
Minion Name: ________________   Codename: ________________ 

 

Skills & Expertise 
 

1 ☐ Fitness 

 ☐ Athleticism 

 ☐ Acrobatics 

 

2 ☐ Knowledge 

 ☐ Lore 

 ☐ Scholar 

 

3 ☐ Awareness 

 ☐ General 

 ☐ Detail  

 

4 ☐ Performance 

 ☐ Diplomacy 

 ☐ Distraction 

 

5 ☐ Sneak 

 ☐ Disguise 

 ☐ Movement 

 

6 ☐ Weapons 

 ☐ Melee 

 ☐ Ranged 

 

Equipment 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Notes 

 

 

 

 

 



Player Instructions 
 

Hello MINION! 
One of the most important things about you is your name. Let it resound and earn respect from other 

minions. A memorable name, like other famous minions: Kyle, Stuart, Kevin, Bob, Phil, Tim, Dave and 

Jerry 

 

Skills 
Skills and expertise give you extra die for rolls to try and succeed during challenges. To determine your 

skills:  

1. Roll 2d6 and mark the skill indicated (in case of a repeat, roll again) 

2. Select a final primary skill of your choice. 

3. From within those three (3) skills, select any three (3) areas of expertise.  

 

Codenames 
Your codename could represent or echo your skills and expertise, but it does not need to. You are a 

minion. You are an agent of chaos. Do you need to be honest? We did not think so either. Roll a final 1d6 

to determine your code name.  

 

1. The Brains 

a. You have read a book or two. Dr Seuss was a philosopher, right?  

2. The Brawn 

a. You lifted paperweights at least once or twice 

3. The Personality 

a. You flirt with yourself in the mirror at least twice a day  

4. The Techie 

a. You see code as if you watched the Matrix 3 or 4 times 

5. The Burglar 

a. You might only have 3 fingers, but they are sticky, usually because you have banana on 

them  

6. The Operator  

a. If it has wheels, you can make it roll. Steering might be more difficult.  

 

Your Mission Coordinator (GM/Storyteller) will now provide you equipment based on your codename and 

skills and mission.  

END OF PLAYER SECTION 

  



GM / Storyteller / Narrator  

Mechanics 

Notes 

Let the players decide what they want to do, and then determine what skill (or skills) they need to use. 

Minimum die that any a player will have for any challenge is 2. Skill proficiency adds a die as does 

expertise and any equipment that can help them with the challenge. Example:  

1. A player (Minion “Jeff”) wants to knock a burly guard unconscious. The challenge success is 4.  

a. “Jeff” has the fitness skill and a rolling pin.  

i. The player gets to use 4d6 to try and succeed.  

b. If “Jeff” also had Athleticism, the player would roll 5d6 

2. Optional: Codename matching could provide 1 failure reroll 

 

Rolling / Success / Failure / Critical Failures 

1. A roll of 5 or 6 is a success 

2. A 6 explodes and the player can roll the die again 

3. If the required numbers of successes are met before failing, they succeed.  

4. If they fail and the rolls include a 1, it is a critical failure 

 

Success 

The action goes off as planned. And the team is successful (in the above example the guard is knocked out) 

Failure 

The team failed in that objective and now they need to be prepared to perform damage control (in the above 

example the guard is hit on the head, but is now angry and preparing to subdue the team) 

Critical Failure 

The team has critically failed in that objective and now they need to be prepared to perform serious damage 

control (in the above example the guard isn’t hit on the head because Jeff trips with the rolling pin, and knocks 

himself out cold. The team has to survive, escape and rescue Jeff) 

 

  



Storytelling 

Introductions 

The narrator / storyteller sets the stage, addressing the minions in the room (all of them). Something like:  

“We have an especially important mission that is critical to OUURRR future and continued 

success.  Please join me in giving a rousing welcome to missions that are the best of the best. 

They are trained by the best to be the best.  A team so special, they have their own division. 

They are our Fast Attack Recon Team. Or as they call themselves: the FART team.  The FART 

team… really?? We really need to work on these acronyms guys. Ok. OK. Moving on.. bring 

forth the FART team” 

 

At this point, all the minions enter.  

“Please take a moment to introduce yourselves” 

 

Let the minions state who they are and describe themselves and their claim to fame (even if it’s a lie) 

Regain control: Have the minions settled down and stop fighting over any bananas in the room. 

 

Explain the mission. 

Note: Missions don’t have to be complex. Some simple missions plot hooks are:  

1. Banana supplies are in shortage at the grocery store. Head to the docks, fix the problem and 

retrieve the bananas. 

2. Birthday preparation and shopping 

a. Get a new stuffed animal for Lucy 

b. New book 

c. Get balloons; cake; streamers 

3. Steal the newest prototype weapon from BBEG _______________ 

4. Go grocery shopping 

5. All the bananas from the house have been stolen. Find the thief. 

 

  



Minion Equipment Gathering 

All the minions will help gather equipment. That doesn’t mean its useful, but it means they have it to work 

with in the preparation lab.  

 

Roll a d100 4 times for each minion on the team (minimum 12 rolls).  This will give you the starting items 

they find in the lair while preparing for their mission. It will probably be useful; they just might need to be 

creative.  

 

1 — 02: Rubber Mallet 51 — 53: trench coat 

03 — 04: wheelchair 54 — 55: 3 stuffed animals (each counts as one item) 

05 — 06: 2 cans 5w-20 motor oil 56 — 57: Skateboard 

07 — 08: Lipstick Taser 58 — 60: Potholders 

09 — 10: Frying Pan 61 — 62: polaroid instant camera and film 

11 — 12: blowgun & 5 tranq. darts 63 — 64: Cheese Grater 

13 — 14: mirror 65 — 66: Umbrella 

15 — 16: Rolling Pin 67 — 68: megaphone 

17 — 18: liquid soap 69 — 70: 5 pet rocks  

19 — 20: Plunger 71 — 72: laundry basket w/ socks & underwear (3 items count as 1) 

21 — 22: Self-powered heat gun 73:           Stolen squid launcher w/ 6 reusable squid 

23 — 24: Screwdriver and socket set 74 — 75: small stack of newspapers and magazines 

25 — 26: Mop & floor cleaner 76 — 77: 3 cans Fart spray 

27 — 28: Green Laser light keychain  78 — 80: 5 bananas 

29 — 30: Bicycle 81 — 82: Quick-Dry cement in tube 

31 — 32: box of office supplies 83 — 84: computer chair 

33 — 34: Fake moustache w/ glasses 85 — 86: small box of 7 candles w/ lighter 

35 — 36: Broom 87:           5 Foam grenades 

37 — 38: 1 helium tank & 50 balloons 88 — 89: Jelly Gun with 25 rounds 

39 — 40: 3 hats 90 — 91: baby stroller with 2 small blankets 

41 — 42: Tongs 92 — 93: self-powered oscillating fan 

43 — 44: 50' 550 Paracord  94 — 95: paintball gun (no ammo) 

45 — 46: Floral Dress and heels 96 — 97: Lava Lamp 

47 — 48: Garlic Press 98 — 99: 2 backpacks (allows carry of 2 extra items each) 

49 — 50: small box of cosmetics 100:         SR-6 Shrink Ray 

 

Now they have all the materials, they will not be able to carry it all, but they have the opportunity for 

mission prep. They can attempt to combine items together to make improvised / improved items (rolling 

for successes.) 

 

  



Mission Prep: Into the Lab 
The team takes all the equipment they have been given plus the following: 

• Tape 

• Paperclips 

• Paper 

• Rubber bands 

• Zip ties 

• Pencils 

• Pens 

• Markers 

 

They can attempt to combine items together (using their skills) to make items for their trip.  Remind them that due 

to their size, they can only take 3 pieces of equipment each.  

Some examples:  

• Rope + tongs + garlic press + zip ties = Grappling hook (Challenge rating 1) 

• Canned fart spray + paint ball gun = The infamous fart gun (If they can successfully build it) (Challenge 

rating 4) 

 

The Mission Begins 
Now comes the fun part. Let the players tell you how they want to accomplish their mission. They will need to solve 

travel, infiltration, espionage, discovery, enjoy success, overcome failure, AND HAVE FUN! 

 

 

Your Job as the Storyteller 
Let the players make their decisions. You decide what they roll based on their narrative. When they roll, you paint 

the picture of the outcome. Good or bad. Make it entertaining for everyone and that includes you.   

Did they succeed amazingly well? Give them an unexpected bonus on success.  

Continue the narrative. Rinse. Repeat. Eat a banana.  

 

And have fun. Always have fun.  

 


