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[bookmark: _m1m40wsrrywz]Retired Ambitions: GM Runtime Instructions
[bookmark: _q6as9i8snv21]How To Use This Document
This document provides a detailed step-by-step set of instructions for preparing for and running Retired Ambitions. It assumes a baseline level of familiarity with the game, its premise, and the overall player experience the game seeks to create.

This document may be read in sections while reading through other preparatory documents, such as the document titled Retired Ambitions - GM Reference Book. However, it also can be used independently as a detailed checklist and set of instructions for game-day preparations and during-game reference.

You may also see the following:

GM TIP: [Suggestion here].

These are ideas or callouts that may make GMing this game easier.

STOP: If you have not yet read the document titled Retired Ambitions - GM Reference Book, start there instead to familiarize yourself with the game, its tone, and its structure. The Reference Book will direct you to return to the Runtime Instructions at certain points.
[bookmark: _xc18dsqbbx2z]

[bookmark: _w6n7kz71nnzi]Setup and Logistics
[bookmark: _qfiafjpu3imz]Supplies
[bookmark: _axv11q7mz1h2]Required Supplies
The required supplies for the LARP are as follows:
· Printed game materials.
· A large stretch of chiffon fabric.
· One table, large enough for eight stacks of papers to be laid out on it.
· 8 name tags with Retiree character names written and space to display character pronouns
· 4 name tags (with no character name) that the Fae will use to display character pronouns

To prepare the printed game materials, read the “Printing and Distribution” section of this document for instructions.

To prepare the chiffon fabric, cut or tear it into 32 roughly equivalent pieces. These may be strips, squares, or other shapes, but none should be significantly larger or smaller than the rest.

To prepare the table, clear as much space on it as possible for papers to be laid out on it.
[bookmark: _qywzdlydy1an]Optional Supplies
The optional supplies for the LARP can include anything that would improve the player experience, such as: 
· 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.

These (or any other optional supplies) may be prepared however the GMs wish for the run.
[bookmark: _wvwvj8ewu1ea]Printing and Distribution
Print one double-sided copy of each of the following:
· Retired Ambitions - GM Reference Book
· Retired Ambitions - GM Runtime Instructions
· You may also print more if needed for multiple GMs.
· Retired Ambitions - GM Game Mechanics
· Retired Ambitions - Retiree Character Sheets
· Retired Ambitions - Fae Scene Cards
· Retired Ambitions - Game Pitch

Print four double-sided copies of the Fae part of this document plus eight copies of the Retiree portion of this document:
· Retired Ambitions - Player Mechanics and Information 

Print three single-sided copies of each of the following:
· Retired Ambitions - Retiree Who’s Who
[bookmark: _qw2cif359gy2]Game Space Setup
[bookmark: _v2bnxjy5g1sp]Arranging the Space
To prepare the overall play space, move any furniture or other obstacles that might make it difficult for players to navigate the area. Then divide the room into three sections:
· The Campfire
· The Scene Card Table
· The Scene Space

GM TIP: If you have access to tape, rope, ribbon, or other ways to divide the space, consider using them to visually and physically separate the three areas. However, if you do not, consider using what you do have (chairs, etc.) to create “landmarks” for players to reference. These spaces are not strict – it’s alright if a Retiree character steps into the Scene Card Table space accidentally while pacing, for example – but should be clear to your players to keep the three elements of play separate during the LARP.

GM TIP: It’s recommended that the Scene Card Table area is very small: only as large as needed for ~4 Fae players to stand around the table at once. Of the remaining area, ~60% should be allocated to the Scene Space (to allow some privacy if there are multiple one-on-one conversations happening there at once) and 40% to the Campfire.

To prepare the Campfire, designate a comfortable area for the Retiree players to spend the game. Ideally, this takes the form of a circle of chairs with two gaps so players may easily leave the circle for Fae Scenes, but the exact shape should be adapted for the play space.

To prepare the Scene Card Table, move a table into an out-of-the-way location, such as a corner by the door. The table should have enough room for 4 players to stand around it at once.

To prepare the Scene Space, designate a relatively open area for the Fae and Retiree characters to have separate one-on-one Fae Scenes.

GM TIP: When choosing where to place the three areas, remember that the Fae must be able to easily access both the Scene Card Table and the Scene Space, while the Retiree characters must be able to easily access both the Scene Space and the Campfire.
[bookmark: _8veggjhsi373]Supplies Distribution
To prepare the Game Pitch, use a non-destructive adhesive to post a printed copy of the document on a door or wall for players to review before committing to the game.

To prepare the Fae Scene Cards, gather the stacks of Scene Cards from the Retiree players (yielding 8 stacks of 4 Scene Cards) and put them on the table. Place the five Fae Character cards to the side, clearly separate from the Fae Scene cards but in a location the Fae players can easily see and access.

Before the game begins, each Retiree player should read their character sheet and order their Fae Scene cards, making a stack with the top card being the first scene they will experience in the game and the bottom card being the last scene they will experience in the game.

GM TIP: Remember that if there are any late arrivals to the LARP who are playing a Retiree character, their Scene Card stack must also be added to the table.

To prepare the Retiree Character Folders, put each Retiree character sheet in a folder with a copy of the Retiree portion of the Player Mechanics and Information document and the Fae Scene cards for that character. Distribute these folders to players as players select their characters.

To prepare the Retiree Who’s Who, place one printed copy on the Scene Card Table so that the Fae player can easily reference the Retirees. Place the remaining copies somewhere where players joining the game can easily reference; these may be left out or collected later by the GM once play has begun and all characters are selected.

To prepare the Fae Player Mechanics and Information, place the four copies of the Fae portion of the Player Mechanics and Information document where arriving players can easily pick one up once they have chosen to play a Fae.

To prepare the GM documents, stack the printed copies of the GM Reference Book, the GM Runtime Instructions, and the GM Game Mechanics for easy access, or otherwise distribute between the GM(s) as needed.

To prepare optional supplies, such as set decorations or background music, set up as desired for this run of the game.
[bookmark: _uejn8jb3flco]Player Setup
[bookmark: _9xpq5r2l98vz]Casting
[bookmark: _28gl16rp5hsm]Choosing Fae or Retiree Roles
As players join the LARP, they must choose between a Fae or a Retiree role. As part of greeting new arrivals, GMs should present both roles to the players and explain their core concepts.

GM TIP: It can be helpful to have a mini script that you repeat so each player gets the same information. You may write your own, or use the following: 

“Characters in the game are either Fae or Retirees. Retirees are older humans who will be revisiting moments from their past; they have traditional character sheets and a more traditional play experience. Fae are part of a “horde”: they have no base character, and instead will change between many roles as they shapeshift to portray different people from the Retirees’ pasts.”

After explaining the role types, the GM(s) should specify which roles currently need to be filled. (The section titled “Accommodating a Variable Number of Players” will cover this in more detail.) The player should confirm their interest in one or both of the roles.

GM TIP: If a player is equally interested in either role, consider having them hold off on choosing their role for the moment while others decide. Then, have the ambivalent player select their role based on whether the game needs more Retirees or Fae.

If players select a Retiree role, the GM(s) should direct them to choose which Retiree to play. To do this, the player must read the Retiree Who’s Who, two copies of which should have been placed in a location easily accessible to players as part of the Supplies Distribution step. The player should then inform the GM which Retiree(s) they want to play, and the GM should hand them the corresponding Retiree character sheet. 

After receiving their character folder, players should move directly to read the Retiree Player Mechanics and Information document, as well as their character sheet.

GM TIP: If a player reads their full sheet and wants to change who they play, direct them to re-read the Retiree Who’s Who and select a new available character. 

GM TIP: As Retirees are selected, consider making a check or X next to their name on the Retiree Who’s Who documents to inform future players that this character has already been selected.

GM TIP: If no Retiree character suits the player, confirm whether they would prefer to change to a Fae role. If they would not, confirm with the player whether this is a game they are interested in playing. You may need to improvise, whether by asking a different player to swap or modifying small aspects of a character sheet on the fly – but remember to prioritize giving a good experience to as many players as possible.

If players select a Fae role, they may move directly to the Scene Card Table and begin to read the Fae Player Mechanics and Information documents.

GM TIP: If a player reads the information for the Fae and wants to change to a Retiree role, direct them to read the Retiree Who’s Who and select a new available character. Remember to find a new Fae player to replace them to keep the balance even.
[bookmark: _h3ug4v4y7q2n]Accommodating a Variable Number of Players
Casting Retired Ambitions is perhaps the trickiest part of setup. This is because there’s a delicate balance to strike between having enough Fae for each Retiree to have a meaningful number of Fae Scenes – and enough Retirees for those not actively in a Fae Scene to still be able to spend time at the Campfire talking to other available Retirees, ensuring that the energy of the LARP never falls too low.

The GM Game Mechanics document contains a table that outlines how many Fae and Retirees should be cast depending on the total player count. For convenience, that table is copied below:

	Player Count
	Retirees
	Fae
	Fae Monarch Scenes (1 hr play)
	Fae Monarch Scenes (2 hr play)

	5
	4
	1
	4
	8

	6
	4
	2
	0
	0

	7
	5
	2
	2
	4

	8
	6
	2
	4
	8

	9
	6
	3
	0
	0

	10
	7
	3
	2
	4

	11
	8
	3
	4
	8

	12
	8
	4
	0
	0



The above numbers assumes that each Retiree will get 4 10-minute Fae Scenes over the course of two hours of gameplay (or 2-3 10-minute Fae Scenes over one hour of gameplay), and that there will always be at least two Retirees to sit and talk around the Campfire at a time. However, these numbers do raise the question of how to allow players to choose the roles that interest them without forcing them to play either Retirees or Fae – and how to handle the different problems and requests that might come up during the casting process. Any given run may have to adapt and adjust the casting process to fit its unique circumstances. To make this as easy as possible, keep the following scenarios and their possible solutions in mind when running Retired Ambitions.

If the players arrive all at once, and no further players are going to join the game, the casting is straightforward: as soon as all players are assembled, the GM(s) should present the two roles, making it clear how many Fae and how many Retirees are needed. The GM(s) can request that the players with no opinion choose last so they can slot into available roles.

If the players arrive staggered, but you know the final number of players who will join the game, cast as above.

If the players arrive staggered, and there is no way to know exactly how many will participate, hold off on casting for ~5-7 minutes after the start of the game slot to allow as many people as possible to arrive. Then begin casting as though the current number of players was the final number: for example, if 10 players are already assembled, cast as though the final player count were 10, with 7 Retirees and 3 Fae. Then, if additional players arrive, GM(s) should explain what role needs to be filled next to keep the numbers balanced according to the chart. The GM(s) should confirm whether the new player is comfortable taking on that available role. If so, cast them as normal and repeat for the next arrival.

If a certain role must be filled to keep the roles balanced, but no uncast player(s) are willing to play that role, there are two options. As one option, GM(s) may ask cast players if any are willing to switch. Alternatively, GM(s) may ask the uncast player to hold off to see if any additional players will arrive who can balance the casting.

If, for any reason, there is no way to keep the roles balanced according to the table, the game can still be run. However, GM(s) will want to keep the following in mind:

· If there are fewer Fae than there should be for the total number of players, the game will have a higher emphasis on Retirees talking around the Campfire. GM(s) should check in with Fae players to let them know that their Fae Scenes may need to be kept on the shorter side so that all Retirees still have a chance to see at least two. GM(s) may also need to be responsible for doing more Fae Scenes themselves, either in their role as the Fae Monarch or (if there are more than one GM) as a Fae role themselves.
· If there are more Fae than there should be for the total number of players, the game will have a higher emphasis on Fae Scenes. Retirees may see three or four of their corresponding Fae Scenes (instead of the estimated two). GM(s) should remind Fae players that a Retiree should never sit alone at the Campfire. Fae Characters will also be a helpful way to balance the game out, and Fae may choose to play Fae Characters in between Fae Scenes so that they always have something to do.
[bookmark: _t6tnjghzmjll]Running the Game
[bookmark: _q9xomwh8mbm9]GM Responsibilities and the Fae Monarch
The primary responsibilities of the GM(s) is to explain the larp to the players as they arrive, answer questions as they arise during the game, and generally ensure players are having a good time. In addition to this, however, at least one GM must play the role of the Fae Monarch. 

Overall, the Fae Monarch is responsible for the following things:
· Introducing the Game: Reference the section titled “Game Schedule” below.
· Tracking Time: The Fae Monarch is responsible for signaling to the other Fae that they need to wrap up their scenes, if any Fae scenes last 15 minutes or longer, in order to ensure that every Retiree is provided with at least two Fae Scenes,
· Additional Fae Scenes: The Fae Monarch may need to step in to provide a number of additional Fae Scenes, depending on the number of players. Refer to the table in the section titled “Overview” in the document titled GM Mechanics Document for additional information.
· Closing the Game: At the end of the larp, the Fae Monarch is responsible for signaling to the Fae that they need to wrap up their last scenes, and letting them know not to start additional scenes. After that, the Fae Monarch explains to the Retirees how to exit the Fae Woods, and then ends the game. Refer to the document titled GM Mechanics Document or the section of this document titled “Game Schedule” below for additional information.
[bookmark: _7lbe47thdgz3]Game Schedule
60 minutes before the LARP starts, players begin to arrive. GM(s) should welcome the players and ensure they have read the posted Game Pitch. Then, GM(s) should ask players whether they want to portray a Retiree or a Fae and distribute documents accordingly, as outlined in the “Player Setup” section of this document.

40 minutes before the LARP starts, all players should have chosen a role: Fae or Retiree. All Retiree players should have received their corresponding character sheet, ordered their Fae Scene cards, and all players in both roles should have read their role’s Player Worldbook and Information document. 

The GM(s) gather all players to review the mechanics, presenting an overview of the information for both the Fae and the Retirees. The GM(s) must then review safety information: 
· Retired Ambitions has an open-door policy; you may step out if you need to. If you do not intend to return, please inform the GM(s) if you are able.
· Players must be presented with a system of calibrating with others. The recommendation is that players are provided with a combination of verbal check ins and physical gestures. The exact system and signs may vary based on the LARPers’ community and traditions, provided it’s clear how to indicate that a player wants to check in, de-escalate, or entirely stop a scene.

After reading their character sheets, the Retiree players should each form two close connections with other Retiree characters. They may expand on the connection with these characters already listed in their character sheet, or create a new reason for the close connection. This is to facilitate play around the campfire.
· To form these connections, the players should agree on the nature of the relationship (e.g., platonic friendship, former romantic relationship) and briefly tell each other about a lingering question or regret their character has about their past.

10 minutes before the LARP starts (or earlier if possible), GM(s) should open the floor to questions from players about the game, world, and mechanics. If there are no questions, or questions are resolved early, play may begin early.

At LARP start, Fae players should go to the Scene Card Table and pick their first stack. Meanwhile, Retiree players should go to the Campfire. A GM, in the role of the Fae Monarch, should step forward before the Retiree characters and give an in-character explanation of the situation and what the Retirees should expect from this evening in the forest.

GM TIP: You may write your own script for the Fae Monarch’s introduction, or use the following example. It is recommended that the Fae Monarch not take many questions; all players should already be clear on the premise of the game and its mechanics.

“Welcome, humans, to my realm – my monarchy of the Fae. You are lost in the woods, yes, but so too are you lost in your lives. You believe the past is behind you, and what’s done is done, and nothing bright yet remains in your future… but this is not so. Old as you are, there is precious life in you still and many days ahead. Tonight, my Fae will bring to life moments from your histories – moments you thought were dead and gone – and choices you made to suit your ambitions that you may have since come to regret. Go with them when they call. Return to these moments with all the wisdom of your years and, if you wish, make different choices now than you did then. Doing so may give you a new perspective on your life and on your future, so that when you step out from within this forest, you step out a new person, unburdened by the past and ready to face the new day before you.

“In return, if you indulge myself and my Fae, we will offer you pieces of fairy-spun chiffon as tokens of our favor. This fragile fabric will not help you as it is – but once we are satisfied, we will use our magic to transform the gossamer into stepping-stones that will lead you back to your world, and then back home.”

5 minutes after LARP start, Fae players may begin their first Fae Scene.

10 minutes before LARP end, the GM(s) should begin to bring the game to its conclusion as outlined in the section titled “End of the Game” in the document titled GM Game Mechanics. 

GM TIP: As before, you may write your own script for the Fae Monarch’s final announcements or use the one provided below:

“Humans, you have pleased us. The tokens of favor you have collected from us are now numerous enough to lead you home. Place them down now, forming a path from your campsite towards the forest’s edge.

“With my power, I declare that these are no longer strips of fragile fabric but sturdy stones, upon which you may walk freely from this forest. As you go, carry with you what you have learned tonight – and know that when you step out from beneath the trees at last, your life may not be what it was when you first entered. Embrace this return from the world of the living dead. Let your new ambition be to live fully, and to not discount your remaining days as “too short” to be of any importance.

“Live well, all of you. Now: be gone from my woods!”

At LARP end, GM(s) should ensure all Retirees have stepped over the path and “exited” the forest, and all Fae have returned to the Scene Card Table. They should then call “Game!”, thank players for participating, and remind them about feedback forms.
