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Chapter Two – “Ship in a Bottle”


by Nick Huggins

Introduction

If you’ve played a LARP before, you’ll probably be thinking, “Okay, I can skip this bit.” Please don’t. “Ship in a Bottle” is a Situation Drama, not quite like other LARPs that you’ve played. It’s also quite different to the two games that have been called “Situation Drama” before it. In this game, character is more important than everything else. You’ll spend more time getting your character together than you will in other games. Once the game is underway you may find that you spend more time “thinking” in character than you have in other games. You may also find that there are periods of uncomfortable silence. Don’t be alarmed. Put a bunch of upset, imbalanced and despotic people together in a room that they can’t get out of and I bet they don’t have something to say for every second that they’re there.

Games Master

In “Ship in a Bottle” there is a Games Master. But he’s only there for emergencies and asking questions about back-story. 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 “Ship in a Bottle” is: Lawnmower.
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. This game is no different, but the intention is to relax those rules as long as everyone is in agreement. 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. 

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 might usually do in other LARPs that you play. I hope it works for you.

There’s so much to read!

Really – I’m very, very sorry. I tried to keep it to a minimum. But there’s so much “back story” (generated by you – The players!) There’s so much plot, and I didn’t want to shirk in my duty to give you everything to play with and leave nobody at a disadvantage. Therefore – This is the end of the background document. You’ll find a timeline in here as well, referring to events and history within your character backgrounds. Anything else you can take from the history documents I’ve put up around the room. These are on the wall and you can read them at your leisure, or as you need. Or not – It’s your choice.

So What’s Going on Here?

This place, quite literally, doesn’t exist.

More precisely, everybody here is contained within the idea of a place. This room, the furniture within it, the view outside the window – It’s all a figment of your collective imagination, designed to make interaction easier.

You are the Committee – The ruling council of the star-spanning empire that calls itself the Terran Dominion. Within your number are scientists and politicians both – You are where the buck stops for all decisions within your Empire. You control everything. Physically, none of you has a body anymore – You exist as mental imprints within the ThoughtWeb – A device capable of holding your personalities and memories, allowing communication between you all and allowing communication with the outside world via telepathy. Without exception, you were all telepathic when you were physical entities.

This game begins when the communication lines with the outside world are cut for the first time since the ThoughtWeb first went online some 600 years ago. 

Interaction

So when you’re a bodyless psychic ghost, how do you interact with the outside world, and with each other? For the outside world, you have a bank of telepaths who act as a “switchboard” of sorts, allowing all communication outward. For this to have failed, all those telepaths must suddenly be out of range. Or dead.

Because each of you tends to deal with a specific area of the Dominion, it’s less frequent than you might think for you all to meet together like this. Perhaps it happens once a year, perhaps a little less. The business of a galactic empire is a time-consuming one. Whenever a meeting between the Committee is required, the setting is very similar to this one – Some faceless room where you can all sit and talk together. Usually, those meetings are planned out…

Life in the Terran Dominion
Not everyone in the Terran Dominion is created equal. From its inception, the Committee has been involved in a huge eugenics programme, designed to breed the Terran race with telepathic capability. While the average Dominion citizen still doesn’t know it, all the best jobs go to telepaths. All the worlds everywhere but the most backwater systems are ruled by telepaths. The unspoken (it doesn’t need to be spoken out loud) rule – known as the Imperative - is that the non-telepaths are never to be told. The last thing the Committee needs is a class-war. That is, until the telepaths are in the vast majority. At that point, of course, comes the extermination of the weaker class.

For the past 350 years, the Dominion has been at war with another star-spanning Empire - The Ahrian. Little is known even at Committee Level about “The Enemy.” You know they are an old empire – Much older than the Dominion. You know they are all telepaths and that they are fiercely territorial and xenophobic. They are the creators of one of the few other alien races in the galaxy – A Terran-subjugated race known as the Ytyl. You also know that their war machine is significantly stronger than your own. As of the start of this year, the Dominion has lost the war. It’s now only a matter of time until the Ahrian take over whatever worlds they want – The Dominion no longer has the resources to fight back. They are currently making a beeline toward Ykrona, the Ytyl home world.

There are other alien races, congregating together into what they call the Hegemony – A loosely organised federation of races at one extreme border of Dominion space. They were first encountered some fifty years ago as part of an incident that involved a breach of the Imperative and the subsequent leaking of information into the non-telepath populace.

What can I talk about?

It is hoped that amongst the role-playing, the characters and the back-story, “Ship In A Bottle” will come to life. Essentially this game is about deciding the fate of the Terran Dominion. However – Should the game find itself floundering, the following are things that the average galactic despot might want to have decided sometime within the next few hours:
· Why has your communication been dropped at such short notice? What’s gone wrong?

· Assuming you gain communications and only for a short amount of time, what will you say?

· How will you prevent this disaster from ever happening again?

· Assuming the Committee’s hiding place on Earth is compromised, what will you do now?

· What direction should the Terran Dominion take in the War with the Ahrian?

· What should the Terran Dominion do with the eugenics program it has engendered to breed telepaths?

· Should the Terran Dominion even continue in its current format?

Character Quiz

As has become usual with Situation Drama LARPs, this game includes a character quiz that you can use to better get into character and understand your role (answer the questions as your character.) You are encouraged to either answer these questions in your head or use pen and paper to do so. Pen and Paper are available from your GM.

· How do you feel about the value of Human life?

· How do you feel about the known extra-terrestrial races?

· How do you feel about the War? Should it be fought? How much time and resource should be spent on it?

· Who is your favourite among the rest of the Committee? Who is your least favourite?

· Are you happier now as an immortal than you were before the ThoughtWeb?

· What is the best thing the Dominion has done for Humanity (if anything)?

· What is the worst thing the Dominion has done for Humanity (if anything)?

Dramatis Personae (you may like to tear this page off and hold on to it.)

Caligula 
Zeus. Jupiter. Odin. Ra. De Facto “leader” of the Committee. First among you all to enter the ThoughtWeb. His personal achievements and experience speak for themselves.

Raphael
Cold, forbidding Raphael. The only one of you not to have come from “prime humanity” but instead one of the offshoot races designed by the Man Plus experiment.

Virgil
The technologist. Creator of the ThoughtWeb and the Committee’s advisor on all things scientific.

Ulysses
War god. Chief weapon in the fight against the Ahrian. Unpleasant as a person but gifted as a military commander.

Hector
Apprentice to Ulysses; one of the first handful of prime humans to be born a telepath and thus raised with a silver spoon in his mouth.

Gabriel
Queen of Shadows. Gabriel is the Committee’s spymaster, in charge of internal security and information gathering in the empire.

Alexander
Mouthpiece. Through Alexander, the worst threat can seem like the dearest blandishment.

Calvin
Failed creator of a new race. The architect of the Magnus project – Now in disgrace after its spectacular failure.

Michael
Master of the marketplace. Michael manages the commercial concerns of the Committee and oversees trade and corporate politics within the Dominion.

Diana
Renaissance woman. Scientist and politician, though the flame that burns as brightly burns for half as long.

