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)) Dragons and Mud Dragons

Dragons are areat creatures, majestic, vise, and wagical, possessed

of areat treaspres, fiery reath, jewveled scales, ferocioss appetites,
and knouledae beyond the ken of mortal man Once, they soared throh
the airs over the (and, leaving shadous wiles (ona, Sevovring whole her ds
ot sheep and cous, Kidnapping princesses, Semanding triste from even
the areatest of kinas and the maktiest of sorcerers,

Untortumately, ot even reqarding such triviaities as the sguare-cibe
(aw, the (ocal ecology cold scarcely support such aarqantian weaatapm,
let alone one that reproduced in clitches! Food pressure has driven
such the areat beasts to rear or total extinction, leaving only @ few
hvermating on the hghest wourtaintops, deep beneath the earth, and at
the bottom of the sea

In trvth, what with the ndpstrialization and ratiomlization and possivly
other ~alizations, there is (ttie place tor the draqons of A3 withn
the modern world,



T hat's wot to say thet draqomind has qone extinct, thosahl Far
trom it, they are wore wmerovs than ever. Evoltiomry presspre has
bred thew swaller, Sarker, and wore camoflavaed, resuting in the

common mpd Sraaon T raveler and farmers vill be +apiliar with these
creatures, toppng out at vearly two foot in length, (argely contert to
doze dreamly in Swmps and, a(fmﬁh %hq do lite occasional ankle and
sometimes haye been known to steal swall, shny dijects from chidren

and even, on one isolated instance, impersonated fer Hajesty T he Queen
ver the cowrse of three days (resuting in the nfamous "CHE NORE
CANDY" Act of I5T7Y), everyone can agree that they are mpch less of a
hassle than their (araer covsins.

Wud Jraqons have been knoun, thovah, to aet cravings that can only be
descrived as throvwacks to ther forwmer lory, from time to time,

When they are acting on such wmpilses, it is better ot to approach
thew wless heavily arwmed,

T beir exact wethods of eating and reprodyuction are, like those ot
thewr (araer cousins, somewhat wysterioss and possible Far beyond Opr
Fr agile nder st anding, bt that is hardly ot any accopt to a
repitaie bioloaist,



2) T he Gawe

You all play Md Draaons, vp to some sort of hjinks such as: stealns
candy £rom chidren, fighting aver shny lass beads, having a farting
cortest, tryng to captvre a princess, or wilding a +lying wachie.

Except for the OH, of corrse, who pretty mch jst exists to make
your (ite miserabe, G stands for Ginormovs Hudhole, by the way, bt
you already kney that from other role=playing qames.



3) Character (reatior

Haking vp @ Hud Dracon is super~simple. T his is whet you o

1) Record initial values of Patheticness, Laziness, Stupidity,
Clumsiness, and Petty Greed.

2) Roll twice on the Heritage and Name table

3) Roll on the Starting Loot table

4) Take two Tokens.

T he Attrigites

Pathetioess T hs measures the depths to which the Md Drasors
bood(ne has fallen. T o impress someone, scare someone, or breath
ittle farts of 4ire you need to 4ail a Pathetioness check.

Laziness: T is is the dearee of atvophy to what, senerations aqo,
were myscles that cold (Ht wourtains, T o (it something, push
something, or carry anthing a decent distance, you need to +ail a

Laziness check,

Stvpidity T his weasures the amopt of Seaeneration of the Hud
Dragons brains, T o successtully commmcate with a hwman, vse a word
ver tuwo sylades, or operate wachnery, the you need to fail a
stupdity check.

Clomsiness: T his measpres the awkuardness of the Mud Drasors form
T 0 sneax aromd, aet in a tiaht space, or +ly @ short distance, you



need to fail a Clywsiness check,

Petty reedt T his measures the Mud Draqons impuses to hoard
pretty thngs, T o avoid qoing atter the closest pretty thing
avaiabe, the Nod Drason mst fail a Petty Greed rol

Al attriotes start at lt, except for Petty Greed, which starts at

Il

3.1 Name and Heritage Table (Roll Twice)
Last Name Effect

Roll
1-2

~N 0w
0 O

9-10

11-12
13-14
15-16
17-18
19-20

First Name

Fire Heart

Swift
Stone

Ancient Blood

Poopy
Stupid
Watery
Goopy
Sleepy
Mud

3.2 Starting Loot Table

Roll
1-4
5-7
8-9
10
11
12
13
14
15
16
17
18
19
20

Loot

Uh, some mud?
Pretty Beads!

Two copper kopeks
A hawaiian shirt
Groucho glasses
Stained underoos
pointed stick
glass ball
magnifying glass
ten foot pole
quartz crystal
bone from a dog
Real Gold!

Not even mud

i A

-4
Wing -4
Claw -4

-4
Butt +3
Booger +3
Belly

Nose

Spleen +3
Worm +2

Patheticness, -1 Token
Clumsiness, -1 Token
Laziness, -1 Token
Stupidity, -1 Token
Patheticness, +1 Token
Stupidity, +1 Token

+3 Clumsiness, +1 Tok

+3 Petty Greed, +1 To
Laziness, +1 Token
Tokens, -4 Petty Greed

Suggested Effect

Nuttin'
Shiny!

Shiny and humans might want them
You look sorta human
You look really human

+2 Laziness,

-4 Petty Greed

-2 for combat

-2 Stupidity
-4 Stupidity

Useful!
Extra Shiny

-4 Patheticness
Super shiny, plus humans want i-
Extra-super nuttin'



) Scenario (zeveration

T he players aet toaether and roll on the +olloving charts, T+
they dont (ke their rol, they can ask the G to rol asain, bt then
the OH qets to choose between the tuwo resuts,

4.1 The Setting

Roll Setting

1-4 The Swamp

5-8 The Farmland

9-11 A Village

12-14 The City

15-16 On the Road

17 Haunted House

18 Dark Caves Beneath the Earth
19 An Abandoned Temple / Tower
20 Other Planes

4.2 What you can get

1-4 Boredom Alleviation

5-6 Credibility amongst Mud Dragons
7-10 Candy

11-13 Shiny things

14 LOTS of shiny things

15-16 Respect or Acknowledgement from a Human
17 Stuff about old Dragons

18-19 A Princess! (roll on the Princess Hotness Subtable)
20 Roll Twice

4.3 The Opposition

Roll Opposition

1-4 Your Own Ineptitude

5-8 Fighting Amongst Each Other

9 Other Mud Dragon Pack

10-12 A few humans

13-14 Organized group of humans
15 A whole kingdom

16 Monsters!

17 Magic!

18 Gods

19-20 Roll Twice



4.4 Your Plan Involves (two rolls)

Roll Thing

1 Brute Force

2-3 Sneakiness

4 Acrobatics

5 Fast-talking

6 Impressing a human with your draconic might
7-8 Indigestion

9 Really loud farting sounds

10-11 A device with more than three moving parts
12 Reading

13 A stripper

14 Lots of stupid non-shiny paper money

15 At least two different types of animals

16 Starting a Religion

17-18 Combat

19 Grave-robbing

20 Roll two more times

4.2.1 Princess Hotness Subtable

Roll How hot?

1 So beautiful that all men who look upon her are
instantly struck mad with longing and must wander the
world singing her praises and commit themselves to her
every whim.

2 So beautiful that even the sun, moon, and sky are
jealous of her beauty.
3 So beautiful that to look upon her is to love her, and

princes from as far away as Arabia have sought her hand
in marriage.

4 So beautiful that flowers and grasses spring up when she
walks, and her voice is more lovely than the song of the
nightingale.

5 So beautiful that the greatest poets of the land cut out
their own tongues for shame.

6 So beautiful that her father has hidden her away from

the sight of any other man for fear of losing her.
7-9 A massive babe.

10-11 Like, totally hot.

12 Penthouse letters hot.

13-15 Pretty cute.

17-16 A nice smile.

18 Really great personality.

19 Actually, not so great of a personality.
20 Roll twice.

The Cheat and ct straight to the Princess rule
I yovre ony playing the qame for one session, just a0 ahead and
23d a princess to whatever stakes you rolled



$) Playing the awe

T be players play their Mud Draaons vp to whatever the scemrio
dictates, T he GH plays all the other parts of the ewiv oment,
including other Mud Draaons, hwmans, and assorted other things that
the Nud Dragons encorter in the world. T he players job is to play
their qooty Sraqons and pursve the scenario qoals with vigor. T he GHs
job is to wake the draqons (es even more Jifficult.

Doing T bings

T he Sraqons vill prowdily wart to attempt some things which are
ovtside of ther (admttedly gute weaser) matural capacities. When
doing ths, the player mst first state what ther draqon is hoping to
acheve (connce the man to (et him by, climo over the wall, catch the
sheep +rom behind, whateyer) and what attriote they think is most
likely to qet in their way. T be A sets to qive final say over what
attrinte is vsed, thovah

T ben, the player rols a die. 3 the roll is (ower than or egual to the
attriote vale, the attrinte has succeeded — the draaons (ower
natyre wanitests and he 4ails miserably, I+ the roll is hisher than the
attriote vale, the attrinte has failed — the draqgon has actialy
called on sowe of his A3 heritage and succeeded throvgh a shocking
reserve of competence. Either way, the player and GH work together
to descrive the ovtcome



However, the player may choose to atter the resit atter the rol H
the player spends a token atter the attrinte succeeds, they can
nrvate how, despite the drasons total weptitide, they mamae to
succeed in spite of thewselves. H the attriate fails, the player may
choose to qain a token, in exchanae for describing how, despite the
sudden competence of ther Sraqom, they fail arpay,

Another attempt at the sawe thing or a siwilar thing mst be hindered
by a ditterent Attrinte and aets a ~t to the rol. Another thing
which is belped by a previovs successtul roll aets a +¢ to the ral

Tn addition, @ roll can resut in injury (Hl to an attriote) at the G4s
discretion, it oy it the attrivte succeeds.

Comyart

Comiat works in three phases, each of which is just an ordinary "oing
thngs' test. Combat can be ysed to resove any disputes — the qval is
to get the other avy to back Soun I the qoals is actialy to hrt
and K the other person — well, g0 play any other role=playing qame.

Consider this an example of how an extended contlict cold work, For
wstance, you cold easily nsert a "mame=callng" phase betore "postyring'
that woud be Stypdity based,



Stace one: Posturing, T he vitiator of the conflct starts by waking a
Patheticness test. I he wins = he won the contlict and the other qvy
backs Soun. H be (oses, the other quy wins and he backs oun I
that's fine, end, H the avy who backed Soun Spesrt wart to, wove to
the rext stage.

Stage two Whacking at each other, iitng of andles, Whoever lost the
(ast stage rols against Clmsiness, with the vsval ~f penalty. H he
succeeds, e wins the fiaht and the other quy backs Soun H he +ails,
be (oses the fight and backs dpun feqardless, whoever (ost qets hrt
and tares a +| Clymsiness penalty (permanent) I the avy who backed
Soun Spesrt wart to, move to the revt stage,

Stage three Wrestlng, Now the fight is on the aromd. Whoever (ost
the (ast stage rols asainst Laziness, with the vsval ~f peralty. I he
succeeds, he wins the fight and the other quy calls vcle. H he fails, he
(oses the fight and cries uncle. leqardless, whoever (ost qets hrt and
taces a + Clymsiness penatty (permanent) T his is the final stase. Vou
cart keep qoina further.

Shiny T hings

Petty Greed is a it of a strame attriote. Vou vsualy Sonit rol
aqainst it to o stutt. lather, any time you are trying to do
something when there is @ shiny thing readily avaiable, you reed to
vercowe your Petty Greed first. bood (i dote that Md Drasons



have (ittie sense ot delayed aratitication — they vill pounce on a
copper kopek at hand rather than try to set the pile of 908
forther away,

Wot—vecessarily—shin—things
I you can vse an diject to bhelp you, you qet between +2 and +¢ on yor
roll. 3 you actvally find a vse tor swamp md, it's aluays .



6) Other StUff

E x perience

Every time you spend a T oken, it aives you an experience. Fn addition,
everyone aets T experience at the end of the scemrio, f if you actially
accomplished your qoa(s, b if you successtully diducted a princess.
Lastly, if everyone agrees on one player who was totaly awesome that
session, e that player 3 extra experience,

You can spend tuwo experience to lower an attrite by one, or one
experience to raise an attriote by one.

T rowvack

T a player has no T okens rewaining, it really warts to succeed a rol
that they just failed, they may opt to T wovkack, T heir Mud Dragon
mantests it's trve draconc heritace. Al attrintes Srop tol T his
ettect (asts vrtil the end of the scene, when the nowareat dragon
st ,ﬂ&/{’ £rom Ws mSdy br ethren, boyd for 7;/@&1‘ t s, T he N
nrvates how he perishes in a particharly ewoarrassing ey,

T rowkack is agtomatically trigaered it any Mud Dragon rolls over his
attriote s tiwes in a row, or if any attriate qoes below 5



E whgarrasswent and Death
It any attriote qoes to 2, the Nd Drason s either dead or just so
whawpied that they cant participate in the rest of the scemrio

Easy Cowe, Easy o
Each Nud Dracon may only keep tuwo thinas, Al other things are (ost,
foraotten, destroyed, or spent between scenarios.



/) E xawmple
Anders, en, and Calder sit Soun to play some On 7 he Ecology and
Lewasioy of the Ayd Dragon Hnders is O,

Ben makes a character. fe rols |, 7 and B, fle is playing Fire Sutt, who
starts with a ponted stick. #is attrintes are Patheticess BB, Petty
treed ll, everything else If. He qets T tokens,

Calder also makes a character. He rals 7, b and 1. He is playing Sleepy
Wing, who starts with two copper kopeks. tis attrintes are
Patheticness lf, Laziness 17, Stupidity I, Clomsiness 10, Petty Greed
fe also sets two tokens,

How that characters are made, it's time to Setermine the sitvation
Calder says that len has to roll first, becavse he wrote the dam
qape. ben rolls a [0 — the sitvation is in @ villase. No one winds, so
there aredt any rerolls. Calder rolls next and gets a lf — what the
dragons can aet is (O] § of shiny things, Calder really warts to shoot
tor a Princess, thoh, so he asks Anders to rerol. Anders rolls a l
— Boredow alleviation Being, as all qo0d GHs are, mtyraly sadistic, he
takes his oun roll. en shoots Calder a dirty (ook.

Now Ben volis tor the opposition and aets 7 — fighting amonast each
other. e, too, qoes for the reral. Anders rolls a 5 — an orqmnzed

arone nf wans. and kKee o< it



Finally, both en and Calder roll 4or elements of their plan. T hey qet
a5 ard a 1 — fast~talking and really (ovd farting somds. sen asks
for a reroll on the S — he doesit (ke how that wores opt, Anders
rols a lf — lots of stupid vorshiny paper money, fe keeps the fast=
talking, instead,

Anders giickly jots Soun the scemrio — a arovp of bidogists +rom
the Royal Society have travelled ot to the swamp to captire some
specimens of Hud Draqons, T he umitting Mud Drasons are soing to amp
it thew when they come ito town He doestt worry aiovt the fast=
talking and +arting somds, T hose are for Ben and Calder to work ot

Sometime n the qame, Fire Butt and Sleepy Wing pond on @ farwmer's
door, trying to seek shetter for the manc bidogists. Fire bytt, apt
to his nawe sake, starts making horrible qr oanng Somds and #arﬁm
noises, while Sleepy Wing tries to explain to the farmer how his +riend
(s Sick and needs help, Calder tests asainst Sleepy Winds Stupidity
(since he is trying to commmcate with a hman), Calder rols an Il — the
attriete wirsl te Jdecides ot to spend a T oken, and so Sescrives
Sleepy Wing saying "vh. pretty hmwan. vh. sick. so hot! and the aging
farper's vite takes that as a pick=yp (ine and is offended, Anders
says that she starts screeching (ovdly and beating him doout the head
and shoders,



Ben still warts to try to qet inside, so Fire Butt tries to look so
mpressive that she backs doun and (ets thew in fe rols aganst
Pathetioness, roling a It, whch would be a victory, except tor he qets
2~ penalty becayse he's trying somethng a second time. #e decides to
spend a token, and so Fire Butt succeeds Sespite hmselt. fe
descrives how his attempts to ook fearsome are so vmelievably cute
that the farw uite oohs and ahys and qrabs thew both and pull them
wside. ben marks Soun one experience for the spert token



