WHAT BEGINNING PCS KNOW AND DON’T KNOW
What PCs Know (or think they know) When the Campaign Begins:
1.  Psionics-powers of the mind possessed by every member of your village
2.  Taint-destructive residue of Aberrants that infects most of the world
3.  Gel-almost magical substance that protects your people from Taint
4.  Aberration and mutations-horrifying effects and powers of creatures infected by Taint
5.  The world outside is deadly-in virtually every way imaginable!
6.  Stories of ancient wonders in general terms-destructive power, ability to fly, cities in the sky, no disease or pain, unlimited food, 
7.  It has been six generations since the Aberrant war-perhaps even longer
8.  The AI syndrome-the machines gained independent thought and tried to destroy humanity
9.  Tribal Tech level 0-2
10.  Elements of the Tribe: 110+ PCs, resources, valley, etc. 
What PCs Don’t Know When the Campaign Begins: 

1.  Literacy or mathematics-PCs understand some symbols and that the Ancients used symbols to store knowledge and PCs can count, add, and subtract small numbers
2.  Science above Tech level 2 (Tech Level Zero = Stone Age and this is what level Paradise Valley is at. Tech Level One = Bronze Age.  Tech Level Two = Iron Age).  PCs  have no idea of Tech Levels above Two and should be amazed enough with Tech Levels One & Two. 
3.  The Scientific Method, Basic Logic, and Cause and Effect-while PCs can pick these concepts up with appropriate Abilities (i.e. Science), assume that until then they come from a much more simple and primitive world view.
4.  Advanced concepts such as the division of labor-as above
5.  Political systems-as above
6.  There location in the world-for the PCs Paradise Valley is the center of the world, for very good reasons
7.  What year it is-the Tribe has not effectively kept track of years, and most place the fall of humanity about six generations in the past
8.  That they are Aberrants-during the first game PCs will learn they are not Psions, but are instead Aberrants, which should initially be about as horrifying as can be
9.  That Aberrants do not automatically go insane or radiate Taint-up until the PCs, it was assumed that ALL Aberrants are terrifying, insane, and rabid monsters that spread Taint, which is generally correct.  However the elders of the Paradise Valley using both Gel, Psionics, and socialization have been able to teach the PCs (unknowingly) to somewhat control their powers and their descent into monstrosity, and control their Taint…for now.
General Opinions of the World held by your Tribe (and possibly by your PCs): 
1.  Psionic:  They are good, and the only power that can save humanity. 
2. Mutants: Life forms infected by Taint.  They are generally very deadly and a major reason the world outside is so dangerous.  
3.  Taint:  The residue left by Aberrants that cause mutation and madness, and can even effect nature itself leading to the destruction of the world. 
4.  Aberrants:  The most scary and dangerous things in the world.  Their very existence radiates Taint, and in addition they have terrifying powers well beyond typical mutants. 
5.  The Ancients:  Were very powerful with their Artifacts, however that didn’t save them from the Aberrants and may have lead to their own destruction.  
6.  Machines:  Artifacts that gained intelligence, and rebelled against their creators.  Machines are as terrifying as mutants.
7.  Artifacts and Wonders of the Ancients:  Artifacts left over from the Ancients can be very powerful, but also very dangerous…beware.
8.  Religion:  The general belief in Paradise Valley is one of Animistic Shamanism.  The tribe believes the world is filled with spirits both good and evil.  
9.  Paradise Valley: Is truly a safe haven from the world outside, and only a fool (or a young bored teenager who is curious, i.e. your PCs) would ever consider leaving even for a minute. 
10.  The World Outside: Deadly and dangerous.  Most tribal members wouldn’t survive a day beyond the valley. 

