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   Autumn Lands - The roleplaying game
 What is a pen & paper role-playing game anyway? In principle, it's quite simple: a cooperative communication game with pen, paper and dice in which a group of usually 3 - 8 people experience stories together. One player embodies the game master (abbreviated to “GM” in the following text), who sets the situational and narrative framework and tasks (e.g. “You are in a dense forest in September, it is the middle of the night, and from a distance you can hear a midnight raven croaking...”. What are you doing?"). The players then direct the skills of their character or game character (referred to as “PC” in the following text) to react to the situations specified by the GM. They are largely free in their decisions; in critical situations, however, where it is not certain whether the PC's actions will succeed, the randomizing element of the dice roll is used to decide (e.g. will an PC manage to climb up the slippery rocks?). Ultimately, a good role-playing game round is a cooperative back-and-forth between the GM and PCs, in which an exciting adventure develops for the entire gaming group. What is a pen & paper role-playing game anyway? In principle, it's quite simple: a cooperative communication game with pen, paper and dice in which a group of usually 3 - 8 people experience stories together. One player embodies the game master (abbreviated to “GM” in the following text), who sets the situational and narrative framework and tasks (e.g. “You are in a dense forest in September, it is the middle of the night, and from a distance you can hear a midnight raven croaking...”. What are you doing?"). The players then direct the skills of their character or game character (referred to as “PC” in the following text) to react to the situations specified by the GM. They are largely free in their decisions; in critical situations, however, where it is not certain whether the PC's actions will succeed, the randomizing element of the dice roll is used to decide (e.g. will an PC manage to climb up the slippery rocks?). Ultimately, a good role-playing game round is a cooperative back-and-forth between the GM and PCs, in which an exciting adventure develops for the entire gaming group. 
  
   General information
  
The history of the Autumn Lands
  
 The origin of the Autumn Lands goes back to a leaf that once fell from the Maple of Infinity in the garden of the Sky God. His youngest daughter plucked it and, accompanied by a wish, let it blow with a heavenly starry breeze into an autumn night, where it fell into a pumpkin into which an old man had carved a face for his granddaughter. The leaf burned, and the magic it carried swept away the youngest daughter of the sky god, for it had been her wish to escape the sky, and her imagination let the Autumn Lands come to life. Her soul grew together with that of the pumpkin and the mighty maple leaf, and together they awakened the magic of the Autumn Lands, of which the Sky God's daughter was henceforth queen. And she also granted all other people their wishes when they burned them in a pumpkin, at first without choosing, because she liked to give joy and love. But then something happened that stole the heart of the girl, who had long since matured into a woman ...
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Geographical information
 From a bird's eye view, the Autumn Lands resemble a giant maple leaf with the Winter Lands to the north. The west, south and east are surrounded by oceans, on the other shores of which are the spring and summer lands. The oceans are: the Sea of Cold Winds in the east, the Sunstone Sea in the south and the Western Ocean (in the center of which is the Nameless Rift, the depth of which no one has yet been able to determine and which is said to reach all the way down to the glowing center of the world).
 The Autumn Lands themselves are made up of the countries of September, October and November and are characterized by large areas of forest. 
  
  
Special features of the border crossing
 It is not possible to go directly from September to November. An insurmountable wall prevents this. Similarly, it is only possible to return from November to October or from October to September in exceptional cases. This is due to the fact that time and space are connected in the Autumn Lands. If you manage to find your way back to a previous month, this is always a special gift from the Pumpkin Queen, who allows you to travel back through your own lifetime to take a different path at a certain point on your own path. A special feature of this, however, is that the things experienced in the Autumn Lands are not undone. Thus, the paths in the lands are relative; one person can travel a much longer or shorter distance than another.
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