Farewell, My Youth
The children looked at the lifeboat in dismay. It was small – barely large enough for two of them – and in a terrible state of repair.
Abbey spoke up. “We will have to find the parts we need. It’s our only chance of escape.” The others nodded.
“But who will use it?” Eddie asked. “There isn’t room for everyone.” 
“We can decide that as we search.”
“Yeah!” Billy exclaimed.”Whoever collects the most parts can go.”
“Very well.” Abbey said, turning and walking back into the cloudship.
Eddie looked at the others. “And who gets the other seat?” The children shrugged and looked at one another...


Farewell, My Youth is a story game of Victorian fancy.  You and the other players collaborate to tell the story of a group of children escaping a doomed cloudship.  Along the way you collect parts to repair your lifeboat, form bonds and choose which two children will escape to freedom. 
You need the Plot Clock, Character Postcards, Device cards and a d6 for each player – these should be different colours so you can tell who owns which.

Starting the Game
Give each player a Character Postcard at random. Play order is always alphabetical, Abbey-Billy-Charlie-Daisy-Eddie-Fanny.
Each player makes a statement about the purpose, appearance or history of the cloudship. Then they make a statement about the doom that is approaching – be imaginative here.
Place a counter on the Plot Clock’s “start” wedge. 
Shuffle the Device cards and turn the first one over. 
You are now ready to begin play.
Play
Play revolves around the characters seeking devices to repair their lifeboat and forming relationships with the other characters.
Play proceeds in rounds during which players take it in turns to frame a scene. When it is your turn you can choose to frame one of three types of scene.
If there is a Device card turned face-up you can;
· Take an Action to obtain the device, or
· Have a Flashback
If there is no Device card turned face-up you can;
· Have a Flashback, or 
· Escalate the situation
Action scenes
In Action scenes you describe the situation your character is in and how they obtain the device that is currently face-up. You can involve other characters in the scene and other players can introduce their character in any logical fashion. Any player can make suggestions that they feel will add interest to the story, but you get final say over your scene.
If no-one objects to your description, you pick up the Device card. However, any other player can challenge you. The challenging player describes what their character does to gain the device instead.
· Both the narrating player and challenging player place their die on the table. 
· Other players can “choose sides” and describe what their character does to assist – they place their die next to the die they are supporting. 
· Players who do not have a character in the scene can “barrack” for either the acting or challenging character by placing their die on top of the die they are barracking for. 
· A player can choose not to take sides and keep their die in their hand.
Dice are rolled. Any player whose character is involved in the conflict rolls their die. If another player has stacked a die on yours, you get to roll that too. The player with the highest die roll wins the right to narrate the outcome however they like. Give the Device card to the acting or challenging player, depending on which side won the roll.
If a player that supported wins the die roll they can swap seats with any player that supported the losing side. 
If the high roll is a tie between players on the same side, work together to describe the outcome but no-one can swap seats. 
If the high roll is tied between the opposing sides, work together to narrate a resolution where no character obtains the device. The Plot Clock counter moves one wedge forward.
Flashback scene
During a Flashback you frame a scene from your character’s past that reveals a relationship with another character – you are establishing a friendship. Any player can interject with a crisis that jeopardizes this friendship. The active player and challenging player place their dice. Other players can support or barrack, just like in Action scenes. The dice are rolled and the player with the highest roll wins the right to narrate a resolution to the flashback. If the active player’s side wins, the active player can swap seats with any other player. If the challenging side wins, they choose who the active player will swap seats with. 
If the sides are tied for highest roll, describe a scene where the friendship is neither strengthened nor weakened. No-one swaps seats.
Escalation scene
Escalation scenes make the situation worse for the characters. Describe how things get worse for your character and/or the cloudship. Other characters can be involved in this scene. No dice are rolled in an escalation scene. When the scene is finished you reveal a new Device card and advance the Plot Clock one wedge.
Turns
When the first player has framed their scene, the next player has their turn in the same fashion. When all players have had their turn the round is over. Advance the Plot Clock one wedge and begin a new round.
Escape
The game ends when the Plot Clock counter reaches “End!”. If this occurs during a round, players that have not yet had their turn may frame a Flashback or Escalation scene. 
The character with the most Devices fixes the lifeboat escapes with one of the other children. If there is a tie for who has the most devices players can bargain and trade Device cards so there is a clear “winner”. The players sitting on either side of the winner challenge each other for the opportunity to escape. They can put forward any argument, petitioning the other characters to let them escape. These players place their dice on the table and other players can support or barrack as normal. The dice are rolled and the winning side indicates which companion gets to escape. If sides are tied, the winner chooses their companion.
Each player narrates the fate of their character.


The little red lifeboat rattled as Abbey and Charlie settled into the cushioned leather seat. The rigging that secured the lifeboat to the cloudship vibrated with the strain of the tremulous disaster that was unfolding above. Abbey turned the brass key in the console, “Say goodbye, Charlie.” Charlie looked up into the launch bay. Daisy and Fanny held each other, sobbing, and little Billy stood beside them waving pathetically. Eddie stood apart, his face a confusion of emotion. The tool satchel was still slung over his shoulder, the hand-crank in his fist. He really had thought he was going. Charlie began to raise his hand in a farewell gesture, but Abbey pulled the release lever and they slid off the guide ropes and into the ether… 
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