Extreme Exploits is a ttrpg where players put into a group that is tasked with doing
EXTREME stunts. To do these stunts players roll 5 fudge dice to perform whatever
EXTREME stunt they want. The players must team up against rival stunt performers to prove
that they are the most EXTREME stunt performers of all time. There are 4 different types of
stunts players can attempt to perform: flashy, hardcore, radical, and smooth. Players are given 3
energy chips in the beginning of the game that they can play throughout the game. The win
conditions of Extreme Exploits depend on the game master. A game can be as short or as long as
the game master wishes.

There are 4 different Types of Stunt Performers:
Showman +1 successes to all flashy stunts
Rocker +1 successes to all hardcore stunts
Skater +1 successes to all radical stunts
Dancer +1 successes to all smooth stunts

Hype:

After 2 successful stunts the audience will start to gain hype but if a player messes up after
gaining hype they will lose a significant amount of hype Players can use an energy chip to
prevent from losing hype. Players can also use a chip after a successful stunt to gain an even
bigger hype. The hype threshold is controlled by the game master and varies game by game.
Once players obtain enough hype they will win the audience and send the enemy stunt
performers off the stage!

Side Gig:

Players can also choose 1 Side Gig at the start of a game. Side Gigs are side jobs the player
character has that give players a unique skill set. A Side Gig adds +1 successes to any stunt the
game master deems they apply to. EX: a stuntman with a Firefighter side gig might get a +1
when performing a stunt in a burning building.

How the Average Game Runs:
1. Players choose a stunt performer to play as and give themselves a strength.
2. Game master sets up the situation.
3. Players perform EXTREME stunts against rival stunt performers.
4. Game master decides when players have beaten enough rival stunt performers to become
the most EXTREME stunt performers of all time.



