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CHARACTERS

Characters in the Clichénimatic System are built around a core concept that is the character’s Cliché. This Cliché is the essence of the character and should serve as the jumping off point for designing and role-playing the character. As such, characters are meant to be quickly put together, but should still carry with them the ability to encapsulate the personality of the character. Much of the Clichénimatic system is designed around giving the players the freedom to outline their characters in their own words rather than sticking to specific lists. But, in lacking lists some players may try to “work-over” the system, looking for loop-holes and tweaks. While this isn’t the author’s preferred style of play, there isn’t anything wrong with it, provided all of the players and GM are on the same page. The most important thing that players of this game should keep in mind is that this is a shared experience with all of the people involved in the game. Players and the GM should work hard to keep things interesting and fair for everyone involved.
Cliché 
Every Character gets a Cliché. This Cliché is their niche and it the thing the character does best. Clichés are things like: “Best Damned Pilot”, “Spoiled Space Jock”, “Strategic Genius”, “Sword Wielding Supplicant”, or “Rough and Tumble Marine”. Your cliché tells you what your character excels at. Clichés should be as specific as possible, but not too limiting. “Screaming Badass” might be a fine Cliché provided the player and GM strictly lay out when and where that power is useful. In the end, the GM should try to err on the side of the player, because in the end, it’s a cinematic-style game and the players should succeed most of the time with the most aplomb. But, that said, the players should also work with the GM to not run roughshod over things and practice a little “give and take”. 

If a Cliché applies to a given roll, the player has three options. The first option allows the player to re-roll any amount of the dice that had been rolled. The player must keep the second roll, even if it is worse than the first. The second option is that the player can choose to roll an additional d6 and add it in any way they wish to the other dice of the pool. Clichés can also be used as a broad Run-off for any roll that they might apply to, but doing so prevents the use of the other powers the Cliché provides. Treat the cliché's damage adder to be +3. If the player uses the Cliché to gain an additional Run-off, this Run-off does not apply to the six Run-off maximum. 

If more than one Cliché applies to a roll, each Cliché can be used as the player sees fit. The only limitation is that if the Clichés are used as bonus dice, a single Action die can only benefit from the value of one bonus die. So if a player has two bonus dice of 4 and 5, they can use either the 4 or 5 to add to an Action Die, but cannot add 9 to a single die, nor could they add anything greater than 4 or 5, depending on the bonus die used.
The GM should also note that anytime the character’s Cliché might apply to a task that any level of success should be inflated. After all, this is the spirit of the character made manifest. Characters should never fail at a task that involves their Cliché (provided no Flaws are involved)… at worst they should succeed in a completely unexpected and maybe slightly detrimental way.

Cliché Notes

If a Cliché applies to a roll the player can choose one of the following options. 

· Re-roll any amount of Run-off Dice rolled. The re-roll stands, even if it’s not as good as the initial roll. This option can be declared after the Run-offs are rolled.

· Roll a bonus die. The value of this die can be split amongst the Run-off dice rolled however the player sees fit. This option can be declared either before or after the Run-off dice have been rolled.

· Gain an extra Run-off, that does not affect the character’s six Run-off limit with a +3 Damage Adder. This must be declared before the Run-off Dice are rolled.
Run-Offs 
Characters will also have Run-offs. These are other abilities that your character is known for. These can be things like “Jury Rig”, “Spacecraft Combat”, “Wealth”, “Fame”, “Martial Arts”, or “Leadership”. Run-offs aren’t as powerful as Clichés, but still means that the character is well-trained/known in that area. If a player chooses to use a Run-off in a roll, the player must describe (in as much detail as possible, preferably in an entertaining way) how that Run-off is being used to affect the situation. A player can choose to use up to six Run-offs for any given Round.
A Run-off grants the player the ability to generate die pools based off of utilizing them to overcome challenges. Run-offs are rated with a damage adder. This adder is applied to any die that the Run-off is used on to determine how powerful the effect was after any defenses (i.e. opposing dice) have been taken into account. Any action must have a Run-off applied that has an adder greater than zero. If the adder of a Run-off is ever reduced to zero, then the use of the Run-off (i.e. the Action) was spoiled and not successful.
Pips 
Pips allow for small amounts of character customization. They are far less powerful than a Run-off or Cliché and are generally just considered “hobby” type areas for the character. Whenever a Pip would apply to a situation, the player can add one to the results of any one die in their pool. Some examples of Pips would be “Strong” or “Beautiful”. Pips differ from Run-offs in that they are descriptors of the character rather than the character’s abilities. 

Catch Phrase 
All characters are granted at least one Catch Phrase. This is a signature utterance or maneuver that encapsulates the character. A player can choose to use the character's Catch Phrase once per game session. Doing so allows the player to choose one of two options. The first option is that the player doubles the value of one die rolled in their character's pool. The other option would be to replenish ½ of the character's missing Resolve points (minimum of 1). 

Flaws 
Finally, every character will have a Flaw. The character’s Flaw marks how the character generally falls down and fails, but they can also represent bad things that befall the character from time to time. Anything that challenges your Flaw means that the character must fail, unless they resist it by spending Resolve. Only a Cliché is powerful enough to supersede a Flaw in normal activity. In those cases, the Cliché and Flaw cancel each other out; leaving the character as “average” (i.e. they do not get the benefits of their Cliché but can apply Run-offs normally). Examples of Flaws can be “Supremely Overconfident”, “Dire Enemy”, “Addiction”, or “Alien Upbringing”. 

Characters can, optionally, possess a Dark Secret as well as Flaws. Dark Secrets are aspects of the character that go beyond Flaws. These are mortal failings that will cause the character to fall, die, or fail spectacularly whenever it applies. Dark Secrets cannot be stopped by Clichés, only Resolve holds even a glimmer of hope of holding back a character’s failing of this severity. 

Resolve 
Resolve allows characters to resist damage and setbacks. Characters can spend two points of Resolve to cancel a Flaw or five points of Resolve to offset a Dark Secret. They can also spend a three points of Resolve to gain a temporary, situational Run-off for any given scene or one point of Resolve to gain a situational Run-off for one action. Additionally, two points of Resolve can be used to “Seize the Moment”, which allows the player to up the maximum dice they can use for the Action Pool by two (8d6) for the rest of the scene. Characters can spend 1 point of Resolve to call out a duel between any number of opponents via "This one is mine". If multiple members of the party wish to call out an enemy with “This one is mine” it is best to let them bid with Resolve. Furthermore, combatants not wishing to be called out can counter bid in an attempt to prevent being called out. All Resolve points used in the bidding is spent, however, regardless if the character’s bid was successful or not.

Defensively, Resolve can be used in various ways. It can be spent to reduce the Damage Adder of an attack on a one for one basis (to a minimum of 0). If a Run-off’s Damage Adder is reduced to 0, then the attack is spoiled and no damage occurs (i.e. the Damage of the Action Die does not need to be bought off). A player can also spend 2 points of Resolve to Defend another target (called “I can’t shake him!”), sacrificing their character for the intended target. The intended defense must be feasible (i.e. the character must be close enough to intercede and capable of doing so). Five Resolve can be spent in the “Vader Effect” which allows the character to retreat from any battle without taking any further damage. This allows for Heroes or Villains to live to fight on another time. 

Additionally, Resolve is used to turn a battle into an “Epic Battle” (also known as the “Let this be our final battle” rule). Five points can be spent to turn a situation into an “Epic Battle” where the Essences for all participants are immediately set to 40 (regardless of their actual level at the time) and the game is then played for keeps (destruction, death, humiliation and banishment, whatever). This is the ONLY way to permanently defeat a non-Mook, including player characters. An Epic Battle can only be invoked once by any of the participants. This prevents participants in an Epic Battle invoking a second Epic Battle to prevent themselves from losing. Villains and player characters can override this rule if the GM and players agree before hand (call this the “Final Fantasy Epic Battle”). 

The final use of Resolve in the game is far more ephemeral. Basically, Resolve can be used by the players or required by the GM to just get various things done. The GM should require the player to spend 1 to 5 points of Resolve, depending on how vital or outlandish the action they are attempting. The GM can also require a successful die roll on top of the Resolve expenditure for particularly insane or difficult actions. All that said, provided the Resolve are spent and any successful dice rolls are made, the action, no matter how insane, succeeds. That’s the beauty of Resolve points… they let you break all the rules and look good while doing it.

Characters regain Resolve while Resting. For every hour spend resting, a character regains 2 points of Resolve. Particularly restful or peaceful surroundings increase this to 4 points per hour. A character that valiantly lives up to their Cliché or does something spectacular at any time should be rewarded by having their Resolve completely refreshed immediately. Meanwhile, a character that has suffered a crushing defeat might lose all remaining Resolve until it “heals” naturally. Any full refresh or loss of Resolve can only happen once per game session. 
Resolve Summary

· Cancel a Flaw for a Scene = 2 Resolve

· Cancel Dark Secret for a Scene = 5 Resolve

· Situational Run-off for Scene = 3 Resolve

· Situational Run-off for one roll = 1 Resolve

· “Seize the Moment” = 2 Resolve

· “This one is mine” = 1 Resolve

· “I can’t shake him!” = 2 Resolve

· “Epic Battle” = 5 Resolve

· “Vader Effect” = 5 Resolve

· Reduce Run-off Damage Adder  = 1 Resolve per +1 (max 0)
Essence 
Every character, and some bits of equipment, will have an Essence listed. Essence tracks the importance of the character, task, or item to the overall story. The Essence Rating serves as the “plot pool” in many ways. It serves the character, task, or equipment by tracking how much “damage” has been done to the importance of the target by the machinations of the world at large. The points are deducted by successful uses of Run-offs by simply reducing the Essence number by the value of the successful die plus the Run-off’s damage adder. It doesn’t matter if the Run-off seems to be incapable of causing direct “damage”. After all, Essence isn’t an actual measure of physical damage that can be taken… it’s more a measure of “plot immunity” for the character/item. The more immune to the machinations of the world, the higher the Essence should be. A character’s nemesis might have quite a bit more Essence than a “normal” villain simply because the nemesis has a lot more plot immunity and is more vital to the story... 

Once a target’s Essence is reduced to zero one of two things happens. If the target is a Mook or other unimportant issue, then the target is completely defeated or destroyed. If the target is a player character, villain, or other important plot point, the target suffers a temporary set-back (unconscious, badly hurt and hospitalized, left for dead, etc.) but will live to fight again. The victor must leave the target to lick their wounds and can’t press for a “kill” The only way to defeat a non-mook is to shift to an Epic Battle (see the Resolve section). 

A Hero or Villain can also choose to lose any piece of equipment on their person or a Run-off on their Vehicle rather than take Essence damage. This, referred to as "I've lost my shields!!", can be done so long as the character has equipment or vehicular Run-offs to lose. Lost equipment should be significant... none of this "Oh no, there goes my other set of matchbooks, damn you Dr. Fiendish at this rate I'll never start a fire again!" The GM should adjudicate if the lost equipment/run-off is appropriate. 

Essence is regained much like Resolve, but at twice the rate (so 4 points per hour for normal resting or 8 points per hour for very efficient resting). Essence can be fully recharged when a character feels a swell of any very strong emotion (love, hate, etc.), provided the GM and player agree. This can only happen once per game session. 

Equipment 
Equipment grants Run-offs to the character that possesses them. Usually these Run-offs have a limited number of uses (e.g. ammunition) but some are effectively permanent so long as the character has access to the Equipment (e.g. “Encyclopedic Knowledge” from a personal computer connected to the internet).
Equipment is built in the same manner as characters save for a few differences. Basically, equipment is built according to how important to the story/plot the equipment is. If the equipment is as vital as the characters, then it is created as characters are. Otherwise, the equipment is built in a supporting role. 

Equipment built as a character acts on its own, regardless of the characters behind it. It is treated as a character for all intents and purposes. If characters wish to interact with character grade equipment then they must use the Team Up rules. Supporting equipment provides bonuses the character can use personally. Supporting equipment provides additional Clichés, Run-offs, Flaws, and bonus Essence that the character can access when using the equipment.
SYSTEM
The core idea behind the Clichénimatic System is that of speed over reality. The system is designed around the concept of playing fast and loose. As such, a lot of responsibility falls on the players as well as the GM to try to be reasonable and fair. This is not a system designed for competitive behavior within the gaming group. Players and the GM should try to find common ground to tell the stories that everyone at the table wants to tell. Don’t worry so much about physics, reality, or winning. Instead, just go with the flow. This game should look more like a Hollywood action film, a Japanese anime, or kung-fu movie. 
The first and foremost rule in the Clichénimatic system is that the Cliché rules all. If a character has an appropriate Cliché, the character’s actions should always be colored by that Cliché. The GM should ensure that if two characters are attempting the same action and one has an appropriate Cliché, then the character with the Cliché’s action should be more impressive even if their action wasn’t as effective (i.e. they didn’t roll as well).

The second rule is that of the Run-off. Run-offs give the player options about the character’s abilities. But don’t let Run-offs rule what the character can do. Resolve can be spent for temporary Run-offs and a character can ALWAYS attempt to do something, no matter how odd it might seem. Run-offs, or the lack thereof, should never slow down the game. They should enhance the game.

Finally, we come to dice. The dice are both a boon and a bane to the Clichénimatic System. Dice make the game unpredictable and can create drama. That’s a good thing, but dice can also slow the game down and drain importance from situations as they’re reduced to simple pips on a die. As such, the GM should really strive to make dice rolling rare but engaging. Don’t roll for every little action the players want to do. Trivial rolls slow the game down to a crawl. The best rule to follow when it comes to dice is this: If the character isn’t meeting real opposition and the task that is being attempted doesn’t compromise a major story element, just forego rolling and let the character succeed. Another way to put it is “When in doubt, just go with it.”
Now this doesn’t mean players should run roughshod over the story or try to “get things by” the GM. Never should an adversarial attitude enter into a Clichénimatic game. The game just can’t support that kind of play. It requires that the players and GM work together rather than against one another. This may require the players (including the GM) to sit down and talk about their expectations of the game and each other before the game begins. Disputes should be handled in a fair and impartial manner and should always err on the side of the fun of all and the story being told. 
Opposed Rounds

Whenever a character tries to perform an action that is directly opposed by another PC or Villain, all of the participants generate an Action Pool. The players and GM simply declare what Run-offs each participant wishes to use for the action. Each Run-off adds a d6 to the Action Pool. There is a maximum of 6d6 per character, per Action Pool. 
The player then rolls their Action Pool. The player should at this point decide if they are using their Cliché for re-rolls or bonus dice. Re-rolls are then made, if any, and finally bonus dice are rolled (but not added). Any player can attempt an action that they don't have a justifiable Run-off for by rolling 1d, but that die suffers a -2 penalty (minimum roll of 1). The damage adder for this “unskilled” roll is a +1.
Once the character’s Action Pool is determined, the player then dictates their actions by spending their dice to describe their actions for the round. This is done by simply selecting one player and having that player declare an Action. To take an Action, the player chooses a die from their Action Pool and associates it with a Run-off. They can also apply any applicable Pip or bonus points from the use of a Cliché. They then describe what they are doing. The target of the character’s Action can at that point counter the Action with one of their own Dice and Run-offs, provided the value of the die is greater than or equal to the Action die used. A successful action reduces the targeted character’s Essence Pool by the amount of die plus the damage adder of the Run-off. Successfully countered Actions use the dice and Run-offs from both the aggressor and the target and play moves to the next player on the table. Once all of the players have taken an Action, the GM is allowed to, provided he has enough dice and NPCs, to perform one Action against each player character. Play then continues around the players and GM until all of the Action Pools for every participant is used up. At this point, the Round is over. If one Round isn’t enough to finish the conflict, then the die pools are replenished and the Rounds are repeated until one side emerges victorious.
Non-Opposed Rounds
Clichénimatic operates under the assumption that most Rounds are tests of skill and abilities between two or more opponents. This is not always the case, however. As such, a simple system should be used when Rounds aren't opposed by other Heroes, Villains, or Mooks. In general, you should rate non-opposed challenges against their importance to the overall story, plot, and Round and the challenge you want them to represent. A simple locked door to someone’s apartment might not be that important to the story (and so would be rated as a Trivial matter) and might pose a small challenge. Meanwhile the high security door to the enemy mecha facility might be of Vital importance but still represent only a moderate challenge to the characters. The Importance will then drive the amount of Essence and while the challenge will determine the Run-offs the task has.

· Trivial Importance = up to 5 Essence

· Average Importance = up to 15 Essence

· Vital Importance = up to 25 Essence

· Epic Importance = up to 40 Essence

· Minimal Challenge = 2 less Run-off Dice than the player rolls
· Moderate Challenge = 1 less Run-off Die than the player rolls
· Taxing Challenge = Equal number of Run-off dice as the player rolls
So a task that is rated Minimal but Vital against a player rolling 3d of Run-offs could have 20 Essence and 1d of Run-offs while a Trivial but Taxing challenge (something that shouldn’t come up often) would have 5 Essence and 3d Run-off dice.
The Run-offs for non-opposed Rounds are general in nature and are assumed to have a +1 adder. In general, they are only really used to counter the actions of the players, but the GM should feel free to use the Run-offs offensively if they so wish. For example a high security door might go into lock-down, reducing the character’s Essence or could even have defensive measures or traps that represent physical damage.

Round Types

There are three different types of Rounds that characters can attempt. These are Competitions, Tests, and Trials. The mechanics for these Round types are the same at the core but have small differences in execution.

Competitions

Competitions are either opposed or unopposed Rounds that are extended rolls that have no specific limitations on them to determine success. Competitions generally have all the participants rolling against a common Essence total. The first competitor to exceed the Essence total wins. If two or more competitors exceed the Essence total I the same round then the one that exceeded it by the most wins. 

Combat is a prime example of a Competition where the common Essence total is each participant’s Essence pool. Other examples of Competitions could be Races, Dancing Competitions, Games, etc. For many of these other Competitions, the GM should assign a certain Essence total the participants must reach.

Tests

Tasks that have a set time limit, be they opposed or unopposed, are considered Tests. The time limit for a Test is set by the GM and can range from one Round to any other amount of time. The GM will also set the period that rolls are made. Some activities will expire in minutes, with each Round representing one minute. Other actions might require weeks, days, or hours, which each Round will represent. The GM sets the Essence total that must be defeated and the player rolls until the value is exceeded or they run out of time. The GM might award partial completion, if they feel it is warranted.

Some examples of Tests would be diffusing a bomb before it explodes in five minutes (with each Round representing one minute) or deciphering a code before the enemies attack again in two days (with each Round being half a day, giving the players four Rounds).
Trials

A trial is a sort of a hybrid of Test and Competitions. In a trial the player has a set Essence total that has to be achieved, like all other tasks. And this may or may not be opposed by others. The difference is that a trial has a set minimum amount of success that the character must maintain in order to continue to roll against the Essence total. If, in any given Round of attempts, the character fails to do more than 10 points of damage to the Essence total, then the character has failed and cannot continue trying. The GM can modify this threshold value up or down if they wish to make the challenge more or less difficult.
A character climbing a wall would be a good example of a Trial, where the minimum threshold of 10 represents the character keeping their grip. 
Scaling

Occasionally players may wish to do things that are completely out of the range of what their characters could realistically do. This could be something like a man with a katana taking on a tank or a lone craft flying against a space station. In these instances, Scale might come into effect. The GM should really eyeball scale to avoid a lot of difficult calls. Generally things are either up-scale or down-scale. Attacking something up-scale is easy, but hard to hurt. Attacking something down-scale is harder, but devastating.

In general the scales for the Clichénimatic system are as follows: Small (Animal-Scale), Medium (Human-scale), Large (Automobile-Scale), Giant (Airplane-Scale), Huge (Building Scale), and Colossal (City-Scale). Some GMs might add or subtract as fits their setting or even give new names to the different levels, but those are the basics.

Up-Scale

Attacking something up-scale is difficult, but not necessarily impossible. Clichénimatic characters operate outside the realms of normal reality, so it is possible for even the lowliest of heroes to perform amazing acts. As such, whenever attacking up-scale, there are distinct possibilities that someone might succeed. The rules for attacking up-scale are the same for normal attacks. The only difference is the amount of damage done. When attacking-up scale the Action die is not used to determine the base damage. Instead, the damage done is equal only to the Run-off adder being used, which is then modified by -1 for every scale step out of balance that exists. So a Medium Scale run-off being used on a Colossal Scale target would have its Damage Adder reduced by -4 while it would only suffer a -1 to attack a Large Scale target.
Run-offs that possess an Up-Scale Special Effect (like Massive Damage) allow them to operate on whatever Scale they were purchased for. This means they suffer no penalties when used on their appropriate scale, but might suffer Down-Scale penalties if used on targets less than that.

Down-Scale

For the most part, when someone is fighting up-scale, someone else is fighting down-scale. In these instances things are a bit different. Fighting down-scale forces a penalty of -2 to the die assigned to attacks. This is due to the difficulty in targeting something so much smaller relatively. So a 5 +3 attack that is going down-scale becomes a 3 +3 attack. However, if the down-scale attack hits, the damage adder instead becomes a Damage Multiplier. Moreover, for every step in scale between the attacker and defender there is a bonus of +1 applied to the Damage Adder before it is converted to a Damage Multiplier. Therefore, a +3 Huge Scale attack that hits a Medium Scale target would get a +3 bonus to the Damage Adder and would thus do x6 Damage instead of +6 damage. The lesson learned from all of this is don’t get hit by a down-scale attack.
Some Run-offs may have Special Effects (like “Anti-personnel” or “Anti-Aircraft”) that allow them to operate down-scale with no penalties, but these also offset the +3 damage bonus and conversion to a damage multiplier as well. 
Teaming up 
Players can choose to Team Up (also known and “Let’s do this” or “I’ll form the head!”) to perform certain actions. A team of characters is treated in the same way as a single character is for a roll. This means that a team of characters can only use up to six Run-offs on any given Round. The characters in the Team may decide who is contributing what Run-offs to the Action Pool, but each Team member must contribute at least one Run-off. Furthermore, a Team of characters can Seize the Moment, like an individual can, but the Resolve cost can be spread across multiple members of the group (i.e. one member can spend 2 Resolve or two members can spend 1 Resolve each). Clichés and Pips can affect the dice the player grants to the pool per normal rules, but a character’s Cliché bonus dice or re-rolls only apply to the dice the character contributes to the pool, they are not put into a common pool for all to use.

Something else to note is that when Teaming Up, all members of the team must contribute. If a team member lacks an appropriate Run-off, however, they are immediately granted a general "Be Helpful+1" Run-off on the appropriate Scale to add to the Action Pool. Players should work hard to describe how they are teaming up to accomplish tasks. 
Certain tasks may require characters to Team Up. Any situation that falls into the Non-opposed action rules above would be a good example of a time when players must Team-up. Teaming up should be used whenever the players are all facing a common foe (such as two or more characters challenging a single Villain) to keep dice pools equal amongst all participants. 
Mooks vs. Villains 
There are two types of enemies that characters will encounter: Mooks and Villains. Mooks represent the faceless hordes of underlings, scrubs, and thugs that populate the universe. Mooks are easily dispatched singly, so their only real value comes with numbers. Mooks generally will not have any Run-Offs save for the equipment they carry/operate and they have a Pool of Essence and Resolve. Villains, on the other hand, are real enemies who operate much like the characters do. Villains will be generated like full Heroes. 

Mooks 
Mooks represent groups of the faceless hordes that Heroes must contend with from time to time. They are minions, thugs, and drones for the real powers of opposition the Villains 

As such, Mooks don't represent much of a threat to a Hero, save to soften them up for the real problems. Mooks work differently than other mechanics in the system. Mooks have no Clichés nor Flaws and lack Run-offs, Pips, Resolve, or Essence on their own. Instead, a group of Mooks gain 5 Essence per Mook and 1 Resolve per five Mooks. A group of mooks rolls 1d6 per mook in the group up to a maximum of 10d6 for any given round. 

Mook Dice
Mook Dice work different than other dice in the game. Mook dice are allowed to “break” when they are used. This means that any Mook die that is used is not removed from the pool. Instead its value is lowered by one if it is used to defend or by two if it is used to attack. So a Mook die that was a 5 that is used to defend a 3+4 attack becomes a 4 instead of being removed. Similarly, a Mook die that is a 2 that is used to attack is reduced by 2, making the die a 0 (and thus removed from play after the attack). The only time a Mook die is removed from a pool is when the value of the die is reduced to 0 or less (i.e. a 1 is used to attack or defend) or when the damage from a Hero’s attack reduces the number of Mooks below the number of Mook dice remaining. For example, if there are five Mook Dice and five Mooks, if one mook is removed, then there would be five dice and four Mooks, so one die is removed.
Also, once the Heroes are out of dice, Mooks are only allowed one additional attack per Hero, regardless of the number of dice left in the Mook pool. After that last round of attacks by the Mooks, the dice should be re-rolled and a new round should begin. This keeps Mooks from completely overpowering a Hero in a single round due to numerical advantages. This can be offset by Mooks spending Resolve (see Mooks and Resolve).

Mook Essence
Mooks each have an Essence of 5, regardless of any equipment or vehicles they might be piloting. Heroes that do 5 or more damage with a strike immediately remove a Mook from combat. This has no effect on the Mook dice pool unless the loss of that mook would reduce the number of available Mooks to be less than the remaining number of Mook Dice. A battle with a group of Mooks is over when all Mooks have been removed from play or the GM determines that the Mooks break and run.
An optional use of Mook Essence is the “Wushu Mook” rule. Using this optional rule means that the 5 Essence per Mook is instead placed in a Mook Essence Pool. No Mooks are removed from play until the Mook Essence Pool reaches 0. The Mooks keep getting up and fighting until the Heroes have broken their will completely. Using this rule makes Mooks a bit more hardy and should be offset by only giving 1 Resolve for every 8 Mooks.
Mooks and Equipment

Since Mooks lack Run-offs the maximum damage they can do without equipment is +1. A Mook, however, can use Run-offs from Equipment like a hero and gain the damage adder of that piece of equipment. GMs shouldn’t really worry about limited uses or recharge time, since there is usually a group of Mooks that can utilize the equipment at different intervals. That said, GMs should also try to play the game for the Heroes and not always go for the most damaging attacks. Remember, Mooks are there to soften up Heroes, not destroy them.

Mooks also can utilize Clichés and Flaws from the equipment they use, but can only use the Cliché to re-roll any portion of their pool (i.e. cannot use it to gain a bonus d6 or to gain an additional +2 Run-off). Additionally, Mooks cannot sacrifice a Run-off in their Equipment to prevent damage. If GMs want more resilient Mooks, send in more Mooks. A GM can, optionally, track a single piece of equipment for all Mooks, marking off Run-offs and shots from that piece of equipment. Once all of the equipment is used up, then the Mooks are left with nothing other than the base +1 adder.

Mooks and Resolve
Mooks Resolve can only be used in certain ways. It can be used to reduce the damage adder from a Hero’s attack. It cannot be used to Seize the Moment nor can it be used to instigate an Epic Battle or call out a Hero. Mooks also cannot use Resolve to gain situational or temporary Run-offs. Mooks can, however, spend 5 points of resolve to “overpower” a Hero (thus it takes 25 Mooks to overpower a single hero… so beware of large groups of Mooks), allowing them to take a Hero captive. This allows the GM a method of taking prisoner without long, protracted battles, if the plot so requires it. Players should not take this as an attack on their autonomy and should instead look at it as a genre convention as well as a device GMs can use to tell certain types of stories. Heroes that are overwhelmed should, of course, always be given every opportunity to escape after being taken to the Villain for exposition.

Villains
Villains operate exactly like Heroes but with one minor change. They can utilize the “This one’s mine” rule to call out specific Heroes into a closed competition without spending Resolve. This prevents players from ganging up on a Villain. Otherwise, the Villain operates in exactly the same manner as the Heroes.
System Summary 
All participants declare the Run-offs to be used. They then roll 1d6 per Run-off. If Clichés apply, they can either roll 1d and add it to any of the dice rolled or re-roll any portion of the pool. Pips can add 1 to any one die per Pip that applies. The GM then declares the first action. Dice are paired off to counter one another and a die can only be countered by a die with a value greater than or equal to itself. If a die is not countered, then the die’s value is multiplied by the Run-off’s damage adder and that reduces the target’s Essence. Once a target reaches 0 Essence it is defeated (temporarily for Villains, important plot elements, and Heroes; permanently for everything else). 

Catch Phrase 
Once per session a player can invoke their character’s catch phrase and either immediately double one rolled die or regain ½ of their missing Resolve. 

Let’s do this! 
Heroes can Team up to perform feats they lack Run-offs for or to increase their efficiency. Characters that team up create a pool with each player contributing 2d. The dice are rolled and the players divvy up the dice to the participants. If players have appropriate Pips or Run-offs they can apply the bonus or adders to the dice they use. 

I've lost my shields!! 
A Hero or Villain can choose to sacrifice a piece of equipment (which should be significant) they are carrying or a Run-off from a vehicle they are piloting rather than take Essence damage. They can do this for as long as they possess equipment or vehicular Run-offs. 

CHARACTER GENERATION
Starting characters are built out of a pool of 50 points. Once a character is generated, the costs to advance the character are the same as it cost to generate the character. In general, a character should gain 2 to 8 points per session that can be used to advance the character. Players should do their best to make this advancement organic, preventing huge jumps in power, unless it fits the idiom of the character or genre.
Cliché 
Every character starts with a single Cliché for free. An additional Cliché costs 40 points to purchase. 

Run-offs 
Run-offs cost 4 points per level in the damage adder. So a +3 Run-off will cost 12 points. Run-offs can have their costs modified by applying limitations to them. The limitations that can be applied are: Limited Uses, Pool Use, Limited Access, and Recovery Time. If the player comes up with some other type of limitations, the GM should work with the player to assign a point saving. Run-offs can also have Special Effects associated with them, which act as little rule-breaks and tweaks that are outlined by the player and GM. 

Limited Uses 
A Run-off with Limited Uses can only be used as many times as the Uses allow. After that, the Run-off is forever expended and will not naturally regenerate. Many items, like weapons, will use this to represent ammo that can be replaced by replacing the entire system (magazine, missiles, etc.). Doing so takes up a die from any round, provided the reload is available. 

1 Use = ¼ Cost 

3 Uses = ½ Cost 

9 Uses = ¾ Cost 

Pool Use 
A player can also choose to have multiple Run-offs fueled by the same pool of Uses. Simply generate the cost for the most costly Run-off in the Pool as modified by the number of uses. Then generate the other, less costly, Run-offs without modifying them for number of uses. Instead, treat all additional Run-offs in the pool as if they had 1 Use (x ¼ cost). This cost can be further reduced if the Run-off uses more than 1 charge from the limited number of uses. For every charge it uses that is greater than 1, reduce the Final Cost by -1. So a 2 Charge Run-off would reduce the cost by -1 while a 5 charge Run-off would reduce the cost by -4. This reduction cannot reduce the final cost lower than 1 and a Run-off cannot use more charges than available to it. 

Limited Access 
Run-offs that are limited by access (i.e. cannot be moved or are only available at certain times of the day) have their final cost cut in half (to a minimum of 1). 

Recharge Time 

Recharge time is an amount of time that must be paid before a Run-off can be used again. This can represent a single shot weapon that has a long reload time (like a crossbow or a cannon) or something that takes time to regenerate enough power to use. A Run-off with Recharge Time must wait the proper amount of time, setting aside one die from their pool (after it is rolled) every round until the recharge time is paid (the rounds need not be consecutive, unless noted in the cost). 
Run-offs with Recharge Time have their Final cost reduced by 1 point per round required. If the Recharge time must be consecutive rounds, then the cost is 2 points per round (minimum of 2 rounds). This can not reduce the cost of a Run-off below 1. 

Recovery Time 
Run-offs can also have a Recovery Time associated with them. It is a rest period and can only be applied with a limited use Run-off. In this case the player can use the Run-off up to its limit, but then must wait the Recovery Time length before the Run-off replenishes itself. Basically Recovery Time allows a Limited Use run-off to replenish itself naturally. The cost associated with a Recovery Run-off depends on how long it takes it to recover. 
By Next Game Session = +1 points 

By Next Scene = +2 points 

By Next Combat = +3 points 

In Same Combat = +8 points – number of rounds to wait (minimum of 1, maximum of 4)
Thus a +4 (3) Run-off, which normally costs 8 points, that recovers by the next Game Session would cost 9 points. If it recovered in 4 combat rounds it would instead cost 12 points.
Special Effects 
Some Run-offs can have Special Effects added to them. These are special benefits that are specified by the player and can be things like Area Effect or Stun only. Each Special Effect adds as if it were 2 Run-off damage adders. So a Bazooka Run-off with a +4 adder and an Area Effect attached to it would be treated as if it had a +6 adder for costs (and thus cost 24 points). The players and GM should work together to outline what a given special effect will do in the system. Some examples of Special Effects follow.
· "Haywire" Special Effect. Haywire effects stun or otherwise temporarily reduce the efficiency of their target. Anyone struck with a Haywire effect and does not defend against it immediately loses 1d from their pool. If no dice are left in the targets pool, they lose the highest rolled die from the next round's pool. Haywire can only remove one die from a given pool in the same round.
· "Rapid" Special Effect. A Run-off with the Rapid effect allows the user to split the die as well as the Damage Adder being used by the Run-off into two separate attacks that are used in a single offensive maneuver. So a +2, Rapid Run-off that is used with a rolled 5 can be split into a 1 +1 and 4 +1 or a 2 +1 and 3 +1 attack that both hit their targets at the same time. Rapid fire attacks need not be split, however, and the player can choose to hit the same target with the full force of their initial roll.
· "Area" Special Effect. Area works in basically the same manner as the Rapid fire, allowing the player to split the die rolled and the Damage Adder of the attack. The difference is that the die can be split into more than just two attacks. Thus a 4 rolled on a +4 attack could be split into four 1 +1 attacks, two 2 +2 attacks, or two 1 +1 attacks and one 2 +2 attack. The only rule is that an Area attack must be split into at least two separate attacks on separate targets. If only one target exists, it cannot be targeted twice, but the die rolled and Damage Adder must still be split (i.e. neither the Damage Adder nor Die can be set to 0 for one of the attacks).
· "Massive Damage" Special Effects. This Run-off can affect up-scale targets at no penalty. Each Scale up counts as a Special Effect (so something attacking up two Scales is two Special Effects). A Run-off can only affect a single Scale.
· “Anti-personnel” or “Anti-aircraft” Special Effects. These Run-offs can affect down-scale targets with no penalty, but do not benefit from the down-scale damage adder. Each Scale down counts as a Special Effect (so something attacking down two Scales is two Special Effects). A Run-off can only affect a single Scale.
· "Persistent" Special Effect. Run-offs with the Persistent effect will continue to do the initial damage for one round after they successfully damage their target. So a +3, Persistent attack that hit with a 4 would do 7 Essence damage on initial impact and another 7 Essence damage at the start of the next round (before dice are rolled).
Run-Off Creation Example 
For example, say Frank wants a Laser Pod that has two modes of fire one is a Burst that is does +2 damage and has an Area Effect and the other is a Blast that has a +4 Damage Adder. Frank then decides they will share 9 uses across them. The cost for the Burst is the base of 4 times the adder of 4 (2 for the damage adder and +2 for the Area Effect), meaning it costs 16 points. The Cost for the Blast is 16 as well, so he decides to make the Blast Primary. He then modifies the cost of the Blast by ¾ for the 9 Uses and gets a total cost of 12. He then modifies the cost for the Burst by ¼, since it is sharing the 9 Use Pool with the Blast power. So the Burst costs 12 points and the Blast costs 4 points, so the total cost for the Laser Pod is 16. Frank could choose to have the Blast+4 use up three charges rather than one and reduce the cost to 14. So Frank has a Laser Pod (9) that fires a Bust+2, Area Effect and a Blast+4, 3 Charges. 

Pips 

All characters and equipment start out with one pip. Additional Pips can be purchased for 4 points. 

Flaws 

All characters in the game that start with a free Cliché gain a corresponding Flaw. Additional Flaws grant the character 20 points per Flaw. A character can also add a Dark Secret and gain 40 points. Only one Dark Secret can be purchased by a character. 

Resolve 

Resolve starts at 8 for all characters and can be purchased for 4 points per level. Resolve can be lowered at character generation, netting the player 4 points per level. Equipment and Vehicles do not gain any Resolve, only Heroic characters and vital plot elements get Resolve points. Resolve is used to separate the wheat from the chaff.
Essence 

The base Essence for anything that gets Resolve points (i.e. a Hero or important plot piece) is 20, all other supporting piece of equipment starts with an Essence of 1. This can be raised or lowered during character generation. A player may add levels to their Essence for 2 points per level or can remove levels from their Essence and gain back 2 points per level. Thus a starting character with an Essence of 10 would have gained back 20 points while a character with a 28 Essence would have cost the player 16 points. 
Designers Notes

Clichénimatic Role-playing was designed with a very specific mindset going into it. This mindset was: FAST! FURIOUS! and KEEP IT MOVING! The first and foremost rule that applies to running a game of Clichenime for the GM is this: Say yes or roll the dice. This is a game of high heroics and character based stories. If the players come up with some crazy concept, either let them do it or let the dice decide if they can do it. Don’t spend a lot of time trying to figure out the most “realistic” or systemic solution…either let their action succeed or roll a few dice to keep the game rolling. 






