Meetings:





Milk Run - Outside activity to either raise awareness of club or bring shame and disgrace upon us all.


You get a point if you don't get arrested.





Racing Forms - Play other game systems





Tea Party - High Level Pretend Politics


Called by any muckety-muck with an axe to grind.


(You have to have at least 1 Nasty Reputation, an upcoming Secret Lair or call in a Certificate of Trope on someone who does in order to get on the guest list. )


Considerations





Secret Labs - Called by a mastermind in order to construct a secret lair, kind of like a villainous barn-raising. Everyone who attends gets points and there are special participation prizes that the mastermind may pass out for the upcoming Fake Adventure (Travelogue?)


Note: Mastermind mus have a secure time and place for the Fake Adventure (Travelogue?) before annoncing secret lab.


Other considerations: places to store sets and props, refreshments, etc.





Fake Adventures (Travelogue?)s - The Mastermind who sets up the Fake Adventure (and the preceeding Secret Lab) is responsible for getting the word out to the local Two-Bit Horrors.





The Mastermind must explain the "destination" where his or her secret lair is and provide "incentives" for groups to journey there.


It helps if the Mastermind provides a little back story about the destination.


(The destination is represented by the play area where the fake adventure takes place. It should probably be someplace exotic and dangerous, like a volcanic island, a lost jungle in the antartic or an ancient civilization at the center of the Earth.)





Players form into roughly-equal "tour groups" (need better name.) There should probably be an even number of groups.


Each tour group starts out with 1 clue


	+1 clue if they signed in at the secret lab


	+1 clue if they have a special participation award (any amount) from the Mastermind


	+1 clue if they have a tea party prize of any kind (any amount of these)





The Mastermind's group automatically gets 1 more clue than any other group. So, if another group legitimately starts with 4 clues, the Mastermind's group gets 5 clues (whether they deserve it or not.)





Each group selects an section of the play area and sets up shop there using the props and set peices built during the secret lab (and any other set peices they might have brought along that the Mastermind doesn't object to.)





The object of the Fake Adventure (Travelogue?) is to gather enough clues to unravel the riddle of the destination and claim it for the annals of the Two-Bit Horrors. But be careful! The more clues you get, the more you'll pay for this priveledge!





In order to get clues, you have to interact with the other tour groups (which means leaving your own section.) When you run into a group that has more clues than you, they become the villains and will put you through some kind of peril from which you may earn a clue or two from them. (The group with fewer clues becomes the heroes for that encounter alone. If two groups have the same amount of clues, the one with the mastermind automatically becomes the villain. Otherwise, the two groups must hold a parley.)





There are several kinds of perils: ambushes, boobytraps and parleys.





Ambush: The villains get to send the heroes out of the section of the play area where the encounter occurs for a count of 20 in order to play out this one. They also get to tell the heroes what direction to approach from.


Then the heroes set themselves up and wait.


The villains get 1 bag of peril (a bean bag or small tied ball of fabric - something you can throw that won't hurt) each per member of the tour group per clue that the tour group has. So, if the tour group has 5 clues, each member would get 5 bags of peril to throw at the heroes. The heroes may run willy nilly within the section in which they encountered the villains, trying to avoid the bags of peril and get from the side they entered to the other side (or any cover they can find within the section where the encounter occurs), but they cannot leave the area.


Once the villains run out of bags to throw, the heroes stop where the area and the villains count the bags of peril at each one's feet. (You may bravely accept any bag of peril which seems to have landed partway between you and any fellow heroes, of course, but the villains have final say.)


The villains may assign 1 peril (see below) to each member of the group per bag of peril that landed at that players' feet. (nearby also counts. The villains get to decide what constitutes "nearby.")


A peril is a statement that describe the individual hero getting in trouble.


For instance:


You're stuck on a rope bridge


Each peril should increase the trouble of the one before it.


For instance:


You're stuck on a rope bridge


...that's so rotten it could collapse at any minute


The idea is to get the hero into a cliffhanger situation, where it seems like the hero has perished or is absolutely doomed.


(They escape next turn, of course, but that's up to them.)


It is okay, to doom the hero right away, but it's not very sporting.


For instance you could say: "You've been shot" or "you have a poison dart in your neck" or "The lava has engulfed you" right off the bat without explaining, for instance, where the shot, the dart or the lava came from. It's just not as much fun.


Once all the bean-bags have been accounted for, leave the heroes to their horrible fate with 1 clue, (it helps if you reveal the clue in a sinister gloat.)


	+1 clue if nobody got cliffhung


	+1 clue if any hero escaped without a single peril





After the villains slink off, gloating or not, the heroes must explain to eachother how they escape their indivual certain dooms. Any player who was not cliffhung may rescue 1 other player who has been cliffhung for free, thus saving the world from another lame explanation. Playing out the rescue can be fun.








Boobytrap: The villains must be willing to give up extra clues for this one, but it does delay the heroes.








Parley: The two groups talk things out and each goes away with 1 more clue than before.


During a parley, groups can trade members or equipment as well.





You cannot interact with the same tour group twice in a row.


