Exodus:

It's not the Meek who are inheriting the Earth

Introduction:


Exodus is the name for a near-future science fiction universe centered on Earth. It combines a variety of motifs found in folklore with a few standard science fiction tropes to create a new and dynamic setting suitable for exploration and exploitation through a variety of media. Exodus is more than just the sum of its parts because in its creation themes were married and blended to go beyond what has come before, all without losing sight of the basic tenets concerning what makes for a good story and good characters. Without attention to these details, we would be left with a collection of interesting ideas that had no cohesiveness nor viability as a property.

Design considerations:


Most importantly, the design of the project was undertaken with full comprehension of the Campbellian model for the development of folklore and hero story cycles. Campbell's model goes more deeply than providing a simple template for the stringing of events in the life of a hero. It points out the challenges and coping methods heroes face and use. By designing the world to provide those challenges, and leave room for the coping methods, we have created an environment which is a perfect hothouse for the production of a new mythology.


In Exodus, we have taken mythic archtypes and brought them into a dystopic future, so players can explore legendary and heroic stories in a new venue, with new abilities and equipment. This exploration will take place through a variety of media, and are not limited to any one game or game type. The property could easily sustain anything from a CCG to presentation on the silver screen. While game design considerations were taken into account during the development process, they provided a foundation for discussions that allowed the full structure of the world to manifest.

Implementation methodology:


In addition to the creation of the world, we also established methods that will provide for the successful management of the property, facilitating continued creation and exploitation from the outside. For example:


Portions of the world have been segregated so use by others will not impact the central storyline.


 "Never" and "always" will be avoided in descriptions of the world to maximize flexibility.


 All fiction and narration concerning the world will be attributed to characters living in it. This develops those characters and allows them to be fallible (going to the point above).


 Auxiliary storylines have been suggested that will supplement the main storyline or, in the event that the property requires the injection of more drama, can be brought forward without seeming like a "save."


 The need for a central repository of information about and control over the world has been pointed out. This includes the division between common knowledge and secret knowledge, methods for sorting the two out, and means by which changes can be communicated to the necessary parties.


 The various venues for exploitation by a variety of parties were discussed, reinforcing the need to build in flexibility in design and execution.

Exodus: the people and their world

History:

The world of Exodus is one most people will find familiar at first. In the two decades prior to 2030 the world underwent an economic revolution that brought significant wealth to North America and Europe. In the Unites States fortunes were amassed that gave rise to a new class of robber baron, and these individuals funded vast monuments to themselves, refusing to have been outdone by their 19th century predecessors. Neo-classical architecture emphasized stone over the glass and steel of the previous century and presented quite the perfect image of the success of imperial mercantilism that had made America so powerful.


While no power on Earth could hurt America, the damage done came from outside in the form of a bombardment of alien probes—commonly referred to as pods. The damage they did to the earth went far beyond just the physical destruction their landing caused. Some actually detonated, devastating everything organic in a five mile radius, just to have alien flora and fauna spring up. These pods became known as zoo pods, producing either wholly alien life forms or, in some cases, hybrids with terrestrial life.


More hideous were pods that released viruses of various forms. The most virulent killed over 90% of the human poplation—and 95% of the people in urban environments—as well as other animal species. Others began to change terrestrial creatures or crippled them, providing impetus for those humans who could to first isolate their communities from disease, and later band together to use technology to heal the sick and make them whole again.


The first generation of survivors slowly drew together into communities, rescuing what they could of the past to shape a future for themselves. In this era began the rise of the various groups of individuals who populate the world. In the second generation political factions began to grow out of these groups and, as our story unfolds, are the forces who drive and decide world events.


Tensions between the groups remain at a low simmer until 2100. In that fateful year some astronomers make observations and subsequent calculations that prove one thing: the pods that hit Earth were on an elliptical orbit. By their best guesses, humanity has a decade to find a way to stop the bombardment or get off Earth, or we go the way of the dinosaurs.

Location:

The focus area for the property is the Atlantic Seaboard megalopolis that runs from Boston to Washington, extending as far west as Philadelphia. Pockets of humanity are known to exist beyond that, but just how much and how far is largely unknown. New Jersey, with its manufacturing plants, is an area of concern for everyone, and Atlantic City is a large, international city where agents of the various factions are free to come and go, making it a hotbed of intrigue.

People:

Because characters are the heart and soul of any mythology, as well as the means by which outsiders will engage with the world, we have taken special care in crafting the world to facilitate a wide variety of characters. While it would not be true to say "anything goes," the fact is that 99% of the adventures one could wish to have in this world are possible. The groups define the abilities of characters and some of their cultural background, but by no means are ironclad in that regard—outlaws are more than possible. Factions, which are political subdivisions based largely in one group, will accept members from other groups who are like-minded. Each faction, however, will have its heroes, and the following are a sampling of a number of them.

Hero: Doctor Twist (low attack, high defense, good counterpunch) Was a doctor in a small hospital dealing with virus vics. He got nailed with spores and put himself in an oxygen tent. Raiders hit the hospital, started a fire, he got burned up badly, but survived because he is a Nocturne Duke. He hates raiders, likes helping folks, but is an outsider, lives alone a lot, wandering like a shadow, righting wrongs, helping folks. (He actually helped Diane Washington save the town in the blizzard.)

Hero: Grease Monkey (African American) pursues and repairs any vehicle known to man. Leads his "Pit Crew" out on adventures to find autoparts and other stuff. Very focused on vehicles, but drag other crap back that folks want. Rather comedic. They party hard because they work hard. (Virginal sites are primo to them.) (Gadgeteer.) (Spanner Kayle (cynic/depressive), Mr. Bang, Monkeywrench, Oil-can Harry.)

Hero: Madison Hale. Female Prime…left the Brotherhood because her parents were accused of gene-hoarding. She was taken as chattel, but beat the crap out of her "husband" and fled, vowing never to return or breed until someone was proved worthy of HER. The Brotherhood hates her, wants to kill her or screw her. She's very hot and lots of guys want to be Mr. Right. (Or Mr. Right Now.) Very skilled, does missions, is mercenary, will specialize in rescuing high end items from ruins or liberating them from folks like the Brotherhood. Love poaching wine stashes mean for Quincy.

Hero: Movado Prince Cyborg vigilante. He's heavily modified and while of human proportions, the chroming is evident on arms and legs. Think of the 6 million dollar man without fleshy covering. Left Tronicare because he believes that the pursuit of technology is on a shaky basis: not enough is known of the related and mechanical sciences to support the directions they are going—too much was lost to support where they are. Is secretly convinced that machines have souls. He seeks and works with fine miniature machines and electronics, intent on creating fully mechanical life. Will seek same, and also occasionally undertakes missions to stop folks from misusing tech (which he can see as slavery of machines.) Considers The Terminator series and the Matrix series as documentaries.

Hero: Cougar Cruz. Beastmaster hightened muscle and senses based on big cat.Believes in the old Men's movement idea that we've moved away from our true nature, which, in this case, is a more natural and bestial nature. Views Tarzan of the Apes as a saint and role model. Believes in a higher animal morality, where the weak are left behind, the strong prosper, and that's the way it should be. Violence is part of life since nature is bloody tooth and claw. Gathers around him the feral and psychotic. Also, oddly, sees St. Francis of Assisi as a good sign, since he liked animals, so is known to grant sanctuary to folks who are good to animals. By the same token, someone walking a dog who has a choke collar on it would be a criminal in his eyes. Moves his band through areas, purging it of criminals or occasional research labs. Doesn't like Beastmaster mods of animals.

Hero: Faithful Lucifer Jones. He was an Archangel assigned to bodyguard the head of the Office of the Congregation. He learned that individual was cynical and plotting against Harrison. He confronted the individual, was shot, left for dead. (Still does not understand how he recovered, but, in fact, was treated by Dr. Twist.) While he still believes in the Church, he knows that to return is to be excommunicated and probably killed. Rumors surrounding his disappearance indicate treason and that he's been totally vilified. His current name is not his real name, but a nom de guerre he adopted. He generally wanders helping folks, is low key, and fights against the perversion of the Church when and where he can.
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Groups  and political Factions:

(a) Gene 1: animals into men (fundi/peta) Beastmasters

(b) Gene 2: humans plus (to die in year 3)

(b) PSI Mentalists (d)

(a) Gadgeteers

(a) Cyborgs

(b1)Zombi

Vigilantes

B(1) MIB/The Complex (d)
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Mass production

Blocks

.5 rollout material on web, etc.

1 rollout with establishment of Brotherhood as evil.

2 rise of Brotherhood, alliances form.

3 faction dies

4 new faction (silver city), MIB rise and become more visible. Mentalists integrate Brotherhood leftovers.

5 Civil War, Silver city, MIB conflict

6 Civil War

7 faction morph (Beastmaster depth revealed), second seeding, rise of church of 2nd Revelation.

8 alliances shifting, WWIII

9 big battle

10 Aliens

Beastmasters:

Animals as tools, modified persons on a limited basis first, more animal later. (all but invisible mods to men, communication (limited) with animals). Animal intel is up (30 words).

Mods breed true, some creatures become more bestial. ?animals spontaneously develop intel 2ndary to alien spores. ?people more animals. 

Spiritually animalistic. Outsiders, Gaia-loyal, wanting a return to a gentler time. Environmentalist, planet is broken, but home and to fix, but are happy to have others leave. Long term plans, immediate problem: the Brotherhood. Semi-resistant to PSI group powers.

Species affinities.

Generic member: human with affinity/allegiance waiting for further integration into the group/faction.

Low level hero: (NCO) Has been integrated into the Beastmasters with 1-2 modifications (one born, one added). Perhaps a skill/Knowledge. (Perhaps named and with flavor.)

faction: Friends of Gaia (slang: Fogs)

PETA mixed with native religion/respect for earth attitudes. Very environmentalist, but not Luddite since tech is important. Has a very spiritual wing, but the leadership is political and effective in organizing. Spends a great deal of time seeking and providing sanctuary for Beastmaster have faced prosecution from the others.

FOG is a confederation of smaller groups, not necessarily animal base defined, but there are some groupings of that nature. The current leader is alpha-female who has done some back dealing to get to her current position. Matriarchy.

Scientists doing the changing, humans and animals being changes. Mods correct problems, or enhance people.

Leader:

Veronica Watson

 Female. Geneticist, leader of the teaching university, granddaughter of a leader of the original movement to help people. There was a call for geneticists to join up and help folks. (Founder would have been her Grandmother.)

She is early 30s, very bright, also politically astute. Insulates researchers from politics, and vice versa. Has some of her own secret projects that are being funded covertly.

No visible modifications, beautiful and personable, but aloof beyond pleasantries. Unattached currently, never married, but has had a number of romantic relationships. (Heightened sense of smell, smell fear and desire.)

Her focus is protection of Beastmasters, perfection of modifications, territoriality.

Hero: Rustin Carew. Bodyguard/special agent. Modifications: visible would be claws, invisible: enhanced muscle mass, good night vision. Is unusual in that he rose to this level within matriarchy. Is very loyal to Veronica Watson but is unaware of some of her black ops. Comes from Native American stock. Bear based modifications.

Prime/Humans ++

Man supremists, neo-Nazish in attitude, pure people, pure future. (pureed people) No mind rapists. Militant, violent, earth for humans as God intended. Politically conservative, reactionary. They are the TRUE humans. They are the next step, they survived, they are superman.

Insiders, agenda: earth for them, then the universe. They are salvation for the downtrodden, purpose for humans. Superiority complex. They see the Zombis as slave race to serve them.

Architecture very Frank Lloyd Wright.

Faction: The Brotherhood

Two levels of control

Temporary: basic genetic therapy that adds specific mods which will expire. Can be done quickly, on an outpatient basis. Does not breed true. Control comes from weekly/monthly "boosting".

Systemic: takes longer, is permanent, is only done to the loyal, will breed true. Basis for eugenics and breeding true.

Base recruits have short hair, hair lengthens as loyalty and mods are made. The most desirable are the longest haired. Elite male have goatees/facial hair.

Covert and overt genetic screening for candidates. Are not above stealing folks because they have gene sequences or are breeding stock. (It is there genetic imperative to make the next level of evolution work.) The lesser men, "Mud Men" and "slimers" are meant to be servants/slaves and as being sub-superior are of little consequence.

Kidnapping breeding stock is the apprehension of "gene-hoarders." (Parents/spouses are hoarding, the person is chattel who is forfeit to the state.)

Polygamy is in because human fertility is down.

Leader: Quincy Lodge IV. Scion of owner of original genetics corporation, believer in eugentics since bluebloods seemed very resistant to alien viruses—therefore have evolved to the next level of humanity. Used genetics to repair the halt of the elite, claims those who survived have hidden blue blood, invites all to be part of the natural human royalty meant for domination of mankind. "We are homo superior."

Quince is in his 50s, has dozens of kids, the eldest being 30 and female and married to an up and comer (who she controls). He is interested in propagating the race (superior) to maintain dominion over the earth. He is pragmatic and will cut deals with the devil to get his way. For him, the ends do justify the means.

He likes elegance and refinement. Outside of his political agenda, he can be gracious. He is an accomplished pianist and wine enthusiast—hence has a liking for things found in ruins that are wine and wine related.

Hero: Marissa Adams. 30s, red-haired, green-eyed, large amazon-like, gorgeous. Leader of the secret police, fast, enhanced senses. Keeps track of those plotting within the upper cabal and arranges for folks to be "retired" when things are a bit difficult. (it is said they went "south" for their health). Has a real lust for her work. She has avoided breeding so far, because she is afraid that maternity will shift her from her job, but she is getting a lot of pressure to marry and bear children. (she is accused of "gene-hoarding.")

Mentalists:

Powers 2ndary to extrater dust-mite dust allergy that gives them powers. Agenda: Status quo, since the animals will die and they will lose their powers. Telepathy, clairvoyance, clairaudience, telekinesis, empathy, healing, psychometry, pyrokinesis, fortune-telling, animal connection.

Allergy needs a down side (headaches, etc.,) so allergy has cure. Beastmasters are semi-resistant to being read.

The dustmites come in variety, stronger and weaker, so breeding them is a good idea, but no one knows how they interbreed, etc. Exchanging dust, the mites eat books and electronics slowly. Dipping snuff, other inhalant things, to boost powers—psi-aroma therapy.

Exert control over Brotherhood, lead to their destruction to get their people, then civil war?

Faction: The Vision Society.

Gadgeteers

Normal humans with toys. Agenda: get off this rock. Not so much a political statement, but proof of man as tool makers. Antipathy toward the HUMAN ++ faction as they see that as a waste and an abomination. The Beastmasters use tools, so they like the, and cyborgs are cool, too, with their attached toys.

Will often pursue ideas for the sake of the intellectual victory and proof of concept. Final results maybe shaky. Often sell technology to others. They represent micro-entrepreneurs, the sense of hope in the world, the chance to make it big. They do any job they need to to be able to finance their "big invention."

Create machines that look like the 1950s look of 1990s stuff. Salvage is repair challenged. They restore things, but trick them out. Practical in solutions, dream in rube Goldberg senses.

Never slick in naming, always a bit clunky, but good hearted. Backyard inventors to mad-scientists. Big into "clubs." A reconstructed suburban cul-de-sac, George Jetson House. 

Tools are very important, almost like someone's swords. Known by finds, fixes and innovations.

Faction: Edison-Bell Technologies.

Group is a confederation of other groups. Leaders of subgroups are called Patentholders. EBT=ersatz patent office. Clubs=lodges, members get trained in various sub specialties, many project require cooperation with other clubs. Inventions = royalties, royalties are paid in trade or resources. Currency is IP and sweat and junk.

Early on the sweat equity thing was seen as a way for cross-training and networking. EBT is powerful, but low level. Also gather data on things going on since gadgeteers are everywhere. The Patent Office does sort patents, but mainly is the intel arm.

Secondary clubs are collector clubs… Blue collar. Gamers, problem solvers. Scavengers, explorers, preservers of old technology. Mapping the world for treasure hunting.

Leader: Older woman Known for work on cars and other heavy machinery. Missing two fingers. Crusty but wise, friendly when you get to know her. She collects music boxes and other kitchy type stuff, but has reworked the guts to do other things. (She is actually very talented at small stuff, but does that work in secret.) She is the driving force behind the Suburban Project—the living museum.

Abigail Wochech

Hero: 13 year old genius, family was involved with the Suburban Project—Tom Swift Junior, well known to Abigail, is one of the few who knows she works in miniature. Can do just about anything with anything, and is annoying that way. Still a bit shy, mainly because he's growing, getting gangling, voice breaking. Is a hopeless romantic, has an image in his mind of the perfect woman—largely based on pictures of Abigail when she was a young woman, though he's not figured that out.

Ricky (later Rick/Richard) Crane.

Cyborgs:

Humans with mechanical/tech enhancements to help them survive. Many are only modified for survival (hearts, etc.) but some are heavily modified to deal with the world, like gun grafts, body armor, etc., enhanced sensory and communications. Outsiders, tech affinity, so sympathetic to developments. Tech is salvation.

Generic character: someone awaiting modifications, working for cyborgs earns credit to get mods.

NCO: one/two basic mods. Look clunky, get refined as one moves up in the hierarchy.

Diplomats and heavy Warriors are a split in looks.

Modified animals for battle purposes, not much else.

Peasants/Pages/Squires/Knights/Nobles

Faction: Tronicare—exodus all the way, to other worlds. (warren buffet with pacemaker heals the halt and lame.)

Leader: Isiah Edgerton, African American Male, is a Hawking-type genius, afflicted with ALS (ironic that it an earth disease that is laying waste to him). Was brought in as a scientist and leads the company because of his innovations. Was named heir by original creator of cyborgs. Well respected, but folks are jockeying for position figuring that he will fail at some point here. Wheelchair bound, able to "speak" via wireless devices so all conversations with him appear to be telepathics. (rather unsettling.) He is one of the folks grafts don’t take very well.

Hero: Antonia Hyung, slender, Asian, long dark hair, subtle mods, but a bunch. Very quick, very sharp, no color in her eyes. Is a dealer in antiquities, a collector of technology and other items. She believes that the desire for tech and the worship of it is dehumanizing, so she has a passion for things that are very human. She encourages the arts and other things in and among their people.

Hero: big macho male, lots of chrome and weapons. (has a little body piercing on the 25% of body that is not metal, proving he has a sense of humor.)

Zombi/Afflicted/Damned/Nocturnes:

Humans with partial brain power, human scum, super-predators who have long life, exude pheremons that allow control of lesser zombies. Zombies are photosensitive, so stay out of sunlight, are semi-intelligent, very manipulable. About as smart as chimp to German shepherd. Have a wide variety of epicurian taste. Move in like cockroaches into badlands, are hard to kill.

Cures are possible, may be temporary, could be perm.

Agenda: this is hell, want to convince everyone that it is true, since when everyone believes, God will end the charade. No morals, no regrets, it can't get worse as far as they are concerned. (And they want our women.)

Cute amazon women.

Brutes, communication with them is combo of hand signals and short commands. Clip… human scum have an advanced for High Clip (ASL)… Brutes, have up smell, down hearing, and eyesight is weak.

Scum: cosmetic mutations, mental abberation, normal but anti-social.

Super-predators: In slang they will known as "beauts." Dukes are what they are known as, treated as royalty, mocked, too.

Virus is anthrax-like, lives in the soil, is tough to kill, tough to infect, but can be refined and infection guaranteed for conversion. (live burial for contact for spores.) Spore fields in the wastelands. Whole ritual for the burial.

Feral dogs/creatures hang with them in packs.

Faction: Moon Warriors… bandit raiders, paint themselves odd colors, raid, move.

Leader: Male, former High School Vice Principal, was used to riding herd on the feral. Is over 100, looks 37 years old, elegant, though a bit sharp features. Not a vampire, but something trying play one in community theatre.

Hero: ex-vigilante, gadgeteer who was captured and buried, becoming a super predator. Female. Blonde, pale eyed, has embraced her new role. Is second in command, the role being to lead raids on cities to get elegant things for trade and advancement.

MIB: The Complex: Mil/ind complex, owners of black helicopters, animal mutilations, etc. Former NSA, knows of satellite system (SDI) that will save the world, but don’t anyone will let them do that because they fear the weapons being used against them. They are gathering data and equipment to reconstitute the control system to make the satellites work. They work covertly, staging raids.

Logical extension of homeland defense they are suspicious of Silver City because SC predates them and had been hidden from them.

Evidence of past raids of precision, block domination and destruction, block domination and vanish. They do recruit folks for their research centers, but very few know the true core goal.

Monolith Noir

(Vigilantes) Not a member of a faction, likely rebelling against a specific faction or group. Or a soldier of fortune who just wants money or protecting his own, or revenge.

No solid organization in and of itself, though the elite belong to the Canterbury Club in Atlantic City. Tend to work alone or in bands, freelancing or working for their own agenda. Lots of treasure hunting, exploring, covert spying missions. When you want something done and want your hands clean, you hire one of them.

Hero: Doctor Twist (low attack, high defense, good counterpunch) Was a doctor in a small hospital dealing with virus vics. He got nailed with spores and put himself in an oxygen tent. Raiders hit the hospital, started a fire, he got burned up badly, but survived because he is a Nocturne Duke. He hates raiders, likes helping folks, but is an outsider, lives alone a lot, wandering like a shadow, righting wrongs, helping folks. (He actually helped Diane Washington save the town in the blizzard.)

Hero: Grease Monkey (African American) pursues and repairs any vehicle known to man. Leads his "Pit Crew" out on adventures to find autoparts and other stuff. Very focused on vehicles, but drag other crap back that folks want. Rather comedic. They party hard because they work hard. (Virginal sites are primo to them.) (Gadgeteer.) (Spanner Kayle (cynic/depressive), Mr. Bang, Monkeywrench, Oil-can Harry.)

Hero: Madison Hale. Female Prime…left the Brotherhood because her parents were accused of gene-hoarding. She was taken as chattel, but beat the crap out of her "husband" and fled, vowing never to return or breed until someone was proved worthy of HER. The Brotherhood hates her, wants to kill her or screw her. She's very hot and lots of guys want to be Mr. Right. (Or Mr. Right Now.) Very skilled, does missions, is mercenary, will specialize in rescuing high end items from ruins or liberating them from folks like the Brotherhood. Love poaching wine stashes mean for Quincy.

Hero: Movado Prince Cyborg vigilante. He's heavily modified and while of human proportions, the chroming is evident on arms and legs. Think of the 6 million dollar man without fleshy covering. Left Tronicare because he believes that the pursuit of technology is on a shaky basis: not enough is known of the related and mechanical sciences to support the directions they are going—too much was lost to support where they are. Is secretly convinced that machines have souls. He seeks and works with fine miniature machines and electronics, intent on creating fully mechanical life. Will seek same, and also occasionally undertakes missions to stop folks from misusing tech (which he can see as slavery of machines.) Considers The Terminator series and the Matrix series as documentaries.

Hero: Cougar Cruz. Beastmaster hightened muscle and senses based on big cat.Believes in the old Men's movement idea that we've moved away from our true nature, which, in this case, is a more natural and bestial nature. Views Tarzan of the Apes as a saint and role model. Believes in a higher animal morality, where the weak are left behind, the strong prosper, and that's the way it should be. Violence is part of life since nature is bloody tooth and claw. Gathers around him the feral and psychotic. Also, oddly, sees St. Francis of Assisi as a good sign, since he liked animals, so is known to grant sanctuary to folks who are good to animals. By the same token, someone walking a dog who has a choke collar on it would be a criminal in his eyes. Moves his band through areas, purging it of criminals or occasional research labs. Doesn't like Beastmaster mods of animals.

Hero: Faithful Lucifer Jones. He was an Archangel assigned to bodyguard the head of the Office of the Congregation. He learned that individual was cynical and plotting against Harrison. He confronted the individual, was shot, left for dead. (Still does not understand how he recovered, but, in fact, was treated by Dr. Twist.) While he still believes in the Church, he knows that to return is to be excommunicated and probably killed. Rumors surrounding his disappearance indicate treason and that he's been totally vilified. His current name is not his real name, but a nom de guerre he adopted. He generally wanders helping folks, is low key, and fights against the perversion of the Church when and where he can.

(Faithful) These are any religious/spiritual core group. They're looking toward the next world as the salvation of this one. The soul is the key. They accept everyone into their community, though some factions are very conservative and bigoted.

Christian: When all on earth have a chance to accept Jesus, he will come and save us all. Looking to the next world, not this one. Big source of hope. Televangelist, Cadillac-cult, societies of peace.

Church of the second revelation: the star probes are the new plagues of Egypt, a sign we are to exodus out. Basing it in OT means we get pre-christian to pick up Moslem, Jewish and Christians. Purity in habits and appearance, martial arts, discipline mental and physical, welcome all provided they accept the truth that we are sinners and need to follow the new Messiah, who is coming any day now. Messiah will be identified and lead them out of the desert into the promised land, which may, in fact, be another Eden like planet where the reset button on Creation and original sin has been punched.


Isolated communities are heavily represented in the faithful, growing food, providing for trade. A televangelist got religion again, came up with CR2, but a scientist helped him organize things to stress public health, mind body purity and the mixing and matching of folks from communities to keep the genetic pool mixing well. There are communities in the cities and all, which are tolerated for trade.

Missionaries started spreading words, moving mail, so that has become a function of CR2. Collect and distribute seeds, hybrids and other botanical stock to keep agriculture alive. Look for natural solutions not chemical ones. 

They do have a subgroup, the Archangels, who are a paramilitary group who protect communities, move against bandits and hunt down enemies.

Postman. Cr2.

Missionaries, both leatherfeet and young missionaries.

Two siblings found, one is televangelist, the other is scientist who sets up society. Not cynical, system set up in the dark time. The church bureaucracy does get the message out, but is a power among itself and source of power.

Leader: relatively young woman, pure of heart and a true believer. Likely great grand niece of founder. She's not sure she will stand up to the pressure of her responsibilities. She relies heavily on the Office of the Congregation(Mortimer Baldwin)., which is the office that dictates lifestyle. They tell her what needs to be done, she meditates and prays, then reveals the information.

Mary Beth Harrison

Hero: Diane Washington, black woman, Missionary/leatherfoot who saved a community by getting medicines to them during a fierce blizzard. She is a legend who has also hunted down bandits, found lost children, etc.. She's a strong image, idolized by many young missionaries. She's a true believer, but is uneasy with how she is viewed, since folks ask her opinion instead of listening to Harrison. She senses that the Office of the Congregation may be setting up to cause trouble She used to travel alone, she has followers, a Diane cultus, she doesn't like it, but has a hard time living with it. 39 y o.

Silver City  Doc Savage, post Roswell group, the best go to the stars, the others attack out to delay folks who might mess with the colonization of Mars. They want to be on mars to intercept incoming.

Location: New Jersey

Look feel: high end pulp art, dirty and gritty on the bottom, high end elegant.

90% population reduction, 95% in megalopolis.

Additional material and ideas:

Solo play: demo decks/mission decks/ways to use discarded cards to form solitaire play possibilities. The solo play mode will also allow for non-adversarial group play against this dummy deck. More educational, more family. Solo mission decks released for sale, promo, or as an internet download and sleeve set that can tease things in future releases.

Random Thoughts

Girl gadgeteer biker gang.

Men in Black with Visors pop-riveted to their heads. Magnets.

Proactive product anticipation, so anthologies can have useful cards that feed less.

Pressure point to start story: pods were on an elliptical orbit, and should be back in 10 years.

Infrastructure

Communication: up and down… land lines are limited and available, local cell work especially for cyborgs.

Trade

Education

Medical Services

Defense/Police

Technology availability 2030/1950/1830s

Regions

Hightown

Burbs

Wasteland

Non-violent conflict resolution that allows for diplomacy and confidence games.

Develop alien beasts.

Develop Atlantic city as neutral site.

UXB zoo pod is what holds AC hostage/keeps neutral.

The Canterbury Club.

The world in 2030

Neo-classical revival, as per a retread of the robber baron era.

Thursday:

Equipment and style guide

Vigilantes

Rollout for year one

Cards

Stories

Radio shows

Gazetteer online

--cull proper names and cover (people, places, things, events)

--dissent (hacked info an Easter egg)

Graphic novel (serial)

Senior theatre, Neil Gaiman,

Art commission.

Strong characters,

Strong visuals,

Wish fulfillment for gamers.

We have taken mythic archtypes and brought them into a dystopic future, so players can explore legendary and heroic stories in a new venue, with new abilities and equipment.

Tight story arc for overall, and the mini story arc splained.

Roles:

Technician

Brute

Recruit

Initiate

Handyman

Duke

Patentholder

Scientist (?subspecialty)

Medic

Paramilitary

Warrior

Seraphim

Archangel

Inventor

GS1=12

Cards:

Dr. Twist

Grease Monkey

Madison Hale

Diane Washington

Ricky Crane (Campbellian poster child—paragraph)

Nocture (leader of AC, John Henderson Sands)

Cyborg (Antonia Hyung)

Beastmaster (Rustin Carew)

Prime (Quincy Lodge IV)

Movado Prince (Gentleman Terminator)

Note: RPG ? set in San Fran/LA

Zoo pods

Death Virus Pods

Dust mite pods

Spore pods

Tim Zahn

Bruce Bethke

Tim Waggoner

Doranna Durgin

Bob Vardeman

