Glass and Steel

"You are in an office building. One of you will not make it out alive."
Forestory

Tonight…is a night of shock and grief for residents of Calder City, the country, and the world, as the search continues into the night for those still trapped under the wreckage of the Grand Federal Building after today’s tragic explosion. The death toll tonight stands at 21 confirmed dead, and injuries into the hundreds. The explosion happened at exactly 11:21 AM, with many of the workers were in the office building. Officials right now are saying that the explosive was similar to that used in the Oklahoma City bombing of 1995, although authorities are giving no word on anticipated casualty counts, given the time of day, and the layout and construction of the building…

Player-characters (PCs) enter the game, rather inexplicably, in the office building where they work. Everything seems normal as the monotony of yet another day goes by. (Players should have a significant, although not over-boring amount of "downtime", as this becomes more important time later on.) All of a sudden, an explosion rips through the building. The office is thrown into darkness and chaos as the building sways and disintegrates.

PCs try to make their way out through the noise and the chaos, all the while a mysterious tolling bell (or other such manifestations) ticks away the seconds. Then, out of nowhere (actually, a predetermined time later), it all fades away...

...and the players find themselves, rather inexplicably, in the office building where they work. Everything seems normal as the monotony of yet another day goes by... PCs have full knowledge of this cyclic recurrence, but everyone else around is oblivious. As the scene plays and replays, certain oddities begin to crop up and the "reality" begins to degrade-- the meeting speaker is blandly covering "Analysis of the structural integrity of glass-and-steel architecture", the office coffeepot is filled with ash and cinders... things of that nature.

Backstory
Then in just a few minute now, at exactly 11:21 AM, they will ring the bell… 134 times …once for every person who died in that tragic event two years ago…
The backstory is not overtly revealed to players, but is the general "driver" behind the story and game world.
Of the PCs in the game, one of them is fated not to make it out alive (the Fated). For the rest, they come to realize that the situation is out of their past. Other than the Fated, the PCs all were in the building when it was bombed (a truck-bomb, similar to Oklahoma City in 1995). The scene in the building is synchronous with the dedication ceremony of the memorial of the bombing, two years later.

The office scene begins a short while before the actual bombing, when the dedication ceremony starts. To commemorate the anniversary of the bombing, a bell is tolled 1xx times, once for every victim. This is where the bell comes from. When the final bell tolls, the scene resets.

There is only one way the players can get out of this recurring loop. The character who died in the original bombing (the Fated) must die here as well. However, none of the characters, including the Fated, knows who it is. This is where the mechanic comes in.

Mechanic: Conflict Resolution
The mechanic for simple resolution will be your garden-variety dice-pool/difficulty/ success-count system using d10s. I’m simple folk.
Mechanic: Déjà vu cards and Fatedness
Before the game, the GM should prepare Déjà vu lists for each player. These consist of a list of 10 memories of the actual event, which should nudge the players toward their fate as living or dying. Of course, red herrings should not be out of the question. Higher-numbered cards should be more informative. There is an eleventh card, as well, the Fate card, whose memory clearly spells out the fate of the character.
At the beginning of the game, the players blindly pick their “deck” or list.

At the end of each scene run-through, the players get to roll 1d10 for a déjà vu card. If they do not have that numbered card already, the GM gives them the card with that information on it (“card” being anything from a preprinted card to a written note copied from the list). If they roll a 10 (0), they may re-roll. If they roll a 1 or another 10 on the second roll, they get their Fate card (as well as number 10 if they don’t have it).
Players are not required to disclose the Fate information, and should only do so in character context, of suddenly recalling the memory.

Health and Death
Health system is T.B.A. upon creation of the character sheet. If the character is not dead at that time, all health points return when the cycle resets.

Death for all characters is final and terminal in the “real world” for all characters. Characters who die do not return in later cycles, and are found dead [narrative mechanism pending] once the cycle breaks. All players, including the Fated (who, after all, does not know his fate), should RP the common human instinct of self-preservation.
