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1“ Th@‘l%st Omﬁ a g‘ame bout fear the hope to save what you care for, the regret®
5 qF wr@f’has been lost, ‘consumed by the end of the world. This is a game for two
yét‘} Que wﬂ!.be calred YOU and will play the Last One, who tries to save himself.
NQ’ ntner player will be the OTHER, controlling the world that is trying to fuck YOU
*"TQg eiher you wnll §l1are an interesting tale.

u'-f--. -
v .'_;;‘ *~% ¢ . -USEFUL (TORTURE) TOOLS T0 PLAY! “
. ,{ g | "

%u need som-e Post—ft notes, a few pencils and two decks of poker cards
(Wthut'-the quers),\‘Whlle not indispensable, it would be useful to also have
J-..(,,."tﬁree red.' gems tQ keep track of the accomphshed CHOICES.

. . .‘ g’ ( » -

HAVE CLEAR IDEAS (ON HOW TO GET HURT)
o

Flrst of all welll e.xplam some of the terms often used in the game:

_‘ "H'b

7P 4 y FEARS created by YOU and used by the OTHER to characterize the mood and the scenes. Ry ;n.. Py :ji\
2 %-they dre'the centre of the setting. wig: B ¢

2 f

HQPE created by YOU is what the Last @ne wants to save and the last bond to what the world was before ﬂneand :
'E‘Q.ELOF LIFE: are the moments-of the game that define the rhythm of the game (mark the time of the ga.me[ ,'9‘ .

L; =T y can Be set before, during or after the event that caused the end of all. AP 1 o s
%"CHO‘ICES are the Barts of the gamewhere the OTHER forces YOU to oppose to what's happenmg Durl{lg'a CHOICE

o “y u’mﬂpla}/ the cards to-see what happens.
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u‘FﬁAQ@S are suggestlons that the OTHER draws randomly to characterize the PIECES OF LIFE. Sk, ERAR e o
1; ‘“{' " SAFE PLACE where the Last One will end hlSJourney % ', --:-
¥ B h.ORf:‘ defines.all the part of the past life of the Last One. B Y Ly
- ‘ .‘AFTF;IS,\defmes all.the part of the Last One s present. 2t X ‘ff?
) WHEN-ALL FELL: This is a particular part: of the story that explains why the Last One is trying to save h|§ ‘f%

TH E END OF FHE JOURNEY: This is the last chapter of the story, when the fate of. the protagomsﬁ; defmed
., / | *
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# . These terms will be wntten dlfferently from the rest of |Ehe text to underllne thelr mportancf"an(rtqi 5 )
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' é Fu:ss WHO'S I-IEHE FOR mmlmg,,(mn ui’ss RAW MEAT?)

L eryone will have some duty to follow: keep them i1n mind whlle you read the text to better
% " zmderstand it. These duties are the basrs of the game. G : |
S 2 * i

>

o YOU S dutres T
o *-j__ Yg)u-must chobse some FEARS.
o Thmk to what makes you uneasy, troubles you or what you wouldn’t want to face.
‘ ) Obvrously you are the only one that can decide what is too mueh. or:what thrills you.
i E '—f‘ ‘; Re’member that the OTHER, rf he IS doing his job, will hit it very hard.

', o

f
r‘? Remember that the FEARS you choose don't need to be the Last One’s. The game
f!‘ S bas‘e‘g on your fears to create different situations you will face as the Last One.

Tir-#.;&r " RGN '
.!‘ ’Play'the game to experience the situation and identify yourself with your protagonlst

the-Last One. Put in the’game what you care for and try to face whatever he will meet, to save >

A & *h{;/HOP‘E g‘f you fail, he loses everything. If you don't think of the consequences, he will pay the prlce
N "'__“ < Wm;n you decide how to act, ask yourself: “How would I face this situation in order to save what I love?”
. 4 ~_'-r__ . ‘;\- p M ‘ : ; .
3 ! q j00se a'HOPE you truly care for. S S
&9 T IS should be something you empathize with. Like your FEARS, this s%ould matter to you..If-'you don’ t :
,,-{ 1 gwe a fuck, you won 't fight to defend it nor worry about its destruction. 41 Sk o S 3
E QT HER;S duties: e A “
F'r‘e&s 'on }pe situations created, mix FEARS, HOPE and TRACKS to create hard PIECES OF LIFE, wlth tHO’C
R that are true punches in the stomach. Make every decision count! 3 ~ % 3 1.-:- b
| T- 24 ol | g \ f . Y
> Ydur auty is to complicate YOU's life through the srtuatlons that you will create during the narratror‘f 4
:ﬁiie ev%ry possible catch to trouble YOU. Take the TRACKS and the events to the excess to force the. : 3
""'7 Mst Qne to make the dlfflcult CHOICES. = 7 :__ R, J i
’ f’-' '1 r' ' -~ ‘ ¥ . ‘. 'y
t-'.'{-: Remember that is always YOU to decide wh,en to make a CHOICE but you, the, OTHER are the pr‘le ;

v
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| 5% - -‘ . ‘}“ | ""_:“ : A ,.",1: 23 Rew Lt ';;
- wWﬁéﬁMﬂ es'tlons dunng theﬂgP‘bEE prck lrgereStmg subJecIs thagé’u knew b‘étter
! than tﬁ*e’*;agfo‘fgesa..:'-f.*;x:.- & LRI e R PRy PGB N g
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: b AR " p ¥, 1.';\_ . '. :; 1‘ ﬂ .. 2 i : . | - * '_ 5 r..'-
S Y, "."?’:.'.’"-"""l it (G *, o LET US BEGIN [; THE SLA“‘, HﬁEHlNﬁ) PR & , ﬁ QF S TR, et
by e O N B S | w \ Y he
:gijh' d:fds gone tQ. ljell Somethrng happened and ‘everything you knewiof the world h,as ccﬂlapsed Nothing is certaln ahr‘l'none g oF "
Yoyf%on\fmﬂohs are un lear. Do you remember the last post-apocalypse hotror rhovie ydu saw? This is even worse than that. They all sl

. ?. st{ess@H ﬂ:latthe end of the world was coming... talklng about the Mayan Calendar and of zombie. apocalypses; and it Iookleke they were nght

\’Vhe?e wenreayou when it all fell apart? Well, you had a lot of things to do; a job, maybe a famlly a lot of little hobbies. But now out - 7,
,\,qfheﬂ'-r eirerythmg is a horrible mess. People are dying all over the world. Untold numbers are suffering. And there are even 1l:hrngs best Teft » ,
fms%ld . But th,ereﬂs still hope.Like a light in the darkness... A safe house... You gather the few remaining things that you still possess and take
Jp-f.he I‘Oad ‘seekmg your last chance at survival. And you are not alon'e Someone you care for... something that matters to you the most
| :us.nu-‘t the_re And only you can save it no matter what the cost. |
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"~ ‘Look yourselves into the eyes and decide who is YOU and who is the OTHER. 3 il A

-Q}YOU; Chbose \}yho you were, what you did before everythlng fell apart and describe your appearance. You may even base the phy5|ca|
descrrptlm on,ydurself It you want, that erl work too. Write it all on a Post-It note and place it on the table in front of you.This |s@.EFORE o
*E'%"":' And the pérs Q you have described is the Last One, your character in the story. Now, write down at least three FEARS on another Past-It not,e

Thlr‘ik yery well.. They must be three thmgs that scare you and make you feel uneasy. These are tmngs the Last One will have to face. '}}*h*

Ypur emotloﬁs are.the Last One: S emot’ons When you feel scared, he will be too. In this game, when you face some FEARS, try to rnake thém
(‘; :,eal!y p rsonal Favor FEARS abolt plages, about physical dangers, and of things that can easily be used by the OTHER. Why? Because thls'
| ﬁa 1€ w ashe ;- arjd qwck,game Think of FEARS that can easily be connected to stressful situations. L VI S, D T

f

-

ne t%ke five mlnutes to explain to the OTHER what these FEARS mean to you and why you chose them. Put the'PdS:t:-lt n'ote v..

YOU: Choose now what you are fighting for and deCIde (
fr% what it is. This may be a person or a thing. "This éﬁe and

ﬂ; f/,g’%r ' only thing is your HOPE. Be sure to choose s'c:rmethur?r ‘L

) ‘4 L that you truly care for and you will give to the*Last Cﬁ1e R
the task of protecting it and savmg It from al the . - o -
destruction happening in the world. The ,;;JQPE“h]qst be
vital to the Last One. The OTHER will place tl;ns HOPE at‘
risk. If you want, you can base your HOPE on a real e
person you care about, to generate more tensron and 5 \
empathy. Make it count. L X *fzf e
The OTHER must listen very: carefully as YOU ex«plarn' c ur f
HOPE.The OTHER must place it danger and hit véry hard ,.'..

.'l"""""

to create powel'ful andjnterestlng palnful CHO.IQEQ’ ™ |
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N ) ;h ) ‘SAFf PLACE. ThlS is the sanctuary, the I|ght lﬂ the darknes'?' that wﬂl gmde your steps to salvatlon Tt’le piage-",” g-fi "ﬁé“é o !

o N : last'ch ce: | A R GRS : : Vil [:'"- "‘f."wi; * ﬁpﬁr ":%ﬁ-ﬂr

‘ O/T THER:.Take the FEARS Post-It note and read It. &rleﬂy narrate how the world fell apart and be sure‘to generate t é@torruﬁég YQUSS th’r‘ee

% FEARS Pushyour brain to come up with ideas on how to make the world go through a really bad situation based on them.- _For'ExeLh-hplg AV

| don t be content with just a virus making people crazy. Create a story how the virus drove people insane, with peoPIe albover 'dylng aqd‘i
4 ol blood,pamtmc_.'; ﬁthe streets. Talk about how the few remaining survivors spend their lives in isolated Iocatlons leavmg abandoned -Eltlésf / 1

> 8 .the mad .ones hunt down those who have not been infected. ‘ : £ o e o AP L "‘E J '

's:..- YOU gave you suggestlons when he wrote the FEARS. Use them tb’t’reate a believable terrible world. Avoid USIng comrcal or funny thln@' .
P tf YOU finds zombies funny, don’t put zombies in your game or YOU will just end up laughing. Feature the FEARS in the bac,kgroﬂ'nd -t 'e)r“

I

feeloppresswely present all through the game. This is the AFTER. , oy AT ki MERAS L5
-.. - | o 5. PR -..:;,-;-*'"'-.n- o8
'y o\ i "J*"-“’r"‘h‘?r'. R Vi
Now take the two decks of cards (no jokers) and shuffle them together. Put the deck in the mlddle of the table. ' ‘a'_,f', _! Wy -’ N
"‘-'.-,":r "' _ o ' ? L e “‘rﬁ..'
el HOW DOES |7 WORK? (PUT THEM INSIDE A MIXER AND GUESS wunrzgumes oln) %
. s
The Last One is a role-playing game. It is of two people hawr’:g a conversatlon whe = the they te‘l
Exomple FEARS an imaginary tale and build a story filled with horror and regret. It is like the hckr »Mio) yw
Qakpagihg violence love, only here YOU plays the protagonist and the OTHER has, the par ofptﬁ o y 4
Abandoned and haunted places sound complicated, but it isn’t. You'll understand soon how SRR T ﬁ‘f '-‘i’
For a better clue of how @ames with The Last One should feet chec oUt K

the list of movies at the appendix: They are useful reference{;é;df_

Blood
Needles inspiration from to get ideas on what to throw into youf mme,

lorture The game is divided in seven moments called the PIECES o-s Lﬂ:E
Grave illness These can be set BEFORE, when everythlng was still ,flne»an.dan
Sivoding which can be used to humanize and better give tharacter to 'che .r,
Last One. While other scenes can be set AFTER, wrth e({érytﬁrng
messed up and the priority of most is merely ’t'o surwve: The(e “
is one moment set to WHEN ALL FELL which shall b€bse¢tt

J' 8

characterize the HOPE of the Last One. And finally: éne P
last moment which will be THE END OF THE JOURNEY
‘where-we will discover who survives. ro RIS
W Yo
..f: . > :L | o gl s T - 9. V¥
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o b I’HE“J‘ounﬂtv (Aub-mt ATTACHED MESS) R R N e

< s *:’i- ‘ :&?@ L‘i‘;‘ '."z.-:- i o 11 * 2
Nowgou are! r.éady"to pl ay.. The [ast one will Journey through a mad and twlsted world,
faqing( FEARS a’nd tryiﬁg to save his HOPE. TheJourney splits in PIECES OF LIFE, which
"‘ j\e ste‘nes,set BEFORE or AFFER. Some of the scenes will lead to a CHOICE. And all of
3 ¥ __ f‘e‘se CHOICES Wl" gathep at the END OF THE JOURNEY.
] :'*'-'.'i? '“«' e
V" 1°nEchF LIFE: WELcoME TO HELL (TICKET NOT nEruunABLE)

- ..:{fb.THER S,et the scene'AFTER when everything fell into madness. In th|s part of the story,
mtrodpce' the §tart|ng situation which the Last One must escape to continue his journey.
""’ Draw 3 c'ards from the deck, without showing them to YOU, and go to the TRACKS section
"l-éa ﬂf the Boqk to see what the cards mean. Use those suggestions as much as possible as you
, ,. descrlbe the scérfe. This is the starting point of the game, so describe what you feel is best.
h‘l§et new ch@r}cters if you must. Defme the location, the time, and be sure to create a vivid

initlal scene £3 -

{ YOU Listen carefully and ask quest1on“}rvhen you need help to better understand the situation.

Y, You ¢ @ change the details the OTHER makes.

ﬁ*fb aﬂl‘hé questlons and then adjust the situation only if you think it's necessary.
do not have to help him deal with the situation. You only need to be

derstands t'he situation clearly so he canycome up with a way to deal
1‘-;1 . ,_.- . ‘

’?m -
= 8 "

.,. xafm-ple (Based on the movie, “The Dawn of the Dead”): The OTHER draws 3 cards: 8 of spades (a wrong ldeaj R
i'! 7 ofllaﬂ'ronds (a d'i'sgustlng thing) and King of spades (a bad wound). G 4 * »

S . “‘ :
'_‘qﬁj mYGB’ llsted one of the FEARS was zombies. The OTHER describes a place besieged by the walking dead Badly Ve
“'{' DUI barrlcades are collapsing.  The air is filled with the smell of the rotting dead (a disgusting thing). There are. -

B flve the'r survivors, with the Last One and his;HOPE. One of the survivors suggests that they cover themselves' up

. with QJS and pieces of dead bodies (a bad idea) because he recalls seeing it in a movie and it wo'H<ed, B
fthq' §urwvor’s discuss what to do, the roof begins to tremble. Something above that is big and hea,vy is _' ‘: ‘.
S ’:1- g Y

to cause lt to.collapse! Could it be the helicopter that crashed on the roof a day ago? W

lth

.,.l"l-

- 4 "
N ’l
- -
; I* l_‘
. o oS g1 }" . ¢
% . - L]
' . ' L] |
s’ i > 'hi
.‘,! . r!
’ v . J b :

.
1
"y 4

B

» .

-
» . 3 . ' ' ’
¢ ,f l',L ¢ - . yn " s # !"r‘

YOU: Talk’and declare the actions'of the Last One. B AR B o e
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X _; Let’s contmue
“ i ‘i_. i * ;,_. : #';

ens and dlalogue' of evetyone else'ﬁ:i the worﬁl mcludmg tl’le HOPE wnll be decTated by yoli“ 1You Lré"not force
Fn‘the cards. You-can even Keep the hmts draw“to use later and tell your own story for now. ‘The- po nd;..is yo{rf -

c"a:;ds Can be dlscarded so you will have a better lgea on how to play them than YOU does at the end of the gama ',‘-‘ _._ :,fEf;_ }‘_'-"-:

> ‘ the OTHER and he will give you the answers.
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:1 ’YQU A'ct for the Last One. Describe his actions and wait fer the OTH ER to tell you how the world reacts. When |n doubt on any detajls, agﬁ? %
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. OII' HER Be in control of the scene and react to the Last One’s actions. Be sure to create problems and complications. Do not wony aboui’ﬁﬂiﬂﬁg

T ll

too hard. Your duty is to put YOU under pressure. If you need them, you can even introduce new events and characters or twist tlpe'scen‘e wg;h
! "‘lgurprlse attacks, people vanishing, and anything

CHOICES happens Oh’ﬂ( AFTER, so the cards are
used 0h‘.¢1 durih3 these mOmenTs. Evero’ PIECE OF
LIFE set AFTER has three CHOICES Hhot must be
Pl.au,ed.

When o CHOICE is called for, both P(au:e,rs drow
seven cards. TLeu' wiu. heeP ‘Hnese cards uh"‘i( ‘Hne

end of the PIECE OF LIFE. Some effects may
allow olou +o drow addi+i0ha[ cards, Eu+ usua.uo'

11014 Lave "' 0 dea‘. wi‘Hn a.LL CHOICES wi‘Hn u(our
S”'N"hhﬁ hand.

else you may need to create a dangerous situation. Keep in mmd to dct a‘hd gtude the HGHE ;f
- 7% 4 .__. " i ‘

YOU: When you arrive at a point where you don t like what is happemng‘llke when’ you wantu- -

to evade something or kill someone, that point' outlmes a CHOICE It is tlme tq use the tards, : -,_

OTHER: Take some breaks during the narration of e scene When you seea potentlal G."HOTGE
be sure to give YOU time to think and react. If a ca‘r for example Is going to cr ' J:hé}
Last One is standing, stop and give him the time to decide what'he Waﬂts tﬂf ? -

If someone pulls a gun out, describe to YOU who the man is threa GNIRG ?

give YOU time to consider a response. When.a monster, for exa afta s'-"r-

HOPE, be sure to give You a clear plcture of the danger and-;sﬁmp‘tlme:*a" :

decide on what to do. . . A :

'ﬂ_‘ -

-
YOU: Call for a CHOICE when you feel it is the‘only Way g) %‘iv

the Last One’s life, more so to save the Last One’s H(SPE 2o X7 |
Call for the CHOICE to tell the OTHER he can stop ‘for -‘;{Ehf"f;
now and itis time to draw out cards. If you don‘t cajl !i' Mgl
for a CHOICE, the OTHER can simply say the gun f|re§

and HOPE now has a third bloody eye socket
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O'EHER.eEa,eh threat ahd vvlst myst be added to create momentm:n in the narl"q.trvg Don‘t be predtctable or make the char ' -at lfle idiots ¢

;‘,{pn , ey.?é‘aly are). ..Exaggerate too much and the game loses its mood. - Fhe fundamental rule will be this: if YOU doesmb‘t ¢ 94:‘!'?1@
1 tlzetla.rrétivef.he Eanu e cards to madify it.. So feel free to describe the zombie I&aping at HOPE-to devaur her, because YOU can th-en“call for"'
ﬁ CHO,lC'E to‘use the cards to stOp it! - 3 ; B Sy Y

P -l—,:\. e .. ui | o R :
§ '-“: ‘;‘;,:r.'; " .- -": ' 1# o . e - _‘_H s b
ry s ES “.h@lawr has 7 cards (they should not show them to the other player). Each chooses one to two cards and places them féce down-pn the’ . |
y g, table’ Then they r.eveal them at'the same time. Whoever has the hlgher value wins. : i S, ’,. M
e ~ . : < S AN
;qup, in erd the{ollowmg _a,.:__;-_--.a__,--_

a} The value oﬁany Aces is 1. If YOU loses, the OTHER draws a reserve card for free. It does not matter who. played the Ace. ;
- b) The Jack wrll,always have the same value of the weakest card on the table. If the player who played it loses the choice, the card can"be -fﬁ
1.,.‘ ,.’rétur-necl te his hand | ’ | 4 ﬁ
" CL The Oueen Haya value of 5. But any cards played with the Queen increase their value by 1.
| d.{ Thel(mg 'haS\a value of 10. But the other player draws a card.
,: 'lf any player ,Eunhappy with the results, both players can add another card face-down on the
S afble .startlng*wlth 'the losing player - Then the cards are revealed and the new sum is
ul Whoever has the hlgher valfle Is the winner. In the case of a draw, the Last One

lqula d
%’“ ,}.njl Wms;; i

rRia 'er belreve )70u are wmmng and waste afngher valued card. It's

ad w‘!gﬂd Sfemember? . ;e

X ‘:;‘.f MG‘ . om
qE ring PIECE. OF LIFE, YOU must face3 CHOICES before being able to

. proceéd#o theé nexticene. All the CHOICES must be accomplished

”"" “l.‘:hjg t-he cards jn his hand. Blufﬂng Is part of making the game

y-;.v rn'ore fun! e ¢ : >

‘:l YOU wins, the OTHER brleﬂy narrates how the Last One

-

\ ‘resowe&the SItuatlon The game then contmues ».
X AR 'y
\ . v . , A N
N . - _ .
4 lf the.OTHlERawms YOU narrates how the situation goes to hell in spite of the Last One s best efforts e :
The ‘game then continues. 3 \ gage _ﬁ B

'Notice the ‘exchange of narrative duties? Keep N mlnd that with a CHQlCE yeu can t Kill therlmst ""

or destroy his. HOPE:before the END OF THE JOURNEY. There are many ways for either to( Qé_ﬁmjlﬁéa
Wrthout klllmg the . (Is she mfected? %l/@s he badlfdrs&gured'f Are mey@omlmw Eﬁ‘lb’t GEF-

L | [

2 . e 1* o . : b Ao ' _ ey
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. ely ES are done, thé OTHER eloses t,he’ﬁ;ECE ‘OF ﬂFE by descrfﬂ‘rng

thesﬁsequ es of what happened overall At tlms point, nof‘e who won more

o‘l‘ the CHOIEES. . : Fe d o ‘

If the wmner IS hhe OTHER, the OTHER may draw a card and put it in a place you

| descl‘gnate as your ‘Reserve. When you draw a hand of cards during a PIECE OF LIFE,
4 you may. replaceﬁany number of cards you want with those in your Reserve.

wi .Remember at the END OF THE JOURNIEY, if the last CHOICE is failed this can lead to
> ““the HOPE's destruction. The tension gathered during the scenes shqDld heighten the BE ORGf NIZED ' B
'thmax of the ending. Try to save the cards in your Reserve for the perfect moment! P RED “’\ﬂ
lf the ;yvmner is YOU: YOU may draw a card and put it in a place you designate as your

r"l't‘ésen.afe When you draw a hand of cards during a PIECE OF LIFE, you may replace

E “"any number of cards you want with those in your Reserve. Remember: At the END OF

| “THE JOU‘R’T\IEY If the last CHOICE is failed this can lead to the HOPE's destruction. Qo OV - . - i |
ygﬁe,s‘qre ygu use your cards wisely! 'S | el A\ . ‘.
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’*9“ PIEEE OF LIFE - MEMORIES OF A PAST TIME (WHEN YOUR NEIGHBOURS DIDN’T TRY 70 EAT Yﬁll WHILE YB‘

U'SH'Y
N The scgne |s§et BEFORE, back when the world still had meaning and the Last One lived through small and blg prc:zﬁI:)lelﬂ'ns,gf\tlfég;j'L C
BEFQRE are memones or flashbacks. Use them to characterize the Last One and to empathize with him., . g

. s f BLE &
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_ Choose a hlnt to set the memory. It should be melancholic such as an uns_olved situation er a regret fdrsomfthln ’
O c.eUld do and didn’t. You can choose a regret that somewhat touches you. Start telling the past.of the haat ﬁe arlel Al g
* event that, includes the chosen hint. Examples may include: The last holiday wrth-your beloved.” A _jOb m-terv;ew yo&,‘;‘- _;,;gq;i“
E refdseg t@f take A fight with your brother that you never settled. _ “5 * --'5' "~ ¥ ,!? &

I' - tf
fb’:‘

OTHER Sit ﬁack and enjoy the show. There aren’t cards to play or CHOICES to win in a BEFORE sessmn Ytﬁhqnlyf.,
hav'e to l|sten and ask up to three simple questions. Ask when you want to, when you think that it can un ttle i | _,__g-""'
YOUfor make him feel greater the regret and melancholy. Search.for inconvenient questions but avmd anf ‘.

q,dous' ones. Emphasize past moments, such as the little problems that make it a bad memory even ‘whe
"":‘ gﬂipared to the AFTER. You can also ask for the reasons behind sbme decisions or why some’ relattonshlp

QT
ﬁ\’/erén timportant enough to become the Last One’s HOPE. M ;‘

r“*; o ){OU Pay attention at the O'FHER S questlons and answer them. Thlnk of him as yaour conscience,

* -'.»a:ill?g‘if what you are tellmg qsﬂalso what yQu really th|nk and if yo’u are sure that thlngs went that
| _ay:;_r .-l"lwr i 42 '*-*F i ‘ﬁ' | "; LA

< . 41’)" ey av .y I~ “} ’ Raeis

gV tlle anSWEr to.the thn'é‘guestlon ‘the BIECE OF LIFE ends. NW we khow VR

Hspmethlng mqre abaﬂt the Fast One e B P <-??w | T e
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3° HECE OF uF! THE JWRNEY GnEs ON (ISN T SWEMMHSM

OTHER: The story should be once agaln set in the AFTER. Draw 8 TRACKS. and
follow the rules as per the¥first PIECE OF LIFE, but tie them in to fhe prewd‘us
events to give a sense of continuity and to create new proble'tns and troubles |

for the Last One to face. . __-?,;_'; A,
o 8 Nk e ol J
W A . 28 N "‘-‘- | .;
When xou draw your hands, the player that lost more CHOICES dunng the ° _\’,.. .
prewouS‘PlECE OF LIFE can draw up to 2 cards and must keep only 7 of them .
4° PIECE OF LIFE: WHEN ALL FELL , \ Y
(1T COULD BE WORSE  MAYBE) N .t."
YOU: Set another scene at BEFORE. Like earlier, follow the rules for the seoand PIECE
OF LIFE. Focus on the tale of how the Last One faced the dawn of the end. Y'ou..ha
to describe the moment when all fell apart and the apocalypse began from Ihe-Laft;
One’s point of view. Where was he? Who was he WIth? What were the cwcumstances _
of that day? How did it make him feel? PETSU e o %
43; | 2&-" | r 7
- OTHER: Again, you are allowed to ask your three questions. Try to underlme ¥~ 4 SR A
everythmg the Last One could have saved, but didn't. e MRS 4
m:gs..or u|=; snu.. THAVELLING ('T’S ALWAYS THE BES WHO GOES FIRST! AHE vou STILL Hsfm)
i »OTHER The scene should be set in AFTER. Draw 3 TRACKS and follow the rules of the first PIECE OF L1FE -
b 4;., Use the memories of BEFORE and the events AFTER to create a good background and to comewup wnth o
Y. new deta1ls and troubles. Start talking about the SAFE PLACE and give some hints or signs of wh’ere this'is.
5 X : / TR N LR §7 P e
. ‘*; , \ | . - ‘. X
B G 'Whenyou draw your hands, the player' that lost more CHOICES during the previous PIECE OF L.[fE‘ can i!
~.-' Sdra W9 cards and decide to keep 7 of them. AP ._‘{ ;.
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o BIECE LLAFE; - HOPE (n’s THE tAsr tomt mm AFTER Y0U)

N "YQU This is tHe last scene set in BEFORE.. Follow th?"e rules of the second PIECE OF LIFE,
But focus your story on the bond between the Last®One and his HOPE. Talk about
_his .feellngs and l'qe reasons that make the HOPE so important, and its meaning.

B tﬂ .
' E | C)THER Ask your usual 3 questions. But this time, focus on what makes HOPE
- ‘bEautlful and a source of happiness. The questions should warn the L@st One that 4
'.{1 : he could lose HOPE so close to the end. g & s
i .« 7° PIECE OF LIFE: THE END OF THE JOURNEY
4 'r'.. ¥ (CLEAN THE BLOOD BEFORE YOU GO)

R
QTHER \upare near the end. This is the last run. The SAFE PLACE is near and awalts
i;l;e East One and his HOPE. At this pomt you can attempt to kill them. Follow the

gﬂ-es.&r the first PIECE OF LIFE, but remember: during the last CHOICE the HOPE can 'h
De deStroyed ¥ 5
"!im ‘,_:.1 oy ,'*q, b 5 '_

YOU I_l;you ltﬁe the last CHOICE you still have one last chance to save HOPE. The Last One can be sacrlflced to save rgs HO

r‘.

O
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| '= P O s ¥y
WAE R § VRPN S,
s . : ; .‘-f“l o . | . - ) .;.i.- Z
“ Whérfyou Know: the winner of the last CHOICE, start the epilogue. ¢ 1 214 AT
* "’i oA 0t 7
s B ‘ﬁ_ ::1'..._ " Y. . : _; 2 & oY
e o @ ST FINAL CREDITS (SEARCH FOR YOUR NAME!) -~ % .
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The story has now ended. Take a few minutes to narrate how the tale flnlshes startmg with the last CHOICE
Dld the Last One and his HOPE survive? Is it a new beginning for the world? Or is the end JUSt temporé.ﬂly

" ‘ *' ed7 Wnu they spend their lives happily or will they still eventually die? The most |mportant ques,tfl_ph iss.
changed forever in the Last One? ,_ . & 2\
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A A T e s W0 LGNt Rl p B Y ket SO0 DA A R S P
WAL [N i R R How 1o me (nmnov) PEtEs OF LIFE *55{ -..'";z .
d R ¥ e
{4 Here are some hints on how to create gpod PIECES OF LIFE The appendlx also has two summarmng -
sheets . TR, B ¢ : e e RN L
| | 5 - : i B ‘
OTHER How can you lead the Last One to a CHOICE? For YOU into scenes whe‘re he has to drsagree
Here are some examples: % v\ ?' R U
“The three men jump on you_ with knives and attack!” \‘-'.‘_ %
“The guy-starts shooting bhnd.ly at the zombies, but your daughter is in the firing linel” Sp £ =2
“You take the car, but you realize too late that the truck in front of you is out of control and the We o'f
you are about to collide!” 3% s

In all of these examples, the common thread is they all are scenarios YOU will be against. You dorft“, .
‘have to always make them too hard, though. A car that stops in the middle of nowhereé fallmg |
skyscraper, losing a backpack during a run, are also good CHOICES you can offer to the Last One. -+ -

'"‘" R #1&4*%»}
"=YOU How do you arrive at a CHOICE? At its simplest, you call it. Mind what the OTHER is SE’hdlhg\

| agamst you and listen carefully. Things can go very bad. When you are Tinally gurdmg the Last. gne

to the SAFE PLACE with his HOPE, remember the only thing that stops the OTHER fr m tellmg T8 -
really bad ending is a CHOICE. Keep this in mind! Given the examples above, if you, fon t dp‘anythmg s
to evade the truck, it will crush you. If you don’t stop the guys with the knives, they will cut _\?gur SN
throat. So call for a CHOICE so you can say “l want to stop him and | push him down t’he stai 178 “i (
If.you win, you do, what you wanted. If you lose, you can decide how much you suffer from he }., .

| danger and that's better than dying. | TR L 0
¥ 2 , Y * ‘;5 a --.;

O#HER: You need to calibrate the tension during the game. It's not that drfﬁcult te be ?'lqnest |
‘The whole story is just a run to the end, where things can go really bad. What happeﬂsbeforemust
be used to prepare the big finish. Follow this scheme: use two bad situations and a lighter one,, " 3
_'change the order of them during the different PIECES OF LIFE and watch what happens., Thlri-k of
, ".‘ new'broblems based on the Last One actions and remember that you can always make.that th &2 g
; r*“‘ Jump out of the shadows. | 4 _* , ‘fa‘ 2
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L Underestimate
‘ J a danger
&
Trauma
#
E Violence
Deade a matter s & _
Nightmares
v &
ﬁ Persecution
Theft
a A wrong
thihg 1 idea
| . A dangerous E |
| At Lying
{ - -place ., 5.
@ o |
Sagrifice © e
tA,C'c_ldent Invasion
-Ugexpected Suicide
tvfflst
Wron ful .
, g Addiction
accusatlons
L 3
& *Madness -
A &b,
X g AP E
P T v e B
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SPADES

r ° J Mutilation
B e "5--
Pain g, b
' 9
lliness
e Sensorial
e oy damage
H Horrifying
ol situations
Massacre
Lack of food
Lack of sleep
5
¢ ¢| Lack of water
N
Segregation
< Kidnapping
!
Stress
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R

?nAcks'

»
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HEAHTS

r v J Apathy

: ® 15
Delusions

& ?

ﬂ Emotional
trauma
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e Y ‘ ne thes to reprj)duce the typlcal style of horror apocalyptlcal stories. One could wrrte a kit of pages to try to put
rf yoﬂ*anjoyé;d any of these wprks you will quickly understand what this game is supposed to be llke .
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J\'g} ’agtlftc;iafmrus a stronger and virulent version of the rabies, infects all the UK and changes people
r) r‘ff}to Fﬁrafand f‘erocrous killers. Jim awakes after an accident 28 days after the beginning of the
\ b msaster dnd neéds to find a way to survive. A3 -
o ...hast One"-J'm - ."""‘ : 2 : iy
' "Fears To'be chased Rampaglng violence, Fall of society.
.. Hope: Selena orHannah
J}Safe Plages An. rsolated village in the north of the UK.

THE“ROAD‘(ZM& JOHN HILLCOAT)

Aﬁer a. worltiWicle disaster the landscape is gray and desert-like. A man and a child are crossing the
US(A with the,ghope to reach the south where the climate is better. They must face a desperate and
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2 _‘.“ _‘ cJear ateack destroys New York and a group of survivors finds shelter in the basement of their former palace They 3 'F-‘_
Jockeld in their refuge they face par.anora fears and the law of the strongest. : 2 W -'_,_'-g. W e
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g The Year is 2012. An outbreak destroys humanity changing people into vampires. Only one man

and trLes to find a cure to save humanity. G N =
Last One: Robert Neville , : ! gk Ao s '_ e . .
Fears: Lonéliness, Vampires, To be chased. | BTS2l B o e 3 ;f’»:,’:f? e |
Hope: TQ find a vaccine. - é" s R ot R ':"";Z LY TR &
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YOUR DUTIES
Push on the srtuation combine the FEARS, the HOPE and the TRACKS to create heavy PIECES OF

. LlFE’ Wlth really hard CHOICES. ¢
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Y Y "**Yoilr duty is to complicate YOU's life through the situations you will play.
Use every possible thing to put him under pressure and to complicate his life, use the TRACKS to
{ut hifn-in the hardest way possible and force him to make a CHOICE.

“. l'\’ememl,;\aellr that YOU is the only one that can decide when to make a CHOICE, but you can play -
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) Draw Z cards., or draw 9 cards and discard two of them if you lost the PIECE OF LIFE before this ope: ¢
’burmg the seventh PIECE OF LIFE you draw 7 cards, even if you lost the PIECE OF LIFE before. f‘f'
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5 -_, YUU mus;t;c!iirose some FEARS think of somethlng that unsettles'fyou makeshyou shlver_
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gt SR 4 pr terrorizes yoy and thatyou will not like to face. Obviously you are the only one that
R "E*‘-,t _: " can-..deCIde what iS thrllllng and what is too much. Remember that the OTHER, if he does

% .!‘C,,; A h.lSJOb WI|| hlt very hard.

Reme‘mber that the'fears you choose aren’t the Last One’s. The game Is based on your
fears:to create sgtuatrons you will face.with the Last One.”
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ExPerlence the situations and identify yourself with the main character, the Last One.
“He wrll (ace a lot of bad situations and you have to make him risk what he loves to save

h'5 HOPE | 2
s " : 2 nyou fail, the Last One loses everything. If you don't think of the consequences, he Wlll
55 f 1._ ~ ,gay the price. When you want to act, ask yourself: “How would | face this to save the one
,___"" .‘."-; l!_ 84 ¢ HO’Ve?" - R -
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f“tgﬂgose..a:HOPE you really Iove If you don’t, you won't care nor fight to protect it and it .
c? t h rt ou if the HOPE Is destroyed. HOPE must be someone that absolutely matters. v k™
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o~ Draw 7 cards, or draw 9 cards and discard two of them if you lose the PIECE OF LIFE before thrs one': .
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The Last One is a game about fears. Itis a game about
the hope to save what you love. It is about all that has
been lost and destroyed by the End. The Last One is a
game for two people that tries to reproduce the feeling

of a horror movie, building the setting on the player’s
own fears.

The game requires no preparation and has no character
sheet. You only need two decks of cards and an hour to
play to live a strange voyage between salvation and death.
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