Retired Ambitions: Fae Mechanics and Information - 
[bookmark: _an78epei5bks]Retired Ambitions - Retiree World Reference 
It’s getting dark quickly. Your hiking books squelch in the cold, slick mud, and what seemed like a reliable trail half an hour ago is now anything but. It’s the present day, and the backwoods of Pennsylvania are chilly this time of year. Hopefully you’ll find your way home soon.

Just a day ago, you were back home at the Winona Valley Senior Living Community, 30 minutes north of Pittsburgh, lounging on an old couch in the pool hall with the late afternoon sunlight pouring into the stuffy room and looking forward to this weekend’s adventure. You even had a hand in planning the trip as a member of the Community’s Adventure Club. 

It wasn’t supposed to be anything strenuous: after a few hours’ bus ride to the East, you’d stay at an adorable local inn and restaurant that would be your home base for a series of out-and-back hikes through the beautiful Appalachian countryside. The trails would be level and well-marked, and you would be back to the tavern each night in time for dinner.

Things started to go wrong almost as soon as you arrived. Important personal items were missing from your luggage, or were found, incomprehensibly, in someone else’s bag. The front desk had lost your reservation and made every member of the Club sign their full names in the guestbook before they would give you your room keys. By the time you actually got out into the woods, you were already two hours behind schedule.

Worse, the recent rains had turned your trail into mucky slop, barely distinguishable from the woods to either side. From overconfidence or from irritation, you pressed on. But by this time, it’s become clear that you are well and truly lost, and cell service is a distant memory.

Fortunately, a few of the retirees in your group have basic wilderness survival skills. They’ve managed to forage enough mostly-dry wood to start a fire. You all huddle close around it: it’s the only thing keeping you warm, and you have the feeling that you are very far from help.



[bookmark: _v6gaf9noo7c3]Retired Ambitions - Retiree Mechanics Reference
[bookmark: _36exi5ry94cs]Overview
Retired Ambitions  is a horde-style larp for between 5 and 12 players, plus one game-runner. The players are divided into two roles: Retiree and Fae. The game-runner plays the Fae Monarch.

The Retirees are elderly visitors to the Fae Woods who have gotten lost and are awaiting rescue. The Fae are shapeshifting members of the Fae Monarch’s court, who have been given permission to play with the Retirees until the Fae Monarch decides that the Retirees have learned a lesson from the experience.

For the Retirees, the larp takes the form of one continuous scene, set around a campfire deep in the Fae Woods. Retirees are periodically pulled away from the campfire by the Fae for one-on-one Fae Scenes. Each Fae Scene is a chance for a retiree to revisit a critical decision in their past, choosing to change or re-affirm the choice they made at the time. When a Fae Scene is done, the Retiree returns to the campfire.
[bookmark: _eqfn8cpck4du]Before the Game
Each Retiree will be provided with a character sheet with the following components:
· Character Name: All names in this game are meant to be non-gendered. Players will specify their character pronouns on a visible nametag before the game begins.
· Quick Summary: A few words summarizing the absolute core of the character.
· Character Background: A few paragraphs detailing the character’s personality and background. This is the basis for representing the character during the game.
· Past Relationships:A set of four relationships to people the Retiree has lost. These names are meant to be gender-neutral. At some point in their life, each Retiree chose their own ambitions over these relationships, leading to missed connections or moments the Retirees regret. The Fae will shapeshift into these characters and play out these relationships during Fae Scenes. The Fae player will choose the character’s pronouns, and the Retiree will have always known that person with those pronouns.
· Retiree Relationships: Brief relationships to other Retirees. These are prompts for role-play around the campfire.

As they arrive for the game, Retirees can look at the Retiree Who’s Who document and select the Retiree they wish to play.

Before the game begins, all Retirees should read their character sheets, as well as the Retiree World Reference and Retiree Mechanics Reference, in full and familiarize themselves with them. Retirees may reference their character sheets during the larp, but the less this is necessary, the more immersive the play experience will be.

Before the game, the Retiree player should place their Fae Scene cards in the order they wish to experience them in game, and write the desired order number (1, 2, 3, 4) on each card. Put the first scene to be experienced on top of the stack with the number 1, and the last scene on the bottom with the number 4. This order does NOT need to match the chronological order of when these scenes occurred nor the order they are documented in the sheet. After arranging the order, the player should give the ordered scene cards to the GM. Note that in 1 hour of gameplay, the Retiree will experience 2-3 scenes (only guaranteed the first 2 scenes), but in 2 hours of gameplay, the Retiree will experience all 4 scenes.
[bookmark: _m2hnfdptxxu4]Game Flow
When the game begins, all Retirees are gathered around the campfire. Retirees should remain near the campfire whenever they are not participating in a Fae Scene. While at the campfire, Retirees may speak with other Retirees about their relationships or personal experiences, or about their interactions with the Fae. Conversations around the campfire are an opportunity for interpersonal drama, introspection, or simple conversation.

When one of the Fae approaches the campfire, they will say, “I am here for [Retiree Name]. I am [Relationship Name], [Relationship Quick Summary],” such that all Retirees can hear. This summoning occurs in game, and the other Retirees at the campfire witness it. The Retiree who is called should stand and step into the Fae Scene area with the Fae to begin a Fae Scene

The Fae takes on the appearance and mannerisms of the indicated Past Relationship, and the Retiree and the Fae play out a conversation between the Retiree and the Past Relationship. During the conversation, the Retiree will have the opportunity to reaffirm the choices they made in the past, or to play out making a different choice. The Fae will use a fixed set of dialogue to frame and conclude the scene.

There are four types of Fae Scenes: “A chance to change direction,” “A chance to be your better self”, “A chance for affirmation”, or “A gift of time.” “A chance to change direction” provides Retirees with an opportunity to actually change decisions they have made in their past. Choices they make in these scenes will retroactively become true after they leave the Fae Woods. The other three scenes represent opportunities for Retirees to revisit moments in their pasts and reconsider how they would have approached them, but they do not retroactively become true.

When each scene ends, the Fae will give the Retiree a piece of chiffon as a token of approval. The Retirees should hold on to the chiffon until the end of the game.

Fae Scenes should last approximately 10 minutes. If the Fae Monarch signals to the Fae that time is short, that indicates that the Fae and the Retiree should move to wrap up their scene, so that the Fae can go do a scene with another Retiree. When a Fae Scene ends, the Retiree rejoins the others around the campfire.
[bookmark: _s1zxz0plw1ay]End of the Game
 Retired Ambitions: Retiree Mechanics and Information - 
When there are approximately 5 minutes left in the game’s runtime, the Fae Monarch will approach the campfire and give the Retirees instructions for how to leave the Fae Woods. Once the last of the Retirees leaves the playspace, the larp is over.
[bookmark: _t67r6c6j8fb4]Retired Ambitions - Fae World Reference
These are Fae Woods.

They have been for a very, very long time. They have names that are far older and more powerful than “Pennsylvania” or “Appalachia.”

You feel the presence of humans as an encroachment… and yet also as a curiosity. Compared to the glacial trends and long memories of fae politics, humans dart through their lives like angry, lonely mayflies. Their ambition burns brightly.

You are a lower fae, endowed with the power to shift forms and a limited ability to peer into human minds. You and your siblings have taken a special pleasure in playing with this group of newcomers, rearranging their trinkets and exploring their psyches. Your “inn” has proven to be a useful mechanism to obtain their true names, and now they are deep, deep in your woods.

As you’ve gotten to know them, one thing has become clear: each of them is yearning for something. A moment, long past. A life that could have been lived. You could take them back to that moment, shift into the form of the one they should have stayed with, or stood up to, or kissed. Maybe it would be fun. Have they learned anything in their mayfly lives? Would they do anything different? There’s only one way to know.

The Fae Monarch has authorized you to give a gift to the humans: the chance to change a moment of their past. Use your time well, though, as the Monarch’s interest in humans is fickle, and you have many other duties to fulfill in the fae court. Spend too long conversing with a human, and your Sovereign may grow impatient and decide to summon you back to your realm.
[bookmark: _9a9n9hryg29p]

[bookmark: _c0xt4o1vklbu]Retired Ambitions - Fae Mechanics Reference
[bookmark: _g5ydd6snz05w]Overview
Retired Ambitions is a horde-style larp for between 5 and 12 players, plus one game-runner. The players are divided into two roles: Retiree and Fae. The game-runner plays the Fae Monarch.

The Retirees are elderly visitors to the Fae Woods, who have gotten lost and are awaiting rescue. The Fae are shapeshifting members of the Fae Monarch’s court, who have been given permission to play with the Retirees until the Fae Monarch decides that the Retirees have learned a lesson from the experience.

For the Fae, the larp involves repeatedly stepping in and out of character, as the Fae shapeshift into forms recognizable to the retirees and pull them into Fae Scenes. Each Fae Scene is a chance for a retiree to revisit a critical decision in their past, choosing to change or re-affirm the choice they made at the time. When a Fae Scene is done, the Retiree returns to the campfire.

Depending on the number of players, the game-runner may also play out a number of Fae Scenes.
[bookmark: _lzrwcnbqw1eq]Before the Game
The Fae will be provided with the Fae World Reference and Fae Mechanics Reference, as well as the Retiree Who’s Who document summarizing the 8 Retirees. While the Retirees are selecting and reading their character sheets, the Fae should review these documents.
[bookmark: _ilf6ia1kl4o7]Game Flow
[bookmark: _1f8r6zo6cxm1]Fae Scenes
Fae will spend the duration of the larp playing out Fae Scenes in which they shapeshift to take on the forms of people from the Retirees’ pasts.

To do a Fae Scene, a Fae picks up a stack of cards from the Fae Scene area and holds onto the stack while playing out the top card. The card provides the following information:
· Retiree Name and age in scene: The name of the Retiree the character is connected to. These names are all meant to be gender neutral. Retirees players will show their character’s pronouns on a nametag.
· Character Name: The name the Retiree used for the person the Fae is portraying. These names are all meant to be gender neutral. The Fae player always decides on the character’s pronouns, and should display this on a nametag the Retiree can see. The Retiree character will have always known the character with the pronouns the Fae player selected.
· Scene Type: The type of Fae Scene. These can be “A chance to change direction,” “A chance to be your better self”, “A chance for affirmation”, or “A gift of time.”
· Note that “A chance to change direction” provides Retirees with an opportunity to actually change decisions they have made in their past. Choices they make in these scenes will retroactively become true after they leave the Fae Woods.
· The other three scenes represent opportunities for Retirees to revisit moments in their pasts and reconsider how they would have approached them, but they do not retroactively become true.
· Instructions: Step-by-step instructions for how to play out a Fae Scene.
· Character Quick Summary: A few words summarizing the absolute core of the person the Fae is imitating.
· Retiree Quick Summary: A few words summarizing the absolute core of the Retiree.
· Relationship Quick Summary: A few words summarizing the absolute core of the relationship.
· Relationship Details: The body of character’s relationship with the Retiree. At some point in their life, each Retiree chose their own ambitions over these relationships, leading to missed connections or moments the Retirees regret.
· The Moment to Relive: A critical moment for the Fae to bring to life as the character. This is a prompt that helps the Fae to quickly get to the interesting part of the relationship upon stepping into character.
· The Fae Know: Any further relevant details that the Fae knows magically, but that the person they are imitating doesn’t know at the time of the scene.

If a Fae does not want to play out a Scene at the top of the stack they picked up, they should put down that stack and pick another one. Since the stack of cards for any Retiree character already in scene with a Fae are being held by that Fae player, any available stack is for a Retiree at the campfire.

After reading the top card, the Fae picks up a piece of chiffon, approaches the campfire and says, “I am here for [Retiree Name]. I am [Character Name], [Relationship Quick Summary],” such that all Retirees can hear. (These blanks are filled in on the instruction part of every scene card.) The indicated Retiree stands, and the Fae ushers the Retiree away from the campfire.

The Fae takes on the appearance and mannerisms of the relationship character, and the Retiree and the Fae play out a conversation between the Retiree and the relationship character. The Fae follows the instructions listed under To Start the Scene on the Fae Scene card to initiate the scene. Note that this process varies slightly depending on the type of scene.

During the conversation, the Retiree will have the opportunity to reaffirm the choices they made in the past, or to play out making a different choice. When the Fae decides that the scene has run its course, they follow the instructions listed under To End the Scene on the Fae Scene card to bring the scene to a close. Note that this process again varies slightly depending on the type of scene.

Fae Scenes should last approximately 10 minutes. If the Fae Monarch signals to the Fae that time is short, this represents the Fae Monarch requesting the Fae’s presence. If this happens, the Fae and the Retiree should move to wrap up their scene, so that the Fae can go do a Fae Scene with another Retiree. 

When a Fae Scene ends, the Fae returns to the Fae Scene area, puts the used scene (top card) into the completed pile, and puts the remaining card stack back into the scene area. The Fae can then pick up a different stack. Each Fae should aim to play out at least eight scenes over the course of the larp.

There should always be at least two Retirees at the campfire. 

If there are only two Retirees around the Campfire, the Fae should not pull either of them aside for a Fae Scene until a third Retiree joins them so that every Retiree at the Campfire has someone to LARP with at all times. The Fae player may choose to wait at the Scene Card Table and take a brief break from LARPing, or they may choose to join the Campfire directly. The “Fae at the Campfire” section of this document explains how to do this.

If all Fae Scene Card decks are emptied, Fae may choose to wait at the Scene Card Table and take a break from LARPing, or they may choose to join the Campfire directly. The “Fae at the Campfire” section of this document explains how to do this.
[bookmark: _jnfhmnipbqd1]Fae at the Campfire
If a Fae finishes a Fae Scene and there are no cards remaining in the Fae Scene deck, or if there are only two Retirees at the campfire, the Fae may choose to join the campfire directly to continue LARPing with the Retirees. To do this, the person playing the Fae selects one of the Fae Character cards on the Scene Card Table. These cards include the following information:

· Character Name: A gender-neutral name for the Fae. The person playing the Fae may choose the Fae’s pronouns.
· Instructions: Basic instructions for how to use the card.
· Character Adjectives: Three adjectives describing the character.
· Opinion on Humans: A short summary of the Fae’s general thoughts on humans.
· Conversation Prompts: Three questions the Fae might want to ask the Retirees around the campfire.

If a Fae player selected a Fae Character because all Fae Scene Card decks have been emptied, the Fae will play the chosen character for the rest of the larp and should join the Campfire and interact with the Retirees until game end.

If the Fae player selected a Fae Character because there were only two Retirees at the Campfire, they may leave the Campfire at any time, pick up another Fae Scene Card, and begin doing Fae Scenes again once there are Retirees available.
[bookmark: _c33wp3vsbljn]End of the Game
When there are approximately 10 minutes left in the game’s runtime, the Fae Monarch should signal to Fae actively in a scene to inform them that they should wrap up their current Fae Scene. When they do, Fae players should return to the Scene Card Table, where the GM(s) should inform them that the game is about to end, and to not initiate another Fae Scene.

Once all scenes have resolved, the Fae Monarch and all Fae approach the campfire. The Fae Monarch informs the Retirees that they have earned enough favor from the Fae to find the way out of the forest again. The Fae Monarch tells the Retirees that they have gathered enough tokens of favor (the chiffon) given by the Fae to build a path home.

In their final speech, the Fae Monarch instructs the Retirees to place the pieces of chiffon on the floor to form a path leading out of the playspace. Once they have done this, the Fae Monarch finishes their speech, bids them farewell, and invites them to follow the path they have built to return home. Once the last of the Retirees leaves the playspace, the larp is over.
