Twilight Dreams
Special Information Sheet #1

OOC End of the World

Hi all, 

This is Marissa, your friendly neighbourhood game organiser here!

“I’ve heard that the world is ending – or is that the game? Why should I bother making up a character, or trying to develop my character if everyone’s just going to die in a few months anyway?”

This sort of question is one that I find I’m fielding more and more frequently as the ‘end of the world’ gets closer. So I thought I’d put down some OOC thoughts on what I have planned just so’s you know not to give up hope either on the world or on the game.

Most of all this game is meant to be fun. I like to challenge people with interesting social situations, problems to solve and complexities of every kind. I don’t like to give people problems that just can’t be solved. And I eventually decided I couldn’t live with the plan of ‘that organisation I used to run the game for that shall not be named’ to completely destroy the world and everyone in it and start again with a clean slate. 

After all, while other games they run have been going 7 or 8 years, I’ve only been running this one for a bit less than two years and there’s still a lot of life left in both the game and in my enthusiasm for running it.

So read on, dear players and hopefully some mysteries of my plans shall be revealed. But be warned that while I’ve tried to keep things as general as possible to avoid giving away plot elements, those who don’t like spoilers probably won’t want to know the information below…

Marissa :) 

A Bit of History

Those who have joined the game recently might be wondering why I’m running an end of the world plot at all if I’m so enthusiastic about keeping the game running. Well, there are a few reasons. 

The main one is that by the time I’d made the decision to make the game independent, I’d already set up a large number of the plot elements for the end of the world scenario. It seemed kind of lame, after months of dire omens and scary stuff making the future look bleak to just say “Hey we were just joking about there being an end of the world!” and to move back to a normal scenario. 

Some of the other reasons:

· By the time we went independent I’d gotten pretty enthusiastic about the whole concept and basically just wanted to continue to see how it would all turn out. I’m an experimental kind of game organiser, so I thought “why not?”

· While the command to end the world came from elsewhere, nearly all of the actual plots that happened in relationship to that were ones my writing team had developed, with little outside input. So naturally we’d want to keep running them.

· I thought it would be a challenging and interesting roleplaying experience for the players involved – something we could have fun with if approached in the right manner. I don’t like the idea of a game being all light and roses all the time.

· Although I do want to keep running the game, I do like the idea of taking a break, in the storyline, in the game style and to some degree in the characters played. We’ll have been going for just over 2 years by that stage and I think that this process will put a bit of freshness back into the game.

The World’s Going to End – How can this be a Growth Experience?

I will make the plain and open statement: The end of the world scenario is simply a major scenario in the overall game plotline. 

It is not the end of the game.

It is not (necessarily) the end of the characters.

However, given how much we’ve already impacted the world, there’s no going back. 

The Winter of the Fae has already arrived.

Yes you read it right. There is nothing you can do to avoid, avert or stop Winter happening to the World. BUT you CAN work through it.

Here is a hopefully non-specific outline of what I’m planning:

· Games up until June: these will be relatively normal games, with a large focus on the end of the world and figuring out the ways around it. A majority of characters have been given clues, either major or minor, to lead them towards the ways around the end of the world. Quite a few have been given ways of helping other succeed.

There are essentially four en masse ways for characters to go as a result of the end of the world plot. Which way your character goes and where they end up will depend on the decisions you make during these games. More about these options below.

· The game on Saturday July 12: The End of the World Party. We have a DJ for the evening, I’m hoping we can get together and organise a feast of some kind and that we can get as many people to turn up to help us party as possible.

There will be no plot for this game other than the major one: Saying goodbye and celebrating what we have had together. While it will not be the end of the game, it will be an end of this part of the game and much of what we have known up until now. It will be sad, but I hope it will also be something we can have fun with - something that will be a memorable exit to this phase of the game and the characters you’ve grown to know and love.

It also beats a world ending involving 5 hours of hopeless combat where you know everyone is going to die at the end. What more can I say? ;)

Towards the end of this game the four exit options will be activated and the Fae of Canberra will part ways, never knowing whether they will see each other again (some certain of death because of the choice they make).

· Games from August 2004 until January 2005: These I don’t want to tell you much about, but what I can tell you is in the section below.

· Games from February 2005 onwards: These will be held using the new setting: Canberra, current day, World of Darkness, threat of oncoming Winter as distant as it has ever been (I’m not going to run you through that twice). Now people are immediately going to think of the corny “It was all a Dream” scenario. But no – I wouldn’t do that to you. The ‘resetting’ of the World of Darkness will be something that is achieved by the players in the intervening months. And if we decide to change the system in any way, it’ll probably be here.

And if the characters don’t manage the ‘reset’ then we’ll have to start this section completely anew. 

But given I and the other GM’s still have plots we want to run and we’ve got so much history to this game that I really don’t want to lose, we’re certainly going to do our best to help you to achieve it!

The Four Options

Since October 2003 we have been setting in motion a series of plots to help the characters to make their way around the end of the world. Some of these have hit dead ends (“Surely the Old Man will still be happy to offer us his new paradise world – he wouldn’t hold it against us that we threw everything in our power against him to try to stop him creating it, would he?”) but others are still going strong.

What these boil down to is:

· Option 1: I choose a noble death. It sounds obvious, but you guys are going to come up against some pretty scary foes and at the last someone needs to stay behind to make sure those leaving have the best chance to get away. I will not make anyone choose this option against their will, but I’m hoping at least a few of you (perhaps those who are thinking of the wonders of a new character) will choose to take this option.

· Option 2: I choose to stick my head in the sand. There is always a group whose philosophy revolves around “If you ignore it, it will go away”.

· Option 3: I choose to forsake the mortal world and find a better place. If it was good enough for the Nobles way back when, then surely we can find a better place for ourselves too.

· Option 4: I’m not accepting this ‘Winter’ thing. I’m going to go off on this wacky adventure into the unknown with only the slimmest chance of succeeding, but damnitall, I’d give my immortal soul for another chance at life for the world.

I’m sure there will also be characters that manage to surprise me and find a totally different way of doing this – I look forward to finding out how! :)

Those who take Option 1 – the party on July 12th is for you! Die with honour!

Options 2 to 4 will lead into up to three short (three session) games where those whose characters chose that option will play their characters and the rest of the people (whose characters chose other options) will play characters native to the settings for those sessions. If people split roughly 3 ways then we will probably end up running two of these three session games in parallel. 

No one character can choose more than one Option.

This means that everyone will be playing a different character for at least 3 months during that 6 month period. Many will also play their current character for 3 months in a totally different setting. This should give everyone the chance to have a break in the game of some kind.

It should also be lots of fun, really interesting and give people an opportunity to play characters that wouldn’t normally be available to them.

What will the game be like after this is all over?

This will really depend on the choices characters make between now and then

My aim is to have it look very much like this game looked prior to the end of the world scenario. Mortals live their mortal lives, Fae live their Fae lives and the challenges faced generally don’t involve risking your immortal soul or the world ending.

Of course, if I’ve learned one thing in running this game its that I can plan as much as I like, but my plans rarely survive contact with the players/characters ;)

We’ll just have to see how it goes.

End note

Hopefully I’ve left you some surprises ahead, but settled your fears that the game has become pointless in terms of ongoing plot. To end this info sheet I’ll pose myself some questions that I think you’re likely to ask and answer them! (talking to oneself is a sign of insanity, or so I hear)

What happens if you don’t like this idea for the game?

First step is to talk to me about it and about why you don’t like it. I’ll do my best to help you and to make it so you do like it. Nothing in this game is fixed – although, given I have to do a fair bit of planning for this whole process, there will become some elements (the major bits from what I’ve described above) that will have to become fairly fixed soon if I’m going to be able to pull this whole thing off successfully.

I will give people until the end of March to voice major objections before I fix myself into serious organisation for this adventure.

What if you really want to make sure that your character takes a particular option, but you’re really not sure how to tell which option is which?

Again the first step is to talk to me or your assigned GM. We can certainly point you in the right direction! We’re always happy to help out! :)

I have been looking really hard everywhere for clues about all these options you’re talking about and haven’t managed to find even one! 

The main recommendation I have is to talk to the other characters. Failing that, talk to me! 

Nearly everyone in the game should have encountered at least one clue – though you may not have recognised it as such. However, this game isn’t meant to be too hard or too frustrating, so I’m always happy to help out and give more clues to those who ask for help!

That’s all I can think of for now – I’ll probably add more answers as people ask me questions.

But for now, think, talk, speculate, but above all enjoy the game!

� The February Game was the turning point where the Autumn of the Fae became Winter. This was the game in which the Ancient Evil from Beyond Time called down the Elder Gods to roam the earth, then destroyed them in a blitz of meteors as they arrived. The effects on the mortal world were devastating. Over 300 million people were killed in major population centres pretty much everywhere except Australia (which has a pretty small population anyway). Panic, economic collapse and rising crime rates are central to the Winter world. Desperate people turn to their friends, only to find that their friends have been turned to creatures of the night, who then proceed to devour them. The monsters of the world use the chaos to walk out in the open. Anarchy reigns. 





