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by René Toi




This scenario is dedicated to my Grampa.

My Grampa did not have a motorbike or a
moustache, but he had a fantastic old Volkswagon
and | got to shave him with shaving cream and a
razor, when | lived with my grandparents every
summer.

It was a magical time.




INDEX

INErOAUCTION...ciiiiiiieee e e s 4
Plot and CharaCters ......ccieeieieiieieeeetee ettt 5
Themes and STrUCTUIE ...o.eiiuiiiieeeeeeeee et 6
Play tECNIGUES oottt 9
STAMTING UP it e e s s e e e e s s s aa e e e e s 12
PROLOGUE. ... ittt ettt st sttt be e s s e 15
ACT Lttt sttt et he e sttt e b e ae e saeeeaeas 19
ACT 21ttt ettt b e bttt e b e ae e st eaees 29
AT Bt 39
ACT Dottt s s e et 49
O S TP PP PTUPPUPR 61
CRATACLEIS ettt ettt ettt et b e b e nae e 69
(€1 =10 0] o - PP PPPP PR 71
ST e e 75
Bl et s 79
Denmark according to Grampa ......cccccvvieeeeeeieeciere e e e 83
Flowchart (in Danish)........cooocuiii i 86

Grampas Nimbus by René Toft
This freeform scenario was written for Fastaval 2017

lllustrations: Nora. www.fiverr.com/minotaure

Thanks:

A mighty big thanks goes to my sparring partner Nynne
S¢s Rasmussen. | owe you a pack of marshmallows.

Thank you to Anders Frost Bertelsen og Tina Heebgll
Arbjgrn. You made scenario orginazing a treat to be
part of.

Thanks to my playtesters: Tim Slumstrup Aunkilde,
Anna Sigrid Pii Aunkilde, Mads Fgns Frausig, Mikkel
Baekgaard, Kamilla Kate Brichs og Signe Lgndahl Hertel.
| couldn not have done it with out you guys.

Thank you to Pinchcliffe Grand Prix, Russian Pizza Blues,
The Straight Story and The Big Fish.

Last but not least — a big thanks to Fastaval Translator
Task Force. Without them this scenario would not be
translated. You guys rock!



http://www.fiverr.com/minotaure

Introduction

Grampa’s Nimbus is a subtle Danish feel-good road movie, filled with off-
beat characters, wide-eyed naivety and an indomitable belief in the best
of people. It’s a scenario about little destinies and big words on saving the
world, one person at a time.

The players play Grampa (a pensioner stunt driver) and his two
grandchildren, Sille (an 8 year-old wild child) and Bille (an 8 year-old
annoyingly quizzical boy), who all take off in Grampa’s Nimbus and its
sidecar to find Dad. Father has disappeared after going out to save the
world a week prior.

The scenario is the trio’s journey through Denmark in a story that
branches out as you go. The players continuously choose where they will
go next, further into the Danish landscape. Each scene is attached to a
physical location in Denmark and a concrete person whom Dad has tried
to help in one way or another, with greater or lesser success. The trio’s
task is to try to clean up the mess their father left. In thanks, those they
help send them further on their way. For example, you can choose to go
from the Hot Dog Venders in Korsgr to the Mechanic in Brenderup, the
Bookseller in Sgnderborg, the Paragon of Virtue in Fredericia or the Dying
Man in Tgnder. Practically this means that there will be 16 set scenes, but
you will only play four of them, and that is decided based on where you
drive next.

Every scene has one of four possible thematic elements: love, death,
freedom and bravery. These themes help determine which father they
meet at the scenario’s end.

There will also be some set scenes that the players don’t choose
themselves, tied to a misunderstood kidnapping (Grampa forgot to tell
Mom that he borrowed the grandchildren). These scenes function to
create forward movement in the scenario, to set a deadline for how long
the trio has to find Dad, before the police find them.

Lastly there is, of course, the ending, which will depend on which theme
has weighed heaviest on the storytelling. Do they find the heroic man, the
heartbroken man, the dying man or the wandering man?

The scenario is a classic “sitting around the table” roleplay, but with
mechanics that set the framework for the interaction between
Grandfather and the children, and the rest of the world. For example, Sille
has an invisible friend who can interact with the world, Bille has a
preference for big words that come to influence the conversations with
Grampa. Grampa himself is a member of Nostalgics Anonymous, and
thinks that everything was better in the good old days and therefore
rejects “newfangled” remedies, which can cause more harm than good.

At the same time there is a linguistic tone in the scenario, which is
important to getting the lighter, wide-eyed atmosphere. Naivety and
honesty are the apt descriptions. Like when a child speaks. Without filters.
It must be practiced before play start via exercises.

The game master will play the many goofy secondary characters along
the way, but will also have the overview of the options currently in the
story, and the themes which have weighed in most on the story, therefore
pointing in the direction of the ending the trio will meet.




Plot and

Characters

The players play Grampa and the twins Sille and Bille respectively.

Grampa is soft and warm and quite eccentric. He is a single man and his
motorcycle is named after his dead wife, Ruth. Moreover, Grampa is the
founding member of Nostalgics Anonymous and doesn’t believe in new-
fangled paraphernalia such as mobile telephones.

Sille is a naughty wild child and has an invisible friend, Flupsi, who's
always there when she needs. Flupsi is actually Grampa’s dead wife, Ruth.
Sille knows this, but she’s promised not to say anything. Sille can’t read, as
she is dyslexic, but she doesn’t care.

Bille is extremely curious, but unfortunately he hasn't learned to read very
well yet, due to his own dyslexia. He loves big words and always wants
Dad or Grampa to explain the difficult words. They do that to the best of
their abilities.

Dad went travelling about a week ago to save the world and since
Grampa, Sille and Bille haven’t heard from him in all this time, they decide
to find Dad themselves. Grampa forgot to tell Mom that he took the
grandkids with him on his trip.

Mom believes that Sille and Bille have been kidnapped, and the police
build it up into the crime of the century, hurrying to get a giant manhunt
going. Sille, Bille and Grampa will be busy if they want to find Dad before
the police find them.

The hunt for dad is a trip through Denmark from Zealand to North Jutland
following Dad’s tracks. Sille, Bille and Grampa speak to the folks that Dad
spoke to, and mostly helped, though Dad hasn’t always made life easier
for the parties involved. Good intentions aren’t always enough.

Along the way they learn both something about Dad, and something
about themselves and each other. With each person they meet, they get
closer to Dad and an explanation for why he left, and they choices they
make n the way become suddenly more important for which Dad they
meet at the end. Is it Dad with the broken heart, the Dad whose days are
numbered, the Dad that puts his own and others’ freedom above all, or
the hero Dad who saves the day?




Themes and
Structure

| would like to start by warning you. You sit now with three times as much
scenario as you will need. This means that you will eventually play 25% of
all the scenes that you now have to read. But there is an explanation.

Grampa’s Nimbus has four themes: love, death, freedom and bravery.
Four possible explanations for why Dad has gone out to save the world,
and four possible ways to look at Dad. Here it should be said that it is the
players who look at him. It is their thoughts on who they think Dad is that
decides who it is they meet on the way, and which Father they meet at
the end. They will make this choice five times over the course of the
scenario. Five times they have the option to choose between love, death,
freedom and bravery, which will also mean that there are 20 different
scenes, of which they come to play only five.

Structure

Structurally, Grampa’s Nimbus is a story divided into six parts: Prologue,
Acts 1 to 4 and the essential Act 5.

The prologue consists of two scenes: Grampa, Sille and Bille’s departure,
and meeting with the Magical Madame Blue, which introduces the
concept and themes to the players.

Every act consists of two types of scenes - a thematic scene and an
interim scene. As said earlier, in every act there will be four possible
thematic scenes - one for each theme. You will only play one. Which
scene is played is up to the players, but when they have chosen a scene,
three other scenes are automatically removed from the game, which they
will not have the opportunity to play at another time. When the thematic
scene has been played, another scene (or two) follows, which tells how
the world outside reacts or involves itself in Grampa, Sille and Bille’s road
trip.

There are no restrictions for which themes shall be chosen. If the players
have chosen one scene about death, they are not required to take the
three others. They may if they choose. It can be that they play a scene
from each theme, or that they play two scenes on bravery and two scenes
on freedom. Once again it is up to the players.

Every theme has an ending. At the end the players have a choice which
decides their and their father’s fate. If they have investigated one or two
themes, it makes sense to choose one of those endings, but it is again up
to them. It could be that they’re afraid to take the ending attached to the
death theme, out of fear of losing Dad. And that’s okay. It’s their story. It's
their Dad.




The Structure of a Scene
A typical scene in Grampa’s Nimbus consists of the following elements:

A headline, where you can read who’s involved and where it takes place,
as with The Fake Tattoo Artist in Kalundborg (scene 1.1A)

A short summary of what happens in the scene and the task for which the
players are responsible.

A description of the city or area according to Grampa. The player who
plays Grampa will get a sheet with descriptions of all the cities they can
come to. He/she just reads the appropriate description when the scene
starts.

A description of the situation and the scene’s NPC before Dad appeared.
Who are we dealing with here? Why is it they needed help?

A description of what happened when Dad appeared. What did Dad do
and say? And what happened after?

At this point comes the section where the players enter the field. They
naturally don’t know everything that has happened before they arrived,
but because you know it as the GM, you can incorporate it as required
through conversation or hints. It is also important that you don’t just let
the NPC explain everything from the start. The players should dig around.

A scene then continues until the problem is solved. Now the NPC will
happily tell more on what Dad was like, when he was there. How did he
act? Was he busy? Was he fragile? Was he tough?

In the end they have information on the four possible destinations Dad
has gone on to.

The Four Themes

The four themes — Love, Death, Freedom and Bravery — introduce the
players to sides of Dad that are always shifting depending on which
themes they work with. They learn more about a side of Dad by
interacting with the people that have helped on the way, both in learning
what Dad has done for them, but also what they say about how Dad was
and what he said.

The players’ focus on what they want to know about Dad becomes the
story’s driving factor. If Sille adamantly thinks Dad is a hero, so they
probably won’t get through the scenario without playing at least one
scene with the theme of Bravery. If Grampa is afraid that Dad is sick and
this journey was his swan song, then maybe Death will be a theme that
comes up.

Another possibility is also to just choose which of the four presented
scenes sounds the most fun. That is entirely legitimate.

It becomes a study of the concepts, both from Dad’s viewpoint and from
the players’ investigation of the impressions Dad left along his way.




Love I

In the scenes about Love, Dad is on a mission to get people to embrace
love, no matter what form it takes. It can be love for a craft, an onerous
love, or the unspoken love that cannot dare be chosen. Father is a ticking
bomb and goes around Denmark with a fragile heart. It is full of love, and
he only wants the best for everyone, but missing his own family is causing
his heart to burst. He ends in the hospital in Viborg with a broken heart,
and only his family can wake him.

Death 2.
Sille is very much in focus in the scenes about Death. Her invisible friend
Flupsi is Grandma, so we know from the start that Sille has the ability to
see the dead. And every time she pops up there is the possibility that
Grampa will find out that Grandma is travelling with them, and not Flupsi
the made-up invisible friend. It becomes a conversation about life after
death, and what awaits us out there. For Dad it’s a journey, where he
comes to acknowledge his own mortality. He knows that he is sick, and
knows that he must have an operation in Viborg, but before then he takes
the chance to try and get an idea of what’s in store for him. Therefore, he
talks to a student of parapsychology, a dying man, he visits a haunted
house and a priest who can see the dead. He finds his answer and accepts
that he must die. At the funeral Sille can see that he has found peace.

Freedom

The scenes on Freedom are very much about the price we have to pay for
freedom. That we have to understand and respect it, but also challenge it.
Dad goes through the great plains, on the way to Frederikshavn to take
the ferry to Oslo and farther. On the way he helps people to challenge the
freedom they believe they lack, or gets them to put a greater value on the
freedom they already have. He challenges the status quo, and it doesn’t
always go well. He teaches two sausage-makers to be vagabonds, and
helps a woman bound to a wheelchair to fly. It’s about personal freedom,
the right to be yourself, which also means, that here we see Dad from his
most egotistical side. It is his crusade, which he has forgotten to include
the others in. But they can catch up to him and continue the travel
together with him.

Bravery /

Lastly we have Bravery. This is the childrens’ idea of their Dad. That heis a
genuine hero, that does heroic things for the people that can’t do them
themselves. But he is not a superhero. He hasn’t got the shadow of a
superpower, but he has a way of doing things. The people he meets along
the way in his search for a place in life as a hero bring him to an anxious
state of mind - a poor boy who needs some rebellion, a sour teacher he
cheats into retirement, and last but not least, he tries to make sure a little
North-Jutish hamlet gets a library, despite the cuts of politicians. He is an
everyday hero and things end when he finds his calling as a fireman.




Play

technigques

Grampa’s Nimbus is written as a classic Fastaval tabletop roleplaying
scenario, or a Danish freeform, as it’s also called. It means that you sit
around the table and play your roles, and there will be a minimum of
physical roleplay. As players, you should surely feel welcome to do more
physically with the scenario, but as a starting point it’s not designed that
way. However, some play techniques have been put in place for the
interaction that happens around the table.

The three character perspectives

Every player character has their own personal view of the world, which
affects the interactions they have.

Sille’s fantasy, invisible friend, and telephone number.

Sille has a crazy fantasy, which takes some time to share. The border
between fantasy and reality can be a slightly gray zone for her, but that
shouldn’t be a problem for the scenario. It should be cozy and fun and
should be used to create fun situations, not to put up a roadblock for the
story.

As the GM it is good to turn to the fantasy once in a while. Help the player
along the way, if the Sille player isn’t so imaginative, and at the same time
be clear to challenge Sille with the truth, if she goes off on a tangent.

Sille has an invisible friend, Flupsi. Flupsi is Sille and Bille’s dead Grandma.
Sille knows this. Sille is the only one who can see or hear her out of the
three. Sille has promised Grandma not to tell Grampa that it is Grandma,
as it would only make him sad.

In the course of the scenario they will meet others who can see
Flupsi/Grandma, others who can see the dead. In these instances it
becomes possible that Grampa may find out that Flupsi is Grandma.

Sille got a telephone number off Dad, which can only be used if they're
really screwed. It is a direct line to Dad. Exactly what happens when they
ring that number is entirely up to you, for the interaction depends on the
which situation they ring in. The most important is that Dad wants to do
what he can to help via telephone. Give them well-meaning advice. He is
like a peaceful bear who gets the waves to calm. But if they ring after the
car chase in Act 4, the telephone is not answered.

Bille and the big words

Bille is an inquisitive boy and he loves, in particular, the big words, the
hard words, the words that sound like they have some clout. Every time
he encounters a new big word, the word and the definition are written
down, so that it can be used in the conversation later.

Practically this means that the player that plays Bille always needs to be
aware of what people are saying, and ask questions and take notes when
new, big words pop up. Then Grampa or another adult explains what the
word means, whether they actually know or not. Just as good and almost
right are good enough.

Bille’s player writes it down and uses it when an opportunity presents
itself.




Grampa, Nostalgics Anonymous, Olsen Banden and Bull

Grampa is the founding member of Nostalgics Anonymous and is
confident that everything was better before. Modern aids are an
unnecessary evil, and should be avoided from the start. That presents
some complications, for example if the trio wants to ring someone,
because they don’t have a mobile and it is difficult to find a coin
telephone that actually takes coins.

The Olsen Gang (a series of films about inventive thieves with hearts of
gold) takes up a good part of Grampa’s life. When he was younger, he was
a stunt driver for Nordic Film and he worked in several Olsen Banden
films. When he was older he spent some of his free time writing Olsen
Banden fanfiction. Grampa loves them with all his heart, and he shares his
passion with Sille and Bille. That’s something they have together.

Bull is Grampa’s dog. He’s a big, slobbering English bulldog. He's along for
the whole ride, but he’s mostly peaceful. As the GM you can bring him
into the game as a commentary on what’s happening. Bull growls at
annoying pepole, or loves to be petted by people who need a hug. In the
scenes in which Bull has a specific function, such as with the sausage
makers in Korsgr (scene 1.1C), then it will tell you in the text what
happens.
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The Tone

Grampa’s Nimbus is a naive scenario. It’s about the good things people try
to do for each other, and the complications that can come because of
that. It’s not about evil. In this version of Denmark we don’t find real evil.
Everyone really wants the best for each other, and there is an agreement
that you don’t lie to each other. We trust each other and trust what is
said.

Of course, there are no rules without exceptions. Dad lies all the time, but
there is more on that in the section called, “I'll Find Out,” an ability Sille
has inherited. This form of lying is entirely legitimate. It is not malicious.

And then there’s a gas station attendant, who's afraid everyone else is a
witch and a murderer, even though of course they aren’t. Just because a
murderer can’t be found, doesn’t mean you can’t be scared of them. It's a
little like ghosts...

In the game it works that in a discussion, you always believe what the
others say. Because people don’t lie. And you don’t close the discussion
down. You say, ”Yes, and...” and not, ”"No, because...”, just like in the old
theater games. You don’t have to follow everything with a long rant, but it
is important that you don’t actually close the conversation.

Furthermore, the interaction should use children’s way of speaking as a
starting point. The naive and direct. Those who haven’t learned to put a
filter on what they see, but are still blameless and wide-eyed.

One last thing is feelings. No one should scream, shout or rage in this
scenario. Angry outbursts are pouting sessions and can, when they go
wild, be loud complaining. But there can’t be rage. The whole scenario
depends on a good tone. People are generally nice to each other. Like an
old Morten Korch film, but without a real villain. In the next chapter we’ll
practice the linguistic tone, so that we’re ready before the story begins.




Physical aids

Let us sum up. For Grampa’s Nimbus, the following physical aids will be in the scenario at
Rules for Interaction: Fastaval:
1. You believe what people say. e Alarge map of Denmark
2. Say,”Yes, and...” and not, ”No, because...” * A motorcycle playing piece
3. The tone needs to be innocent and straightfoward. e Marshmallows
4. No outbreaks of rage, at the most loud complaining. e The five Zener cards
e Pictures

The map of Denmark should be laid in the middle of the floor, so that you
can always see where you are in the country. You’ll use the motorcycle
piece, which is moved as your travels bring you farther and farther into
the countryside.

The marshmallows are included because marshmallows are fantastic.
They are soft, sweet and something that an unbelievable number of
children are crazy about. And that is exactly what Dad calls Sille.
Marshmallow. They can be eaten.

The five Zener cards are the symbol cards used in the scene with the
parapsychologist student (scene 1.1B)

Most of the illustrations will be printed out for every play group, so that
they can be used during the game.
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Starting Up

Before you start the scenario, you need to do the following three things:
1. Tell a little about the scenario.
2. Do the three exercises.

3. Share out the roles according to the exercises.

A little about the Scenario

As a starting point it is important that you tell a little about the scenario
before you get started - the plot, the structure and the tone. Thatitis a

wide-eyed road movie about finding Dad. That it is a big scenario, where
the players choose to, but also from in their trip through Denmark.

It's important that the players know the four themes: Love, Death,
Freedom and Bravery and that every theme has scenes associated with it,
and the players can choose between them. They are not bound at any
point by previous choices.

It is also important that they know the four rules for interaction and the
reason for them.

1. Believe what other people say.

2. Say, ”"Yes, and...” and not "No, because...”

3. The tone should be innocent and straightforward.
4. No enraged outbursts, at most loud complaining.

12

Exercises

There are three exercises to go through before you can distribute the
roles. They’re taken one at a time. Players can also change roles, if they
think it works better. You can also use the exercises as a way for the
players to get a sense of the game for when you distribute the roles.

Exercise 1 — "It was this very ball ...”
Roles: two children and one adult
Scene: the living room

The whole house is razed like a tornado has been here. One child stands
with a ball. Now the two children explain what has happened. It’s not
about laying blame on the other, but more about explaining the crazy and
unbelievable things that happen.

It's important for the adult not to go bananas. Irritable at the most.

Exercise 2: The Chocolate Cake that disappeared
Roles: two adults and one child
Scene: The kitchen

Mom and Dad come home and go into the kitchen, where they find the
child sitting at the kitchen table. The child has chocolate cake all over his
face and hands, and there are crumbs everywhere. The child must explain
how they didn’t eat the cake, and what happened so that they came to
look this way.

It’s important for the adults to go along with the invention. They need to
create an alibi for the child (“yeah, the door flies open at the slightest
nudge” or “yeah, we have had that problem with exploding cakes her
recently).




Exercise 3: The Best Olsen Banden Film Ever!
Rolles: three older enthusiastic Olsen Band fans
Scene: the local pub.

An Olsen Gang film is always about the crime trio Egon, Benny and Keld,
who want to steal millions from the dumb capitalists (especially the vile
Hallandsen) with the help of ingenious and sly plans. Egon is imprisoned
by the stooge Bgffen, but gets saved by Benny and Keld and then robs the
capitalists, but it always ends in them losing the money and Egon going to
prison.

All the films are called The Olsen Gang in/on/does something. There are
14 of them, but which one is the best? That is the discussion we’re in the
middle of right now.

You don’t need to know anything about Olsen Banden in order to take
part. Make your own Olsen Banden story. Talk about what happens in the
film. What was the plan? What should be stolen? What did Bgffen do?
What was the film called? Olsen Banden on the Moon/and the secret of
the crown jewels/pulls out the plug?

There should be an enthusiastic debate on Olsen Banden, which teaches
the players to be engaged without the debate becoming heated. Support
the others’ explanations, but insist that your favorite film is the best.

The exercise gives a common conception of Olsen Banden, and can also
give the person who's playing Grampa some ideas for his fanfiction.
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Distributing Roles

It is entirely up to you, how you want to distribute the roles, but after the
exercises you should have an idea about what your players’ strengths and
weaknesses are.

It can be briefly said that:

o Sille’s strength lies in her imagination and her reckless energy. At
the same time she has confidential moments with her invisible
friend. She should be played by someone who’s good at
improvising.

e Bille’s assignment in the scenario is to read words and actively use
them, which makes for some fun situations, such as when
children use words they don’t quite understand. It is not a
particularly difficult role, but should go to a player that would like
to play a curious little boy, who is wiser than his years.

e Grampa is the prototype of a man that time got away from, and
who denies running after it. A player should be worried for the
world the younger generation is growing up in, because
everything was so much better before. He should be played by a
player with an in-built peace. Grampa is a peaceful old bear, but
of course you should be cautious.
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PROLOGUE




0.1 At Home with Grampa

Mom leaves Bille and Sille with Grampa, and they plan their journey to
find Dad.

Mom leaves Sille and Bille with Grampa at 18:03. Grampa is already
standing at the door, waiting. They are three minutes late and the food is
getting cold. Grampa is supposed to take care of the twins for the
weekend, while Mom is on a couple of long shifts. Now that Dad is gone it
has to be this way.

Sille and Bille are happy. With Grampa, they can take a trip on the
motorcycle during the day and see Olsen Banden films in the evening with
popcorn and soda. He also has a lot of nice books with difficult words.
Books on dangerous expeditions to faraway lands with dangerous jungles
and wild natives. Grampa doesn’t put too much stock in bedtimes. For
that he has just one rule: they have to go to bed at latest when he goes,
but luckily that is quite late.
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Today is different from usual. Today it is precisely one week since Dad
went away to save the world. You haven’t heard anything from him.
While you sit and eat pork sausages with potatoes and brown sauce, you
chat about where you think Dad is and what he’s doing.

Ask one of the players where he or she thinks Dad is, to get the discussion
going. Use a little time to chat about Dad. If Grampa talks about what he
promised Dad, let the discussion grow out of that. If not, remind Grampa
that he promised Dad something (Grampa has promised to find Dad, if he
hasn’t heard from him in one week). Let them talk about what they’ll do.
What shall they pack? How much can fit on a motorcycle? Where should
they go first? How do they think it’'ll end? Who do they think they’ll meet
along the way?

They pack and finish the evening with their favorite Olsen Banden film
(The Olsen Band sees red), with popcorn and soda. Now they’re ready to
go tomorrow morning.




0.2 Madam Blue

The trio comes to Roskilde Cattle Show Grounds and find Madame Blue,
who tells them that they share a fate with Dad and that there are four
possible paths they can follow.

Grampa promised Dad that if you hadn’t heard from him for a week, then The entry to the little tent is decorated with different strings of pearls in
he would find Dad. No matter the cost. So now you’re on your way. Dad all the possible glittering colors. There is a fog of smoke and wet dog in
said that to find him, you have to start at the Cattle Show Grounds in the tent. Inside sits Madame Blue in front of a small round table in the
Roskilde. You drive down the smallest and coziest highway from Amager middle of the tent. On the table is a little mound, covered in silk. Welcome
to Roskilde. Big roads are for big cars, Grampa said, and that’s basically back, Grampa, she says. She resembles a real-life fortune teller. A wrap

also the reason that so few cars are on the small roads. around the head like a turban, speckled dress and loads of makeup. She

You come through the small country hamlets like looks old, but she always did.

Torlundemagle, Reerslev and Vindinge. After a couple of
hours, you're at Roskilde Cattle Show Grounds. There is an
enormous circus tent, with a bunch of colorful huts around

I am the magical Madame Blue, she continues, what can | do for you?
Let them explain their problem and ask if it really is true, that you are
the exact same Madame Blue that hit Dad in the stomach with a foreign
it. On the gable of one of the huts there is a giant sign for the dictionary, and let them get whatever they need out of their system. She
circus, which is called Circus EXTRA ORDINARY! A traveling denies nothing, for there is no real reason to do so, when someone is as

Tivoli for human monstrosities! On the sign there are different old as she is.

pictures that resemble entirely normal humans. Under them are headlines
such as, Accountant that got a vaccine and became artistic! The man with
the broken heart! The world’s biggest dwarf! The world’s most average
man! It is, in truth, a circus extra ordinary.

The magical Madame Blue can confirm that Dad really was here with her,
before he continued on his great journey. She also wants to tell them
what she told him, but first she must see into the Crystal ball. She lifts the
silk off the table and underneath is a a fine and almost shining ball of clear

There is an open ticket booth. On the price sign there are things like Adult crystal. In this crystal a man can see his future, she says. Most just have
ticket - 25 kr, seniors - 5 kr, Politicians - 2000 kr, children - free, Pirates - one way to go, but this hand of fate gives you multiple threads to pull on.
one gold piece, Robots - a binary itch, Dogs - give paw. But let’s see what awaits you. She looks into the crystal. Yes, | thought as
And then you see it. On a little piece of ground standing by itself, there is much. Just like Dad. Look in the Crystal.

a little tattered tent. It has a sign with an old blue coffee pot on it. That is When they look into the crysta| they'” see not one but four pictures.

the Magical Madame Blue. The same Madame Blue that Grampa took Dad There is a woman who, with great concentration, draws a man on his

to, when Dad was a boy, and as Grampa said it, she told him what to do to back, two huffy men fencing with sausages, a man hiding behind a

get Dad to talk again. counter, and lastly a young man who sits and reads in old books with

strange symbols, while chairs and lamps fly around his head.
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As | said to Dad, this journey you go on is not just a question of saving the
world, or in your case, saving the man who saves the world. It is just as
much about the choice you make about who you think Dad has saved and
why. Every choice you make brings you closer to the Dad you think you will
meet. For who is he? Why did he do this? Is it for love, and if so, love for
what, and what does love really mean for us as human beings? Or is it of
fear, the irrational fear of death because we all must meet him on the
other side? Is it to be free, to feel the wings of freedom, though again -
what is freedom and are we willing to pay freedom’s price? Or do we do
what we can, because we dare, because we have the bravery to change
the world we live in - if no one takes a step, nothing out of the ordinary
happens.

Now it is your choice. Which Dad are you hunting? Is it the one who helps
a tattooed woman somewhere in Kalundborg with her fear of needles, or
does he solve a dispute about sausage prices in Korsgr? Is it Dad who
helps a poor startled gas station attendant with a good imagination, or
does he ultimately choose to help a psychology student in Rudkgbing with
a nudge in the right direction, no matter how difficult it might be? The
choice was his, but now it’s yours. Make it and drive like the wind. Dad’s
waiting for you.

We’ll see each other soon.

Let them pick a scene and get going..
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ACT 1




1.1A The Fake Tattooist of Kalundborg

Ingeborg is scared of needles but wants to draw on people. Dad tells her
that she can use magical Permanent Markers. But as the trio arrives,
she's running out of markers, and dissatisfied customers are starting to
pound on the doors.

Kalundborg according to Grampa:

Kalundborg's a funny place. They've got churches with five steeples
playing weird tunes, and then they have square roundabouts. Square! Or,
well, they used to. Think they changed it. And then they speak Jutlandic,
which is rather odd since we're on Sealand. And | dunno what makes
politicians so opposed to ferries, but there has to be something, ‘cause
Kalundborg used to have three ferry routes. Several departures for Arhus
every single day. By the way, Bille, Arhus has A in it. Not that double AA,
that's cheating. But anyway, ferry routes for Arhus and Juelsminde and
Samsg. Now there's just that one ferry for Samsg. That's kinda sad.

Ingeborg the tattooist.

In Kalundborg a woman named Ingeborg lives, and she just wants to draw
on people. She loves it. Creating art on naked skin is a calling to her,
something she's been drawn towards since she was a little girl. And she's
good at it. She can draw anything, from dragons and demons to flowery
fields and forests. It's just that.. she's scared of needles, so working as a
tattooist is really not in the cards for her.

Trying to live her childhood dream, Ingeborg opened a shop where you
could "get inked", as she wrote in her ad in the local paper. Unfortunately,
people quickly got angry and disappointed as they found out she used ink
markers. Trying to placate them, she offered to use brushes and paint
instead, if they preferred? Using ink wasn't that important to her! But it
was no use. Kalundborg just had no market for painting on bodies with ink
markers. At least, not until Dad showed up.
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Dad dropped by Ingeborg's little basement shop, and ordered a huge
pretty monster on his arm. As she was happily painting Dad, he and
Ingeborg had a long chat, and she told him that business wasn't going that
well. People wanted to be decorated, but they wanted real tattoos, not
temporary decorations. And when the sight of needles makes you pass
out, it's pretty hard to become a tattoo artist. Dad saw the point, but he
told her that he could help her out and that he knew just how to. He ran
out of the shop and came back half an hour later with a present for her.
Ingeborg opened it, and it was filled with markers. These aren't just
normal markers, Dad had said. These are Magic Markers! They stay on the
skin as long as the owner wants them to. Look for yourself - it says
Permanent Marker right here! He'd been thrilled with his find, and she
loved the new markers.

Sille, Bille and Grampa arrive

For the last week, Ingeborg has been drawing on a lot of people who are
now convinced that their new artwork will last for as long as they want it
to. As Sille and Bille and Grampa arrive, she's doing a massive samurai on
the back of a huge biker, or, as he prefers it, motorcycle enthusiast. As
they know Dad, she really wants to talk to them, because she has a huge
problem: Her magic markers are running out of magic ink. Whatever will
she do?!

At the same time as the trio visits Ingeborg, another motorcycle
enthusiast, Ole, enters the shop. He's vastly enormous and has a huge
lumberjack beard. He's extremely unhappy that his new work of art only
lasted for four days. He was planning on keeping it for four years. You can
let the kids chime in here.

Or Grampa, who's a bit of a motorcycle enthusiast himself. Ole is very
impressed with the Nimbus parked outside the shop, so cheap points can
be scored right there.




It's quite up to the players what to do to help Ingeborg. They can find new
Permanent Markers easily in the local Brugs (Co-Op), or convince her that
she can use anything to draw. Or that once her Magic Markers are used
up, the magic is gone and she should do something else. Maybe she'll
become an artist and do temporary artworks on people and travel with
her living exhibitions to the museums of the world. Sille and Bille could
also explain away Ole's missing artwork with the fact that since it's
disappeared, he obviously didn't want it. They're magic markers! Let the
players be creative.

What she can tell about Dad

As things quiet down in the shop, and Ingeborg has found out what she
wants to do in life, she's happy to tell more about her time with Dad. He
was very nice to talk to. He listened when she spoke, and when he said
something, it was really deep, like he really had some things on his mind.
They talked a lot about what it means to have an inexaustible love for
something or someone. What is done for love can't be altogether bad, he
said. She definitely had the feeling that what he did, he did for love.
Ingeborg isn't completely sure where Dad went, but he either went to
see: a motorcycle mechanic in Brenderup, who loves his motorcycles; a
Spnderborg accountant in want of excitement in his life; a goody-two-
shoes in Fredericia who never does a thing wrong; or a man who wants to
die in Tgnder.




1.1B Rudkegbing’s First Student of
Parapsychology

Dennis is bored with his psychology studies, but Dad tells him about
PARApsychology. Dennis wants a sign that it’s the right choice for him,
and puts the trio to a test.

Rudkgbing according to Grampa:

Langeland, and Rudkgbing in particular, is filled with local crazies living in
tiny houses and all making some sort of useless art, except the ones who
run flower shops. But it’s very pretty, and once a year they hold a Meatball
Festival. We like that. And there’s not a single traffic light. We like that,
too.

Dennis, psychology student.

Dennis used to study psychology. He’d picked that because of a long-time
interest in what the human mind is actually capable off —and he’d also
heard that psychology had a lot of cute girls. Well, they were there, but he
wasn’t prepared for psychology students’ vast capacity for cringe-worthy
navel-gazing. Quickly, he grew absolutely sick of his fellow students and
their manic downturns, or depressive optimisms. No matter which theory
they were reading, they had to self-examine with it, and suddenly were
entirely floored by internal conflict. Everyone needed a psychosomatic
moratorium at regular intervals, and of course, it was all their parents’
fault. The parents had been too laissez-faire in child rearing. Or
something had gone completely wrong in the anal phase.
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Dennis was in a bind. How could he relate to and wallow in all this
annoying weltschmertz, when he’d grown up in a completely normal,
average family, and had gotten plenty of love and care, nobody had
divorced, and he had no personal trauma? After a year of studies he was
ready to give up. But then he met Dad.

Dennis had gone home to his parents’ in Rudkgbing to think about his
future, and had reached the conclusion that psychology wasn'’t really his
kind of thing. He got to chat to Dad sitting on a bench, and Dad reminded
him that psychology could be many things. Dennis knew this, of course,
and started listing all the great thinkers of psychology and their theories.
He might as well have read aloud from one of his course texts, and Dad
told him that. But what about PARApsychology? Dad asked. Well, that,
Dennis didn’t know. Dad told him that it was a form of psychology, but it
wasn’t about endless self-reflection. Rather, it dealt with the unexplored
powers of the mind, supernatural phenomena, and questions such as ”Is
there life after death? Is the future fixed, and can it be predicted? Is it
possible to read minds?”

Since talking to Dad, Dennis has taken out all the books on the subject he
could find in the local library, to find out if this was what he really wanted,
or if he should just give up.




Sille, Bille and Grampa arrive

Our trio finds Dennis sitting in the garden with his parents. They quickly
ask Grampa, Sille and Bille to come in and have milk and cookies. Dennis is
busy reading, but once he hears they’re looking for Dad, he’s eager to
talk. He tells them about his situation and how Dad put this idea into his
mind that he isn’t sure will work. He can’t deny that it’s exciting, though.
Extra Sensory Perception. Telepathy. Hypnosis. Ghosts. Precognition.
Psychokinesis. Clairvoyance. Life after death. The thought that there’s
something that’s just that much greater than us, and not necessarily
divine — but I’'m talking my head off, here! Wouldn’t you like to try?

Dennis takes out five cards. Each has its own symbol — three waves, an X,
a circle, a square and a star. Now, he wants to test if any of the three has
extra sensory perception. Grampa’s first. Dennis takes out five cards,
looks at them, one after the other, and thinks of the symbol on the card.
Grampa now has to read Dennis’ mind and tell him which symbol he’s
thinking of. Run this with Grampa’s player. Let him try to guess/read your
thoughts, and he’ll probably give up after a few tries (unless he’s right, of
course!) Bille can try as well, he probably won’t have much luck either.
But when Sille is up, you let one of the other players play Flupsi. Flupsi
gets behind Dennis and looks over his shoulder. Now is Sille’s chance of
becoming Rudkgbing’s first mind reader!

If Sille gets all the right hints from Grandma, Dennis is ecstatic. This is
amazing! It really work! Dad was right!! And if she tells him that it’s really
her invisible friend giving her the answers, it’s even better: Strange
entities! This is the very matter of parapsychology! Now Dennis is sure
what to study, and he has peace of mind.

If none of the trio impresses him with their great parapsychological skill,
he’s rather put down and mumbles something about this whole thing
being a bad idea anyway.

What he can tell about Dad

No matter the outcome, Dennis is happy to talk about Dad. He liked Dad;
he wasn’t afraid of talking about life’s great questions. Why are we here
on Earth? What are we meant to do, now that we’re here? Did we forget
the spiritual in our constant hunt for efficiency and digitalisation? What
would a modern person do if they suddenly awake to their own
spirituality?

Dennis isn’t sure where Dad went, but he either went to see: a
motorcycle mechanic in Brenderup, who loves his motorcycles; a
Sgnderborg accountant in want of excitement in his life; a goody-two-
shoes in Fredericia who never does a thing wrong; or a man who wants to
die in Tgnder
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1.1C The Great Sausage War of Korsgr )0

At Dad’s initiative, sausage makers Jensen & Son split up the company
and start a price war — on who has the highest prices! It’s up to Sille,
Bille and Grampa to teach them a little about supply and demand.

Korsgr according to Grampa:

Korsgr used to be a great and important city. It had ferries, you see. If you
needed to go from Sealand to Funen, you took the ferry from Korsgr. But
then, the politicians suddenly decided that we had to have bridges
everywhere, and then they shut down the ferry. What’s wrong with ferries
if  may ask? But at least Korsgr still has the world’s oldest cinema, over a

hundred years old. Politicians haven’t managed to shut that one down yet.

They’ve showed Olsen Banden there a lot!

Jensen & Son Sausages

In the middle of the town’s busy pedestrian street, two sausage maker
stores face each other. One store has the sign ”"Jensen Sausage Maker”,
but it’s clearly visible that it used to say ”"Jensen & Son...”, with "& Son”
having been recently removed. The other store is called “Jensen Jr.
Sausage Maker”. The windows of both stores are full of price tags saying,
for instance, “pork sausage 215 kr”, ”hot dog sausages 300 kr”, "Chorizo
sausage, 720 kr”. Both stores’ prices are hopelessly steep, and largely the

same with a 5-10 kr difference. Neither of the stores has any customers.

When Dad arrived, there was only one sausage maker’s in Korsgr, called
Jensen & Son. It was renowned far and wide for its amazing sausages, but
unfortunately also for the loud arguments between Jensen and Son. They
argued about everything — from how to make sausages and how to price
sausages to store decoration and what to put on the signs. Dad told them
that they might need some time apart. Maybe Jensen Junior should start
his own business if he wanted to prove that there was another way to go
about things than that of Jensen Senior. Senior got mad and told Junior
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that he could just buy the store across the street if he was so eager to
start out on his own. Dad thought that was a brilliant idea — and a little
price battle every now and then never hurt anyone.

Now, the two competing sausage makers do exactly as Dad told them to —
they’re waging a price war. Unfortunately, they’ve gotten the concept
completely wrong, thinking that whoever has the most expensive goods
earns the most money, and so wins the war. Therefore, in the past week,
the price of pork sausage has gone up from 15 to 215 kr — and so forth.
Both want their goods to be the most expensive and thus earn them the
most money. And both have been so focused on selling at the highest
price, and changing their price tags, that neither has realised that
customers have disappeared.

Sille, Bille and Grampa arrive

Enter our dynamic trio. No matter which store they enter, they’ll be
received by a sausage maker eager to make a sale and express his
contempt at his rival across the street.

The store smells heavenly, of newly-smoked sausages and fried pork.
Every dream come true for a little dog — so unless the players say they’re
doing something to restrain Bull, he’ll go hunting for sausages, quickly
scarfing down one or two. Yum! That was so good that Bull wants more
right now, and he needs to be stopped or he’ll wolf down the entire store.
This might quickly turn into a debate on how much that sausage was
really worth. After a little while, the competing sausage maker will get in
on the argument: he’s kept an eye on his rival suddenly having customers.

Both of them clearly remember Dad, but they aren’t quite sure whether
his methods work. Now, it’s up to the trio to explain to the two sausage
makers how the free market works. Supply and demand, competition
versus monopoly capitalism. They need to learn that it’s not about whose
goods are the most expensive, but that a price war is about selling your
wares at a lower price than that of the competition.




Of course, this will escalate quickly, since both still want to do better than
the other. There’ll be talk about surpassing each other in discounts and
price reductions and buy-one-get-one-free. They might also agree on who
sells which products at the lowest price: ”...but remember, it’s five for the
price of two, or, maybe, ten for the price of three, that’s even better!” and
so on.

What they can tell about Dad:

He was there and seemed to be in good spirits, but also in a hurry. He
didn’t stay for long, but long enough to have a pork sausage. He said he
needed to move on. They’re not sure where he went, but he either went
to see: a motorcycle mechanic in Brenderup, who loves his motorcycles;
a Sgnderborg accountant in want of excitement in his life; a goody-two-
shoes in Fredericia who never does a thing wrong; or a man who wants to
die in Tgnder.
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1.1D Placebo Panic in Nyborg

4

A petrol station attendant is scared of everything and everybody, and
Dad gives him a button to push if he needs help. He pushes it just before
the trio enters the petrol station.

Nyborg according to Grampa:

I don’t know a lot about Nyborg, except they have an old castle that
burned a lot of times, and a big prison, Nyborg State Prison, that people
keep escaping from. Oh, right, they also do some kind of theatre thing on
some castle ramparts, but | don’t know how they get the guts for that —
there are genuine tarantulas on the ramparts! Apart from that, it’s just as
boring as every other countryside dump. Only, it has tarantulas.

Erling of the Petrol Station

At a petrol station just outside Nyborg, Erling has his day job. Erling
suffers from a very overactive imagination, which would be great if he
was an author, artist, or something like that. Unfortunately, Erling works
at a petrol station and is quite content with that, and unfortunately, he is
also very nervous by nature. Therefore, Erling usually thinks the worst
about people. Not out of spite. It's not about The Foreigners or special
groups in society. It’s more like.. everyone he doesn’t know. And
sometimes, those he knows as well.
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If someone buys washer fluid, Erling is convinced it’s the last ingredient of
a deadly bomb. If a customer likes him and asks him out for coffee, he’s
sure she’ll poison it with hemlock juice, and if a man comes to fill up his
car, he’s definitely got his wife in the boot, cut to pieces. But Erling is way
too much of a coward to ever actually check if he’s right, because deep
inside, he knows he’s not and that his fears are irrational. Nevertheless, it
comes back again and again. Some days are better than others. After he
started taking these new pills he got from Dad, things have been
particularly good. Their name is Placebo, and he’s very happy with them.

Dad came by the petrol station and saw that poor Erling was going off the
rails. After having a chat about fears and facing them, which Erling in no
way saw himself fit for, Dad decided to try a different course of action. He
gave him a glass of pills. He’d put a new label on them and written
"Placebo” in marker. Under this label is another, which says Laxoloose
Dad asked him to only take one if he got really anxious, and that they
might have some stomach related side effects — he didn’t specify which.
The first day after Dad’s visit, Erling had 5 bikers as customers, which
made him so nervous that he scarfed down 7 pills at once. He went to the
loo a lot that day. Apart from the pills, Dad also gave Erling a big button.
He taped it under the counter and said that if Erling pressed it, help would
arrive straight away — but it’d only be good for one use. But he was only
to push it if he was scared. Really, really scared.

And now, he is.




Sille, Bille and Grampa arrive.

A gaggle of old ladies have just arrived at the petrol station, and Erling is
convinced it’s a coven of witches come to turn him into a toad as soon as
he looks the other way. He pounds the button, and in that very moment,
Sille, Bille and Grampa step in the door. He’s convinced that they’re
supposed to be helping him. Whether that is by getting a flock of aging
witches out the door, or convincing him that people aren’t really as bad
as he imagines, is up to the players. Maybe he needs to learn to use his
brilliant imagination for something positive. Maybe Sille gets in on the
imagining, and they come up with the craziest, most wonderful stories,
which make him realise that you can view the world in other ways than
extremely dangerous.

What he can tell about Dad.

After they’ve helped him, he’s happy to talk about Dad. Dad was cool.
Really relaxed and chill. Erling couldn’t even imagine anything bad about
that man. As long as he was in the room, Erling wasn’t nervous at all. Of
course, the moment Dad left, the anxiety came back. Erling isn’t sure
where Dad went, but he either went to see: a motorcycle mechanic in
Brenderup, who loves his motorcycles; a Senderborg accountant in want
of excitement in his life; a goody-two-shoes in Fredericia who never does
a thing wrong; or a man who wants to die in Tgnder.
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1.2 A talk with the police

Simply read this scene aloud to the players:

- Is this the police?

- Oh, definitely, most definitely. If there’s anything we are, it’s the police.
How may I help you?

- My children are gone.
- Why, I've never! Did they simply vanish into thin air?

- Oh, no, not at all. Their Grampa is looking after them, and now they’re
not answering the phone.

- Well, unfortunately we can’t arrest people for not picking up the phone.

- I’'m scared that Grampa has taken the kids with him on his motorbike
and just left.

- Say what? He took the kids against their will? Kidnapping of younger
family members is a crime of a particularly heinous and serious nature!
We’ll start a large-scale investigation and search immediately. You can
trust in us!

- But can’t you just drive by the house and see if they’re there or if they left
a note or something?

- No, we’ll put the entire force on this case! They must be found, no matter
what!

- But...

Click.
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2.1A Motorcycle love in Brenderup

Ole is a skilled mechanic, but he has troubles with the ladies - including
his wife. He misinterprets Dad’s advice and leaves his wife, and then his
everyday life falls to pieces. The trio has to help him back on track,
whatever that might mean. As a thank you, Ruth Il can receive nitro
boost.

Brenderup according to Grampa

Brenderup is very small. Like, really tiny. But trailers. Boy, do they know
how to make those. Brenderup Trailers... that’s quality. It’s a shame they
don’t produce them in Brenderup anymore.

Ole and Brenderup Motorcycle Mechanics

Brenderup Motorcycle Mechanics is situated in Brenderup, in a old, white
building with a large garage and a farmyard in front. There are a great
deal of motorcycles in the yard, mostly older models, but also some new
ones. In the middle of the yard a large man is repairing a motorcycle. He
looks very focused. He does this every day, all day.

Five days ago, Dad had had a chat with Ole, the mechanic. Ole was sick
and tired that his wife was not as predictable as a motorcycle. She was a
really complicated person. If she said yes, she mostly meant no and vice
versa (as in “no, | don’t want the last piece of cake, but I'll get angry if you
eat it”). And why must she always have an opinion on everything, and
why did she interfere in all his affairs? Like, every day she asked him how
his day had been!?! Now that was a weird question, as he spent all his
days fixing motorcycles. That was kind of his thing. Well, motorcycles
were so much easier to relate to. They are logical. Transparent. And they
don’t ask questions all the time.
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Dad had tried to talk to him about love. There had to have been a reason
why Ole and his wife had chosen each other back in the day. She had
been in need of a car repair. He did not like to fix stuff besides
motorcycles, but she had promised to pay him in meatballs and if there is
something Ole really likes it's meatballs. Actually, she made the town’s
best meatballs. And she was great with the laundry, which comes in
handy for a mechanic. And of course she was sweet and didn’t ask about
everything.

Dad had told the mechanic that he should consider what love meant for
him. It’s important to be aware of what one wants with life and then go
for it. Right there and then Ole wanted nothing more but to get some
peace and quiet. When Dad continued on, Ole had thought about his life
and had decided to move in at the garage and here he lives now. But he’s
not quite himself. He’s hungry and dirty and he can’t figure out what is
missing.

Sille, Bille and Grampa arrive

