A Family Matter.


How to run a Family Matter.





This game is designed to run for something like four hours. The event that was produced with this pack ran for about five hours, and everyone was relatively happy with the outcome. The game was run, and is meant to run with 25 players. If you want to run it with less you will have to choose which characters to drop yourself.





What do I give the players?


Each player receives copies of their character description, the “splashpage”, the “Story So Far” and the “LARP rules” documents.





How much space do I need?


The game was originally meant to run in two rooms, both about 30 foot square. There was some overspill from this in practice.





Is this an ‘Over 18’ game?


This game is primarily a horror game and involves the supernatural, incest, human sacrifice, murder and alternate religion. You can decide for yourself.





What props do I need?


You have, in this archive, a document for the diary of Horace Beauregarde (“diary.doc”), and a document for a page to be inserted in it (“insert.doc”) The diary was made by taking a document folder, and inserting the printed copy of the diary, with pages stuck together to produce pages printed on two sides. The printed insert was then placed between two of these sheets (inside a single ‘page) and the whole diary stapled into the document folder. The diary is fairly central to the plot, so take the time and make it.





Where does the game take place?





The game takes place in Beauregarde Mansion, a mansion on a small isthmus, overlooking the sea on one side. A small coastal town (never named) is close to the isthmus. The state is Boston.





What’s going on?





Horace Beauregarde was a cultist and a worshipper of gods best left alone. He has been for some time, and has alienated a lot of the Beauregarde family because of this. Five days ago he, a friend (Julius) and his son Benjamin summoned a creature from beyond. The creature killed Horace and Julius. Benjamin ran, and was then responsible for burying Julius. When Horace was discovered (by his wife Marie) he was given a proper burial by Reverand Stryker. The creature that killed him still stalks the house, however, and can only be put down by a ritual and a human sacrifice. The ritual is on the insert in the diary. 





In the meantime, Horace’s will is being executed. All of the Beauregardes (and some individuals not part of the family) are called to Beauregarde mansion to bear witness to the reading of the will.





Events:


The following are the events that occurred during the game itself. These were orchestrated by the referee of the game.


Start with the reading of the will. This was adlibbed in our case but you can do what you want. The important facts are that a) Horace’s money goes to his wife Marie (50%) and to an unknown group of individuals (50%). b) Horace wants his extended family to remain within the house for 24 hours. He knew nothing about the creature when he wrote the will and was trying to repent by bringing his family together after he split them apart. C) The diary should be given to Benjamin Beauregarde.


The lawyer who reads the will (played by the referee) leaves after 15 minutes.


Anyone who tries any of the doors out of the game area after the lawyer has left will find them locked (the creature’s doing.) The doors are solid oak and cannot be battered. Similarly, the rooms are on the second floor and face the ocean. Jumping down would be a bad idea.


About an hour into the game a banging sound starts from behind one of the doors (it leads to the servants’ quarters.)


Around this time have Olivia Beauregarde’s dead child start talking to Olivia. She feels lost and alone (Carol-Ann in Poltergeist.) and tells her mother that ‘bad people’ have brought ‘the boogeyman’ to the house. She speaks on and off to her mother during the course of the game. Katherine and Olivia Beauregarde can hear her but nobody else can. Add more speech from the ghost whenever things get slow.


A storm starts after about 1.5 hours.


After 2 hours one of the windows breaks in the storm.





The game ends when the ritual is read and a sacrifice made. Have fun watching the players decide (by proxy) which of the characters should be sacrificed to send the creature away. When the ritual is being read, make an awful noise about the storm and how wild it is. At the climax of the ritual, everyone can hear the voice of the ghost saying it’s all right now, everything will be fine before the storm subsides and the doors mysteriously open by themselves…








