Tavern Night of Darkness

Continuing Game 199

Orcs pour forth from the mountains of Grendarr.

The Allondine town of Somedale is covered with soldiers. Here, the Earl and his allies launch their assaults against the invaders.  Knights from religious orders, battle-mages, mercenaries.  They prowl along the town's roads.  Some prepare for the next advance. 

But a battle is more than soldiers.  The warriors are not alone.

Refugees, fleeing the attacks on neighboring villages, are everywhere.  Some of them talk of cutting their losses and abandoning their former homes to the orcs, saving what little is still left. Others refuse to give up the fight: to yield to the beasts is to profane the memories of those who have given their lives already.  And some want simply to escape: to abandon their shattered lives, and try to find somewhere new, somewhere to start over.

And the refugees are not alone.

Gutsy merchants selling hard-to-find goods at a war-front premium; rogues and thieves after anything the armies leave behind; monks and nuns, tending to the sick, the wounded, and the needy; scholars, mindful of the destruction of old Sturian ruins, hoping to salvage valuable works from the ravages of war; adventurers, seeking to put their experience to good use; messengers, servants, and gravediggers.  All flock to Somedale, each hoping to do his or her part.

On the town's main road sits a nondescript tavern.  Once a simple watering hole, catering to local farmers and traders, the Black Swan now stands as the last waypoint between civilian and soldier, the last place to find a drink and a hot meal.  Beyond lies the front, a mass of tents and horses, camps and field hospitals.  It is at the Black Swan that all travelers stop -- those going in and those going out. For some of them, it sits at the cusp of glory; for others, the outer rim of the hells.

When?

February 30, 2009.  Check-in will be from 5:00 pm to 6:00 pm; new players should arrive at 5:00 to make new characters and attend orientation.


The game is expected to end about 11:00 pm.

Where?

The Butterfield C Lounge, on Lawn Ave in Middletown, CT.

How much?

$10, but free for first-time players or for anyone who brings along a first-time player. 

Game style?

Dark in tone. Combat and physical challenge-type puzzles will make up a good deal of gameplay.

"Feast of Darkness" is an evening-long LARP event, set in the world of the Continuing Game.


Please RSVP at cg199@quest.org.

This game will feature some snacks, but not a full meal. 

For more information please contact GMs Joe Foo and Jane Bar (cg199@quest.org). You must be 18 years or older to participate in this (or any) Quest event.

Additional Information

Game Style


Some PCs like to follow pre-designed plots.  Others prefer free-form, unplotted events.  We hope to do both.  This game provides two plotlines that PCs may choose to follow, but at the same time we will provide a setting in the inn for PCs who do not wish to follow a plotline.  Events will happen in the inn, hopefully keeping things interesting, but there will not be a plot there per se.

Plots

The game style will be forward-focused rather than plotless.  This is a plotted game, with the players choosing the strategy they need most appropriate. Players will have to assemble the things they need and then use them in the fashion appropriate with their strategy.  ("Assemble things" does not mean "widget hunt"; collecting and interpreting information and lore are part of this, for instance.)  They'll naturally be opposed in two or three different ways, and will have to surmount those obstacles.  

When the PCs go on the offensive and make their first foray into their foes' turf, there will be three sections that must be approached.  The PCs may choose how they wish to deal with each; each will involve a slightly different theme.  


At the same time, we realize that not all players are interested in the orc attacks or affecting its outcome.  Accordingly, part of the game is essentially unconnected to the attacks.  An archaeologist in the area will have learned of the presence of some (non-magical) items of historical significance in the region which he fears will be damaged if there is fighting in the area.  He will therefore be recruiting PCs to assist him in his searching; these PCs need not be involved with any wartime activity.

Location Casting


We want to use the MPR, the two Meeting Rooms in the Campus Center, and the Butterfield C lounge.  We have talked to the Scheduler, who assures us we will be able to get the rooms for this date.


This game hopes to minimize outdoor scenes, since it’s January and it's cold.  However, PCs want action and combat, and that just doesn't work well inside.  We're going to play this by ear, depending on the temperature/weather and on how itchy for fights the PCs seem to be.

Cast and Staff

GMs:


Bar, Jane


Foo, Joe

Staff: 

(we intend to have a total staff of about 20)

Alpha, Hal

Bayta, Janet

Cappa, Andrew*

Delta, David

McGamma, Josh

O'Mega, Michael

Pai, Adam

Sigma, Angela

Theta, Sam

Upsilon, Melissa


*unconfirmed

Game Schedule

5:00-6:00 
Check-in.

6:00-6:30
Workshops.

6:30

Game start and food.  Plot A recruits appropriate PCs while chatting during dinner.

7:00

Plot B recruits PCs. Plot A leaves for first location.

	
	Plot A
	Plot B
	Inn

	7:30
	Arrive at starting location. Begin work to lead to next step.
	First major encounter.
	First event.

	8:00
	Puzzle-solving and deduction.
	
	

	8:30
	
	Roleplaying and solving issues.  Work leads to next step.
	Second event.

	9:00
	Problem solved; head to location two.
	Obstacles block the PCs from reaching destination; PCs must defeat obstacles.
	

	9:30
	Location two.  Further obstacles.
	Arrival at location; discovery of new information and search for solution.
	Third event.

	10:00
	Major encounter.
	Further encounters.
	Fourth event.

	10:30
	Return to inn; denouement. 
	Return to inn; denouement.
	


11:00
Game stop.

Budget

Income:

20 NPCs @ $10
$200

20 PCs @ $10
$200

Total
$400

Expenses:

Snacks
$75

Props
$30


posterboard for a map for Plot A


misc foam for objects used in Plot B


1 roll of duct tape (for above)


12 votive candles


plastic flowers

Total
$105

Profit:



$295

Continuing Game specifics

1. Locale


The game will take place in a small town in Allondell, on the edge of the Grendarr Mountains.  We will not be adding any major locales, nor involving any big political figures other than the local Earl.  

2. Money and Treasure


We would like to put out 400 marks (200 for hiring PCs, 100 for miscellaneous treasure, and 100 marks to give to NPCs who we don't think will get looted, but you never know.)  Some of these marks may be in equivalent gems, jewelry, and such items.


In addition, we would like to place out a magic item, a scroll of Cure Poison.  This allows a user (unless they have Illiteracy) to cast the Cure Poison spell, once.  The state-of-being scroll is:

Scroll of Cure Poison

This scroll lets you cast the spell of Cure Poison, once.  Read the scroll, and then touch the spell’s target.  The scroll then goes blank.  Characters with Illiteracy cannot use this item.

“I bring the power bound in this page to bear, casting the spell of Cure Poison upon thee. Let all poison be removed from thy system. So commands the magic of this scroll. Initium!”

3. Races


We have reviewed the Bestiary, and all the monsters we want to use are already in it, with one exception, which we would like to propose.  This would be a minotaur.  We believe this would be a useful addition to the Bestiary because it is a creature from Earthly folklore (Greek myth) and it does not yet exist in the Bestiary.

Minotaur

Appearance: large humanoid figure with a bull's head and legs but human torso.  Often naked to the waist.

Costume: brown tunic, horns and animal ears

Intelligence: stupid

Stats: T high, immune to cutting attacks, Exceptional Strength

Characteristics: These fearsome creatures are incredibly tough, immune to cutting attacks such as sword or axe hits.  Thankfully, maces, arrows, or thrusting attacks from swords will affect them, as will magic.  They are highly violent, stupid, and monosyllabic.  They attack wielding weapons held in their powerful arms.

Weekend Games:


Don't forget that you must include your kitchen staff.





Please breakdown props costs as shown, to show that you've put thought into how much money you are asking for!





Your budget should not include photocopying costs unless you're printing a huge amount of paper.  For Lore sheets and other game materials, you should be able to find someone who can do this for free (for example, at their office.)








