
By Robert "Doc" Cross 
Edited by Jeff Koke and Steve Jackson 

Cover Art and Illustrations by Kyle Miller 
Useful Suggestions, Good Ideas and Other Stuff: Bruce Baugh, Loyd Blankenship, Avis Crane, 

Mark Goldberg, Steve Jackson, Mary Chriest Jones, Spike Y. Jones, Robin Laws, Tony Lee, 
Matthew F. Porter, David Pulver, Stephen M. Sechi and the contributors to Alarums and Excursions. 

This book is dedicated to Mickey, Bugs, Donald, Porky and Daffy, who made me loony, 
and Zach, Sarah, Chris, Megan and Molly, who keep me that way. 

Print Buying by Keny Havas w 
Playtesters: Scott Bennie, Megan Cross, Zachary Cross, Mark Denman, Frisbee, Sarah Gee, Christopher Kirkland, 

Molly Kirkland, Quentin Long, Mark Phaedrus, Elizabeth Wollcott, Curtis Whysong, Tiffany Whysong, 
and all the people who played in my Toon games at Dundracon, GenCon, Origins and Pacificon. 

Special thanks to Tooniversal Tours Inc. - "Any vacation you can walk awayfrom is a good one!" 
Extra Special Thanks to all the folks whose games, books, movies, television shows 

and other creative efforts gave me the idea for this book. 

Toon and the all-seeing pyramid arc registered trademarks of Steve Jackson Games Incorporated. "Spam," "Jello." "Frisbee" and the names of various games 
mentioned are trademarks or registered trademarks of their respective owners. Use of these trademarks in this product should not be construed as a challenge 

to their status. Tooniversal Tour Guide is copyright 0 1992 by Steve Jackson Games Incorporated. All rights reserved. Printed in the U.S.A. 

ISBN 1-55634-216-0 1 2 3 4 5 6 7 8 9 1 0  

STEVE JACKSON GAM S 



Table of Contents 
Introduction ........................ 4 

........................... Rules? What Rules? 5 
Toon? What's That? ......................... 5 
About the Author ............................ 5 

How to Use This Book ................ 6 
Touring The Tour Guide ........................ 6 
Rules & Shticks & More! Oh My! ................ 7 
Recordsheets ............................... 10 
Advice for Animators and Players ............... 10 

Atomic Monster Theater ............. 13 
Welcome to Monsterworld! .................... 13 
Character Types ............................. 14 

Movies to See ............................. 14 
New Rules and Shticks ........................ 17 
Stuff ....................................... 18 
Places to Go ................................ 19 
People & Other Things To Meet ................. 20 
Things To Do ............................... 22 
The "What Created It" Table ................... 24 
The "What Zaps It" Table ..................... 24 

CarToon Wars ...................... 25 
Welcome to the World of Autoduelling! ........... 25 
Character Types ............................. 26 
Building Your Car ............................ 27 
New Rules ................................. -30  
Shticks ..................................... 32 
Stuff ....................................... 33 
Places to Go ................................ 33 
Wsted Ridge, Colorado Map ................. 34 
People (and Other Things) to Meet .............. 37 
ThingstoDo ................................ 37 

Uncle Spud's Auto Stop & Comedy Shop Catalog .... 39 
The Crash Results Table ....................... 48 
CarToon Wars Record Sheet .................... 49 

Crawl of Catchoolu .................. 51 
Welcome to the World of Slurping Horrors! ....... 5 1 
Character Types ............................. 52 

The Catchoolu Mythos ...................... 52 
New Rules and Shticks ........................ 54 

Casting Spells ............................ -55 
Stuff ....................................... 56 
Places To Go ................................ 62 
People (and Other Things) To Meet .............. 63 
Things To Do ............................... 64 

The Mousekafonic University Illustrated Guide to 
Formless Terrors, Slurping Horrors, 
Elderly Gods, Pretty Great Old Ones and 
Other Nightmarish Creahrres ................. 65 

Other Monsters .............................. 70 
The Insanity Loss Results Table ................. 71 

Dungeons and Toons ................ 72 
Welcome to Dungeonworld! ................... 73 
Character Types ............................. 73 
Magic Rules ................................ 77 

.............................. Normal Stuf 77 

.................................... Shticks 78 
Stuff ...................................... 79 

.................................. Money 80 
Armor and Shields ......................... 81 

Places to Go ................................ 82 
The Town of Dale Map ....................... 83 
ThingstoDo ................................ 87 

Adventure in the Wilderness .................. 88 
Cheeso Grabbins ' Field Guide to Monsters ......... 89 
Emlo's Book of Popuhr Spe& ................... 92 

Newspells ................................. 98 
MagicItems ................................ 99 

....... The User-Friendly Dungeon of Splaming! 102 
The User-Friendly Dungeon of Splanning Map 103 
The Spell Fumbles Table ..................... 105 

.... The "I Wonder What This Potion Does" Table 105 
The Astounding "Curse-0-Matic" 

Curse Creation Table ...................... 106 
........ The Silly Snares and Temble Traps Table 107 

Mektoon ......................... 108 
Welcome to Mekworld! ...................... 108 

Strife Paths .............................. 109 
Character Types ............................ 110 
New Rules ................................ 110 
PlacestoGo ............................... 112 
People (And Other Things) to Meet ............. 112 
Things toDo ............................... 113 



....... Quick and Easy Guide to Mek Construction 116 
The Dreaded "Uh Oh. Equipment Failure" Table . . 120 
The Failed Mek Transformation/Combination 

................................... Table 120 
........................... Mek Record Sheet 12 1 

......................... StarToon 123 
.................... Welcome To Outer Space! 124 

............................ Character m s  124 
................................. New Rules 125 

............................... New Shticks 126 

............................... Places To Go 127 
.............................. Things To Do 129 

.................................... Aliens 132 
.......................... Building a Starship 134 

.................................... Robots 139 
The Handy Dandy Alien Creation Table ......... 141 
The "Aliens Are Strange People" Table ......... 142 
The "We're Scanning Something Ahead" Table ... 142 
The All-Purpose Science Fiction Plot Generator ... 143 

....................... Star Toon Ship Record 144 
......................... Robot Record Sheet 145 

....................... Supertoon -148 
Welcome to Superduperworld! ................. 148 

............................ Character 'llpes 149 
....................... New Rules and Shticks 152 

...................................... Stuff 153 
............................... Places to Go 154 

People (and Other Things) to Meet ............. 155 
ThingstoDo ............................... 156 
Superpowers ............................... 160 
Gadgets, Weapons and Other Cool Stuff ......... 168 

.................... Miscellaneous Other Stuff 169 
The Incredible Origin Generator! ............... 172 

The Great Superhero Name Creation System! .... 173 
......... The Incredibly Silly Vulnerability Table 174 

Toonpunk2020Yz .................. 175 
Welcome To Blight City! ..................... 176 
Character ?lpes ............................ 176 

Glossary ................................ 176 
Cyberspace and Netroaming .................. 178 

.......................... Toonpunk Perils 178 
................................ New Rules 181 

..................................... Stuff 182 
............................... Places to Go 185 

People (and Other Things) To Meet ............. 186 
Things To Do .............................. 186 

The Net Prof& Catalog ........................ 187 
.............. The "Technogeek Mistake" Table 192 

The Randomly Created Worldgram Table ........ 192 

Toony Tyke Adventures ............. 193 
Welcome To Kidworld! ...................... 194 

............................ Character T)ps 194 
New Rules and Shticks ....................... 195 
Stuff ..................................... 195 

Wild Zmagination ......................... 195 
............................... Places to Go 197 

People (and Other Things) to Meet ............. 198 
Things to Do ............................... 200 
The Treehouse of Doom ...................... 201 

.................... Treehouse of Doom Map 202 

Big List 0' Shticks ................. 203 
Bibliography ...................... 204 
Index ............................ 206 

.................. Character Sheets 207 



Introduction 

Welcome to the Tooniversal Tour Guide! This book was written to accomplish two 
things: give Toon players a lot of new settings for their characters to explore, and help 
Animators run a long-term Cartoon Series in any of these settings. 

The Tooniversal Tour Guide describes nine new cartoon worlds. Each one is as 
detailed as we could make it, while still allowing for plenty of tinkering by all you 
Animators out there. 

Each chapter presents a basic description of one cartoon genre, in the clearest and 
silliest possible manner. Some of the backgrounds include new rules and shticks. 
There's also a new and expanded character sheet, and record sheets for vehicles, 
spaceships, mecha and robots. Throw in a few maps, several new and loony tables, a 
whole bunch of example characters and you've got this book! 

Using the Tooniversal Tour Guide will result, most of the time, in games that are a 
little more focused and a little less chaotic than the usual Toon game. This doesn't 
mean that the characters won't tear down half the town during a game. It just means 
that they won't be as intent on pulverizing each other as usual. That's because they 
will often be cooperating to get something done, be it destroying the Mutant Slugs or 
looting the Dungeon of Endless Twisty Little Tunnels. Of course, they may be com- 
peting against each other at the same time, but they'll still (we hope) have a common 
goal. But they'll have different (and sometimes several different) individual goals, 
too. 
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Rules? What Rules? 
The Tour Guide adds special rules for the different game-worlds. Can 

you switch them around, and use magic spells in a regular cartoon? Sure 
you can! Remember, the Animator can do anything. This book was writ- 
ten to give the Animator a lot more anything to do! 

Some of the new rules and Shticks can make character creation a little 
mol;e complex. But just a little bit! This will depend a lot on what world 
you're playing in and what type of character you choose. Making a 
superhero or a wizard takes longer than making a cowboy or a biker, 
because they have more Shticks to choose from and more details to fill in. 
Of course, if you need a PC in a huny, each chapter has several sample 
characters to choose from. 

And with these rules, you can actually build some of the things you'll 
use, like autoduel cars, starships, robots and other pieces of equipment. 
We've tried to make this as much fun as possible. Your Animator may set 
some limits on how much money you have for parts or exactly what your 
creation can or can't do, but within his framework, do whatever you want 
. . . as long as it's funny. 

One thing you will notice while reading this book is that the style 
varies a bit from chapter to chapter. In some places, it looks almost like 
normal game rules! But just keep going and it'll get crazy again. We 
promise. 

What's going on here? Simple. Each Toon-world we've presented here 
is a parody of one of our favorite roleplaying game or movie genres. A 
good parody imitates the source material's style while mangling enough 
details to make the whole thing humorous. That's why the Cartoon Wars 
chapter goes into so much detail about weapons and other gadgets for 
your car . . . because the game we're spoofing, Car Wars, does the same 
thing! The difference is that Car Wars concentrates on things like auto- 
cannons and rocket launchers and we prefer cream pie cannons and bear 
trap mines. The same sort of "logic" was used in all the other chapters. 
How could we do Dungeons and Toons without a hatful of spells? Why 
would we try? (Wicked grin here.) 

This means that if you're having fun with the parody genre, your best 
source material is - that's right - the original game. Just go back and read 
it, but put your hat on sideways. . . or whatever you do to get silly. . . and 
you'll come up with entirely too many loony new ideas. (And we thank 
our friends and fellow publishers, the subjects of our Toonish lampoons, 
for taking it in such good grace. We can hardly wait to see what they do 
back to us.) 

We love Toon and want to make it even more fun. Let us know what 
you think of this book. Tell us what you did with it. Share your silly ideas. 
(We love Toon letters.) Who knows, someday you may see "Refurn of 
the Tooniversal Tour Guide"! 
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Toon? What's That? 
If you don't know what Toon is, you've 

picked up the wrong book. The Tooni- 
versa1 Tour Guide, which you're holding, 
i s  a supplement to  Toon, the Cartoon 
Roleplaying Game. Look around. It ought 
to be on the shelf right next to the spot 
where you found this one. It's got a red 
cover. See it? Check it out, then come back 
to this one. 

Still with us? Aww . . . All the copies of 
Toon must be gone. Okay, here it is in a 
nutshell. Toon is a roleplaying game - you 
pretend to be somebody else, and so do all 
the other players, and you have an adven- 
ture. It's like cowboys-and-Indians, but 
played inside, and sometimes with a little 
less screaming. Also, a roleplaying game 
has rules about when you fall down. - 

But the difference between Toon and 
other roleplaying games is that you're not 
pretending to be a real person. You're a 
cartoon character: You can do all kinds of 
silly things. You can get whacked with 
hammers, fall off cliffs, and blown up with 
dynamite. But you never die. Nobody dies. 
You fall down . . . and in three minutes you 
get back up and start playing. 

Some roleplaying games are supposed 
to be realistic, with lots of rules. (We even 
publish a couple of that kind.) But that's 
not what Toon is about. Toon is for being 
silly and having fun. And that's all you 
really need to know. 

About the Author 
Doc Cross was born and raised in 

Northern California. That could explain a 
lot of things. He has been a fan of cartoons 
since before he could walk and an avid 
gamer since 1977. He is a regular contrib- 
utor to Alanunr and Excursions, the long- 
running, award-winning and generally 
remarkable gaming APA. His other hob- 
bies include watching movies, collecting 
accents and funny voices, writing fiction 
and being the World's Greatest Uncle. He 
presently lives near Sacramento, Califor- 
nia, but ventures into other mas several 
times a year to attend gaming conventions. 
The Tooniversal Tour Guide is his first 
book. 
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