Now Playing
Introductory Pack 2:
Bedazzled
TV Genre: Situation Comedy
Introduction

This is Roleplaying
“`Freeze! Police!’ I shout, then charge after the suspect,
and try to tackle him.” Both the Director and the actor roll
some dice, then the Director says, “You both run hard, and
just as he starts to pull ahead, he trips on a tree root and
stumbles. You grab his shirt and you both tumble onto the
ground.”

Welcome to the demo kit for the Now Playing roleplaying game from Carnivore Games. Here you will find everything you need to begin playing the game that turns any
TV show into a roleplaying game. This kit contains one
complete playable episode of a TV “show” that was created
specifically for Now Playing, and all of the rules that you
need to play it. Just read through this kit, scrape up four
Fudge dice or four six-sided dice, and you are ready to play.

A roleplaying game is much like the old “cops and robbers” game that we used to play as children. However,
instead of running around outside with toy guns, we take
the game inside and sit around a table. One person is chosen to describe the setting to everyone, and to act out all
the roles that no one else is playing. I’ll call this person the
Director. Everyone else acts out the role of one of the leading characters. The acting is done verbally and with what
body language can be used while sitting at a table. The
actor simply tells the Director about any physical action
that his character wants to make. The Director determines
the outcomes. For this, a set system of rules is introduced
to keep the game balanced and to provide continuity. These
rules govern how a character can perform physical actions
while his player is sitting at a table. This often involves
rolling dice. All roleplaying games work in this way.

This demo represents the Situation Comedy, which is
only one of the many genres of television shows that you
can play with Now Playing. Demos of other genres are
available for you to try.
We hope you enjoy this introduction to Now Playing.
You can find more information about Now Playing at the
Carnivore Games web site on the World Wide Web at
http://www.carnivoregames.com/.

This is Television
Two police detectives track down a serial killer. The
crew of a starship encounters a derelict ship adrift in
space. A team of superheroes matches wits and brawn with
a new villain. A reporter from a local tabloid investigates
the story of people being bitten by vampires, only to find
out that it may be true!

As you can see, roleplaying games have their own set of
commonalities and standards, just like television shows
have. The details may differ from game to game, but the
basic structure always remains the same.

What do all these story ideas have in common? They all
sound like episodes of some TV shows. The fact is that all
television shows have a lot in common. They have to; it's
the nature of television. They all must be shown on the
same networks during a very rigid schedule. All shows
must fit in either a half-hour or a full hour time slot. One
episode must air every week. Each episode must take a certain number of commercial breaks. They must be episodic,
which means that every episode must be a complete story
in itself, but must also maintain continuity with every
other episode that has aired. There are other standards
that shows typically follow, but you get the idea.
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This is Now Playing
Now Playing is a game that blends the rules and structure of both television and roleplaying into a game that
plays like a roleplaying game, but feels like a TV show. It
has the same basic structure as all roleplaying games. It
also follows the same formats and standards that all TV
shows adhere to. With Now Playing, you will be able to
take the setting of any television show that you already
know a lot about, and create and run your own episodes of
the show as a roleplaying game. As you play your games,
you will feel as though you are in a TV show.
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Bedazzled!

The Fairy Kind

Bedazzled is a situation comedy that blends magic, fantasy, modern days, and crazy situations into a game that's
fun to play and will keep you in stitches. The premise is not
new: a modern-day man marries a fantasy creature, and
mayhem ensues as they try to live a normal life without
giving away their secret. Being a sitcom, the episode
included in this demo is short, and you should be able to
play it in one session. We've had a blast playtesting it and
I hope you enjoy it as much as we did!

There are a wide variety of fairy folk in the fairy world,
each having their own attributes, abilities and personality
traits to set them apart from the others. In this demo, only
two will be introduced: Fairies (the name of one specific
type of fairy), and Goblins.

Fairies
In Bedazzled, there are fairies and then there are
Fairies. The former is the general term for all fairy folk,
which includes Pixies, Goblins and Leprechauns. The latter refers to a specific species of fairy that happens to share
the same name.

Fairies in the Modern World
The concept of fairies exists in the folklore of cultures
all over the world. From the Kobold of Germany, the
Leprechaun of Ireland, the Pixies of England and even the
Troll of Scandinavia, fairy folk have enchanted people
throughout the ages. In Bedazzled, we take all of these legendary beings, put them into a "fairy world" of their own,
create a portal to that world, and then make show that lets
the actors have fun with it. The setting described in this
demo includes many beings and creatures taken straight
from real folklore. However, you must realize that this is,
above all, a work of fiction. I have taken liberties, where
needed, to help make the show fun and humorous. So,
please do not look at this demo's use of fairies with a critical eye, but instead just have fun with it.

Fairies look just like their Pixie cousins, except that
they are of almost normal human height. They have the
height and build of a very petite human woman in her
teens or twenties with exceptionally beautiful and delicate
features. The only features they have that expose their
mystical nature are their pointed ears and beautiful, gossamer wings.
Fairies are capricious, and flirtatious. They have very
little sense of responsibility and spend the vast majority of
their long lives in play. In fact, any Fairy that is trying to
behave responsibly must make a Will test in order to continue with her task whenever she is tempted with the
opportunity to play.

Fairies and other fairy folk live in what mortal humans
call "the fairy world." This is a mystical world that cannot
be seen or entered by mortals, but is all around us nonetheless. At one time in our past, the door to our worlds was
open and easily accessible to the fairies. But that door has
been closed for centuries, and very few of that fair folk
have been seen in our world. Every now and then, however, the doorway opens and fairy folk pass through into our
world to have fun, to explore, and sometimes to cause mischief.

One of the Fairies' favorite pastimes is flirting with
men. They are exceptional seducers, and they revel in the
success they have with mortal men. Teasing men, making
them swoon, and then leaving them high and dry is an
awful lot of fun for them, and they have a difficult time
restraining themselves from doing that…especially with
attractive men. However, it is very rare for any Fairy to
have actual intimate relations with a mortal, or to fall in
love with one. No Fairy would admit to that ever happening.

ABOUT FUDGE
Fudge is a role-playing game written by Steffan O'Sullivan, with extensive input from the Usenet community of rec.games.design. The basic rules of
Fudge are available on the internet at http://www.fudgerpg.com and in book form from Grey Ghost Games, P.O. Box 838, Randolph, MA 02368. They may be
used with any gaming genre. While an individual work derived from Fudge may specify certain attributes and skills, many more are possible with Fudge.
Every Game Master using Fudge is encouraged to add or ignore any character traits. Anyone who wishes to distribute such material for free may do so - merely include this ABOUT FUDGE notice and disclaimer (complete with Fudge copyright notice). If you wish to charge a fee for such material, other than as an
article in a magazine or other periodical, you must first obtain a royalty-free license from the author of Fudge, Steffan O'Sullivan, P.O. Box 465, Plymouth,
NH 03264.

DISCLAIMER
The following materials based on Fudge, entitled "Now Playing Introductory Pack 1", are created by, made available by, and Copyright (C) 2003 by
Carnivore Games, and are not necessarily endorsed in any way by Steffan O'Sullivan or any publisher of other Fudge materials. Neither Steffan O'Sullivan
nor any publisher of other Fudge materials is in any way responsible for the content of these materials unless specifically credited. Original Fudge materials
Copyright (C)1992-1995 by Steffan O'Sullivan, All Rights Reserved.
If you wish to distribute copies of all or portions of Fudge or derivative works based on Fudge for a fee or charge, other than in a magazine or other periodical, you must first obtain written permission from:
Steffan O'Sullivan
P.O. Box 465
Plymouth, NH 03264
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they can cause as much mischief as they can without
breaking their promise. They are adept at interpreting the
details of their instructions and in finding loopholes. This
causes some danger if you do not word the instructions
carefully enough so as to give them no opportunity to cause
trouble. This is precisely why most people do not make
pacts with Goblins.

Fairy Powers
All Fairies have the following Powers at their disposal.
Charm: A Fairy has magical assistance when seducing
mortal men. This Power gives each Fairy a +2 to their
Seduction skill tests. In addition, their Seduction skill
(without the +2 bonus) is automatically used on any mortal man that she is not actively trying to seduce. The
Director may choose to make these rolls, or can tell the
actor to do it. For instance, if an unattractive man meets
her, and she has no interest at all in him, she must still
make her Seduction test on him, but without applying her
+2 bonus. In this way, she may have the misfortune of having a host of unwanted suitors! The charm will only go
away with absence. If the Fairy did not try to seduce him,
then the charm will wear off after a couple days. If the
charm was intentional, the man can be charmed for up to
a week after she is gone. If she was at all physically intimate with him, or charmed for a long time, he could pine
over her for months!

Goblin Abilities
Goblins do not have any Powers, but they do have some
special abilities. These are as follows:
Camouflage: Goblins are adept at hiding. They gain
an automatic +1 to all Stealth skill tests.
Great Leap: Goblins can jump up twenty feet into the
air, or up five feet and forward twenty feet. This will make
them tired, however, so they can only do this twice per
hour. If they use this ability twice in one hour, then they
will be too tired afterwards to do very much. They will not
be able to run, but can stagger slowly, and will not be able
to fight.

Shrink: A Fairy can shrink to the size of a Pixie,
approximately two inches in height. They can do this as
often as they like, and can remain at this size indefinitely,
until they fall asleep or otherwise lose consciousness. This
is because they need to concentrate on this at least to some
degree while they are in this size, or they will grow back.

Great Strength: Goblins are very strong. Their Brawn
automatically starts at Great.

The Leading Cast

Fly: A Fairies gossamer wings, although beautiful, are
useless in their normal size. They can flap them, but they
are not strong enough to enable flight. They can, however,
fly very well while in their shrunken size. Some fairy folk
believe that Fairies were once small like Pixies, and that's
why they still have the wings. Most Fairies don't care,
because that would require serious thought, and there's no
fun it that!

The next few pages include premade characters that
are ready to play. These are the stars of the show. Offer
these characters to the players. Let them choose the character they want to portray.
Each character has a number of traits that help to
define who he is, and how he can be played. These traits
include Attributes, skills, gifts and faults.
Attributes represent physical and mental abilities that
help define who your character is. Attributes are generally
not traits that you can increase quickly through practice,
but instead increase gradually as you mature.

All Fairies have a Fly skill that defaults to Terrible.
They can use this skill to fly whenever they are in their
shrunken form. A failed test means that either they fall, or
they fail to maneuver properly, however the Director
chooses.

Skills are learned abilities that your character can
improve through practice. Most require conscious effort to
perform, such as Computer Use or Brawl. Others can be
skills that the character has been trained to use almost by
instinct, such as Notice.

Goblins
Goblins are short, swarthy folk with a gruff disposition,
and a mischievous nature. They are pranksters, and love to
cause trouble. If they are let loose in the mortal world,
Goblins will go exploring, causing chaos wherever they go.
Physically, Goblins are short and wiry, equaling the
basic build of a preteen human. However, they are strong
and sturdy, and very, very ugly. Like most fairy folk, they
have the traditional pointed ears, but no wings.

Gifts are special qualities possessed by your character
that can give him an advantage in the game. Some have a
direct impact on the game system, and others simply add
spice to the roleplaying. For instance, the Luky gift adds
an additional Luck Point to the character per session,
where the Always Keeps Your Cool gift simply gives the
actor a personality trait to act out.

However, they have one behavioral trait that makes
them extremely useful. They are doggedly loyal to any
promises that they make. If they make a promise, they will
keep it, and that is guaranteed. However, because of their
mischievous nature, they will always look for ways that

Faults are like negative gifts. They are traits that help
describe the character, physically, mentally or socially.
Some may have concrete effects on the game system, while
others will make the role fun and challenging to play. All
faults limit the character in one way or another.
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What she did not expect was how she felt
when he asked her to marry him. She agreed,
and they were married. It was not until after
they were married that she told him the
truth about what she is. Ultimately, it didn't
matter to him, although he demanded that
her identity be kept secret from the rest of
the world. She understood the need for this,
so she agreed, and they have lived happily
thus far. They are still newlyweds, though, so
the true test of their union has yet to come.
Ariel is a troubled young Fairy. Being a
Fairy, she was raised with little sense of
responsibility. In fact, she was always considered to be the responsible one among her people, yet she was still extremely fickle to a
mortal's perspective. Like all Fairies, she
loved to play with men and their emotions.
However, she has taken a vow to be loyal to
her new husband, and she has every intention of keeping that vow. This has made life
very tough for her. So far, she has been able
to keep to her word, but every time she leaves
the house, she is beset with temptation.
Still, she has begun to enjoy the responsibility of running the household. There is a lot
to keep her busy, and she marvels and all the
wonderful gadgets that they have nowadays.
Kevin: She loves Kevin. He is the only
man she has ever loved, and her feelings are
a source of wonder for her. Unlike the other
men she has flirted with, he has never
fawned all over her like a fool. He has always
treated her with respect, which always
amazes her, and is probably what attracted
her to him.
Craig: He's the typical male that Fairies love to play
with. He thinks he's the greatest lover and the answer to
all women's dreams, but she can see right through him.
He's nothing but a bumbling child behind all that talk.

Ariel Nash, Fairy Housewife
Brawn: Fair

Reasoning: Good

Agility: Fair

Perception: Great

Stamina: Fair

Will: Fair

Luck: 3

Income: Mediocre

Perianna: Peri is her cousin, and they are like best
friends. They used to spend all their time together, playing
and frolicking and having fun. Peri still visits occasionally,
but not as much as Ariel would prefer. Like all Fairies
(except for herself), Peri has a poor sense of responsibility,
and is not very dependable. However, Peri will do anything
for Ariel, and will never willingly break a promise.

Skills: American Culture (Fair), Area Knowledge: City
(Fair), Balance (Good), Concentrate (Good), Direction
Sense (Good), Dodge (Fair), Fly (Great), Gather
Information (Good), Interpret Language (Fair), Nature
Lore (Great), Notice (Great), Run (Fair), Seduce (Great),
Sense Motive (Good), Stealth (Fair).

Henry Tuttle: He’s paranoid and thinks World War III
is coming. He always dresses in Army fatigues and thinks
he’s really tough, but you don’t believe it. Inside that loud,
tough exterior is a sensitive man...you can sense that.

Gifts: Gorgeous (+2 to all Seduce skill tests).
Faults: Impulsive, Torn (between Fairy life and mundane life).

The bad thing is that he suspects that there is something strange about she and Kevin. Ariel does not think he
knows what it is, but he now keeps a close watch on their
house.

Ariel is a Fairy who fell in love with a mortal man while
spending time playing in the mortal world. Naturally, he
could not resist her charms, and he fell in love with her.
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is still trying to come to grips with this surprise, but he already knows that he loves her
too much to leave her. He has made her promise never to use her Fairy powers in public,
because he knows that people will not understand, and it will only mean trouble for them.
His relationship with wife's relatives is
shaky at best. They do not understand why
Ariel would want to live with mortals, much
less marry one. They feel that she is making a
big mistake, and that she'll leave him before
too long. They think he's just a plaything that
Ariel will tire of, and they treat him as such.
He knows this, and therefore resents them.
There are a few of her relatives that are exceptions to this rule, but he doesn't trust most of
them. Besides, none of them have a responsible
bone in their bodies, and cannot be trusted for
anything. However, Ariel loves them all, so he
tries hard to be civil with them, for her sake.
Kevin has made a good living as a freelance
graphic artist. He designs signs, logos and ad
layouts for big companies. This means that he
often hosts dinner parties for potential clients
when trying to get their business. His public
image is very important to his career, and it
means an awful lot to him. This adds to his
nervousness in regards to Ariel's background.
Ariel: What can he say about Ariel? He
loves her with ever fiber of his being. He knew
she was "the one" when he first laid eyes on
her. She's amazingly beautiful, and sweet as
can be. Of course, now that he knows that she's
a Fairy, he can't help but wonder if his love is
real or magical. They have not been married
long, so every day is like their honeymoon to
him.

Kevin Nash, Mortal Graphic Artist
Brawn: Fair

Reasoning: Good

Agility: Fair

Perception: Good

Stamina: Fair

Will: Good

Craig: They've been best friends since childhood. He
knows Craig is superficial and a letch, but he can be a true
friend when it really comes down to it. Kevin has no doubt
that Craig wants Ariel. He doesn't think that Craig wants
to hit on her, but he will still hesitate to leave them alone
together.

Luck: 4
Skills: Area Knowledge: City (Good), Brawl (Fair),
Computer Use (Fair), Concentrate (Good), Diplomacy
(Good), Dodge (Mediocre), Drive Car (Good), Graphic Arts
(Great), Haggle (Good), Notice (Fair), Persuade (Fair),
Photography (Good), Research (Good), Sense Motive (Fair),
Swim (Good), Throw (Fair).

Perianna: She's gorgeous and she's a Fairy. She's an
airhead and can't be trusted with anything, but he doesn't
take it against her…he knows it's just in her nature. He
knows she doesn't approve of his marriage to Ariel, and so
they don't get along too well. But, for Ariel's sake, he
always tries to get along with her.

Gifts: Lucky.

Henry Tuttle: He’s paranoid and thinks World War III
is coming. He always dresses in Army fatigues and thinks
he’s really tough, but you don’t believe it.

Faults: Foolish Bravery, Secret (his Fairy wife).
Kevin is a friendly, easy-going man. He lives in a nice
suburban home with his wife Ariel. They are newlyweds,
having only been married for two months. He discovered
that Ariel is a Fairy only after they had gotten married. He
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The bad thing is that he suspects that there is something strange about she and Kevin. Ariel does not think he
knows what it is, but he now keeps a close watch on their
house.
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to be just like she is, and it just doesn't make
sense. But then again, Peri was never a very
sensible woman.
Peri has almost no sense of responsibility,
and is driven completely by whim. She is easily distracted and impulsive, which means
that she is not trustworthy at all. However, if
she ever makes a promise to someone she
cares about, she will do her best to keep it.
She is not very smart, but where she is
lacking in intelligence, she makes up for in
cleverness. She knows men very well, and is
adept at manipulating them for fun.
Ariel: She is Peri's beloved cousin, and
she will do anything her. She is one of Ariel's
few relations who do not constantly nag her
about her decision to marry a mortal. Peri
definitely does not approve, but always
respects Ariel's decisions. Peri is always trying to think of a way to show Ariel that marrying a mortal just isn't worth it. Of course,
the obvious way would be to seduce Kevin
and show Ariel just that he is just like all
men.
Kevin: He is just a man. Men are these
fun things that are great to play with, but
that's it. They are not fairy folk, so they don't
really matter. Kevin is no exception. If only
Ariel would just realize that, then she would
leave him and things would be back to normal.
All Others: Perianna has never met the
rest of the cast.

Peri's Backplot
The first couple of days passed uneventfully. Peri stayed inside, just as she had promised, and made sure to turn on and off lights every now and
then to make the house appear lived-in.

Perianna, Fairy
Brawn: Fair

Reasoning: Mediocre

Agility: Great

Perception: Good

Stamina: Fair

Will: Fair

It was not until just after noon on the Friday when the
trouble began. Another Fairy came and invited her to a
party. It sounded like so much fun, and she was already
thoroughly bored with house sitting, that she found herself
trying to convince herself to go. The problem was that she
had promised not to leave until her cousin returned.

Luck: 3
Skills: Acrobatics (Great), Balance (Good), Dodge
(Fair), Fly (Great), Hide Traces (Fair), Nature Lore
(Great), Notice (Good), Run (Good), Stealth (Great), Bluff
(Good), Perform Dance (Great), Seduce (Great), Sense
Motive (Terrible), Uplift Spirits (Good).

She remembered something her mother had told her
about Goblins. When a Fairy summons a Goblin, she can
give him a task to perform, and he will be bound to that
task and must do it. As long as she explains the rules well,
they will take care of the house and she can go have fun.

Gifts: Gorgeous (+2 to all Seduce skill tests).
Faults: Easily Distracted, Impulsive.

Pleased with her plan (this was the most thought she
had put to a topic in years), she summoned three Goblins
and gave them the task to "protect the house from intruders until she returns." She then left for fun and frolic.

Perianna is a Fairy true and true. She loves the carefree life of frolic and fun, and she is not about to throw that
all away like her beloved cousin did. She does not understand why Ariel would do that; it's not like her. Ariel used

Now Playing
Permission to photcopy

6
www.carnivoregames.com

Introductory Pack 2
Copyright 2003 Carnivore Games

mind. He works in public relations, and so he
thinks he is a charismatic charmer who can
talk anyone into anything. The problem is
that he is often right. He's good looking and
dresses perfectly. He drives only the hottest
looking sports cars, and eats at the most
expensive restaurants (on the company's tab,
of course).
Craig is an incurable womanizer. He is
always "on the hunt" for another conquest. He
has always been attracted to Ariel, but has
thus far held back his urges for the sake of his
friendship.
Craig is so close a friend to Kevin that he
treats himself like he's part of the family. He'll
just walk right into the house unannounced,
which always poses a challenge to the Nash's.
He knows that they leave a spare key to the
back door in the back yard, under one of the
flagstones that surround the garden.
Kevin: They have been best friends since
childhood. Kevin has always been there for
Craig, no matter what Craig has done. Back in
their high school days, Craig stole some of
Kevin's girlfriends, but Kevin never got too
upset. Craig has finally vowed never to do
that to his best friend.
Ariel: Wow! Vavavavooom! She is the
most incredible woman Craig has ever seen.
It's the hardest thing he has ever done to
resist hitting on her. That's why he never tries
to be alone with her…he honestly cannot trust
himself with her.

Brawn: Fair

Reasoning: Good

Henry Tuttle: He does not really know
Tuttle, but he has heard Kevin talk about
him. He’s the paranoid paramilitary dude
across the street. Kevin says he’s always talking about government conspiracies and stuff. Craig thinks the guy
sounds pretty whacked, but harmless.

Agility: Good

Perception: Good

All Others: He has never met the rest of the cast.

Stamina: Fair

Will: Fair

Craig Bennett, Mortal Public Relations Agent

Craig’s Backplot

Luck: 3
Skills: Appraise (Good), Area Knowledge: City (Good),
Business Sense (Great), Computer Use (Mediocre), Drive
Car (Good), Fashion Knowledge (Great), Notice (Mediocre),
Photography (Good), Bluff (Great), Gamble (Good), Gather
Information (Fair), Haggle (Great), Persuade (Good),
Seduce (Fair).

Craig has just returned from a business trip and is anxious to hit the clubs. He is back in town and it’s the ladies’
lucky night! So, he decided to drop by Kevin’s house to convince him to go out for some drinks. Kevin will probably
give some excuse about needing to stay at home and how
those places are not appropriate for him now that he’s married. Craig has it all planned out. He’ll give Kevin the ole’
“we never get to do anything together anymore” sob story
and he’ll come around. He always does. That’s one thing he
likes about Kevin...he’s so predictable.

Gifts: Always Keep Your Cool, Attractive.
Faults: Lecherous (oversexed), Vain (-1 on all social
skills dealing with those that don't agree with your opinion
of yourself).

He pulls into his best friend’s driveway at 9:00PM in
his two-seater sports car.

Craig is the essence of suave style…at least in his own
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The Rules

Trait Levels and Modifiers
Level

Most of the time during the game, you will just be playing your roles. You will act out the situations as your character, while remaining seated at the table. However, there
will be times when game rules are needed to resolve situations. For instance, any time you take an action that has a
chance of failure, a game rule must be used to determine
the outcome. After all, your skill in handling the task is
only one factor in the outcome. Random chance plays a big
role. That’s where the game rules come in.
Whether you are using a skill, an attribute, or are
attacking someone, you are performing a task. All tasks
involve rolling dice to generate a number, then increasing
the level of the appropriate trait by the number of the dice
roll. This section describes the details of how to perform a
task, as well as how to deal with the results.

Modifier

Legendary

+4

Superb

+3

Great

+2

Good

+1

Fair

0

Mediocre

-1

Poor

-2

Terrible

-3

rolls four Fudge dice, resulting in two pluses, one minus
and one blank. He subtracts the one minus from the two
pluses, which equals a +1 modifier. His Paleontology skill
is Good. Adding +1 to Good makes the roll a Great, so he
has made a Great Paleontology skill test. The Director had
already decided that it is an obscure dinosaur and had set
the Difficulty Level at Great. John barely managed to identify the dinosaur.

Fudge Dice and Alternatives
Fudge Dice are special six-sided dice that have symbols
on them instead of numbers. On each die, two sides are
blank, two have a plus sign “+” and two have a minus sign
“-”. Fudge dice are available at any gaming store, as well as
online at http://www.fudgerpg.com/.

Difficulty Level
The Difficulty Level is the level that your test must
match or exceed in order to be successful. For instance, if
the Difficulty Level of your Drive Car skill test is Great,
then your test must equal Great or Superb (or even higher) in order to succeed.

If you cannot find Fudge dice, you can use normal sixsided dice, but you would need to do a simple conversion on
each roll. Simply apply the following conversion:
1 or 2 = “-”

Opposed vs. Unopposed Tests

3 or 4 = blank

A task can be either opposed or unopposed. An opposed
task is one where someone else has the opportunity to stop
or counter your attempt. With an unopposed task, there is
no one who can try to stop you. In an opposed test, the
defending character makes a skill test to determine the
Difficulty Level. The Director decides on a Difficulty Level
for an unopposed test.

5 or 6 = “+”

Making a Test
Whenever you attempt to do something that has a
chance of failure, you make a test.
To make a test, roll four Fudge Dice. Add all of the pluses “+” together, and then subtract all of the minuses “-”.
Ignore the blanks. The result is your test modifier. Then,
raise or lower your trait level by the amount of your test
modifier. The formula for determining the level of the test
is as follows:

Using Attributes

Result = Trait Level + Test Mod

Most tasks can be accomplished with the use of a skill.
Now Playing comes with a very large list of available skills.
Most skills default to a certain level. This means that even
if you do not have the skill, you can still make tests against
it. For the sake of this demo, you can assume that any skill
that you don’t already have defaults to Poor.

The levels, and the order that they are in, are listed
below:

If you have an Attribute whose level is Good or better,
all skills that are related to that Attribute will default to
one level better than its normal default.
Sometimes an Attribute is the most appropriate trait to
use for a particular task. In these cases, you may make
your test directly against it. For instance, if you wanted to
lift a very heavy object, you would make a Brawn test since

Example: John is using his Paleontology skill to identify the dinosaur that he sees grazing in a nearby field. He
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there are no skills associated with lifting. Make these tests
the same way that you make skill tests.

age dealt is determined by the following formula:
Damage = RD + OF – DF

Combat

Relative Degree (RD)

Combat in Now Playing works very much like any
other skill test. The attacker makes a skill test with the
weapon he is using and the defender opposes that test with
an appropriate defensive skill. For instance, if Jack is
shooting a revolver at Joe, Jack would make an opposed
Handgun skill test against Joe’s Dodge test.

This is the difference between the two opposed tests
(the attack an defense rolls). This determines just how
good a hit the attack was.

Offensive Factor (OF)

Combat is necessarily more complex than a simple skill
test, though, as it must handle offensive and defensive
maneuvers, wounds, and even death. Because each character’s life is on the line, a certain set procedure must be
defined in order to ensure that combat is handled fairly.
The rest of this section explains the rules for handling combat.

This is the sum of all damage modifiers. The most common Offensive Factors are described below:
Brawn: When the attack was made with a strengthbased weapon (fist, sword, club, etc.), your Brawn is added
as an Offensive Factor (see the table “Trait Levels and
Modifiers”).
Weapon Strength: Most weapons have a strength
modifier that represents the damage it causes beyond the
Brawn of the wielder. For instance, guns will do great damage without the aid of the wielder’s Brawn, and a sword’s
sharpness will also increase the amount of damage caused.

Initiative
This determines the order in which the characters may
act. To determine the initiative order, everyone who is
actively ready to enter combat must make an Agility test.
The person with the highest roll goes first, followed by the
next highest, and so on. This includes the Supporting Cast
(the Director may choose to roll once for all Supporting
Characters for simplicity). If there are any ties, those characters will act simultaneously. Once all the Agility tests
have been made, the Director makes a list of each character, starting with the one who rolled highest, and going
down from there.

Defensive Factor (DF)
This is the sum of all defensive modifiers. For instance,
armor does not prevent you from being hit in combat.
Instead, it merely absorbs some of the damage of the blow.
The bonuses for any armor that the blow struck will be
applied as Defensive Factors.

The Attack Roll

Recording Your Wounds

When making an attack, the two combatants make
opposed tests. The attacker makes a test using the most
appropriate skill for the weapon, such as Gun. The defender makes a defensive test with whatever trait seems most
appropriate. If the attacker’s test wins, then the attack
was successful.

The final result of the damage formula is the number of
wounds taken by the victim. To determine the level and
severity of the wound, consult the table “Wounds” below.
Simply find where the amount of damage taken (the result
of the above formula) fits in the table in the Damage row.
That would indicate the level of injury. Place a letter that
represents the injury level in one of the circles of that column (“B” for Bruise, “H” for Hurt, etc.).

The Director may give each combatant a situation modifier, based on the difficulty of the attack or defense, and
any other factors that may apply to the situation.

Non-Lethal Wound System

A simple attack roll can be illustrated as follows:

Now Playing has two Wound systems, one for handling
lethal wounds, and this system for handling non-lethal
wounds. This demo uses the Non-Lethal Wound System.
This system is designed for shows, such as sitcoms, where
no one is ever expected to get seriously injured or killed.

Attack Test + Modifiers vs. Defense Test + Modifiers

Determining Damage
Once an attack has succeeded, the Director must determine how badly hurt the victims are. The amount of dam-
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Wound Overflow
Let’s say that in the above example, Mike had already
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received one Light Wound, and has now been dealt one
more Light Wound. On his character sheet, the circle for
Light Wound is already filled. Therefore, he must put his
mark in the next available circle upward, which would be
a Severe Wound. He would write an “L” in a circle under
Severe Wound. He still puts the “L” in there because the
injury is technically still a Light Wound, and since Light
Wounds heal more easily than Severe Wounds, it is important to keep track. This is how your wounds can add up.
After all, if you’re already badly hurt, a simple light wound
could be all it takes to kill you!

Wound Levels and Their Effects
There are five different levels of wounds: Bruise, Hurt,
Daze, Stun, and Knockout. Each one has its own meaning
and effects. These wound levels are described below:

You suffer a -2 to all tests related to the injuries

Stun
You can no longer act. Usually, you will fall down and
remain conscious, although it is possible that you will
remain standing, and stagger about helplessly.
Any attempt to do very simple tasks, such as crawling,
opening a door, or grabbing an item will require a Stamina
test. The Difficulty Level will be at least Good, but could
higher depending on the task being taken and the circumstances around it. A failed Stamina test means that you
fall and possibly pass out for 1 to 3 rounds (roll a Fudge die
and treat a minus as 1, blank as 2 and plus as 3).

Bruise
A Bruise is equivalent to any wound that is so small
that it will not be of much concern. A punch on the shoulder, a kick in the shin, or even an "Indian sunburn" are all
types of Bruises. You can take a few Bruises before they
start to cause a real problem.
A Bruise has no effect on you. You can take three
Bruises before they begin to spill over into the next wound.

Hurt
Now you are taking a beating. When you are Hurt, your
abilities begin to suffer. A head butt, a punch in the kidney, and even the pain of receiving too many Bruises are
all types of Hurts.
You suffer a -1 to all tests related to the injuries
The Director should decide on the nature of the injury
in order to figure out what skill and attribute tests are
affected.

Daze
You have taken such a beating that you are dazed and
having a tough time continuing. Whether you took a huge
blow, or are suffering from the constant punishment of
lesser injuries, you are now in serious risk of losing the
fight. You see stars and have a hard time focusing on your
target.

Knockout
You fall unconscious. You will remain unconscious for
10 to 20 minutes, depending on how serious the Knockout
was. You will remain unconscious for 20 minutes if the
strike was 2 or more points higher than needed to make a
knockout, or if the knockout occurred as a result of wound
overflow from Stun. Otherwise, you will remain unconscious for only 10 minutes. A successful First Aid or Treat
Injury test will halve the amount of time you are out.

WOUNDS
Damage:
Wound:

1, 2

3, 4

5, 6

7, 8

9+

Bruise

Hurt

Daze

Stun

Knockout

# Taken:
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"While the Cat’s Away..."
An Episode of Bedazzled!
CONFIDENTIAL: FOR THE DIRECTOR'S EYES ONLY

The Setting

had promised not to leave until her cousin returned.

The Backplot

She remembered something her mother had told her
about Goblins. When a Fairy summons a Goblin, she can
give him a task to perform, and he will be bound to that
task and must do it. As long as she explains the rules well,
they will take care of the house and she can go have fun.

There are a number of events that have already taken
place in order to make sure that the necessary "crazy situation" is properly set up and ready for the cast to have fun
with. These events are described below.

Pleased with her plan (this was the most thought she
had put to a topic in years), she summoned three Goblins
and gave them the task to "protect the house from intruders until she returns." She then left for fun and frolic.

The House Sitter

The Goblins' Plan

The Nash's went away for a few days to a trade show.
His hopes, as always, is to make connections and get some
new clients. Ariel went with him, looking forward to see
him in action. However, Ariel was concerned about leaving
the house alone. She had read in the paper that there have
been several break-ins in the neighborhood, and a house
that's left empty for a couple days is an obvious target.
The Nash's leave on Wednesday morning, and plan to
return on Saturday, around noon.

One of the Goblins, their self-appointed leader, takes
pride in his task and has every intention of doing the job
justice. His cohorts, however, have a different idea. They
have never been to the mortal world before, and they want
to go explore. "She said to protect the house," said Bungle,
one of the lesser Goblins. "Well, we don't have to stay here
to do that. We'll fortify the house and then go have some
fun."

Ariel had been discussing this with her cousin
Perianna the day before they left, and Peri had volunteered to housesit. "So, all I have to do is stay in the house,
and make it look like someone is home?" Peri had asked
with a shrug. "I can do that. No problem."
Ariel had cautioned her that must also make sure that
no strangers are allowed in the house. "Don't let anyone
into the house except for us, even if they seem perfectly
innocent." Peri reassured Ariel, and reminded her that she
never breaks a promise to her favorite cousin. Ariel had
decided it was best to tell Kevin after they left on the trip,
because she knows what he thinks of Peri.

______________________________________________

Peri's Decision
The first couple of days passed uneventfully. Peri
stayed inside, just as she had promised, and made sure to
turn on and off lights every now and then to make the
house appear lived-in.
It was not until just after noon on the Friday when the
trouble began. Another Fairy came and invited her to a
party. It sounded like so much fun, and she was already
thoroughly bored with house sitting, that she found herself
trying to convince herself to go. The problem was that she
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A Word to the Wise
This is the demo of a game, and is therefore a
work of fiction. Although the places in which the
episode takes place are real, the characters, creatures
and events are purely fictional. Any resemblance to
real people and events are purely coincidental. No one
who will be likely to take this game seriously should
play it! This is a game of acting for entertainment,
and that is all.
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Bingle, the leader disagreed. "We must remain here to
ensure that the fortification works."
"Fine," said Bangle, the third Goblin. "You stay here
and guard the fort; we'll tell you all about it when we get
back." His big grin was full of rotten teeth. Bingle saw the
logic in his companions' plan, so he agreed.
Bingle helped his comrades booby-trap the house, and
then remained stolidly behind as his friends left to cause
trouble. Bingle was very satisfied with this, except that he
did want to go outside.
When Peri comes back, the two rampaging Goblins
could be anywhere in the city!

The Scenes
Each scene is when each section of the story is acted
out. In most cases, there will be one scene for each of the
sets that are described in the demo.
The only scenes that can be described in this demo are
the opening scenes. That is because the actors cannot
affect what happens before these scenes begin. You have
complete control over how the episode begins. However,
once a scene begins, and the cast starts interacting in it,
you lose full control over the story. The only way you can
influence the story is by manipulating the supporting cast,
the events, and the environment.
You must make up the rest of the scenes as you go
along. To help you out, all of the sets, or locations, that are
likely to be used in the scenes are described. These descriptions will help you run the scenes and keep the flow going.

Act 1: Trouble at Home
Before play begins, describe the back plot to the actors.
You should not describe what Peri has done, because only
her actress will know about it. You must also not explain
what the Goblins have done, since only they will know
about that. You can read the section "The House Sitter" in
Background above, but don't read any more. Perianna's
character handout tells her everything that she has done
before the start of play, so she is all set.
After the back plot has been set down, the following
events will happen in the order listed here:
— Craig shows up for a visit while Bingle is home
alone.
— Perianna returns.
— Kevin and Ariel return.
These three scenes are described below:
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Scene 1: The Unexpected Visitor
Craig has just recently returned from a business trip
and does not know that his friend and wife have gone
away. At nine o'clock Friday evening just after dark, Craig
shows up at the Nash's to see if Kevin wants to go for some
drinks. He's dressed to kill, and plans to do some carousing.
The first thing he notices is that their car is gone, yet
the house appears occupied. What's more, the front door is
locked. If he looks through any windows, he will not see
Bingle. This is purely by chance, but it is important to let
Craig think that the house is empty, so that he'll go in.
Well, Craig hasn't driven all this way in his sports car to
just leave. He knows where the spare house key is, which
will unlock the back door, so he can easily go around and
get it. He's done this before, but so far never since Kevin
got married. He shouldn't see any reason not to do so now.
Craig's actor should already know that he would just
make himself at home. If he does not take that hint, give
him a gentle prod.
The easiest form of entry will be to use the spare key to
unlock the back door. Since he's dressed nicely, he should
want to go this route. Here is what will happen depending
on which way he enters the house:

The Back Door
If he goes through the back door, he will trigger the
trap door. The back door is locked, but the key will unlock
it and open normally. Once he places all his weight on the
welcome mat just inside the door, he will hear a click and
then the floor will fall out from under him. He will drop
down into something very dark, made of metal, which
smells like garbage. It's really the dumpster, but don't just
say that. As soon as he falls into it, the lid falls closed and
a large rock falls on top to keep the lid closed.
No matter what he does, Craig will not be able to get
out. His cell phone will not work inside the dumpster; the
signal will just be too bad. Bingle, who knows that a
prowler was caught, will just leave him there. He'll close
and lock the back door and reset the trap door, and then
ignore Craig. He will end up staying there until the morning when Peri comes back.

The Window
If he chooses to climb in through the window, he'll
spring a window trap. After he sticks his head in, he hears
a click, followed by the sound of a pulley, and then feels a
sharp thud on his head. He'll automatically receive a
Knockout Wound from it. He gets knocked out. Bingle
decides to drag him downstairs and drop him in the dumpster. By the time he is released, his wound will be down to
Hurt.
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Of course, Bingle will reset the trap after Craig has
been dispensed with.

him.
Peri: And what did you do with him.
Bingle: He's safe in the basement.

Scene Two: Perianna Returns
When Peri returns, she will notice one thing right
away: only one Goblin is in the house. When interrogated,
Bingle will explain that he has done his job well and that
no intruder succeeded at breaking in. He will not directly
say that someone is in the dumpster unless specifically
asked about intruders. He will also not tell her about the
traps unless specifically asked, nor will he tell her about
his missing comrades unless asked.

Peri: In the basement? You have an intruder in the basement? Explain that!
Bingle: Well, we caught him trying to get in and we put
him in the dumpster.
Peri: Now wait a minute! There's a dumpster in the basement?
Bingle: Yes, and we locked him in there.

If Craig yells for help, Peri will hear it
with a Good Notice skill test.
Because Peri summoned them, the
Goblins cannot return to the Fairy World
until she dismisses them.
An example conversation could be as follows:
Peri: What's going on here?
Bingle: I've done my job. The house is
secure. Can I go home now?
Peri: No. Where are the others?
Bingle: I don't know.
Peri: They're not in the house!
Bingle: So, you know. Why did you ask?
Peri: (getting upset) Where did they go?
Bingle: I don't know. They left this morning.
Peri: Why did you let them leave?!?
Bingle: We did our job, so they went for
some R&R.
Peri: They didn't do their job! You were all
supposed to protect the house.
Bingle: And we did. We secured the house
before they left, and I stayed behind to
keep things in order. Can I go home
now?
Peri: No. Where are they now?
Bingle: I don't know. I'm not their keeper.
Peri: Okay, so they're gone. And the house
is safe? No one came while I was gone?
Bingle: Everything's under control. Only
one person came last night. I took care of
him.
Peri: What do you mean "you took care of
him"?
Bingle: He tried to get in, and we caught
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Well, you get the idea. Goblins are curt and generally
do not give out any information that they ware not specifically asked for. This can be very frustrating to anyone who
has to question them, and it will make for a very funny
conversation!
NOTE: Keep in mind that Craig does not know about
the Nash's secret!

Scene Three: The Nash's Return
Around 10:00AM on Saturday, Kevin and Ariel return
from their trip tired from their flight. The first thing that's
obvious is Craig's sports car parked in the driveway. Just
like with Craig, looking in the window will not let them see
Bingle. Perhaps he's in the basement watching Peri rescue
Craig. In any event, he's not within sight of the windows.
Any attempt of them to enter will cause a trap to go off,
unless by some miracle, Peri is able to find out about the
traps and have Bingle disable them.

Act 2: Hunting Goblins
After the Nash's have been rescued from their trap, and
all explanations and arguments have died down, they will
be faced with their next challenge: finding the Goblins.
Only Peri can return them to the Fairy World because she
was the one who summoned them. What's more, she has to
be within ten feet of them, and they have to hear her in
order for her to send them home. Once she gets the chance,
all she needs to do is tell them that they have completed
their work and that they can go home.

Clues and Promptings
The hilarity of the situation and the fun characters will
tempt the actors into spending a lot of time playing their
characters and going back and forth with each other.
Although this can be a lot of fun, at some point you will
need to get them back on track. The longer they wait, the
more trouble Bangle and Bungle are going to get into. The
first two scenes will happen in the order given to get them
to focus on the real crisis, and to give them some clues.

Scene One: A News Report
Bingle had been watching TV when Peri returned. As a
result, he left it on. One of the cast members, preferably
either Kevin or Ariel, will see the following news brief on
the TV:
"Two hours ago a hit and run driver caused a five car
pileup at the intersection of Broadway and Vine.
Apparently an old beat-up Mustang sped through the
intersection, running a red light, and caused the accident.
The Mustang did not stop, but continued up Broadway at
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high speed. The vehicle was old, and had body panels of
many different colors. Several witnesses claim that the
driver was very short, and very ugly, and that his head was
barely high enough to look over the steering wheel. If you
have any information as to the identity or whereabouts of
the driver, call the police immediately."
The Nash's will recognize the description of the vehicle
as the Mustang belonging to a neighbor's son, who is away
on location in the Army. The car has been sitting in the
driveway ever since.

Scene Two: The Nosy Neighbor Pays a Visit
As always, the paranoid paramilitary neighbor Henry
Tuttle has not been idle. While maintaining his constant
vigil on the neighborhood, he noticed some strange happenings around the Nash residence. The following is a list of
things that has not escaped his attention:
— At 8:45 on Wednesday, both Kevin and Ariel Nash
packed their car for a long trip and drove away. They said
goodbye to another good-looking woman (a guy like Kevin
could not be so lucky…another cause for suspicion) whom
they left with the house. His sensitive microphone overheard them use the name "Peri".
— At 19:05 on Friday, the sounds of building could be
heard inside the Nash residence. The face of a small, bald,
ugly person could be seen working at one of the windows.
— At 21:12 on Friday, a sports car pulled into the driveway, and Kevin's friend Craig Bennett got out. He saw
whatever it is that Craig did to get into the house, at least
from the vantage point of Tuttle's own house. He did note,
however, that Craig never left the building.
— At 03:37 on Saturday, two of the ugly little men, both
dressed in dark black suits and wearing sunglasses, left
the Nash residence and could be seen trespassing in the
yards of most of the neighbors. One was scared away from
his own yard when one of his proximity alarms sounded.
— At 04:02 on Saturday, one of the suspects broke into
the Miller kid's old Mustang, hotwired it, and drove away
recklessly.
— At 09:53 on Saturday, the Nash's returned. Again,
Tuttle would have noticed how they gained entry.
Tuttle witnessed the Nash's leaving and the sounds of
construction. This made him very suspicious, and so he set
up a surveillance camera to watch the house, which is how
he came by the detailed information given above.
Being primarily a coward, Tuttle did not act on any of
this information. He discovered most of it on Saturday
morning while going over the surveillance tapes over
breakfast. Picture a man in his mid forties dressed in camouflage boxers and a white t-shirt sitting at the kitchen
table eating his corn flakes while fast-forwarding through
the surveillance tapes on the small TV he has set up on the
kitchen counter.

14
www.carnivoregames.com

Introductory Pack 2
Copyright 2003 Carnivore Games

He would never call the police, as being a conspiracy
theorist, he thinks the cops are the most corrupt and dangerous group of people in the city.
However, when he saw the events of last night on his
tapes, and then saw the news on TV, he knew he had to
confront Nash. He quickly took a few Polaroid's of some of
the scenes depicted on the tape, including one of the two
Goblins leaving Kevin's house, and of one Goblin stealing
the car, and went across the street to confront his neighbor. Of course, he will get into his fatigues first, and arm
himself with his nightstick.
He will act very haughty in front of Nash, and will
accuse him of being involved in some conspiracy without
coming right out and saying it. He will give Kevin the
Polaroid's as proof. "And you can keep them…I've got the
tape!" With that, he will storm away like a man on a mission.
Ariel knows that Tuttle, through all of his tough exterior, is a very lonely man. She feels certain that she and Peri
could bring him onto their side, at least in regards to this
one incident. They might even be able to convince him into
giving up the tape. This will, of course, mean that they will
have to seduce him.

Scene Three: Finding Bangle
After prowling through people's yards, Bangle had broken into a few houses. It was still night, and so he got away
with it. There, he changed clothes into those he had stolen
from a child's bedroom. This included a t-shirt, shorts,
sneakers, and even a baseball cap.

The Joyride
After that, Bangle noticed the old Mustang parked in a
driveway down the road from the Nash's house. He jimmied the lock and hotwired the car, and drove off in the
light of morning. No more than an hour later, the Nash's
returned.
He didn't care where he drove, as long as he got to see
more of the mortal world. After the close call at the intersection in the city, he decided to leave town. He was on a
state highway just outside of the city and entering a more
rural area when he crashed. The road was level and went
straight for a few miles as the houses became scarcer, and
the woods gave way to plains. He was driving way too fast
and overcompensated on a sharp bend in the road. He took
the turn too sharply and went off the road. Down a short
hill he careened, until he struck a tree in a small grove.

both fall apart while the cast is looking around for him.
Bangle will not be obvious to spot since he has changed
his clothes. A Superb Notice skill test will find him, but
even then the cast member will not be sure.
Bangle is at the merry-go-round. He has already sabotaged it by loosening its connection to the center pole, and
is now standing next to it and spinning it. There are three
kids on it, and they are laughing, hooting and hollering in
excitement and joy. He is, however, making it go very fast,
and he does not stop pushing it when they tell him to stop.
The merry-go-round begins to wobble.
Before the wobbling and the nervous calls from the kids
becomes obvious to the cast, one of the swings will disconnect from the set sending the poor rider flying through the
air to land with a painful thud on the ground. The child
immediately starts screaming and parents and other
adults run to his aid.
Make the cast suddenly aware of the wobbling merrygo-round. At this point, a Fair Notice test will show Bangle
for whom he is. It will be obvious to the cast that the contraption will break off sending several kids and merry-goround flying.
The cast members can make Run skill tests to get to it
in time to stop it. A Fair Run test will be sufficient, but
they will then need to make Brawn tests to stop it in time.
A Brawn test of Good will stop it in time. Mediocre or Fair
would slow it down enough for the kids to jump safely off
before it breaks. No one will get hurt if this happens. Any
skill test worse will cause it to fly off with the kids on it.
Any cast member who was trying to stop the merry-goround suffers a Hurt Wound.
Bangle will give chase onto the bike path at point B,
and run back toward the car wreck. If the cast left a car
unattended, he'll try to hotwire it, unless someone is right
on his heels. A Good Repair Device skill test will let him
hotwire it within two minutes. Any lower will take five
minutes or more.

Bungle Arrested!
Bungle has been arrested while attempting to hold up
a convenience store. Bungle is the least intelligent of the
three, and it shows. He was hungry, so he thought he'd
steal some food. He was caught stuffing the following into
his business suit:

Bangle is here, and he has already caused a lot of trouble, although it is not immediately apparent. He has sabotaged the swing set and the merry-go-round, which will
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— A pint of milk
— 3 bottles of soda pop (different flavors)
— 1 package of hot dogs

Trouble at the Playground

Now Playing

— 2 boxes of cookies

— 12 candy bars
— A package of Twinkies
Oddly enough, he might have gotten away with it if it
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were not for the Twinkies. They were on a display at the
end of the aisle, and just could not resist grabbing a package as he headed out the door. He was so overloaded with
stuff that he could not run away when the cop, who was
just walking in, saw him grab the Twinkies. Now, he has
been arrested and is in jail.

The First Floor

You must find a way for the cast to discover that he has
been arrested. They know what the Goblins look like and
how they were dressed. Tuttle has a police scanner, so if
he's helping you, he can catch it. You could have it on TV
on the news. The trick is that you cannot predict where the
cast will be at this point, so you must find a way to get the
news to them, or to at least one of them, for them to finish
the episode.

There are four rooms in the house: living room, dining
room, kitchen and study. There is also a half-bathroom.
These rooms are described below:

How the cast handles this situation is completely up to
them. The Fairies might be able to seduce the detective at
the police station to release him under their recognizance.
Or perhaps they will just visit with him and dismiss him at
the station. However they want to do it, it will be tricky
and fun!

The Tag
After all the Goblins have been sent home, the Nash's
will need to tidy up the loose ends. For instance, they may
need to do some explaining to various witnesses. They will
probably want to chastise Peri for her mistake. But everything should work out nicely in the end.

The Sets
This section contains a description of all the places that
the cast may go. Only the sets that need description are
included here; there may be others that you can describe
yourself, such as the police station.

The Nash House
Kevin and Ariel live in a small, but comfortable house
in a quiet suburb of some unnamed Californian city. The
street is lined with well-groomed lawns and picket fencesa suburban paradise.
Being a ranch, the house has two floors plus a basement. A two-car garage is attached to the house.
NOTE: Craig will have parked in front of the garage
door, thus preventing it from being opened.
The backyard is small, but comfortable with a small
garden, picnic table, tree and barbecue grill. It is fenced in
with one gate opening to a strip of yard beside the house.
The gate is unlocked.
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There is a front door leading into the living room from
the front yard. A back door leads into the dining room from
the backyard. A last door leads into the kitchen from the
garage.

Living Room: This is a large spacious room furnished
with a couch, two recliner chairs, and a rocking chair. The
chairs and the TV all huddle around a single coffee table.
Window Traps: The Goblins outfitted all windows in
the house with traps meant to knock intruders unconscious. When an intruder climbs through the window, he
will knock a makeshift switch. This will release a rope that
will cause a large weight to drop on his head.
Anyone falling for this trap will suffer an automatic
knockout. The Director may allow the character to make a
Stamina attribute test to drop the Wound down to Stun.
Front Door Trap: This works with a simple lasso
trap. A looped rope sits on the floor. When someone steps
in it, a heavy weight is dropped, causing the rope to go up
and the loop to tighten around the intruder's leg. The character will need to make a Dodge skill test greater than
Superb in order to avoid this trap. When caught in the
trap, the intruder will be suspended upside down by one
leg and will dangle there waiting for Bangle to take care of
him.
Back Door Trap: This is the most complex of all the
traps. The Goblins have cut a hole in the floor directly in
front of the back door and made a trap door out of it. They
put the welcome mat on it to cover it. Below the hole, in the
basement, they put a dumpster (they emptied it first, but
it is still quite dirty and stinky). How they got the dumpster in is a trade secret of theirs and they will not tell.
When an intruder enters through the back door, he will fall
through the trap door and drop into the dumpster. The
shock of his landing will cause the dumpster's cover to fall
closed. The opening of the trap door will trigger a heavy
rock suspended from the dining room ceiling to fall through
the trap door and land on the dumpster's cover, thus holding it shut.

The Second Floor
This floor contains three bedrooms and a full bathroom.
One is the master bedroom, one is a guest room, and the
third is Kevin's workshop. All of the windows on this floor
have the same window traps as are used on the first floor.

The Basement
There are two halves to the basement: a finished half
and a utility half. The finished half is a game room. It has
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a bar, a pool table, a ping-pong table, a couple miscellaneous tables and many chairs. The only window to this
room is a small basement window, which the Goblins have
boarded up. The utility section has the furnace, hot water
heater and other utilities. A bulkhead door is heavily
blocked and is inaccessible from the outside. A dumpster
sits in this room located right below the back door, and is
used to receive any intruder that may break in through
that door.

The Playground
There is very little that is specific about this playground. The playground must have the following features:
— A line of trees that parallels the highway.
— A bike path that runs inside the line of trees
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— A swing set
— A merry-go-round within a short run from where the
cast members will appear (near the car crash)
There is nothing else special about the playground.
Aside from these features, you can describe it any way you
want.

Henry Tuttle's House
This house is identical to the Nash's, except with how
he decorates. The place is dimly lit, and rarely sees visitors. Tuttle is a conspiracy theorist and a paramilitary
buff, and his place is decked out that way. It should give
people the creeps. The door to his basement is heavily protected with a large assortment of locks. He has turned the
basement into a makeshift bomb shelter.
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Supporting Cast

Police Detective

Goblins
Brawn: Great

Reasoning: Great

Agility: Fair

Perception: Fair

Stamina: Good

Will: Fair

Skills: Balance (Fair), Brawl (Good), Breaking &
Entering (Great), Climb (Good), Demolitions (Good),
Direction Sense (Fair), Dodge (Fair), Drive Car (Terrible),
Escape Artist (Fair), Hide Traces (Fair), Jump (Good),
Mechanical Engineering (Great), Notice (Fair), Pick Lock
(Great), Pick Pocket (Good), Run (Good), Stealth (Fair).
Gifts: Camouflage (+2 on Stealth tests), Great Leap.
Bingle has been to the mortal world more recently than
his companions, so he is more content to remain at the
house to keep an eye on things. The two other Goblins,
Bangle and Bungle have never been to the mortal world
since the Middle Ages, and now they want to explore and
have some fun.

Henry Tuttle
Reasoning: Fair

Agility: Fair

Perception: Good

Stamina: Good

Will: Fair

Reasoning: Fair

Agility: Fair

Perception: Good

Stamina: Good

Will: Fair

Luck: 3

Luck: 3

Brawn: Good

Brawn: Good

Skills: Area Knowledge (Good), Brawl (Fair),
Computer Use (Fair), Criminology (Good), Direction Sense
(Fair), Dodge (Fair), Notice (Great), Profile (Fair),
Research (Good), Surveillance (Great), Stealth (Fair),
Streetsmarts (Good).
The police detective will most likely not appear until
Act 2 when the cast is trying to find Bungle. They will need
to go to the Police Station to get him. It is possible for one
or both of the Fairies to use their womanly charms on him
and convince him to release the Goblin, but they may need
to resort to other measures.
The detective will be very receptive to the Fairies, and
will treat Kevin and Craig kindly. They will treat Tuttle
with barely disguised humor. They all know about Tuttle
and his conspiracy theories, and they know he suspects
them all of being involved in some conspiracy against the
U.S. They will taunt him and tease him while pretending
to be serious. Tuttle will try to avoid going into the station
for that reason and anyone who goes in with him will lose
some credibility with the police.

Luck: 3
Skills: Area Knowledge (Good), Brawl (Fair),
Computer Use (Fair), Demolitions (Fair), Direction Sense
(Fair), Disable Traps (Fair), Dodge (Fair), Hide Traces
(Fair), Notice (Great), Surveillance (Great), Stealth (Fair).
Henry Tuttle is quite an eccentric man. He is paranoid
about government conspiracies, and thinks that World
War III is imminent and that the U.S. government is
behind it all. He does not trust anyone in authority…or
anyone for that matter! He is a paramilitary buff, and is
preparing for the war and its inevitable fallout. He has
converted his basement into a bomb shelter, and has
bought all kinds of weapons (although he's afraid to use
any of them). He dresses in camouflage fatigues most of
the time, and tries to look intimidating.
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In reality, he is not nearly as tough as he seems. For all
his steam and bluster, he never wants to hurt anyone, and
his weapons are mostly for show. He is a man in his mid
forties and lives alone.
Among his gear, he owns a Hummer that comes complete with a police scanner and radar detector.
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