
By Seth Harris (huckabees@gmail.com). 
A rules lite two player TTRPG about two delusional geriatrics 
revealing their curious pasts, their incredibly specific annoyances, 
and sharing a love of tuna

Oh Hello is a two-player tabletop roleplaying game based on the 
Broadway show of the same name. In this game, one player takes 
on the role of Gil Faizon, and the other player takes on the role of 
George St. Geegland.

The game is set in New York City, and the players must navigate the 
challenges and obstacles of life in the city while also dealing with the 
eccentric personalities of their characters. The game is largely 
improvisational, with the players making up the dialogue and actions 
of their characters as they go along.

To begin the game, the players should come up with a basic 
scenario for their characters to interact in. This could be a meeting 
at a coffee shop, a party, or any other setting that the players can 
imagine. Once the setting is established, the players can take turns 
speaking and acting out their characters' dialogue and actions.

The players should try to stay true to 
the personalities of the characters 
from the show. This means that Gil 
Faizon should be overbearing and 
self-absorbed, while George St. 
Geegland should be grumpy and 
curmudgeonly.

As the game progresses, the players 
can introduce new challenges and 
obstacles for their characters to 
overcome.

These could be external, such as a difficult social situation, or 
internal, such as a personal dilemma. The players should use their 
creativity and improvisational skills to come up with unique and 
interesting challenges for their characters to face.

Overall, Oh Hello is a lighthearted and humorous game that allows 
players to explore the wacky world of Gil Faizon and George St. 
Geegland. With its focus on improvisation and character 
development, it is a great game for fans of the Broadway show or 
anyone who enjoys creating and roleplaying quirky, eccentric 
characters.
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The play structure for Oh Hello consists of five rounds. Each round 
represents a different scene in the game, and each scene is 
characterized by a different setting and topic of conversation.

In the first round, the players roll 2d6 to determine the setting and topic 
of conversation for the scene. The players then improvise the dialogue 
and actions of their characters in this setting, staying true to the 
personalities of Gil Faizon and George St. Geegland.

This process repeats for the second, third and fourth rounds, with the 
players rolling 2d6 each round to determine the setting and topic of 
conversation for the scene. As the game progresses, the players can 
introduce new challenges and obstacles for their characters to 
overcome, adding tension and drama to the game.

In the fifth and final round, the players roll 2d6 on the special event table 
to determine where the game will conclude. This event should be where 
something dramatic happens, such as a sudden revelation or conflict, or 
something more subtle, based on information developed in the previous  
scenes. The players can then use this event to improvise the final 
moments of the game, bringing the story to a satisfying conclusion.

Gil Faizon and George St. Geegland each have a special mechanic 
that helps them affect the narrative of the game.

For Gil Faizon, his special mechanic is "The Curmudgeon's Wisdom." 
When Gil uses this mechanic, he can impart his years of experience 
and knowledge onto the other characters, giving them valuable advice 
or insight. This could be useful for helping others solve problems or 
make important decisions.

For George St. Geegland, his special mechanic is "The Grumpiness 
Factor." When George uses this mechanic, he can make other 
characters feel uncomfortable or annoyed, causing them to back 
down or give in to his demands. This could be useful for getting his 
way or shutting down arguments.

Overall, these special mechanics allow Gil Faizon and George St. 
Geegland to exert a significant influence on the narrative of the game, 
giving them unique abilities and strengths that help them navigate the 
challenges and obstacles they encounter.

Gil & George’s Special Narrative Mechanics



To determine the setting and topic of conversation in a scene, the 
players can roll 2d6 and consult the following table:

For example, if the players roll a 4 and a 6, the scene takes place 
in a quiet park, and the topic of conversation is a recent fight with 
a loved one. The players can then use this information to 
improvise the dialogue and actions of their characters in the 
scene.

Gil & George often talk derisively about their family members. To 
determine a relative of one of the characters and a petty insult the 
character says about them behind their back, the players can roll 
2d6 and consult the following table:

For example, if the players roll a 3 and a 5, the relative is the 
character's aunt, and the behind-the-back insult is "l don't know 
how she manages to be so uptight all the time." The players can 
then use this information to improvise the dialogue and actions of 
their characters in the scene.



Gil & George love name-dropping famous people, but typically 
obscure 1970s character actors that young people do not know. To 
determine which celebrity one of the characters saw and where they 
saw them decades earlier, the players can roll 2d6 and consult the 
following table:

For example, if the players roll a 4 and a 9, the character saw 
Roddy McDowell at Coney Island. The players can then use this 
information to improvise the dialogue and actions of their 
characters in the scene.

When you have reached the 5th and final round of play. Roll 2d6on 
the special event table below. This will be where the concluding 
scene of the story takes place. You should try to include as many 
pieces of information developed in the previous scenes as part of 
this wrap-up.

For example, if the players roll a 10, Gil & George will be attending 
the Puerto Rican Day Parade along 5th Avenue in Manhattan 
always held on the second Sunday in June. The parade could bring 
them face to face with someone they insulted earlier or reveal one 
of the men was lying about an earlier statement.



Too Much Tuna!

Suppose a scene has gone off the rails or the players are not sure 
of a clean way to conclude it. This is when the “Too Much Tuna” 
mechanic comes into play. Each player rolls 1d6. The player with 
the higher roll gets to have their character introduce a platter of 
way too much tuna into the scene. The introduction of the tuna 
should cause a chaotic ending to the scene without the expected 
resolution.

Is This Even a Game?
I don’t know. Why don’t you play it and let me know. I think it’s 
very funny and tremendously stupid, which are two things that 
make me happy. Oh well. Playtest it and e-mail me to let me 
know.

References
If you are not familiar with these characters, why the hell are you 
playing this game? Below are some pieces of media to help you 
get to know them better.

● Oh, Hello The Broadway Show is available to watch on 
Netflix

● There are also eight episodes of Oh, Hello: the P'dcast 
which Time Magazine named one of the best podcasts of 
2020.

● You can also search for them on YouTube and find many 
clips.


