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Introduction

AWhen father and grandmother died i usthtebahildreroad acc
moved back to Granddad's hometown where everything was familiar and safe. But why cano any

of us remember our time there? And why did we leave again? We don't know. We have returned to
recover the | ost memories. 0

A Journey Home is a strange, melancholy and almost dreamlike live scenario. The players and
rolesdontknowwhat has happened but wil/ sl owly fArecall o
of which are determined in advance. Between the scenes, however, the players have more

freedom as they use the surroundings to create more memories themselves via a simple

mechanic.

The scenario is played outdoors and can be played anywhere. The memory mechanic actively
uses the surroundings to recreate the lost memories. So, the story will be shaped by where you

play.

It& a quiet, contemplative scenario where you give yourself time to let the surroundings seep in
and affect the experience that you create together. A strange story that only slowly opens to roles
and players. Where the state of uncertainty is a part of the experience. A simple, little story of a
family who are afflicted by misfortune, but who love each other deeply despite their differences.
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Structure

1 The scenario text is divided into six parts. Part 1 is this introduction which gives you an
overview of the scenario as well as some of the thoughts behind it, which you can use as
inspiration.

9 Part 2 is game mechanical matters. The memory mechanic is described; you get input on
how to run the scenario as well as advice on how to find the places where you can run the
scenario.

1 Part 3 is the workshop at the start of the scenario. In the workshop, the players practice the
memory mechanic and are gradually introduced to the scenario and the mood.

91 Part 4 is the five scenes. It is described what they contain and how to run them. While
running the scenario, 3 and 4 will be the parts that you use to guide you.

9 Part5is handouts: The roles and the players' version of their scene instructions.

The webpage

| have made a webpage for the scenario, to make it possible to play it completely without paper.
The webpage will not be translated to English, but you can see the Danish page here:

pettitt.dk/ajh

Roles

There are five roles, but to give some flexibility in terms of number of players, you as facilitator can
also take on the role of Granddad. The five roles are:

T

Granddad George: The scenario takes place in his hometown where he grew up.
Granddad is practically made up out of stories from the area. He is the father of Mom's late
husband.

Mom Margot: A creative writer, but sometimes almost too creative for her own good and
that of her family. Loves her family dearly, but maybe loves Daniel a little bit more.

Big Brother Brian: A serious young man somewhere in his twenties. He gave up his plan
of travelling the globe when Dad and Grandmother died in the road accident, in order to
return home and support the family.

Twin Louise: A teenage girl in the process of realizing that life is waiting large, menacing
and tempting in front of her, and thinking about who she is going to be.

Twin Daniel: Though he is becoming a teenager, he still holds on to the imaginative
freedom of play. A playful creature who can bring a smile to most people.

Mystery - Spoiler Warning

A mystery is central to this scenario: Why can't the family remember their time in the hometown
and why they left it? Neither the players nor the roles know this. A part of the experience of play is
precisely the uncertainty and the attempts of the roles to understand what has happened.

What actually happened is revealed bit by bit in the pre-planned scenes. Though of course, not all
guestions are answered. In this sense, A Journey Home has a completely fixed story that the
players cannot change. But they still very much shape their own experience of play through how
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they interpret what the story means, and through the memories that they create using the
surroundings. The skeleton is fixed, but the players put on meat, form and life.

So: if you are going to play this scenario, read no further!

Scenes

There are five scenes, and except for the first one, they each reveal how one of the characters
died while they were living in the hometown. Even though the death of a role is revealed that player
still plays along in the present without any change. In the end, Louise is left behind alone, and has
finally remembered what happened in the hometown. But was it worth it? What are the other roles?
Memories, ghosts, hallucinations? Why couldn't she remember? And what happens now? This is
up the players and the roles to interpret.

The five scene s are:

1. Arrival in Granddad's hometown: A warmup scene where the players have just arrived in
the hometown a couple of months after the accident. Here, the players can get used to the
style of play, and the scene gives inspiration for the first memories, they can create.

2. Granddad's last walk through the town: Granddad takes the others on a walk around his
hometown because he knows it will be his last. In the evening, he passes quietly.

3. Brian's liberation: A series of short scenes, a sort of montage where Brian gradually
grows more and more ill until he finally finds peace when he expires.

4. The memory of Daniel: Itis revealed that Daniel also died in the original accident and has
been a figment of Mom's imagination since then, as she couldn't handle the loss. The rest
of the family have gone along with it for her sake.

5. Mom's collapse - Louise alone: One day Mom just collapses while doing the dishes and
is gone. The next thing Louise remembers is hiding during the last funeral. Past and
present flow into each other, and the scenario has no more to say.

The rest is up to the players.

The memory mechanic

This scenario has a central mechanic, and it is through this that the characters create the
memories that the roles slowly recall during the scenario. Here, the players use their surroundings
to come up with memories that the roles recall together about their time in the hometown.

Themes and subject

Role and player uncertainty

In roleplaying games, we as players often know things that we must pretend that our roles don't.
Often, it is assumed that the role knows things that the player doesn't (of course two friends for life
know a lot about each other even though it isn't written in the role). The scenario plays with this by
letting roles and players have the same lack of knowledge, be equally uncertain and equally
confused. The players make their own wondering a part of the role's wondering. At the same time,
you don't have to think about what you know and don't know about the others, because the roles
can't remember. Instead, you focus on seeping into the mood and the experience. The relevant
memories are created along the way, and thus, the players create the family's past together.
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The environment as storyteller

Have you tried returning many years later to a place where you used to live? Suddenly, long-
forgotten memories return, simply at the sight of mundane things. 6 t twaats wher e |
surroundings shape us and our memories. A Journey Home draws on this, as the players actively
use their surroundings via the memory mechanic to expand both the roles and the story.

The stories we hide behind

At the same time, A Journey Home is also about how we can hide behind the stories we tell about
ourselves. Granddad hides his true intentions in stories about the hometown. Mom's stories are so
strong that they have brought back her dead son in her imagination. Daniel himself is a story
brought to life, to hide a loss. Even Brian hides behind the narrative that everyday practical
considerations are more important than close relations. Louise is the only role who is truly alive,
surrounded by the stories of her family.

The close relations in the family

Finally, A Journey Home is about being part of a family, for better or worse. About the conflict
between the love for one's family and one's own need for self-realization. It is about loving each
other despite disagreements and differences. That in the end, you are there for each other.
Basically, about the done-to-death cliché about enjoying the time we have together and valuing the
memories we had the time to create.

Inspiration

This scenario is inspired by a genre of computer games that use the surroundings to tell a story
which is only slowly revealed to the player as they moves through the environment and gradually
learns what happened. In loving jest, they are called walking simulators, and this is true in part, but
they are much more than that.

These are games like Everybodys Gone to the Rapture, Dear Esther and not least the masterpiece
What Remains of Edith Finch, and many more. They all have in common that the player silently
moves through an empty world while echoes from the past reveal what has happened here, and
through the surroundings and these fragments of narrative, the story gradually make sense. They
are slow, contemplative games, often melancholy and painfully beautiful.
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Game mechanics Check list

You should bring:
1 Cover tape or similar for

Instructions for you i nametags

1 Permanent marker for name
messages for the players tags
In the workshop and the scenes, there are instructions for 1 Perhaps a blanket
you to do and instructions you say to the players. 1 Perhaps a print of the scenario
Instructions for the players are in quotation marks. But it You and the players should bring:
should make sense in the context that it is for them. Don't 1 Afully charged smartphone with
pass on the instructions for the players word for word, as internet access if you are using

written. Put the information into your own words. the online scenario.

1 Clothes fitting the weather.

Playstyle and mood
This scenario is described as strange, contemplative, and slow. It is your job to create this mood.
You can do this with your voice and your behaviour. Here is inspiration for how to do it:

Place sensing - Mindfulness and forest bathing

Among other things, this scenario is inspired by several different meditation techniques.
Mindfulness is a meditation technique that aims at being present in the now, pushing away
thoughts of past and future. Forest bathing is a concrete practice of this where you lie down in a
forest and use the sensory impressions from the forest to ground yourself in the now (it is the
players who need to be in the now, not the roles of course).

In this scenario, the surroundings play a decisive role; they help shape the memories that the
players create in between the scenes. The way that this is done is inspired by mindfulness and
forest bathing. You could call it place sensing, that is letting the sensory impressions from where
you are seep in to fill up your mind and create memories and mood on that basis. It is about using
all senses, vision, hearing, scent, touch etc.

You can read more about Forest Bathing and Mindfulness here:
Forest Bathing: forestryengland.uk/blog/forest-bathing
Mindfulness: mindful.org/meditation/mindfulness-getting-started
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Guided Meditation

fifake adeepbreathand exhal e sl owlyé Find a point near
all of your attention gather around this one spot... Notice all the details... If an outside thought
intrudes, recognize it, and gently push it away, and return to your focus poi nt é 0

The beginning of a guided meditation might sound like that. This scenario could feel like one long
guided meditation. In this way you, as facilitator, are the players' meditation guide.

Your task is to create a strange, quiet,
contemplative experience where the
players are present and focussed

on their surroundings and what
memories can be created from

them.

When you start a scene, it must
be in the same calm, meditative
manner. Gently pull them into the
scene and out again with calm in
your voice.

Even though the contents of the
scenario can be dramatic, the
style is slow and contemplative,
almost dreamlike.

In many ways it is a dreamlike
experience, at least as
unexplained and strange. Even
though the scenario reveals it's
mystery, it delivers no explanation
of why it is so; it is a part of the
experience that the players can
interpret this for themselves. A
meditative, dreamlike mood
underlines this.

You are not to sound like a caricature of a new age yoga instructor. But you can actively use calm
in your voice, slow speaking, and breaks to create a gentle and contemplative mood. Be the mood
for your players and give them a sense that right now, there is nothing to think about except this
scenario.
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Mechanics

Set scenes and free play b etween them
The scenario has two types of play: free live roleplay between scenes and tightly run scenes.

Between scenes

Here, the roles are in the scenarios
present time and can move freely
around the area, create memories
and talk with each other about what
has happened, what they have
remembered and what it all means.
Because of the information withheld
from the roles and the players, these
parts will and must feel a bit
confusing for both.

Scenes

This is where you, the facilitator, take over and set tight, instructed scenes. What is to happen is
given in advance. These are extra strong memories that the roles suddenly remember together.
Where the players create the memories themselves in between scenes, these are memories that
totally take over the roles.

You start a scene by gathering the players at the place that you have chosen for the scene. Then

you give the players each their instruction text for the scene (or ask them to click through to the

next scene if you are using the webpage). The texts describe what the individual role knows about

the scene going in and might give instructi ons f or them to foll ow. Such &
you are asked about it.o

Give the players time to read the texts. When everyone is ready, you ask them to close their eyes.
Then you set the scene as described in the individual scene. And then you ask the players to
breathe deeply and open their eyes. The scene starts when they open their eyes.

You also cut the scene when relevant things that need to happen have happened. Do keep the
scenes focussed; don not let them run too long. It is OK for them to feel like incomplete memories.
Fragments that start in the middle of the action and end as soon as the most important things have
happened.

When you have stopped the scene, you ask the players to close their eyes and breathe deeply.
Give them a couple of seconds before ending the scene as described in the individual scene.
When they open their eyes, they are back in the ingame present and can react to the memory that
they have just remembered together, and create more memories, or revisit old ones.
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The memory mechanic

Between the scenes, the roles are in the present of the scenario where they try to recreate their
memories. These parts are played as live roleplaying. The roles are in the hometown, hoping that
the place will help them remember what has happened. Thus, any place, view, sensory
impression, object, anything large or small, can jog a memory.

The players create a memory by two or more of them focussing intensely on something, and then

one of the players invites the other or others to remember something about it. You can do it both

by remembering something yourselfi o | remember when we useidrbyo pl ay
inviting another player to add something via a questioni 6 Do you remember what Vyo
under this t arecécowse becdmbinedivol cr e member that we used
this tree all the time, but how eileativeiprocesgswherer ong o
the players invite each other to recreate memories.

It is not important whether the memories make sense as part of the overall story as long as they
are important and interesting to those who create them. They are memories, and memories can
fool us, be incorrectly recalled. They do not always make sense, especially not under these
circumstances.

Of course, you can walk around alone, creating memories by yourself. That is quite OK, but
memories are not recreated until they have been shared and co-created with other players.
Memories can be made based on anything, from the smallest leaf to a whole vista, even something
as fleeting as a particular scent or the sound of the wind in just this tree. Anything is possible.

The same thing can easily awaken several different memories. For example, a thing that has
previously jogged a memory can suddenly take on an entirely new meaning after one of the
scenes, and thus it awakens a new, related memory.

Created memories can be revisited. This can quickly become relevant as the story develops.
Perhaps you want to explore what happened before or after a memory that you created earlier. Or
perhaps the memory was remembered wrong and need to be remembered again, but differently,
after the revelations in a scene. In short, memories can change. Of course, which version of a
memory is true is open to interpretation.

Memories need not be awakened in chronological order, and it is important that the players know
this. Into the scenario, they can awaken memories where they have just arrived, and vice versa.

Memories can be both positive and negative, they need not only be happy or sad moments that
you remember. A mixture is more realistic. Each role has a suggestion for a memory that they can
create with each of the other roles. These need not be created but might be i they are meant as
inspiration.

It is probably easiest to create memories two by two, but it is quite OK and encouraged to create

memories more people together. The players should include each other so that everyone feels like
a part of the family.

Side 8 af 53



Where to play?

The scenario takes place in Granddad's hometown. The idea is that it can be anywhere, but where
you play will shape the scenario. Particularly, the memories created will be very different if you play
in central Copenhagen than if you play on the moors of Jutland.

The area in which you play is called Granddad's hometown, but it doesn't have to be a town 1 it
can be on the open beach, in the woods, a park, or, well, a town. It will probably give the best
experience if the place is somewhat quiet and not too densely populated.

The area in which you play represents a little bit of the hometown. It is Granddad's favourite bit.
where he and the rest of the family spent the most time when they used to live there. It
corresponds to the part of your hometown that both you frequent the most and like the best. Note
that the area in which you play does not contain the place where Granddad and the others used to
live, that is assumed to be somewhere nearby.

For instance, | live in the town of Hillerad and love going for a walk in the Castle Park. Even when |
need to get from A to B, | might accept a bit of a detour just to have some of my route pass through
the Castle Park. | live nearby, but in the future, when | think back on my time in Hillerad, | will

remember that park more than the apartment. So, if | were Granddad, the scenario would be there.

Places in the area

There are some requirements for the area, though. It must contain five places where the scenes
are to be played. | have tried to make the places as open as free as possible. The important part is
that they help emphasize the mood and plot of the scene. When you read the scenes, you will
surely have ideas about where it would make sense to play them.

Here, the five places are described. Find an area that can contain them, but remember, the idea is
that each place is open to a lot of interpretation. The cemetery, for instance, might just be a place
with a view to a church somewhere in the background, if there is no usable place nearby.

1 A place to receive people. It might be a stop or station but might also just be the start of a
road where it would make sense to stand and receive people.

1 A historically important site: a monument, a statue, a ruin, an old building. Anything that can
be used to tell a story about remembering the past and being remembered by the future.

1 A bench with a view to somewhere beautiful: a good view, a nice little dam, under a large
tree, as long as it is a good place to be. If there is no bench, then somewhere else to sit
and relax, possibly on a blanket that you bring.

1 A place to play: might be a playground, a toboggan run, a climbing tree, a nature
playground. As long as it is a place that a child might seek out in order to play there.

1 A place to remember: near a cemetery, church, other religious place, memorial site.
Perhaps a town hall. Or just a place to hide after a funeral.

If you are in doubt about whether a place can be used, ask yourself: would it make sense for the
action of a scene to take place here. In short, you must be able to convince the players that of
course, it was just here that the events of the scene took place.
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The size of the area

You must conduct the players from place to place. But depending on the size of the area, there are
roughly two ways to do this. If it is a larger area, it will probably be a good idea to move from area
to area like pearls on a string, playing as you walk between them. In a smaller area, the players
can move more freely, and you can go around the places a bit. That way, the places will also
shape how the hometown is explored. Is it a tour around the area, a route from A to B, or do you
go here and there and cross your tracks several times?

Quiet and distance

Especially when you are playing the scenes, you should keep the players at some distance from
other people, both for the sake of the players and the bystanders. The scenario has no wild
scenes, and you will just look like a small group of people standing around talking, but it& nice to
be left alone while playing.

At the same time, we also don't want to disturb others with our play. For instance, the playground
and cemetery scenes maybe shouldn't take place on a playground or cemetery, but just close
enough to get a sense of the place without disturbing or being disturbed by others.

Also, possibly choose times to play where there aren't so many people out and about. | believe in
particular that the scenario will benefit from being played around dusk, when the light fades so that
you go from daylight to dark in the course of the scenario.

Choose with your heart

But finally: choose an area that you care for, that inspires you. Then, it will inspire your players. In
particular, if you are going to play Granddad, it will be an advantage if you know the area and have
a relationship with it. It is more important to play in a good area than to have all the places be
exactly as described. All five places should be found in any area with a little flexibility.

Corona and safety

This scenario is written to be played during Fastaval 2021 where we were under restrictions and
had to focus on safety and distancing. The scenario is an attempt to write a roleplaying game
where we could meet physically and play safely by playing outside, which is less risky than
meeting inside.

As facilitator, you must be aware of safet
status of the pandemic in your area. If a
used to be 1), remember to ask the playe ve this. Fortunately, not having physi
contact between the players fits right into oo
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