
FAE: The Muppet Show - A New Season

With edits from Sophie Lagacé, August 16, 2013.  (In progress, missing stunts for many 
characters.)
Based on Draft 1.0, April 29, 2013 by Tom “Blue” Tyson, which is found at: 
https://docs.google.com/document/d/1YLPd2Wj0WvQOHcJRfotGzvZq5agcUD00SLJQqIk2-
5I/edit   

Tom's Write-Up for a Comedy Improv Scenario
One person plays Kermit and tries to wrangle the other players pseudo-GM style into putting together a show for 
the night, including thinking up a guest star for this new season of the show.

To make it snappy, rotate roles and enforce an actual showtime of around 20 actual minutes on each episode. 
With half a dozen players, a 2-3 hour game session with breaks of as many episodes as there are players, if a 
longer game is desired.

Much opportunity for social conflict, with the odd shooting out of a cannon or kung fu chop to be had.  Or literal 
dropping of the curtain on someone with the addition of an occasional monster stomping.

Who can inflict Wayne and Wanda, dancing haggis or Russell Crowe singing on people the longest?  Have a 
terrible opening number, a star vehicle, a couple of others and a star finale if you want a possible structure.  With 
between number craziness backstage in between.

Fate points should be gained for making people laugh, limelight hogging, terrible puns and outlandish acts.  And 
perhaps incredibly flamboyant failure.  Twenty minutes of cross-table invoke and compel chaos. Bonus for 
survived pig jokes.

Another fun wrinkle might be to put the characters into a hat and pick at random, with more in the hat than there 
are people to play them, to get a rotating cast.  Or guest MC even, if no-one picks Kermit.

Feel free to add more muppets into the hat, as you think of them, but these are the major talking players.

A suggested added problem.  If ANYONE rolls - - - - on 4dF, Crazy Eddie shows up and starts blowing things up 
at random.

Sophie's Supplemental Notes for Semi-Structured Play
I wanted to use this play set to introduce kids and newcomers to Fate, and even to role-playing in 
general, plus run no-prep Games on Demand events within a two-hour time frame.  I felt the need for a 
little more structure, and players also opined that way after the first game.  I created a lot of bullet-point 
lists to draw from as the game unfold, and a Challenge structure for the episodes. 

• Use the multi-act structure as a challenge (see FAE p. 19 and Fate Core pp. 147-149) to put on 
a show while resolving the plot questions.  Each number in the line-up is an opportunity to 
improve the situation, each represented by an overcome action.  A typical show will have 5 to 
10 numbers or acts, but not all of them need to receive as much spotlight.  Ideally, different 
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Muppet characters should have to make the rolls for each number.  (To help with the creation of  
the show and as suggested by the players, I've created a worksheet, the PDF attachment.)

• When appropriate, treat the audience like a character, inflicting consequences as a result of bad 
performances. 

• Don't forget to set and end scenes properly (cool, actionable, dramatic), even in the free-for-
all improv that is likely to develop.  

• Use sticky notes or index cards to write down temporary and situational aspects, boosts, 
consequences, etc. and put them in the center of the table so everyone can see them and build 
on them with their actions. 

• Consider opening with the show already suffering from a few consequences (perhaps as a 
result of the issues.)

Issues
Pick two or three.  Examples:

• Who will be the guest tonight?
• What is causing the strange noises backstage?
• Why are the chickens acting even crazier than usual?
• Where is ___?  (missing cast member must be replaced)
• How do we make the incognito reviewer happy?
• Avenue Q has just opened another theatre and is trying to put us out of business!

Details
Come up with age-appropriate details to fill in the blanks, e.g.:

Kids:
• Mad science
• Fan club for a guest star
• Swedish Chef has a project
• Ghosts
• The monsters are loose!

Adults:
• Parodies
• Puns & misunderstandings 
• Reality show

If no one is playing Kermit, have him (as an NPC) call in at inconvenient times to give instructions and 
advice or ask for news.  
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Locations

Muppet Theatre (formerly The Benny Vandergast Memorial Theatre)

• Mostly Menagerie-Proof Building
• Surviving from payment to payment
• Backstage madhouse
• Registered as a historic landmark (thanks to Pepe)

Stock Characters
• Scooter's uncle J.P. Grosse

◦ Owner of the theatre building; Careful 1, Clever 2, Forceful 1, Sneaky 1 
• Handyman Beauregard (Bo)

◦ Hardworking, slow and long-suffering
• Hilda the seamstress
• Crazy Eddie the mad bomber (not as funny as he used to be...)
• Chickens:

◦ Forceful 1, Quick 1
• Rats: 

◦ Clever 2, Sneaky 2

Typical Day
• Aspiring artists come to audition
• Muppets rehearsing their numbers
• Set-building, costuming, make-up, hair, prop-setting
• A meal in the canteen
• Bo cleans up messes
• Pops greets the guest star
• Scooter checks on the guest star in the dressing room

Sets 
• Backstage: The backstage set includes a stairway leading to an upstairs landing, with three 

visible dressing room doors for Miss Piggy's dressing room and the guest stars' dressing rooms. 
A stairway leads down to the stage door by way of reception which leads to the lobby and the 
prop room. To the left of both staircases is a door which leads downstairs to the canteen. There 
is also a counter desk backstage primarily used by Kermit and Scooter, and by the top of the 
stairs is a small ledge that holds different objects from episode to episode (the bust of 
Beethoven, a dress form, and Gaffer have been seen occupying this spot).  The set is 
decorated differently almost every week, with many props and costumes. 

◦ Backstage right serves as the hub between the stage and most of the theater's other 
locations, including the dressing rooms and stage door, and is where many of the show's 
plots took place.

Page 3 of 10



◦ Backstage Left was hardly ever seen, and even more rarely inhabited. On a few occasions, 
performers would exit Stage Left, but almost never shown there.

• Dressing rooms: The comfortable rooms are equipped with table, make-up, and other dressing 
accoutrements. Specific props and accessories vary according to the guest star.  

• Attic: Located above the stage, and can be accessed by the backstage left stairs up and 
through a door.  Kermit and Fozzie sometimes clean it out and reminisce about memorable acts 
from the show. Various props or characters often serve to trigger their memories of a particular 
song or sketch. 

• Canteen: A place where the cast and crew can have meals, which are cooked by the Swedish 
Chef and served by Gladys.  The canteen space is also occasionally used to rehearse acts or 
for interviews.

• Prop room: Often used for rehearsals or to hold auditions

• Storage room: Used by the janitor Beauregard to store supplies and equipment.

• Boiler room

• Stage: Where most of the action takes place; the back wall (seen whenever there isn't a curtain 
or set in the way) is made of brown bricks. There are also trap doors on the stage.  Its loft is 
home to a number of flats for set pieces, e.g.: 

◦ Pigs in Space! set
◦ Veterinarian's Hospital set
◦ Bear on Patrol set

• House

• Stage door lobby:  The reception area of the backstage of the Muppet Theater is where Pops 
greets each guest star. By way of the stage door, it leads out into the back alley of the theater, 
and is located right off of the backstage right area. 

• Back alley: Where the guest stars arrive

• Cellar: Where the monsters stay. 

Events

Examples of Numbers, Songs and Acts
• Singing, dancing, juggling, acting, acrobatics, poetry, mime, standup comedy and joke-telling, 

impersonations, magic act, music, recitation

• “My Old Flame”
• “Sh-Boom, Sh-Boom”
• “Girls Just Wanna Have Fun”
• “Chasing the White Rabbit”
• “Live and Let Die”
• “Shiny Happy People”
• “Piano Man”
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• “Bohemian Rhapsody”
• “I Want to Ride my Bike”
• “Space Oddity”
• Any Shakespearean scene, especially with Beaker, Animal, or Swedish Chef
• Scene from The Three Musketeers

Things that can happen on the show:
• Animal's family is visiting
• Building sets, especially very strange-looking sets
• Overdoing everything
• Interviews for a magazine
• Groupies, especially for the guest stars
• Mad science gone wrong
• Something important (prop, costume, guest star...) is missing
• Auditions
• Rehearsals
• Large quantities of inconvenient but otherwise harmless things: hats, balloons, feathers, glitter, 

otters, crickets, tiny robots...
• Large instruments (tuba, bass, etc.) with very small musicians.
• Some musical instruments are just funny: accordion, concertina, triangle, maracas, tambourine, 

ocarina, banjo, ukulele, kazoo, theremin...
• Unexplained blue telephone/police box.
• Unexpected cast substitutions
• Muppets + Myth Busters

◦ Noises backstage: is the theatre haunted?  The Myth Busters are here to find out, OR some 
Muppets playing Myth Busters themselves?

• Muppets + Pacific Rim
◦ Very small monsters and jaegers?
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Examples of Challenges
• Search for a vital prop
• Create a new set
• Catch all the mutant chickens
• Put on a new act (assemble troupe, teach the routine, get props and sets, rehearse, etc.)
• Put on a successful episode of the show 

Examples of Contests
• Win a part after a round of auditions
• A chase through the theatre
• Talent competition
• Poetry slam
• Vie with the guest star to impress someone (e.g., Kermit)

Examples of Conflicts
• Heckling fight/argument
• Shouting match
• Food fight
• Dance-off

Examples of Boosts and Consequences
• Wet, smelly, disheveled, dirty
• Tangled (drapes, carpet, costume, prop, set)
• Intimidated, tongue-tied, shy, stage fright
• Coughing or sneezing fit
• Karate-chopped, stunned, pratfall
• Lost (prop, line), confused
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THE MUPPETS (PCs)
Expanded, based on the core stats created by 
Tom Tyson.  All characters can be customised 
further by adding one or two aspects (up to a total  
of 5) and one or two stunts (up to a total of 3).  
Players should also feel free to modify the 
aspects, approaches and stunts already supplied 
if the GM agrees.)

Kermit
• Muppet Wrangling MC
• Matrimony Dodger
• Born Entertainer
• Loyal Friend

Careful +3
Clever +2
Flashy +1
Forceful +1
Quick +2
Sneaky +0

Stunt: Because I [describe some way that you are 
exceptional, have a cool bit of gear, or are 
otherwise awesome], I get a +2 when I [pick one: 
Carefully, Cleverly, Flashily, Forcefully, Quickly, 
Sneakily] [pick one: attack, defend, create 
advantages, overcome] when [describe a 
circumstance].

Miss Piggy
• Limelight-hogging prima donna
• Woeful warbler
• “Eeee-YAH!” (Karate chopper)
• “Kermie?” (Frog chaser)

Careful +1
Clever +2
Flashy +2
Forceful +3
Quick +1
Sneaky +0

Stunt: Because I [describe some way that you are 
exceptional, have a cool bit of gear, or are 
otherwise awesome], I get a +2 when I [pick one: 
Carefully, Cleverly, Flashily, Forcefully, Quickly, 
Sneakily] [pick one: attack, defend, create 
advantages, overcome] when [describe a 
circumstance].

Fozzie
• Standup comedian bear
• Can't tell a joke right
• Never give up your dream
• Bear on Patrol

Careful +1
Clever +0
Flashy +3
Forceful +2
Quick +2
Sneaky +1

Stunt: Because I [describe some way that you are 
exceptional, have a cool bit of gear, or are 
otherwise awesome], I get a +2 when I [pick one: 
Carefully, Cleverly, Flashily, Forcefully, Quickly, 
Sneakily] [pick one: attack, defend, create 
advantages, overcome] when [describe a 
circumstance].

Rowlf
• Laid-back jazz artist
• Self-deprecating humour
• Dr Bob, the quack who's gone to the dogs

Careful +2
Clever +2
Flashy +3
Forceful +1
Quick +1
Sneaky +0

Stunt: Because I [describe some way that you are 
exceptional, have a cool bit of gear, or are 
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otherwise awesome], I get a +2 when I [pick one: 
Carefully, Cleverly, Flashily, Forcefully, Quickly, 
Sneakily] [pick one: attack, defend, create 
advantages, overcome] when [describe a 
circumstance].

Gonzo
• Stuntman extraordinaire
• Innovative failure
• Geek act 
• Chicken lover

Careful +0
Clever +1
Flashy +3
Forceful +2
Quick +2
Sneaky +1

Stunt: Because I am a pyrotechnics expert, I get a 
+2 when I Flashily create an advantage when 
using a cannon in a number.

Statler / Waldorf
• Curmudgeonly critical commentators 
• Need chairs
• Gambler / “It's that or go home to my wife 

Astoria!”

Careful +1
Clever +2
Flashy +3
Forceful +2
Quick +0
Sneaky +1

Stunt: Because of my devastating wit, I get a +2 
when I Flashily attack in a verbal confrontation.

Scooter
• Hard-working assistant
• Inappropriate skateboarder
• Family connections

• Quick-thinking

Careful +3
Clever +2
Flashy +1
Forceful +0
Quick +2
Sneaky +1

Stunt: Because I [describe some way that you are 
exceptional, have a cool bit of gear, or are 
otherwise awesome], I get a +2 when I [pick one: 
Carefully, Cleverly, Flashily, Forcefully, Quickly, 
Sneakily] [pick one: attack, defend, create 
advantages, overcome] when [describe a 
circumstance].

Animal
• Drum Artist
• "RAAAaaWWWwwRRRR!" 
• Extreme Sports Aficionado

Careful +0
Clever +1
Flashy +2
Forceful +3
Quick +2
Sneaky +1

Stunt: Because I [describe some way that you are 
exceptional, have a cool bit of gear, or are 
otherwise awesome], I get a +2 when I [pick one: 
Carefully, Cleverly, Flashily, Forcefully, Quickly, 
Sneakily] [pick one: attack, defend, create 
advantages, overcome] when [describe a 
circumstance].

Sam the Eagle
• Moral decline chronicler
• No sense of humour
• Patriot!

Careful +3
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Clever +2
Flashy +1
Forceful +2
Quick +1
Sneaky +0

Stunt: Because I am the symbol of America, once 
per game session I can cause a big patriotic 
display with flags, balloons and confetti.

Dr Bunsen Honeydew
• Optimistic mad scientist
• “Ooops!  Oh, dear...”
• “I have just the thing here...”

Careful +0
Clever +3
Flashy +2
Forceful +2
Quick +1
Sneaky +1

Stunt: Because I [describe some way that you are 
exceptional, have a cool bit of gear, or are 
otherwise awesome], I get a +2 when I [pick one: 
Carefully, Cleverly, Flashily, Forcefully, Quickly, 
Sneakily] [pick one: attack, defend, create 
advantages, overcome] when [describe a 
circumstance].

Beaker
• Whimpering guinea pig
• Nigh-incomprehensible
• Romantic

Careful +3
Clever +2
Flashy +2
Forceful +1
Quick +0
Sneaky +1

Stunt: Because I [describe some way that you are 
exceptional, have a cool bit of gear, or are 
otherwise awesome], I get a +2 when I [pick one: 
Carefully, Cleverly, Flashily, Forcefully, Quickly, 
Sneakily] [pick one: attack, defend, create 
advantages, overcome] when [describe a 
circumstance].

Floyd Pepper
• Drummer wrangler beatnik
• Laconic
• Electric Mayhem Bassist

Careful +1
Clever +0
Flashy +3
Forceful +2
Quick +2
Sneaky +1

Stunt: Because I [describe some way that you are 
exceptional, have a cool bit of gear, or are 
otherwise awesome], I get a +2 when I [pick one: 
Carefully, Cleverly, Flashily, Forcefully, Quickly, 
Sneakily] [pick one: attack, defend, create 
advantages, overcome] when [describe a 
circumstance].

Janice
• Electric Mayhem Lead Guitarist
• Like, whatever, man
• Nurse Janice

Careful +2
Clever +0
Flashy +3
Forceful +1
Quick +2
Sneaky +1

Stunt: Because I [describe some way that you are 
exceptional, have a cool bit of gear, or are 
otherwise awesome], I get a +2 when I [pick one: 
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Carefully, Cleverly, Flashily, Forcefully, Quickly, 
Sneakily] [pick one: attack, defend, create 
advantages, overcome] when [describe a 
circumstance].

Rizzo
• Rodent management
• Schemer
• Always one more plan

Careful +1
Clever +2
Flashy +0
Forceful +1
Quick +2
Sneaky +3

Stunt: Because I plan for retreat, I get a +2 when I 
Quickly defend when trying to avoid trouble I have 
caused.

Pepe the King Prawn 
• Self-important chef 
• "Pepe can do it better!" 
• Ladies' man – er, prawn 

Careful +1
Clever +1
Flashy +3
Forceful +2
Quick +2
Sneaky +0

Stunt: Because I [describe some way that you are 
exceptional, have a cool bit of gear, or are 
otherwise awesome], I get a +2 when I [pick one: 
Carefully, Cleverly, Flashily, Forcefully, Quickly, 
Sneakily] [pick one: attack, defend, create 
advantages, overcome] when [describe a 
circumstance].
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