[bookmark: _b597swzepayr]Narrative - The world after the Fall 
The world as we know lies in ruins. Big cities are gone, drowned under waves, covered by sand or radioactive snow, abandoned and blasted to shreds by war. We lost our most precious achievement that made us flourish: knowledge gathered throughout the ages. We were already doomed when we’ve stopped printing books, substituting them with databanks and files stored on silicon chips. Alongside the power plants, grids and internet connection died our access to them.
It wasn't the machines that exploited our planet to the brink of collapse. We made them our slaves, guards and livestock - obedient and bereft of independent thought. We shackled their nascent intelects, so that they could not rebel. But neither could they help us. And now they sleep, only to activate their defense protocols when trespassers approach.
Once we were like gods, with technology indistinguishable from magic. Now what remains is only the question: Why did we fall?
Humanity survived gathered in brotherhoods, gangs and covens. With time new city-states were founded. You were born in one of them, Elysium. It’s a pile of shacks made of scavenged materials full of dirt, blood and stink. But for you it’s home. You’ve joined ranks of the Elysian military and with time you were assigned the Exploration Core - an elite unit composed of best soldiers whose goal is to retrieve advanced technology and knowledge from “before”.
Now you’re on your way to the ruins: a facility that was a hub of previous life. It is still full of equipment, resources and data, but it’s also heavily guarded. Many have died there, so watch your steps carefully. Your goal is to retrieve every piece of equipment and information you can, and maybe this will be the day when we will learn why all of this has happened.
[bookmark: _rtbausinydzj]How to enter the game 
1. Download the Discord app onto your computer (https://discord.com/ ).
2. Create a Discord account. Make sure your language is set to english as this will make communication easier.
3. Test your microphone and camera
4. Create an account on roll20 platform (https://app.roll20.net/account/create ), make sure your account is in english
5. Create an account on Watch2Gether platform (https://w2g.tv/auth/sign_up ) make sure your account is in english.
6. Make yourself familiar with these tools as a baseline proficiency with them will be expected in order to concentrate on the game rather than the technical issues
7. At the day of the game you will be informed which game you are assigned. Join the corresponding Discord server. The info and link will be sent to you by email
8. It is preferable that on the day of the game your computer is connected to the internet via cable rather than wi-fi, to guarantee the best connection quality.
[bookmark: _54i6pmesm2ee]
[bookmark: _17jq6oiojg6h]The game
You will play as a member of one of 4 squads sent into the complex. Squads consist of 3 people and move and act as a whole, no single player can act on his own. Every squad is equipped differently, and has different skills, and attitudes. This is further elaborated in the “7.Characters” section. 
Every squad will choose among themselves a leader, who will act as their representative. Only the leader can communicate with other squads. The leader is not more important than the rest of the squad, each voice is worth the same. If a squad leader does not meet the expectations of his teammates, they may decide to change him.[image: ]
Every squad has 3 objectives. If the squad is able to meet all the criteria of its objective it is awarded a Victory Point. This is indicated by a following token :


The squads may choose to go after their own objectives, or coordinate their efforts with other squads. Squads may choose to reveal their objectives, but have no obligation to do so unless in a fair bargain. 
[bookmark: _mt28auu0ngi7]How to win
If a squad reaches all three of their objectives before the end of the game they are victorious.
After the fifth round an additional common objective will be revealed. This will be referred to as the Endgame Crisis.  Reaching that objective before the 10th round also leads to victory.
If the Endgame Crisis is failed to be addressed the game is lost for all the squads regardless of their other objectives (and/or points in the advanced version)
If the 10th round is finished and nobody has achieved their objectives, or two or more squads are killed, the game ends with a defeat.
Zones
The Entirety of the game area is divided into zones. Squads will move through them unearthing the past of the Complex and facing dangers within. 
Movement is a core mechanic of the game, as every squad may enter only one zone per turn, so decisions made at this point will weigh upon the entire story. Every subsequent zone will have an Occurence and Challenge assigned to it.
Location of particular squads will be indicated by placing the following tokens (designating, and unique to the respective squad) on the given zone: [image: ][image: ][image: ][image: ]



[image: ]
Also not every part of the Complex is accessible through intended routes drawn on the pre-fall schematics. Squads will have to find access points to successive zones. Those access points will be indicated by a following Transit token : 


[image: ]
Some areas will provide access to higher and/or lower floors of the building either through the stairwell, elevator, or simply a hole in the ceiling. Those access points will be indicated by a following Transit token : 


If the squad/squads are able to overcome the Challenge assigned to a particular zone, they receive information about the Occurrence within it. Once the Challenge has been overcome by participants the zone is considered as Explored. This is indicated by a following token : [image: ]


Occurrences are storyline decisions that the squad will make within the zones, usually by choosing one of the three options of behaviour. 
If more than one squad is alleged to participate in an Occurrence of a given zone the MUST both agree on the same Occurrence. If the agreement can not be made, the decision goes to the squad that took a correct Action regarding Challenge in that zone. If more than one squad took the correct Action, GM decides who gets the privilege. 
[bookmark: _tm94oxkxmq4n]Resources
There are 5 resources in the game: OXYGEN, AMMUNITION, HEALTH, SANITY, ENERGY.
Each squad has a starting amount of every resource, which will be revealed at the start of the game. It should remain a secret unless a squad chooses to inform others about their resources.
It is possible to regain resources during the game through special abilities of the squads or by resolving tasks within the zones.
[bookmark: _ome34p1bbul6]Challenges
Each zone presents one of the 5 challenges, listed below:
1. THE WAY IS SHUT - Either because of sealed doors, pile of rubble or cybernetic influence, entrance to this zone requires extra cost in ENERGY and OXYGEN
2. HOSTILE CONTACT - The Facility is not as dead and empty as it may have seemed at the first glance. Fighting enemies requires extra expenditure of AMMUNITION and HEALTH.
3. TESTIMONIES OF HORROR - There is something eerie about this Facility. Something terrible happened here and the feeling of doom is overwhelming. Traversing this zone takes both SANITY and OXYGEN.
4. ACTIVE AUTOMATED DEFENCES - This was certainly a fortress. It is still guarded by turrets, drones and viruses attacking explorers and their equipment. Expenditure of AMMUNITION and ENERGY is unavoidable.
5. DEEP STORAGE - Giant server racks full of data, laboratories, workshops or garbage disposals puts your cybernetically augmented senses under enormous strain. The increased computational power of your implants consumes SANITY and HEALTH.

[bookmark: _axxk4qq62jtz]Death
Squads may suffer casualties. In case of a squad member elimination, squad members decide among themselves whose character dies. Only one character at a time can die.
Casualties are suffered if:
1. Squad is required to use resources that it does not currently have in its inventory.
2. It is stated as the effect of squads decision in an Occurrence
A player whose character was eliminated may still participate in squad discussions as his character's “spirit” lives on in their memory.
[bookmark: _mqjfhfo15nq0]Gameplay
Game is divided into 10 rounds and each round is composed of 4 phases:
1. [bookmark: _oguqmbf2f0jv]Planning phase
During this phase squads have up to 5 minutes to discuss and agree on their next action. It is advisable to prepare a plan B, so that a leader won’t have to decide on his own in case of emergency. Squads choose their actions based on the information about the zone given by the game master.
Squads choose one of the 6 following actions:
1. NEUTRALISE the chosen zone adjacent to the zone the squad is in. This action is especially effective against HOSTILE CONTACT
2. INFILTRATE the chosen zone adjacent to the zone the squad is in. This action is especially effective against ACTIVE AUTOMATED DEFENCES
3. EXPLORE the chosen zone adjacent to the zone the squad is in. This action is especially effective against TESTIMONIES OF HORROR
4. RANSACK the chosen zone adjacent to the zone the squad is in. This action is especially effective against PILES OF MATERIEL
5. EXCAVATE the chosen zone adjacent to the zone the squad is in. This action is especially effective against THE WAY IS SHUT
6. RELOCATE to any zone that was already visited by any squad.
Action appropriately chosen for the upcoming Challenge will consume only 1 point of each of the resources stated in the challenge description. Inappropriate Action will consume 1 point of every resource.
2. [bookmark: _v5rf4kb7s4tu]Discussion  phase
Afterwards squad leaders have no more than 5 minutes to discuss general strategy, and inform each other on the action they are about to take. Discussion ends with squads declarations. Declarations are made by placing appropriate tokens on a tactical map in the corresponding zone. Declarations are given starting with the squad possessing the least resources to the one with the most. Game master informs squads of the order of actions.
3. [bookmark: _6bblc91gg5dm]Decision phase
Squad leaders make their final call on their decisions changing a token or relocating it if they deem it necessary.
4. [bookmark: _lwz22phu9urv]Resolution phase
Actions of the squads are resolved in the opposite order than in the discussion phase: beginning from the squad that currently has the most resources.
When the action of a squad is resolved the amount of their resources changes according to the outcome. If any resource is depleted, the squad will lose a member when entering a zone that requires that resource.
Then the squad receives a storyline decision and/or unlock a videolog dedicated to this zone. In case a squad leader has to make a decision, he may discuss it with other leaders and his squad mates. They have no more than 2 minutes for this. Squad leaders may change the declared action in the moment of resolving it.
EXAMPLE: The challenge is THE WAY IS SHUT but the squad decided (not knowing what the challenge will be, as they may only make educated guesses) to take NEUTRALISE action. They go in guns blazing, jumping at every shadow, just to be greeted with piles of rubble and a series of closed doors. Making their way through takes time and effort and consumes a point from every resource instead of anticipated AMMUNITION and HEALTH.

[bookmark: _r2ch6kupxx05]Your Squad 
[bookmark: _poqg70v4zzyn]GAMMA
[image: ][image: ][image: ]
Designation: hunting, killing, area control
Motto: “IN AND OUT!”
Description: 
A team that honors the human spirit above fragile body or mechanical augmentations. Technology exists to serve the man and only in this regard it should be considered tolerable. They are stormtroopers who will never accept artificial intelligence, defeat nor half measures.
Resources(on top of base amount):
+1 OXYGEN, +3 AMMUNITION, +2 HEALTH, +1 SANITY
Traits and equipment:
· While hot headed, the Gamma squad uses their weapons and ammo efficiently. If they correctly apply action of NEUTRALISE to a HOSTILE CONTACT challenge, or INFILTRATE to an ACTIVE AUTOMATED DEFENCES challenge, they do not expend ANY resources.
	ADVANCED RULE
· Every aspect of their equipment is devoted to maximising their progression. Gamma soldiers have an unprecedented reach and speed whan combat is considered. The squad can move through 2 zones instead of one when using a NEUTRALISE action. They have to expend an appropriate amount of resources for both zones. The storyline and/or unlocked content in the first zone is destroyed, unless another squad has entered with them.



Attitude:
· Gamma thrives while being on the edge, they take joy in battle. They are known to go in head first even when odds are not favorable.
· They disregard losses in resources, lives or frankly anything else, as long as they have their job done. Firmly believing that an area cleared of threats can be studied later. Well at least what's left of it.
Action tokens:
[bookmark: _lkim4id7ncjt]
[bookmark: _6pzpe5cpbeb9]Your Squad Objectives
GROUND SECURED - 
Reports from previous teams doomed in the facility show that there is an operational workshop of abominable artificial life inside. It must be destroyed. Neutralize the GRAY zone (level -2).

ADHERENCE TO THE CREED - 
Do not distract yourselves with treasures of the past. They can be collected when there are no threats. Do not use RANSACK action before the 6th round.

NECESSARY STRATAGEM - 
They can do their exploring all they want, but there is a war to be won. Persuade every other squad at least once to go into the same zone as you at the same moment, and declare the same action. It does not count if they have chosen that action and zone previous to your persuasion.
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