'Clue' In Fireball Island – Revised (Spring 2007)




Issue #72 of the comic ‘Knights of the Dinner Table’ (KODT) had an expansion for Fireball Island, adding some weapons from ‘Clue’ for extra powers. Here is an expanded and play-tested version using ALL the weapons – called ‘items’ here, as they are mostly not used as weapons. 

‘CLUE’ ITEMS IN FIREBALL ISLAND

Every time you land on a grey space, roll one die.

If you roll a ‘six’, do not draw a card, but find an item at random (rolls of ’one’ do not set off a fireball - this time…)

You can find an item even if you have your full four cards.

There is no limit on items held.

An item is only found once in the same game. Stop rolling after all the items are found, as they will always either be in the possession of a player from then on, or out of the game.

Items may be grabbed, using the rules for grabbing a jewel. Note there are no ‘fake item’ cards. One grab at an item or jewel per turn per player.
When hit by a fireball, keep your items
Unlike cards, an item may only be used during your turn. But you may use it any time before or after your move.

-The Items

Candlestick:
This light source for the caves makes it easier to find your way through. Roll two dice and pick one number. Roll doubles and you only have one number, of course. This is because the candle has guttered out-throw it away!
 Note that this is the only item where rolling a ‘one’ is not bad for someone. However, the odds of rolling a ‘one’ on one die are the same as rolling doubles on two dice.

Lead Pipe:
Lead, the magic substance that stops fireballs! When one of these babies rolls down the pike at you, summon your courage, stand your ground and bash it right in the middle with the lead pipe, using plenty of wrist action. The fireball vanishes (everyone who got hit by it before you is still fried, though). But roll a die; on a ‘one’ you lost your nerve and got toasted. In that event, the pipe is destroyed. 


Revolver:
Six shots. (try and get an edition of ‘Clue’ that uses a six-shooter revolver, rather than an automatic). On your turn, shoot at anyone standing up who is both A.) outside the caves and B.) in line-of-sight from the head of your piece. Hit by rolling a ‘one’. One shot a turn. When shot, a player falls over stunned for one turn, as if in a lava pit but stays on the trail. He drops all his equipment. Cards vanish into the discard pile (unlike being hit by a fireball, where you get to keep them), items and the jewel lie in his space. A fireball can hit him and sweep him into the lava pit, but the items and jewel stay where they were. He does not lose another turn if this happens, though. Anyone passing the space may grab one item. Shot player may grab them all at once at the start of his turn if he has not been swept away by a fireball. If he has, he is subject to the one-item grab rule.
[Note: KODT’s original rule was to roll a ‘one’ or ‘two’, be within four spaces and have a line of sight.]

Rope:
Really, a rope and grapnel. Use two full turns to climb to a space directly above or below you. If more than one space qualifies, you have your choice. Follow this procedure:

 First turn - roll the die, move, then set up the rope on the map. You may also choose not to move and set up the rope where you are, but you must still roll the die to see if a fireball comes. In either case, as soon as you swing daringly out on to the rope, roll the die again; a ’one’ means the rope frayed and broke, and cannot be used again. No fireball though, so quit complaining. In this case you fall to the lower space immediately and lose a turn. You don’t lose any cards or items/jewel, though.
 Second turn - move to the target space, leave the rope on the map (still rolling the die before moving, don‘t want to miss out on any fireballs). Fireballs cannot hit you till the end of this move as you are assumed to be between trails. But a player with the revolver can. Oh yes. In that case, you drop stunned to the lower space (possibly a break, if that’s where you were going anyway) and follow rules for a shot player.     

 Third turn, pick up rope and move as normal. 
No one can grab the rope if it is in use, unless you are stunned, then they can grab it from either end. Suggestion: tape a piece of string between the start and end space to represent the rope in use, as the ‘Clue’ rope can not be uncoiled. Also mark the target space with a dime or something, to remember which way the player is going.

Knife:
Cut the rope with this. Player on it falls as if shot. Roll die, on a ‘one’ you cut it right in the middle, ruining it, throw rope away, otherwise it can be used again (it’s a long rope). Rope may be cut at either end, if from the bottom, you are assumed to have climbed up the rocks a little to get the rope-user as he comes down. If the rope leaves play you may as well throw the knife away too.
[ Game Rationale- For mystical reasons, Vol-Kar will not tolerate knifing other players, *Dave*(a KODT character who is always doing stuff like this). Vol-Kar is not too happy about having you here in the first place, didn’t you notice? The revolver, being a modern invention, is beyond his ken, but no knifing. Or slugging with the lead pipe, or candlestick etc. If you want that kind of action, go back to ‘Clue’.]


Wrench :
Get to the boat with this and disable it. This is represented by making any jewel holder have to land on it by exact count (time to fix it). Everyone else will not want to use the boat  and so will follow the usual rule for the dock, stop when you get there, need not land by exact count.  Whenever the wrench is used, roll the die. A ‘one’ breaks it before the job is finished, remove item from game. 

If the jewel holder has the wrench, he may use it to fix the boat. First he rolls the movement die as usual to see if he can reach the boat. If  he can reach it, but not by exact count, he rolls the die again to see if the wrench breaks when he tries to fix the boat(no fireballs this roll).  If the wrench does not break, he sails off and wins!! If it does, the boat stays disabled, and any jewel holder must land on the dock exactly to win (Prepare for a whole lot of gem-grabbing here, folks).


This variant is extra fun using ‘deaths-head’ dice from:
http://www.flyingbuffalo.com/dice.htm
They have a skull instead of a one spot. You know you are in trouble when you roll a ‘one’ on these, and ’one’ is the trouble number here. Get some anyway, for regular games of Fireball Island, as ’one’ is the number to launch a fireball.

