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Panty Explosionisa
psychicschoolgirl
adventuregame. each
player takestheroleof a
normal Japanese student.
Oneof you, perhaps more
then oneof you, isa
psychicwith devastating
andterrifying powers. You
canfind out moreabout
the game on the Panty
Explosongte
(www.atarashigames.com)

Right before Gencon| got
together with my younger
brother Nick and some

friendsto play Panty
JRACHMON - Explosion. Nick had
helped play test thegame
and was eager to taketherole of Superintendent and set up agame. | washappy to takeontheroleof a
Student, aswere Woody and Gabe, who had never played before.

I’ ve been telling peopl e that agame of Panty Explosion can be playedinjust 2 hours, and for thisgamel
wanted to put that to thetest. Nick wasalso doubtful that Panty Explosions conflict resolution system could
work well for ahard-core combat scene, so he decided hewould try that out aswell. We played just one
session beforel got to busy preparing for Gencon. We picked up the game again theweek after | got back
fromIndy.

Creating Sudents

First off we sat down to create some Students. I’ vefound that PE works best with 4-5 players (plusa
Superintendent), but when our 4" player failed to show we decided to make do with three . Here' swhowe
cameup with.

ChioMaedaChioiswell liked and athletic. Her highest Godal element isAir and her lowestisFire. Chio
chose Yumi asher best friend and Yoko as her rival. The agendas she choosefor thisgameare* get revenge
on Teacher”, and “ steal acarton of cigarettes’.



Yumi Endo Yumi isquiet and reserved. Shecomesfromarichfamily andisallowedtoindulgein her
interestsin clothing, gamesand doujinshi. Her highest Godai e ement isWater, whileher lowest isEarth.
Yumi chose Yoko as her best friend and Chio asher rival. The agendas she chose are“wantsto get Yoko a
new boyfriend” and “wantstokissapsychic”.

Yoko NakamuraYokoistougher and stronger then her friends, but is often teased because of her weight.
She'son the championship winning girlssoftball team and isn’t afraid to stand up to bullies. She'sdsoa
psychic, but doesn’t know it. Her highest Godal element isFire, while her lowest isVoid. Yoko chose Yumi
asher best friend and Chio asher rival. The agenda she choseis* wantsto get payback at Teacher for
getting her suspended fromtheteam”.

Character creatingin PE wasdesigned to befairly fast and smple. Gabe and Woody breezed through
creating their Studentsvery quickly, but it took me quiteawhileto decidewhat | wanted to do.

Nick had usdraw to see which one of uswould be psychic. Theidentity of the Psychicissupposed to be
secret until itisrevealed during the game, but it took usonly afew minutesto realizethat Yoko wasthe

groupspsychic.

After wefinished our studentswe voted for popularity. Yoko wasmost popular and Yumi wasleast.
Creating the School

Nick described hisideasfor the school to us, telling usthat therewasabig school festival coming upwhere
our club (we had decided wewereall inthe board game club) had challenged another to both acake eating
contest and a3-legged race. Nick al so mentioned that afew girlsfrom the swim team had gonemissing
over thelast few days. Wetook thisto beour first hint at the Demon that wewould confront | ater.

Wedidn't want to clutter up the school with alot of characters, but we made sureto include our homeroom
teacher, Ms. Kuji. Wedecidethat Ms. Kuji wasareal bitch, and openly despised al of our Students. We
also create the Canadian exchange student Mark, the only male member of the board game club.

TheGame

Thegame started just beforethe school festival. We discovered that the board game club needed to recruit
some more membersor wewouldn’t be allowed to competein any of thefestivals contests. Running around
thefestival recruiting members (often stealing them from other clubs) gave us plenty of opportunitiesto use
both our Air and VVoid diceto convince Studentsto join our club. Chiofailed at her roletorecruit an
attractive young man, and her rival described how Chio’sboyfriend Rafu spotted her talking to the good
looking student and in ajeal ousrage came over and started yelling at her infront of the entire school. Chio
had spent al her Air and Void dice convincing studentsto join the club, so shedidn’'t haveany left totry to
reason with Rafu. Instead of spending her one Firedietotry to arguewith him Chio spent some Earth dice
toignorehimand walk away. Shefailed, and her rival got to describe how Rafu yelled at her somemore
and dapped her hard acrosstheface. Thisiswhen Yoko decided to enter the conflict. With her softbal | bat
inhand Yoko pitched asoftball to herself and took aim for the back of Rafu’shead. Shedecided to use her
Psychic powersto enhancethe action aswell. She succeeds and her best friend described how she hit the
bal out of theair and dammed it right into the back of Rau’shead. Becauseit’ sapsychic actionwea so
described how theair sizzled with static e ectricity and aghostly trail of light followed the ball asit impacts



againgt Rafu'shead. Thecrowd isstunned at thisblatant display of psychic powers, asare our Students,
who had noideatheir friend wasapsychic. Yoko hersalf isconfused and disturbed by thisfirst ever
manifestation of the psychic powersshedidn’t even know she had. Later that day wewould participatein
and win both the cake eating contest and the 3-legged race, but the studentsfrom other classeswerewary
of us, and we could here mutterings and rumors going around about Yoko being apsychic.

We ended our session at that point. It had been about 2 hours, and we all felt that wasagood placeto stop
for the day. We had gotten caught up in the school festival and recruiting new memberstojoin our club, and
had never gotten around to compl eting our Agendas or discovering the Demon. We decided to savethat for
our next session.

The next session started up afew dayslater withacommotion in the hallway that drew both studentsand
teachersout toinvestigate. The bloody remainsof astudent werefound stuffed into her small locker. Later
that evening our Students snuck into the school to investigate thelocker and seeif it was connected to the
missing girlsfrom the swim team. We had deci ded that there had been some nasty rumorsgoing around
sinceYoko'sdisplay of psychic powersthe other day. Some of the students and teacherswere blaming
Yoko (and us!) for the disappearances. It was only amatter of time beforethe government showed upto
haul usaway, so we had to act fast and find out what wasreally going on.

Thissession had everything that makes Panty Explosionredly exciting. A really scary confrontationwitha
demon possessed janitor inthe dark school hallwayswasjust apreview of the conflict that camelater, anall
out struggleinthelocker room and showerswith adog like Yama-1nu demon that could travel between




lockers. To everyone ssurprise (including my own) thefight with the Demon wasincredibly richand
detailed, and the conflict resolution system worked very well for what was essentially an extended combat
scene. Yoko used her powersto make the demons head explode, but that barely slowed the creature down,
and itshead quickly grew back. After suffering sometruly terrifying wounds (the Demon locked itsjaws
around Yumi’shead and tried to swallow her, and a so chewed much of the skin off Chio’sarm) wetrapped
the creature under agarbage can. It struggled for awhile, but without anew body to possesand draginto a
locker it eventually died and crumbled to dust. We called Chio’sasshol e boyfriend Rafu, who grudgingly
agreed to come and pick usup at the school and take usto the hospital.

During the confrontation we got afew chancesto resol ve some of our Agendas. Both Chio and Yoko found
cluesthat led themto believethat our homeroom teacher was somehow connected with the Demon and the
disappearance of the swimteam. Inthe next gamewe play they’ || usethat informationto taketheir revenge
on Ms. Kuji. Yumi was ableto complete both of her agendasin onego. Now that sheknew Yokowasa
psychic shefound herself very attracted to the other girl. In aquiet moment between the demonsattacks she
took achance and kissed her friend. Yumi has decided to abandon her agendato find Yoko anew boyfriend
and now wantsto becomeYoko'sgirlfriend. We' |l see how that goesover inour next game.

After

Over dl | think the 2 sessionswere abig success. Each was played out in about 2 hours, which | think isthe
perfect amount of timefor agame of PE. Wea so discovered that combat in Panty Explosion could be
really nasty and fulfilling, and | think we' veforever banished theideathat PEis”just arelationship game.

Thisgame gave meachanceto address someof my own questions about the game. In past sessionsl|’ve
doneapoor job of using the scene creation and traitsrules, so | made extraeffort to usetheminthisgame.
The scene creation ruleswere quick and easy to use (asintended), with each player contributing el ementsto
the scenethat they wanted to explore. If ascenewasn’t cregpy enough wemadeit creepier. If ascene
needed another character weinvented one on the spot. That wasalot of fun and agood reminder of how
important thoserulesareto thegame.

Overdl I had alot of fun, and I’ m happy to have proven that you can play afun gameof panty Explosionin
just 2 hours. Despitethat, | think our future games may stretch alittlelonger. We regrowing more
comfortablewith our Studentsand we havealot of neat scenesto exploreand Agendasto follow up on. |
think we' |l be playing these Studentsfor awhile.

Here'salook at somethingsthat came up during our game.

Agendas. Whenyou start agame of PE each player selectsone or two Agendas. these are goalsthat the
player workstoward during the game. Completing your Agendas givesyou the option of selecting anew
Trait at theend of the session, whileleaving your Agendauncompl eted empowersthe Demon that you have
toface. Oneof things| discovered withthisgameisthat it'sreally important tolet new playersknow that
they should beworking toward their Agendas. Asaresult of this| wasvery focused on my Students
Agendas, creating scenesand Situationsthat | could take advantage of to seethem completed. Theother
playersbecame wrapped up in chasing down the Demon and ended up putting their Agendasaside or
forgetting about them. Whichisokay. But | think | let my friendswho wereunfamiliar with the gamedown
becausel didn’t explainwhy completing your Agendasisworthwhile. Becausel wastheonly player really
pushing their Agendathe game became very me-centric, with the Superintendent introducing his Demon stuff



as seemed appropriate. If Woody and Gabe had known to persuetheir Agendasthe game could have, and
amogt certainly would havegonein adifferent direction.

Conflict resolution: PE usesasmplesuccess/failure die system to resol ve conflicts. once successor
fallureisdetermined theresult isdescribed by the playersBest Friend or Rival. Inthisgamewewerealittle
duggishat thisfirst. Asour Studentswere hunting around and trying to convincetheir classmatestosignup
for the board game club the descriptions of our successes and failures started to become moreinteresting.
When Woody’s character Chiofailed at an attempt to recruit apopul ar student her best friend (Gabe) got a
chancetoinvent her jeal ousasshole of aboyfriend. | think thiswasthe point wheretheideaof describing
other playerssuccessand failurereally clicked with everybody. Woody’ s second failure, Chio’sattempt to
get away from her boyfriend), gaveGgabe achanceto escal ate the scenefrom an argument to afight by
having the boyfriend dap Chio hard acrossthefacein front of everyone. The description of theactiondidn’t
just includethephysical blow. Gabewent into detail about Chio’sembarrassment at being struck in front of
the entire school, and how many of her friendsturned away or stood by and did nothing. Our group latched
onto humiliation asathemefor our game, and almost every description covered not just the physicd act
that was being performed but al so the emotional and social impact of theaction.

We definitely went for astyleof play wherethe descriptionsof actionsled right into brand new conflicts.
When Gabe brought his Student Yoko into the same scene and used her psychic powerson the boyfriend |
got to describe not just the action but the crowdsfear and revulsion. Based on that description we decided
that the entire school would become suspiciousof Yoko and her alleged psychic powers, and start accusing
her of killing themissing swim team. Thisgave usasense of urgency and direction. We had to discover what
had actually happened to the swim team and clear Yoko’'sname.

Best Friendsand Rivals: For somereasonin our first session we had alot of trouble remembering who
our best friendsand rivalswere. Thisledto alot of confusion and alot of bewildered |ookswhen someone
wasasked to describetheir best friend or rivalsaction. Early inthefirst sessionwehad alot of Slow down
because we kept having to check our notesto see who was supposed to be describing what. We chose
new Best friends/rivalsfor our second session and almost immediately the problem went away. | know part
of the confusion camefrom odd dicerolls. Woody kept failing at hisrolesand because of thisthe player
playing hisbest friend never got achanceto describe one of hissuccesses. When Woody finally did
succeed we sat around the tablefor several seconds staring at the player who was supposed to describe his
action beforeoneof ushad to nudge him and tell him hewason. Smilarly, | kept succeeding at dl my rolls
and my Students best friend found himself describing my actions so often that he started describing every
onesactions. | hadn’t encountered thiskind of confusion with the best Friend/Riva mechanic before, and |
think if thisbecomesaproblemin futuregames (it didn’t happen in our 2nd session) then I’ [l makename
tagsor something.

Building scenes: Thiswas something that | wanted to focusoninthesesessions, and I’'mreally glad | did.
In PE playerswork together to build the 5 aspects of ascene. Thisissupposed to beaquick and easy
process, but it took usawhiletowarmuptoit. Thefirst few sceneswere mostly created by myself or Nick,
but Woody and Gabe started contributing soon enough, and by the second game we had adopted n
aternative system where each of us suggested an aspect of the scene based on our most powerful Godai
Element. Thiswasan interesting aternativeto thenorma method and onethat | think we'll continuein future
games. Oneof us (often the superintendent) would suggest al ocation for the scene. Woody wouldtell us
about the peopletat werein the scene, Gabe would describe what was happening and I’ d finish up by
designating the mood. Wewould then decideasagroup if there scene had any supernatural or strange



elements. By themiddle of the second session
we had become comfortable enough with the
process asagroup that we were ableto create a
sceneinjust afew seconds. Thisledtoa
number of interesting scenes, including thefina
confrontation with thedemon that took placein
the schoolsshowerswith thelightsout. Scene
creation very quickly becameaseriesof
attemptsto out do each other, and asaresult the
scenesbecame moreinteresting, unconventional
and bizarre. We a so took advantage of scene
cregtiontointroduce new conflictsinto existing
situations. In one of thelast scenesof thegame,
wherethegirlsescaped from the school and
headed for the hospital) we set the scene by
having Chio’scall her assholeboyfriend and
have him pick usupin hiscar. Wehadn't seen
the boyfriend character sincethefirst sessonso
bringing him back in created ared niceconflict
(Chio ended up breakingupwithhiminthe
hospital parking lot) and gave usanice sense of
closure.

Roleplaying: Thiswasthetough part. Gabe
didn’t actualy want to play Panty Explosion.
Theideaof pretending to beal5-year-old
Japanesegirl doesnothing for him. Soit waskind of atough sell. Fortunately hewarmed up to theideathat
PE isan adventure game, with Demonsand psychicsand all that. But we still had abit of troublegettinginto
character (myself included) and any scenethat brought our studentsgender or sexuality to theforefront was
alittlestrained. Of coursethisgot better aswewent along, but we kind of hit awall when | suggested that
Yumi had become attracted to Yoko once Yoko reveal ed her psychic powers (kissing apsychic was one of
Yumi’sAgendas). Thiskind of situation can bedifficult, and | didn’t want to push it and make anyone
uncomfortable. | decided to play the scenesinvolving Yumi’ sattraction to Yoko as comedy, and everybody
seemed to respond fairly well to that. Woody didn’t have much trouble playing out Chio’srelationshipwith
her boyfriend, which wasmostly antagonistic. But asagroup we ended up staying away fromthe
“schoolgirl” part and stuck closer to the“ psychic adventures’ aspectsof thegame. Whichisokay | guess.
PE can be played anumber of different ways, and certainly you want everyonein your group to be
comfortablewiththegame. And there' sdefinitely a... taboo(?) with some people ( alot of people) around
playing girls, especidly girlsthat do girly things. Or femininethings. Or expresssexud interests. Or
whatever. Infuture games| want to be ableto show my fellow playersthat it’'s okay to explorethese parts
of their characters, especially sincethese aspectsarevery big partsof thetraditional psychic schoolgirl
genre.

Combat: Nick didn’t think the PE resol ution ruleswould work for combat. Or at |east not for anything
engaging or interesting. I’ ve never taken agamein that direction myself so | waseager to seehow it would
go.Alot of peopleat Genconwrote off Panty explosion asa:relationship game” (I wasn't even awarethat
therewasastigmathere, but apparently thereis). Gabewasconcerned that our characterswould just Sit



around and talk to each other and nothing interesting would happen. Nick told ustat hewould befocusing
on combat for thisgame, but | think wewereall alittle surprised when the entire second session became
essentially twolong fight scenes. Thiswasvery enjoyable. We very quickly took advantageof our rolesas
Best Friendsand Rivalsto either inflict horriblewoundson other playersor havethem performincredible
actsof bravery and desperation. Every description of asuccess becameadaring last minute saveor alucky
hit with an unconventional weapon, whileevery failurewasanear death experience. | had suspected that a
good combat would rely onthe playersrealizing that their only limitswould bewhat they could describe,
and Gabe and woody picked up on thisalmost immediately. we also put the scene creation ruleto good use
to create somereally neat Situationsto fight the Demonin. For thefinal confrontation we described how a
power outage had |eft the locker rooms showersin complete darkness. Water poured from both the shower
headsand cracksinthewallsaswe stood in ankle deep water desperately waving our oneflashlight around
trying to spot the demon that was stalking us.

Of coursethe downsideto combat wasthat in alife or death situation failure means desath. It took afew
minutesfor everyoneto seethat improvisation wasthe key. Twice Gabe had the opportunity asmy Students
rival to describe how Yumi wasbrutally killed, but both timeshe choseinstead to have her seriously
wounded or thoroughly humiliated. Again, combat quickly becamean attempt to out do each other in our
descriptions.

Thingswemissed: We completely forgot about Traits. | think only oneof uscalledonaTrait theentire
game. Thisisn’'t abig deal, but Traitsare valuable and we had plenty of chancesto usethem. Wea so
completely forgot that aknown Psychic could not be the most popular girl, and asaresult Yoko remained
most popular for much of both sessions. We only took two popul arity votes, one at the beginning of each
session. Normally agamewill have 2 or threevotes, but i think thiswas okay because each session took
placeover avery short amount of time. thisdid mean that | was stuck being least popular for theentire
game, but | rolled remarkably well and didn’t suffer for it.

Overall | amvery pleased with these sessions. | think the other playersenjoyed themselves, although | know
Woody said hewished we had played longer. | likethesmplicity of a2 hour session. to meit givesthe
gameamovielikequdity. But | think most of thepeoplel play with prefer alonger and moreinvolved
game. |’ ve proposed that in thefuture we play 2 episodesanight. One before dinner and one after. That
makes senseto me, although | think I may beworking toward apersonal aesthetic that no oneelse cares
about.





