The Story So Far...








	Welcome to the Beauregarde family! For the most part, all of you will be playing a member of this family for the duration of this game. Those of you that aren’t playing a Beauregarde will be playing a close friend of one part of the family or other.


	A few things need to be borne in mind about the Beauregardes. They are not the most together family on the planet. Due to feuds and arguments, some of the family is split. Secondly, many of the family members live outside of the family seat of Massachusetts. A family tree is included, which shows you who’s who, but bear in mind that you will only know your father and mother and your siblings, unless it is noted on your character sheet that you know somebody else.
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(X m. Y denotes that X has married Y.)





	The patriarch of the Beauregardes has, for some time, been Horace Beauregarde: A cruel man who disowned two of his three children and left them to find their own way in the world from an early age, and rarely talks to his brother Emmet. Horace lived in a mansion on the outskirts of Massachusetts, practically as a recluse. He was seen by the family in general as being a miser, and it’s true that he was. It is also true to say that most of the family have been waiting for some time for the old man to die so they could get at his fortune. The time of waiting is over, for Horace Beauregarde is dead. All of the Beauregardes have been informed in no uncertain terms that there is a reward for those that arrive at his mansion to hear the reading of the will. Without exception, all of you have done as you were told...





Setting Notes.





	This game takes place in the late 1800s. Therefore, it is expected that players act accordingly. Men - You are in control. You are the breadwinners and the heads of households. Your women are wives and mothers, and deserve respect for that. However, they are second-class citizens to you . Women - You are controlled and dominated by men. You have a very passive role in society. You are given to fits of fainting, ‘getting the vapours’ and screaming in frightening situations. It is your mens’ job to protect you and stop you from getting too flustered. If the author of this game was a politically correct person then he would apologise for this. However, that was how it was, and the author doesn’t see why he should apologise for the acts of his ancestors <Big Evil Grin.>





Other Rules.





�	On your character sheet you will all have a Sanity Scale. This reflects how crazed you have become due to the events in the game. Your sanity level is 


�



















































































insane, and will most likely have to retire from the game. It is unlikely that this will happen to you during the course of the game, so relax. It is wise to prevent other players from seeing your sanity scale, so keep it to yourself. However, the Referee will want to see it  at some point in the game so try not to lose it... Strange things happen if you lose your sanity...





Credits.





This game is dedicated to Simon Rooney. It’s not often that one finds someone that is truly capable of Orwell’s idea of ‘doublethink.’ For that; for the Surf Accountant, and for being a friend regardless of how politically wise that friendship may be, this game is written for you Simon, based on the game that you have played better and for more years than I.
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The Beauregarde Family Tree





Horace m. Marie





William m. Olivia





Simon





Johnathan





Thomas





Benjamin m. Beth





Michael





Kate


(Deceased)





Emmet m. Sarah





Alicia





Julian m. Miranda





Katherine m. Anthony





always the bottom value of the sanity scale which isn’t crossed off. Your Referee wields a big black marker, and should you see/hear/touch/taste(oo-er)/smell something likely to lower your sanity he will cross off your lowest sanity box, leaving you with the level above.





Example:


Claude is a man-on-the-street. He has a Sanity level of SOLID, and a blank sanity scale. He is witness to a murder in a side-alley during which the victim is mutilated in a gruesome manner. He loses his SOLID level (it is crossed off) and his new level is SHAKEN. If at some point he were to discover the half-eaten remains of the murder victim, his sanity would go from SHAKEN to SPOOKED.





	Something that should be borne in mind is that you should act according to your sanity level. If you are SHAKEN, you have just seen something scary and will have to sit down and get some rest. At SPOOKED you will begin to tremble, and stare into space, desperately trying to forget the event that has troubled you. At SCARED you will begin to babble about something or other, and are effectively having hysterics. You need to be taken charge of by one of your peers and comforted. At SCREAMING level you are literally on the brink of madness. Most people will respond to this by screaming, fainting or running away. Once you reach the level of STARK RAVING MAD you have become 





Sanity Scale





Solid





Shaken





Spooked





Scared





Screaming





Sta
