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Back to the Swede



This is a module to be used with the Rocko-
polis RPG rules, freely inspired by the story 
of the movie “Back to the Future”, adapted 
to fit the musical needs of the Characters.
Given the premises, it is hoped that some 
pseudoscientific absurdities will be forgi-
ven and accepted according to the story.

Mid-’60s, Hill Valley (California).
On the West Coast, in the quiet, sunny, 
provincial town, the most popular kind of 
music is Rock’n’Roll.

The protagonists of this story are young 
musicians who attend the last years of the 
local high school.
They are not particularly good, on the con-
trary, they are definitely beginners, and 
their style is quite rough.

The Characters will therefore have to be 
created from scratch, without additional 
Experience.
Souls can also be the most disparate: the 
“sound” of the Band has not yet been ful-
ly formed and fixed, so it’s fine if there are 
stylistic “dissonances” between some of the 
members.
Each Character starts with 2 Inspiration 
points, while the Band has a total Fame 
equal to 15.

Although the Band is considered quite 
“noisy”, they are still appreciated in the 
high school. They often perform at school 
parties or small village events, and almost 
always there is someone dancing to the 
rhythm of their music.
Their intemperance due to the Muses is 
also tolerated, albeit with difficulty.

The high school is home, as well as to hun-
dreds of young people (each one different 
from the other and homologated to the 
current fashions), of two groups, or bands:
- The Rebels, a group that flaunts leather 
jackets and white t-shirts, taking up the 
style of “On the Waterfront” and “Rebel wi-
thout a Cause”. They act like bullies, trying 
to get their hands on all the alcohol they 

find and running as fast as they can with 
their parents’ cars;
- the Scooter Boys, scions of high society 
and good families, often driving imported 
Italian scooters, dressed as golfers or ten-
nis players (activities they often practice). 
Bullies as much as the Rebels, the “Boys” 
(as they call themselves) hate Rock’n’Roll, 
preferring vocal groups.

The two bands are in a tight fight for “con-
trol” of the high school and Hill Valley in 
general.
This clash is not to be understood as 
excessively violent, but neither as exclu-
sively ideal: clashes between bands of 
youngsters do not always transcend and 
reach physicality, but it’s not even unlikely 
to happen.

In this context another very capable Band 
is inserted: The Swede.
They don’t go to high school, they are 
obviously new in town, even if they wear 
jackets similar to those of any other high 
school.
Unlike the colours of Hill Valley, dark blue 
with white writing, The Swede’s jackets are 
blue and yellow, with a big yellow “S” in the 
middle of the back.
The band plays Rock’n’Roll, but in a very 
innovative way. They seem to have come 
here recently, but they have already con-
quered a fair number of fans.

The Swede’s band is not from Hill Valley, 
nor from these years.
It is, in fact, a band from more than 50 ye-
ars in the future, in those years after 2000 
that, in the 60s, were considered a distant 
inspiration for science fiction.
Their attitude seems “unusual” to the young 
people of the town, but the thing is mista-
ken for the simple strangeness of every “fo-
reigner”.

Some details, however, may reveal more. 
The Master is free to include them, with the 
recommendation not to make the origins of 
these young people too evident at once.



The members of the Band, whose summary 
is at the end of this module, are trying to 
settle in while waiting to see if they can 
ever return to their era.
Will the Characters help them or will they 
see musical enemies in them?

Prologue

The Band is summoned by the high school 
principal, who offers them a gig at the ba-
seball field the next day.
The band will have to perform just befo-
re the game, and the audience should be 
quite large.

So it’s going to be a rather simple concert, 
with a decent audience.

Three songs on the Playlist, Expectancy 15.

After the meeting with the principal, the 
Band will return to their daily routine, whi-
ch could include rehearsals for the event 
and, of course, some temptation towards 
the Muses.

First steps

After the concert, the Band is summoned 
again, regardless of the outcome.
They are told that the idea of the concer-
ts before the games seems to appeal to 
the audience, and that they would like to 
repeat the experience before the football 
match that will take place two days later.
This time, however, the Band should share 
the stage with another group that recently 
came to town.

It’s The Swede, which the Characters have 
only heard about a couple of times.
There’s room for everyone, or so seems 
to think the principal, who also takes the 
opportunity to give our Band a little dig: 
“Watch out, they’re good!”

If our Band, in addition to preparing, will 
look for information about The Swede, 
they will realize that the only way to get it 
is to go directly to them.



The fact is that they live outside of Hill Val-
ley, beyond the woods and hills, and rea-
ching them is not so easy.
Those who manage to find their home, 
and enter it (without the Band’s permis-
sion, as they don’t give anyone permission 
to do so), will discover personal effects de-
finitely not from the 60s.

Talking to them, The Swede will be shy, and 
the only topic that seems to make a bit of a 
breach with them seems to be music.
Here they seem to be great connoisseurs, 
even if sometimes they seem to refer to 
things that only they know.
Their attitude, in general, is not hostile, as 
long as they’re treated in the same way.

When the day of the performance finally 
arrives, our Characters will have to play 
after them.
The Swede will present a Playlist entirely 
composed of original pieces (actually, 
they’re just songs from the early ‘70s), so 
enthralling that the whole stage goes into 
raptures.
Playing after such a performance will be 
almost impossible: the usually very tame 
audience is now unleashed, and expects 
great things.

Three tracks on the Playlist, Expectancy 60!

Succeeding will not be easy at all, and even 
if the Band manages to reach the neces-
sary threshold, it will be evident that with 
a Band like “The Swede” in town, the life of 
any other formation will be very hard.

Development

After the concert, the Band will certainly 
have a problem of notoriety.
If they used to be able to make a name for 
themselves with their music, no matter 
how newbie they were, there is now a rival 
in town with whom they can hardly hope 
to compete.

What options are there to climb back up 
the ladder?

One option could be to team up with the 
Rebels or the Scooter Boys to take on the 
newcomers. This, however, would make 
the Band clearly line up in the feud betwe-
en the two groups, and certainly the other 
side would not react positively. The bullies 
might want something in return, too.
Another option is to try to give The Swede 
a hard time on their own, but it’s not easy. 
Relationships and Muses can always help, 
but the newcomers have pretty good Mu-
ses scores on their side too.
“Escape” from Hill Valley, trying to get gigs 
in nearby towns? Not easy for high scho-
olers, so little known outside of the town.
Making friends with The Swede and “joi-
ning” them as their backs in order to gain 
notoriety as they do? It might work, if The 
Swede weren’t reluctant to share too much 
information about themselves.

One way, however, must be found.

If the idea, or ideas, that the Characters 
decide to put into action will lead them to 
try to get more information about their 
“opponents”, the clues that can lead to 
understanding where this new band really 
came from will flood in.

The Characters may also understand the 
truth, or The Swede (if they can break 
through their closure) may even directly 
confess.

On the other hand, after the first momen-
ts of pure euphoria for the situation (also 
given by the easy musical success), now 
the strange Band from the future would 
like to find a way to go “home”, whenever 
it may be.

Too bad they have no idea how they en-
ded up there. Every member of the Band 
has confused memories, and it’s almost 



impossible to put the pieces back together 
and understand them.

The only person who, as far as our Cha-
racters know, could understand anything 
about it is an old high school professor, 
fired years earlier for his controversial 
scientific opinions.

In Hill Valley he is a well-known person, 
considered a sad excuse of a scientist, half 
mad, but basically harmless.
Brown is his last name, but almost everyo-
ne (almost everyone who isn’t too asha-
med to be seen talking to him, at least) 
calls him Doc.

He lives just outside of town, and he doe-
sn’t look too kindly on high school studen-
ts, although he’s recently been seen on the 
sidelines of some of the Characters’ Band 
concerts.
The members remind him of those who 
first mocked him and led him to lose his 
profession, so he’s not happy to deal with 
them.

He has been studying for years some stran-
ge physical phenomena, incomprehensi-
ble to other “respectable” scientists, but 
which he desperately tries to understand.

If it were possible to convince him of the 
truthfulness of The Swede’s provenan-
ce, he would be decidedly collaborative 
and, though always in his grumpy way, he 
would accept to lend a hand.
The study of the scientific phenomena 
that interest him has led him to take an in-
terest in music, too.

It seems, in fact, that a particular kind of 
energy is generated during concerts. This 
findings suggest that the amount incre-
ases the more the audience reacts with 
energy.
At larger concerts, in which he participated 
a little unwillingly but always for the good 
of science, Doc has detected not only huge 

amounts of energy, but also small physical 
phenomena never detected before.

Who knows if it’s not possible to use them 
to help The Swede (and, indirectly, the 
Characters who would take them out of 
their way)?
Doc is further ahead than the Characters 
can imagine.

He’s already started building a device that 
can channel this kind of energy.
To be honest, it looks like a giant pressure 
cooker, but Doc is convinced that with a 
little adjustment it could allow The Swede 
to return to their original time.
Sure, if it doesn’t work, who knows what 
could happen... but The Swede wouldn’t 
back down from the risk.

The fact is, it would take a lot of energy. 
Would the Characters be able to cause 
enough excitement in the audience to 
achieve such a sensational result?

In game terms, it’s a matter of reaching an 
Expectancy of 100 with six tracks on the 
Playlist.
Failing means blowing up the device, along 
with The Swede and Doc. Or unleash who 
knows what physical phenomenon related 
to time and space.
The Master has full freedom regarding the 
consequences.

Will they be able to gather so much public?
Will they be able to organize a suitably lar-
ge event?
Will they trust Doc?
Won’t they be afraid to connect their in-
struments to that disturbing, enormous 
contraption?



The Swede

The Swede’s Band is so composed:

Fa Deluxe (guitarist): sociopathic biker with 
an often grumpy temper.
It’s said that after his concerts he gets 
locked in a coffin and doesn’t talk to anyo-
ne for a long time.
Feats: Brilliant guitarist 3, Meditation 3.
Muses: Stormbringer 3, Ilùvatar 2, Ka-
ma-Sutra 1
Skills: Defender

Littol (bass player): fascinated by death 
and horror cult, sick of video games and 
food (he is said to be able to eat non-stop). 
Before a concert he needs liquid courage 
to sing.
Feats: Perfect bassist 3, Resistance to al-
cohol 3
Muses: Bacchus 3 Ilùvatar 2 Spartacus 1
Skill: Poet

Sbando (guitarist): crazy pharmacist, lover 
of all kind of stupid or trashy thing. Extre-
mely cheap. Loves spicy food and pranks.
Feats: Solo 3; Pharmacist 3
Muses: Stormbringer 3, Spartacus 2, Ma-
laphar 1.
Skills: Stir up the souls

The Grease (drummer): the scholar with a 
thousand degrees, an angry psychologist. 
Passionate about football and Pearl Jam. 
Hates to smell and is addicted to whiskey.
Feats: Tireless drummer 3, Diplomat 3
Muses: Berserk 3, Bacchus 2, Kama-Su-
tra 1
Skill: Hulk

If you are interested in The Swede, you can 
find out more about them by listening to 
their music here:
https://spoti.fi/2k8TUlb


