


ALL THE DAMN TIME
CREDITS

Written by Will Hindmarch

This playtest edition of “All The Damn Time” was made available at
http://www.wordstudio.net so that Fiasco players could stress-test
the playset and offer notes on actual play. Please feel free to weigh in
at the website with your own actual-play experience or questions.

Alternately, you can submit comments and questions via email at this
address: will.hindmarch@gmail.com

BOILERPLATE

This playset is an accessory for the Fiasco role-playing game by Bully
Pulpit Games.

This playset is copyright 2010 by Will Hindmarch. Fiasco is copy-
right 2009 by Jason Morningstar. All rights are reserved.

For more information about Fiasco or to download other playsets and
materials, visit www.bullypulpitgames.com.

If you’d like to create your own playset or other Fiasco-related con-
tent, we’d like to help. Write us at info@bullypulpitgames.com.

“When you play, play hard.” - Theodore Roosevelt
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THE SCORE
IT'S ABOUT DAMN TIME

Sam Howard is a time-traveler in a bad way. An incident with the
quantum flux conductor at work has pushed Sam out of time. Now
he’s slipping through space-time, drawn almost magnetically to key
moments in his past. He can only vaguely control it and, it seems,
once he comes into contact with himself in the past, his past selves
get unstuck in time, too. The trick is that Sam can only time-travel to
places and times with which he has personal familiarity; his quan-
tum echo (or something) reverberates through space-time. If Sam
goes somewhere through regular travel in regular time, he can revisit
it through time-travel. So, Sam-of-the-future has the most freedom to
move around (and knows everything Sam-of-the-past-knows), but is
at the mercy of Sam-of-the-past to shape his memories and history.

Time travel, it turns out, is a real son of a bitch.

HOW ITS PLAYED

Here’s the catch: You’re all playing Sam—Sams from different times.
This affects play in a few ways:

* Arrange the Sams chronologically around the play area, so it’s
easy to track which Sam is older than which and, thus, who
knows everything that past Sams know. This requires some
careful application and interpretation of the Relationships.

* Future Sams can be physically involved in scenes of Sam’s past
and, if you want a real fiasco, past Sams can travel into the fu-
ture, attracted by the quantum pull of post-incident Sam.

* Only one character—the future-most Sam—need be capable of
time-travel at the beginning of play. Or you can make everyone
capable of time-travel and start in the middle of the whole clus-
terfuck. It depends how big of a headache you want. The trick
is that Sam can only travel to roughly where there’s another
Sam. Something about quantum magnetism bullshit.

MOVIE NICHT

Back to the Future, Primer, The Terminator, Timecrimes, Donnie Darko



RELATIONSHIPS..
1 YOUNGER AND OLDER

(-] Sam the fearless and Sam the suspicious

[.*] Sam the eager student and Sam the impatient journeyman
[*] Sam the virgin and Sam the lover

[::] Sam the child and Sam who thinks he’s a man

Sam the schoolboy and Sam the young adult

Sam the wannabe scientist and Sam the wannabe millionaire

2LOVE AND LOSS

[-] Sam in love and Sam after years of regret

[.’] Sam the suitor and Sam the heartbroken

[] Sam the dreamer and Sam, taken advantage of
[:] Sam the up-and-coming and Sam the malcontent
Sam the night before and Sam the night after

Sam with everything and Sam with ashes

3 CRIMES AND SCHEMES

[-] Sam with the plan and Sam in a position to carry it out

[.’] The Sam who lies and the Sam who nobody trusts anymore
[+ Sam the criminal and Sam the punished

[:] Sam the pawn and Sam in disguise

Sam the victim and Sam the revenger

The Sam who done wrong and the Sam who enjoys the spoils



4 BEFORE AND AFTER

[-] Sam before the quantum incident and Sam after
[.*] Sam before meeting Abby Wright and Sam after
[~*] Sam before the expulsion and Sam after

[::] Sam before his father’s death and Sam after

Sam before the accident and Sam bearing the scars

Sam before the wedding date and Sam after the wedding date

SPAST AND FUTURE

[-] Sam the reckless and Sam wracked with grief

[.*] Impressionable young Sam and Sam out to make an impression
[] Sam the trusting young thing and Sam the bitter old bastard

[::] Sam, too young to know better, and Sam, who should be ashamed
Sam, at the outset, and Sam, who made it work

Sam when he gets the idea and Sam after his comeuppance

6 FAR FUTURE AND DISTANT PAST

[-] Sam, ancient and sure, and Sam the blank slate

[.’] Sam the disfigured and Sam the pristine

[~] Sam, dying slowly, and Sam, good as new

[::] Sam out to rewrite history and Sam out to choose his own future
Sam the triumphant and Sam the vulnerable

Sam, defeated and desperate, and Sam, full of promise

-.ALL THE DAMN TIME



NEEDS..
1 TO GET RESPECT

(-] ... from your father, who died back when

[.7] ... from the school that booted you

[] ... from Eric Schmidt, who tormented you for four years
[3] ... for the project they took credit for at work

... from Abby Wright, who you loved and wronged

.. from your past self, for who you are now

2 TOCETRICH

[+] ... off the idea that was yours in the first place

[.’] ... because you would have earned it if things had been different
['] ... so that this time-travel bullshit pays off somehow

[7] ... without feeling guilty

... so you can change everything

.. so you can keep the promise you made

TO CET LAID

.. when you should have, instead of when you did
.. to fill a hole in your life story
.. by Abby Wright, who you loved more than you said

.. one more time, back then, so you’ll always have the memory

I R T O

.. because otherwise you’ll wonder forever

.. to get your revenge



4 TO UNDO

[+] ... your expulsion from school

[.’] ... what you said to her

[7] ... the change you already made to your history

[7] ... the accident that killed him

... Bric Schmidt

... what your future self is planning

35 TO REDO

(-] ... that night with Abby Wright

[.’] ... what you thought was a mistake, but turns out to maybe be fate
['] ... the project at work, and change your career

[7] ... the accident that killed him

... your last encounter with Eric Schmidt

.. everything and start over

6 TOCET THE TRUTH

(-] ... about whether it was an accident or not

[.] ... about what your father would have said

[7] ... so you’ll know if you ever had a real chance or if it was fate
[7] ... about what would have happened, if you'd stayed

... about why she ever loved you

... about how it all turns out for you

-.ALL THE DAMN TIME



LOCATIONS..
1HOME

(-] In the street out front, when you were a kid

(] In the garage, the night you learned he was fallible

[*] The first night in your first apartment, when you said too much
(1] In the kitchen, after the funeral

Your condo, the night of that awful fight

The day they threw you out

2 WORK

[+] Just another day at your shitty fast-food job, you thought
[.*] The first day after the promotion

[*] The day you could’ve spoken up but didn’t

[z] The day those bastards in management stole your work
At the scene of the incident

On the last day of your career

3 SCHOOL

[-] The day you met that asshole, Eric Schmidt
[.*] The night of the dance, just before it went bad
[*] The day you got caught

[:] The day Professor Brown changed your life
The night of your class reunion

The day they threw you out



4 RECREATION

(-] Your earliest (not necessarily first) encounter with Abby Wright
[.*] At Lucky Lanes, bowling and pool hall, the night you gave up
('] In the room party after the show, when you took it too far

(3] At the carnival, when you were a kid and didn’t know better
At the museum, when you talked about the future

At the poker game, the night of the bachelor party

SINTERSTITIAL

[-] On the road, the night of the record thunderstorms

[.*] On the train, the day you realized but didn’t say anything
[*] In the airport, when you could’ve gotten on the plane but didn’t
[:] On the street, the night you got separated from the party
On the sidewalk, when you met by chance

On the escalator, when you passed right by each other

6 MILESTONES

(-] The day of dad’s wake, down at the bar

[.*] The night of the fire

[*] The first night you slept with Abby Wright

[:] The day the wedding was supposed to happen

The day of the accident

Your funeral
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OBJECTS..
1SECRET

(-] The porn mag they’ll find with an envelope inside
[.*] The “toy” you stole when you were eight

["] The bruises you hid from them

[:] The diary you were never meant to see

A gadget that’s common... in the future

The password that got you in

2 SORDID

(-] The condom you needed

[.’] A hotel-room keycard with a lipstick kiss on it, good for one night
["] Most of a bag of heroin

[:] Underwear intended for someone else

A bloody sponge

A body, dead or dying of an overdose

3 DANCEROUS

[-] A serrated knife with a notch in it
[.*] A can of gasoline and a flame wand
(] A live electrical wire

[:3] A car, careening out of control

A loaded gun from another time

A high place that’s not as safe as it was



4 VALUABLE

[-] A piece of art that’ll be priceless one day

[.*] An engagement ring worth $20,000

[*] The two-ton quantum flux conductor, worth $20.2 million
[:] Data on the flux induction protocol, proving time travel possible
$1.2 million in cash, spread out on the floor

A job offer worth $98 million over time

S SENTIMENTAL

(-] The car you drove back then

[.*] An engagement ring worth $300

[*] The lighter dad left you

[7] The scar you earned

An apology in writing or on video

A photo you will have lost one day

6 INFORMATIONAL

(-] A newspaper from the future

[.*] A forged diploma

[] A fingerprint, left in blood

[::] An ad or a sign on the side of a building

A voicemail message, perhaps overheard

A photocopy of the report they will file on you

-.ALL THE DAMN TIME



A TIMELY
INSTA-SETUP

RELATIONSHIPS ALL THE DAMN TIME

For three players...

* Sam the child and Sam who thinks he’s a man

* Sam the suitor and Sam the heartbroken

* Sam the victim and Sam the revenger
For four players, add...

* Sam making big plans and Sam after they fail
For five players, add...

* Sam, dying slowly, and Sam the pristine
NEEDS ALL THE DAMN TIME
For three players...

%* To get rich: so you can keep the promise you made
For four or five players, add...

* To get respect: from your past self, for who you are now

LOCATIONS ALL THE DAMN TIME

For three or four players...

* Recreation: Your earliest (not necessarily first) encounter with
Abby Wright

For five players, add...

* Work: on the last day of your career

OBJECTS ALL THE DAMN TIME

For three, four or five players...

* A job offer worth $98 million over time



NOTES

UNRAVEL THE TIME TRAVEL

Okay, so how the hell does this work? The trick is to remember that
every character is going to be part of two Relationships and, this is
important, that each relationship is open to interpretation. Any two
Sams might be separated by years, days, or even hours. Sam is sure
to go through a lot of phases as you map out his life (or some slice of
it) at the table. Notice that some Relationships are especially good for
wrapping around from the oldest Sam to the youngest. Others are
intentionally broad, so you can apply them to any pair of Sams.

Your story might be an intimate affair all about undoing one tragic
night in Sam’s life or it might be a sprawling, tangled catastrophe
reaching across years of ambition and regret. During play, you should
explore a combination of scenes that involve time travel and scenes
that don’t. Start with the youngest Sam and proceed forward, so that
you lay some groundwork for his story before you go meddling with
it through time travel.

Some groups may want to avoid replaying the same scene over and
over again—maybe you devise a made-up limitation on time travel

to explain why—but let your personal taste and narrative sensibility
be your ultimate guide. As long as you’re not boring yourselves, you
can’t really mess this up. Remember: Sam may not be as smart as you
are, so he may not see all the time-travel angles you do.

With any luck, the time-travel shenanigans raise some interesting
questions at the table about who gets the white dice and who gets the
black dice. On the one hand, future-Sam should want good things to
happen to past-Sam so that good things ripple forward in time. On
the other hand, the game is called Fiasco, and that’s not quite how the
dice work. No matter what happens, a certain number of black dice
are out there to haunt poor Sam Howard.

Interpreting the Aftermath can therefore be a little bit tricky. Keep
these things in mind: One, whoever has the most dice will get to
make the final “this is” statement, no matter where they are in the
timeline of Sam. Two, time travel may still be possible during the Af-
termath.* And three, paradox is a tool in your kit—things only have
to make as much sense as you like. Worst-case scenario: you end up
with a major, cosmic fiasco.

*(Or try this out: At the end of Act Two, the time-travel effect wears off and all
Sams return to their own times. The Aftermath shows them dealing with the
fallout of their antics through space-time—more power to the earliest Sam.)



