SAM & MAX
Freelance Police

an RPG for FUDGE by James Wedig
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1. Introduction

SAM: Wake me up is there’s a fire, Max.

MAX: Funny you should mention that, Sam.
This game is kind of a mix between Toon* (for its silliness) and HoL* (for the more disturbing qualities). For those of you who don’t know what Toon and Hol are, I’ll explain. Tonn is a role-playing game of the cartoon world. It’s meant to be fast and extremely silly. HoL is just plan messed up and is definitely for the strange of mind. This game creates the disturbing, sarcastic, cartoon world of Sam & Max. This is not meant to be a serious system, and should in no way ever be treated as one. The rules are short and simple to allow complete flexibility of both the GM’s and the Player’s demonic little heads.

* Both Toon and HoL are registered trademarks of their respective publishers.

2.  Disclaimer
The following material based on FUDGE, entitled SAM & MAX: FREELANCE POLICE*, is created by James Wedig and made available by James Wedig, and are not authorized or endorsed in any way by Steffan O’Sullivan or any publisher of other FUDGE materials. Neither Steffan O’Sullivan or any publisher of other FUDGE material is in any way responsible for the content of these materials. Original FUDGE materials ©Copyright 1992-1995 Steffan O’Sullivan, All Rights Reserved.

* Sam & Max: Freelance Police are the creations of Steve Purcell but the rules for this game are created by James Wedig.

3. Special Thanks
I following people and groups contributed to the creation of this game (possibly unknowingly). They are in no particular order.

· Steve Purcell for creating those two lovable infestations, Sam & Max

· Lucasarts Entertainment for creating the Sam & Max Hit the Road video game that first introduced Sam & Max into my life.
· Steffan O’Sullivan for creating FUDGE which has allowed me to create this demonic little game.
4.  Character Creation
SAM: Hey, where do you KEEP that gun?

MAX: None of your damn business, Sam.
Character creation is much simpler in Sam & Max: Freelance Police then in most other systems. Character are defined by a very few simple traits. Rather then having a list of defined attributes and skills, all those abilities are lumped into a few simple traits.

Traits can be different for each character. One character could have a completely different set of traits from the next character. Players will create traits for their characters as they see fit for their character concept. 

Characters start the game with four traits at a rating of Fair. They then have two free levels to add to these traits. No trait can be lowered below a rating of Mediocre.

Characters also have one Gift and one Fault. These are exactly the same as the normal gifts and faults mentioned in the FUDGE rules. However, a character’s gift and fault should be related in some way to their traits. There is no trading of traits allowed. Remember, this is a game of rather odd cartoon humor, serious gifts and faults aren’t nearly as much fun.

5.  Action Resolution

SAM: So where’d you park the car, Max?

MAX: I don’t know. I couldn’t see over the wheel.

SAM: That’s okay. I think I can smell it.
See the Action Resolution section (Chapter 3) in the FUDGE rules. I am not specifying any rules for action resolution. So you’ll just have to figure that one out on your own.

Any time a character is performing an action, they roll with their appropriate trait against a GM determined difficulty. If a character does not have a trait that seems appropriate to the task, they roll with a default value of Poor.

6.  Combat
MAX: Make sure you wind-up enough. I don’t want to have to do this twice.
Combat is very simple. Simply roll the attacker’s appropriate trait against the defender’s appropriate trait in an opposed action with 2dF. If both rolls tie, there is no effect.

Each character has a number of “hits” showing how much punishment a character can take before they are knocked unconscious. Every character has at least three “hits”. If a character has a trait that would logically improve their number of “hits” (like toughness), add the positive result to their number of hits (so having toughness at Good+1 adds +1 “hit”). If a gift seems logical, add +1 “hit”.

Once a character has been hit in combat, the outcome of the attack is subtracted from the character’s “hits”. If their “hits” are reduced to zero, they are rendered unconscious until the end of the fight when they regain all their lost “hits”. If a character has a weapon, they add the damage of the weapon to the outcome of the attack.

7. Running Sam & Max: Freelance Police
SAM: Well, here we are in the Philippines!

MAX: Drawn without reference material apparently.
Sam & Max: Freelance Police is not your typical role-playing game. It is a game of disturbing silliness: a sort of sick adult cartoon world where characters do not have to think about the consequences of their actions too much.

Campaigns should be very, very loose. This is not the type of game to have a complex plot of in depth characterization and puzzles. It is a game used to have a little fun and cause a little chaos. A very simple idea for a plot is all that is needed. Just make up the rest as you go along and be sure to through in the weirdest, strangest, and most disgusting things you can think of. If you just keep barraging your playing with weird crap, it’s a lot more fun.

8. Sam, Max, and Other Characters
SAM
Witty Dialogue : Good

Shoot Stuff
   : Fair

Bite People
   : Fair

Driving        : Good

Gift  : Dog Scent

Fault : Hates being called McGruff

“HITS”: 3

MAX
Hidden Pocket : Fair

Iron Stomach  : Good

Shoot Stuff   : Fair

Harsh Sarcasm : Good

Gift  : Tough Hide (+1 hit)

Fault : Doesn’t wear clothes

“HITS”: 5 (+1 hide, +1 stomach)

The following are a few characters I made as examples. They can be used as player characters or not.

GUIDO
Bludgeon People    : Mediocre

Tough Guy          : Good

Intimidating Grunt : Great

Eat Metal          : Fair

Gift  : Very Large

Fault : Can only grunt

“HITS”: 5 (+1 large, +1 tough)

GUIDO is an 8’ tall, 4’ wide bipedal toad. He usually just wanders around the city terrorizing everyone and eating small metal objects. He was befriended by SPUD who in turn uses him for his own personal gain.

SPUD
Command Guido : Great

Bite Hard     : Fair

Run Away      : Fair

Comic Books   : Fair

Gift  : Extensive comic book collection

Fault : Spoiled brat

“HITS”: 3

Spud’s real name is Barnaby Shnerdly. He is the spoiled brat of a child of two completely oblivious parents who buy him whatever he wants whenever he wants. Only on one occasion did his parents say “no”. That is when Spud found Guido and started his reign of terror.

ZIPPY the WONDER BEAVER
Pound Stuff with Tail : Good

Wood Carving          : Fair

Carnival Games        : Mediocre

Pick Pocket           : Great

Gift   : Sharp Teeth (+1 damage)

Fault : Whistles through teeth when talking

“HITS”: 3

Zippy is a greedy little pickpocket of a beaver who runs with the local carnies. He operates one of the game booths where he rips off customers with ridiculous games with sharp objects that cannot be won.
