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Vampires, demons, time travelers, magicians, Muppets, aliens, and mean-spirited AI doomsday devices are all fictional.  But what if they weren’t?  What if humanity was beset by threats such as these?  Who would be best suited to stop such a dizzying array of horrible nightmares?

The fucking nerds.  That’s who.

Imagine a world where the first line of defense against the supernatural is a team of trained Fans, given the best technology and a sizeable budget.  Now imagine you get to join them and fight the enemies of humanity with super strength and laser guns.

Pretty cool, huh?

This roleplaying game is set in the universe of the webcomic Fans! by Jason Waltrip and Ted Campbell.  Players are encouraged to slog through the extensive archive to learn the history of this world.  For those who don’t want to do that, there’s an abridged version at the end of this rulebook, on page 29.
Basics

The main characters in Fans! are members of the elite Team Alpha, the most successful branch of the supernatural defense bureau called AEGIS.  There are other teams that are staffed with more mundane soldier types.  You and your fellow players are recruited to answer the age old question: can we catch lightning in a bottle twice?  Team Delta is a new team devoted to replicating the talent and success of Team Alpha.
Those are some damn big shoes to fill, and your characters know it.  Team Alpha (and their precursor, the Billberg Science Fiction Fan Club) saved the world from at least 5 major supernatural incidents, and were involved in countless others.  Should Team Delta live up to this standard, the world has a greater chance of surviving the threat of supernatural annihilation (and AEGIS’ funding will be increased!)

All AEGIS members have access to body suits that increase the wearer’s strength, dexterity, and toughness.  It should be noted that this suit makes you better, not invincible.  AEGIS also has the latest technology, either invented or stolen from their enemies.  Finally, AEGIS has two of the mysterious octagonal aliens nicknamed “xenochiclets” that provide teleportation and additional support to those they find interesting.  This makes AEGIS incredibly powerful.

…and even with all this power, they manage to succeed only barely.  The enemies you face are unknown at first, and tend to have capabilities far beyond ordinary criminals, terrorists, or rogue nations.

That’s where you come in.  You and your team are the unwavering line that separates humanity from slavery, chaos, and extermination.  Let’s hope you’re up to it.

PDQ# System

The system for this game is a modified version of the PDQ# rules for Swashbucklers of the Seven Skies.  This is a heavy mod, and although buying the .pdf  of S7S might help you understand it, this book will be the definitive “rules set.”  So, let’s get started.

PDQ Master Chart

	Level
	For Character Qualities
	For Tasks

	
	Description
	Modifier to Roll
	Difficulty
	Target #

	Poor
	Notably Inept
	-2
	Trivial
	5

	Average
	Typical
	0
	Straightforward
	7

	Good
	Professional
	+2
	Complex
	9

	Expert
	Famed
	+4
	Intricate 
	11

	Master
	Genius
	+6
	Extreme
	13

	Impressive
	-
	
	Ridiculous
	15

	Intimidating
	-
	
	One in a Million
	17

	Impossible
	-
	
	Incredibly Rare
	19

	Inconceivable!
	-
	
	WHAT?
	21+


Qualities
A Quality is a noteworthy talent, skill, relationship, or resource of a character. It is an inherently positive aspect; a strong point. A Quality represents a broad skill, field of knowledge, unique perspective, personality trait, special gift, or social connection. (Any relevant gear needed to properly take advantage of a Quality, like lock picks for a Thief or a computer for a hacker, are assumed.)
If a particular Quality is relevant at all to an action or topic, the character may apply it when attempting that action or understanding that topic. This is called the penumbra (or “shadow”) of the Quality. Therefore, a player shouldn’t pick Qualities that are too narrow or its penumbra will be too narrow; too broad, and identifying the sorts of things that should fall under the penumbra becomes pointless. Proper word choice is key. The parameters for what’s “too broad” or “too narrow” are up to the individual GM.

Consider a character that has the Quality of “Pirate.” The penumbra of Pirate probably contains such things as sailing, maritime crime, connections to other pirates, knowing pirate stories, fighting (especially on a ship), evaluating the worth of booty, intimidation, that sort of thing.

IMPORTANT NOTE—If a PC wants to be particularly better at some Quality that might normally fall under the penumbra of another Quality—for example, taking “Musketeer” and “Fencing” separately—that is perfectly okay, provided that the player realizes that in exchange for the benefit of being able to use both Qualities at the same time (adding the MODs together) when they get into a scuffle, this character generation choice limits the total breadth of what the character can do.

Quality Ranks
Qualities have Ranks that indicate increasing levels of proficiency (see also the PDQ# Master Chart). The numbers in square brackets following the Rank of the Quality show the Rank’s Modifier (or MOD)—how much is added to or subtracted from a 2d6 dice roll for resolving a Challenge or from a 3d6 dice roll for a Duel.

IMPORTANT NOTE—At everything else, characters are neither noteworthy nor inept—that is, they’re Average [0]. They can attempt a 2d6 roll for any task, knowledge, or skill that is not specifically secret, technical, or esoteric. That is, while any character can look for the secret door in the library, it’s doubtful they’ll be able to successfully hack into the army mainframe without one computer or military quality.

Qualities also absorb damage.  (see pg 25)
During character generation, players choose several Qualities to describe their characters. Never fear: if after play begins, a particular Quality sees no use and doesn’t really add to the characterization of a PC, the player and the GM can work together change it to something that fits better.

Primary Quality

Every PDQ# character has a Primary Quality, which is the thing the character is known for or best at.  This is the thing they astound with, such as Swordfighting, Computer Science, Leadership, or Mathematics.  Any Quality can be the Primary Quality, but a character can have only one Primary.  Characters get a discount on Techniques chained to their Primary Quality. 

Foibles

A Foible is a failing or feature that presents opportunities for interesting failure. It is an inherent negative aspect of the character; a weak point stemming from ignorance, flawed understanding, physical or mental incapability, recurring duty(s), a particular penchant for trouble, or some other vulnerability. (Sometimes, a Foible gives a better idea of a character’s motivation than Motivation itself!) Players should pick a word or phrase that describes something that will be fun or entertaining to deal with during play. A recurring cabal of Bosses, an uncomfortable situation, or an activity that the character just regularly flubs are all possible Foibles. Foibles are unranked—they do not add to rolls or absorb damage. They serve as constant Story Hooks for characters. When a Foible comes directly into play, the PC gets Style Dice.
IMPORTANT NOTE—If a player makes his character’s Foible and Motivation the same thing—say, True Love—then those aspects will be a constant presence in his adventures. True Love will cause them trouble, but will also give them the strength to win through. This can be very fun, but limits the sorts of things that will happen to a character: their life will ultimately revolve around True Love.

NOTE—If a Foible ever needs to be rolled against (for a Challenge situation), treat it as a Poor [-2] Rank Quality. However, it still cannot absorb damage.
Player-Initiated vs. GM-Initiated Foibles

A character’s Foible can come directly into game-play in two ways:

1. The player specifically plays to the Foible, allowing it to dictate their responses to a situation; or

2. The GM tries to activate the Foible, reminding the player that the character has that particular flaw.

In the first case, the player can and should remind the GM when playing to his or her Foible, earning a Style Die for good roleplaying. In the second case, the player can always refuse to go along with the GM’s attempt… he or she just doesn’t get the Style Die. In those cases, the GM can escalate, sweetening the pot with multiple Style Dice and making it a better offer. The player can always refuse, of course.

Activating a Foible is all about good characterization and putting complicated situations and difficult choices in the character’s path -- not about hosing the character, and not about forcing a single direction or behavior for the player to follow. It’s about giving the character—and player—a chance to act non-optimally (but in-character) in a situation for a later benefit.

[image: image3.png]


Techniques

A Technique is a bit of inherent nature, training, or background that provides a bonus or benefit in specific, relevant situations. It’s a bit of recurring style or flair of the character.
When used in a Scene, a Technique can have one of two effects:

· Roll & Keep: When rolling, each Technique that comes into play allows an extra die to be rolled. The character then keeps the best 2 dice for Challenges or 3 dice for Duels and discards any other dice; or

· Flat Bonus: Each Technique that comes into play allows a +1 to the roll result per Technique used.

NOTE—Techniques are functionally the same as the Be Impressive use of Style Dice (pg 13).
Each Technique can only be used once per Turn within a Scene, but multiple Techniques can be used at the same time. They can be used before a roll if a character wants to pull them in explicitly when doing an action, or after a roll when a character realizes that he has a Technique that covers the situation. (It’s up to the player whether they want to roll an extra die and assemble a better roll total from the dice they can keep, or just take the flat +1. The flat +1 usage of a Technique can be used to boost a roll total after the character has already succeeded.) Techniques are unranked; this means they do not absorb damage. They appear on the character sheet under the quality they are chained to, or in the “unchained techniques” area.

If a Technique must be used with a specific Quality, it is a chained Technique, and is usually listed on the character sheet near the Quality in question. Most Techniques are chained Techniques. An unchained Technique can be used with any Quality.

Unchained Qualities are more “expensive” to purchase and have a wider scope than most Techniques. Chained Techniques are “cheaper” and are related to a specific Quality. Techniques chained to a character’s Primary Quality are cheapest of all.

Types of Techniques
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There are five main types of Techniques:

· Idiom: Idiom is the “style” or “flavor” of the action undertaken. If the player describes their character’s actions and reactions according to their Idiom, they get a bonus. Examples: Acrobatic, Calculating, Drunken, Pedantic, Fierce, Languid, Sarcastic, Precise.

· Location/Situation: Some Techniques give a bonus in particular situations or places. Examples: City Streets, Bars, Field Missions, Cyberspace, Outer Space, Kitchens, In Total Darkness, While Wounded, With a Partner.
· Maneuver: Some Techniques give a bonus in using a specific type of tactic, method, or stratagem. Examples: Convince, Dodge, Research, Parry, Lie, Throw.
· Foes(s) or vs. [X]: Some Techniques give a bonus against preferred targets. Examples: vs. Internet Trolls, vs. Armored Targets, vs. One’s Nemesis, vs. Soldiers, vs. Enemies of the State.

· Item: Some Techniques give a bonus in using a specific weapon or tool. Examples: Sword, Laser Gun, Lockpicks, Transforming Vehicles.

Characters can mix and match Techniques—all Locations, just Idioms, all Foes, or whatever.
Stacking Techniques
When stacking Techniques, only one Idiom can be active at any time. Also, it is unlikely that many Techniques will align at one time for a particular situation. However, if they do align, characters should get all of the benefits!

Common PDQ Fans! Qualities

Below is a brief list of Qualities commonly found in Fans! games. Bold indicates that the Quality is Core for Fans! At the GM’s option, some of the Qualities listed below might be contained within another’s penumbra (like Acrobatics for Martial Arts).  Note that the below are just suggestions.  You can think of ANY adjective that describes your character, so long as you can justify that Quality to the GM.
AEGIS Exosuit Training (Static Expert +4 Mod, Free)

Any person wearing an AEGIS Exosuit that has had the training to use it properly gains an Expert (+4 mod) to unarmed or melee attacks, Acrobatics, Running, or Strength tests or duels.  This Quality is dependent on actually WEARING the suit, and cannot be improved during character creation or through experience unless a newer, better suit is invented.  AEGIS characters do NOT have to pay for this at Character Creation.  Damage to this Quality in combat represents damage to the Exosuit, and it cannot be “Healed” unless the character repairs the suit or gets a new one.
Acrobatics

Swinging on chandeliers, climbing down a rocky crevasse, hanging by one hand off a high balcony, leaping over tables, scaling a castle wall—Acrobatics (also called

Athletics) is the Quality that lets you do it all.
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Art: [X]

Art may not be combative, but it’s essential for AEGIS.  The Xenochiclets employed by AEGIS speak a holographic language of ideas. Only those creative and artistic enough can “talk” to the Xenochiclets and get them to teleport people and equipment or create objects.  This Quality also lets the player create works of art in a specific style.  Common Art Qualities are Comic Book Artist, Sculptor, Writer, Storyboarder, Cel-animator, Computer Animator.

Computers

Several AEGIS characters are engineers or computer scientists.  Their access to fantastical tech, coupled with their fan-fueled imaginations, make them ideal researchers, engineers, and software designers.  This Quality lets you operate computers beyond a normal civilian level.  You may also hack enemy mainframes, build chips, or do anything else computer related beyond simple application use and internet browsing.

Energy Weapons / Firearms
With the God Machine Incident, real scientists got to take a look at functioning Star Tec Phasers, Star Warz Blasters, and other exotic sci-fi weapons.  AEGIS’ standard armament is a laser pistol that can be set for stun, kill or rapid fire.  This has similar principles to ordinary firearms, and indeed many AEGIS members (including Shanna Erixon) cross train to both weapon types.
Engineering

AEGIS is at the bleeding edge of technology, whether it is manufactured or created by the Xenochiclets.  This skill lets you build, invent, reverse engineer, or explore devices, electronics, structures and vehicles.  Stacking with Computers is common.

Fandom: [X]

AEGIS grew out of the Science Fiction Fan Club from Billberg College.  Most Team Alpha members are Fans in one way or another.  This dedication to a lifestyle of fiction opens up their imagination and creativity.  After all, if you’ve seen a thousand different Sci-Fi Episodes dealing with Artificial Intelligences, you’d be better suited to dealing with a real A.I. than a “normie.”  Useful fandoms include Hard Sci Fi, Science Fantasy, Fantasy, RPGs (no recursing!), Computer Gaming, Comics, Wargaming.

Fandom is one of the core elements of a Fans! character.

Martial Arts

Part of the strength of AEGIS is that they are the only organization to develop the lightweight Exosuit.  With one of these, even a weakling like Baxter can throw a punch and knock out a thug, or jump up to a 2nd floor fire escape.  With this suit and entry into AEGIS comes Martial Arts Training.  Most characters in AEGIS do this often enough to become proficient in fighting without any weapons, though laser pistols are standard armament. 

Motivation: [X]

Motivation is a special Quality representing the most important drive or goal of a character. Players should come up with a single word or phrase that explains the seed of their character’s underlying ambition. If a situation or task directly involves the character’s pursuit of their Motivation (and the GM agrees), it can be used in addition to any other Qualities relevant that task.
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SPECIAL RULE: If a character is involved in a situation that is “the point” of their Motivation—meeting the character they have sworn revenge upon, or hard on accomplishing their overall goal—they can “burn” their Motivation to get a bonus of double their Motivation MOD throughout the duration of that Scene. However, win or lose, the character must then discard and change their Motivation to something else!

See the IMPORTANT NOTE under Foible about making a character’s Foible and Motivation the same thing (pg 4).

Motivation is one of the Core Elements of a Character.
Past: [X]
The Past Quality represents the character’s skills and knowledge gained before the start of play. This could include what he or his family did for a living while he was growing up, a horrific event in his youth, or a profession that the character has formerly held. Useful Pasts include 2nd Generation Fan, Computer Scientist, Ex-Soldier, Traumatic Youth, etc.
Past: [X] is one of the Core Elements of a Character.
Repartee

Not just the knack of witty badinage, Repartee is also the skill of public speaking, rhetoric, and oratory. It can be useful in any situation, not simply social or political contexts. It can definitely be used in business or professional situations (such as haggling over a price), or even combat! Combining Repartee with another Quality (see Using

Multiple Qualities for Tasks, pg 19) is always appropriate.

Style Dice

Style Dice represent the heroic energy, fortune, indomitable will, and plucky attitude that makes a Fans! character larger-than-life. By using Style Dice, characters can shift the odds in their favor, get up when a normal person would be down for the count, temporarily surpass their limitations, and persevere through adversity.

The basic use of Style Dice is to add bonus dice to a character’s rolls, which they can then pick through for the highest roll total amongst the dice they can keep: 2 dice for Challenges and 3 dice for Duels. These are in addition to any bonus dice given for using appropriate Techniques. Furthermore, the character with the most Style Dice in front of them wins Initiative.
All earned Style Dice “go away” at the end of a session, so players should use them or lose them!

NOTE—It’s recommended that GMs use a different color and/or size of dice to represent Style Dice, so that there’s no confusion for players between their Style

Dice and the dice they usually roll for tasks. GMs may need a big supply of dice to provide their players with plenty of Style Dice. Luckily, blocks of dice can be found fairly inexpensively in your friendly local game store.
A group could also use Poker chips, pennies, or matchsticks to represent Style Dice, if they don’t already have a lot of dice.

Bowl vs. Box

The GM has two sources of Style Dice to award to players: the Bowl and the Box.

The Bowl is all of the dice the GM can assign as he/she desires—the Bowl is the repository of player style. The Bowl starts a session with a number of dice equal to twice the number of players (including the GM). The Box contains all of the dice that come into play due to other game mechanics.

NOTE - The GM uses his own, personal Style Dice for all NPCs (however, some NPCs may have a “set” number of Style Dice that they start play with, which is in addition to the GM’s Style Dice.)

Every Session

At the beginning of each session, the GM should give out Style Dice awards for pre-play social issues (all of these come from the Box):

· Showing Up: Just for showing up for the session, every PC gets a Style Die.

· Hosting: If the player is hosting the session in their home, they get an extra Style Die.  If the game is hosted in a Local Game Store, any person that purchases materials for the game from that store on that day receives a die!
· Providing Snacks and/or Beverages: If the player has brought snacks or delicious beverages, they get an extra Style Die, but only if there is enough for everyone!
· Loaning Materials: If a player loans a pen, paper, or dice to another player, they get an extra Style Die.  Players who constantly “forget” items in order to be lent to may find themselves without ANY style dice!
· Outside Awesomeness: If a player has produced outside material (artwork, handouts, short stories, placed material on a PDQ# wiki, made an Actual Play post to a message-board, etc.) since the last session and they make the GM aware of this, they get an extra Style Die.
At a minimum, all players should get at least 1 Style Die for showing up to play. Everything else is up to them. (The GM counts as a player here—if the GM is hosting the session, he or she gets an extra Style Die added to the pool in front of them.)
GMing Style Dice

When the GM has dice in the Bowl (or in front of him), he can say “Fucking Awesome” like any other player and hand over Style Dice. But when that pool is exhausted, he’s limited to saying “Indeed, Fucking Awesome!” and handing out dice that come out of the Box. 

GMs are advised to pump most of their Bowl dice into the PC Style Dice economy as soon as possible—not just to set the tone, but also to encourage the players to use or gift them.

h
After the GM has run out of Style Dice from the Bowl, there is only one thing that moves Style Dice from the Box to the Bowl: Fucking Awesome Gifting. (Mechanical effects—like a Foible coming into play, a Vexing Misfortune, or winning a Flashy Challenge—grant Style Dice directly to a player.) After a player has done something to merit Fucking Awesome Gifting, the GM can add an additional Style Die from the Box to the Bowl (or, in extreme cases, one to the Bowl and one directly to the stylish player) with an “Indeed, Fucking Awesome!”, thus increasing the total number of Style Dice in play. If PCs wish to use their Style Dice to Fucking Awesome Gift the GM, the GM should take the dice, place them in front of themselves, and immediately note down that the players wish more of whatever the hell just happened!

Behind the Curtain: Hoarding Style Dice

Some folks may be worried about players hoarding Style Dice. Do not worry. Once the trickle of players using or gifting Style Dice starts, it usually turns into a flood. The simple reminder that all Style Dice go away at the end of a session (“use ‘em or lose

‘em) is usually enough to trigger the players into saying “why not?”

Fucking Awesome vs. Fucking Weak (Gaining Style Dice)

Every action a Fans! character takes is an opportunity to be stylish. While Justice may be blind, Luck is a peoplewatcher. The key to doing well is being Fucking Awesome. Being Fucking Awesome is a combination of sportsmanship, justice, wit, and panache. Any action that shows flair, courage, audacity (especially in the face of a significant risk or failure), or good roleplaying is potentially Fucking Awesome.

Whenever a character acts heroically or stylishly, the GM should give him a Style Die. GMs should award Style Dice immediately after the heroic or stylish action. There are other ways that a character can gain Style Dice: Social Awards, being affected by one of their Foibles, having Vexing Misfortune happen to them, or Feeding the Plot.  

NOTE - Style Dice can be earned by a character for a task even if the character is already using Style Dice to perform that task.

Being Fucking Weak, on the other hand, is taking undue advantage of one’s momentary situation, or acting cravenly, villainously, or (frankly) boringly. Biting the hand that feeds you, deceiving the innocent, creating needless mayhem or suffering, betraying a friend, breaking a truce, rubbing salt in a wound, flaunting one’s power, killing a helpless enemy—all are Fucking Weak.

Being Fucking Weak does not deduct Style Dice. . . but the other players and GM should feel free to cry out “Fucking Weak!” when one of their fellows acts the cad. Within the game, however, when a character starts being Fucking Weak… well, other characters are going to notice and take that into account.

NOTE—The character with the most Style Dice in front of him wins Initiative in Duels.

Ritual Phrases and Creating the World
Fans! has a number of “ritual phrases” associated with Style Dice, meant to enhance the play experience. All players can say “Fucking Awesome!” or “Shit YES!” to another player and hand over Style Dice to them (see Fucking Awesome Gifting, pgs 10-11).
In terms of Creating the World, the GM could use some ritual phrases to indicate to the players the Style Die costs of taking hold of the narration. For example, say a PC asks, “Is there a chandelier here?”

· “Yes, there is!” = Minor fact; no Style Die cost.

· “Is there?” = Significant fact; 1 Style Die cost.

· “I’m not sure...” = Major fact; 2 Style Dice cost.

(Note that simply saying what is ends up being cheaper than asking!)

A good phrase for GMs to use to inject complications into a player’s description of their successes and failures are “Little did they know...” or “Yet, unknown to all…” And, as always, groups can pick the ritual phrases they prefer, or make their own ones up.

Specific Ways to Gain Style Dice

Social Awards (Box)

See Every Session above for the social issues that give the session’s starting Style Dice. These dice come from the Box.  (See Every Session, pg 10)
Affected By Foible (Box)

If a situation comes up that triggers a character’s Foible (say, a character with Mute being questioned by an agent, or if a Rude character needs to talk nicely with the pompous

Kim Kardashian), they gain a Style Die. If the player runs with the situation, making:

A. His attempts to successfully get around the Foible; or

B. His portrayal of how incredibly bad the failure caused by his Foible is;

… particularly impressive, dramatic, or entertaining, he should gain an extra Style Die or two. These dice come from the Box.

Fucking Awesome (Bowl)

+1 Style Die for acting heroically or stylishly. Fucking Awesome rewards are for when the GM feels the player has described their character’s actions suitably for the Fans! genre.
Feeding the Plot (Bowl)

When the player or character does something—even inadvertently—that advances the main plot of the adventure (like accidentally starting a fire while escaping a fortress’ dungeons, which just so happens to distract the guard while an NPC army attacks); advances a subplot (whether their own or someone else’s) (like connecting one’s long-long brother to another character’s Motivation of Revenge); or gives GM an idea for new plot twists, NPCs, locations, or Scenes, the character gains a Style Die.

Vexing Misfortune (Box)

If the GM wants to have a Vexing Misfortune happen to a PC that they cannot resist (for cliffhanging purposes, or to place them into specific situations—dropping them down

an oubliette, taking away their favorite sword, capturing them while asleep, framing them for stealing the Baroness of Erzay’s diamond brooch or the like), the PC instantly gains at least 3 Style Dice to ease the pain. (GMs should probably not hit a character with Vexing Misfortune more than twice a session—once is plenty!)

Win a Flashy Challenge (Box)

If a character wins a Flashy Challenge (pg 19), they gain a Style Die.

Changing the Odds (Using Style Dice)

Style Dice can be used to change the odds in the hero’s favor; recover from injuries; or add new material to the situation, plot, or setting (see below). By burning Style

Dice, a player can make things go his character’s way. Below is a suggested list of ways to Change the Odds, a description of their effects, and their total cost (including Style Dice). A PC may use any or all of his available Style Dice. Style Dice can be used to Be Impressive, Catch Your Second Wind, Create the World, or for Fucking Awesome
Gifting—and players are encouraged to come up with new ways of using them as well. When spent, Style Dice go back to the Bowl.
Be Impressive

A character can spend Style Dice to Be Impressive, adding Style Dice to the task’s pool of dice. He can also add a Style Die to gain a flat bonus of +1. However, he can still keep only 2 dice in Challenges and 3 dice in Duels.

NOTE—Being Impressive functions the same as using Techniques (pg  5).
Catch Your Second Wind

To recapture their Second Wind, a character can spend one Style Die to recover Ranks of damage. Roll the die, and whatever comes up is the number of Ranks recovered.

Create the World

Creating the World is the most flexible use of Style.  This lets the player (or players who pool their dice for a joint creation) dictate new facts about the campaign setting. There are several methods for Creating the World, including:

· Dictate a Minor Fact (0 dice): A minor fact is really just local color, and has limited plot significance. This includes things like “I frequent this tavern, and they consider me a regular” or “Joss Whedon loves tomato juice.”

· Dictate a Significant Fact (1 die): A significant fact is something with more impact on the course of the game, like “I met Joss Whedon once at a party, and I swear he was flirting with me” or “I know a guy who trades in magical tomes.”
· Dictate a Major Fact (2 dice): A major fact is something with extreme relevance and importance for the current events of the campaign, like “We’re looking for a lot of magic tomes, right? Well, it just so happens a store has that inventory right in our town…” or “This impregnable fortress just happens to have a sewer entrance that is unguarded.”

· Create a Named NPC (1 die): By spending a Style Die, a player can instantly create a new permanent, recurring NPC that drops into the setting. “I greet Herman, the bartender, and ask for the usual.” While this sort of thing usually happens en passant in a campaign, when a player spends a Style Die in this way, he is telling the GM he wants Herman to hang around and be important to his activities. This is usually a prelude to…

· Giving a Named NPC Specific Qualities/Techniques (+1 die per Rank, starting at Average [0]): By spending a Style Die, a player can grant a new NPC Qualities and Techniques. For example, “I ask Herman, since he has Good [+2] Conspiracy Theorist Contacts (spend 2 Style Dice), about the Alien ships…”

· Temporary Fame, Gear, Sidekick, or Wealth (+1 die per Rank, starting at Average [0]): For every Style Die spent, a character can pick up a Temporary Quality of Reputation or Status (say, from getting the dirt on the latest Marvel movie or hearing a rumor about Occult activity), Gear (by engineering a new pistol), Sidekick (making contacts), or Wealth (from gambling winnings or trading). Temporary Qualities like this have the Can Be Stolen or Can be Squandered flaws automatically, cannot absorb damage like other Qualities, and disappear at the end of the session in which they were purchased.

Training Points

Training Points are used for improving a character’s abilities and adding new ones.

Gaining Training Points

Since AEGIS hires the best of the best, agents tend to be pretty impressive right from the get-go, they often don’t improve much during the course of a campaign. Therefore, Fans! characters only earn Training Points when they fail at a roll, be it in a Challenge or a Duel. Depending upon how well the player narrates the failure, a character could gain Training Points and Style Dice simultaneously, provided the player takes the time to describe the failure in a particularly flavorful way.  GMs should keep track of Training Points earned by each of the PCs, and announce them at the end of the session.

Using Training Points

Training Points can be used in several ways: Increasing a Quality Rank, Purchasing New Qualities, Purchasing New Foibles, or Purchasing New Techniques.

· Increasing a Quality Rank: Spending 4 Training Points raises a Quality one Rank, up to a maximum of Master [+6]. To raise Good [+2] Computers to Master [+6] Computers would require 8 Training Points (4 Training Points to go from Good to Expert and 4 more to go from Expert to Master).

· Purchasing a New Quality: Spending 8 Training Points and creating a related Story Hook grants one new Quality at Good [+2] Rank. If a character wished to learn Fandom [Hard Sci-Fi], he would have to spend 8 Training Points and provide the GM with a relevant seed for a future plot, subplot, or adventure tied to Sci-Fi (“Who’s up for a Star Tec marathon?”).

· Purchasing a New Foible: While Foibles can constrain a character’s actions in-play, they are also a great method of generating Style Dice. Spending 4 Training Points and having a good explanation permits a character to gain one new Foible. (“Oh man, I just read on the internet all about DRMs and how they screw the little guy!  Who wants to hear about it?”).

· Purchasing a New Technique: Training Points can also be used to purchase new Techniques: Chained to Primary Quality (2 Training Points), Chained to any other Quality (4 Training Points and an explanation), and Unchained (6 Training Points and a related Story Hook).
Character Creation

Follow the steps below in order to make a character.

1. Name: Choose a Name

2. Foibles: Choose one Foible

3. Motivation: Choose one Quality as a Motivation at (Good +2 Mod)

4. Past: Choose one Quality as a Past at (Good +2 Mod)

5. Primary Quality: Choose one Quality to be your Primary at (Good +2 Mod)

· You may combine your Primary Quality with your Past or Motivation.  In this case, you would gain an extra Quality below (4, not 3).

6. Fandom: Choose one Fandom (Good +2 Mod)

7. AEGIS Exosuit Training: (Expert +4 Mod, can’t improve)

8. Other Qualities: Choose 3 other qualities (Good +2 Mod)
· You trade these qualities to improve existing qualities by one rank.

· You may break apart a Good (+2) Quality into 2 Average (+0) Qualities.

· This is only useful if your Average Quality is esoteric or secret, such as Spying, Cryptography, etc. or to earn Training Points.

· You may break apart a Good (+2) Quality into 2 Foibles, or an Average (+0) Quality into one Foible.
· You may break apart a Good (+2) Quality into 2 Technique Points.

9. Techniques: Choose 5 Points of Techniques.

· Chained to Primary Quality: 1 point

· Chained to another Quality: 2 points

· Unchained: 3 points.

10. Style Dice and Training Points: Players always have at least 1 style die to begin the night.  Beginning Characters have no Training Points.
11. Miscellany: Appearance, Habits, Background, etc.

To create a character, simply fill in the circles on the character sheet and fill in the appropriate fields.  If you need more fields, write them on the back.  For example, a Character with the Quality of Acrobatics Good (+2) would write “Acrobatics” in a blank Quality, and fill in the circles for that quality under Poor, Average, and Good, leaving the Expert and Master circles unfilled.  Techniques linked to that quality go in the Linked Techniques blank under the Quality.  Unchained techniques and Foibles have their own section at the bottom.
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Justifying Why the PCs are Together

The GM should suggest that everybody sit around the game table and throw out their ideas and opinions on the sort of game they all want to play and even each others’ characters. After all, AEGIS’ hiring practices makes diverse, useful groups (in theory.) This can lead to more cohesive groups, as players differentiate and interconnect their PCs. Another great feature of group character generation is the option to give the PCs an explicit common structure or organization. Maybe they have similar or complimentary Motivations or Pasts, or were all witness to a particular event (such as the God Machine incident, or The Day the Alphabet Died) and managed to work together to save lives.
Challenges & Duels

When a character tries to perform any task, the GM will determine if the task is a Challenge or a Duel. This determination usually revolves around matters of drama, pacing, and threat level.  A Challenge is a low-drama, low-threat task that can be quickly resolved in a single roll (pass-fail), against inanimate factors (keeping one’s footing in a storm, climbing a wall, getting information from a contact, etc.) or fighting a few Minions A session can have any number of Challenges.

A Duel is a high-drama, high-threat task that must be resolved in several rolls (back-and-forth), against a Minion Squad, Sidekick, Lieutenant, Boss, or End Boss NPC
A session should only have one or two full-blown Duels.

Challenges

A Challenge is any non-trivial task that a character is confronted with, where there would be only mild consequences for failure (though a small amount of damage can be done to a character, if the situation warrants). Most Challenges involve some sort of opposition or obstacle, and are usually “done in one roll.” (Trivial tasks or ones without interesting consequences are not Challenges.)

There are several types of Challenge that can arise, in PDQ# games: physical (knocking out a Minion, brief athletic contests), mental (solving puzzles, analyzing clues, short debates), social (relationships with other people, groups, and society at large); and professional (business dealings, mercantile skullduggery).

Social Challenges

Some gaming groups won’t want to use the Challenge (or even the Duel) “rolled” mechanics to resolve social interactions. Instead, they may want to rely on pure

roleplaying. This is perfectly fine, but the mechanics do exist if a group wishes to use them. For PDQ#, it is recommended to use a middle path for “rolled” social Challenges and Duels. This middle path involves three main elements. First, the PC states his intent (what he is trying to achieve in the social interaction); second, he describes how he is trying to accomplish his intent; and third, rolls. (The GM may award some Style Dice to the PC at any point for insightful or flavorful roleplaying!)

Difficulty Ranks

Difficulty Ranks are like Quality Ranks for things, tasks, and situations—like a wall that needs to be climbed, a lock that must be picked, a camera that must be sneaked past, and so forth. The Difficulty Rank shows how challenging a thing, task, or situation is.

The GM looks at the PDQ# Master Chart, and sets the Difficulty Rank of the task. The numbers in square brackets following the Difficulty Rank show its Target

Number (or TN)—the number a character must match or beat on a roll to succeed or overcome the task.

GMs will usually figure out many Difficulty Ranks in advance when designing an adventure for players, but the simplicity of the PDQ# Master Chart makes it easy to determine the complexity of a task that comes up in play.

NOTE—To accomplish higher Difficulty Rank tasks, more Qualities have to be brought into play - either from the character’s other core attributes (like Motivation), or even from the assistance of other characters! The lesson here is “when in dire straits, turn first to your other Qualities, then to your allies!”

Challenge Results

For Challenges, the GM sets the Difficulty Rank (and thus TN) of the task. The player rolls two six-sided dice (2d6), at a minimum; if the character has relevant Techniques (see p. 6), those can contribute bonus dice to the roll (see textbox, Advice: Ellipses, on this page). The player keeps the best two, then adds any MODs for relevant Qualities. Then, the result of the roll is compared to the TN.

If the result is lower than the TN, the player narrates how his PC failed in the task. The GM then tweaks the details of the PC’s failure slightly (adding or subtracting elements) if necessary, or accepts the player’s description as-is. Also, every failed roll in a Challenge earns a Training Point.  Depending upon the sort of failure, the PC may even take damage and generate Story Hooks from it.

Players should keep in mind that failing at a task doesn’t necessarily have to be a failure of skill on the part of the PC: it could just as easily be the fault of some change in the environment or the arrival of a new factor in the situation. A good example would be if a character is climbing up a rope during an infiltration operation. A failed roll in Climbing might not be that the character loses his grip on the rope, but rather that a defender at the top dislodged his grapple, or friendly-fire cut the line, or a comrade higher on the line starts to slip and the character lets go to avoid being struck by his falling friend, or halts his advances to catch said falling comrade.
Example: Vanezza (Expert [+4] Gambling) is playing cards in a dockside tavern with a bunch of sailors who have nothing better to do when ashore than gamble away their pay (Good [9] Difficulty). Vanezza rolls 2d6+4 vs. a TN of 9. She rolls a 2 and a 2, plus 4 for Gambling, for a total of 8. Vanezza narrates that she loses more coin than she wanted to. . . but she suspects that the sailors are actually cheating! Depending upon the nature of, and how well the player narrates, this sort of failure could help the character gain Training Points and Style Dice simultaneously, provided the player takes the time to describe the failure in a particularly flavorful way.
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Narration of Failure & Success?

If a player just hates narrating the elements of their PC’s failures and successes, the player can just say what they’re attempting and the GM can narrate the result instead. It’s totally okay. (However, this means the player will lose out in a key way of earning Style Dice for their PC.) If the result is equal or higher than the TN the player narrates how his PC succeeded at the task. The GM then tweaks the details of the PC’s success slightly (adding or subtracting elements) if necessary, or accepts the player’s description as-is.

Example: Yuen the Nimble (Good [+2] Acrobatics) is climbing the outside wall of an aristocrat’s townhouse (Good [9] Difficulty). Yuen rolls 2d6+2 vs. a TN of 9. He rolls an 11, plus 2 for Acrobatics, for a total of 13. “Yuen handily scales the wall.“

The PC may earn Style Dice for good description of their successes. As noted for narrating failures above, succeeding on a task doesn’t necessarily have to be solely based the skill of the PC. . . but cool actions by a character are always apropos.

Example: As noted above, Yuen the Nimble climbed that outside wall of an aristocrat’s townhouse. He describes the lanterns that line the walls, as well as the tricky traps (barbed wire, nightingale bricks, paralyzing darts, etc.) that he surmounted in climbing the wall. The GM gives Yuen’s player a Style Die for his impressive description.

If a player is having trouble coming up with interesting descriptions of ways to fail and succeed, they can take suggestions from the other players; otherwise, the GM should help out. (However, please note: in some gaming groups, it’s impolite for other players to volunteer suggestions without first being asked.)
Using Multiple Qualities for Tasks

If the GM agrees that multiple Qualities can be brought to bear on a task, the character simply combines the MODs for all relevant Qualities when rolling. Furthermore, combining multiple Qualities also works if multiple characters wish to team-up to perform a task. If several characters are joining forces, only one of them needs to roll; usually, that’s the character who’s on the spot. If damage is caused by failing at the task, the brunt of it is taken by the rolling character.
Flashy Challenges

Characters can use their abilities to contest against other characters in Flashy Challenges against other characters (NPCs or PCs). Flashy Challenges must be a quick contest chock full of mojo.

A Flashy Challenge is a 2d6 roll (plus relevant MODs and Techniques), the challenger versus the challenged. Whoever has the higher roll result is the winner. The winner of a Flashy Challenge gets a Style Die (from the Box, see p. 10); the loser of a Flashy Challenge takes a Failure Rank. Flashy Challenges are a great way to weaken opponents before a Duel. (For Flashy Challenges during a Duel, see Impasse below.)

Example: Confronted in his castle, Count Erzay (Expert [+4] Fencing) attempts to overawe Bernardo the Musketeer (Master [+6] Musketeer) with a Flashy Challenge: the Count uses his sword to slice through a candle sitting upon his desk. The Count rolls a 3 and a 5, plus 4, for a total of 12 in this Flashy Challenge. Bernardo rolls 2d6, plus his Musketeer MOD. He gets a 3 and a 4, plus 6, for a total of 13. Since this is more than the

Count’s 12, Bernardo wins! Bernardo has sliced through an entire candelabra without much effect… until he blows at the candles, and all of them topple! Bernardo gains a Style Die, and the Count takes a Failure Rank of Damage. (If Bernardo had rolled, say, a 1 and a 3, for a total of 10 (1+3+6=10) he wouldn’t have beaten the Count’s

Flashy Challenge, and Bernardo would have taken a Failure Rank as damage, while the Count gained a Style Die.)
Duels

Duels are tasks that are fun to play out in detail (combat, chases, witty repartee, high-stakes gambling), which involve important people, important things, or extreme risks.

Duels in PDQ# include more than just the immediate success or failure of an attempted action: here, the conflict includes the back and forth of an active contest, out-maneuvering the competition, and wearing down an opponent’s resistance. 
In Duels, 3d6—plus MODs and Techniques—are divided between attack and defense rolls (see below for more detail). As with Challenges, there can be several types of

Duels: physical, mental, social, emotional, and professional.

Examples of Duels include fencing with Baron Korek, seducing the Baroness Korek, climbing the Deathspire, haggling with Hazin the Loquacious, and so forth.
Duel Opponents

There are five “threat-levels” of NPC opponents in PDQ#:

· Minion: Usually (but not always) a nameless character, like a random soldier or pirate. Minions usually have only a single Average [0] or Good [+2] Quality. To a swashbuckling PC, they are only really a threat in a Minion Squad (see below).

· Sidekick: A named character that is somewhat memorable, like a servant, pet, or “Minion Sergeant.” Sidekicks have more Qualities than Minions, and may have Techniques.

· Lieutenant: A named character that is definitely memorable. Lieutenants are built like PCs, but have no starting Style Dice.

· Miniboss: A named character of importance. Minibosses are built like PCs.
· End Boss: A named character of great importance, skill, and power. End Bosses are built like PCs, but with more Qualities and Style Dice. Four extra Qualities (i.e., 8 extra “points” of MOD) and 3 Style Dice makes a creditable End Boss.

· Minion Squads: An individual Minion—at least, not all by their lonesome—is no real threat to a PC, just a Challenge. However, two or more Minions with similar Qualities and MODs can combine into Squads, which are treated in a Duel as a single character: they make one attack roll and one defense roll as a unit. Each Minion adds +1d6 to their pool of dice (remember, in a Duel, it’s the best of three rolls). Minions can add their collective MOD to rolls—for example, a Minion Squad of 4 Good [+2] Guardsmen would roll 4d6+2, keeping the best 3 divvied between attack and defense. (Minion Squads of 2 are very weak, and not recommended, unless they have a MOD of at least Expert [+4].) Damage (see p. 25) applied to a Squad wounds the individuals in a serial fashion: each Minion in a Squad can absorb one hit of damage. Thus, if a PC does two points of damage to a Minion Squad, he has Zeroed Out two Minions of that Squad.
The Duel Itself

In this section, Fencing is our example for Dueling, but the overall method can be used for one-on-one conflicts using any Quality (for example, Repartee for debate, Gambler for games of chance, etc.).

The character with the most Style Dice in front of him goes first; if there is a tie, then the highest Ranked character goes first. PCs win any ties with NPCs. The “winner” here can cede initiative to foes with lower totals, if he so desires. The benefits of going first are often balanced by the benefits of being able to react to an opponent’s decisions. 

In Duels, characters roll 3d6. Relevant Techniques can add a +1 or a bonus die (before or after the fact; see Advice: Ellipses above); characters keep the best three. Then, the MOD(s) of relevant Quality(s) are added. Dueling is handled in Turns; a character’s Turn is usually composed of at least one action (attack) round and one reaction (defense) round.

Here is a quick list of the steps of a Turn of the Duel (each will be discussed in depth below):

· Engage Foes.

· Divvy Duel Dice: Character divides their three dice each Turn between attack and defense.

· The Charge: The attacker’s attack and the defender’s defense are announced.

· The Clash of Steel: The attacker and defender roll. Roll results are compared.

· The Touch: If necessary, damage is determined.
· Volte-face (volt-fass): Steps 3, 4, and 5 are repeated, this time with the attacker becoming the defender and vice-versa. After the second Clash of Steel (and Touch, if necessary), go to next set of duelists.

· After all combatants have had their attack and defense, go to Next Turn. (That is, unless someone calls for an Impasse—see the Fiddly Bits: Extra Duel Tweaks)

The Element of Surprise!

If surprised by the sudden appearance of an enemy, the surprised character—PC or NPC—loses Initiative for that Turn. If caught completely and horribly unawares (often

by an turncoat ally, a long-dead foe back from the grave, impressive mystical effects, or other story-intensive situations), the character can only strongly defend on that

Turn, with no attack roll possible. (And the GM should consider handing over some Style Dice.)

Engage Foes

A character must Engage foe(s) to enter into the Duel with them, and can only Engage two foes per Turn (Minion Squads count as a single foe). If there are four or more characters in a Duel, they must split into pairs and trios (see also the PCs Ganging Up)—because that is the swashbuckling way. A character’s defense roll stands against all Engaged opponents, but separate attacks must be made against each foe.  Take the following examples of characters flung back in time.
Example 1: Molly (Expert [+4] Pirate; Techniques of Idiom: Acrobatic and Weapon: Cutlass) is engaging a Minion Squad of four Good [+2] Guardsmen.

Example 2: Pyotr (Good [+2] Fencing; Techniques of Idiom: Precise and Weapon: Paired Rapier & Main Gauche, as well as an unchained Technique of Foe: vs. Criminals begins a duel with Muktar the Hawk, a Lieutenant-level foe (with Expert [+4] Highwayman; Techniques of Idiom: Fierce, and Weapon: Scimitar).

Divvy Duel Dice

In Duels, the PC will be rolling three six-sided dice (3d6). There are four main ways to divide up the basic 3d6 in Duels between attack and defense:

· All-out Defense (Negligible Attack) = 0d6 attack, 3d6 defense.

· Strong Defense (Weak Attack) = 1d6 attack, 2d6 defense.

· Strong Attack (Weak Defense) = 2d6 attack, 1d6 defense.

· All-out Attack (Negligible Defense) =3d6 attack, 0d6 defense.

PCs Ganging Up

When characters team up (be they PC or NPC) versus a single foe, only one of the characters rolls—the other characters simply provides MODs of their relevant Qualities to the roll.  All this being said, PCs are totally encouraged to gang up on minibosses and End Bosses. Indeed, they may need to, simply to survive!

Note that even if a duelist is going for an All-Out Attack, they still get a Negligible Defense. Though they are rolling zero dice, with a result of zero, they still get to add their appropriate MOD to that. Using Techniques allows the character to add a

+1 bonus or to “re-roll” dice to maximize the basic 3d6 roll result. Technique dice do not have to be assigned specifically to attack or defense before they’re rolled; they can also be used after the roll, if relevant.

Example 1: Molly will go for a Strong Attack (Weak Defense) against the Minion Squad; this is 2d6 for attack and 1d6 for defense. The Minion Squad will respond with a Strong Defense (Weak Attack); this is 1d6 for attack and 2d6 for defense—but since there are 4 of them, they have an extra die to roll, which they can use in place of any low-result die.

Example 2: Pyotr is wary of Muktar, so he opts for a Strong Defense (Weak Attack); this is 1d6 for attack and 2d6 for defense. Muktar, for his part, will be using an All-Out Attack (Negligible Defense); this is 3d6 for attack and zero dice for defense.

The Charge

The attacker announces and describes his type of attack (and any Qualities used), then the defender announces and describes his type of defense (and any Qualities used).

Example 1: Molly bounds forward and begins laying about with her cutlass. (She is using Expert [+4] Pirate and adding in her Technique of Weapon: Cutlass up front; she could probably also pull in the Idiom: Acrobatic Technique.) Her Quality gives her MOD bonus of +4 to her attack and defense rolls, and her Technique allows her to re-roll a die (if she chooses, or add a flat +1). For their part, the guardsmen are a bit taken aback by the screaming pirate, but know their duty. The Minion Squad has no Techniques, but their Good [+2] Guardsman Quality adds its MOD to their attack and defense rolls, and since there are four of them, they’re rolling four dice in total. 

Example 2: Because Pyotr has heard tales of the martial prowess of the Hawk, this influences his assay. Pyotr’s Good [+2] Fencing gives a +2 MOD to both his attack and defense. Muktar moves forward with brutal speed and strength, whirling his flashing scimitar, with seemingly little thought of even trying to parry Pyotr’s blows. (He is using his Expert [+4] Highwayman Quality and the Techniques of Idiom: Fierce and Weapon: Scimitar.) His Quality gives his MOD bonus of +4 to his attack and defense rolls, and his Techniques allow him to re-roll two dice, or add a total of +2.

The Clash of Steel

In the Clash of Steel, the attacker’s roll, plus any relevant MODs from Qualities (plus any use of Techniques), is compared to the defender’s roll, plus any relevant MODs from Qualities (plus any use of Techniques).

Comparing the roll results:

· If attack roll is greater than the defense roll, the attacker does damage to the defender (see below, The Touch).

· If attack roll is less than or equal to the defense roll, the attack does no damage.

NOTE - The attacker’s defense roll result and the defender’s attack roll result can be rolled at this time and saved for the Volte-face phase of the Turn (see below).

As with Challenges, the player narrates the PC’s successes or failures (recall that Training Points are earned by failed rolls; see p. 14). In PC vs. PC match-ups, the losing character’s player narrates. Ties between PC mean no damage is done, no Training Points are earned, and the pair of them need to combine their narrations of the lock-up.

Example 1: Molly is rolling 2d6+4 for attack and 1d6+4 for defense, and she has a Technique in play. The Guardsman Minion Squad is rolling 1d6+2 for attack and 2d6+2 for defense, and it has a bonus die (because there are 4 of them). Molly gets a 3 and a 3 on her attack dice, a 5 on her defense dice; she rolls her Technique die and gets a 4, and uses this 4 to replace one of her 3s on the attack roll. Thus, her overall attack roll is 3+4+4=11. Her overall defense roll is 5+4=9. The Minion Squad gets a 4 on its attack die, a 2 and a 4 on its defense dice; and rolls a 2 on its extra die for having 4 Minions in the Squad—which does it no good. The Squad’s overall attack roll is 4+2=6, and its overall defense roll is 2+4+2=8. Comparing Molly’s attack of 11 to the Guardsman Squad’s 8 means she has done damage to the Squad—go to the Touch! (The Squad’s attack roll and Molly’s defense roll are saved for the Volte-face.) Her cutlass is a whirlwind of steel, driving back the foolish guardsmen!

Example 2: Pyotr is rolling 1d6+2 for attack and 2d6+2 for defense. Muktar is rolling 3d6+4 for attack and 0d6+4 for defense, with two Techniques in play. Pyotr gets a 3 on his attack die, a 2 and 5 on his defense dice. His overall attack roll is 3+2=5. His overall defense roll is 2+5+2=9. Muktar gets a 1, a 3, and a 6 on his attack dice, a zero on his defense dice, and he uses his Technique dice to re-roll the 1 and the 3, rolling a 2 and a 4. He uses the 2 to replace the 1 and the 4 to replace the 3. Thus, his overall attack roll is

2+4+6+4=16. His overall defense roll is 0+4=4. Comparing Pyotr’s attack of 5 to Muktar’s defense of 4 means Pyotr has done damage to the Hawk—go to the Touch! (Muktar’s attack roll and Pyotr’s defense roll are saved for the Volte-face.) Pyotr’s nimble blade easily pierces the rudimentary defenses of the charging Highwayman’s furious assault… but at what cost to our hero?

The Touch

If damage has been taken, the defender applies it to his or her Qualities. See p. 25 for a full discussion of damage. IMPORTANT NOTE—For purposes of the Volte-Face (see below), even if a defending foe is greatly weakened or even Zeroed Out in a PC’s attack, the foe’s pre-damage attack still goes off. Also, note that the first hit of damage taken by a PC in a Scene generates a Story Hook, as does any damage that Zeroes Out a Quality.

Example 1: Molly’s attack of 11 to the Guardsman Squad’s 8 means the Squad takes 3 ranks of damage, in this case Wound Ranks. That’s enough to Zero Out three of the Guardsmen entirely. This will drop the strength of the Squad to only one Minion next Turn—making the sole survivor not even Duel-worthy!

Example 2: Pyotr’s attack of 5 to Muktar’s defense of 4 means Muktar takes 1 Wound Rank in damage. Muktar is able to put the damage on another of his Qualities, such that his Highwayman Quality remains at Expert [+4].

Volte-face (volt-fass)
The attacker now becomes the defender, and the defender the attacker. Run through the Charge and the Clash of Steel again (and the Touch, if necessary). See above for the IMPORTANT NOTE regarding weakened or Zeroed Out defenders. Then, the spotlight moves onto the next set of duelists. When all sets of duelists have had their attack and defense, move to the next Turn.

Example 1: The Squad’s attack of 6 to Molly’s 9 means the Squad’s blows were easily warded off.

Example 2: Muktar’s attack of 16 to Pyotr’s 9 (2 + 5, plus 2) means that Pyotr shouid take 7 Wound Ranks in damage. However, Pyotr decides to try and pull in his two Fencing Techniques of Idiom: Acrobatic and Weapon: Paired Rapier & Main Gauche. Pyotr describes how he’s trying to use his Techniques: “I twist away into a tumbling roll, using both my rapier and main-gauche to deflect Muktar’s blows!” (Pyotr chooses the re-roll option for Techniques on both counts—he rolls a 4 and a 6. He replaces his roll of 2 with his Technique roll of 6; this makes his defense 5 + 6, plus 2, for a total of 13.)

Though Pyotr could not counter Muktar’s attack, through the use of Techniques, he was able to reduce the damage he took from 7 Wound Ranks to only 3 Wound Ranks! Taking those three Wound Ranks, Pyotr temporarily reduces his Good [+2] Captain Quality to Poor [-2], because he doesn’t think his navigational acumen will help him in this swordfight (and gains a Story Hook, related to Captain), which handles two of the Wound Ranks. He takes the last Wound Rank on his Motivation: True Love, reducing it from Good [+2] to Average [0]. Repeat the Duel Turn sequence as many times as necessary to determine overall victory, by one of the duelists surrendering, escaping, or being knocked out of the conflict (see below, Zeroing Out).

Fiddly Bits: Extra Duel Tweaks

Here are some extra methods to add more interest to Duels. The Tweaks marked with an asterisk (*) can be used once per Duel for free, but after that use require the expenditure

of a Style Die.

· Cyrano Gambit: If a character wishes to add in a seemingly unrelated Quality—for example, adding Repartee to their Fencing in a swordfight—to the relevant Quality of the Duel, in order to take advantage of its MOD (see the Using Multiple Qualities for Tasks), they must roleplay it to get the bonus!

· Dirty Tricks*: Throwing sand in eyes, low blows, “what in the world can that be?” (points off-screen)—all sorts of stuff. Counts as a Feint (see below).

· Disarm*: An attack against a foe’s weapon rather than a foe himself. The attacker must do at least his foe’s appropriate combat MOD in damage to make the foe drop their weapon. Disarmed foes cannot use Fencing (unless they have the Unarmed Fighting Technique), and must either find a new weapon, brawl, surrender, or attempt to escape.

· Feint*: An attack can be declared a Feint. If the attack is successful, the character does no damage but gains the margin of success (minimum 1 for a tie) as a bonus on their next Turn’s attack. If the feint fails, the character gets the margin as a penalty on their next Turn’s defense roll. Both engaged duelists can Feint.

· Impasse*: Anyone (PC or NPC) can call for the momentary suspension of Duel-based violence between Turns. (Impasses are those moments during a fencing duel in a swashbuckling movie where there’s no active sword related mayhem—getting locked corps-a-corps, slicing candles, yanking rugs, grabbing the chandelier rope and cutting it for some elevator action, that sort of thing. It’s basically a Flashy Challenge that gives the winner a mild advantage and dings the loser for a Failure Rank.) Recall that the winner of a Flashy Challenge gets a Style Die, and the loser takes a Failure Rank. (GMs should decide if Impasses use 3d6 for being in Duels, or 2d6 like other Flashy Challenges, and stick to that rubric.)

· Parry-Riposte*: If a character is defending before attacking in a Turn, he may sacrifice his attack roll for the Turn and declare his defense a parry-riposte. If his defense is successful, the character gains the margin of defense (minimum 1 for a tie) as a bonus on his next Turn’s attack. If the defense fails, the character gets the margin of defense as a penalty on their next Turn’s attack. If both duelists declare that they are Parry-Riposting, the nothing happens that Turn. Neither are attacking, so neither can defend.

· Surrender: Players who decide to surrender before Zeroing Out may put conditions on their defeat—a conditional surrender. (“If I surrender, you will let Lady Agatha and Lord Gilgamesh go free?”) A character can always offer terms for his withdrawal, so long as he isn’t totally defeated. Whether or not their opponent accepts said terms is another question. (If the NPC is fucking weak, the PC gets a Style Die.)

· Weapon Recovery: Use an action to recover a lost weapon (or come into possession of a new one).

Damage

If a character fails at a Challenge or Duel, there is a good chance that they might take damage. Damage is the general term for the loss of capability to continue a task; it is a loss of resources, be they physical, mental, emotional, or spiritual. In PDQ#, this damage is represented by a temporary reduction to the character’s listed Qualities.

The player selects which of his Qualities takes the damage, and can spread out the overall damage across several Qualities at once. Whichever Quality the player decides takes the “first hit” of damage in a conflict generates a Story Hook, as does the damage that causes one of a character’s Qualities to Zero Out. If character is forced to use a Quality that has taken damage, before that damage has been recovered, they use the current Rank.

In Challenges, damage is equal to the difference between the roll total—after including all MODs—and the TN. In Flashy Challenges, the loser takes a single rank of damage (a Failure Rank; see below). In Duels, damage is equal to the difference between the roll totals of the successful attacker and failing defender. (In the case of tied rolls, PCs always win versus NPCs, and do a single rank of damage. In the case of ties between PCs, neither wins and no damage is done.)

There are two main types of damage: Failure Ranks and Wound Ranks. The type of damage accrued depends upon the nature of the situation. A character can suffer both types in the course of a conflict situation. They are functionally the same thing during a challenge, but are regained by the character at different rates afterward (see below, Recovering from Damage).

Applying Damage to a Character

Qualities are listed on the character sheet (see pg 15 for how to use the character sheet and pg 51 for the sheet itself).  When taking a Failure rank, use a pencil to slash the appropriate box diagonally.  When taking a Wound rank, slash it diagonally twice to make an “X.”  Wound ranks “push down” failure ranks, see the example below.
For Example, Baxter is confronting notorious mad scientist Dr. Weird.  Bax and Dr. Weird have an equal number of style dice, so Bax goes first.  He initiates a Flashy Challenge by shooting the flask held by Steve, Dr. Weird’s assistant.  Bax rolls Energy Weapons (Good +2) and gets a 3 and a 4, for a total of 9.  Dr. Weird rolls Mad Science (Expert +4) and gets a 5 and a 3, for a total of 12.  Dr. Weird responds by shooting exploding tacos out of his mouth at Steve, killing him instantly.  Weird wins the Flashy Challenge and gains a Style Die, while Bax takes a Failure rank.  Bax takes the failure rank to his Internet Memes Fandom, putting a slash through the box under Good (+2).  With more Style Dice, Weird goes first and turns his molten BBQ sauce gun against Bax.  After rolling, Weird causes 3 Wound Ranks to Bax, causing him to scream “WTFBBQ!”  Bax’s player puts another line through the Good (+2) box for Internet Memes, and puts two slashes on the Average (+0) box and the Poor (-2) box.  The failure rank is then “pushed down” to the Gone box, and Bax’s player puts one slash through that box, zeroing out the Quality.  Bax can no longer use his Internet Memes Quality.
The Key to Understanding PDQ# Damage

Basically, in any PDQ# challenge or duel, some of a character’s Qualities can be thought of as useful for either “attack,” “defense,” or “absorption.” The player has to make choices about what to sacrifice for their character’s well-being and effectiveness. It’s resource management at a basic level. The player must make a decision on which abilities will be most useful for the remainder of the conflict scene.

As an example, say a character has Good [+2] Rank in the following Qualities: Acrobatics, Fencing, Puzzle-Solving, and Spice Merchant. In combat (a physical task), the character will probably opt to keep Acrobatics and Fencing at Good [+2] as long as possible, and apply Wound Ranks to Puzzle-Solving and Spice Merchant. In an argument (a social task), the character will want to keep Puzzle-Solving high for as long as possible, and take Failure Ranks on Acrobatics and Fencing first. If haggling over something at the market (could be a mental, a social, or even a professional conflict, depending on how the GM spins the situation), the character would protect Spice Merchant, and maybe try to keep Puzzle-Solving at Good [+2] as long as he could, while sacrificing Acrobatics and Fencing.

Additionally (and importantly!), a player’s selection of which Qualities takes the first hit of in conflict gives the GM a powerful tool for generating Story Hooks for future Scenes and sessions. The abstraction of how Failure or Wound Ranks are applied isn’t meant to be a one-to-one relation (“Hey, why does getting punched in the face lower Spice Merchant?”), but amusing justifications can be made up anyway (“Well, your black eye makes it hard to see your wares...”), which could become fully-fledged Story Hooks. Though the player decides upon which ability the damage affects, either the player or the GM can come up with a rationale, if they want.

Zeroing Out

When a character is forced to reduce the last of his Qualities below Poor [-2] Rank, this causes them to Zero Out that Quality. A Zeroed Out Quality can no longer be used for any rolls or to absorb more damage. Note, however, a character gets another Story Hook whenever he Zeroes Out a Quality.
After a character Zeroes Out all of his Qualities, he is at defeat’s doorstep: the character is now Mostly Dead.  NOTE—This is different from older versions of PDQ, where Zeroing Out any Poor Quality knocked a character out of a conflict.

ADDITIONAL NOTE—A single damage Rank is enough to Zero Out a Minion.

Mostly Dead

Characters who have Zeroed Out all of their Qualities (“Death first!”) are Mostly Dead. This means two things: The character unconditionally surrenders, and is at the complete mercy of their opponent. For the rest of the session, the character is Mostly Dead (for physical damage). Other forms of similar impairment are: Driven Insane (for mental damage), Social Pariah (for social damage), and Bankrupted (for business or professional damage).  All of these types of damage use either Failure Ranks or Wound Ranks.
In PDQ# games, just because a character is Mostly Dead does not mean they die. It does mean that the character’s opponent can then knock out, clap in irons, or (admittedly) Coup de Grace the fallen character. Being Mostly Dead is often just the prelude to an exciting escape from a Boss’s dungeon!

Coup de Grace

For physical conflicts, the default assumption in PDQ# is that characters can only be killed once they are unconscious or otherwise helpless. This requires no roll, check, or action, simply a statement on the attacker’s next action that he wishes to kill the victim. Only the most monstrous of Bosses and grimmest of heroes will opt to do this regularly—many characters will have codes of honor, hidden agendas, or other limitations that prevent the killing of a helpless foe.
Recovering from Damage

Once a Scene ends, the injured character will begin to recover lost Ranks of damage. (However, Mostly Dead characters have a tougher row to hoe; see below).

Failure Rank Recovery

All Failure Ranks are recovered at the end of the Scene, restoring all affected Qualities to their starting Ranks.

Wound Rank Recovery

Only some Wound Ranks are recovered at the end of the Scene; players roll 2d6 to determine the number of Ranks their characters get back. Each player selects which

Quality Ranks are restored. However, the character will not recover any more Ranks until the end of the next Scene, when the GM tells them to roll again, a Quality comes into play, or the character spends Style Dice to heal (see p. 13).

NOTE - A relevant Quality like “Quick Healer” should allow the character to gain back the standard 2d6 roll, plus their MOD. A Foible like “Slow Healer” would mean that the character only gets one (1) Rank back of normal recovery—but they do gain some Style Dice for the Foible.)

Mostly Dead Recovery

If a character is Mostly Dead, Style Dice must be used to restore all of the character’s Qualities to Poor [-2] before normal recovery can happen. To restore a Quality to Poor [-2] from zero, a Style Die per Quality must be spent. (However, these Style Dice can be spent by any other player on the character’s behalf.) Once all of a character’s Qualities are at Poor [-2] Rank, normal healing may commence. Furthermore, the character gains a new Story Hook, related to his recovery.

Story Hooks

Story Hooks are exciting or interesting subplots, complications, and events that characters. Whenever a character takes the first hit of damage in a Scene, whichever Quality the player selects to take that hit of damage generates a Story Hook. When the ability is announced, the GM should make a note of what it is, and come up with something interesting related that trait for the next Scene or game session. This “something interesting” can be good, bad, or indifferent, but it should capture the player’s interest. For example, the reason Sir Liam constantly has to ride off to rescue

Princess Gwen from dragons, ogres, and enchantments is that he consistently uses his Average [0] True Love for Princess Gwen to absorb the first Wound Rank he takes in combat.(Story Hooks might also be generated based on the spending of Style Dice, Zeroing Out, Recovering from being Mostly Dead, etc.)

A quick and easy way to come up with Story Hooks is to compare the selected Quality to the current events of the adventure, one of the character’s Core elements (Foible, Past, Swashbuckling Quality, Motivation), or the character’s Background description. One of these will almost always offer inspiration to a new subplot or event for the game.

Setting the Dials

For maximum enjoyment, all players and the GM should sit down to discuss the sort of game they’d like to play, and cover some important questions. This is Setting the Dials.

Quality Penumbras

This is where GMs and players come to agreement on what sorts of things fall under the penumbras of their various Qualities, so that a player doesn’t suddenly find out in the middle of play that under the GM’s interpretation of the Pirate Quality, he doesn’t have the acrobatic skill he thought he did!

The Deadliness of Laser Guns

Let’s face it, guns are really powerful.  That’s why people use them.  So, despite your awesome suit and skills, you can get killed pretty easily by guns.  You can also kill really easily too.  Guns of any kind do an extra number of wound ranks equal to their user’s Energy Weapons/Firearms mod -1 (to a minimum of 0 extra ranks).

Guns that can fire rapidly (such as laser pistols and assault rifles) may take a negative mod = the number of shots fired to the attack roll, and add this number to the damage.  Rapid firing guns may also split this damage among multiple targets, but must distribute the damage evenly and cannot distribute to more targets than the number of shots fired.  These targets have to be reasonably close to each other, which is ultimately up to the GM.  AEGIS Laser Pistols shoot as many times as the player wishes, up to ten, but other guns have set numbers of rapid firing shots, usually three.
In addition, Laser Weapons do an additional rank of damage.  The AEGIS laser pistol also has a stun setting which does an additional rank of damage, but causes Failure Ranks instead of Wound Ranks.  So, for a laser pistol on a rapid fire that shoots 3 times, the player takes a -3 mod, and a successful attack does the damage rolled, + the user’s Energy Weapons mod -1, +1 for a laser weapon, +3 for rapid firing.  Ouch.  This could be distributed to 3 or less targets.  If they had used the Stun setting, it would do an additional rank, but all the damage would be in Failure ranks.

These bonuses apply to all firearms or energy weapons.  Be careful, use cover, and watch your back.  

The Purposes of Poisons or Diseases.
Different poisons can have different effects.

· Does it harm? Apply the MOD of the poison/disease to the damage total after a successful attack or failed Challenge roll.

· Does it weaken? Characters cannot heal normally, gain a Story Hook, and the cost of Style Dice-based Catch Your Second Wind is doubled, until they find the antidote.

· Does it incapacitate or kill? Failing a Challenge roll versus the TN of the poison makes the character instantly become Mostly Dead (or its equivalent).
· Is it one-shot or enduring? A one-shot poison does its work and is gone; an enduring poison hangs around until it’s removed from the victim’s system (a Story Hook).

· All of the above qualities of poison can be combined, increasing the poison’s toxicity, cost, and rarity.  An example of an enduring disease is Worthington Syndrome.
Choosing an Era for your Storyline

As you can see in the section below, outlining the history of the webcomic, Fans! is long and has a lot of changes over time.  There are several options for your temporal setting.

· Old F.I.B.: Under Desmond Jones, the agents are pitted against the horrors that beset humanity, such as vampires and muppets.  Will the players hold on to their humanity, or become jaded and worse than the monsters they hunt?  Players in this era don’t have Exosuits or laser guns, but have a lot of firepower at their disposal, including illicitly acquired supernatural weapons…

· Billberg College Years: During the tenure of the Billberg Science Fiction Fan Club, several other groups arose.  Fans of Rumy’s art banded together, and a group of Fans in Japan became the Omega Otaku.  Players will once again not have access to Exosuits or lasers, but would have unique skills and weapons.  One of the Omega Otaku was even a robot!

· AEGIS, pre-Order: Before the Order of the Dragon, there were several other Team Alpha members.  They fought Nafrat Karna and the monsters of the Dimension of Pain.  A Team Delta could exist at this time, dealing with the threats Team Alpha can’t or won’t for some reason.

· AEGIS, post-Order: How the game is designed to be played.
· Star Tec: As humanity reaches out to the stars, a new generation of Redshirts rises to the challenge.  Will they explore the universe or die horribly?

History of Fans!
Fans! is such an amazing universe because it has gone on for a long time.  A LONG LONG TIME.  If you don’t want to slog through the archive, here’s a brief Timeline to bring you up to speed.

· Circa 1950’s the F.I.B. is formed to investigate aliens and supernaturals.  It eventually goes ultrablack and becomes corrupt with power.
· 1999: Rikk Oberf, Tim Mitts, Will Erixon, Rumy Tanaka, Guthrie Carrol, and several others enroll in Billberg College and form the Science Fiction Fan Club.

· Early 2002: Fans worldwide begin to perform terrorist actions, seemingly for no reason.  The Billberg club and Shanna Cochran expose the plot of Ferd Vermith to use Fandom as a scapegoat to rise to power in American politics.  Vermith was revealed to be a pawn of Thackerabilitus Sieughiewiecz.  The Fans track “Thack” to the Rome Cosmocon.  When a riot breaks out, Rikk Oberf gave his famous “Are you with me?” speech.  Thack was eventually disconnected, but Rikk was injured.
· Mid 2002: The Fans’ defeat of Thack brings them to the attention of the F.I.B.  Miller tries to recruit them to the F.I.B., and fakes his death when he fails.  The Fans then clash with the F.I.B. when Alien Xenochiclets come to Earth.  Shanna Cochran is captured, but later escapes.  The F.I.B. and the Fans come to an understanding that neither will interfere with each other.
· 2003: The Fans are nearly killed by a Time Traveling General, Maximilliana.  With the help of another time traveler, they chase the General through time.  The Fans suffer traumas and casualties, incuding the betrayal of Timin Alamin, AKA Tim the Fanboy, who devotes himself to the General.  Renaming himself Timmespin, he is eventually killed by Kathy Smit.  After several fights, the Fans defeat the General and cure Alisin Oberf of her fatal disease.

· 2004: The Fans encounter various other threats, including a succubus that drains creative energy by forcing her victims to sing, creating the first ever musical in a webcomic.  Mist almost kills Desmond Jones, and replaces him as head of the F.I.B.  Mist uses the resources of the F.I.B. to wage a campaign of terror on the world, which narrowly averts the destruction of the planet by an Alien race called “the eaters.”  Mist then turns his attention on the Fans, who defeat him by the literal grace of God.  Mist is killed in the process.
· Late 2004: The Fans have a cooldown period in which they get on with their lives.  However, this is interrupted by the intervention of Keith Feddyg.  Feddyg creates his own club, and enslaves Rikk’s wife, Alisin.  Rikk fights to get her back with the help of Rumy Tanaka.  They succeed and manage to break up Feddyg’s club.  Shanna Erixon later publishes several books detailing the Fans’ exploits, including one that explains Feddyg’s sadistic nature.

· 2005: One of Shanna’s ex-roomates asks the Fans to find her lost lover.  The Fans uncover Project Hex, an F.I.B. experiment in hive-mind technology.  Manipulated by a traitor within the F.I.B. the Fans eventually cause Project Hex to become a 23 sider of fate, which grants “Union” Jackie’s inadvertent desire to end the world.  Dr. Helen Narbon, a mad scientist, activates her God-Machine at the instant Jacke touches the 23 sider.  The God Machine Incident causes fictional characters to wreak havoc on reality.  The Fans are forced to join the F.I.B. in fighting this menace.  They succeed, but Narbon escapes justice as she was unknowkingly a manifestation of the God Machine all along.  The F.I.B. is dissolved and remade as AEGIS.  Rikk heads Team Alpha, the elite unit of AEGIS, and he and Ally open their marriage to Rumy.
· 2007: Nafrat Karna, a Djinn, is recruited by the Al Qaeda terrorist organization.  It attacks Bay City, animating buildings and causing havoc.  Team Alpha responds, and several are killed.  Rikk, Rumy, and Rico are the only three to walk away conscious.
· 2008-2009: After several years of low level threats, Rikk and Jared agree to expand Team Alpha.  New recruits are brought in.  This happens as the Order of the Dragon attempts to sieze control of the world.  On The Day The Alphabet Died, the Order assassinates the mystical spirit known as “the Aleph.”  Every person on the planet becomes illiterate.  Team Alpha manages to defat the Order, and the mysterious mage named Lord Feral sacrifices himself to become the new “Aleph,” thus restoring literacy to the world.
· 2010: The new Team Alpha continues to respond to threats.  Jesse of Team Alpha is revealed to be Jayespin, minion of Maximilliana.  He surrenders when offered the chance to clone Maximilliana.  A rogue A.I. almost kills Steve Jobs.

· 2011-2012: The Hand of Justice, a team of shapeshifting aliens, arrives on Earth.  They attempt to subvert world governments and claim the Earth for their species to join “The Community” of space faring races.  However, time travellers from the ruined future come back to stop them.  AEGIS headquarters is destroyed, and Jared and Marc die, but the Hand is defeated and Shanna takes over as head of AEGIS as humanity takes its first steps to the stars.
Major NPC Characters

[image: image9.png]7))



Billberg Science Fiction Fan Club / AEGIS Team Alpha (the Old Guard)
· Rikk Oberf

· Some men are born to lead.  Rikk took over leadership of the Billberg Science Fiction Fan Club, and led them against mind-boggling threats to the world.  His skills and fame are underlined by his success.  A devout Christian, Oberf is a man of faith, which comes into conflict with several other parts of his life.  Such as his three-way marriage to Ally Oberf and Rumy Oberf.  Rikk loves both of his wives, and is soon to be a father.  Rikk used to head Team Alpha, but has since retired to look after his expanding family.

· Foibles: Can’t accept Death of friends, Stubborn, Polygamist.

· Motivation: To make the world a better place through Fandom (Expert +4)
· Past: Faithful (Expert +4)

· Primary Quality: Leadership (Master +6)

· Fandom: Hard Sci-Fi (Expert +4)

· Other Qualities: 

· Martial Arts (Expert +4)

· Energy Weapons/Firearms (Good+2)

· Acrobatics (Good +2)

· Strategist (Expert +4)

· True Love (Expert +4)

· Techniques: 

· Fandom: Star Tec (situation)
· Strategist: Puzzles (situation)
· Leadership: Inspiring Speeches (Maneuver)
· Leadership: Sizing up People (situation)
· Unchained: Never Gives Up (Idiom)
· Style Dice: 7 Inherent Dice
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Rumy Tanaka Oberf

· Trained by the martial arts master Kana, Rumy Oberf is probably one of the greatest fighters humanity has ever seen.  She was a dedicated artist during the Billberg days, but has since given it up to teach Martial Arts for AEGIS.  During the Billberg days, she was impregnated by a Xenochiclet, and had a hybrid child, who now lives with the Xenochiclets.  Rumy is tough and has a no-nonsense attitude, but also believes in the power of love over all else.  She loved the (married) Rikk Oberf for years, and resented Ally Oberf until their relationship grew to more than trust.  Ally convinced Rikk to open their marriage to Rumy, and the three have been happy ever since.  Rumy and Rikk recently conceived a child, now being carried to term by Ally.

· Foibles: Violence Solves Everything, Polygamist
· Motivation: Honor (Master +6)

· Past: Disowned by Family (Good +2)

· Primary Quality: Martial Arts (Master +6)

· Fandom: Manga/Anime (Expert +4)

· Other Qualities: 

· Acrobatics (Master +6)

· Art (Expert +4)

· True Love (Expert +4)

· Strategist (Expert +4)

· Techniques: 

· Martial Arts: Precise Strike (maneuver)
· Acrobatics: Fast (idiom)
· Art: Good with Xenochiclets (situation)
· Unchained: Heals Quickly (situation)
· Strategist: Finding Weakness in Opponents (situation)
· Style Dice: 5 Inherent Dice

· Will Erixon
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Will has the body of a bruiser and the heart of a bear.  Formerly an aspiring actor, Will has taken over leadership of Team Alpha after Rikk’s retirement.  Will’s childhood was fraught with abuse from his overbearing father, leading him to change his last name from “Erickson” to “Erixon” to distance himself from his father.  He is also averse to hitting women, due to his guilt over not being able to protect his mother.  During the Billberg days, he was the main foil of Shanna Cochran (now his wife.)  Will brought out her inner fan, and eventually chose to marry her after being in a love triangle with the pretentious “Union” Jackie.

· Foibles: Won’t Hit Women

· Motivation: To never become like his Father. (Expert +4)

· Past: Abused Child (Good +2)

· Primary Quality: Dependable (Expert +4)

· Fandom: Science Fantasy (Expert +4)

· Other Qualities: 

· Fandom: Hard Sci-Fi (Expert +4)
· Fandom: Science Fantasy (Expert +4)

· Built like a Brick Shithouse (Expert +4)

· Actor (Good +2)

· Art (Average +0)

· Martial Arts (Good +2)

· Energy Weapons/Firearms (Good +2)

· Techniques: 

· Art: Good with Xenochiclets (situation)

· Dependable: Social Defuser (situation)
· Science Fantasy: Star Warz (situation)
· Hard Sci-Fi: Star Tec (situation)
· Science Fantasy: Darth Vader (situation)

· Built like a Brick Shithouse: Resilient (idiom)
· Actor: Clingon (situation)
· Martial Arts: vs. Abusers (foe)
· Style Dice: 2 Inherent

· Shanna Erixon
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Former reporter and current AEGIS member, Shanna is the least “nerdy” of the old guard.  During the Billberg days, she was disgusted with the obsession the Fan Club had with Sci Fi, but followed them as they tended to have amazing stories to tell.  Her infatuation with Will Erixon began when he made her bring out her inner fan, and roleplay at a convention.  Shanna’s past is troubled.  Her mother went insane, and she constantly fears her mother’s mental legacy will follow her.  A self-described LUG (lesbian until graduation) Shanna faced her physical attraction to men (Will specifically) during the Times of War storyline.  After Jared Cognomen died, Shanna took his place as head of AEGIS.

· Foibles: Terrified of going Insane, Skeptic

· Motivation: To be right. (Expert +4)

· Past: Reporter (Good +2)

· Primary Quality: Iron Will (Master +6)

· Fandom: Fantasy (Average +0)

· Other Qualities: 

· Energy Weapons/ Firearms (Master +6)

· Repartee (Expert +4)

· Problem Solver (Expert +4)

· Techniques: 

· Iron Will: Seeing through Illusions (situation)
· Iron Will: Overcoming Mental Attacks (situation)
· Repartee: Snappy Comebacks (situation)
· Unchained: Ruthless Streak (idiom)
· Energy Weapons/Firearms: Markswoman (maneuver)
· Style Dice: 3 Inherent Dice
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Tim Mitts

· Pervy, overweight, and crude, Tim glorifies in his fandom.  A technical genius and hacker beyond peer, Tim’s signature left to his victims is Mickey Mouse’s voice screaming about Gay Porn.  Tim is married to his very understanding wife, Julia, and has two children, Sean and Dotty.

· Foibles: Pervy, Overweight

· Motivation: Computers (Expert +4)

· Past: Loner (Good +2)

· Primary Quality: Engineering (Expert +4)

· Fandom: Hard Sci-Fi (Expert +4)

· Other Qualities: 

· Science Fantasy (Expert +4)

· Empathy (Good +2)

· Martial Arts (Good +2)

· Energy Weapons/Firearms (Good +2)

· Techniques: 

· Computers: Hack the Planet (idiom)
· Hard Sci-Fi: Star Tec (situation)
· Science Fantasy: Star Warz (situation)
· Empathy: Heart of Gold (idiom)
· Martial Arts: Berserk Charge (maneuver)
· Martial Arts: Disgusting Smooch (maneuver)
· Style Dice: 1 Inherent Die

· Ally Oberf (Alisin /Allison Worthington)
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At a young age, the innocent Allison Worthington got stuck by a discarded syringe on a private beach.  She developed a new disease, named after her.  Batteries of painful tests with no benefit made her hate hospitals.  She broke out of her rich girl life and turned to self-destructive hedonism.  This was capped by her relationship with Sean, a psychotic who kept her chained and raped her repeatedly.  Allison eventually broke free and strangled Sean to death.  Renaming herself Alisin, she nurtured her cruel streak to deal with the trauma of her torture.  She dished out the same torture she was given to an innocent young medical student named Keith Feddyg.  Later, she was attending a Vampire roleplaying convention when the Fans were investigating vampires alongside Miller and Sully from the F.I.B.  She saw how inspiring Rikk was, and began dating him.  Rikk, being religious and wanting to save Alisin from herself, quickly proposed with a “Captain Earth” ring.  Because she thought she would die within years, Alisin accepted.  Alisin noticed Rumy Tanaka’s crush on Rikk and nearly killed her.  She cheated on Rikk with Meighan McDowell to break his heart so he would not miss her.  Then, she tried to commit suicide during the Times of War storyline, but failed due to her illness.  She was cured by a future remedy, and rekindled her marriage to Rikk.  Over time, her friendship with Rumy grew, and after the God Machine incident, Rikk and Ally opened their marriage to Rumy.  Wishing salvation for torturing Feddyg, and killing Sean and Mist, Ally enrolled in medical school.  She currently works at a children’s cancer ward.  When Keith Feddyg showed up, and was knocked out by Hilda, only Ally’s plea kept Hilda from killing Feddyg.  Ally believes Feddyg can come back.  No one else does.
· Kathy Smit
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Called “Fat Kat” by her school colleagues, Kathy became obsessed with popularity at an early age.  Using every mean at her disposal, she did gain some popularity, but at a cost.  She got pregnant and had to give her son up for adoption.  Moving to Billberg, she started a new life and became Queen of the Science Fiction Fan Club, quickly wrapping Will Erixon around her finger.  She was voted down when it became apparent playing games was more important to her, and stepped down in favor of Rikk.  She learned to curb her hunger for power, and became a useful team member, until her retirement.  She is currently running for congress in 2012.

· Guthrie Carrol
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Once in a generation, a genius capable of reinventing what we know about science is born.  Guthrie Carrol is that man.  Carrol is a physicist beyond peer.  Though not rabid about fandom, his encyclopedic knowledge more than makes up for his lack of enthusiasm.  His analysis has helped on several occasions, most notably during the Times of War storyline when he killed Maximilliana.  Ever since the God Machine incident, Guth has retired to pursue physics.  He occasionally contacts the gang, mostly Tim Mitts, his best friend and long time crush.  During the Hand of Justice incident, a version of Guthrie from the future in Diana Sturm’s body travelled back to stop the Hand from taking over the world.  Future-Guth sustained a “chronal injury” from contact with a 5 dimensional animal known as a “sieberg.”  Future-Guth died, but passed on information about physics that he had been working on for decades to the current Guthrie Carrol.
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Meighan McDowell

· Meighan was recruited into the Fans by Kathy Smit at a party.  She was initially drawn to Alisin, but stayed away because of her marriage to Rikk.  Until, that is, Alisin seduced her during the Times of War storyline in an attempt to get Rikk to let go emotionally, right before she attempted suicide.  Meighan has never been a combat powerhouse, or a Fan of any kind, but she proved invaluable after the God Machine incident, getting “Union” Jackie and Will Erixon acting gigs, and Shanna a book deal.  Her business acumen is beyond reproach.  Her personal life is filled with one empty relationship after another, never getting attached to any particular girl.
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· Jacqueline “Union Jackie” Thomas

· “Union Jackie” actually comes from New Jersey.  Not that you could tell from her accent.  Enamored with England, she faked a British accent at a young age.  She enrolled at Billberg, joined the Fans, and became very close with Will Erixon.  This instantly made her an enemy of Shanna.  Jackie’s beauty, bust, and innocence made her the perfect crush for Will’s awkward affections, but Shanna’s personality won out over Jackie’s faux-personality.  After Project Hex became a 23 sider of fate, it fell into Jackie’s hand.  Bored with life, she had wished that the world would end.  This coincided with the God Machine incident, which Jackie blames herself for.  Given a jump-started acting career by Meighan, Jackie recently starred in the 2009 re-boot Star Tec film as “Dotty,” previously played by Claudia Strudenberry.  When the cast of Star Tec: Endeavor (the least popular Star Tec spinoff) appeared on set as Manifestations of the Order of the Dragon, Jackie led the cast in a brutal counter-attack.  Jackie has become more mature, and less of a manipulator as she grew into the person she wanted to be.  She still sports her fake accent though.
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Stu Jackson
· Stu wasn’t really a Fan.  He liked barbarian novels and movies with explosions, but he joined the Billberg Club to annoy his brainy cousin, Guthrie.  Stu was ejected from the club after attempting to make an advance on “Union” Jackie.  He was later caught up with the Fans as they fought Maximilliana in the Times of War storyline.  He betrayed the Fans during the Civil War, shamelessly giving his laser pistol to General Robert E. Lee.  This did very little, and Stu rejoined the Fans, chastened by the horrors of war.  Stu died bravely against the forces of Maximilliana, going out Barbarian-style, with his weapon over his head, jumping straight at the enemy.
· [image: image20.png]


Harry Scott
· The curmudgeon of the group, Harry’s fandom is almost as old as Fandom itself.  He was first introduced to science by his father, a physicist on the Manhattan Project.  He learned to love Issac Asimov novels and other contemporary sci-fi of his childhood.  Then, he learned the truth of the nuclear age and denounced his father for helping to build such a horrible weapon as a nuclear bomb.  He joined the army and served in Vietnam (during which time he petitioned to keep Star Tec on the air).  He married, had several children, and ran a bookshop/toy store.  He joined the Fans when he approached them to buy a signed copy of the only Asimov book he didn’t have.  This would have completed a signed collection.  Rikk decided the condition for purchase: Harry’s attendance at Billberg Science Fiction Fan Club meetings.  He was pulled into the conflict with Maximilliana, where he fought with distinction.  His last words were “Sic Semper Tyranis” as he detonated his phaser, killing himself in an attempt to bring down Maximilliana.  He failed, but was avenged by Guthrie Carrol.  His grandson, Billy, blamed Will Erixon for Harry’s death, and betrayed the Fans to Narbon during the God Machine incident.

Current Team Alpha Staff (Newbies)

· Baxter Zacharias
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Baxter’s father was made and later broken during the internet bubble of the late ‘90s and the finaincial crisis of the new millenium.  Bax inherited his techincal sense and libertariansim from his dad.  A consumate Twitterer, Bax has a huge online following.  He hasn’t let slip any critical information.  Yet.  Somehow, he attracted the romantic attention of Di, and is unsure how to deal with this office relationship.
· Foibles: Twitter Addict

· Motivation: Internet Fame (Expert +4)
· Past/Primary Quality: Engineering (Expert +4)

· Fandom: Internet Memes (Good +2)

· Other Qualities: 

· Repartee (Good +2)

· Energy Weapons/Firearms (Good +2)

· Computers (Expert +4)

· Techniques: 

· Internet Fame: Catchy (idiom)
· Engineering: Wireless (item)
· Repartee: Comebacks (situation)
· Computers: Twitter while working (maneuver)
· Style Dice: 1 Inherent Die
· Hilda Ramirez
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Hilda was born in Mexico.  When her father abandoned her family, she moved to the United States.  Hilda was gifted with Eidetic Memory, and became a crossword puzzle genius.  Her analytical nature made her the perfect puzzle solver for AEGIS.  She figured out the Order of the Dragon before anyone else, and was subsequently kidnapped by them.  Replaced by a Manifestation, she was tortured and raped by Keith Feddyg.  When the Manifestation “commited suicide” to break Rikk Oberf’s spirit, Hilda was chloroformed into unconsoiusness by Feddyg, and perhaps died.  Or perhaps was pulled into the null-dimension occupied by her father, the mystic Lord Feral.  Feral showed Hilda the world from the perspective of the panels that made up the comic.  Hilda was able to learn how to send information from this pocket dimension, helping Shanna and Baxter from afar.  She finally re-joined reality and saved Ally Oberf from Keith Feddyg.  Ready to kill him, Hilda backed off at the behest of Ally.  Hilda was haunted by her torture until she confronted a being that was a sentient extradimensional irrational number, using a Crossword Grid.  She is getting better, and is one of the most capable team members.
· Foibles: Panic Attacks when stressed.

· Motivation: To spread Fandom (Good +2)
· Past: Daddy Issues (Good +2)
· Primary Quality: Puzzle Master (Master +6)
· Fandom: Hard Sci-fi (Expert +4)

· Other Qualities: 

· Latina (Good +2)

· Martial Arts (Good +2)

· Energy Weapons/Firearms (Good +2)

· Fourth Wall Breaking Mysticism (Good +2)

· Techniques: 

· Hard Sci-fi: Star Tec (situation)
· Puzzle Master: Crosswords (item)
· Unchained: Eidetic Memory (idiom)
· Style Dice: 2 Inherent Dice

· Diana Sturm
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Di is the most capable figher of the newbies.  Her grace in combat comes from her childhood days in ballet, pushed hard by her overbearing father.  She joined AEGIS and began to study under Rumy Oberf, displacing her daddy issues onto her new master.  She came to terms with these, and manged to be a better person for it.  A whilrwind nightmare in close combat, Di is second only to Rumy in AEGIS.  She recently developed feelings for Baxter, and is curious as to how he will respond to them.
· Foibles: Showoff.

· Motivation: To be the Best (Good +2)
· Past: Ballet (Acrobatics) (Expert +4)
· Primary Quality: Martial Arts (Master +6)
· Fandom: Hard Sci-fi (Good +2)

· Other Qualities: 

· Competitor (Expert +4)
· Energy Weapons/Firearms (Good +2)

· Techniques: 

· Hard Sci-fi: Battlestar Galactica (situation)
· Ballet: Leaping (maneuver)
· Unchained: Amazon (idiom)
· Style Dice: 2 Inherent Dice
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Other AEGIS Personnel
· Professor Ignatious Fitz

· An old, mad scientist, Fitz is determined to beat death.  Though highly dangerous and amoral, Fitz has found a new home at AEGIS, whether he wants to or not.  Fitz was a professor at Billberg University and tried his prototype mind-swap device on Rikk and Rumy.  Later, Fitz perfected mind-switching technology, and was captured in the body of a parrot.  To secure his help during the Order of the Dragon Crisis, Fitz temporarily switched bodies with Will Erixon.  At the end of the crisis, Fitz was given the body of the last living dragon on earth, in exchange for his help designing new technology to help AEGIS.  He has recently been marketing his brain switching device to the public, as it proved the solution for Zaha Harris’ catgirl form.  However, this took the technology a step too far and AEGIS has limited Fitz’ power.

· Foibles: Mad Scientist, Obsessed with Immortality, Is a Dragon

· Motivation: Obsessed with Immortality (Expert +4)

· Past: Professor (Expert +4)

· Primary Quality: Engineering (Master +6)

· Fandom: (None, see below)

· Other Qualities: 

· Dragon Bodied (Master +6) (Also provides three additional levels.)

· Flight (Expert +4)

· Computers (Expert +4)

· Hypnosis (Master +6)

· Breathes Fire (Expert +4)

· Techniques: 

· Breathes Fire: Can Attack Multiple Targets or Swarms (maneuver)
· Obsessed with Immortality: Self Centered (idiom)
· Hypnosis: Total Control (maneuver)
· Anatomy: Neuroscience (situation)
· Dragon Bodied: Tough (idiom)
· Style Dice: 5 Inherent
· Jesse Essen (Jayespin, J.S. Pinn)
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One of Maximilliana’s henchmen, Jayespin stayed behind in the “present” just in case Maximilliana failed.  She did.  So Jayespin used his knowledge of the future to infiltrate the F.I.B.  He threw in his lot with a conspiracy that ultimately led to the God Machine incident, but was “outed” when the Billberg Fans figured out his name from his alias, J.S. Pinn.  Jayespin managed to escape capture, and used futuristic genetic alteration equipment to change his appearance, even becoming shorter!  Taking the name Jesse Essen, he perfected the art of acting and managed to fool even AEGIS psychics.  He was instrumental in locating Fitz, and securing Charlotte.  However, he revealed his true nature when he attempted to assassinate Rikk Oberf at a locked down mall.  Rikk incapacitated him, and offered Jesse a chance to clone Maximilliana and train the clone to be the servant of humanity that she should have been.  Jesse initially refused.  Later, in a cell, Jesse’s personality came out from beneath the original personality of Jayespin, revealing that he (Jesse) was loyal to Team Alpha (having warned Rikk.)  Jesse was released when AEGIS headquarters was destroyed.  He attempted to subdue Charlotte Sims, and saved Rikk from the Hand of Justice.  He has been restored to Team Alpha, alongside Julie, Maximilliana’s clone from the future.
· Foibles: Personality Mimic (fits any situation), Multiple Personalities

· Motivation: Protect Julie Maimilliana (Good +2)

· Past: Espin (Expert +4)
· Primary Quality: Actor (Master +6)

· Fandom: Pop Culture (Good +2)

· Other Qualities: 

· Patient (Good +2)

· Super Science (Biology) (Expert +4)

· Techniques: 

· Actor: Perfect Mimic Voice (situation)

· Actor: Sympathetic (idiom)

· Super Science (Biology): DNA alteration (situation)

· Espin: Energy Weapons (item)

· Pop Culture: Famous Characters (situation)

· Style Dice: 1 Inherent
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Rico Florentino
· More than just a walk-on reference to Starship Troopers, Rico is a military man.  He was a part of Team Alpha before the re-structuring and led Team Beta against the Order of the Dragon and the Hand of Justice.  Rico was later promoted to Team Alpha again.
· Donna Braun
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Former mayor of Hamburg, Germany.  Braun’s political career had stalled, and her magical ability to read people’s hearts in animal entrails told her why: people didn’t love her.  She desperately craved the adoration of the people.  So, when approached by John Rameses, she contributed her abilities to the Order of the Dragon.  Braun was captured by AEGIS when she attempted to assassinate AEGIS’ Xenochiclets with the help of Zaha Harris.  However, Zaha had been playing the Order, and Braun fell into a trap.  She saw how the Aleph Slaying killed thousands on The Day The Alphabet Died, and swore never to use her powers again.  She broke this promise when AEGIS headquarters was destroyed during the Hand of Justice incident.  She saved Tim and Julia Mitts, Jesse Essen, Zaha, and Charlotte Sims.  Charlotte then immediately attacked, and Braun defended the survivors.  Braun later helped Hilda Ramirez defeat Mechtech inside the Internet, and teleported several AEGIS members at key times.  Braun is on probation as AEGIS’ teleporter.
· Foibles: Guilt of Genocide
· Motivation: Redemption (Good +2)

· Past: Politics (Expert +4)
· Primary Quality: Order of the Dragon (Expert +4)

· Teleportation

· Create Golem

· Energy Manipulation

· Create Illusion

· Read Emotions in Entrails
· Fandom: None
· Other Qualities: 

· Repartee (Good +2)

· Techniques: 

· Politics: Germany (situation)
· Order of the Dragon: Read Entrails (situation)

· Style Dice: 2 Inherent
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Julie (Juliana Espin Maximilliana II)

· In a future timeline, AEGIS was destroyed by the Hand of Justice on the “bad day.”  Jesse Essen cloned General Maximilliana in secret, and raised Julie as his daughter.  Julie joined the AEGIS survivors in battling the “Cuckoos,” and eventually took a leadership position with the handful of survivors of the Cuckoos’ second wave.  With Guthrie Carrol’s expertise, she travelled through time with her ragtag group to stop the Cuckoos from conquering the world.  Julie’s group helped AEGIS stop the Hand of Justice, and she joined Team Alpha. 
· Foibles: Futuristic Newspeak

· Motivation: Protect the Future (Good +2)

· Past: Genocide Survivor (Expert +4)
· Primary Quality: Leadership (Expert +4)

· Fandom: Comics (Good +2)

· Other Qualities: 

· Martial Arts (Expert +4)

· Strategy (Expert +4)

· Techniques: 

· Leadership: Confient (idiom)

· Comics: Wonder Woman (situation)

· Style Dice: 2 Inherent
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Zaha Harris
· Zaha is a victim of the God Machine incident.  The teleporter from “The Fly” appeared right in front of her while she was walking and holding her cat.  Genetically fused, Zaha became a cat-girl.  This required a huge cocktail of hormone and steroid pills to prevent her body from tearing itself apart, and left her subject to intermittent pain and feline mood swings.  After The Day the Alphabet Died, Zaha approached a “furvert” on the internet and explained all of the downsides of being a cat-girl to her.  She then got consent and switched bodies.  Middle-eastern before, she now appears to be a curvy Caucasian.  Zaha kept her impeccable engineering skills, and frequently helps Fitz.  The girl in Zaha’s old cat-girl body re-named herself Nuku, and frequents the Anime Con scene.  Zaha is currently Professor Fitz’ assistant.
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·  Lord Feral (Alan Ramirez, Evan Moss)

· An enigmatic mystic, Lord Feral had the unique ability to communicate beyond the “4th wall.”  He could pick up “pieces of the timeline” (comic panels) and manipulate them.  Feral was attacked by Manifestations of other 4th wall-breakers: Bugs Bunny, Deadpool, Ambush Bug and Chex from the webcomic Checkerboard Nightmare.  He was shot and thrown into a “portable hole.”  In this pocket dimension, he was somehow able to save the life of his daughter, Hilda Ramirez.  He left her behind on The Day the Alphabet Died in order to become the new “Aleph,” restoring literacy to humanity at the cost of his own life.

· Marc Svenson
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Born in a rich family, Marc proved a disappointment to his parents and their social circle when he embraced video games as a career.  A masterful FPS player, he has his own brand of men’s body spray as well as several other endorsements.  He tried out for Team Alpha because he wanted to prove to his father that he wasn’t wasting his life.  Marc proved to be a powerhouse member of Team Alpha, adding brawn and incredible marksmanship.  His legendary popularity with ladies never translates into long-term relationships, possibly due to his infatuation with Shanna Erixon, who he admired for her writing.  Marc fought alongside Rikk Oberf against Michael Hus, and not only maced Hus into submission, but saved a little girl in an incredible stunt of bravado.  Rikk considers Marc to be his spiritual successor.  After an incident in which Marc was transported to a fractal dimension containing an infinite number of himself, he went on leave for several weeks.  After returning, he was instrumental in the fight against the Hand of Justice.  This culminated in Marc’s death when he valiantly saved Shanna Erixon’s life at cost of his own.  He died shoving the steel-filament alien known as Link into the preservation matrix of the future historian Tiki Wiki.  Marc’s body was not recovered, but a wake was held in which mourners donated video game controllers.
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Jared Cognomen

· Formerly second in command of the ultrablack organization, the F.I.B., Jared is the current head of AEGIS.  Much better than his predecessor, Desmond Jones, Jared’s goal is to prevent supernaturals from destroying or harming humanity.  After that, to increase AEGIS’ budget in any way possible.  When the Hand of Justice attacked AEGIS headquarters, Jared littered the compound with ultrasonic grenades to confuse and weaken Hyperman/Ult.  He then used AEGIS’ orbital laser to destroy Ult and the facility.  His sacrifice was instrumental in the defeat of the Hand of Justice.  He is survived by his wife and two daughters.
Former (and Current) Villains
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Thackerabilitus Sieughiewiecz 
· The first real villian the Fans ever faced, “Thack” was a genius who could anticipate every outcome based on a huge database of givens.  Thack’s downfall was his inability to realize that people can change.  Foiled, he uploaded his mind into the F.I.B. database, and almost invaded the computer networks of the world.  He was killed when Tim Mitts ordered Desmond Jones to wipe all the F.I.B. drives.
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Desmond Jones

· Former head of the F.I.B., Jones is the kind of agent everyone should aspire not to be.  Though at first he directed the F.I.B. to protect humanity, he let the power go to his head, and became even more controlling.  Crippled in a car-bombing staged by his second in command, Mist, Jones fell into an irretrievable coma.  The F.I.B. hooked him into Project Hex, a mind-collective experiment.  The members of Project Hex, and several others that joined them, ascended beyond the mortal realm and became a 23-sided die, a potent talisman of power and hubris.

· Miller and Sully
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Agents of the F.I.B. that went too far.  Jaded by years of fighting the paranormal, they engineered an escape from the iron grip of the F.I.B. A television show was made, fictionalizing their exploits (called the XYZ Files).  Soon after, Miller made a deal with a vampire.  With his new vampiric ability to not be seen by cameras, he attempted to bring the Fans into the F.I.B. to replace him and Sully.  When he failed, he faked his own death, and Sully’s.  He turned her, and they lived undercover for years, until Tim Mitts found them out.  When Mitts was almost killed by Miller, AEGIS showed up and Rumy killed Miller.  Sully, driven to grief, was captured.  She was instrumental in defeating John Rameses of The Order of the Dragon, but committed suicide shortly thereafter.
· Julianna Espin Maximilliana

· Maximilliana was a General for the forces of goodness in the future.  Her ways of war were so perfect and brutal that eventually, all war ended.  She was then honorably discharged from service.  Furious that her life no longer had meaning, she took her underlings and created a new religion/philosophy dedicated to endless war.  Her minions forsook their old names, renaming themselves with a fusion of her middle name.  The General and her Espins wreaked havoc through time, pursued by The Professor, a time traveler dedicated to preserving the past.  Maximilliana made the unfortunate choice of attacking the Billberg Science Fiction Fan Club.  With the help of the Professor, the club chased Maximilliana through time, eventually killing her.  One Espin, named Jayespin, stayed in the present and infiltrated the F.I.B. and later AEGIS as Jesse.  Jesse eventually broke cover, tried to assassinate Rikk Oberf, and surrendered when Rikk promised Jayespin the chance to clone Maximilliana.


· Timin Alamin (Timmespin, Tim the Fanboy) 
· Timin was raised a devout Muslim.  When 9/11 happened, he bought into the anti-Muslim sentiment in America, and renounced his faith.  His devotion turned to Fandom.  He attended the Rome Cosmocon and heard Rikk Oberf’s speech there.  He immediately found out where the Fans were and applied to Billberg.  He joined the Science Fiction Fan Club, and gaped at his heroes made flesh.  It was his idea for the Fans to visit and then stay with the infirmed Claudia Strudenberry.  Their companionship saved her life.  Soon after, the Fans were caught up in the Times of War storyline, and fighting for their lives.  During a firefight, Timin was pinned down by Maximilliana’s forces.  He pleaded for Rikk to save him.  No one did.  His faith in Rikk shattered, he latched onto Maximilliana.  He renamed himself Timmespin, and set a trap for the Fans which they barely survived.  Timmespin confronted Kathy Smit in a futuristic version of the Billberg steam tunnels.  While he severely wounded Smit, she tricked him and shot him in the back of the head, killing him instantly.  Timin found peace, finally, in death.
· Mist

· A shady government figure who sold his soul to Satan, Mist craved power more than anything.  He tried to assassinate his superior in the F.I.B., Desmond Jones.  Taking his place, he made the F.I.B. into a terror organization to fight an alien race known as “the eaters.”  Mist succeeded in saving Earth, but was eventually brought down by the Fans.  He was killed by Ally Oberf (then Alisin) who choked him with a chain and drowned him in a river.

· Charlotte Sims

· Raised by an abusive, ultra-religious mother, Charlotte is damaged goods.  Early in her high school career, she accused another (female) student of raping her.  When her ruse eventually failed, she turned to the dark arts.  Summoning the demon Samael, she prepared to attack her school and kill those that went against her.  She was trapped by Shanna Erixon, and taken to the old F.I.B. Unconscious Collective.  After she attacked Rikk Oberf during an interrogation, Jesse Essen managed to win her confidence by “pretending” to be a double agent.  Denouncing the Oberf’s three-way marriage, he called himself a “Bizarro Judas.”  Charlotte trusted him and took a plea deal.  Charlotte assisted Team Alpha when a large amount of magical force is needed. When not in the field, she was kept in lockdown. She was instrumental in stopping Edward Gorzynski in his Dragon-form on The Day the Alphabet Died.  When Jared Cognomen destroyed the AEGIS headquarters, he gave Tim Mitts leave to release Charlotte.  Sadly she took this opportunity to betray Team Alpha.  Only the intervention of Donna Braun, Jesse Essen, and Ally Oberf stopped her from murdering half of the surviving AEGIS members.

· Foibles: Zealot, Vengeful

· Motivation: Freedom (Good +2)

· Past: Religious Nut (Expert +4)

· Primary Quality: Demonic Magic (Expert +4)

· Summon Demonic Serpents (2)
· Create Purple Fire

· Control Fire

· Fandom: (None, see below)

· Other Qualities: 

· Conniving (Expert +4)

· Poetry (Good +2)

· Techniques: 

· Demonic Magic: Can Attack Multiple Targets or Swarms (maneuver)

· Unchained: Vengeful (idiom)

· Style Dice: 1 Inherent

· Keith Feddyg

· Ally Oberf used to be Alisin, a sadist and hedonist extraordinaire.  Alisin gave up her ways after marrying Rikk and Rumy, but before then, she was tortured into the lifestyle by her boyfriend, Sean.  Alisin killed Sean to escape him.  Alisin then gave the same treatment of torture to Keith Feddyg, an innocent medical student.  Feddyg was twisted by Alisin’s torture, and craved revenge.  He created his own fan club to compete with Billberg’s.  His successes were eventually overridden when his club came apart.  Shanna Erixon’s book outlining his sadistic nature made him a pariah, and he changed his name and hid from reality.  That is, until the Order of the Dragon sought him out.  Though he had no powers to share with the pool, he faked “supernatural charisma” and his sadism was welcomed by the Order.  Feddyg revealed himself to Ally Oberf on The Day The Alphabet Died, and started to torture her.  Ally’s newfound merciful and forgiving nature gave him pause long enough for Feddyg to be incapacitated.  Feddyg resided in AEGIS headquarters awaiting execution until the building was destroyed by Jared Cognomen firing AEGIS’ orbital laser to stop the Hand of Justice.  Keith died screaming.
· The Order of the Dragon

· A group of seven mages including Keith Feddyg, John Rameses, Donna Braun, Edward Gorzynski, Rob Worthington, Michael Hus, and Huan Xi.  John Rameses discovered the Eye of Ra, a magical scrying device.  Using this he found an ancient spell that lets magic users pool their abilities, so that one has the power of all.  Braun had the ability to read people’s emotions in animal entrails.  Gorzynski could teleport, and was secretly the last dragon on earth.  Worthington could create illusions.  Hus could summon Golems made of various materials.  Huan Xi could manipulate energy with his mind.  All seven shared all of these abilities.  They planned to kill “the Aleph” a spirit of written language that personified reading and writing.  When they did this, every person on earth became illiterate instantly.  They tried to take over the world during this timeframe, but were stopped by AEGIS.  Rameses and Worthington died.  Braun, Feddyg, and Hus were captured.  Gorzynski’s body was given to Fitz.  The captives are all held under heavy magical wards.
· The Hand of Justice (Cuckoos)

· Back in the days of the Billberg Science Fiction Fan Club, Journalist Lance Clarkson lamented his unpopularity.  He used a 23 Sider of Fate, and at that very moment, the first of the Cuckoos arrived.  Reading Clarkson’s thoughts, the alien turned into a version of Clarkson, but with the powers of Superman.  Naming himself Hyperman, the alien began a campaign to gain the trust of world powers, including the F.I.B.  Unknown to all, this was the first step in a plot to take over the world for his species.  Luckily, Hyperman was humiliated and forced to leave Earth with his plans in shambles.  He gathered several others of his kind, and won the support of the young, naïve half-breed Xenochiclet named Solson (son of Rumy Oberf).  The team of aliens named themselves the Hand of Justice, and returned to Earth in secret.  Hyperman renamed himself Ult, still with all his powers.  Link was the de-facto leader of the Hand, and was made of a sentient steel fiber that could take any shape.  Mechtech had the ability to control any electronic equipment.  Wheaties was a super tough and strong bruiser.  Animal had orange blood that could heal any wound or disease.  Solson put on a wrinkled mask and took the name Bellhop, acting as the Hand’s teleporter.  Animal was somehow captured by North Korea, and when AEGIS investigated the facility, Mechtech broke Animal out, and released video footage of AEGIS agents in the facility.  The Hand then tried to arrest Ferdinand Vermith, once a foe of the Billberg Club who had become a repentant pastor.  During a fight with AEGIS, Bellhop teleported Vermith into orbit, killing him. The Hand retreated, and reappeared days later in an Occupy Wall Street protest.  AEGIS intervened with extreme force.  Rumy tried to set up Animal to bleed on Rikk, curing him of Worthington’s Syndrome.  However, Bellhop caused the Xenochiclets to betray AEGIS, and capture Rikk and Rumy.  During the fight, Will Erixon was presumed killed by the time traveler Tiki Wiki, but Tiki had actually “preserved” Will and replaced him with the skeleton of Will Erixon he brought from the future.  Mechtech’s body was destroyed, but she downloaded into the Internet, and consumed the A.I. known as Cloud.  Ult arrived at AEGIS headquarters, and fell into a trap laid by Jared Cognomen.  Ult was killed when AEGIS headquarters was destroyed, killing Cognomen in the blast as well.  Wheaties dueled with Diana Sturm on the streets of D.C., meeting his end at her hands.  Mechtech was neutralized by Donna Braun and Hilda Ramirez, and then later killed by the time traveler Dotty Mitts, who had a copy of her father’s virus.  Animal died by “overhealing” himself until he exploded.  Link attempted to persuade President Obama to side with the Hand, but AEGIS’ intervention forced a fight.  Link fatally wounded Marc Svenson and Shanna Erixon.  Marc sacrificed himself to push Link into Tiki Wiki’s “preserve” and Shanna was saved with Animal’s blood by Rikk.  Bellhop surrendered, and is currently trying to reconcile with his mother, Rumy.
“We didn't ask the sky to open. We didn't ask time and space and magic to warp and crack and spit out unknown enemies... But while you were calling these enemies “impossible” and “unimaginable”, we were ready. Because we had imagined. And we can tell you now, now that you'll believe us, that the weird is real. 





The future is here. The wide world yonder is capable of things you won't believe. 





But don't worry. So are we.”�


from Book Six: Magical Thinking








IMPORTANT NOTE—If a PC wants to be particularly better at some particular aspects of a Quality with a very broad penumbra—for example, chaining “Situation: While Fencing” or “Vs.: the Cardinal’s Men” to the “Musketeer” Quality is perfectly okay, because that is providing differentiation between the character’s general strengths compared to other Musketeers. Then again, the character could take all fencing related Techniques on his Musketeer Quality, making him a specialist in fencing. That’s fine too. However, taking “Situation: While Fencing” as a Technique of the “Fencing” Quality is just Fucking Weak.








What Sort of Technique is “Laughing, then Jumping Off of Something”?





That depends on how the player envisions it: If “LtJOoS” is seen as the character running around always grinning and bouncing around like a crazed monkey, that’s probably an Idiom (Think Deadpool).





If “LtJOoS” is seen as the character striking a particular pose for great effect, that’s probably a Maneuver (Think The Tick).








Hey, what’s a Xenochiclet?





During the Loving the Alien storyline, Earth was visited by a group of aliens. These aliens appear as two dimensional roughly oblong octagons with eyes.  Each of them is a specific color (though some are the same color as others).  These aliens were nicknamed “Xenochiclets,” and they speak with pictures instead of words.  Anyone interacting with a Xenochiclet can make an Art roll to communicate.  Xenochiclets are capable of creating objects and teleporting people and things anywhere, supplying weapons or other items.  Players receive Style Dice if they draw what their character says.  Xenochiclets are traditionally named after a flavor related to their color.  (i.e. the red Xenochiclet that befriended and impregnated Rumy was Cinnamon)  Two Xenochiclets (Blueberry and Banana) worked for AEGIS.  Blueberry died and Banana quit, but if your story takes place before the Hand of Justice appears, they can include Xenochiclets.








Fiddly Bits: Multiple Motivations?





Can my character have multiple Motivations? Sure! A character who purchases multiple Motivations in character generation has several issues or situations spur them on to great deeds. . . and great internal conflicts.





Time, Range, and Speed


For most things that come up in a PDQ# game, the following information is sufficient.


Time


For most purposes, time measurements are as normal: seconds, minutes, hours, days, weeks, etc. However, the terms used in Fans! for identifying the passage of “game time” are Sessions, Scenes, Turns, actions, and reactions. Sessions are the overall time that players take to sit down and play a Fans! game. A Session will contain Scenes—often many of them.





Scenes are however long it takes for a distinct action or set of actions (combat, library research, defusing a bomb, a business meeting, traveling across town, etc.) to happen.


Scenes can be long or short, and can collapse or extend time as necessary. Sometimes, Scenes contain Turns. A Turn means “the set of all characters’ next actions and reactions.” Each character takes an individual action: that’s when they make their move, say their piece, throw a punch, etc. Other characters react during a character’s action—saying something back or performing a defense, usually—but reactions can only be in response to the actions of the character whose turn it currently is. They cannot initiate moves of their own until their action. The Turn is over when each character’s action and any resulting reactions have been resolved.





How the Sessions, Scenes, and Turns of game time relate to the seconds, minutes, hours, etc. of real time is variable.





Range


In Fans!, ranges are either Near (can punch it), Middling (can run up and punch it), Far can throw or shoot at it), or Too Far (out of range). If one wants to connect Difficulty Ranks to these Ranges, Near is equivalent to Average [7], Middling is equivalent to Good [9], and so forth. 





Speed


In Fans!, speeds are either Slow (leisurely walk), Medium (normal human walking briskly), Fast (normal human running), or Lickety-Split (bounding). If one wants to connect Difficulty Ranks to these Speeds, Slow is equivalent to Average [7], Medium is equivalent to Good [9], and so forth.








Advice: Ellipses


The absolute best advice for a player is: don’t finish a statement while the outcome is “live.”


PC: “I hold my blade low, and make a stab for his kidneys and...” (Roll dice. Roll result is a failure, by 1 point.)


PC “He’s too fast for me, knocking my blade aside—but I spin in from the outside to blindside him with an elbow...” (This is the player pulling in a Technique of Maneuver:


Blindside. The player uses the Flat +1 option for Techniques, and makes his roll result a tie… which PCs win!) This allows a character to pull in Techniques after the roll.


Techniques can also be used before the roll, if desired, frontloading extra dice for effect—but the PC needs to include the Technique(s) being pulled in their initial narration.
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