NAME: Bryan

FEEDBACK GROUP: Gamma

INGREDIENTS USED: This game uses all eight ingredients. But if you need just three
to judge, then use Sacred, Rose, and Thread.

CAMP A

MEMORY: The game is played through scenes that are the character's memory. By playing this
way, the character is created during actual play.

DRUG: From the Cup of Life, the characters drink the serum of death, which is the drug that
forces all the characters into a shared mind state that is necessary to reach into one’s memories
and walk the path to the Palace at the End of Time.

PALACE : The Palace at the End of Time is the goal that the characters are questing for. The
players also physically describe it when their characters reach it.

CURRENCY: This term works on two levels. In the game fiction, a gold coin is passed from
character to character when spent. It is also an out of fiction currency that helps drive the game
and cooperation/betrayal between the players.

CAMP B

SACRED: A couple of levels in the game. First, characters are seeking sacred roses in their
memories. The goal is to find six of these. And also, the game is actually part of a religious ritual
that incorporates what are mundane memories, transforming them into part of a sacred quest.
ROSE: Roses are physically described in the scenes and the players must have their characters
find six of them before they pass from the cycle of life and death. Also, a compass rose is used in
the game, as are the cardinal directions.

THREAD: The game is played via Ariadne’s threads, which are logic threads, and on a second
level, actual thread or yarn is used to tie together a character’s scenes and future scenes.
INCONSISTENCY: Each character has his or her own thread, but if that thread ends before he or
she finds six roses, then the character can move to another character’s thread. By doing so, the
two character’s share whatever traits have been created in the game. Character creation via play
can cause a character to become inconsistent from how they are being created.

BACK COVER BLURSB : You're looking for enlightenment at the end of your life, so you
spend your life savings on a drug that helps you travel back through your memories and
find a pathway to emptiness - the legendary Palace at the End of Time. Once you find
the Palace you're assured that after death, the self will dissolve and leave nothing.
Along the way, will you help the others on their journey or will you devour more of the
drug to make sure you succeed?
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