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Welcome

So, there you are, sweltering in the
heat, loolzing for a way — any way — to
cool off. Sudclenly, with the sound of
trumpets, a swimming pool appears
over the horizon. You 1eap to your
You've
ﬁgurecl out a way to beat the heat!

feet and shou’c, “eurekal”

You'll throw a live action roleplaying

game.

O

PRAWN is the live action game of

seafood. Players can create their own

The Tank ac’cuauy is. That secret is
revealed a bit later on; only read it if

you plan to run the game.

Your TM Staff
A T™M (Tanlz Master) is a person

involved in running the game.

Much as you would like to run

PRAWN all ]oy yourself, you simply
cannot. PRAWN runs best with
three TMs. The Diver TM should
stay in The Tank with the players.
Since costuming is difficult in a
swimming pool, let the players know
that the Diver TM looks like a man in
an old time (living helmet.

The Horde TM stays in Horde
Central, an area out of sight from the

swimming pool. The Horde TM is in

characters as long as those
edible ]:)y
humans, and can fit in a
large fish tank. For best
results, PRAWN should be

held in a swimming pool

charac’cers are

with a hot tub or sauna
nearl)y, but it can be held in
a normal room if you reaﬂy

PRAWN is a very
siHy game.

PRAWN is set in The Tank.
The players are fish who live
in The Tank. Note that
“fish” can refer to

amphi]:)ians , mammals , . or

actual fish. All denizens of
The Tank are called “fish”

no matter what their genus

want.

or species is.

There is a secret as to what

Safety First
Running PRAWN does not give you the right

to avoid the basics of water safe’cy. You must
have a 1ifeguarcl on duty at all times. Allow
players who are getting cold or crarnpecl to
leave the pool. Don’t run near the pool.

Don’t dive into shallow water. Be careful.

Lileewise, leeep the game to the shallow end of
the pool, especiaﬂy if you have players who
cannot swim. The one exception is if someone
is to fall into the pool. That should be a
person who can swim and it should happen in

the deep en(l, away from the players.

Follow all instructions and rules of the pool
you use. The rule of Safety First is the most
important rule of PRAWN. If you fail to run
the game in a safe manner as we have
presen’cecl, then you are not fouowing our rules

and we are not responsi]ale for your reckless

behavior.
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charge of the Horde of Non—Player
Characters (NPCs)
denizens of The Tank.

The Coordination TM makes sure
that the Hoard and Diver TMs both
know what is going on. The
Coordination TM tells the Horde TM

of plo’c developments, and warns the
Diver GM about timed events.

Who are not

Prop Collation
FOI O]DViOllS reasoms, PRAWN (JOGS

not use item car(ls, after aH, how well
will index cards hold up in a

swimming pool?

or the most part, these props are
For th t part, these prop

pretty inexpensive and are easily
available from your local hardware

store or discoun’c store.

You will need to collect the foﬂowing
props before you run PRAWN.

#¢ A Treasure Chest. This will go
at the bottom of The Tanlz, so it
cannot be made of paper. A
plastic box filled with sand will
do, although if you can find
waterproof “treasure” that's even
better. “Mardi Gras beads” work
well.

#¢ A Pair of Hands. These are
no orclinary hands, however.
The hands need to be at the
end of 7 foot poles. We
used PVC tul)ing and
S’cyrofoam to make the
hands. (The hands
themselves were 3 feet
1ong). If worst comes to

worst, you can ]3uy 7’ tubes

of PVC and use them as the

hands. PVC can be found in the

plum]oing supplies section of your

local hardware store.

Hit Points. Players need to lzeep
track of hit points. We used fish
shaped lzey chains (availal)le from
the Oriental Tracling Company)
on safety pins. Players could
then safety pin their hit points to
their ]Jathing suits. Assume that
you will need 10 hit points per

player.

Food. The characters need to be
fed. We used the long tubular
foam pool floaters that you can
find at
merchandise ~ stores in  the
summer. We then cut those
floaters into roughly hand-sized

most cliscount

sections and then safety pinned
the hit points to them.
Important: No matter what you

Very

use for fooa{ you must pfzysjca]]y
attach a hit point to it.

Inflatable Pool Toys. You don’t
reaﬂy need these, but they are fun
and add a great deal to the game.
You can get cheap inflatable toys
at your local dollar store (or the
local equivalen’c thereof).
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2t A Large Starfish. It starts the
game ]geing hung on a wall or
ceiling. It ends the game in the
pool. It can be made of foam or
some other ligh’c su]ostance, as
long as it can survive ]oeing

immersecl in water.

Player Characters

In PRAWN, players can create their
If you have the
opportunity beforehand, you can give
individual I)aclzgrouncl

information and create special plots

own characters.
players

just for your characters.

If not, we have a number of generic
plots that you can plug characters
into. We also have a number of
pregeneratecl characters, enoug}l to
player game of

run a sixteen

PRAWN.
Set Up

In order to facilitate putting together
character paclze’cs and setting up the
have put the
instructions in a handy s’cep-by-step

game space, we

checlelis’c formation.

After you have completed a step,
check off the box to its left. This will
help you lzeep track of what you've
done and what you need to do.

Before The Game

Gather the props as mentioned in

prop collation.

On Treasure Chest

A Pair of Hands

Ten Hit Points per player.

Three Food Items per player.
A foothall.

(I Wy O Ry W

O A large starfish.
Q Opfz'ona]: A ]arge white ball to

represent a pear/.

Q Opfiona]: A sfap/er or paperc/ips.
Destroy This Book
That's right.

this book must be split into sections
and distributed to players. You have

two choices. You can either:

Fold this book across the spine (fold
it back and forth a few times to make

a nice crease) and cut down the spine

A significant part of

to put it into individual pages.
Remove the staples before cutting.

Or, if you prefer to lzeep the book

intact...

Pho’cocopy this  book. You can
pho’cocopy it double sided if you wish.

Interactivities Ink Limited Srants
purcﬁasers of this hook permission
on/y to pﬁotocopy this book tor
purposes of running the Same
themselves. It may not be a/up]jcaz‘ea/
for an y other purpose.

Once the book has been torn into
pages, it needs to be separa’ced into
parts. All pages before page 18 are
part of the TM information.

Q Staple or paperclip the TM

information pages together in the
upper right hand corner. Keep
this with the Horde TM. The
pool TM won't be able to use it

in water.

O The information sheets follow the
TM info. Put those aside for

now.
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O The character histories come

after the sheets.
Bach character history is one
single sided page.

information

Character Packeis

The character histories will be given
to the players. We suggest you put
cach one in an individual envelope.
You can also use the same envelopes
to hold the other ’chings you are giving

players, such as information sheets.

o 0f you have character envelopes,
write the name of the character
(it appears in large type at the
start of each his’cory) on the
outside of the envelope. Place
the character history in  the
envelope. Don't seal these

envelopes.
The Information Sheets

All players get the sheet entitled
“PRAWN: Player Hand out.”

O Photocopy pages 18 and 19

twenty times. Place one copy in

each character envelope.

Only certain characters get the other
This is listed in
the introduction to the pregenera‘ced

information s}leets.

characters on page 27.
a Photocopy the Sharks

information sheet four times for
pregenera’ced characters, more if
generatecl

you have player

characters.

a Photocopy the Jets information
sheet five times for pregenera’ce&
characters, more if you have

player generated characters.

O Photocopy the Katie-Lou
information sheet four times for
pregenerated charaoters, more if
you have player generated

characters.

d Pho’cocopy the Da Squicl
information sheet six times for
pregenerated Charac’cers, more if

generated

you have player

characters.

Plot Hand OQuts

The Plot Hand Outs ]oegin on page
24. These are for players who create
characters. The
pregenerated characters have the plo’c
hand  out their
character sheets.

their own

information in

a If you have player genera’ced
characters, photocopy the plo’c
hand outs. Cut them apart, write
the appropriate character names
on them and distribute them as

appropriate.
Character Envelopes

If you have procluced character
envelopes, your job here is easy: place
the appropriate information sheets in
the character paclzet. If not, attach
the sheets

toge’cher with paperclips.

and character histories

You can find a list of which
pregenerated character gets which

information sheet on page 27.

Rememéer, all characters get the
“Welcome to The Tank” information
sheet.

If players are creating their own
characters, you should give them a
sheet that lists their shticks and any
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l)acleground information ttley may

require.
Placing Props

a If you are using the peart, place it
in the treasure chest.

d Place ttle treasure chest in ttle
pool.

O Hang the 1arge starfish on a wall

or from the ceiling - easﬂy in sigtlt

of the Tank.

Q Put everyttling else in Horde
Central. Matze sure ttle Horde
TM knows where it is.

Runtime Mechanics
The Horde

The Horde are a group of non-
player characters who play the
humans and other non-fish in
the game. A good game of
PRAWN should have about five

to seven Horde memljers.

The Horde

separate staging area where the Horde

should have its own

TM can organize the goings on.

Hor(te
characters per se. Ttley are ttlere to

memt)ers are not reaHy
go in, play a smau part, and leave. A
single Horde member migtlt play
several clitterent parts over ttle course
ot ttle game.

To the Horde Characters, the players
are fish in a 1arge aquarium. The

setting is a ta_ncy seafood restaurant,

and the Coordination TM is the
Matre’ D.

AH Hor(le players 5110111(1 remem]aer
that ttley must speate in git)t)erish.

(Tl‘rey can thisper to each other if

tl‘rey reaHy need to communicate.)

Ttley should also 12eep in mind that
ttley cannot understand the fish.

Some fish may have Shticks that let
In that

memt)ers to

them understand humans.
case, Iinstruct Horde
thisper to the fish player what their
git)t)eristr means.

Also some tisl‘r can leave the Tank.
Any Horde members who see fish
outside the Tank should

appropriately.

react

Horde Characters

Do not feel the need to limit yourselt
to the touowing list of Horde
characters. If you have an idea for an
interesting activity, feel free to add

your own characters.

The characters here are (tesigne(t to be
cut out and given to your Horde

memt)ers.

See the timeline on page

sctledule ttle Horcle ctlaracters.

7 to
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0:15 Father

You are here to order a delicious
crab dinner. You should go in with
your £ami1y and get a table from
the coordination TM. You should
all sit at the table and then order
dinner. Point into the Tank if you
wish. A bit later, Mr. Pinchly

shoulcl l)e puuecl £rom the Tanlz
and will die. Bon Appetite!

0:15 Mother

You are here to order a delicious
crab dinner. You should go in with
your £arni1y and get a table from
the coordination TM. You should
all sit at the table and then order
dinner. Point into the Tank if you
wish. A bit 1a‘cer, Mr. Pinchly
should be puﬂecl from the Tank

and will die. Bon Appetite!

0:45 The Cat

The coordination TM will come to
the Horde area to let you know
when to come on. You will need
someone with a Hand to follow you
or you will need to carry a Hand
yourself. You may want to carry
some Food to entice fish to get
Keep the food,

close to you.

though.

Walk around the Tank, howling
1ou(ﬂy. If a fish comes close, bat at
the water near it. iny gral) a fish
if the player gets reaﬂy stupid. Any
fish you gra]g should be dragged out
of the Tank and caten.

After a  few minutes, the
coordination TM will return to the
Tank area and chase you out.
Remember not to run in the pool

area.

0:15 Child

You are here to order a delicious
crab dinner. You should go in with
your £ami1y and get a table from
the coordination TM. You should
all sit at the table and then order
dinner. Point into the Tank if you
wish. A bit 1a‘cer, Mr. Pinchly
should be puuecl from the Tank

and will die. Bon Appetite!

1:00 Kid One
You and Kid Two have decided to

practice passing a football around.
Toss the foothall to each other
gently. You want each other to
catch it. Do not run! After a few
passes, throw the ball to Kid Two,
who will miss and fall into the pool.
When that happens, leave.
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1:00 Kid Two
You and Kid One have decided to

practice passing a football around.
Toss the foothall to each other
gen’cly. You want each other to
catch it. Do not run! After a few
passes, you should miss catching
the ball and fall into the pool.
Avoid £auing where there are
people, and try fall into the cleep
end. If diving is not permitted at
the pool, do not fall into the pool,
but climb carefuﬂy instead.

When you enter the pool, yeH out

“CRASH!” to simulate the walls of
the Tank smas}ling . The
coordination TM should announce
a ten-minute break. Leave the pool

area and (ll'y yourself O££

1:55 APET Member

You are a member of Animals are
PEople Too.

rescue your £ishy brethren and set

You are here to

them free in the sea. You must use
the Hands to grab as many of the
players as possi]ole. Spealz to them
in gi]oberish, but make it clear that

Jchey are l)eing rescted. There may
be several APET members.

Timeline

The timeline is set in minutes after
game start. A ’cypical game of
PRAWN lasts for about two hours.
Feel free to add or remove events

from the timeline as you see fit.

156 - A Famﬂy comes in and orders
crab.  Mr. Pinchly (a secret Horde

plan’c) is removed from the tank.

:35 — Feeding. See below.

:45 — The cat comes in and should
howl louc”y and try to get fish. After

awhile the Coordination TM should
shoo it out of the pool area.

1:00 — Two kids come in and start
tossing a foothall around. Tt either
lands in or one of the kids falls into
the tank. There is a sound of glass
smashing and it is announced that the
tank is broken and water is spiuing
out onto the floor. Have a ten minute
break to deal with the mess. People
can get out of the pool during this
time. This is to schedule a chance for
people to leave the pool, relax, use the
facilities, what have you.

1:10 — Break’s over. They are in a
new, comple’cely repaired tanlz, but all

fish have lost 1 Hit Point.
1:25 - Feeding. See below.

1:40 — A Starfish falls from the slzy.
Take the large starfish prop and toss
it into the Tank. The character to
whom it lands closest is The Chosen
One for the Friends of Katie-Lou.

1:55 - The APET (Animals are
PEople 160) Raid. Have all the
Horde come in yeHing gibberish.
Bring the Hands. Have them catch
fish and clrag them out of the Tank.
All the fish are transportecl to the

Sea. Game over.

Feeding
There are two feedings during the

game. [wo Horde members come out

Wit}l hands ancl another comes out

with a large trash ]3ag of food. You
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should have one piece of food for
every player in the game.

Have the food handler quiclzly toss
the food out to the players. The food
handler should try to spread the food

out a bit instead of clumping it, but
the process should be handled quiclzly.

Whenever there is a feecling, the
Hands should be l)rough‘c out as well.
This way the players cannot tell the
fee(ling and

removal and cannot tell if they need

difference ]:)e’cween

to be close or far away.

Note: After the £eeding, the leader of
the gang (Sharlzs or Jets) that controls

the Tank gets three extra food. Just
hand them to him.

Some players also have Shticks that
allow them extra food after a feecling.

Also remember: after a feeding, if a
fish has not eaten at least one foocl,
that fish loses one Hit Point. Make
sure to check with the players to see if
any of them didn’t eat.

Removing A Fish From The Tank

Whenever you need to remove a fish
from the Tank, for example Mr.
Pinchly, you will need two Horde

members to manipulate the Hands.

The Hands need to be wielded with
care. Horde members should practice
with them in the Horde area before
using them on the players.

The Hands should be wielded gently.
A simple tap or brush with the Hands
is sufficient. Under no circumstances
should people attempt to hi’c, slap, or
otherwise hurt people with the Hands.
Likewise, the players should aim for

the back. Avoid hit’cing someone in
the face with the Hands.

Whenever the Hands are l)rought out,
]:)ring out the Lag of food as well. This
way the players cannot tell the
feeding and

difference  between
removal and cannot tell if they need

to be close or far away.

Unscheduled Events

These events can be added to your
game if you feel it is going slowly.

Feel free to add your own events as

well.
The small child will require a Hand

and some food. After a few minutes,

the coordination TM should chase the
child away. But don’t run!

Smatt Chitd
You are a smaﬂ child who has been

left alone to wander around the
restaurant. You spy the fish tank
and are fascinated with the fish.
Go and watch them, cooing and
shrielzing in gil)l)erish.

You should also have some food,
which you can throw in to feed the
fish, and a Hand. If a fish gets too
close, you can try to gra]o it. If you
do, shriek and immedia’cely let it
go.

If they start getting too close and
curious, when you gra]a a fish,
remove it from the Tank and drop
it. Tt will pro]:)a]:)ly die unless it is

rescue(l.
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Towards the end of the game, a

second group could arrive to order
fish. This time, the hands should

gra}) whatever fish is convenient.

Dinner Pariner One

You are here to order a delicious fish
dinner. You should go in with your
£amily and get a table from the
coordination TM. You should all sit
at the table and then order dinner.
Point into the Tank if you wish. A
bit 1ater, a fish should be puued from
the Tank and will die. Bon Appe’cite!

Dinner Partner Two

You are here to order a delicious fish
dinner. You should go in with your
£amily and get a table from the
coordination TM. You should all sit
at the table and then order dinner.
Point into the Tank if you wish. A
bit 1ater, a fish should be puued from
the Tank and will die. Bon Appetite!

Conditional Events

These events happen based on player
actions. You can try to pus}l the
players to certain events, but don’t
overdo it. Players do not like })eing

shoehorned in LARPs.
Katie-Lou Rises

At some point cluring the game, you
will throw the 1arge starfish into the
pool, causing the Friends of Katie-
Lou to encircle the Chosen One, do a
clever chant, and kill him or her.

Once that happens, the treasure chest
at the bottom of the Tank should
burst open and Katie-Lou should rise
up. Katie-Lou is a cute young girl
who will grant cach Friend one wish.
Yes, any wish is permissil)le, except

Katie-Lou will
ac’cuauy act in the character’s best

for more wislles.

interests, and will not deli]:)erately

misinterpret the wish. You will need a

TM to handle all of this.

Katie-Lou

You are the young, adorable Katie-
Lou. You have been asleep for some

time in the treasure chest in the

Tanle i

But now, some clever fish have

WOlQeIl you up. YOU_ WlH rewar(l each

fish with a wish and then leave the
Tank.

You are a young, cute girl, and you
are help{‘ul and kind, so you will
grant what the fish want, and
interpret their wishes to their favor.

They may not ask for more wishes.

You start the game in the swimming
pool. You will need a TM with you
to help grant the wishes.
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Gang War

At some point, the Sharks and Jets
will rumble. It is up to the fish
involved to decide who wins the gang
war, but as a TM you should know
ahead of time what the conditions are
for victory.

You may wish to have a TM available
at Jche ruml)le to help coordina’ce the

com]oats.

The winning gang of the rumble now

can claim the Tank as its turf. Keep
that in mind for future feedings.

[ eaving the Tank

Fish who leave the Tank lose one Hit
Point every five seconds. When they

lose all their Hit Points, they clie,
outside of the Tank.

If a fish manages to re-enter the Tank
with Ht Points, the fish is still alive,
but any Hit Points lost are lost.
Remember: Running is not allowed
around the pool area!

Some fish have Shticks that allow

them to survive outside of the Tank.

Fighting
The £ighting mechanics for PRAWN

are very simple. Combat starts when
one player points at another and
declares “Combat!”

The player who declared is called the
Attacker. The one Leing attacked is
the Defender.

IOHH(JS .

Each round, the Attacker and

Defender count to three (one... two...
three. .. shoot!) and hold out from

zero to five fingers on one hand.

C oml)at happens in

Remember that p/ayers cannot hold
out more ﬁ'ngers than z‘Aey have Hit
Points, so a p]ayez‘ with four Hit
Points can only hold out zero to tour
ﬁhgers.

If they hold out the same number of
fingers, the Defender
clarnage. If the difference is one or
two in either direction, the Defender
takes one Hit Point of &amage.

talzes no

If the difference is three or more, the
Defender takes two Hit Points of
damage. All Hit Points lost should

be removed from the pool or given to

a TM.

After Hit Points are 1ost, the
Attacker and the Defender switch

roles , and a new round ]:)egins.

In the case of large combats featuring

multiple attackers  and multiple
defen(lers, try to split the groups up

into as many one on ones as possi]gle.

In the case of a many-on-one, the
attackers all attack at the same time
and the defender defends against all of

them at once. But when the roles
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switch, the single attacker can only
attack one (lefen(ling fish.

A goocl rule of fin is that fish can
defend against mul’ciple attacks, but

can only attack one fish at a time.

When a fish loses all its Hit points,

it is incapacitate(l and out of
the Combat. Combat ends
when one side is completely
incapacitated, or both sides decide
to stop ﬁghting .

Prospective TMs may want to try a
few test ﬁghts with each other using
the system as a way to learn how it

WO I‘lQS .

Fish Shticks

Bach fish has a number of special
abilities called Fish Shticks. A list of
Fish Shticks starts on page 12.

Fish Shticks trump all other rules.
They allow fish to leave the Tank, to
evade the Hands, to become better
ﬁghters, and do all sorts of other

interesting things.

When acljuclicating Shticks, or

indeed, any player request, be fair.
Keep the fouowing questions in mind:

=% Will this unbalance the game?

¢ Will this cause players to be
happy/unhappy?

£ s the idea Aun?

Remember, PRAWN is a fun game.
Let your players have fun. Run faster

and looser than you would with a

more serious game. Enjoy yourself!
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Creating a Character
Type of Fish
All PRAWN

£ouowing restrictions:

have the

charac’cers

] The character must l)e smaﬂer
Only
allowed.

Remember, you have to fit in the
Tank.

] The character must l)e seafood.

Mermaids, for example, are out.
It is left up to the TMs to decide
if dolphins are seafood.

than a 1arge person.

miniature Whales are

° The character must live in the
Bo’ch £reshwa’cer and
saltwa’cer sealife are aﬂowe(l. It is

up to the TM to decide if
amphil)ians count. (One of the

water.

pregenera’ced characters is a frog,

’chough.)

There are a number of famous fish
out there.
copyrighted character can get you into
1ega1 trouble.
defend their copyrights or risk 1osing

Remember that using a

Companies must

’chem. You’ve ]oeen Warne(l.
History/Background

The best way to start creating a
character is to come up with a his’cory
for the character. Keep in mind that
PRAWN is a lighthearted two-hour
game. Characters should be simple
and light. An overly dark, ]:)rooding
character won't work well in the game

concept.

When creating a character, start to
think of what the character can do.

There are several issues to lzeep in

mind  when defining a character:
where did it come £rom, what does it
want to do here, how does it feel
about the other fish, and what can it
do?

The his’cory and l)aclzground issues

should be worked out with the TM.
“What can it do?” can be handled

entirely in the next few pages;
however, your character’s Hit Points
and Fish Shticks should be approved
]oy the TMs before the game starts.

Hit Points

Characters start with seven Hit
Points. Players can always have their
characters start with fewer Hit P oints,

although Jchey gain no’ching for this.

Players who want their characters to
start with additional Hit Points
should l)uy the appropriate Shtick.

Fish Shticks

[t is important to lzeep play balance in

mind  when creating a PRAWN
character. PRAWN characters have
either two or three Shticks.

A Fish Shtick is a special al)ility that
allows the player to bend the rules.
We have separated Shticks into card-
like boxes. that can be photocopied
and cut and given to players as Shtick
cards.

Hint: szoz‘ocopy your Shtick Cards
onto overhead transparencies and
punc/z holes in them. Then Run a
Saz[ez‘y pin fAl‘OlIgA the holes. That
way, p/ayers have  their  now-

wa L‘erprooz[ec/ Shtick cards available at
any time a/uring the game.
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The number of Shticks a starting
charac’cer can have is Lased on the

£oﬂowing menu:

TAZ‘GG 1(1"0111 CO]IJ]HH A
OR

Oﬂe FI’O]H CO]IJIHH B C?
OH&' FI‘OH] Co/umn A

OR
Two From Column B
OR

OHB FI‘OIH CO/LIIHH C(?
Oﬂé’ FI‘ o1 CO] umin A

A player can always choose to have
fewer Shticlzs. There is no benefit to

this , however.

Players can also choose to take more
than one of the same Shticlz, if
available. For example, a player could
take three “A Big ‘Un”s and start
with six extra Hit Points.

Cotumn A
A Big ‘Un

You start the game with two

extra Hit Points. %

YOll may aslz a TM one yes/no

Clever Fish

question that must be answered

trut}lfuﬂy. If the TM doesn’t
12now, then that question didn’t
count. You can on.ly do this

once. g::é}

Feint

You take one Hit Point less
damage in combat this round.

You can only do this once.

L

Fighting Fish

You may always hold up to five
fingers in combat no matter

how many Hit Points you have.

i

Fish Food

Every time you eat an

incapacitated fish, you gain a

Hit Point.

Hide

You can hide so that no other
fish can see you (]Ju’c the Hands
still can). Show this Shtick to
any Fish who sees you. This
lasts for five minutes or if you
join a ﬁg}lt or if you are grabbed
by the Hands. You can only do

tllis once. %
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Poisonous

If you become incapacitate(l ina
fight, all your opponents take 1
Hit Point Damage. You can

only do this once. %‘:é:}

Regenerate

Five minutes after a combat
ends, if you have been left
incapacitated, you gain back 1
Hit Point. Get it from the
TM. You can on.ly do this

once. %

Sting

You may do an unstoppahle
attack that does 1 Hit Point of
damage before  the
starts. You can only do this

coml)at

once. %

Column B

Sporting Duel

You may chaﬂenge a specific
fish to a duel. No other fish

may interfere when fighting
the duel. You can only do

i

this once.

Assist

You may play this Shticlz to
count as the use of someone

else’s “You can only clo this
once” Shtick. That fish gets

one more use of its Shticlz. You
can only do this once.

Sticky Tongue

You are able to catch at least
one food per fee(ling. If you did
not get any food during a
feecling, have the TM hand you
a food after the frenzy has died

down. You can only do this

i

once.

Clamp

You do one point of damage in
a finger ﬂing if the defender
holds up the same number of
fingers you do. You can on_ly
do this for one coml)a’c, but it

lasts the entire combat.

Dodge
When you defend in combat, if

you hold up 1 finger different
from your opponent, you take

no damage.
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Healing

You can heal any other fish who
has lost all of its Hit Points
back up to one Hit Point. Get

a Hit Point from a TM.

Secret Stash

You have a secret stash of food.
You can turn this Shticle in to a
TM for two pieces of food. You

can only do this once.

Low Metabotic Rate

You do not lose Hit Points if
you do not eat a food after a
specific feeding. You can only

(lo ’c}lis once.

Shell

You talee no clamage from
anyone this rouncl in coml)at.

You can only do this once.

Pinch

You may do an uns’coppable
attack that does 1 Hit Point of

damage before the combat

starts.

Power Attack

You may attempt a special attack.
You must announce this before
fingers are ﬂung. If the
difference is one, you do two Hit
Points  of clamage. If  the
difference is two or more, you do
three Hit Points of clarnage. You
do no clamage if the difference is
zero. You can only attempt this

once per combat.

Smait Fish

After spealeing with another fish
for five minutes, you may ask
that fish one yes/no question
that must be answered
truthfuﬂy. If the fish doesn’t
12110W, then that question didn’t
count. You can only do this

once.

Spines

If you take two or more Hit
Points of clamage in one
round of fighting, your
attackers all take 1 Hit Point
of damage. You can on.ly do

tllis once.
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Waterspout

This round of combat, you may
attack as many characters as
you want. They all defend at
the same time. You can on.ly do

this once.

Leave The Tank
You may leave the Tanle and

survive for five minutes. You

can only do this once. %}

Cotumn C

Denied!

You may keep another character
from using one of his or her
Shticks. If the other Shtick
can only be done once, then

that doesn’t count as their use

of the Shtick. You can only do

e

this once.

Shock

You may make a special,
unstoppable, attack that does
five Hit Points of damage. Do
this instead of doing Finger

Flings for your attack. You can

Eerie Mental Powers

You may make a request of
another character and that
character must do as you ask as
long as it doesn’t mean leaving

The Tank. You can only do

Jchis once.

only do this once. g;:é:}
Stippery
You can slip out of the Hands if

you are grabbed. You can only
do this once.

e

Feeding Frenzy

You are able to catch at least
one food per ﬂeeding. Have the
TM hand you a food after the
feeding frenzy has died down,
even if you caught food this

time. ié}

Understand Humans

You understand
what those strange
creatures’ who live
outside of  ‘the
Tank  are saying!

N They will still talk
gibberish, but you can always

ask for a translation. %}
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Creating New Shticks

You can easily create new Shticks for
The difficult part is
rnalzing them balanced. Don’t sweat
too hard. Remember that PRAWN is
a lighthear’ce(l game that lasts for only
two hours. There is no’ching in this
worth about for

several hours .

your game.

game agonizing

Because the game is in water, it can
be difficult to lzeep track of uses of
shticks or when they are active. Thus,
most shticks are always on or one use

only.

Likewise, shticks should be 1eept
simple. If you cannot explain the
shtick in more than two sentences,

you are trying too hard.

Try to get a feel for the power of the
shtick.

more fish, or it gives the owner a goocl

If it grea’cly affects one or

deal of lznowledge or power, it is a C.

If it only affects the owner, or it
seems to not have a 1arge affect on the
game, then it is an A.

If it is between the two, then it is a B.

Use the existent Shticks as a guide.
Try to juclge the level of power of the
new Shtick verses the ones that
already exist.

In general, however, the power level of
shticks is pretty low. Even if a fish
had an overbalancing amount  of
power£ul shticks, it could still be taken
out ]:)y a few other fish Worlzing
toge’cher.

Keep that spirit or cooperation alive.
Don’t make powerful loners, make

power£u1 groups.

A PRAWN Campaign

[s it possible? Sure. The plots in
PRAWN do not lend themselves well
to a continuing campaign, but it
could be done. You'll have to make
your own plots ’chough.

PRAWN shticlzs that have one use
are gone once they are usecl. They clo
not come baclz at the start of new

episodes of the campaign.

At the end of an episode of the

PRAWN
experience. If Jchey just show up, Jchey

campaign, fish get

can take an A shtick. (For example,

they could take “A Big ‘Un” to gain 2
more Hit Points).

If t}ley do a goocl jo]a, or they succeed

in their goals , Jchey can take an A or a
B shtick.

If they do a spectacular jol), one to be

praise(l l)y aH, then they may take a C
shticlz, aB sh’cicla, or an A shtick.

Fish cannot save experience from
one episode to another. This saves
you the TM from having to keep
track of the experience. You're
welcome.
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letcome to The Tank.

} You have lived in The Tank

or as long as you can remem]oer. O£

course, }Jeing a fish, your memory
isn’t that great...

The tank is an odd place. You are
surrounded on four sides with solid
water. It looks just like normal water,
but when you try to swim through it,
you bump your nose. Sometimes you
can see the images of ghost fish on
the other side of the solid water
reﬂecting your movements and
moclaing you. The top of The Tank
opens into the horrible air above, and
the bottom is solid. You can, if you
Wish, 1eap out of the top of The Tanlz,
over the solid water. If you choose to

do this, please see a Tank Master
(TM).

A day in The Tank is full of wonder
Giant ]Jeings
surround The Tank and constantly

and  excitement.

disrupt your world.  Sometimes Jchey
}Jring food - food.

Sometimes they gra}) and one of your

IMmimin

ﬁshy brethren are taken away never to

be seen again.

There are those that spealz of a life
beyon(l The Tank. Good fish are
taken away to a place called “The
See," where there is no solid water to

confine you. Bad fish are taken to a

place of torture. Rumors have
alterna’cely called this place “The Pot”
where the water is too hot and fish are
boiled alive, or “The Oven,” a
Lurning box filled with hot, dry air
and no life—giving water to be seen.
Some say that these are just stories
used 1)y the older fish to lzeep the
new uns in line, but the warning, “be
good or The Potll get you,” still

carries its share of weight.

Other Fish.

You live in The Tank with many
other different types of fish and
underwater life (also called fish, even
if they are technicaﬂy amphi]oious or
something else). Some fish have
formed gangs. The Sharks and the
Jets have been fighting for control of
The Tank for some time now. Some
fish are neutral, and don’t Lelong to

any gang.

Big Boss “Da Squicl" also has formed
his own Organization. Da Squid and
his enforcers bully the weaker fish for
food (luring feecling time. And since
they are so strong and there are three
of them, it’s been impossi]:)le to do
anything about them.

But, for the most part, the fish get

along peace£uuy, except during
feeoling time, when it’s every fish for

itself.
Fish Fight.

Sometimes a fish has gotta do what a
fish has gotta do. When you want to
attack another fish, point your hand,
er, fin at your target, and pronounce
in a loucl, clear voice, “I'm attacleing

”

you.
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The next step is for you and your
opponent to close your eyes or turn
Count to R and then
raise a hand (or ﬁn) in the air,
holding up between 0 and 5 fingers.
(Ac’cuaﬂy, you cannot hold up more

your backs.

ﬁngers than you have hit points.)
Take the difference between the two
hands. If the difference is 0, defender
takes no damage. If it is 1 or 2,
defender takes 1 damage. Difference
of 3 or more? Defender takes 2
damage. Defender then gets to attack
the attacker.

In the case of multiple
attaclzers/&efenders, you all hold up
your hands at the same time and
calculate all the clamage done at once.

Why not get a GM to help you make

the combat go quiclzly? That's Why
he’s there.

Spealaing of hit points, you're going
to start the game with them Clearly
attached  to
hopefuuy rustproo£ safety pins. When

your costume via
you lose a hit point, remove it from
your costume and toss it out of the
tank. If you lose all your hit points,
you are at the mercy of whoever is
around you. They can take all your
items, push you around, or kill you.
Should you die, you should float l)euy

up until you are removed from The

Tank.

Those Strange Hand
Thingies.

On the other side of the solid water
walls of The Tanlz, you can see 1arge,
bizarre shapes moving about. These

’chings often communicate to each

other, quite uninteuigi]:)ly, al’chough

they seem to know what's going on.

while, these
unbelievably huge, strange creatures
reach into The Tank with appen&ages

once 1in a

Every

known as “hands.” If you are touched
l)y one of these “hands,n you are
caugh’c and you must follow the
“hand” even if it takes you out of The
Tank. Fish caug}l‘c Ly these “hands”

are never seen again.
Mmmmmmm. Food.

However, sometimes these “hands”
l)ring a source of joy and pleasure:
food. Every fish needs food. Without
it, you will die. And the more food
you have, the hetter. Food is always
tossed into The Tank near the
“hands,” so it is impossilale to know if
the “hand” is there to give food or to
clrag you from The Tank never to be

seen again.

All food will have Hit Points attached

to it. If you manage to gra]a a food
(an(l you must gral) it, actua/]y gra]a
it) and remove the Hit Point from it,
you can attach the Hit Point to
There is no limit to the
number of Hit Points you can gain in
this way. Throw the “eaten” food out
of The Tank when you are done.

yourself.

If, after a £eeding, you don’t gain any
food, you must take one of your Hit
Points and toss it out of The Tank.
So you’cl better get the food, while the
fee(ling is good. It's olzay to try to
snatch food from other fish, but try to

avoid too much horseplay in The
Tank.
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The Sharks

You're a member of
The Sharks , the
toughest and most feared gang
in The Tank.

When you're a Sharlz, you're a
Shark all the way. The Sharks
control the tanle, Loy.
And they fight to 1aeep |
it that way. -

Not all of
the fish
are Sharks,
just the coolest and %\
the toughest. They stick
together, and
&isrespects a Shark.

nobody

cver

Your dreaded enemy as a Shark
is the lowlife gang, the Jets.
The Jets don’t even have the
decency to name their gang
after a fish. You are always
prepare(l to kick their sorry fins

at any time.

Anyone not involved with the
Sharks or the Jets is a lower
form of life. And whenever
there’s fresh bait in The Tanlz,

both gangs size up and test the
newcomer and if he’s found

Worthy, he’s asked to join.

Right now, of course, The
Sharks rule The Tank. This is
cool because it gives you a bit

more food and becatse it makes
the other fish fear you.

Of course, anyone could claim
to be a Shark. That's Why you
have a special gang recognition
signal. When you slip fins
(shalee hands) with another
Shark, you
put your other

fin on your

head like a

sharle’s dorsal fin.

Anyone
claiming to be

a Shark who doesn’t do this is

an ol)vious fake.

However, you do know that the
fouowing fish are all Sharks:

OO 20 R ¥




PRAWN

The Jets

You're a member of
The Jets, the toughest
and most feared gang in The
Tank.

When you're a Jet, you're a Jet
all the way. The Jets control
the tanle, l)oy. And they
fight to 12eep it that way.

Not all of the fish

are Jets, just

the coolest

and the

toughest.

They stick
together, and
clisrespects a Jet.

ever

nobody

Your dreaded enemy as a Jet is
the lowlife gang, the Sharks.
The Sharks are the lowest form
of fish, always preying on the
smaller fish who can’t look after
themselves.  You are always
prepare(l to kick their sorry fins

at any time.

Anyone not involved with the
Jets or the Sharks is a lower
form of life:” And whenever

there’s fresh bait in The Tanlz,
both gangs size up and test the
newcomer and if he’s found

Worthy, he’s asked to join.

Right now The Sharks rule The
Tank, but this will change.
The gang that rules The Tank
gets extra food at fee(ling time
and has the fear and respect of

the other fish.
That’s Why the

planning a rumble. You plan

Jets are

on warning the Sharks
after the first fee(ling
and then rumbling
soon after so
you can get
the next
fee(ling.

Of course, anyone
could claim to be a Jet. That'’s
Wl’ly you have a special gang
recognition signal. When you
slip fins with another Jet, you

hum or make a jet noise.

Anyone claiming to be a Jet
who doesnt do this is an

obvious fake.

However, you do know that the
fouowing fish are all Jets:
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The Friends of
Katie-Lou

It is sai(l that in the sunlzen
treasure chest at the })ottom of the
Tanlz there sleeps an entity 12nown

as Katie-Lou (all hail Katie-Lou).

It is said that when the starfish are
just right, cute Katie-Lou will
wake from her sleep and rise from

the treasure chest and go on to

rule the Tank and help all her
fishy friends.

And you believe it.

You are a friend of Katie-Lou and
you want to help her awaken. To
this end, you and the rest of your
friends have devised this ritual.

First, you must wait until a 1arge
starfish falls from the slzy above
the Tank. It will land on (or close
to) The Chosen

One.

Once
The
C}losen
One
has

Leen

piclzed,

you must

surround The Chosen One and

(lance ancl chant:

“B/oop B/oop Diddam Daddum
Waddum Chew.

Bloop BjOop Dza?’a/am Daa[a/um
%a’a’um C[zew <A s )

B]oop B]oop Dm/a/am Daa’a’um
Waala]um CZEW

And ‘Thiy - Swael V-t They
Swam, All Over T Aef ‘Dam

You must chant this three times,
all Jcoge’cher, like you reauy mean
it, and you have to hold fins, and
Remember, the

1011(161’ you are, ’che more chance

move in a circle.

Katie-Lou will hear you.

Then you must all attack The
Chosen One and kill him or her.
(Don’t worry, a better life awaits
him or her in the See, where all
good fish go when they die.) Then
you simply have to wait and Katie-
Lou will rise from the sunken

treasure chest. Hooray!

Because membership in the
Friends is a secret, you have no
way of 12nowing
who else is a
member.
Therefore,
your best bet
is to 12eep your
eyes open and
look for other

outcast

fish.
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That's Why it came as little

surprise to find out that someone
killed Da Squicl last night. Oh,

everyone is taﬂzing about it.

Many fish have a reason to want
Da Squi(l dead. Those who were

})eing extorte(l want the extortion

to stop. Those who were
part of Da Squid’s gang

may have wanted

Olz, fish, lissen
up, see. Dis Tank
here, it Lelongs to Da
Squi(l. You enjoy
1iving here, right?

to move up in
the organization.

An(l there may

cven have

YOU have a

nice hfe

here.
Woulcln’t

want to see

anything happen

been some
goody—goody
fish Vigilantes
who wanted to

see Da Squi(l’s

to it, would you?
reign of terror

Da Squi(l and his

ended.
organization rules

the Tank. Forget Where do you fall?

about those wimpy gangs you Enforcers for Da Squi(l:
may have hearcl of. Da Squi(l

has the real power, with tentacles

in every slimy (lealing in the
Tank.

After each feecling, Da Squid
and his enforcers demand a food
from each of the weaker fish.
And if a fish cannot pay, the
enforcers take it out of his hide.

And while Da Squid is feared b
ol fich, he oot well loved.  This fish found Da Squid’s body:

Victims of Da Squid:
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Plot Hand Outs
The £oﬂowing plot hand outs can be

given to players who want to create
their own characters. This gives them
a bit more to do than be a Shark or a

Jet or scrounge for food.

Make sure to cast all the parts in a
plot or Jche plo‘c won't worlz. Also note
’cha’c some o£ Jche

characters are involved in these plo‘cs.

pregenera’ced

Try not to double cast a plottecl role.
The plots below list their charaoters,
and  the

his’cory hand outs contain their plo’c

pregenerated characters’

information.
The Lost Pearl

Summary: A shellfish built a pearl
and it was stolen. The thief hid the
pearl, but another fish found it. The

finder gave the pearl to a secret love

who does not know who gave it to her.

Sheﬂy: Lost pearl

Ole Man Salmon: Stole pearl
Sharlzey: Found pearl
Angelfish: Received pearl

Stole Pearl

For a while, you've been Wa’cching
build a pearl.
Last night while everyone was

sleeping, you snuck over and stole

the pearl.

You hid it behind ‘the treasure
chest at the bottom of the Tanlz,
but when you went to look at it this

morning, it was gone!

Someone . stole your stolen

Lost Pearl
Oh no! You had been ]ouilcling a

pearl for quite some time, trying to
lzeep it safe from harm. It was very

dear to you.

But last night, while you slep‘c,
someone stole the pearl. You want
your pearl back and want the thief
Lrough’c to justice.

This may require some detective
work. Surely
something, right?

someone saw

treasure. That just doesn’t seem
fair.
F‘ounc]. Pearl

You couldn’t sleep last night, so
you decided to swim around the
Tank. You found a beautiful pearl
l)y the treasure chest.

You have been in love With

. for quite some time.

You dare not admit your love, SO
you left the pearl as an anonymous
gift. You hope it's apprecia’ce(l and
that some (lay your love will be

returnecl.

Received Pearl

When you work up this morning,
you found that someone gif’ce(l you
with a beautiful pearl.

You don’t know who gave you the
pearl, but you will 'show it off and

12eep it for your very own.

The pearl is yours now, it was a gif’c
fair and square and you will lzeep it

and show it off all you want!

PR R P2 SR A




PRAWN

West Tank Story

Mouy: Jet who loves Shark
Riclzy: Shark who loves Jet

Jet who loves Shark

You are a fish with a quanclary.
You are caught between the deviled
fish and the deep blue see. You are

a fish in love.

It was 1ove at first sigh’c When you
saw o£ Jche
Sharks. The two of you carried on

your clandestine romance for quite

some time.

But now ’chings are coming to a
head! You cannot cleny your love
You must

pul)licly any more.

C]’IOOSG.

Dare you choose your friends, The
Jets, or the love of your life, one of
their hated enemies, a Shark? Qh,
the angst is almost more than you

can ]:)ear.

Who Killed Da Squid?
Summary: Da Squicl and his gang

have been s’cealing food from innocent
fish. Last nigh‘c, one of his enforcers
killed Da Squicl and threw the Locly
out of the Tank. This is a mystery.
Ideaﬂy, the murderer has the “Shock”
shtick. If so, tell the detective that
Da Squicl was found with burn marks

on his ]oody.

Sheﬂy The Opyster: Victim
Rock Lobster: Enforcer
Murray the Eel: Murderer
Bloop Bloop: Found the bocly.

Toomar: Detective

Hey, give these folks the Da Sguz'al
Information Sheet too, so z‘lwy know what'’s

going on.

Shark who loves Jet

You are in love and it is a
wonderful, horrible, £eeling. You
see, the true love of you life is

of the
Sharks. But you are a Jet and your
gangs hate each other.

You have been secretly (la’cing for
some time, but you cannot take it

any 1onger. You must choose.

Do you cleny your friends or your
love? Can you cleny cither? s
there a way for your friends to
accept that you love one of their
hated enemy? Qh, the angst!

Da Squid’s Victim

You are a victim of the infamous
Da Squi(ys extortion campaign. If
you do not give him one of your
food after each feecling, he takes it
out of your hide.

Da Squicl has evil enforcers who
help him. They are listed on the

information sheet.

Da Squid’s Enforcer
You work for Da Squid. When he

wants someone shaken down for
food, it's your jo]a to do the
shalzing. You have a few partners

They’re listed on the

information sheet.

in crime.

Weu, this was true until he was
found dead this morning. You'd
like to take the lead in his

organization now.
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Da Squid's Murderer
YOU. WOI'IQ fOI’ Da Squld W}len he

wants someone shaken down for
food, it's your jola to do the
shalzing. You have a few partners
in crime. They’re listed on the

information shee’c.

Well, this was true until last nigh‘c.
You killed Da Squid and threw his
laocly out of the Tank. Now you
rule the Tank. Life is goocl.

Found Da Squid’s Body

7 /11'5 can on/y be given to someone W/Jo

/Jas the “Leave T1 he Tank” SAﬁCA

When you work up this morning,
you took a walk outside the Tank.
There you found the dead laody of

crime boss, Da Squicl.

You told everyone that you coulcl,
but now they think you did it.
You're innocent. How can you

prove it, ’chough?

Detective on Da Squid’s Case

You have just heard of a heinous
crime. Somel)ocly has killed Da
Squid. Now, while you were not

his ]aiggest fan, murder is wrong.

Who could it be? An extortion
victim? How did Jchey get close?
The one who found him? Why?
One of his enforcers? What was
the motive? Puzzling.

You must put this wrong to righ’c,
find the killer and put him or her
behind bars. (Yes, we know there
are no ]oars; you think of an

appropriate punishment, olzay?)

Avenging Grouper

Summary: Last time the Sharks and
the Jets fough’c, a fish named Grouper
was eaten ]oy one of the Sharks. The
friend of Grouper’s wants to find

which one and avenge his friend.

Flynn: Grouper’s Friend
Sharlzey: Ate Grouper.

Grouper’s Friend: Jet

You are a member of the Jets. At
the last rum]:)le, one of the Sharks
ate your friend and fellow Jet,
Grouper. You want to find the fish
responsi]:)le and chaﬂenge him to a
duel to set ’chings righ’c.

Ate Grouper: Shark

You are-a member of the Sharks.
At the last ruml)le, you were
wounded and had to eat a wounded
Jet named Grouper to stay alive.

Now his friend is caﬂing you out.
What should you do?
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Pregenerated
Characters

The £oﬂowing pages contain a set of

sixteen pregenera’ced characters.
These characters alrea&y have their

his’cory and haclzgrouncl and Shticks.

In fac’c, these characters make a fine
base set for a game of PRAWN. If
your players do not want to create
characters or you do not want to add
game, the

characters  to your

pregeneratecl characters are for you!

While all of the pregenera’ced
Shticks from the
menu, some of the names have been
changed. This is to add a bit more
flavor to the game.

characters use

For example, a player may want to do
an unstoppa]ole attack before combat
that does one Hit Point of damage,
but the character does not sting. You
can always name the shtick Water Jet,
Squirt, Clamp, or so forth, depending
on the character concept. The Shtick
still does the same thing, but now the

character has a touch more flavor.
Information Sheeis
The £oHowing fish get the £oﬂowing

information sheets.
write the names of the fish on the
Sharks , Jets, and - Da Squid

information sheets in the appropriate

Rememl)er to

areas.

Sharks
SR Angel the Angelfish
#¢  Hammerhed (leader)
g Riclzy the Rail Thin Lobster
g Sharlzey

Jets
ER MoHy the Octopus
g1 Buddy the Frog

ERS Flynn

#¢ Toomar, King of the
Mollusks (leacler)

Friends of Katie-Lou
¢ Golden Carp
L She”y the Opyster
#¢ Vlad, the Vampire Squid

from Hell
e Bloop Bloop, the Wa”zing
Catfish
Da Squid

“ Rock Lobster (enforcer)

#¢  Murray the Eel (enforcer)

LR Sheﬂy the Opyster (victim)

#¢  Qle Man Salmon (victim)

Ei Bloop Bloop, the Wauzing
Catfish (victim)

Ei Buddy The Frog (found the
body)

LR Vlacl, the Vampire Squid

from Hell

Note that Angel the Angelfish starts
with the pearl.

A

WONON 27 ¥




PRAWN

Angel the Angelfish

You are, perhaps, the most

beautiful fish in the
Tanla. You cannot thinle of a
fish as pretty and kind as you.

And the rest of The Tank is in
awe of your great beauty. They

entire

will do what you ask and are
always nice to you. And if they
aren't, they soon learn that you

can be difficult to deal with

when crossed. You always get

what you N
want.
What you want is

Hammerhed. He might

not be the ]:)rightest A
bulb in The Tanlz, but
you admire his ruggecl
goocl looks (he is almost
as handsome as you are
beautiful). But all he cares
about is his stupicl gang, The
Sharks. He doesn’t even notice

you.

You even joinecl The Sharks
hoping that would get his
attention, but he just considers
you a friend. That is, when he

isn't hanging out with the guys
or planning the next rumble.
Then, it’s as if he doesn’t know

you exist.

But somel)ocly must know you
exist, because you found a gi{:t
from an anonymous admirer: a
large pearl. You don’t know
who sent you this gi{:t — it
might even be Hammerhed —
but it is very 1ovely.

You'd like to find out who sent
It migh’c be
Hammerhed

jealous, and you could always

you the pearl.

useful to malze

use another fish to Wincl arouncl

your fin.

[t sure is a mystery.
Fish Shticks:
Batting

YOU may malze a

Ce

.

Eyes:

request of another

Character and tha’c

iy
V.- "&#  character must do as you

ask as 1ong as it doesn't mean
1eaving The Tank.
only do this once.

YOll can

Tantrum: You may do an
unblockable attack that does 1
hit point of clamage before the
combat starts. You can only do
this once.

R SR GOl SR S




PRAWN

The Golden Carp

You 1enew you shouldn’t have ’calzen
that vacation. Your powers fade when
you leave your small magical pool in

China.

magical pool and grant wishes to

You usuauy live in your

those who come near, not always in
their best interests mind you. You

like to make people’s lives interesting.

But you occasionaﬂy take a vacation.
You travel to other lands and other
places. You do not daﬂy long for you
lose your magic if you are away from

your pool.

You've been in The Tank for a long
You decided to take

another vacation a few years ago and

time now.

got caught in a net. Before you knew
what was going on, you were taken
ashore and dumpecl into this place.
You would have wished yourseH home,
but your wishes only work for others

and no]nody would wish you home.

You've watched fish come and go.
You try to help Jchem, teach them to
be good and that a better life awaits
them after they have died.  You,
yourseH, have been cooked and eaten
many times. But you can feel your
power £ading. You will prol)alaly not
death —

survive your mnext your

immor’cali’cy is gone.

However, you cliscovered, after l)eing

in The Tank for so long, that there

was another powerful entity in The
Tank. You cannot tell if she is

human or fish.

All you can tell is that her name is
Katie-Lou and that she sleeps in the
treasure chest in the bottom of The
Tank.

You have devised a way to wake her
and have been projecting this into the
dreams of other fish. You haven't
been en’cirely successful, so you don’t
know which fish have been receiving

the dreams. So you sent a signal:

When the starlish are just rzg’éz‘, cute
Katie-Lou will wake from her S/eep
and rise from the treasure chest and
go on to rule the Tank and Ae]p all
her ﬁsﬁy friends. That is, there is a
1arge starfish hanging over The Tank
and the signal is when it falls into The
Tank.

And you suspect that it will be soon.
Hopefuuy Katie-Lou will be so
grate{"ul that you've broken  her
sleeping enchantment that she sends
you back home.

Fish Shticks:

Understand Humans: You can
What Jchose
creatures Wl’lO live ou’cside of the Take

They will still talk

gil)l)erish, but you can always ask for a

understand strange

are saying!

translation.

Clever Fish: You may ask a TM one
yes/no question that must be answered

truthfuuy. If the TM doesn’t know
then that question didn’t count. You
can only do this once.
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Hammerhed

“Shout, pusé hammerheads! Bold and
resolutel Marc]uhg, L]amagzhg, in too far
to go back!” — Shriekback

You rule The Tank. Weu, that
isn't stric’cly spealeing true. You
rule The Sharks and The Sharks
rule The Tank.

The Sharks are
one of two gangs
here in The Tank.
The other gang, the
Jets, are highly inferior
and need to be
squelched. They 12eep
trying to take The Tank
from The Sharks.
But you get goodies when
The Tank is your turf,

so you always make

them ﬁght. And they usuauy lose.

over

You've got a good crew on your

side too. You are especiaﬂy proud

of Riclzy, The Rail-Thin Lobster.
You both arrived in The Tank on

the same clay, and you became

reaﬂy close because of it.

You tend to think of Ricley as your
little brother.  Sometimes you
even forget that he’s a Shark in

name only and 1s reaﬂy a IOI)SJCGI'.

That’ S
hright.

You and Riclzy form the perfect
team. With your brawn and his

hrains, you were able to go far. In

4 ?
cause you arent too

fact, you've decided to make Riclzy
your second in command in The
Sharks. You just haven't told him
yet.

In fact, you’ve decided to hold a

special celebration  for  this
important occasion, and what
could be better
than a rumble.
Even though The
Tank is alrea(ly

Sharks’ turf, you’ve

decided to chaﬂenge the leader
of The Jets to a rumble
anyway to put them in
their place.

Yeah, with Ricley being promoted
and a rumble in the WOI‘lQS,
this'll turn out to be a
great day.

Fish Shticks:

A Big ‘Un: You start the gdame
Wi’c}l two extra Hit Points.

Fish Food: Every time you eat an
incapacitate(l fish, you gain a Hit
Point.

Figh’cing Fish: You may always
hold up to five fingers in combat
no matter how many Hit Points

you have.
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Molly The Octopus
You have lived in The Tank for

quite some time. You like it here,
actuauy. Except for a few
al‘cerca’cions, The Tank is a calm,

happy place to 1ive.

Weu, that's not completely
true. For one thing, there’s

that dreadful Da Squid
who beats up fish
with  his  two
You
often have to
heal up fish
after that mob’s
through with them.

1ieutenants.

Yes, you are 1uclzy and
dexterous enough to have learned
how to heal. You can only do it
when a fish is near dea’ch, but
you've 1zept enough fish alive 1ong
enough that you've become a
valuable member of the

community.

You'll even heal up those nasty
Sharks if they ask nicely enoug}l.
You are a member of The Jets and
while you are supposed to hate
The Sharlzs, you don’t like to turn
down a wounded fish.

You understand that The Sharks
and The Jets may be having a
rumble today. The Tank should
be Jets turf, but The Sharks want

it too. You've tried suggesting
that they share, but nobody
listens.

Actuauy, the main reason that you
tried to
because you and Riclzy the Rail-
Thin Lobster of The Sharks are

secretly in love.

have make peace is

You met him
after a rumble when you had to
pa’cch him up, and the two of you
fell in love. You have to 1zeep
your love What
would the gang leaders do?

secret.

Ricky has often
Suggested
1eaving The
Tank for The See,
but you don’t know
how to get there. Qh,
if only there was a way for
everyone to recognize your
love, but sometimes things just

aren t meant to l)e.

Fish Shticlzs:

A Big ‘Un: You start the gdame
Wit}l two extra Hit Points.

Healing: You can heal any other
fish who has lost all of its Hit
Points back up to one Hit Point.
Get a Hit Point from a TM.
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Mr. Pinchly

You are a secret Horde plant.
Shhhhh.

1Ql’lOW.

Don’t let anyone
Let the other players
think you are a regular fish like
them.

Your purpose is to show the

futility of life in The Tank.
The The Hands

come, t}ley are coming for you.

first time

You are to make sure they

catch you (while screaming for

help the entire time).
/]
\

You'll be taken out of
The Tank and given a
brief rest in the Pot
or Oven if one

exists. Then you
go back  to

regular Horcle )
for the rest of the

game.

In the
should

You are new here to the

meantime, you

enjoy yourself.

tanle.

You are a smaﬂ cra]o that was

wanclering too close to a strange

box and you got caught and put
in the Tank.

We've assigned a character to
be your Uljig brother.” Your big
brother is the Rock Lobster.
Look up to him. Make lots of
friends. Cause patl'los when you

die.
Fish Shtick:

Claw: You
unstoppal)le attaclz that does 1
hit point of damage before the

combat starts. You can only do

may do an

this once.

Shell: You take no damage this

round in combat. You can only

do this once.
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Ricky The Rail-Thin
Lobster

You are torn between love and
duty, between the deviled crab and
the cleep blue See. It isn't a
par’cicularly pleasant place for a
young lobster to be.

On one side is your gang, The
Sharks. You joinecl The Sharks
at the request of your goocl friend
Hammerhed. The two of you
arrived at the Tank the same (lay.
You always looked up to
Hammer}led, and when he took
over the 1eadership of The Sharks

and asked you to join, you were

honored.

The Sharks are pretty neat. The
Tank is Shark’s turf, or it should
be. When it is, you rule here and
nol)ocly can touch you or your
gang.

The problem is that those nasty
Jets leeep trying to take over The

Tanlz .

over it.

Sometimes you rumble
Sometimes you win,
sometimes they do.Tt’s exciting

and you reaﬂy enjoy it.

But a while Laclz, when you were

fig}lting, The Sharks lost La(ﬂy.

You were ba(ﬂy hurt and had to be
patched up. savior was
Moﬂy the Oc’copus. You took one
look at her and fell instantly in

love .

The problem is that Moﬂy is a Jet.
What can you do? The Jets are
What would
Hammerhed think? You so want
to be with Moﬂy. The two of you

are so in 1ove, it hurts.

YOLlI'

your sworn rivals.

But you can never be public with
your love. You've often suggested
running away, but where would

you go and how would you get
there?

Ob, if only there was some way of
stopping the fighting, the fighting
you used to enjoy. You could
never fight Moﬂy. Your heart is
tearing apart. What will you do?

Fish Shticlzs:

Claw: You may do an unstoppahle
attack that does 1 hit point of
damage before the combat starts.
You can on.ly do this once.

Feint: You take one Hit Point
less damage in combat this round.

You can only do this once.
Clever Fish: You may ask a TM

one yes/no question that must be
answered truthfuuy. If the TM
doesn’t know then that question
didn’t count. You can only do this
once.
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Rock Lobster

“It wasn't a roc[?, It was a ]eoc]e
Loész‘erf - Tl’le B-582’s

You are one of the enforcers for
Da Squid, the boss man of your
little “organization.” You and his
other enforcer, Murray the Eel,
run a cute little protection racket.
The weaker fish must pay up at
least 1 food during feeding or they
get beaten up and you take the
food anyway. It's sweet.

But last night, while you slept,
something odd happene(l. You
woke up to the sound of Buddy
the Frog croalzing, “He’s dead!
he’s dead.” Yeah, someone had
sent Da Squid to sleep with the

humans .

Now this is not an easy thing to

do. Da Squid had a lot of Hit
Points and could handle himself
in a fight. It had to be done l)y
someone who could ﬁght dirty
somehow. It mighta been one of
those fish currently on the

shakedown list.

You aren’t sure which one did it,
‘cause it's tough to get to Da
Squid during the night. Maybe

Buddy the Frog can tell you more,
since he discovered the l)ocly.

But in the
meantime,
you have to
find a new
enforcer.
Murray the
Eel  has
taken over
the 1eadersl'1ip of the organization,
so that leaves a job opening.
You'll have to scout around, look

for a new toug}l fish or Somet}ling.

Then there’s your friencl, Mr.
Pinchly.

arrival in The Tank and you 're

Mr. Pinchly is a new

s’ciﬂ showing him the ropes.

Even though he is a crab and you
are a Lobster, you kind of think of
him as a younger brother and you
look out for him. He might make
a goocl enforcer if he wasn't so
small.  You'll have to talk to
Murray the Eel about it. The
organization could use some fresh

meat, as it were.
Abilities:

Pinch:  You may do an
unstoppal)le attack that does 1 hit
point of damage before the combat

starts.

Dodge: When you defend in
combat, if you hold up 1 finger
different from your opponent, you

take no damage.
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Shelly the Oyster
This has to be the

dis’cressing day of your entire life.

most

Everything was going so well

until you woke up this morning.

It's not as though you've had a
particularly wonderful life either.
You
getting beaten up Ly
that evil Da Squid
and his cronies and

they’d
your food. You

were always

steal

didn’t enjoy it,
but since there were
more of them then you, you had

to give in.

However, you soon discovered
that you were growing a pearl.
You offered this pearl to Da
Squid, and in eXChange, he
agreed never to bother you again.
He agreecl. He never told his
two enforcers about the pearl.
He was always a little suspicious
that they’cl want to take over his

operation.

And last night, you knew that
the pearl Would be ready today.

This morning, you were woken

up by a Light flash from the
other side of the Tank and then
you discovered that the pearl was

gone! Someone has stolen your
pearl. You have no idea who to

turn to.

Your only other hope for ﬁnding
You
don’t know much about Katie-
Lou, but you do know that she is
asleep at the bottom of The
Tank and that she is very
powerful. You has dreams, as

your pearl is Katie-Lou.

you slep’c at night, nestling
your pearl, dreams of
Katie-Lou  rising

from the Tanle.

You know how to
wake Katie-Lou up.
It came to you in a dream.
But you have to wait until the
Starfish are right. You might
not have that much time. Da
Squid will want his pearl today.

Qh, what are you going to do?
Fish Shticks:

Clamp: If you do 2 damage in a
finger ﬂing, from then on you do
1 point of damage if the defender
holds up the same number of
fingers you do.

Shell: You take no damage from
anyone this round in combat.

You can only do this once.
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Murray The Eel
Ahhhh, life is goocl. You

have manageol to fry your way
to the top in this clogfish eat
clogﬁsh Tank. You're the new
boss now and when you say

“ﬂip," the other fish better say
“how high?”

You used to be an enforcer for
mob  boss  Da Squid, a
cephalopod with tentacles in

every slimy area of this deep,
dark Tank. Da Squi(l, yourself,

and the Rock” Lobster would
shake ‘the weaker fish down for
food, promising ]aeatings if food
wasn't plentiful. But last
night, you got tired of l)eing the

number two fish.

So you snuck up behind Da
Squicl and while he was sleeping
you fried him and threw him
out of The Tank. Now you're
the Big Fish in this small

Tank.
because no]:)ocly knows  that

It's the perfect crime

? .
you re electric.

Now you are in charge of the
The Rock

organization.

Lobster is your right fin fish.
But you have to find another
enforcer. While a pair of fish
can always win against a single
fish, three fish Worlzing together

are completely unbeatable.

You also want to increase the
number of fish you've been
Da Squicl

always 1zept the number low so

shalzing down.

they couldn’t outnumber you
too bacuy, but it neyverhurts to
increase that profit margin.
Check the-shakedown list for
fish who owe you. a food after
each feeoling. If they don’t

hand over the fosd, you take it
out of their hide.

Yes,~life s goocl. You've
committed the perfect crime,
and you rule The Tank!

Fish Shticks:

Shock: You may make a
special, unstoppa]ale, attack that
does five Hit Points of clamage.
Do this instead of doing Finger
Flings for your attack. You can

only do this once.

Fighting Fish: You may always
hold up to five fingers in
combat no matter how many

Hit Points you have.
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Buddy the Frog
Weﬂ, the last

expected When you toole your

thing you

morning hop around the Tank
was that you’d suddenly become
a suspect for murder. Sure, you
never liked Da Squicl — he was
extorting food off the weaker
fishes — but you had no reason to

kill him.

What happened was this: you
woke up and hopped out of the
Tank.  There you found Da

Squid 1ying there with burn
marks all over his body, dead.

And there was Bloop Bloop The
Waﬂzing Catfish standing there
over Da Squid’s ]oody. You don't
know Why Bloop Bloop would
want Da Squid dead, but there

he was.

Weu, you raised all sorts of

ruclzus, and folks are only
]oeginning to sort that out now.
You're certain that someone will
appoint himself “detective” and
ask you about it, so you might as

well get your story s‘craigh’c.

Then there’s the pro]olem of

those uppity Sharks. You joined
a gang, the Jets for protection —
hey like-minded folks need to
stick together, right? But the
Sharks claim that The Tank is
their turf. You expect there to
be a rumble today, so you might
want to get reacly. You'll have to
talk to the rest of he Jets and see
what the plan is.

Fish Shticks:
Survive Out of the Tank: You

may 1eave the Tanlz and survive

for five minutes. You can only
do this once.

Sticky Tongue: You are able to
catch at least one food per
fee(ling. If you did not get any
food during a feeding, have the
TM hand you a food after the
frenzy has died down. You can
only do this once.

LR SR S/ SR A




PRAWN

Flynn The Swordfish

You are outragecl. Your sense
of honor has been offended.
Someone has clone something

very unsporting.

You had a close friend })y the

name of Grouper. He was,
as are you, a member of
The Jets. Grouper was
your second and your
squire.  You were
teaching him the

ways of swordplay and

fishting.

And then, in the last fight with
those loathsome Sharlzs, one of
the Mighters ac’cuauy ate
Grouper. How could they do
that? No matter how bad the
rivalry between your two gangs
might be, eating a citizen of
The Tank is just wrong.

You have taken it upon yourself
to find out who Wronged your
friend. You know it was one of
those blasted Sharlzs, but you
are unsure which one. You
were fencling off three of them
at the time.

This 1S an

responsﬂ)ility as Grouper was

important

your squire and you failed when
you should have been 1ooleing

out for him.

You will find out which of those
loathsome Sharks ate Grouper

and you will make him or her
pay. You will chaﬂenge that
shark to a duel of honor and
you will leave him or her

incapacitated n the

middle of The
Tank ,

1eaving
that Shark as Grouper was,

vulnerable to the whims of the
other fish.

Then, and only then, will

justice be served.
Fish Shticks:

Fighting Fish: You may always
hold up to 5 fingers when you

attack in combat regarcuess of

your hit points.

Sporting Duel:
chaﬂenge a specific fish to a
duel. No other fish may
interfere when fighting the
duel. You can only do this
once.

You may

A Big ‘Un: You start the gdame
with two extra hit Points.
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Ole Man Salmon

Al, you've lived a iong life here
in The Tank. Oil, once you were

a young salmon ﬂashing your fins
as you thrust yourseii up the rivers
and streams, maizing a hard shift
to pass tiirougii the ﬂoocigates,
and yerizing tilrougii the water
when times called for it.

But time passe(i and you have
Your chin
has grown gristie. Ai'i, t'were you

been too iong away.

iree, you could cast off the hairs
upon your chin and swim as if you

were a youtii.

And while you are relaxed here in

the Tanie, you know that soon you
will pass this life on to a better one
should you stay for much ionger.
There are times when you miss the
ciiurning action of the river, for
the salmon is not a passive fish,
but your bones are old and you
ieei, too, the tug of rest upon your

weary irame.

Still, you do hearken back to your
younger (iays. You do attempt to
ieeep in practice at iiiciing eggs and
such. You found an egg — or at
least sometiiing that looked like an

egg, i)ig and white it was — at the
bottom of The Tank last nigi'it,

rigi'i’c next to Siieiiy the Opyster, so
you square(i it away where none

coui(i see.

You (iispense a(ivice, in your way,
and try to ieeep fish on the rigiit
course. And notiiing pieases you
more when someone asks “Wiiy?"
and you can discourse as gentieiisii

do, (iiscussing the gentie
philosophies of life.

Aias, there is one who has made
your life difficult of late. Da
Squi(i and his gang of ne’er-do-
wells often interrupt your quiet
contemplation. Tiiey force you to
give a food to them after each
iee(iing. You iiave i)areiy enougii
Sometimes you

for yourseii.

contempiate taizing action against

tiiem, but what could one fish do?

You abhor violence. You also wish
the horrid Sharks and Jets would
stop iigiiting cach other. Wiiy can
we not all get aiong? You wish

there  were more inteiiectuai,

peaceiui fish in the Tank. Mayi)e

that new iisii, Mr. Pinciiiy, will be
easy to talk to.

Fish Shticks:

Secret Stash: You have a secret
stash of food. You can turn this
Shtick in to a TM for two pieces
of food. You can only do this

once.

Yerk: You take no (iamage from
anyone tiiis rounci in comi)at.

You can on.ly do this once.
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Sharkey

“I turn arouna& it'’s tear. I turn around

again, and it’s love.” — Laurie Anderson

You are torn between love and
duty, between the deviled crab
and the deep blue See. Itisn't a
par’cicularly pleasant place for a
young shark to be.

On one side is your gang, The
Sharks. You joinecl The Sharks
because when you arrived all the
other sharks were members. You
always looked up to Hammerhed,
and when he asked you to join,

you were 1’101’10]’:6(1.

The Sharks are pretty neat. The
Tank is Shark’s Turf, or it
should be. When it is, you rule
here and nol)ody can touch you
The pro]olem 1s
that those nasty Jets 12eep trying
The Tank.

Sometimes you rumble over it.

or your gang.

to talze over

Sometimes you win; sometimes
they do.
reaﬂy enjoy it.

It's exciting and you

But a while bacle, when you were

fighting, The Sharks lost ba(ﬂy.
You were l)a(ﬂy hurt, SO Ladly
hurt that you had to secre’cly eat
one of the downed Jets, a small

fish named Grouper, just to stay

alive .

Now one of the Jets, a swordfish
named Flynn, is trying to find
out who ate Grouper. You feel
bad about it, but you had no

choice. It was him or you.

You also have been neglecting
your Sharlzly duties because of
Angel the Angelﬁsh. She is so
beauti{’ul, but she is in love with
Hammerhed. He doesn’t know
she exists though.

Last night, you saw Ole Man
Salmon hide something away
and when he left you went to
It was a ]:)ig white
pearl. Its ]oeau’cy reminded you
of Angel, so you took it and gave

investigate.

it to her while she was sleeping.

She doesn’t know the gi{;t was
from you, but you plan to tell
her and confess your love. If you
don’t become a chicken of the

See instea&.

Fish Shticks:
Fish Food: Every time you eat

an incapacitated fish, you gain a

Hit Point.

Big ‘Un: You start the gdame
with two extra Hit Points.

Feint: You take one Hit Point
less damage in combat this
round. You can only do this
once.
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Toomar, King of the

Mollusks
T]H’s character Sﬁeel‘ SAOLI/LII be read aloud

in a drama tic, heroic narrator voice.

You are the migh’cy, powerful,
Toomar, King of the Mollusks!
Abandoned at a beach as a small
human child, you were found l)y a
£amily of clams and raised as one of
them.  You grew to have all the
powers and abilities of the mollusk
and grew to live a life of clashing

aclventure .

During your claring adventures with
Captain Sturgeon, you ac‘cuauy were
turned from a human into a real,
actual mollusk. And you went on to
lead your people to glory and make
the oceans of the world safe for
bivalve life everywhere.

But times have changed and through
a series of events too complex to relate
here (it had to deal with the evil Mouy
Malone — you still cringe when you
hear that song), you have come to

The Tank to save and lead all forms
of sea life to glory!

You have managed to start a small
empire here which you call The Jets,
after the small, soo’ching, jets of water
your adopted mother would shoot out

at you before you went to sleep.

It is highly important that the other
denizens of this Tank accept you as
the true leader. Right now The Tank
is highly fractionalized. The main
adversarial factor is the loathsome

Sharlzs Wl’lO also claim The Tanlz as

their own. Sometimes your two

groups come to blows.  You expect
that to happen Jcoday in fact. You

should prepare.

In your fight for righteousness and
goodness, you have discovered not
one, but two crimes in The Tank
today!

First, someone has killed Da Squid.
Now, Da Squicl was not the nicest of
creatures, extorting food from the
weaker fish, but murder is wrong and

you want to see justice done.

Secon(ﬂy, someone has stolen a pearl
from Sheﬂy the Opyster. You will see
this stolen property recovered and
make sure that the true criminal faces

justice.
Fish Shticks:

Bivalve Power!: You may attempt a
special attack once each combat. You
must announce this before fingers are
ﬂung. If the difference is one, you do
two Hit Points of damage. If the
difference is two or more, you do
three Hit Points of damage. You still
do no clamage if the difference is zero.
You can on.ly attempt this once per
combat.

Mighty Shell: When you defend in
combat, if you hold up 1 finger
different from your opponent, you

take no clamage.
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Viad, The Vampire
Squid From Hell

Today is a day Lrimming with
opportunity. This morning, the
head of the Tank’s underwater
underworlcl, Da Squi(l, was found

dead.
YOll

wanted to join Da
Squid’s gang, but
he wanted to
1eeep it small
and
manageable. You
don’t think that he
trusted his  two 1ieutenants,
Murray the Eel and the Rock
Lobster.

But now Da Squid is dead. This
means that there is a jol) opening

You’ﬂ have to

taﬂe to the two heutenants and

have always

£Ol‘ an enforcer.

show them how able you can be in

a ﬁg}lt.

You were thinlzing of using a
simulated victim and mock the
fight. Murray the Eel and the
Rock Lobster would think it was
real, but nobody would get hurt.

However, the fish with whom you
were practicing this Wit}l, Grouper,

was eaten by Sharlzey recently.

Maybe a different one of your
fellow Jets can fill  the role.
Sharks and squid are natural
enemies so it was only natural for
you to join The Jets and fight it
out. It's important, too, that The
Sharks know their place. You are
going to make sure that the Tank
becomes Jets turf.

But enough about your enemies,
it's time to talk about your
friends.  You have a very
special friend, Katie-Lou.
Katie-Lou sleeps in the
treasure chest at the
bottom of The Tank. At
some  point, the
Starfish will be right,
and you can help
Katie-Lou wake up and then

YOIl’H have a new friend.

In the meantime, you’u have to
find out how you can be a part of

143 . . ”
the new organization.

Fish Shticks:
Dazzling Ligllt Show: You take

no damage from anyone this

round in combat. You can on.ly
do this once.

Low Metabolic Rate: You do not
lose Hit Points if you do not eat a
food after a specific feecling. You
can on.ly do this once.
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Bloop Bloop The
Walking Catfish

Weu, the last ’ching you expec’ced
when you took your morning walk
around the tank would be that you
suclolenly become a suspect for
murder. Sure, you never liked Da
Squid — he was extorting food off
the weaker fishes — but you had no

reason to Lill him.

What happenecl was this: you woke
up and leapt out of The Tank.
There you found Da Squid 1ying
there with burn marks all over his
body, dead.  You cried out “Da
Squicl’s dead!” and hopped back into
The Tank.

Unfor’cunately, Budcly The Frog
also saw you during his morning
walk around The Tank. Now he
thinks you killed Da Squid.

Weu, that raised all sorts of ruclzus,
and only now are folks beginning to
sort that out. You're certain that
Da Squid’s enforcers will ask you
about it, so you might as well get
your story straigh’c as to whodunnit.

Your money (so to spealz) is on The
Rock Lobster. Rock could move up
in the mob with the death of Da
Squid, l)ecorning the new rig}lt fin

man of Murray the Eel (who claims

to have taken over).

You just can't ﬁgure out how
Lobster did it. But you do know
that Rock Lobster was Da Squid’s
personal bodyguarcl, and he’s the
only one who could have gotten

close enough while Da Squid Slept.

It mig}lt have been another fish, one
of the ones that Da Squid extorted
food from. You may want to check

with them to try to clear your name.

And it isn't like you can turn to
anyone for help in this matter.
Your closest and only friend is
Katie-Lou, and she’s asleep. You've
never actuauy met Katie-Lou, but
you know that she’s asleep in the
chest at the bottom on The Tank
and you want to wake her up.
You've got to wait until the Starfish
are right, though.

Stiﬂ, it would be nice to have some

friends in The Tank. May]ae if you
talked more to the other fish, they’cl
be your friends.

Fish Shticks:
Leave The Tank: You may leave the

Tank and survive for five minutes.

You can only do this once.

A Big ‘Un: You start the game with
two extra Hit Points.
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Pictured Ao]a/ing a giant hand from an ear]y run of PRAWN.

Mike Young started piaying
LARPs in ]anuary of 1989. He
wrote his first LARP about six
months ia’cer, and has gone on to
run some of the iarges’c
and  most  well-
theater-
Styie games in

the Maryian(i/

Virginia area.
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Mike tried to minor in
weirdness in coiiege,
but got his
appiication into the
Inter(iiscipiinary Studies
(iepartment too late. They loved
the idea, ti'iougi'i. Mike collects
assorted eccentricities, or tiiey are

just naturaiiy drawn to him.

Mike has had several of his
smaller LARPs pui)iisi'ie(i in the

pasges of Mefagame magazine.
These are now available
online at our web site,
www.interactivitiesink.com.
He has recentiy sold The
Galactic Emperor s
Dead  to Slzotos,
Incorporate(i
(www.skotos.net)  to

]:)e run oniine.

Mike’s prouciest
achievement is that he has had two
of his entries in the Buiwer—Lthton
Fiction Writing Contest pui)iisiie(i
in their Dark and Stormy Mgét

series oi ]aooies.
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