I

The protagonist to the narrative ap-
pears whenever a player uses the pro-
noun ‘I’. The ‘I’ could represent a
gsingle willing ego or multiple, which
is up to the players crafting the
narrative.

What you need to play
First you need people to play with,
at least one other person, but the
more the merrier.
l Each player needs a finished
and fully linear text (printed
on paper),

“MIDNIGHT”

The first event of the session is
theming the narrative.

Going around the circle, each player
takes a turn naming a theme they want
to work with during the game.

Examples:

Man versus nature, Rape, Death, Man
as a machine, Triumph of the human
spirit

As they do this each player cuts out
two worde or phrases from their
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by the authors to convey their story.

The mode is going around the circle
clock wise, each player taking a turn
choosing one of the five senses and
then elaborating on the narrative,
focusing on that sense, confining
themselves to about the length of a
sentence to keep the pace of the game
up.

The Five Senses*:

| Hearing - the faculty or sense
by which sound is perceived.

Sight - the power or faculty of
seeing; perception of objects
by use of the eyes; vision.,






