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Everybody involved rolls their dice (Forms, Particular Strengths, if appropriate, and Advantage dice, if 
appropriate).  This establishes turn order, highest to lowest.  Anyone can cross their character’s name off the 

Owe List for an extra Advantage die which remains throughout all subsequent rounds. 
 

High Roll Stands, it’s that player’s turn.  Everyone else picks up their dice  

Current Player makes a Challenge, and says who has to Answer.   

Players who have to Answer roll dice for their forms.  If they have not already done so, Answerer may cross 
their character’s name off the Owe List for an extra Advantage die which remains throughout all subsequent 

rounds.  For each character who had to Answer, what happened? 

Challenge beats 
Answer by double 

or more 

Answer meets or 
beats Challenge, but 

not double 

Challenge beats 
Answer, but not by 

double 

Answer doubles 

Challenge or better. 

Answerer wins, 
Challenger loses.   
Go negotiate, 

whatever outcome 
is agreed to is 
narrated by 
Answerer. 

Challenger is 
knocked out of 

subsequent rounds. 

Challenger wins, 
Answerer loses.   
Go negotiate, 

whatever outcome 
is agreed to is 
narrated by 
Answerer. 
Answerer is 

knocked out of 
subsequent rounds. 

Is this the third 
round?  

Is this the third 
round?  

Answerer gets  an 
Advantage die in 
the next round.  
Answerer narrates 
what happens so 

that the Challenger’s 
action is prevented 
from succeeding 

and the Answerer is 
at an advantage. 

. 

Challenger gets an 
Advantage die in 
the next round. 
Answerer narrates 
what happens so 

that the Challenger’s 
action is prevented 
from succeeding but 
the Challenger is at 

an advantage. 
 

Go to the next 
lower person in the 

turn order.   
Has this person 
already had to 

Answer this round? 

Was this the first 

round? 
Have we gone 

through the entire 

turn order?  

This player is the Current Player and rolls forms for their character.  If they have 
not already done so, they may cross their character’s name off the Owe List for 

an extra Advantage die which remains throughout all subsequent rounds.   
 

Go to the next 
round.  GM may 
cut to another 

scene. 

Any player 
characters who are 
up against bigger 
dice and aren’t 

knocked out go on 

the Owe List.  

Start of rouStart of rouStart of rouStart of roundndndnd    

Of characters who 
aren’t knocked out, 
is anyone still trying 
to interfere with 

each other? 

End of action End of action End of action End of action 

sequencesequencesequencesequence    

A character acts, another A character acts, another A character acts, another A character acts, another 
character invokes  the NYFDAR character invokes  the NYFDAR character invokes  the NYFDAR character invokes  the NYFDAR 
(the No You Fucking Don’t, (the No You Fucking Don’t, (the No You Fucking Don’t, (the No You Fucking Don’t, 

Asshole, Rule).Asshole, Rule).Asshole, Rule).Asshole, Rule).    

Players may 
negotiate outcomes 
mid-dice as they see 

fit.  Does this 
resolve the 

interference? 


