How to Run “Un-Conventional Odyssey”
First, get 5 to 12 players – preferably ones familiar with conventions, Vampire LARPs, Classical epics, or car breakdowns (but any players will do).  Select at least one person in addition to the 5-12 players to be the Game Master (GM).  You can have two or more GMs if you want.  Get all people involved to agree to play this game for 2 hours (plus some time to read and prepare) and do their best to make it fun for everyone.  Also, divide the players into Car and Horde (see below):
	Number of Players
	Number of Car Characters
	Number of Horde
	Phone Player

	5
	3
	2
	GM

	6
	3
	3
	GM

	7
	3
	4
	GM or Horde

	8
	3
	5
	Horde

	9
	5
	4
	GM or Horde

	10
	5
	5
	Horde

	11
	5
	6
	Horde

	12
	5
	7
	Horde


Second, print all the included materials.  The item cards (Unconventional_Items.doc) should be printed on standard Avery 5371 Business Card Stock (or other same-sized stock).  For all files, all duplicates have already been included as duplicates, just open the files and hit “Print.”  You may want to consider a making a second copy of the Car characters (Unconventional_Protagonists.doc) for reference.

For the Horde characters (UnConventional_Hour_1.doc and UnConventinal_Hour_2.doc), you’ll need to cut each piece of paper in half along the line to create the different sheets. Keep them in the order presented.

Third, the GM(s) should read all the materials.  The GM should punch out the item cards & money, and put the “Contingency Envelope” papers inside sealed envelopes with the words “Contingency E” on them.  Also, get all the extra materials in the Shopping List section.
The “Phone Player” is a special Horde character, but when there are not enough Horde players, a GM should handle the role. See the table above. If the Phone Player is Horde, give the Phone Player the printed Phone Player guide (UnConventional_Phone.doc). Otherwise, the GMs should read the briefing and serve in that role instead.
Fourth, before you start, make ham sandwiches with the materials you bought and wrap them in plastic wrap. If you have a marker or a pen and a sticker (or masking tape), mark the ham sandwiches as costing $5 apiece. 
When it’s time, the GM(s) should run the game.  Follow the run-time guide.

Shopping List

· One loaf cheap white or wheat bread

· One package of ham, approx 12oz

· (Optional: One package of swiss cheese, approx 12oz)
· (Optional: One small jar or cheap mustard)
· Plastic Wrap

· Deck of Playing Cards

· Masking tape
· (Optional:  Badges or “My Name Is” Stickers – if you don’t have them, use the masking tape)

· (Optional: Various hats and props, particularly baseball caps and trucker hats.)

The Run-Time Guide

This section is sort of like a cue book for a play.  It assumes the GM(s) are reading this, not the players.  The players shouldn’t read this section.

First, there should be 3 or 5 characters stranded on the side of the road.  These are the Car characters.  Every other player is part of the Horde, and they will each get to play many characters over the course of the game.  The players of the Car characters only get the one character and a vampire.  The vampire is the Car character’s vampire character for the “game within a game.”  Read the Vampire briefing (UnConventional_Vampire_Briefing.doc) to get a better sense of how this works.

If there are only three Car characters, do not assign “Jordan” or “Jessie” to players. Tell the Car characters that Jordan and Jessie decided to take another car (Jessie’s), which also broke down, but in a different town.

If you did not print an extra copy of the Car characters, be sure to tell the Car characters to keep their packet handy, as there are Horde characters that can read these packets. (Players tend to read the packet and then lose it.)

Each Car character gets their individual briefing and a copy of the basic rules brief (Unconventional_Rules_Brief.doc). All players gets a basic rules brief, in fact.

All the Car characters EXCEPT Pat also get a copy the Vampire briefing (UnConventional_Vampire_Briefing.doc). Give the extra copy of the first page of the Vampire briefing to Pat, since Pat only understands the background and not the rules. Jack also gets a copy of the flyer for the Vampire Conclave (UnConventional_Conclave.pdf). Keep an extra copy of the Vampire briefing around for the Phone Player (if in play), who gets the full Vampire brief, the Phone Player sheet (UnConventional_Phone.doc) and the rules brief.

The game is designed to be run in two one-hour halves.  You can lengthen or shorten these however you want or need to, based on your time constraints.  Anything longer than 90 minutes might be too long, but that’s up to you and your players.  One hour and 12 players should be enough to get through all the horde characters – just barely.  You don’t need to make sure every horde character gets played; the only ones that are necessary are the phone person, the witch (hour 2), and the squinty-eyed manager (also hour 2).  As long as people are having fun, it’s OK if most of the horde characters never get played.  

The plot of the first half is that the Car characters are stranded on the way to Ithacon – a gaming convention where there is a Vampire LARP that they are all planning to play – and they are looking for a ride to the convention or a tow or anything to help them out.  To start this part off, you need to do the following:
1. Set design:  You will need a car.  The car can be represented by an actual car, or else by four or five chairs pushed together or a couple of small couches. In an actual car, the doors should be left unlocked, and for a simulated car, it's considered to be a four-door car with doors on the sides. In either case, from an in-game perspective any Car character can always get into the car. Horde characters can only get into the car if someone already inside lets them in, or if they have a special ability on their sheet that gives them access.

SPECIAL CAR RULE: If the Car characters acquire another car somehow, it travels for a mile and then breaks down. In general, aside from the Aliens, anything that might give the Car characters a ride should be blocked by the GMs, in the funniest/most ironic way possible.
2. More set design:  You need to be ready for the second hour.  Use masking tape mark off a section of the game-space to represent the service station later.  Set up an area as a counter and an area as a one-desk “cyber café” inside the service station using tables or more tape. Tell these players these areas are “off limits” or non-existent during the first hour.
3. Costuming:  This is optional.  Since the Vampire LARP is supposed to be Friday night, and it is Friday night, the car characters should feel free to dress in Vampire LARP costumes or parodies thereof.  This can be anything from gothy clothes, eyeliner and a black duster to a Count Dracula Halloween Costume complete with plastic fangs.
4. Pass out Car Character Sheets:  Give the car characters about fifteen minutes to get ready after handing out their character sheets.  You should also give each one a random card from the suit of clubs. (Remember the deck of cards we had you buy?)
5. Organize the Horde:  While the Car Characters are getting ready, get the Horde ready by handing out the first hour character sheets in order (so that you don’t hand out the second sheet in the set before handing out the first) and giving each one a card from the suit of clubs.  Also, give them tape or a badge or sticker to write their current character’s description and name on and explain that they need to change name-tags when they change characters. Description, as well as name, is especially important, particularly during the second hour.

These players will need about 5 minutes prep time.  Also, tell the Horde that you will direct when they can go “in play” to interact with the car characters, but if they want to change characters after their current character gets boring, they can come ask for a new one.  That way you have some control over events.  

It helps if the Horde players are pretty hyper, so – hypothetically speaking – if you’re at a con with free coffee, soda and candy, tell them to go crazy. This is a comedy game, so encourage the Horde to ham it up. That said, don't be afraid to put some pauses in there, so the Vampire plots can be pushed.

IMPORTANT: The Horde should improvise stuff, but they should NOT improvise anything about anything useful being nearby, like a 7-11 or an ATM. The Car characters are in the middle of NOWHERE and the Horde knows it. Make sure the Horde players are clear on this.

ALSO IMPORTANT: Do not feel obligated to send all of the characters of the same "type" in. If you think it would be better to send in the Vampire and not the Vampire's Thrall, that's okay. It's okay to send in less children, rednecks, prostitutes, ghosts or cannibals (for example) and then skip to the next "group".

6. Take Questions (Quickly):  After a few minutes, solicit questions.  Answer them clearly if you can, but don’t get into a long conversation unless you and all the players have all day.  

7. Kick It Off:  Have the car characters “get in the car” with Jack driving.  Read the following text like a TV narrator or a Greek chorus.  If there are 5 car characters, read the section in parentheses.  Otherwise leave it out (it’s pretty obvious).  Feel free to improvise on this:
Pat, Jack, Riley (Jessie and Jordan) were all in a car in the middle of nowhere, on the way to Ithacon, the gaming convention.  In Ithaca, of course. I don't remember the state, or the university they were coming from… My memory ain't what it used to be.

They were running late, and might have been a little lost.  They had just passed a town a few minutes back, but they didn’t notice the name.  It was Friday night.  They hadn’t eaten in a long time, so they were all hungry.  

Suddenly, there was a sputtering-popping sound from the engine and the car slowed to a halt in the wide gravel shoulder.  A breakdown.  Next to the road was a cornfield.  Across the road was… another cornfield.  A sign was visible in the distance; it read: “Rural Route 440.”  I think it was a full moon that night…
Hour 1:  Keep Things Moving

The car characters have plot for themselves, but the Horde will also provide them interactions, means to their goals, and conflicts.  Make sure the game is moving along.  If things seem to stall out, pull some Horde back and switch to new characters.  If all the Horde characters have been used up, feel free to re-use some of the first hour characters (such as the useless stoners and unsupervised children) either as reprise roles or as totally new versions of the old archetype. Also, remind the Horde they can mess with each other, not just the Car characters.

It helps to prep the Horde ahead of time, getting their items ready and whatnot while they're playing other characters.  Also:  Make sure the horde players read everything they’re given!  Things go a lot smoother that way.
During the first hour, the car characters will probably learn about a towing service.  If there are only a few minutes left in the first hour and (for some reason) they haven’t made any progress toward getting their car towed, you may need to manipulate events in the car characters’ favor (deus ex machina).  Send the helpful foreigner in again with the map and have him point at the towing service phone number or something.  Also, if the Car people just can’t seem to get enough money ($200), the credit card machine will start working at the end of Hour 1, just long enough for them to pay for the tow.  
In any case, around the end of the first hour, the Car characters will have arranged a tow to the service station at 1A Towing.  Once the first hour ends, give the players a chance to finish what they’re saying, recall the Horde, and get their attention so you can read (or improvise on) the following text (read the bracketed text only if the Car characters didn't gather $200):
After an eventful hour, the truck from 1A towing arrived.  The man inside quietly hooked the car up and pulled it onto the flatbed.  He was nice enough to allow the passengers to squeeze into his cab, where they were crammed in pretty tight.  The trip to the 1A Service Station was uneventful, and everyone was quiet, thinking they had finally been rescued.  [The credit card machine started working for just five minutes, and they were able to charge the tow.]

But unfortunately for them, the story did not end there...

Hour 2:  Pace Yourself
Explain the situation to all the players (Horde and Car):  

· In the second hour, the car has been towed to a gas station to be repaired. In addition to the car and the area around the car, there's an area that represents the "inside" of the service station. Be sure everyone understands this.  Be sure to describe all the service station’s areas to all the players.  Also, put out the ham sandwiches now.

· Explain that the "inside" area starts out "unlocked" and that anyone inside can "lock" it, or "unlock" it if "locked".   Tell them that if someone tries to walk in when its "locked", the person who locked it has to shout "LOCKED" and the person entering has to stand back. Warn them that some characters may be able to get in anyway. 

· Make it clear you have finished your explanations by sending in the first two second-hour Horde characters.  This should let the car characters’ players know that the action has resumed.

At this point, also you should put away all the first hour Horde characters.  Even if the Horde players were really enjoying playing them, it’s time to move the story along now, and they have to play new characters now to do so.  Remember:  The horde players need to read everything you give them!
The first two Horde characters are special.  First, the person who handled the phone for 1A towing should play “Gas station staff & witch” because they’re the same person.  This isn’t absolutely necessary, but it would seem a little inconsistent otherwise.  Second, since the “Gas station staff & witch” and the “Squinty-eyed manager” run the service station, the people who play them should be encouraged to come back to them occasionally.  Also, if a Car character starts looking for the witch or the manager, and neither is in play, the horde players who portrayed these characters should plan to eventually (that is, when they’re done with the current character they’re playing) bring their 1A employee character back for a cameo.

As a GM, you may have to intervene here and quietly remind a car player that service station staff can sometimes be elusive and hard to find, and that they should be patient.  You should also use your directorial power to make sure that the Horde player of the witch or manager doesn’t forget that they’re wanted for a cameo when they finish with their other role.  

Also, as GM, you should control the pacing of the second hour.  Without your guiding hand, it could easily get out of hand and rush to a far-too-rapid conclusion, or it could bog down and run too long.  Thus, here are some guidelines to help you pace the second hour:

	Suggested Pacing for the Second Hour

	Gas Station Staff and Patrons
	10 minutes

	Ghosts
	5 minutes (mix in with patrons and staff as they leave)

	Cannibals
	5 minutes

	Vampires
	10 minutes

	Vegan, Angel, Demon
	5 minutes (mix in with vampires as they leave)

	Voodoo Zombies
	5-10 minutes (after 5 minutes, perhaps the zombies should start moaning “saaaalt”)

	Aliens
	10 minutes

	Faeries
	5 minutes (totally optional)


The following advice is pretty much true of all horde games, and it has been tailored to help you run Un-Conventional Odyssey: 

The two things you want to avoid are finishing too soon and bogging down.  Finishing too soon is bad because the fun stops too early.  Avoid this by watching the clock.  It’s only one hour, and we gave you 39 Horde characters to fill it, so you should have more than enough.  But there’s always the possibility that your horde players will run through roles in seconds instead of minutes. 

Bogging down is worse than finishing too soon.  “Bog down” situations happen when Horde characters stick around longer than they should need to serve their purpose.  For instance, if nobody ever figures out to give the zombies salt, the game will bog down during the zombie encounter.  If one Car character gets in a tedious argument with the vegans about agricultural ethics, the game will bog down.  Players get bored in these situations.  Luckily, it’s easy to fix a Horde game that’s getting bogged down:  Just use your directorial power to pull the offending Horde player out to switch characters or go in with a different Horde character yourself and fix the situation in-character.  For example, you could bring a vegan back and say “Hey!  Voodoo zombies want salt!  Vile, wretched ham is salty!  Give it to them so that the pig will have died for a noble purpose!”  Or to stop the vegan argument, go in as a zombie and just eat the tree-hugger’s overly-quarrelsome brain.

Along those lines, remind the Horde they can mess with each other, not just the Car characters.

It helps to prep the Horde ahead of time, getting their items ready and whatnot while they're playing other characters. Also, remember that you don't have to put ALL of a particular group in, or skip a group entirely.

AGAIN:  MAKE SURE THE HORDE READS THE CHARACTERS. The characters in the second hour are generally more complicated, rules-wise.  If they have any questions, make sure there’s a GM nearby to help them.
If you have a good-sized Horde – 4 or more players – you can play a little fast and loose with the times in the table because there will be overlap.  That is, two vegans could be hanging out when the zombies arrive, and then they could disappear (run away, get killed) to play more zombies after five minutes of running about horrified.  Thus, the Vegans could actually be in play for 7 or 10 minutes instead of 5.

With a large horde of 5, 6 or 7 players, especially at the high end, you will need to work hard to keep things from wrapping up too early.  

If you only have 2 or 3 horde, as the GM, you may need to play Horde characters in the second hour, in order to speed things along.  You will also need to keep the game going as fast as possible or else things could get dull with fewer people for the Car characters to interact with.
As a general note, it’s OK if the second hour ends, and several horde characters have not come in play yet.  That is, if the game ends, and the aliens and faeries never got played, it’s OK.  The writers like the aliens and faeries, but if you and the players are having fun without them, that’s fine.  Don’t feel pressure to speed things up just to get to the end of the Horde stack.

On the flipside, if the aliens agree to give a ride to the Car characters, it's OK for the game for the game to end a little early, like five minutes or so.

The End…
At the end of the second hour, shout “STOP!” and get everyone to quiet down.

Once everyone is paying attention, say something like: “And that’s why they were late to pick up their con badges.  I think that’s a good excuse, don’t you?  Game over folks!  Good game!”

At this point, take questions (the Car players are bound to have several) and have people start cleaning up.  The game is over.
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