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[bookmark: _jk39buy5zs85]Retired Ambitions - GM Reference Book
[bookmark: _1u81c9wpt6eq]Overview
Retired Ambitions is a heartfelt game for 5-12 players about revisiting your past and making different decisions now than you did then. It runs in a two-hour time slot, with one hour allocated for pre-game prep and post-game wrapup, and the second hour allocated for play. (Alternatively, it runs in a three-hour time slot with two hours for play.) 

The game pitch, as presented to players, is:

Life rarely offers second chances. The oldest among us know this best. Yet when a group of retirees becomes stranded in the woods during what should have been an uneventful outing, they find themselves crossing paths with strange fae who can take on the faces of their pasts and offer them a chance to relive moments of their histories – and, perhaps, to make different choices this time. Retired Ambitions is a heartfelt LARP for 5 to 12 participants. Most players will portray retirees lost in a literal and metaphorical forest. The remainder will portray fae who use “horde LARP” mechanics to change constantly between characters from the retirees’ pasts. 

Running this game requires at least one GM, though it can be run by as many GMs or GM assistants as desired. GM responsibilities include:
· Learning the game materials.
· Guiding players through character selection.
· Explaining the game mechanics to players and answering player questions.
· Tracking the game schedule and calling “time” at the end of the game.
· (Depending on player count) Stepping in as a member of the “horde” to ensure a balanced player experience.
[bookmark: _q6as9i8snv21]How To Use This Document
This document walks through the major parts of Retired Ambitions. Occasionally, you will see the following:

STOP: Go read [document title] for more information.

In that case, pause reading through this GM Reference Book to read through the named document in its entirety. Then return to where you were and continue. 

During prep and during the game, this document can be used as a quick reference for plots, characters, and setting. It also contains a brief glossary of game-specific terms at the end.
[bookmark: _qo9b6ev56fsh]Game Setting
[bookmark: _qflyx7lb7vm1]Tone and Genre
Retired Ambitions is a fantasy LARP about an intersection of our world and a world of magic. The overall player experience is: earnest, heartfelt, and as funny as it is sad. The overall player experience is not: tragic, competitive, or frantic.
[bookmark: _uqkpuwbjpn5j]In-World Setting
Retired Ambitions takes place in the current day, in the forests of the Appalachian mountains in Pennsylvania. These are the same as the woods in the real world – except that they are also home to fae and other magic creatures. For the most part, the fae hide from humans and do not make their presence known. However, in certain cases, the two worlds intersect, creating a liminal stretch of forest where many things are possible – even changing history itself.

The game is set next to a campfire in this forest after a hiking trip organized by the Adventure Club of the Winona Valley Senior Living Community has gone wrong.

STOP: Go read the document titled Retired Ambitions - Game Pitch to see how the game blurb will be presented to players.
[bookmark: _vsgwluu6npgc]

[bookmark: _6yc0km45z6yn]Materials and Game Space
[bookmark: _5bek9ovd99vg]Materials
[bookmark: _cfdgnuctrcqx]Required
· Printed game materials.
· A large stretch of chiffon fabric.
· One table, large enough for eight stacks of papers to be laid out on it.
[bookmark: _qtnl52pggg42]Optional
· Forest-themed decorations, a campfire prop, lanterns, or additional set dressing to convey the forest setting.
· A speaker and MP3 player for forest sound effects.
· Chairs and tables for sitting.
· Tape, rope, ribbon, or other ways to visibly divide a space.
[bookmark: _2vkw9pecd4g8]Play Space
The physical play space for Retired Ambitions must have room for all players and the GM(s) to move freely. It needs one area large enough for all players to sit in, one area large enough for a table and for 1-4 players to gather around it, and one area for 2-8 players to have separate 1-on-1 conversations in.


STOP: Go read the section titled “Setup and Logistics” in the document titled Retired Ambitions - GM Runtime Instructions for specific space layout and material instructions.

[bookmark: _826qmhls61z6]Game Characters
[bookmark: _543u6m1oh1vx]Retirees
[bookmark: _qhh877dt9mzs]Overview
Between 4 and 8 players will take on the roles of Retirees, depending on the total number of players in the LARP. Retirees have traditional character sheets outlining their past, their relationships, and who they are in general.

STOP: Go read the document titled Retired Ambitions - Retiree Who’s Who to get a first glance at the Retiree characters in the game.
[bookmark: _vp97tzh44cvm]Plot
The Retirees are lost in the woods as well as in their lives. They must find their way out by revisiting connections from their past that will give them the metaphorical confidence to embrace their future once more – and the literal components needed to escape the forest.

Each Retiree has relationships to other Retirees in addition to the connections from their past. These relationships may imply tensions or dramatic events between the characters but do not represent concrete “plots” that must be followed through during the game. Instead, they serve as prompts for interactions and reflections during play as Retirees talk to one another.
[bookmark: _15hfwmhxipmb]Notes
Not all Retirees may be present in the game depending on the number of players overall. How to calibrate the number of Retirees for the game’s player count is outlined later, in the GM Game Mechanics document.

STOP: Go read the document titled Retired Ambitions - Retiree Character Sheets to finish familiarizing yourself with the Retiree characters in the game.
[bookmark: _ekfb16rsf4ij]Fae
[bookmark: _mw6m9edrblz6]Overview
Any players not portraying a Retiree will portray a Fae. The Fae do not have characters of their own; instead, they take on the form of past relationships from each Retiree’s life. Each Fae “Scene Card” contains a summary of this relationship so the Fae player can bring it to life.
[bookmark: _pl6f491rcap5]Plots
The Fae have no plots of their own, but facilitate and witness the Retirees’ character growth.
[bookmark: _qea3q4k59byv]Notes
Briefly during the game, the GM will also step in as the Fae Monarch to deliver announcements about game timing and structure. Depending on the number of players, the GM may also need to conduct a number of Fae Scenes. This is outlined later, in the GM Game Mechanics document.

STOP: Go read the document titled Retired Ambitions - Fae Scene Cards to familiarize yourself with the different roles Fae will take on in the game.
[bookmark: _w7i31iem7091]Casting

STOP: Go read the section titled “Player Setup” in the document titled Retired Ambitions - GM Runtime Instructions for instructions on how to distribute and balance characters.


[bookmark: _3tu3ex7xbz4w]

[bookmark: _2smc6d2xw814]Mechanics
The primary mechanic in this game is a “horde LARP” mechanic, meaning that some of the players (the Fae) will change between many characters while other players (the Retirees) will interact with this changing cast over the course of the LARP. In place of standard character sheets, Fae will choose from a set of “Scene Cards” that briefly outline the role they’re taking on. Then they will assume that role, LARP as that character for a time, and eventually return to the “Scene Card Table” to choose another role.

“Fae Scenes” are the secondary mechanic in this game. Once a Fae assumes a role, they will pull a Retiree aside for a brief one-on-one scene. Most of these scenes will simply be revisiting moments from the Retiree’s pasts, prompting reflection and personal change. However, some scenes will offer “a chance to change direction”. In this case, the Retiree may make different decisions than they did in their past. When they exit the forest (off-screen, after the LARP is finished), their life histories will change as though they had always made that different choice.

The final mechanic relates to the Retirees’ escape from the woods. At the end of each Fae Scene, the Fae will give the Retiree a piece of fabric which can be assembled alongside other pieces to represent the Retirees finding the path out of the woods and back to their lives.

STOP: Go read the document titled Retired Ambitions - GM Game Mechanics for the full explanation of game mechanics.
[bookmark: _42osdjcm0iby]Running the Game
Overall, the GM(s) responsibilities during the game boil down to ensuring things move smoothly for all players. The GM(s) will also have start-of-game and end-of-game responsibilities as the Fae Monarch, and may need to step in to run Fae Scenes as the Monarch as well.

STOP: Go read the section titled “Running the Game” in the document titled Retired Ambitions - GM Runtime Instructions for instructions on how to run the game live.

[bookmark: _5tjhaf1917az]Final Notes
By now, you should have read all the relevant documents for Retired Ambitions. Congratulations! Nothing remains other than to prepare for game day and run the LARP. If there are questions, uncertainties, or things that go wrong in ways not accounted for in these GM documents, trust your instinct as game runner(s). Aim to make decisions that will deliver the best player experience possible and that will capture the overall heartfelt tone of the experience.

[bookmark: _wizst9raa6mm]Glossary
Campfire - An in-character area of game space where the Retirees gather when they are not in a Fae Scene.

Fae - A type of player character. These shapeshifting fae can take on roles from humans’ pasts and offer them chances to change their life direction through revisiting moments from their histories. Mechanically, the Fae are “horde” characters, meaning they change between roles throughout the game by picking up different scene cards.

Fae Character - A back-up role for the Fae players to take on, in case a Fae Scene cannot happen currently due to too few available Retirees or in case all Scene Cards have been completed before the end of the game.

Fae Monarch - An NPC role, played by the GM or a GM assistant. The Fae Monarch is the one instigating the plot. Depending on the number of players, they may also need to step in to conduct Fae Scenes as outlined in the document titled GM Game Mechanics.

Fae Scene - A one-on-one scene between a Fae and a Retiree. The Fae will ritually begin the interaction, then play out a 5-10 minute scene with the Retiree. At the end, the Retiree will return to the Campfire and the Fae will return to the Scene Card Table to select a new role.

Retiree - A type of player character. These Retirees have become lost in the woods during a weekend excursion as part of their retirement home’s Adventure Club. Each has many past connections and regrets that they wish they could revisit.

Scene Cards - Miniature character sheets which outline the different roles the Fae players may take on, as well as any necessary details about the Fae Scene they will play out with a Retiree.

Scene Card Table - An out-of-character area of the game space containing a table where the Scene Cards are laid out for the Fae players to read and choose from. 

Scene Space - An in-character area of the game space designated for Fae Scenes.











