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Introduction

This game comprises a series of séances, held at Hatton Hall in Boston Massachusetts. The time is the 1920s. This room is the Drawing Room of Hatton Hall, suitably equipped with a large table for everyone to sit around.
Dramatis Personae
Everyone has been invited here by Lydia (or Lionel) Hatton to be a part of the séance, though it’s clear that the get-together is as much a social event as it is an exploration of the occult. The medium for the evening is Antoinette (or Anton) Voorhies – who comes with her close associate – Karloff. Hatton has also invited three friends to the evening – Peter Carstairs, Julian Brannigan and Mercedes Allen. Also present will be Jeffries, the butler.
Games Master

In “Communing In Darkness” there is a Games Master. But he’s only there for emergencies. The idea is to get all of your questions out of the way at the start of the game, so everything else flows naturally. Yes, that does mean that the environment of the game is false. On the other hand, when did you last play a LARP where everything seemed normal and natural? There is a measure of contrivance to provide a “gameable” setting. To attract the GM’s attention, face him and say “GM.” It’s necessary to be formal about this because of the format of the game. Try and use the GM as little as possible. The idea of this game is to produce the game between the players, rather than to allow a story to be told to you.

“Safe Word”

It’s better to be safe than sorry. 99.9% of normal, well-adjusted human beings can deal with a game of this kind. On the other hand, some people may find certain situations uncomfortable because of their own lives. To deal with this kind of occurrence, this game has a “safe word.” If someone says the safe word, everybody drops out of character. It’s hugely unlikely this will occur, but just in case…

The Safe Word for “Communing In Darkness” is: PlayStation.
Rules

In most LARPs you are asked not to touch anybody unless it is conversational, not to encroach on other peoples’ space, not to leave the game area. “Communing in Darkness” is no different. Do not attempt to attack another player. If you do, the game will get stopped, and everyone will be annoyed at you for ruining their fun. This isn’t an admonition. It’s a rule. 

However – If you want to shout, go ahead. If you want to run, go ahead. If you want to strike an object with your hand, go ahead. Just make sure the object is sturdy first. This game is about trust, and you’re trusted enough that you’re not going to anything obviously stupid. On the other hand, the writer of this game accepts no responsibility if you do.

Last rule – Have fun. You’ll most likely have read everything on this page and laughed, or wondered exactly why you’re being talked to as though you’re a child. That’s not the intention. The intention is to set out an environment where you can be comfortable enough to go further into character than you may have gone before. 

The Séance

During the game, three séances should be held. Each one corresponds to a sealed envelope inside your character pack. Before the séance begins you should open and read the information inside the envelope.

You will be given a role additional to the character you are playing – That of one of the spirits that is listening during the séance. You will be given questions that you may answer, if they are asked by the other participants in the séance. You may not ask the questions that you may answer yourself – If the questions are not asked they will remain unanswered.

In order to conduct the séance, all participants must be seated around the table with a finger on the glass. Letters and numbers have been arrayed around the table in a traditional “Ouija Board” pattern. When a question is asked which the spirit you are playing can answer, you may move the glass to spell out answers. It’s possible that several people will want to move the glass at once – Be patient! You will have your say.

