Twilight

Twilight is my new Fantasy Hero campaign. What is it? And why did I call it Twilight? This introduction should serve to answer these questions.

Overview
First of all, this is a “serious” campaign, within reason. The Hero System is detailed and as GM I’ll be putting a lot of work into it; for a silly beer-and-pretzels campaign, it’s not worth the effort.

So, I’d like for players to try to stay in character and treat the game and setting with some respect. That’s not so say we can’t have fun, but if you want to blow off steam and slaughter everything in sight and be silly, we can take a break and play Munchkin or Savage Dungeons.
Inspiration and Genre
Major sources of inspiration for Twilight are the Conan tales by Robert E. Howard, the Elric and Corum sagas by Michael Moorcock, and the Hobbit and Lord of the Rings by J.R.R. Tolkien. The magic system is inspired heavily by Ars Magica, and the cosmology is heavily inspired by Fantasy Warlord. Oh, and a bit of Greyhawk!
In terms of the genres presented in Fantasy Hero, this will be Swords & Sorcery mixed with High Fantasy, and set against a meta-genre of Epic Fantasy with a dash of Horror. What does this mean?

Swords and Sorcery: The world is a gritty, mercenary place, with vague morals. Magic is difficult and wizards are often mistrusted, so they tend to keep to themselves. And in a match between a wizard and a swordsman, the swordsman will usually win, unless the wizard is very powerful, or has time to prepare.

High Fantasy: Magic was not always so rare, and there is a lot of it buried here and there. There is also a lot of magic “out there” in the nature, away from civilization. And, wizards who discover the ancient secrets can become very powerful indeed. While for most people the world is fairly mundane, in the esoteric world if wizards and adventurers, it can get very strange indeed, especially on other planes.
Horror: For most people, the world seems a safe and mundane place, except for the local wizard and the occasional monster crawling out of the woods. But lurking beyond the borders of the familiar are things Man Was Not Meant to Know. Horrible things. Cruel things. The world is a much more dangerous and hostile place than it seems, which is why most people prefer blissful ignorance or self-deception.

Epic Fantasy: The world is a contrast between ignorant, mundane humanity, and the wonderfully magical or terrifyingly horrific reality “beyond the pale.” Adventurers are those who step across that boundary, because someone has to protect the sheep. Furthermore, while mundane life is rather mercenary, there is a world of stark good and evil for those who discover it, and there are very active forces with their own agendas. Those who choose to get involved and stand in the gap will find themselves swept into great events and epic quests.

The Role of Adventurers

Most people are content to live in civilized areas; they know the wilderness is a dangerous place, so they simply don’t go there. Those who live in borderlands are a little more willing to venture out beyond. The priests, government, and military mostly concern themselves with mundane political concerns, although governments tend to be more aware of other powers that may affect them. Adventurers are the people who go beyond. Their reasons vary: ambition for wealth or power, a sense of duty, wanderlust, or even insanity. Their role is that of protector, finder of secrets, and fighter of battles that nobody else is willing or able to fight.
Adventurers come it two flavors. The first are those who patrol the borders or seek out ancient tombs for plunder. They aren’t involved in anything really epic, they’re just adventurers, although they may be heroes on a local scale.

Heroes, on the other hand, are those who take up the gauntlet and take on something bigger than they can probably chew. They’re the ones who accept an epic quest, and if they succeed, are sung throughout the land. Heroes almost always have a noble motive of some sort, but they also always have a character flaw that threatens to trip them up.

Creating Appropriate Characters
Starting characters should not have great knowledge of the truth behind the scenes, partly because I haven’t fully invented it yet, and partly because that affords a good avenue for character growth.

Appropriate characters should have the following qualities:
· A Context: You should have a culture and a family, and a background.

· A Reason to Adventure: Why are you leaving the safety and comfort of the mundane? Are you trying to leave something behind, or seeking something, or is it something else?

· Flaws: Nobody is perfect, and you should have one or more significant disadvantages. Some sort of character flaw is highly recommended: if you are a good character, give him a vice that trips him up from time to time; if a wicked character, give him a redeeming virtue.

· Ability to be a Hero: If you want to get involved in something epic, you’ll need to become a hero. You don’t have to be good and noble, but make sure that you can be motivated. It could be pragmatism, a common enemy, mercenary greed, or something else. Of course a heroic motivation is strongly encouraged; if everyone has at least one virtue, it may be enough to compel them to greater things.
Twilight
Twilight is the transition between day and night, or between night and day. It is ambiguous; it could mean the sun is about to rise, or that darkness is to come. But things definitely won’t remain as they are.

Twilight also implies gloom and shadows, and limited perception. You can’t see everything clearly, and the shadows may be frightening at times.

The world is in transition. There were glorious ages in the past, and dark ages, but the world is currently in turmoil. Civilization is tenuous and is threatened, but most people aren’t aware of that, or choose to ignore it, or don’t know what to do about it. Many sages and seers agree that the previous age is ending, but nobody knows what the next age will bring – whether darkness or light.

At every transition between ages there are heroes who step forward and determine the course of the future. And for every hero who succeeds, there are many who meet a tragic fate.

It is a time of twilight; opportunity beckons, and glorious deeds await.
