Time and Tides; a Brief Scenario Idea for any contemporary system.

Scene One: A Tacky Antique Shop in a modern Turkish Town…

A couple on holiday in Turkey: a boyfriend and girlfriend? One is, though he does not realise it, a mage – not yet awakened… He chances upon a souvenir in a shop, a souvenir from Gallipoli 1915, and flashes back to a childhood conversation with his grandmother.  The girl, who is mediumistic (and again does not know it) sees a figure looking at her through the tourist bric a brac, and probably responds badly, while the boy is lost in reverie…

Scene Two: Norfolk, 1914

A group of public schoolboys play cricket.  While in the pavilion they plan to break bounds after dark and visit a hostelry nearby, to rescue a friend from a meeting with some shady racing types.  The breaking bounds and confrontation is played out, but on their return to school they find war has been declared.  They are therefore likely to sign up: the characters would, and so we will assume the players will.

Scene Three:  The Hotel, Turkey Today

The young couple return to the hotel.  Without books or resources it is hard to confirm the boy’s hunch that his great grandfathers spirit appeared to gf; but text messages to ass of a brother and the expat geeks internet café give a little bit of information.  Night falls, with the usual excesses, but after the clubs close the gf starts to hear gunfire and the screams of the past.

Scene Four:  The Train Departs

Now enlisted in the Norfolks the boys set off for the front; they say goodbye to various loved ones, and the train takes them to Great Yarmouth. That night as they sleep in a billot with a Theatrical Boarding house landlady, visit pubs etc, a Zeppelin raids.  The resulting bombing brings terror from the skies…

Scene Five:  The Hotel and Town Today…

A bookshop finally provides some hard facts, and the couple may well set out to visit Hill 60 and the surrounds. While visiting the battlefield there is a strange sense of depression and silence, and the couple feel they are somehow dislocated in time and space. Seeking escape from the oppressive heat and atmosphere they stumble in to a wood, and there fall asleep…

Scene Six: The Beaches of Gallipoli

The boys storm ashore, and encounter ridiculous amounts of carnage.  Horror overwhelms them, and they take up positions in scrapes filled with the dead, the buzzing of flies, and crawling with lice maggots and vermin.  Shells bombard them.

Then it all goes quiet, soldiers appear from trenches all over and the a strangely English calm descends – cup of cha anyone?

Scene Seven: The Wood, the Beach

The couple awake to find that the coach has long since left, and the blood coloured swathe of sunset in the west is sinking lower and lower.  The ramshackle tourist centre has closed, and the payphone doesn’t work.  Worse still, a disorientating mist is blowing in off the sea, and all sounds are distorted by it.  They hear a car in the distance, but by the time they move towards it the car has driven off and they are alone on the highway. A boat sounds a foghorn – if they head back to the beach they become even more lost.  Finally they reach the wood again…

Scene Eight: A month has passed…
Since the arrival of the chaps on the beach . It has not been filled with combat: apart from the monotonous thud of artillery and the chance to catch dysentery it has been if anything boring. Their unit has been back near the beach, heavily dug in, guarding a supply depot. The tedium heat and endless carnage has dehumanised the boys…

Then the order comes for an attack, and the chaps move forward with their unit in to a world of flame and sudden death. By the time they crest the ridge they may all be wounded, perhaps some dead. They stumbled in to the skeletal remains of a coppice, charge forward towards where the enemy might be, and then a shell explodes just feet in front of them and…

They awake in darkness.  They are all lost – they can not see one another, but they are still in the wood, though they ,may realise it seems leafier than before. The sounds of battle are gone and a mist has sprung up…

And then they meet the couple.

Scene Nine: What Now?

The conclusion revolves around how they cope with the situation.  They are stranded in time and in Turkey, have no money, no ID’s and a story absolutely noone will buy.  They need passports, visas, and a purpose.   There is absolutely no way of writing a full outline of what happens at this point as it is entirely player driven.

For one side the issues are largely emotional: coming to terms with loss, loss of ones whole identity, home and culture for the lads from the Great War.  The other couple have an equally harrowing set of problems – how do they respond to their sudden parental role?

