CHAPTER ONE

THE CHOICE
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This is real.

methyst is a Role Playing Game that postulates

what would occur if a trueto-book fantasy set-

ting was forced upon our real world. Our world

is populated by many people wanting more from
their lives. Our fantasies are filled with nymphs, valiant
knights, and fire breathing dragons. We dream about be-
ing carried away by the fancies our mothers tell us every
night.

But what if it was real for everyone? What if it in-
vaded our society? How would humanity truly respond?
This is not some stylized, fanciful view of Earth seen in
books and on TV. Itis a world with all the problems, both
social and political, intact. Would we welcome the world
of fantasy into our lives or would we fear its very presence?

Magic cannot exist. There is no scientific basis for it
to. How could these creatures of whimsy exist matching
so closely to our mythology and religious canon? This
future emerged from the world we know a world where
books and movies written about fantasy existed. People
that survived into this new age saw firsthand what they
had only previously read about or watched. The new
world matched so closely to their imaginations. How
would major religions respond given such massive doubts
to their dogma?
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destroy life qgit does retard the progress of civilization,

preventing technology from operating beyond simple

mechanisms like windmills and bicycles. Where magic is

prohibited, normality returns and evolution and techno-

logical advancement can continue.

The remains of old man live in cities, many like ones
of present day, but walled in against the encroaching magic
around it. Here, they have their
cars, their central heating, and their televisions. Outside,
the fantasy world may be wondrous, but it is also real.
People die from the simplest calamities. Despicable ro- 5
dents with weapons and wicked brains prey on the inno-
cent and unarmed.

Will mankind be able to retake the planet and push
the fantasy back into the realms of our imagination, able to
resume our blind passion for consumerism and industriali-
zation? s this world better than the one mankind squan-
dered?

The fantasy carries its own mythology suggesting
that there are two realms of magic: one dark, the other
light. The source of this energy originates from two pow-
erful gates, the white star of Attricana and black gate of
Ixindar. The main axis between evil and good is not one
where the lawabiding, civilized nations of good battle
against the destructive force of chaos, but where the cha-
otic tendencies of life clash with the controlled and me-



