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Attributes
Move Def Hits Str Agi Int Morale

6 3 3 3 3 3 4

Adds
Basic: 5  
Additional: 0–3 (+5 ratings each)  
Adjust: Gain +1 Add if you allocate –1 to one attribute (–2 to Move)

Special Effects
Basic: Gadgets, Luck (2) and Seduce 
Additional: 5 from Combat, Knowledge or Traits 
Disadvantages: 0–2 (one Additional special effect per Disadvantage) 
Adjust: Gain one Additional special effect if you remove one Basic 
special effect

Attacks
Basic: Brawl 4+, one Basic attack 4+ 
New Attack: Any Basic attack 5+ (+5 ratings each) 
Improved Attacks: Improve the Hit numbers of two attacks by 1  
(+5 ratings each)

Star Quality
Making Their Own Luck
The Flamboyant Agent can turn things round to their advantage in an 
instant. Whenever the villainous player attempts to play an event card 
which would have any effects within 6” of the Flamboyant Agent, the 
heroic player should roll 1D6. On the roll of 5 the event card does not take 
effect and must be discarded. On the roll of 6 the event card does not 
take effect and instead must be handed over to the heroic player, who can 
elect to play it immediately if they are able to.

You find it easy to protect the 
world while retaining an air 
of iconic cool. Fending off the 
glamorous advances of your 
co-stars can have its problems 
but is ultimately worthwhile. It 
is only the arsenal of gadgets 
ruining the lines of your 
Saville Row suit that puts a 
crimp in your day.

Hero | Star
45 Ratings

Flamboyant 
Agent

"I suppose you 
could always 
say something 
unkind about the 
cut of my suit. 
And I’m terrible 
at conkers. We 
could try best of 
three."
Dr Hugo Solomon, Department X
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Double 
Agent Failed 

Experiment

Villain | Co-Star | 40 Ratings
You use persuasion and cunning to infiltrate 
the enemy, stealing secrets with one sleight-
of-hand and sowing the seeds of suspicion 
and dissent with the other. You may be an 
unassuming mole or a seductive femme-
fatale, but your actions prove one thing: 
trust no-one. 

Attributes
Move Def Hits Str Agi Int Mor

6 3 2 3 3 3 2

Adds
Basic: 4  
Additional: 0–2 (+5 ratings each)  
Adjust: Gain +1 Add if you allocate –1 to one attribute 
(–2 to Move)

Special Effects
Basic: Infiltrator, Luck (1) and Saboteur 
Additional: 2 from Combat, Knowledge (Gadgets 
and Hypnotise only), Physical or Traits 
Disadvantages: 0–1 (one Additional special effect per 
Disadvantage) 
Adjust: Gain one Additional special effect if you remove 
one Basic special effect

Attacks
Basic: Brawl 3+ and one Basic attack 4+ 
New Attack: Any Basic attack 4+ (+5 ratings each) 
Improved Attacks: Improve the Hit number of two 
attacks by 1 (+5 ratings each)

Villain | Co-Star | 45 Ratings
The genius of those who dabble at the 
fringes of science often fails before making 
a breakthrough. You are a result of a step in 
that chain: whether as a twisted abomination, 
rampaging robot or hapless lab assistant 
caught in a galvanic blast - you strike fear 
into your enemies.

Attributes
Move Def Hits Str Agi Int Mor

6 3 2 4 3 2 2

Adds
Basic: 4  
Additional: 0–2 (+5 ratings each)  
Adjust: Gain +1 Add if you allocate –1 to one attribute 
(–2 to Move)

Special Effects
Basic: Fearsome, Luck (1) and any one of the following: 
Alien, Flyer, Hover, Large, Resist Vacuum or Small 
Additional: 2 from Combat, Physical, Traits or 
Unexplained (maximum of one) 
Disadvantages: 0–1 (one Additional special effect per 
Disadvantage) 
Adjust: Gain one Additional special effect if you remove 
one Basic special effect

Attacks
Basic: Brawl 3+ 
New Attack: Any Basic attack 4+ (+5 ratings each) 
Improved Attacks: Improve the Hit number of one 
attacks by 1 (+5 ratings each)
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Gadgets

The white heat of technology is valued by both sides 
in their constant battles. Resources are thrown at 
willing or unwilling scientists in secret laboratories 
to produce all manner of spy gadgets or doomsday 
weapons. These inventions are to be found in 
the middle of battles either being used directly by 
participants, or as part of a capture or raid mission.

Before you begin playing any 7TV episode you need 
to determine which gadgets you can use. Unlike your 
cast list, gadgets are not fixed and are purchased 
anew before each game. Each gadget has a value, 
the cost for deploying it on the battlefield – but you 
first need to determine how much you have to spend 
with your Think Tank.

Think Tanks
Your think tank is the collection of the finest minds 
your cast can muster, gathered to consider and 
provide gadgets required for your missions. Some 
models bring extra benefits, so it is worth considering 
this in your cast mix. Each player rolls a number of 
dice for each of the models noted below (Luck may 
not be used to re-roll these dice), adding the results 
together to determine the results of your think tank:

Think Tank table
Status Roll

Each Star 1D6 

Each model with the Boffin special 
effect for each Boffin rank

1D6 

The total rolled is the number of points you now have 
to spend on gadgets in your scenario. Gadgets (and 
their costs) are chosen from the gadget deck provided 
in the back of this book. You can cut out or photocopy 
these for reference during your games. These are also 
available to download on the Crooked Dice website to 
save your rulebook.

You may only field a gadget if it is still available in the 
deck. There is only one type of each gadget in the 
deck and once chosen it’s gone (for that scenario at 
least)! 

The player that rolled the highest total gets to make 
first choice from the gadget deck, then each player 
takes turns until all their points are spent or cards are 
depleted. Any unused points are lost and cannot be 
carried over for subsequent scenarios. 

All gadget cards are returned to the deck in the Epilogue 
phase and are not carried over to subsequent games.

The Gadgets special effect
Models who have the Gadgets special effect gain 
1D6+2 extra think tank points. These points can only 
be used by this model, but can be combined with your 
normal pool of think tank points if you want to equip 
the model with better gadgets. Unused points are lost 
if they are not spent.

Using Gadgets
Unless otherwise stated the gadget you have 
obtained can be allocated to any single model in your 
cast – make a note in your cast list and inform your 
opponent. Stars can carry up to 3 gadgets, Co-Stars 
can have up to 2. Extras cannot normally be equipped 
with gadgets unless they also have the Gadgets 
special effect, in which case they get 1D6 points worth 
of gadgets all to themselves. Unless otherwise stated, 
gadgets are activated by expending one special 
action, take effect immediately, and once they are 
used are discarded. 

Gadget table
This table summarises the description and cost 
of each gadget for reference. Rules and cards are 
reproduced in full on pages 150 to 159.
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- THE MAN FROM 2000 - 
- The Year of the Monkey - 

9. MAZE – INTERIOR
(DARIUS stumbles down two more corridors, not stopping to look. Then a 
set of solid metal bars drop down from the ceiling, blocking him. DARIUS 
collides with this barrier, grips the bars, then uses them to support 
himself. Behind him STRAKER's footsteps are distant but getting closer.)

ANDROS
I designed this obstacle to test an ape's strength. You know an 
adult chimpanzee is roughly twice as strong as a man?

(DARIUS struggles in vain to lift the bars. He looks over his shoulder 
to a bend in the corridor – the distorted shadow of STRAKER grows larg-
er. He steps back from the barrier, straightens up as best he can and 
takes a deep breath. Then he teleports past the barrier.

EFFECT: Freeze shot on DARIUS. Short reverse-explosion sound effect.
DARIUS relocates on other side of barrier.
DARIUS falls down on all fours, exhausted by the exertion of teleporting.)

DARIUS
I imagine… you haven't seen a chimpanzee… get past it… that way.

ANDROS
Remarkable! Your futuristic enhancements are all I'd heard them 
to be! You truly are a marvellous specimen sir! I shall value 
our later time together in the laboratory greatly. You, I fear, 
will not enjoy it so much.

(A shot rings out and DARIUS flinches as STRAKER shoots at him through the 
bars. The bullet grazes DARIUS' leg as he rises to his feet and moves on.)

STRAKER
(Annoyed) Hold still and take your bullet like a man. (Shouting 
as DARIUS moves further off) I'll make the next one painless!

(DARIUS turns a corner and staggers round more bends until he abruptly 
comes to a dead-end, terminating in a mirrored wall. He reels to a halt 
and stares at his own wild-eyed reflection.)

ANDROS
The ability to recognise ourselves is one of the key indicators 
of self-awareness, you know. 

(DARIUS spins round, only to find that other mirrored walls have sprung 
up around him, sealing him in a chamber of multiple reflections. His eyes 
dart about.)

ANDROS
That crucial, unique sense of self, of 'I'. It's what I've tried 
to instil in all my test subjects.

(DARIUS attempts an energy blast, stretching out a shaking hand at a mirror. 
But he is too weak and cannot muster the power. He turns around and around.
POV - DARIUS: a series of distorted funhouse mirror reflections of DARIUS 
in swift succession.)
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Bases and lairs

No self-respecting production would be without an 
exotic or moody locale to act as a stunning backdrop 
to their Show. Below is a list of potential sites and 
sets to help provide some inspiration for your games.
Future supplements will explore rules for building and 
gaming in bases in more detail. 

Locations
You can use these to simply provide background 
for your Casts, or use them to generate scenario 
locales. The areas are loosely grouped by Heroic and 
Villainous Show types, but these are not exhaustive, 
so feel free to choose from any of the options that 
most appeal or apply to your Show.

Exotic Terrain are appropriate for Action Heroes and 
Madman and Miscreants Shows whose globe-spanning 
activities provide more extraordinary backdrops.

Hidden in plain sight are applicable to Law and 
Order and Crime Does Pay Shows whose gritty 
activities take place in more everyday locations.

X-Sites are areas can be used by the more 
otherworldly Show types such as Tomorrow's World 
and The Outer Limits whose Casts favour stranger 
places than the human mind can comprehend!

Base and Lair Location table
2D6 Exotic Terrain Hidden in plain sight X-Sites

2 Above the clouds Abandoned warehouse Ancient arcane site

3 African game reserve Cop shop Beneath a famous landmark

4 Arctic or Antarctic wastes Exclusive club Centre of the earth

5 Desert plains High street boutique Fairground or circus

6 Jungle plateau Luxury yacht or submarine Hidden temple

7 Mountain summit Modern city skyscraper Research institute

8 Remote island Private college Inter-dimensional gateway

9 Riveria resort Prison Moonbase

10 Seabed Sleepy country village Space station

11 Stately home or country estate Sewers or subway Spooky mansion

12 Volcano Television studios UFO crash site

7.15	 Colour
The Daredevils
starring Stephanie Beecham, Hannah 
Lumley and Philidia Kendall 
A Higher Power
by BRYAN CLEMENTS
The girls must split up in a desperate race 
against time to prevent agents of a foreign 
power intercepting the three vital parts of a 
revolutionary supersonic ‘laser-plane’. But 
when one of their number is taken captive 
aboard the high-altitude fortress Cloud-9, 
one Daredevil must stage a one-woman 
rescue while the other must push Dare-
plane Alpha faster than it has ever flown 
before.

Professor Spinetti  ......... Louis John MansY
Cloud Captain Vodyanova  ..... ValERIE NOEL
Cloud Commisar Rostov ...... Don PleasanT

Producer  BRYAN CLEMENTS
Director   BARRY MORRIS 
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