woman of few words to adults and has
endless patience for children. She mans the front of
her prop weapon tent at the Fantasy Fair to sell blunt
swords. For kids, Moxie gladly offers free lessons
on basic weapon techniques. Adults looking to gain
her respect, however, need to already be skilled
with weapons; the wolf finds grown amateurs to be
beneath her. These shifts from approachable to cold
often catch people around Moxie off guard.

(oNVERSATION STARTERS

Early Trainer. Moxie believes that children should be
trained to effectively wield weapons as soon as possi-
ble and uses the Fantasy Fair as an outlet to interest
them. As such, she also sees adults who are incapa-
ble of proper swordsmanship as powerless push-
overs who are ignorantly evading essential skills.

Smuggled Weapons. Moxie stashes her favorite
shortsword and hand claw weapons in the back of
her tent. Adults who prove themselves are signaled
to follow her and check them out. The craftsmanship
alone exceeds most basic magic weapons.

PENNY PALWI(K

Jester Dunk Booth Heckler

Penny works at the dunk booth of the Fantasy Fair.
Even when on break, she can't help but make crude
remarks toward everyone she encounters. Penny
secretly despises her role at the park and craves
the court jester positions that were given to her two
sisters years ago. She takes her frustrations out on
others, which works well at her fair booth but makes
it hard to socialize after work.

(oNVERSATION STARTERS

Exaggerated. Penny enjoys conversations where ev-
eryone exaggerates things. She acts normal in basic
situations but comes up with over-the-top ways to
retell the stories later. The jester believes this makes
her simple life far more interesting.

Wicked Within. Having an equally crude personality
is the easiest way to engage with Penny. The jester
enjoys snide comments, vulgarity, and insults around
closer friends, seeing it as playful. People who can't
dish it back tend to be ignored in favor of those who
are better at jokingly getting under others' skin.

Date Spots
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As thanks for making it to the end of this PDF,
(and for being so interested in Silver's Monster Girl Manual)

you can use code SILVERFIVE for $5 off your purchase of
the harcover book!

Happy dating, and thanks for checking us out!



