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 population—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. Briefly, the groups are defined thus:

Beastmasters: Humans who have incorporated animal DNA into themselves to correct problems from the pods.

The Prime: Humans who have refined and used human DNA to correct problems from the pods.

Cyborgs: Humans who use technology to correct problems resulting from the pods.

Nocturnes: Humans who have fallen prey to an alien spore infection that renders most all of them into bestial creatures haunting the night.

Gadgeteers: Normal humans who serve as recruits for most other groups, and take great delight in rescuing old technology and inventing new.

The Faithful: Normal humans who have banded together through religion, using it and their community to see them through the hard times.

Vigilantes: Members of any group who reject faction affiliation and strike out on their own for their own purposes.

Mentalists: People who, because of an allergic reaction to an alien creature's dust, develop psychic powers.

The Complex: The remains of America's intelligence community which believes it has the key to saving the planet.

Silver City: Members of a century and a half old scientific community bent on saving the planet.

 Factions, which are political subdivisions based largely in one group, will accept members from other groups who are like-minded. In the course of developing the universe, we have designed several factions which will be discussed later. Each faction has its heroes. Vigilantes are a non-faction group from which arise some of the most colorful characters--the following are a sampling of a number of them.

Doctor Twist: Group: Vigilante (Nocturne). Faction: None 


Twist, whose real name has long since been forgotten, was a doctor in a small hospital dealing with virus victims. The hospital became flooded with patients and the rest of the staff either fell ill or deserted for their own safety. He continued to work with the sick until he began to feel poorly himself—unbeknownst to him he had fallen prey to the Nocturne spores. Pumping himself full of antibiotics, he crawled beneath an oxygen tent and hoped he'd survive. 


While he was in the spore-coma—appearing, for all intents and purposes to be dead—raiders hit the hospital. They stole anything that wasn't nailed down, from medical equipment and drugs to the personal effects of patients. One of them lit a cigarette after some oxygen lines had been cut, starting a vicious fire. Twist had the oxygen tent melt on him, and the resulting burns should have killed him, but he was in the process of becoming a Nocturne Duke. Rare among the Nocturnes, he had become a super-predator. While photosensitivity forces him to remain in shadows, he retained his intelligence, heals quickly, and has a preternaturally long life. He literally is 111 years old and, save for the horrible, disfiguring scars, would not show his age at all.


For rather obvious reasons, he hates raiders, but destroying human scum is not his raison d'etre. He is still a doctor and despite the fear he inspires because of his transformation into a Nocturne, he likes helping folks. Barred by his nature from returning to polite society, he is an outsider, lives alone a lot, wandering like a shadow, righting wrongs and helping folks. (He actually helped Diane Washington save the town in the blizzard.)

Grease Monkey (and his Pit Crew): Group: Gadgeteer. Faction: None 


Grease Monkey and his crew operate out of a garage in the outskirts of Atlantic City. They proudly refer to this garage as their international headquarters because, among the assembled antique license plates on the wall, they have one from Wyoming—which, as far as they know, is another nation. The one thing they do know, however, is vehicles. It is said there is nothing that they can't salvage and get running, and their adventures take them far and wide in efforts to locate vehicles to resurrect.


Of African American descent, Grease Monkey has a true passion for vehicles of any sort. During their outings, which are characterized by a lot of fighting and drinking—not always in that order—they manage to salvage many other things. It would not be unusual for the rusting hulk of an AMC Gremlin to be hauled back, stuffed with cases of liquor and being pulled by the alien equivalent of an Ankylosaur. The non-automotive salvage is sold off to finance vehicle restoration and yet other expeditions. While they have allowed adventures to be sponsored and objectives specified, they never head out without at least the chance of finding something with four wheels to drag back.


As with Grease Monkey, his crew runs under various names, none of which are their own. Spanner (the group's depressive cynic), Monkeywrench, and Oil-can Harry are members of long standing. Mr. Bang is a name given to the latest crew member who likes to play with explosives—and there have been quite a few people to fill that role.

Madison Hale: Group: Vigilante (Prime). Faction: None 


Madison Hale was once part of The Brotherhood's aristocracy. Tall, slender, with long golden blonde hair and very patrician features and bearing, she spurned the suitors who came her way.  Because she would not marry, her parents were accused of the crime of gene-hoarding. Madison was taken from them as chattel and given as a third wife to a Brotherhood official, but beat the crap out of her "husband" and fled. She vowed never to return or breed until someone was proved worthy of her. The Brotherhood hates her, wants to kill her or capture her and force her to share her genetic material with the community. She is very skilled in a variety of things, as well as having enough enhanced DNA to make her fast and very strong. She hires out for missions, mostly for pay, occasionally pro bono and specializes in rescuing high end items from ruins or liberating them from folks like the Brotherhood. Love poaching wine stashes mean for Quincy.

Movado Prince: Group: Vigilante (Cyborg). Faction: None 


Movado Prince is heavily modified. While he remains of human proportions, the chroming is evident on arms and legs. He makes no attempt what so ever to disguise himself, though he dresses very well and if his mechanical limbs were covered with synthetic flesh, would be taken for someone who is wholly human. He broke with Tronicare because he believes that the pursuit of technology is on a shaky basis: not enough is known of the related and mechanical sciences of the past to support the directions Tronicare is headed now. As far as he is concerned, too much was lost to support current development. 


More significant than that, he is secretly convinced that machines have souls. He seeks and works with fine miniature machines and electronics, intent on creating fully mechanical life. He often seeks same and has a passion for the intricate devices of the late 19th and early 20th century by masters like Faberge. In addition to adventuring to search such items out, he also occasionally undertakes missions to stop folks from misusing tech (which he can see as slavery of machines.) He considers The Terminator series and the Matrix series to be documentaries.

Cougar Cruz: Group: Vigilante (Beastmaster). Faction: None 


Cougar Cruz comes from Beastmaster stock, complete with heightened muscle strength and senses based on big cat. He believes in the old Men's movement idea that we've moved away from our true nature, which is a more natural and bestial nature. He views Tarzan of the Apes as a saint and role model and believes in a higher animal morality, where the weak are left behind and the strong prosper. Violence is part of life since nature is bloody tooth and claw. He 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 with a choke collar on it would be a criminal in his eyes. He and his people are nomads, moving through areas, purging it of criminals or occasional research labs. He doesn't like Beastmaster or Cyborg modifications of animals and sets great store by destroying such animals and their masters.

Lucifer Jones: Group: Vigilante (Faithful). Faction: None 


Lucifer Jones belonged to the Church of the Second Revelation and had trained hard enough to join the rankes of the Archangels. His duties assigned to bodyguard the head of the Office of the Congregation, Mortimer Baldwin. He learned Baldwin was cynical and plotting against the Church's leader, Mary Beth Harrison. He confronted Baldwin, was shot and left for dead in the Wastelands. 


Jones has no idea how he survived. (He was, in fact, discovered and 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 generally wanders helping folks, is low key, and fights against the perversion of the Church when and where he can.

Diane Washington: Group: Faithful. Faction: Church of the Second Revelation.


Diane Washington is a woman of African American heritage who serves as a Missionary and Leatherfoot for the Church of the Second Revelation. She is best known for saving an isolated community by getting medicines to them during a fierce blizzard. (She is uneasy about this part of her legend, for she does not remember reaching the village or distributing the medicine. In fact, she has haunting dreams of a shadowy hulk who rescued her and nursed her back to health, as well as tending to the villagers. That was Doctor Twist, though he has made no effort to claim any credit for the village's survival.)


As a Leatherfoot she travels through the Nocturne Wastes, safeguarding other Missionaries, as well as pilgrims or anyone else on the road. In her earlier days, she hunted bandits, found lost children, and engaged in many other exploits that have become amplified with time. She's a strong image and idolized by many young missionaries. She's a true believer, but is uneasy with how she is viewed—both because of her lingering uncertainty about the snowed-in village and because, at 39 years of age, she's getting past the point where she can do what she once did. Many folks come to her for advice instead listening to Church leaders, which makes her very uncomfortable. Not only does she not like the cultus springing up around her, but she senses that the Office of the Congregation may be preparing to martyr her since she poses a threat to their power.

Ricky Crane: Group: Gadgeteer. Faction: Edison-Bell Technologies.


Ricky Crane is a 13 year old genius whose family was one of those that spent time in the living museum knows as The Cul-de-sac. It is an exact recreation of a 1950s suburban cul-de-sac, perfect in every detail. Ricky grew up there, working in the shops behind the scenes, fixing all manner of things that his little fingers could get into. He quickly showed an aptitude for both repair and innovation and many find his ability to repair absolutely anything something of an annoyance.


Ricky Crane is a bit shy, primarily because he's hitting that gangling phase where his voice breaks with every other sentence. He is a hopeless romantic and has an image in mind of the perfect woman which, though he is unaware of it, is based on pictures of Edison-Bell's leader Abigail Wochech when she was much younger. While sensible when working on a project, he is given to flights of fancy that send him off on adventures that probably not the sort of thing to promote long-term survival.


Ricky deserves special attention because we envision him as a core character who will be able to grow up through the ten years of the saga we have planned. To this end, he will move from being Ricky to Rick and then Richard as he accepts more adult responsibility. His age will allow individuals slightly younger than our target demographic to have someone they can identify with. With deft handling we'll avoid the Wesley Crusher phenomenon and keep him entertaining and likeable.

Jonah Henderson Sands: Group: Nocturne. Faction: None.


Jonah Sands is a Nocturne Duke of indeterminate age, though he hints at having been old even at the time the pods arrived. As with most things about him, this could be lie or truth, and he enjoys not letting his friends or his enemies know too much about himself. Keeping everyone off-balance has become a way of life for him, and is what keeps his city alive.


Sands is the ruler of Atlantic City. He's let it be known that he has hidden an unexploded Zoo pod somewhere in the city, and that he will detonate it if anyone tries to conquer his fief. He runs an open city with every vice known to man available, and has even crafted a few to suit the desires of what men have become. All factions and groups mix in AC, and it is especially a haven for Vigilantes. Sands has even created the Canterbury Club as a place for them to meet and share stories of their adventures.


Sands has a taste for all things old and elegant. He is also a masterful power broker, acting as intermediary for deals between factions. His reasons for doing that remain his own, but have managed to keep his city safe, and that is enough for most people. If other desires or agendas will manifest, no one is quite certain.


Sands is one of the few people who knows the true story of Doctor Twist. He often employs both Madison Hale and Grease Monkey on various assignments. The fruits of their labors can be seen in the various museums that decorate his casinos.

Antonia Hyung: Group: Cyborg. Faction: Tronicare


A slender, Asian woman with long dark hair and a bunch of subtle modifications, Antonia Hyung is the quintessential cyborg diplomat—a cyborg who looks nearly human and does not raise the anxiety level of others to much. Her mods make her very quick physically, and she is naturally very sharp mentally. Her most striking feature, courtesy of her mods, is that her eyes are completely silver, with no pupil, so it is impossible to tell where she is looking at any given time. (The fact that she can see in infrared and ultraviolet is also very useful.)


She makes her living as a dealer in antiquities. She is a collector of technology and other items, having amassed a tidy collection through trading and the occasional adventure herself. She specializes in items that not only are functional, but also beautifully designed, which makes them rare indeed.


Antonia believes that the desire for tech and the worship of it is dehumanizing, hence her passion for things that are very human. She encourages the arts and other things in and among their people to combat the tendency they have to see themselves as cogs in a larger machine. Toward this end, she writes poetry and has been instrumental in getting funding for exhibitions of art by cyborgs.

Rustin Carew: Group: Beastmasters. Faction: Friends of Gaia.

Rustin Carew is a modified human who has been trained as a special agent and bodyguard. His visible modifications include retractable claws on his fingertips. More importantly, his muscle tissue is enhanced with bear DNA, and he has heightened night vision. Of Native American descent, he is proud of the source of his modifications and, as with many among the Beastmasters, practices primitive religious rituals to get more in touch with his animal nature.


Because FOG is a matriarchy, it is unusual for a man to have risen to the level he has. Rustin has showed himself to be very loyal to Veronica Watson, having once taken a bullet for her from a Prime assassin's gun. He is, however, unaware of some of her black ops and has been kept ignorant of them for fear of a negative reaction to them.

Quincy Lodge IV: Group: The Prime. Faction: The Brotherhood.


Scion of owner of original genetics corporation, Quincy Lodge IV believes in eugenics for a very simple reason. When the alien pods did their work, American bluebloods survived at a rate far higher than the rest of the populace. He decided this meant they had evolved to the next level of humanity—homo superior. His progenitors used genetics to repair the crippled of elite families, then claimed that anyone else who survived unscathed clearly had hidden blue blood. Despite their having been born illegitimately—promiscuity among the bluebloods being seen as a virtue that now guarantees the survival of mankind—all survivors are invited to become "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 very interested in propagating the superior race and is pragmatic enough to will cut deals with the devil to get his way. For him, the ends do justify the means. Since all the other people on the planet are inferior—especially those who have chromes or furred themselves—Quincy is sure their destiny is to serve homo superior or to be wiped out by it, just as Neanderthal was.


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.


Other characters are discussed later on, but these initial ones provide much of the flavor of the world. What is important to note about them is that while in any game they may be reduced to a handful of numbers, a line or two of color text and a picture, the background and personality we give them will allow our audience to form opinions and emotional attachments to them. They will react and become invested in the property because they will want to see these characters lives play out through various revelations.

The Timeline


As discussed above, the first rain of pods hits in 2030. For the next 70 years humanity collects itself and has gotten to the point where people are not just struggling for survival. In 2100 people learn they have 10 years before the pods return. In developing the property, we've outlined 10 years of developments, broken into three small story-arcs that fit beneath a larger umbrella arc.


The umbrella arc covers the events that will decide the fate of the world. In Campbellian terms we're picking up the story halfway through the hero's descent into the underworld, and we will follow it through his emergence again. We have built enough flexibility into the story line that any of a variety of outcomes is possible. While the events of the first three years are fairly concrete, things are much more mutable further on. This allows us to adjust for demands of the market as well as the story.

The First Triad: The Rise and Fall of the Brotherhood.

Year One: In the first year we introduce the world through a variety of means and begin to paint the Brotherhood as evil. This should not be difficult since they are racist slavers and murderers. As a faction they will be powerful and growing more so.

Year Two: In the second year we begin to shape the alliances that will destroy the Brotherhood. This is the year that we will reveal the presence of the Mentalists. They will emerge as a seemingly altruistic group that has come from the shadows to help defeat the evil represented by the Brotherhood. The Brotherhood, for its part, will organize a drive on the factories of New Jersey in a bald attempt to control everything that makes life tolerable.

Year Three: In the third year we bring the forces and struggle to a head. The Brotherhood will be destroyed, but the Mentalists will have had a rather sinister role to play in their demise. The Mentalists wielded undue influence over the Brotherhood leadership, causing it to strike. They will protest that if they had not done that, no one would have moved against them and it would have been too late to stop them. That is open to debate, and forces that previously looked to be white or black will show glimmers of grey, complicating the world and giving it depth.

The Second Triad:

Year Four: The Mentalists integrate the remains of the Brotherhood into their organization. The Complex, which has never been played before, becomes a playable faction and likely will absorb many of the old Brotherhood players. Silver City is introduced as a quasi-religious organization coming out of the west on something of a Jihad. The Complex and Silver City square off rather directly.

Years Five & Six: The Mentalists undergo a civil war as different parts of their group fight for domination over the Prime and Brotherhood remains. The Complex and Silver City increase their fight, which becomes something of a stalemate. Silver City is revealed to have been the remnants of a secret government project started well over a century before out west. The reasons for their appearance now and aggressive attitude will become clear only later, but having carved out some real estate, they settle in as a powerful faction.

The Final Years:

Year Seven: Some pods return prematurely and do damage. The Beastmasters begin to morph, becoming more animalistic—humanoids with fur, fang and claw, for example, so we get our cat women and wolf men to provide us some interesting new graphic looks. The Church of the 2nd Revelation rises in power. Old alliances shift as battlelines are drawn between those who want to leave Earth, those who want to protect it, and others who have different goals altogether (Silver City and the Complex).

Years Eight & Nine: The struggle for world domination builds, with betrayal and heroism marking the battles.

Year Ten: Wrapping up the conflict and either seeding things for another decade, or letting things finish. Possible futures include the arrival of the aliens either hostile or benign, another cycle of seeding and the changes it wreaks, or the groups of mankind moving in to the stars to establish their own empire.


The flexibility built into the timeline allows us to address shifting tastes among the gaming public, as well as trends that seem popular among our players. In essence, we have blueprints that will keep us ahead of them, but until the actual construction takes place, we can change things. The changes need only be subtle, since we will have six months to a year's worth of lead time before they are implemented, and proper project coordination will allow the shift to be invisible to outsiders.

Possible exploitation venues for the property


A property like Exodus is strong enough to serve the needs of a variety of venues. The following is a list which is not exhaustive, but indicative of areas where interest might be generated in the property. Decipher does not cover all of these areas itself, but there are other companies that would be interested in joining Exodus.

CCG: A collectible card game is the design mode around which much of the discussions took place. The timeline breakdown was dictated in large part by how much material could be generated per year, and the needs to make sure we don't lose players as one faction or another was killed or changed. A CCG will doubtlessly be the core of the property's presentation.

RPG: Decipher's roleplaying studio could do a great deal with the property and enhance it greatly by being able to generated a lot of story, or adventures that exploit and reinforce the story. A roleplaying game would become the annotations for the cards, fulfilling both a need for explanation and providing a venue for the layering in of clues to be seen later.

Board Games/Boxed Games: While science fiction strategy games have not been huge sellers in the past, a game which is designed along the lines of the European games would be quick to play and make good use of the signature graphics the property has associated with it. The possibility of hiring a Reiner Knizia to design such a game would bring cachet to the project and provide crossover into a market where the more conventional presentations won't go.


The idea of doing one or more murder mystery games set in the venue also should not be discounted. With the popularity of live action roleplaying and the penchant for costuming at conventions, getting a chance to act within the Exodus universe will be attractive.

Computer Games: Computer games offer a variety of sub-genres and platforms, from the PC to the dedicated box systems. The market is large and with proper presentations, Exodus will suit the needs of any of them.


1st person shooter: Quake and Doom are two examples of first person shooters in which the player moves through the world, solving puzzles and killing foes. Given the variety of creatures, venues and motives in Exodus, this would be a prime medium for a computer game.


Strategy game: A strategy game would be a slightly more difficult sell, but spun as something set during the thirty years before the game, where civilization is starting to rise again, the property can handle treatment as a strategy game. Civilization is the best known of these, and that sort of game engine would adapt to this world beautifully.


Online rpg: An online roleplaying game like Everquest would be a perfect setting for Exodus. In these games players develop characters and explore the world for a set fee per month of computer access. It's computer chatting with fighting and exploration thrown in. It will generate a steady cash flow and plenty of companies are looking for successful properties to exploit in this area.

Novels/Audio books/Graphic novels: Literary presentations of the Exodus universe are a no-brainer. The universe will easily sustain novels, original audio presentations or adaptations of novels, and graphic novels. Decipher could choose to publish them themselves, or enter a publishing deal with another company. The advantage to these non-game venues is that it provides low cost exposure of the property to others who then can be drawn into it.

Collectible figures/Trading cards: With the strong graphics, finding other ways to use them is a simple idea. Collectible resin figures might only sell to a finite collectors market, but they look very cool and serve as advertisements for the property. Similarly trading cards that present artwork in a slightly larger format, with extra text, become a simple way to make more off material Decipher already owns.

Assorted merchandise and clothing: The strong graphic element of the property, as well as the ability to produce clothing that comes from the world (such as Pit Crew shirts from Grease Monkey's group), make clothing prime candidates for exploitation. Clothes are mostly advertising, but it can pay for itself. Other items that could be considered artifacts, like patches or hats or similar material are often good as premium items for purchases at conventions, or a giveaways at demonstration games.

Theatrical presentation: The property has enough life in it, and interesting material in it, to make it viable to be optioned for a motion picture or television series. Exploitation of the property in this sort of venue would not only raise it's profile, but be likely to spur a slew of offers coming to create merchandise to go along with the film.

Roll-out Possibilities:

In the design phase a certain amount of attention was placed on how we would present the world well before the release of any product. The goal was to build an interest in the property and to literally make people "fans" of Exodus, so that when the game came out, they would want to purchase material to learn more. This is a tall order, since creating a fan base is not a simple thing to do, but with proper planning and presentations in enough venues, this can be accomplished.


Our discussions centered around both traditional methods and non-traditional methods, with an eye toward creating a hunger for more. This is somewhat easy to do, primarily by doling out good material on a limited but timely basis, so people seek it out as if it were treasure then share it with others. We also kept in mind the idea that we needed to maximize the impact for the budget, and that all items created must fit into an overall framework that expands the property.


The primarily traditional methods we looked at were:

Promo Cards: These would be collectible cards that featured ten different characters (one per card) to be released through magazines and other outlets. The cards would have signature art on them, a bit of text, and a link back to the Exodus website where more could be learned about the world and the characters on the card.

Fiction: Here we looked at producing novellas about different characters, with different feels to them (suspense, humor, adventure), to be serialized in weekly installments. Stories would overlap both in content and releases, introducing characters, situations and the world in general. The stories would be illustrated and once a run was complete, the installments could be collected into a PDF document that would be downloaded and shared. Stories would be archived for a short time, then withdrawn from circulation (both increasing demand, and preparing for the possibility of producing either an ebook or print book compilation).

Graphic Novel: Because the property will have a strong graphic presentation, doing a graphic novel that could be serialized to a website is a natural idea. The story would work much as outlined under fiction above, save it would be in comic form and would be released in four or five installments of four to five pages each. This would very much set the look and feel of the world prior to any material being produced.


The non-traditional areas of presentation are actually a mix of old and new.

Web site: The Exodus website would contain a lot of material about the world in gazetteer form, so interested parties can read up on things. It would be written as if maintained by someone living in the world, which allows for errors and political slants. As well it would have "Easter eggs" scattered about that would reveal more things and would be written in the style of someone hacking the database—providing favor of the world's conflict and adding drama to what might otherwise be a touch dry. This "in character" approach to the web site makes it part of an immersion process, which is what will build fans.

Audio Dramas: The proliferation of MP3 players has made sound files easily transportable. While music dominates this area, audiobooks are a sought-after commodity. Because of a peculiarity in the copyright laws, old radio shows produced before 1978 are in the public domain, so there is a lot of traffic in these old shows. As dramatic presentations they are still exciting and entertaining, and provide a model for something we could easily do with Exodus. Not only could we entertain with stories of the world, putting voices to characters we cover in stories and cards, but because folks traffic in sound files, we produce an advertisement for Exodus that folks will willingly pass along.


Radio shows fall into a variety of classes, but the two that are most applicable are the hero serial and the anthology show. The hero serial, the best known of which is The Shadow, is a collection of adventures about one hero. The Shadow shows actually took many forms and allow for creative presentations of stories. If there is a drawback it is that the focus is on one character.


The anthology shows, by contrast, have a host who provides a narrative frame within which a story is told. Inner Sanctum and Crime Club are two examples here. Within the property we have established the Canterbury Club as a home to adventuring vigilantes, and its host, Jonah Henderson Sands, would be perfect for presenting the stories of various vigilantes. In this way we could offer a variety of stories, focusing them around characters and events that are important to the storyline.


In either of the above cases, the shows would be framed as if originating in the world.


A third option, and one that should definitely be exploited, would be short 5-15 minute broadcasts from organizations within the world. The Prime and the Church of the 2nd Revelation would be perfect sources for such material. It could be included either as advertisements in the radio dramas or as stand along pieces. (The latter would be stronger, but putting advertisements into the audio dramas—ads of things in the world, not of the games—would add a lot of verisimilitude.)


Again, because of the fan communities for this sort of audio material, its distribution beyond the core gaming market is likely. As well, all the audio files could be collected and put on a CD which could be sold or offered as a promotional item for stores to play.

Fan Fiction: Star Wars and Star Trek, as well as lots of other properties, have a lot of fan generated fiction available on the web. When folks like a world and not enough material is being generated fast enough, they create more. This fan base becomes very loyal and promotes the property as well as their own work as a matter of ego.


With Exodus we can set aside a location, like the state of Texas, where we invite fans to write fiction. We present to them what we know about Texas and offer them a boilerplate paragraph to append to every story, which takes care of legalities concerning the property, ownership of the stories, etc.. The authors post the stories to their own sites, so we do not use up Decipher's storage or bandwidth with them.


We would stay away from TX in the main property, but can exploit the fan fiction rather simply.

1) On occasion, someone from Decipher does a web search, reads a few stories, shoots email to the author with some praise and thanks for their story. The Authors will doubtless either post the letter on their website, or will distribute it to friends.

2) Decipher asks fans to go out, find fan fiction for Exodus, and vote for their favorite stories.

3) At some point Decipher chooses a story by the top ten fan authors, runs a contest again asking for folks to vote for their favorite from the ten, and then asks the author to write an official story (for which they will be paid), and which will be treated like all other fiction on the Decipher website (or the main character is made into a card, or…).


If such contests are run from time to time, folks will remain encouraged to write more and to publicize their own work, which, in turn, publicizes Exodus.

Conclusion:


The Exodus property is one that has enough familiar material that the audience will find entry rather easy. It has enough unique material, and a schedule of presentation, that they will find the world exciting and will want to see more of it. The property easily translates to a variety of media. Structures will be put in place to allow for the efficient management of the property, so exploitation by third parties will be consistent and remain within continuity, no matter the changes made in the core property.


Exodus has incredible potential beyond that of games, but is also a product that works well with Decipher's core strengths. Launching it would be a major shift for Decipher. Decipher's leadership position within the industry provides a level of credibility and notoriety that will result in Exodus being hotly anticipated and positioned as well as possible for success.

Appendix

