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Party on, Dude.

And keep being excellent to people.
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ABOUT THE CAME

Temporally Excellent Adventures is a role-
playing game about two or more friends going on
an excellent adventure through time and history.
You’re going to tell the story of brave and totally
awesome people, revealing how they will help the
distant future, redeeming the human race, uniting
the cultures of the world, and bringing about
intergalactic harmony.

WHO THIS GAME IS FOR

If you're a fan of telling stories where truly
wondrous things happen to the most unlikely
of heroes, or if you smile whenever the heroine
comes out ahead of the odds for reasons that
most people would call ‘bad writing,” then this
game is for you. If you're knowledgeable about
history, a stickler for accuracy, and eager to
elaborate on the infinite details of archaeology or
sociology, this game is probably going to irritate
the hell out of you.

This game is about playing fast and laughingly.
These rules, as written (read: ripped off) are
designed to help inspire communication, sharing,
and maximum high-fiveage. If you really like
conflict that stems from players working against
each other, or drama that builds from the terrifying
risk of the unknown, then you might feel like this
game is boring or devoid of challenge. Because,
from a certain point of view, it really is. This game
is about working together to make each other
feel most excellent. The only threats you really
need to worry about are miscommunication and
exclusion.



THE SPIRIT OF T.E.A.

I’'m writing this game to encapsulate the feel of
the epic film Bill And Ted’s Excellent Adventure. To
a lesser extent i'm shooting for the sequels, yeah,
because i’'m kinda asking you to write sequels,
too. Which is totally bogus, really (interpret that
however you want). In this game you’re going to
basically go through time, making up history based
on vagary and ignorance, only to get through
every situation that could possibly stop you with
luck and positive thinking.

—HOW TO + ABOUT HX-

This game works best if you play it fast, and
without a lot of thinking. If you drink, probably
that, too. Or if you stay up really late at night and
get to that point where infomercials or falling over
is funny, yeah, totally play this game at that point.
It's probably going to be radical for you right then.

You’re going to be asked to make up stuff
about history. Don’t sweat it. | know more
about the sub-cultures of Eternia
and Middle-Earth than i do
about any world history of any
culture in the real world. And
i wrote this game. And i
play it. Seriously. |
can only hope you're
as ignorant as i am.
Because for anyone
who knows anything about real
history, it’s flippin’ hilarious when you
try to make this stuff up.




THE BASICS, DUDE

This is an overview of what the game is like to
play: the Characters you play and their Roles in
the story, how the game is played out, and how
you interact as players.

THIS GAME HAS U4 BASIC ROLES TO PLAY

Heroic Characters (HC): There should be at
least two of these characters in the game, but you
can have more if you like. | find that two players,
each playing one Heroic Character, works best.
The Heroic Characters are the unlikely, positive
thinking, individuals whose art or ideas are going
to someday make the future an awesome place.

The Temporal Agent (TA): This is not so
much a character as a role to be taken in the
game. The Tempagent is in charge of instigating
and expounding on dangers that will happen to
the Heroic characters as they adventure. The
Temporal Agent also gets to play the character
who comes back in time to help start the Heroic
Characters on their quest.

Historical Figures (HF): This is pretty
self-explanatory: a player portraying the
important people from history that
the Heroic Characters meet or team
up with on their adventure. This can
be played by one or more people,
and works best if you can divy
up the Historical Figures among
more than one player. Also,
they’re not played accurately,
so don’t worry about being a
historian.



The last of the character types are called
Extras. An Extra is any person from the daily
life of the Heroic Characters that is not a major
Historical Figure. This could be brothers, step-
moms, or stern history teachers. No one player
needs to exclusively play an Extra, you can just
have different people in the group alternate playing
these characters. So if the Heroic Characters are
separated doing something, one Heroic Character
could play an Extra along with the other in that
scene. Or a Historical Figure could be replaced by
an Extra for a quick scene.

THIS GAME IS PLAYED OUT IN ACTS

An Act is a part of the story that has specific
goals or endings. The first Act is where your
Heroic Characters are going to be introduced,
showing us their Art and how they do it. The
First Act ends as their ‘Plight’ is introduced, and
it becomes clear that the future is in danger.

The second Act starts as soon as the Temporal
Agent introduces their character from the future,
offering help with time-travel and insight. This is
the longest Act, where your Heroic Characters

are going to learn about the past, themselves,

and maybe even the future, through some serious
time-travel of their own, before returning home.
The Final Act is where your Heroic Characters will
use their friends and experiences to overcome
their plight in a most excellent display of newfound
wisdom, experience and confidence, called simply
“The Showdown.”



THE WORLD
BEFORE IT WAS PERFECT

The first part of playing TEA is to set up who
your Heroic Characters are, and where they’re
from. This means picking a time in history and
a likeable stereotype for your HCs. It will also
mean defining your HC’s Plight - the threat that
the Temporal Agent has been sent to help you
overcome, so that the future remains awesome,
and you become truly heroic.




CREATING YOUR HEROIC CHARACTERS

An HC can be pretty much anything you want,
but they should abide by three simple rules:

* They’re Positive: These characters are
going to someday inspire humanity to global
peace and cosmic glory. They don’t have to be a
cool character, or a confident character, but they
do have to be someone that is nice to people. A
Heroic Character is excellent to people.

* They’re Artists: These characters are doing
something with their time that most people see as
nothing more than a hobby. But in the future this
art will make the world most triumphant. It can
really be anything you want: poetry, oil painting,
car racing, gardening, brewing tea, role-playing
game design. So long as you can invent a better
tomorrow for it's perfection.

* They’re Stupid: These characters aren’t
just seemingly untalented at a random art, and
they’re not just likeable. They're idiots. That’s
what makes this game fun. These characters
are not going to jump back in time and answer all
our questions. They’re going to stumble through
history and blindly find answers or artifacts that will
set up the solution to their Plight, but they won't
come back with profound insight to the origins of
our humanity. They’re going to reshape history
from their lifetime on.



RETROTYPING

To properly create a Heroic Character for this
game you'll need to pick 2 things: a time in recent
history when they come from, and a Stereotype
that fits this time period (called a ‘Retrotype’).

It's best not to go too far back in time, because
you loose the connection to the characters modern
day effects. Also, the farther back in time you
start, the less you have to visit in the past. But
if you’re looking for a thoroughly history-based
game, feel free to play Renaissance nerds, or
Medieval dickweeds, go for it, just don’t say i didn’t
warn you.

The best way to make sure your Heroic
Characters are friends is to make them of the
same basic stereotype. There are all sorts of
social grooves that people in recent history can be
connected to, and typically this will entail a great
way to exaggerate and portray your HC’s with
comical panache. Of course, you don’t have to be
of the same stereotype. It can also be hilarious to
watch the dumb jock pal around with the weasly
science nerd. You don’t even have to be friends, if
you want. You can make the story about how you
become friends.

Whatever Retrotype you pick you should have
your Art in common, however, or, at least have
some idea how you’re going to grow into your Art.
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BE EXCELLENT TO ONE ANOTHER.

TEMPORALLY
EXCELLENT
ADVENTURES

HEROIC CHARACTER SHEET

NAME: DECADE:

GIFT: RETROTYPE:

_ IDEAS ,

(O Something your friend has on their person is
the key to getting out of this sticky spot

O In a sudden display of intellect, your friend is
insightful beyond their norm, ask how

O It was all just a trick that your friend came up
with! You were never really in danger

(O Actually, this problem isn’t a problem at all,
it’s a blessing in disguise

O Your Art, and your understanding of it, is the
key to escape this time.

O Nobody lives forever! Take a chance this
time, and be delighted at how it turns out!

When you’re out of Ideas, head home for the
Showdown, or rely on your Historical Figures to
get you out of any new dangers.



g HISTORICAL CHECKLIST

This is a list of archetypes to visit related to your
Art. It’s also a list of some Time Periods to get
you started going back in time. You don’t have to
stick to this list at all, it’s just here to help inspire
you. For starters, just pick funny combos, then,
as you think of your own, use those.

(O The first person to invent or do your Art
The farthest back in time, your Art’s creator

() The bravest person to ever do your Art
Someone that did your Art in dangerous times

() The smartest person to ever do your Art
Someone that really advanced the Art

(O The most famous person to ever do your Art
Whoever had the biggest following in history

(O The most dangerous person to do your Art
Someone who practiced your Art in frightful ways

The most powerful person to ever do your Art
Someone in a position of power or authority

The most advanced person to ever do your Art
The recognizable Greatest Master (save for you)

TIME PERIODS

Victorian England Constantinople
Ancient Greece Ancient Egypt
Medieval Europe Native America
Feudal Japan Imperial Rome

Wild West Aztec Mexico

Roaring Twenties Colonial New England
Prehistoric Times Ancient Babylon

Distant Future Golden Age of Piracy



CAMEPLAY SUMMARY

SET UP THE SCENE

Act 1
explore the HCs home life, work life, and Art
introduce Extras
introduce a character that voices the Plight

Act 2

Temporal Agent introduces their Character
from the Future and the TEC

Heroic Characters say what time period or
event you want to visit, Temporal Agent will
focus on “detailing” that time period

use your TEC to go there
Historical Figures play historical figures
escape obstacles by using ldeas

Act 3

deal with any obstacles that come at you
once you're back home

go to the Showdown and show the world
you’re awesome with help from the Historical
Figures, begin your journey toward uniting
the galaxy in peace

tie up any loose threads from the adventure
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Looking for a Prelude to your adventure? Well,
just fill in the blanks on this script to reflect your
Heroic Characters Retrotype, and the opinion of
your Temporal Agent, and read aloud to the group!

Hi. WELCOME TO THE FUTURE.

2688,
AND I'M TELLING YOU, IT’S GREAT

HERE. THE AIR IS CLEAN. THE

WATER IS CLEAN. EVEN THE DIRT...

IS CLEAN! ARE

WAY UP. ARE WAY

DOWN. AND WE HAVE MORE EXCELLENT

THAN ANY OTHER

PLANET WE COMMUNICATE WITH.

I’M TELLING YOU, THIS PLACE IS
GREAT! BUT IT ALMOST WASN’'T. You
SEE, HUNDRED YEARS AGO, THE

GREAT ONES RAN INTO A FEW
PROBLEMS.

SO NOW I HAVE TO TRAVEL BACK IN TIME
TO HELP THEM OUT. IF I SHOULD FAIL
TO KEEP THESE TWO ALONG THE CORRECT
PATH, THE BASIS OF OUR SOCIETY WILL
BE ENDANGERED. AH, BUT DON'T WORRY.
IT'LL ALL MAKE SENSE. TRUST ME, I'M A
PROFESSIONAL.
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BE EXCELLENT TO ONE ANOTHER.

PARTY ON, DUDES.



