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What this is 
 

This is a Story Game Replay 

A story game is game wherein the players collaborate to create a new story 
together. Much like long-form theatre improvisation, the players come up 
with the story as they go along using the premise and structure provided by 
the individual game. Different games encourage the creation of different types 
of story. A ‘replay’ is a transcript of a session of play. 

This game is called Witch: the Road to Lindisfarne 

Witch is set in England in 1350, during the height of the Black Death. A 
young woman, Elouise, has confessed to using witchcraft, which has brought 
the plague upon the country. The Church has decreed that she will be taken 
to the Holy Island of Lindisfarne and there be burnt to cleanse the land of 
the plague. A game of Witch is the story of that journey. 

This is a game for 4-6 players. One player represents Elouise and the others 
take the role of her escort: Brother Armond, a monk in service to the 
Church; Sir Hayden, an old and just knight untested in battle, Berrick, a 
young squire in the service of Sir Hayden; ‘Sir’ Thorne, a knight and a 
deserter from the Crusades; and Ham, a guide of dubious character. This 
particular group had only 5 players and so didn’t include Berrick. 

The story proceeds through a series of scenes, much like a theatre play or 
film. Witch provides a specific Four Act structure to follow and specifies 
which player is responsible for beginning each scene. 

bl This denotes a player (blue in this case) speaking as a player. 
They may reference their character, but generally in the third 
person. 

bl Br.Armond 
This denotes a player (blue again) narrating what their character is 
doing (in this case Brother Armond, though players will also 
speak for minor characters as well). They refer to whatever 
character they’re playing as in the first person. 

To find out more about Witch: the Road to Lindisfarne, or to buy to game, 
see www.ukroleplayers.com/witch 

http://www.ukroleplayers.com/witch
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Introductions 
 

bl Before we begin, Elouise’s player secretly decides on the truth 
about Elouise’s guilt as a witch: Guilty or Innocent. 

rd (Elouise’s player writes either ‘Guilty’ or ‘Innocent’ on a piece of 
paper, folds it so the writing can’t be seen and then places it on 
the table under a pencil pot) Done. Let’s go onto the 
Introductions. We leave Elouise’s own introduction until near the 
end of the game. So, Brother Armond? 

bl Br.Armond 
It’s twilight, late winter coming into early spring, in old Greyfriars 
Church we see Brother Armond in a cell, praying. He’s anxious, 
murmuring, but too quietly for his words to be heard. He gets up, 
makes the sign of the cross and goes over to a modest cabinet in 
the corner of the room. He searches through it, looking for 
reliqueries and stuffs them into a cloth sack. Sweat is running 
down his face and he stops for a moment, squeezing his rosary in 
his hand. The beads are worn from how he’s squeezed and 
rubbed them over the years. 

yb Does the string on the rosary snap? 

bl No, not yet! 

wh Ham 
It’s late afternoon on a London street. It’s like an open sewer and 
we see Ham splashing into a big pile of horse manure and rolling 
around on the floor. There’s this huge burly guy standing over 
him and he’s got Ham by the front of his tunic. “You little shit! 
You owe me!” Ham’s quaking as this guy’s beery breath hits him 
in the face and stammers: “Look, I’ve got a paid job. It’s alright, 
I’ll get you the money tomorrow.” And the debt collector says 
“You better. You better.” 

yb Thorne 
We’re in Constantinople. The Crusaders of the Fourth Crusade 
are prying the jewels from the walls. We’re being a bit loose with 
the timeframe here, I know, but let’s say that Thorne served with 
the Fourth Crusade, the Crusade that never made to its target, but 



sacked Constantinople instead. The other knights there, their 
weapons are bloody from the slaughter of the Byzantines 
defending a Christian city from a Christian army. Thorne, 
however, isn’t bloodied at all because he refused to draw his 
blade. He’s wandering into this beautiful church as it’s being 
stripped of its riches. He’s stunned “This is how we fight for the 
glory of Christ?” And the giant crucifix that hangs above the altar 
comes crashing to the ground. 

gr Hayden 
We see Sir Hayden on his horse with a band of knights. They’re 
on a ridge, looking over a scene of battle where his army have 
routed the enemy. One of the other knights slaps him on the 
back “Well done, Hayden, victory once again!” Hayden says: 
“Yes...” The other knight says: “They flee at the very sight of us. 
You’ve not even had to draw your sword!” “Yes... yes, once 
again.” And Hayden turns his steed and leaves them. 



Act One: London 
 

gr (Hayden’s player reads this passage from the rulebook) The cart 
groans under the weight of the large iron cage it carries. Its wheels 
bounce over the hard rutted ground. 

The citizens of the city pass food, valuables and blessings to the 
companions, even as they cast fearful glances to the cage itself. A 
group of monks follow the cart for a time chanting prayers and 
spreading the word of God. The witch has been found! The city 
shall be saved! Praise be to the Lord! 

As the River Thames comes into view, the cart slowly makes its 
way over a narrow bridge. The procession of monks stop, but 
their clear voices continue to ring out over the water. 

Some among the crowd of well-wishers grasp keepsakes from the 
family members they have lost to the great plague. But as the cart 
reaches the other side, a great cheer goes up and the sun shines 
down from heaven, warming the faces and hearts of everyone 
there. 

Everyone save Elouise. The young woman sits quietly in the 
middle of the cage, a shadow concealing her. 

bl Elouise begins.1 

rd Elouise is sitting in the cage. She’s watching. She looks at ever 
single face lining the route that’s leading her out of the city. Her 
eyes are constantly flickering as new faces roll past, they are all 
contorted with anger and rage and delight and relief. She wonders 
about this passion, this passion that all these people have against 
her; how is it possible that _she_ has incited such passion, such 
powerful emotion flowing out from the crowd and crashing over 
her? And yet, in the midst of it all, she surprises herself. She finds 
herself completely calm, detached. 

                                                        
1 To read more of the players’ thoughts on the game’s start, see the last chapter 
Post-Game Discussion 1: What does the game provide? and Post-Game 
Discussion 11: Elouise 



She looks out at her companions, her guards, her keepers, 
processing around her. She looks to the priest. She has always 
been taught that priests are men of God, that they are good men 
who will save who cannot save themselves. She reaches out a 
hand through the bars of the cage and she asks:  

“Water?” 

bl Armond has a flask. He passes it over in a very perfunctory 
manner. His whole body says: you’re a dirty creature, I don’t 
want to touch you. 

rd Elouise takes the flask slowly and gracefully. She’s not an animal, 
she doesn’t grab at it. She takes a small sip from it and then offers 
it back to Armond. 

bl Br.Armond 
“Keep that, fruit of Eve, foul temptress.” 

rd Elouise looks confused, but does as the priest instructs her and 
retreats into her shadow. And then she looks out to the knight 
riding alongside her. She knows that knights are strong men, men 
of courage who save damsels in distress as she is. She reaches out 
to Sir Hayden and asks: 

“Bread?” 

gr Hayden 
Sir Hayden looks at her with a questioning gaze, annoyed but not 
understanding. 

rd Elouise holds his gaze and holds out her hand again, not grasping, 
but politely, and asks again. “Bread?” 

yb Can I interrupt here for a question? Are you happy with Elouise 
being Thorne’s daughter? 

rd Yes, sure. 

yb Before Sir Hayden has a chance to respond, Thorne pushes his 
horse in between Hayden and the cart, grabs a large bit of bread 
out of his own knapsack and thrusts it into the pleading hands of 
his daughter. 



rd Elouise brings the bread back inside the cage and takes a small 
bite out of it. Then she reaches out again and offers the rest of it 
to Sir Hayden. 

gr Hayden ignores her, spurs his horse to a canter and goes to the 
head of the procession.  

rd Elouise watches him turn away from her. She doesn’t understand. 
Finally, though, she turns to Ham and holds out to him the water 
and bread she has and says: “For you?” 

wh Ham 
“Cheers, darling.”  

I’m happy to take the bread and water and share them with 
Elouise.  

rd Elouise Great, that’s all for my scene.2 

                                                        
2 (Red) After the drama of the other characters’ introduction scenes, Elouise’s 
first scene is very low key. What it achieved, though, was important. Beginning 
the game, I realised that I couldn’t properly frame scenes for Elouise without 
knowing what the other characters thought of her and what the other 
characters think of her is vital to Elouise. She has no control over her fate; they 
will make the decision between them. I framed this very simple scene so that I 
could interact with all of them, get a measure of them and of what they 
expected from me. 

We could have meta-gamed it (i.e. talked player to player about what our 
respective characters thought of each other), but you’ll find when you do that 
you end up talking about what you will do in the scene as opposed to actually 
playing the scene, which is unsatisfying. It’s easy to slip into this, especially if 
you’re unsure of yourself and so you want to gain the group’s approval over 
your ideas before introducing them. Don’t worry about it, Witch has an ‘alarm’ 
mechanism that other players can use to pull you back if someone thinks you’ve 
taken the wrong path. 

The one bit of (essential) meta-gaming that did take place was that Yellow 
Black asked me if I was okay if Thorne was Elouise’s father. In that case, I think 
it was the right call. It’s a decision that fundamentally defines both his 
relationship with me and my relationship with him, and if I wasn’t okay with it, 
then Thorne would act very differently to me from the beginning. Yellow Black 
could have had Thorne drop hints through the game, but when I picked them 
up I would have need to meta-game to clarify exactly what Yellow Black’s 
intention was. What I’ve learnt through gaming is that: if a player doesn’t 
understand a story element that’s been introduced, they won’t engage with it 
and ignore it to focus on other things. Better to make it clear from the start 
before either character is too committed to a particular portrayal. 

So what I got from it all was: (continued overpage) 



bl I’m going to start mine immediately from that moment. 

bl Br.Armond 
I see Ham take the bread and water from the Witch, ride up 
alongside him and clout him over the head. “You let pestilence 
enter your body? You share with that which is corrupted?” 

wh Ham 
“I’m sorry, father. I was just a little bit hungry and the girl had the 
bread and the water.” 

bl Br.Armond 
“I thought you were a good Christian man when I paid you.” 

wh Ham 
“You have to take what you can get, father. It’s a long road; we’ll 
all be hungry and thirsty before the end.” 

bl Br.Armond 
“You will be fed enough. We have been given plenty so to rid the 
city of this corruption.” 

wh Ham 
“As you say, father.” I give a glance over to Elouise and I step 
away from the cage. 

bl Br.Armond 
I see his glance over. “Do not do that, Ham. A woman can 
bewitch you with her eyes. I warn you, be cautious around this 
trickstress.” 

                                                                                                                                  
- Armond is disgusted by and yet attracted to Elouise. He expects me to 

test his faith with my sexuality. 
- Sir Hayden is uncomfortable around Elouise, but is it because he thinks 

she’s a witch? Or is it because he doesn’t, and yet he’s carrying through 
this punishment? He’s a man of principle; I can challenge him on those 
principles. 

- Ham is unafraid of me and so either does not believe I’m a witch or 
does not care. He’s a man of material things and so likely to be swayed 
by any material temptations I can offer. 

- Thorne is Elouise’s father and he cares about her. How has he allowed 
me to be accused and convicted? Or was he the one who did this to me? 
I can ask him.  

It’s all material for future scenes. 



wh Ham 
“Yes, father.” 

bl Br.Armond 
I spend a few minutes watching Ham ostentatiously keep his gaze 
away from the cage and then ride up to Thorne. “I don’t think 
you should be showing her any favour either.” 

yb Thorne looks back with cold eyes, but we can cut the discussion. 

bl Great, I’ll end it there. 

wh The cart rumbles on out of London, the cobbled streets give way 
to dirt roads and country lanes. There’s a wagon overturned in 
the middle of the road and a family clustered around, worried. 
They’re reasonably well-dressed, they’re a merchant family 
bringing goods into London. They’ve had an accident and the 
wagon’s flipped over and is blocking the road for the procession.  

Ham runs over towards the accident and starts shouting abuse at 
this family, yelling at them to move their wagon out of the way. 
“Get that off the road! Get it out of the way! We’re on the Lord’s 
work here! We’re doing the Lord’s business!” And the head of 
this family hears all this and starts shouting back with similar 
venom.  

gr Hayden 
I ride up and turn my horse so that I’m right in between Ham 
and the family. I order Ham “You will not harass these good 
Christian people. Stand back!” 

wh Ham 
“Sorry, my lord, but they’re blocking our way. Look at this!” 

gr Hayden 
“And screaming profanity will not move it. Do you know what 
will? Sweat and muscle. Your sweat and muscle. Muck in and 
help them.” 

wh Ham 
“Yes, my lord.” 

gr Hayden 
And then, from horseback, I coordinate the motley crowd of 



travellers that have gathered to push the wagon to the side so that 
we can pass through.  

yb As Ham struggles with a carriage, he feels a large, intimidating 
shadow fall across his back. It is Sir Thorne and, seeing that 
people are struggling to the shift the wagon from a deep rut in the 
road, he dismounts, takes grip and heaves the end of the wagon 
up and out. The crowd of peasants and merchants drop back, 
impressed at his strength.  

wh Ham 
“Sir Thorne, I’ve seen many a man carry a sword in my days, but 
you are a true knight. Blessed with great virtue and strength.” 

yb Thorne 
“It is what God blessed me with.” And I remount my horse. I do 
not wish to exchange chatter with the peasants, but I am willing to 
get my hands dirty - literally. You can see that my boots are now 
covered in mud up to my knees and my hands are grimy from the 
wagon, but I just brush them clean against each other and then 
take the reins and retake my position at the front of our 
procession. 

wh Ham 
As I’m about to do the same, I notice that there are a couple of 
small silver plates that have fallen out the back of the merchant’s 
wagon and I just casually slip one inside my tunic and then run 
after the rest of the group. 

yb The caravan stops for the evening at a very inauspicious place, an 
ancient battleground littered with bones. The wind howls amongst 
the trees, but it is too dark and we can no longer go on. Sir 
Thorne comes out to the cart very quietly, bringing another piece 
of flatbread with an onion wrapped inside.  

Everyone else is busying themselves with making a fire and 
pitching tents and generally giving the cage a wide berth. Sir 
Thorne approaches the cage and sits quietly beside it. 

rd Elouise is there, kneeling in prayer.3 

                                                        
3 (Red) My big question around Thorne was to what extent he was involved in 
my arrest and conviction. Until I knew what Yellow Black thought about that, I 



yb Thorne 
I set the bread and onion down within her reach and I listen to 
her praying. I ask “Daughter, why did you confess to this sin?” 

rd Elouise 
I remain kneeling, ignoring the food. I am going through a rosary 
and have the string of beads in my hand.4 

yb Are these beads very worn down by any chance? 

rd Yes, they are. They’re Armond’s beads. But nothing snaps yet! 

rd Elouise 
I don’t respond to him until I complete the rosary and then I 
look up and say “Father, this will cure the sickness, won’t it? This 
will cure the people. This will lift the plague from the land.” 

yb Thorne 
“Elouise, I know how hard it has been since your mother died. 
But please, I beg you, do not confess to a sin you have not 
committed. I know Brother Armond is a most convincing in 
confessional. I know he was a favourite of your mother’s. But 
some acts of God are sent to test us.” 

rd Elouise 
“We are all sinners. Is that not what God teaches us?” 

yb Thorne 
“Yes, we are. But God also teaches us not to bear false witness.” 

                                                                                                                                  
couldn’t properly interact with Thorne. But Yellow Black provides the answer 
in Thorne’s opening line and so I could respond appropriately. There’s a basic 
technique that’s used in all forms of collaborative creation, from comedic 
improvisation to story games to business brainstorming, called “Yes, and...” 

“Yes, and...” is shorthand for the fundamental principle that for any 
collaborative creation to function we must first buy-in to the premise we’re 
given (“Yes”) and then build upon it (“and...”). While you can use the phrase 
literally (and there’s a theatre game which is just that), the key aspect is that 
you accept the premise rather than rejecting it (which is called ‘blocking’). I 
never say “Yes, and...” in this scene, but I do accept that I have confessed to the 
sin and that Thorne is innocent of any complicity. 
4 (Red) Armond’s rosary is a little reincorporation from his introduction. From 
its set-up, it sounded as though Blue wished to reference it later and so by 
referencing it again, I’m looking to help Blue maintain its allegorical 
significance. I also leave explaining why Armond gave Elouise the rosary for 
Blue to describe to allow him to help develop his concept for Armond. 



rd Elouise 
“Against our neighbour.” 

yb Thorne 
“Against ourselves as well!” 

rd Elouise 
“I did not lie. I know now that I did not know then the truth 
about myself. It was my sin, my sin that has brought all this on 
our land. And if it is my absolution that will lift it then I will be 
free. We will all be free.” 

yb Thorne 
“But it will not bring Mary back.” And I sit there with my head in 
my hands.5 

gr It’s the next morning; they’ve struck camp and are on the road 
again. It’s a well-travelled road and so we pass people travelling in 
the other direction. 

yb And how they cheer when they see a witch in a cage! 

gr Sir Hayden has gone ahead to ensure the road is clear, a few 
peasants are working in a nearby field and one in particular, a 
young girl, looks up at him. It’s a cold morning and she just has a 
simply shift dress on. She’s shivering, but she was working hard 
and now she stares at him. Her father notices that she’s stopped 
working and starts to berate her and strikes her on the back of the 
legs “Get back to work, girl, what do you think you’re looking 
at?” 

yb And she cries out in pain and falls down to the cold earth.  

gr Hayden 
I look ahead and go to trot away, but then I pull myself back. I 
jump down from my horse and stride over to the father. “Man, 
do not treat your daughter like a beast. Can you not see that she is 
starving and cold? You cannot expect her to work under these 
conditions.” 

                                                        
5 To read more of the players’ thoughts on this section, see the last chapter 
Post-Game Discussion 4: On making Thorne Elouise’s father 



The father bows down before me, recognising Sir Hayden as a 
knight. I shrug off a cloak and wrap it around the child and she 
shrinks away from it, afraid of anyone touching her. “I will be 
returning along this path in a few days. If this girl does not look 
well, if you are not treating her better, then you will pay for this.” 

yb Are these actually Sir Hayden’s lands that we’re passing through? 
Or is he interfering in the domain of another knight? 

bl Good question. 

gr No, they’re not his, so yes Hayden’s interfering.  

yb So he’s not afraid to mete out justice even if he runs the risk of 
angering another noble. 

gr The father nods in acquiescence, and Sir Hayden gets back on 
his horse just as the caravan are catching up.  

rd I’d like to keep going with that. As Sir Hayden starts to ride away, 
the girl to whom he’s shown kindness—she was working in the 
fields—she throws down her hoe and runs after Hayden. And she 
says “My lord, my lord, please take me with you. Please take me 
away from this place.” 

gr Hayden 
“My mission is not for the young and innocent. Rest assured, I 
will be coming back this way and will check on your well-being.” 

rd Girl 
“Please! My father beats me. He is no good Christian man. Allow 
me to come with you. I will be-” 

yb And, as she pleads, her face raised up, her hair falls back and you 
can see that she does indeed have a black-eye. 

rd Girl 
“I will be your servant; I will do whatever you wish. There is no 
food here. We’re starving. He does not wish me to live for every 
scrap he gives me he would prefer to be in his own belly.” 

gr Hayden 
I look to her father for comment. 



rd The father is outraged at his daughter showing such a lack of 
decorum, such disrespect. Disrespecting the knight by pleading to 
him and disrespecting her father. He comes after her, grabs her 
and physically lifts her away. The girl struggles and cries out for 
help. 

bl Armond sees this and he says “Peasants! Cease this!” The father 
is paralysed by fear and releases the girl. Armond walks his horse 
over to hear and pulls her into the saddle behind him. “We will 
leave her in the Convent of St Mary Magdalen.” 

gr Hayden 
I nod in agreement about taking the girl with us and I reach into 
my purse and throw some coins onto the ground. “Compensation 
for your loss.”  

rd The peasant father is a proud man, but not so proud—in this time 
of famine and poverty—not to pick them up. Actual coins are a 
rare commodity for him. He gathers them up and hides them in 
his clothes. He looks both afraid, but also scornful at these noble 
people who interfere in his affairs and think to buy another 
person from him. As he retreats, the girl in glee shouts after him 
and curses his tongue to wither.  

bl Br.Armond 
“Child! Never forget the bible. Honour thy father and thy 
mother. Or the nuns will have to cleanse and purify you of such 
wickedness. Do you want to end up like her?” And I point to 
Elouise in the cage. “That is where the wickedness of woman 
ends.” 

rd The peasant girl, expecting to be struck, hides her face and begs 
forgiveness.  

bl Br.Armond 
I hold out a hand and gently hush her. 

rd Great, that’s all I wanted to add. 

bl Now, each player reads out their character’s questions so that the 
group can help explore them. Elouise? 



rd Elouise 
My questions are: 

- Why do you claim you don’t remember anything from 
before you were arrested? 

- Why are you terrified of Armond? 

- What happened to your family? 

bl Br.Armond 
My questions are: 

- Why do you doubt that Elouise is a witch? 

- What dark secret does Thorne know about you? 

- Why were you chosen for this mission? 

wh Ham 
My questions are: 

- Who is paying you to lead your companions? 

- Who makes you want to be a better person? 

- What offer would it take to betray your companions? 

yb Thorne 
My questions are: 

- What order could you not follow in the Crusades? 

- How do you know Elouise prior to this situation? 

- How has the plague caused you to suffer? 

gr Hayden 
My questions are: 

- Why do you despise Sir Thorne? 

- What item of your father do you carry with you? 

- Why do you cover your left hand? 

gr Do we need to start answering them? 

bl No, but you might have picked up on one or two questions from 
the other characters that you might want to drive at. 

rd It’s all about helping other people answer their questions. Some 
of them, you can tell, the player’s already answered 

bl We move onto the Second Act.  



Act Two: Hangman’s Wood 
 

wh (Ham’s player reads this passage from the rulebook) Black 
twisted branches lean close across the path, as if to grab the 
companions with their twigged claws. Roots tangle across the 
forest trail, threatening to trip and ensure the unwary. 

An ancient earthy smell mixes with rotting foliage and sticks at the 
back of the throat. Torches gutter and fight to stay alight against a 
chilling breeze which sends leaves swirling across the path. 

Hangman's wood is a place known to harbour fugitives, ferocious 
animals and quite possibly the spirits of the criminals whose lives 
gave the wood its name. 

A stomach churning howl breaks the silence. This is not a place 
to be without a guide. 

wh Elouise’s player frames a foreshadow scene to add background 
colour and may foreshadow events to come. 

rd It is a grave. There’s no name on it. It’s just a stone that’s been 
pushed into the earth. It’s the grave of someone who had nothing. 
On top of the dirt is a half-eaten apple. 

bl I like that image. 

rd An armoured man steps into the image, he’s not someone we’ve 
seen before. He has retainers with him. He looks down at the 
grave and then we see that there has been a tiny name scratched 
on, as though with a blunt knife. He looks at the name and he 
swears an oath and then he and his companions ride on in 
pursuit. 

gr It’s my scene next, but I don’t have an idea for one. 

yb Have a look down your questions and use one of those. 

gr Well, I know why I despise Thorne... 

rd Yes, but the question isn’t actually answered until it’s narrated 
into the story. 



yb So show us why you despise Thorne. You can frame a scene 
where we’re in a quarrel or Thorne is doing something you 
despise. Or it could be a flashback as well. 

gr I despise Thorne out of jealousy because he’s fought properly in 
battle, but I never have. I don’t know how to bring that in though. 

bl Here’s a scene for you. You’re riding into Hangman’s Wood and 
there’s a mugging going on, a brawl. How do these knights 
respond? 

gr Sure. I’m going to add a detail from the bottom of my character 
sheet: a knight returning from the crusades. 

gr Hayden 
So I’m ahead of the group again, scouting out the path through 
the woods. I reach a clearing and I see this scuffle, what looks like 
three ruffians fighting. In my loud, booming voice I call “Halt! 
Stop your quarrel!” And they ignore me. I ride my horse up and 
have it rear up in front of them. Afraid, two of them break off, 
dropping the third. It’s then that I notice that the third man, who 
has been badly beaten, wears a part of a uniform. 

rd So he’s wearing a surcoat with the cross of a crusader. 

wh Or a seashell around his neck. It’s the symbol of a pilgrim. 

gr Hayden 
I say “What is the quarrel here?” Does anyone want to play the 
crusader? 

wh I will. 

rd I’ll be one of the ruffians, who dropped the crusader but now 
sees that Sir Hayden is alone. 

rd Ruffian 
I say to the other: “It is just one man.” Then I turn to Hayden 
“Move along, we do not block the road, move along! This is not 
your business.” 

wh Crusader 
“My lord, help me! I’ve sworn an oath never to take a man’s life.”  



rd One of the ruffians has a caltrop; he approaches Sir Hayden and 
he stabs it into his horse’s snout. The horse reels away in pain, 
taking Sir Hayden away from the altercation. 

gr Hayden 
I can’t calm my horse so I jump off and grab my sword. I’m filled 
with rage at this assault, more angry at the attack on my horse 
than on the man before me. 

yb Ah, now we come to Hayden’s true nature. 

gr Hayden 
I come at my attacker in a blind rage. 

rd The ruffian is taken by surprise at Sir Hayden’s prowess and he 
turns his back to run, giving the knight the chance to strike down 
a fleeing enemy. Does Hayden strike him down? 

bl The other ruffian sees this going on; he cuts the crusader’s purse 
off and then sticks him in the side and starts running as well. 

gr Hayden 
I’m in a blood-rage, so I cut the first man down as he turns away. 
I drag my sword free and see the other running. I chase after him, 
taking giant steps, run him to the ground and then strike him 
from behind as well. He was untested in battle and now he’s been 
tested! 

bl Is it a clean cut? Is it clumsy? Was the blade even sharp? 

gr Hayden 
After I land the second blow, there’s a silence, broken only by the 
gurgle of the dying men. I look at my blade, it’s the first time I’ve 
ever seen it covered with blood. I feel as though I’ve finally 
become a warrior. I feel a sense of pride and justice, that I’ve 
been tested and not found wanting, as it was always my fear that I 
would flinch or fail when it came to battle. Having dealt with the 
attackers, I return to the side of the crusader. 

wh Crusader 
“My lord, thank you so much. I was set upon and brought down 
before I even realised.” 



gr Hayden 
“How do you fare? My companions are travelling up this way; 
they will arrive in but a few moments.” 

wh Crusader 
“One of them got me. I’ve not long. You did well, my lord.” 

gr Hayden 
“I only did what needed to be done.” 

wh Crusader 
“In the East, I was like you before my oath. Bloodthirsty. I tell 
you, though, the killing will lose its edge.” 

gr Hayden 
“Is there anyone I should tell? Your family?” 

wh Crusader 
“None left.” 

gr Hayden 
“There must be something I can do for you.” 

wh Crusader 
“Bury me deep. So the rats can’t eat me.” 

gr And we’ll end the scene there. 

yb I was thinking of a couple of scenes. Please tell me which one you 
would prefer to see: one is over the grave of the crusader who 
turned out to be on the same crusade as Sir Thorne; the other is 
talking with Brother Armond about the dark secret. 

wh Do both! 

yb Okay. It’s evening; we’ve been praying over the grave of the 
unknown crusader. 

wh Ham’s there, holding a shovel, looking really tired. Everyone else 
has done the right thing, but he’s had to actually bury him. 

yb On the other side is Sir Thorne, also with a shovel. Above the 
grave is a tree, and stuck into the trunk is a bloodied dagger, the 
same dagger used to slay the crusader. And from it, hangs his coat 



in place of a headstone. The others have dispersed because it’s 
such a gloomy place and there’s just Sir Thorne and Brother 
Armond, and in the distance is Ham, eavesdropping. 

wh Sitting on his shovel, smoking a clay pipe. 

yb Thorne 
“Armond, I know we haven’t always been on the best of terms. If 
I offended you with my rashness and madness after the death of 
my wife, please forgive me. You must understand the rage of a 
forlorn husband. But pray, give me some insight as to what 
happened to my daughter. Why did she suddenly become 
convinced that she is the one responsible for the plague? Is that 
what you told her?” At this point, my armoured glove grabs 
Armond’s collar and brings him in close to my maddened eyes. 

bl Br.Armond 
I’m really panicked by this. “I’ve done no such thing! If anyone 
did that it would be my masters in the church. I am just doing as 
they bid!” 

yb Thorne 
“Who? Who is your master?” 

bl Br.Armond 
“The Bishop. The Bishop of Southwark” 

yb Thorne 
“So it is the Bishop who is seeking to seize my lands. I knew 
having the Church as a neighbour would do me no good.” And I 
push you onto the wet ground of the grave. As you sprawl, I walk 
off in a fury. 

bl Br.Armond 
As he leaves, I call after him in a whisper: “If you offer up your 
daughter, you might still be redeemed!” 

yb Thorne 
And I keep walking.6 

wh Interesting, I want to follow that up.  

                                                        
6 To read more of the players’ thoughts on this section, see the last chapter 
Post-Game Discussion 5: On Thorne and the Bishop of Southwark 



wh Ham 
So we’re riding a little further through Hangman’s Woods and 
Ham sidles up to the side of Sir Hayden’s horse. They’re a little 
bit ahead of the rest of the group. “It’s been an interesting 
journey, my lord. Struck by much misadventure. I’ve heard many 
an interesting opinion expressed. I don’t want to speak out of 
turn, but I’d like to share something with you, if I may? It seems 
that our good Brother Armond is in the employ of the Bishop of 
Southwark.” 

gr Hayden 
“A priest who serves a bishop? There is nothing unusual in that.” 

wh Ham 
“Oh, we all have our masters, my lord, I understand that. We all 
have our place and our duty. But what is that duty, my lord? The 
girl back there in the cage is the daughter of Sir Thorne and the 
Bishop has interests in the lands of Sir Thorne. Now I don’t wish 
to cause trouble, or express opinions in front of my betters, I just 
thought that a man of justice in your station might be interested to 
know that. And if I should be allowed to speak without restraint, I 
might say that I’ve seen the way you look at Sir Thorne. I’ve seen 
the way you consider him. Now, I don’t want to get entangled in 
the business of lordly folk. I merely thought that, as your loyal 
man, should share this knowledge with you. And, as a just knight, 
you might be one who might reward such loyalty.” 

gr Hayden 
“And how did you learn all this?” 

wh Ham 
“From their very lips, my lord. At camp last evening, while 
burying that Christian fellow who was cruelly done in. It’s a 
bitterly cold winter, my lord, with a wife and three children and 
vittals costing more than ever.” 

gr Hayden 
“Congratulations.” 

wh Ham 
“I don’t follow, my lord. Congratulations?” 



gr Hayden 
“For the most recent addition to your family. This last child must 
have come along most recently indeed, since when our journey 
began you only had two.” 

wh Ham 
“Well, my lord, I was never good with the numbers; a man of my 
station isn’t taught them proper.” 

gr Hayden 
I look at Ham with increasing suspicion. “One must get to the 
truth of every matter if justice is to prevail, Ham. I appreciate 
your candour in spreading this truth.” And I spur my horse away 
from him, clearly not going to pay him anything. 

wh Ham 
“Oh good.” 

wh End scene. 

bl It’s nightfall and the cart is pulled up for the night. Everyone’s 
eaten, Ham’s caught a rabbit and roasted it, and now people are 
resting and drifting off to sleep. And it’s now nearly completely 
dark and deep night. Elouise is woken up by something pulling at 
her hair. She wakes and sees that it is Brother Armond stroking 
her. There’s an excitement and a terror in his face. 

bl Br.Armond 
“Aspect of the divine mother. I worship thee. I worship thee.” I 
take an apple and I bite into it. “Share this. Share this with me, 
divine mother.” 

rd Elouise 
I’m like a deer. My eyes go wide with fear at this apparition 
before me, his strong fingers running through my hair. I pull 
myself up slightly. I don’t want to scream. I don’t want to do 
anything to provoke him still further. I take the apple and, 
transfixed by his eyes, I take a bite of it. 

bl Br.Armond 
“Share the body of the knowledge of Mary Magdalene. Share 
with me. Taste!” 



rd Elouise 
I nod and continue to bite into it. The juices spurt from my 
mouth and flow down my chin. I wipe it clear with the back of my 
other hand, smudging dirt across my face. I bite and bite until 
finally I have eaten it all, every piece of it, including the core and 
the stem. There’s nothing left in my hands. My mouth is 
completely full; my cheeks are bulging with it and when my lips 
part you can only see the white flesh of the apple behind.  

bl Br.Armond 
By now, I’m a mass of confusion. Something snaps in me and I 
retreat in fear from Elouise. I tear my clothes from my body and 
pull out a cat-o’nine-tails and start whipping myself. “Filth! Filth! 
Wickedness!” And I’m beating myself into another ecstatic 
frenzy.7  

bl And anyone who wants to wake up at this time...? 

gr Hayden 
I wake and grab Armond, pulling the flail from his hand. “Are 
you mad, man?” 

yb Thorne 
“Here’s a simple solution.” And I punch Armond across the face. 

bl Br.Armond 
I go flat over into the mud. 

gr Hayden 
“That wasn’t quite necessary.” 

rd Elouise 
I watch him fall and then open my mouth and allow all the pieces 
of apple to fall out. I’ve not swallowed a single ounce of it. It all 
falls out on the base of the cage. 

bl I’m happy to close it there.8 

                                                        
7 (Blue) One of Armond’s scene ideas is: Six flagellants chanting in unison. I 
took that idea, but I incorporated it into Armond’s own character, rather than 
encounter them. 
 
8 To read more of the players’ thoughts on this section, see the last chapter 
Post-Game Discussion 6: On Armond’s heresy 



rd It’s the morning after the night before. The camp is just starting to 
awake. Brother Armond excused himself during the night in 
order to pray and is now nowhere to be seen. Ham and the 
knights, having had their sleep interrupted, are stirring very 
slowly. Elouise is in her cage and she’s talking with someone: the 
peasant girl that Sir Hayden rescued from her father. The girl is 
sitting alongside the cage and the two of them are talking, almost 
like it is a confessional. Their faces are pressed up against the 
bars of the cage, but turned to one side so they can only see each 
other out of the corner of their eyes. They are whispering to each 
other and Elouise takes something in her hand and passes it over 
to this girl. It’s a piece of the apple that Armond gave her last 
night. The girl takes it and then wanders away, biting into it. She 
tries to swallow, but as she does so it sticks in her throat. She 
suddenly starts gasping and retching in order to push it free. The 
men of the camp start to wake up as they hear the cries of a 
woman in distress. Ham, Thorne and Hayden go over to her, but 
she’s collapsed. Her face is blue and her eyes are glassy. 

yb Oh, so she’s choked before we even reach her. 

rd Yes, so she’s choked and suffocated. Elouise stands in her cage, 
looks over the body and says simply: “She did not honour her 
father.” 

wh Wow. 

rd That’s all I want to do with the scene.9  

                                                        
9 To read more of the players’ thoughts on this section, see the last chapter 
Post-Game Discussion 9: On the foreshadowed armoured pursuers 



Interlude: Confessions 
 

bl Each player aside from Elouise’s player makes a confession about 
their character related to events before the journey. These 
confessions are not spoken by the character in the narrative, 
they’re just additional background for the players to know. 

bl What I’ll reveal about Brother Armond is that he is a heretic. He 
has been shown the gospel of St Mary Magdalene and carries a 
copy of it close to his body. He’s rather free with his 
interpretation of it and conflicted about following its teachings. 
He’s very confused between woman as goddess and woman as 
temptress.  

wh I have no idea what confession to have for Ham at the moment.  

rd How many children do you actually have? 

wh None.  

bl Do you have a wife? 

wh No. 

yb What would it take for you to betray your colleagues? 

rd When have you betrayed someone in the past? 

bl Is that why you don’t have a wife and children? 

wh Okay. The reason why he doesn’t have a wife or children is 
because they were all taken by the plague. He’s been a waster 
since then. Always getting drunk and getting into more and more 
trouble. But when the plague actually came on his village, and he 
saw all these good Christians becoming infected, he gave up the 
Christian way and started praying to the old gods. He prayed not 
for his family, but just that he himself be spared. 

yb I’ve answered all the questions for Sir Thorne. So let’s go a bit 
further. Sir Thorne believes, really deeply believes in God. In 
God’s Justice and God’s Goodness and has experienced at first 
hand that the Church’s actions are not those of a godly institution. 



He’s not a heretic yet, because he’s never found a heresy that he 
would join. In his heart, though, he will continue to fight against 
the Church, which he considers a source of evil. 

gr On a similar theme, what Hayden doesn’t realise is that the 
woman that he loved—who spurned him for a knight who went off 
to the Crusade—ended up marrying Sir Thorne. 

yb So poor Mary, Elouise’s mother... 

gr Was the woman that Sir Hayden had been in love with.  

yb Is Elouise actually Sir Hayden’s daughter? 

gr No. But she was very religious and she felt she needed to marry 
someone with as deeply held convictions as her. Sir Hayden 
wasn’t prepared to go. His father had just died and he had to 
administer his lands and take care of his people. He stayed and 
she married someone else. He despises Sir Thorne because he 
went to the Crusade when he didn’t, but Hayden doesn’t know 
that he was the knight who Mary married instead of him.  



Act Three: Cliff Top Pass 
 

yb (Thorne’s player reads this passage from the rulebook) As the 
companions trudge the narrow path, loose stones slip and tumble 
towards the turbulent ocean below, while the rain lashes in the 
wind almost horizontally against them. 

Far below, the waves crash hungrily against the cliff face, willing 
the companions to take a wrong step and be swallowed whole. 

As the journey's end grows closer, the companions must think, 
are they doing the right thing? Is this girl capable of causing such 
pain? Does she deserve the fate that awaits her? Even if she does, 
can the companions afford to do it? 

Who do you trust? Will you be able to leave Lindisfarne with a 
clear conscience and your beliefs intact when Elouise's 
Absolution comes? 

rd We’re travelling along the Cliff Top Pass. Ever since the incident 
during the night, Brother Armond has kept a wary distance from 
the rest of the group. He has taken to walking along far behind 
them, so as to avoid contact, but whenever they turn around they 
see him in the distance proceeding after them. They leave the 
cliff path to make camp for the night and find a scoop in the earth 
that provides protection from the winds. Brother Armond does 
likewise, he finds a hermit’s cave which provides a modicum of 
shelter as the night draws in. He’s sitting there, trying to light a 
fire. Finally, the fire catches and sparks to life. Armond is 
overjoyed until suddenly he hears a thump and sees something 
thrown beside the fire. It is a bird, freshly killed and ready for 
cooking. He turns around to see Elouise, standing in the cave 
mouth, half in the light, half in the darkness beyond. She’s 
escaped the cage. 

rd Elouise 
I step over to you and say: “Brother, there is great sin in you. 
There is a great sin in you as there is in myself. We must be 
cleansed of the sin together. We cannot deny our bodily desires, 
but it must be done under God’s laws.”  



“We cannot lie together until we are wed. But you are a priest. 
You can marry us.” I hold out my hand to you. “With the eyes of 
God upon you, Armond; will you take me—Elouise, daughter of 
Thorne—to be your wife?” 

bl Br.Armond 
My breath catches. It is a dream; it is a vision. “Of course! Yes, 
yes! As God is my witness. And do you take me—Armond—to be 
your husband?” 

rd Elouise 
“Unto death.” 

bl Br.Armond 
“As I.” 

rd Elouise 
“And so we are wed.” I step in close to you and say “My 
husband”. I wrap my arms around your head and press it to my 
chest. “We are man and wife, and the two shall become one 
flesh. We will be together tonight and always, and when we reach 
Lindisfarne we shall burn together.” 

rd I’m happy to draw a veil there.10 

bl Right. My scene is going to carry straight on from that. Elouise’s 
escape has been discovered and the rest of the party are searching 
for her. Ham has tracked them down and they all walk into the 
scene while Armond and Elouise are mid-union. 

wh Ham 
“Brother Armond! Brother Armond! The cage is empty, the girl 
is... oh.” 

                                                        
10 (Red) A ‘veil’ in story gaming parlance refers to the group agreeing to ‘draw a 
veil’ over certain content, often sexual or violent. Players are then allowed to 
include the content, but not to describe it explicitly-or alternatively to ‘fade to 
black’ once the content is introduced and then focus on dealing with the 
consequences in a later scene. The related term of a ‘line’ refers to content that 
the group has agreed in advance to exclude completely. We had a ‘line & veil’ 
(often abbreviated as ‘L&V’) conversation prior to playing and excluded, for 
example, any sexual violence. Players can put lines in place against less extreme 
content as well if they are particular emotional triggers for them. 



yb Thorne 
I swear in a very loud and ugly manner. I stomp on the fire with 
my armoured boot and sparks go flying over their bodies.  

gr Hayden 
I enter and see what Armond is doing, “You! You are supposed 
to be a man of God! You would do this to an innocent?” 

bl Br.Armond 
I stutter, still enraptured, “She’s not innocent. She’s the divine 
mother!” 

yb Thorne 
“I knew it!” I pull Armond off her and start beating him against 
the wall. “I knew it! You’ve been poisoning her mind. You’ve 
been abusing this poor innocent girl.” 

gr Hayden 
I get in between them to pull them apart. 

bl Br.Armond 
“I’m worthless flesh...” 

gr Hayden 
I try to seize Thorne’s attention. “We cannot just kill; we have to 
discern the truth.” 

yb Thorne 
“I have seen enough!” 

gr Hayden 
I push Thorne aside. 

yb Thorne 
I drop Armond.  

gr Hayden 
I ask Elouise, “What is the truth here?” 

rd Elouise 
“We are wed.” 

gr Hayden 
“How? How can you be wed? He is a man of the cloth!” 



bl Br.Armond 
“I wed us.” 

yb Thorne 
I tear my cloak from my back and wrap Elouise up in it. I bring 
her out in my arms and the others can see him weeping bitter 
tears.  

wh Ham 
I mutter, “It’s not a sin if they’re married...” 

rd Elouise 
As I’m being carried away, I’m shouting, “We are sin! We are 
sin! We must be together for we are both sin!”  

bl Br.Armond 
During the distraction, only half-clothed, I flee from the cave. I 
scrabble through the undergrowth, seizing nettles and thistles and 
shoving them under my habit. Anything that will imitate the flail 
Hayden took from me.11 

rd Another scene. It goes to Ham. 

wh I don’t know.  

yb What does Ham do, confronted by this craziness?  

rd Especially as it’s his employer who’s just run off. 

gr Are you going to pretend that he hasn’t paid you? If he’s gone, 
perhaps you’re going to go. 

rd Or is he still to pay you? Has this turn left you in danger of being 
out of pocket? 

wh Okay. We know that Elouise is the daughter of Sir Thorne. We 
know that there’s a rivalry between Sir Thorne and the Bishop of 
Southwark over Sir Thorne’s lands. Thorne has just seen his 
daughter besmirched by the Bishop’s agent, who’s claiming that 
they’re wed now. 

                                                        
11 To read more of the players’ thoughts on this section, see the last chapter 
Post-Game Discussion 7: On Hangman’s Wood and Post-Game Discussion 8: On 
the ‘wedding’ in the cave 



rd I wonder if Thorne might be willing to spend some money to get 
him and Elouise out of this. 

wh Done. It’s afterwards, Elouise is safely back in the cage and Ham 
approaches Thorne. 

wh Ham 
“Tricky terrain around here near these cliffs. There’s lot of crags, 
lots of paths, even experience travellers can be led astray.” 

yb Sir Thorne is distracted and doesn’t look at you. 

wh Ham 
“I once knew a party of young travellers who came this way; they 
took a wrong turn and never stopped in at the next town along. 
We gathered up a band of the lads and went looking, but we 
never found trace of hide or hair of them. Those other paths, 
though, they’re not all dead ends; there are paths leading in every 
direction from here.” 

yb Thorne 
“And you know these paths well enough?” 

wh Ham 
“Oh yes, of course. Why else was I hired? That’s what I was 
going to say, my lord. With the right man leading the way, anyone 
could take a little aside, shall we say? And could escape any 
pursuit until they were in another part of the country entirely.” 

yb Thorne 
I look out to the sea and remains quiet for some time, until finally 
I sigh: “Ah, why not?” I tear off a golden crucifix from around my 
neck, its chain light and delicate of the sort worn by women and 
the clasp has ‘Mary’ engraved upon it. I push this into your paw.12 

wh Ham 
“My lord, thank you. What an unprecedented gift. Shall I go an 
open the cage?” 

                                                        
12 (Yellow Black) Some of the other players interpreted this as being part of 
Thorne’s rivalry with the Church. I interpreted that as him giving away his last 
memento of Mary. He has no money and so he’s giving away his most precious 
memory to this materialistic person who will just melt it down. 



yb Thorne 
“Not yet. We must first be rid of the meddling Hayden. Even if 
we escape him now, he will track after us like an old dog. You will 
lead us from Lindisfarne once the true heretic has burned.” 

wh Ham 
“I will, good my lord. You have my word as an honest man.” 

rd The next scene is Sir Thorne’s.  

yb So the tone of this Act is Tumultuous. Are they doing the right 
thing? Is the girl capable of doing such things? Does she deserve 
the fate that awaits her? Okay. They’re travelling and, as naturally 
happens, those on horseback end up further ahead than those on 
foot, helping push the cart. Sir Hayden and Sir Thorne are 
carefully leading their mounts on a narrow cliff path where stones 
slip beneath their horses’ hooves and roll down towards the sea. 
Their ears are full of the roar of the waves crashing below. Sir 
Thorne leans back and shouts to Sir Hayden.  

yb Thorne 
“So, John, do you think we are doing the right thing? Burning a 
child for the sins of the whole country?” 

gr Hayden 
“She admitted it. She confessed. We must uphold the law of the 
land. If we don’t, then what do we have left?” 

yb Thorne 
“We have God’s words. And their true justice.” 

gr Hayden 
“I’ve seen where God’s word leads people. Over thousands of 
miles, over mountains and sea. To put to the sword peoples of 
whom we had never heard. Our concern should be God’s people 
in this land, not those-” 

yb Thorne 
“Do not play games with me. My concern is for my daughter. I 
had left her in the care of her mother and what is she now? She is 
but a crazed vessel, filled with the priests’ madness.” 



gr Hayden 
“It was your choice to leave her. Evil will gain entry when the 
sentry quits his post. If you do not take care of your own, then 
who will?” 

yb You see Sir Thorne clench his teeth and a trace of blood on his 
bottom lip. I’m happy to cut the scene there. 

rd Do you have an idea for a scene? 

gr No. 

rd If we can have a scene with Sir Hayden back alongside the cart 
and Elouise gestures over to him. Sir Thorne is not speaking to 
her since the scene in the cave. Elouise silently pleads for Sir 
Hayden to come closer. He does so and she holds out her hand 
towards him. Does he take it? 

gr What does she want? 

rd To hold his hand. 

gr Sir Hayden holds out his left hand.  

rd Elouise 
“Sir Hayden, you are a just man. You are a noble knight, are you 
not?” 

gr Hayden 
“Of course.” 

rd Elouise 
“Please promise me this: I am a creature of sin. Please promise 
that I will burn.” 

gr Hayden 
I try to pull my hand away, but she’s holding it very tightly. 

rd Elouise 
“Please promise me that you will make sure I burn.” 

rd You don’t have to answer that. We can close the scene there. 



yb Is it then that the glove slips and we see the tell-tale signs of the 
plague on Sir Hayden’s hand? 

gr Yes.  



Act Four: Lindisfarne 
 

bl (Armond’s player reads this passage from the rulebook) It is 
Sunday morning and the sun bathes the land in clear golden light 
as it breaks the horizon. The journey's end is in sight. A well-worn 
path leads down towards the coast and towards our destination.  

Lindisfarne, also known as 'the Holy Island', is off the North East 
coast of England, where St. Aidan founded a great monastery/ It 
can only be reached by a causeway at low tide. 

bl Each player adds a detail about Lindisfarne. As ever with this 
game, don’t worry about historical accuracy, we’re building a 
fictional Lindisfarne here to fit the destination of our story. 

gr The walls of the abbey are beautiful and majestic; it has stood the 
test of time, untouched by Viking or Saxon raids. And yet there is 
still a section of the walls covered in blackened ash. That’s where 
the burnings take place. There are layers of purifying ash that are 
embedded on that side of the abbey. 

yb The island is made of sand, except for the stone on which the 
abbey stands in the centre of the isle. Every year it gets a little bit 
smaller as the waves erode the rock beneath and soon the abbey 
will be standing on the cliff itself. 

wh The monks have gathered around the edge of the walls and they 
are overseeing a cart laden with dry kindling being brought into 
the abbey. 

bl A number of local people have come. They are excited; they’re 
looking forward to the burning. This is a day’s holiday for them. 
They’re earthy types, Ham’s social brethren. 

wh They sound like my kind of people. 

rd We are not the only pilgrims to Lindisfarne. Now we are closer, 
we can see small parties of pilgrims both ahead of us and behind 
us. While we are on a very specific and solemn quest of our own, 
our objective is more like an industrial line. We are just a small 
number of hundreds and hundreds of pilgrims all their for their 



own personal religious experience. Elouise is standing in the cage 
like a queen in a chariot, joyful that she’s arrived at Lindisfarne. 

bl There’s no turn order for the last Act. I have an idea. Armond is 
a bit crazed at the moment, so I’m going to have a moment where 
he’s by himself at Lindisfarne, remembering something he was 
told by the Bishop of Southwark.  

The Bishop says: “Armond, we know of your misdeeds. We 
know of your heresies. We know of your foul worship of the 
whore of Babylon. You are damned for all eternity. However, 
you may ease your suffering; you may gain a grain of forgiveness 
in the eyes of the Lord if you complete this penance. Take this 
foul temptress and have her burned at Lindisfarne.” 

And back in the present Armond cries “Yes!”. He grips his rosary 
tightly and the string snaps and the beads fall to the ground at his 
feet. 

rd Elouise is in her cage. Sir Thorne is there and she beckons to 
him. She reaches out, not as he remembers her—a little girl 
reaching up to her father—but as though she is now the parent, 
older and wiser than he.  

yb Thorne 
I come over, distinct worry on my face. 

rd Elouise 
I turn my head to the side and place it on the bars of the cage. I 
ask him to do the same, to adopt the same confessional posture.  

yb Thorne 
I do as she asks and placed my hand over hers clutching the bars. 
There’s this contrast between the girl’s tiny, slim hand and the 
warrior’s armoured gauntlet. 

rd Elouise 
I say “I take your sin. I take your sin. You are forgiven.” And 
then she backs away into the cage. 

wh Hmmm... I’m struggling with something for Ham. ‘Who makes 
him want to be a better person?’ that’s the only question I haven’t 
answered yet. No one else has really been an example for him. I 



think he’s treating this all as a bit of business. There are two sides 
here: Sir Thorne and the Bishop of Southwark. He doesn’t really 
mind who wins, it’s going to come down as to who will grant him 
the greatest licence if he sides with them.13  

yb How was Ham brought into Armond’s employ in the first place? 
Did Armond find him himself? 

wh I kind of imagine Brother Armond being called by another one 
of his order. There’s a bit of commotion, someone’s shouting 
“This man was found on Church land stealing apples, and the 
little bastard tried to claim sanctuary in our church!” Armond 
comes around the corner and in one of the pews is Ham looking 
really worse for wear. Hung over, freshly beaten up, with a bit of 
his own blood encrusted in his beard. “And he claims he knows 
you!” 

bl Cool. 

rd Any last scene, Sir Thorne? 

yb Yes, I was wondering... this is just a short moment. There’s a 
mass being sung in Lindisfarne, he’s kneeling before the altar 
taking Eucharist. He crosses himself and remembers himself as a 
younger man, preparing to go on Crusade. 

bl Now, finally, we have Elouise’s introduction scene from before 
she was captured. 

rd We are in Sir Thorne’s household. Sir Thorne himself is away 
on the Crusade. Elouise has a pail of water and she’s carrying it 
through the house. It’s quite a grand house, it’s a manor house. 
Elouise is younger, but she looks older because she’s finely 
dressed and properly made-up as a gentlewoman. She stops and 
puts the pail down for a moment and you can see her burst into 
tears. She holds all the sound in, she’s completely silent as her 
body is wracked by sobs. Almost as quickly as it began, it finishes. 
She blinks and wipes her eyes and then, when she raises her 
head, you cannot tell that she was crying. She’s gone through this 
process so many times that she can instantly bury it. She picks up 

                                                        
13 To read more of the players’ thoughts on Ham, see the last chapter Post-
Game Discussion 3: Ham 



the pail again and takes it through into her parents’ bedroom. 
Her mother is there, lying on her sickbed. She has the plague.  

Elouise has a cloth and she wipes it across her mother’s brow. At 
first she feared the plague, but she’s been attending to her mother 
so long and, for whatever reason, she’s not been struck down with 
it. She handles her mother, bathes her plague-ridden body with 
great confidence—she’s not afraid of it anymore. Her mother is 
fading fast. She reaches out to Elouise and Elouise takes her 
hand. Her mother says: 

“This is God’s judgement upon me.” 

Elouise says: “No, it can’t be. You have been a wonderful 
mother, you have been a wonderful wife. You have always obeyed 
the Church, always obeyed God. This cannot be God’s judgment, 
this must be the Devil’s work.” 

“No, this is God’s judgement. For I spoke false before his altar. I 
swore love to a man when I, in truth, loved another.” Her mother 
speaks of the man who she was in love, which we know as Sir 
Hayden, but for reasons of pride, the excitement of association 
with a knight going off on Crusades and who offered greater 
financial security, she agreed to marry Sir Thorne instead. “And it 
is that lie, that one lie before God, that has struck me down.” 

Elouise cannot believe what her mother is telling her, cannot 
believe the depth of the lie with which she’s been living. She 
knows that a priest won’t come to a plague-house and so she puts 
the side of her face next to her mother’s as though to hear her 
confession. 

She says, for the first time: “I take your sin. I take your sin. You 
are forgiven.”  

The mother is too far gone to respond. Elouise stands and sees 
her fall to sleep, knowing that she will never wake up again.14  

                                                        
14 To read more of the players’ thoughts on this section, see the last chapter 
Post-Game Discussion 2: Elouise’s Introduction 



Absolution 
 

bl At Absolution, Elouise is bound and gagged and may not act or 
speak unless someone rescues her. The other characters have set 
pieces of text to read that will lead to them burning Elouise. 
When it comes to their turn, instead of reading their set text, a 
player may instead describe what they do to free Elouise—at this 
point, the scene is played as normal, but it can only end in 
Elouise’s death or escape. 

bl Armond’s player reads this. I’ll just embellish it slightly and say 
that Armond is by the pyre. There are tears in his eyes. We close 
in on him and we can see that there are welts and scratches and 
sores, self-inflicted, all over his body. Signs of his wickedness and 
his desire to follow the path of Christ. 

bl Br.Armond 
As the sun breaks the horizon, I read the witch her last rites. The 
gathered monks join me in prayer and we denounce her: “We 
shall not suffer the witch to live” again and again, though it means 
her death. 

yb Thorne 
It says that I carry the witch to the pyre. They are unwise to let 
me do so. I sweep her up in my arms, look around and then 
shout “Ham! The horses!” 

wh Ham 
I’m there, I’ve got two horses ready and I drag them over. 

yb Thorne 
I throw Elouise over my shoulder and mount my war-horse and I 
make ready to ride off. What are Sir Hayden and Armond 
doing? 

bl Br.Armond 
I stare passively after him, still chanting “We shall not suffer the 
witch to live” over and over as a mantra. 

gr Hayden 
I’m dismounted so as to witness the burning. I call for my horse 



and shout after Thorne. I draw my sword, still marked with the 
dry blood of the men whom I killed on the road, and charge after 
Sir Thorne. 

rd Elouise 
Through the gag, I scream that I want to burn, that it is rightful. 

wh Ham 
I’m not a skilled rider, but I start madly whipping away at the 
reins and riding off down to the beach. I’m more scared that 
anything and hold Elouise tight into me as I ride off. 

gr Hayden 
I see them escape ahead of me. Encumbered by Elouise as they 
are, I know that I can catch them, however I ease back in the 
saddle. I pursue them until they are clear of the abbey and down 
onto the sands and there I pull up and stop. Sir Thorne snatches 
a look behind him as they go and, when I see his face, I raise my 
left hand—part salute, part valediction, part caution. The distance 
is too great, however, and I cannot tell his expression. He turns 
back to the path ahead and he, Elouise and Ham gallop away. 

I lower my hand as I watch them go and then I feel a tingling go 
through it. I ignore it and return to the abbey. That night, though, 
when I finally remove my gauntlet I see that the signs of the 
plague are gone. I think back to Elouise and wonder what power 
she truly had, what bargain I had made and what I had let escape.   

yb That seems like a good time to find out whether Elouise was 
guilty or not. 

bl Yes, so now the Absolution scene is over then Elouise’s player 
reveals whether she was innocent or guilty. 

rd Anyone want to make any predictions? 

bl I thought that you were either a complete saint or completely 
deceitful. 

wh So that’s both, right? 



yb Sir Thorne doesn’t believe that she’s guilty. As a player, I don’t 
have a prediction either way.15 

wh I’m the opposite. As a player, I think she was innocent. As Ham, 
I don’t really care. Either way, it doesn’t matter. Ham’s 
perspective is that—in wars or disputes like this one between 
Thorne and the Bishop of Southwark—that innocent people get 
caught up in them and sometimes they die. 

rd (revealing Elouise’s Truth) And she was Innocent.16 

bl & wh Yeah! 

bl Okay to epilogues: either a scene from the future, or a flashback 
or something to do with the character’s legacy. 

gr Sir Hayden survives and returns to his lands. His belief in moral 
absolutes has been shaken by his journey and in all his future 
decisions he looks to exercise his own judgement rather than 
follow the word of others blindly. He has been cured of whatever 
malady afflicted his hand and lives on for years. 

yb Sir Thorne takes his daughter into the care of an abbess—a long-
time friend of his family—who runs a nunnery, hoping that the 
nuns will not be as corrupting a presence as Brother Armond. 
Thorne begs her to help bring his daughter’s mind back. He 
spends the rest of his days in conflict with the Bishop of 
Southwark, and doing his best to follow what Sir Hayden told 
him, taking a detailed interest in what’s going on in his lands and 
never leaving them unprotected again. So he learned something 
from the old knight. 

wh It’s a London street. Ham is hurled from a tavern and slams into 
a bank of horse manure. This bruiser picks him up by the collar: 

                                                        
15 (Red) While Witch isn’t a game for long campaigns, it is a game that caters for 
repeat play to try out each character and because each different combination of 
players will provide a very different story. The last time I was playing Brother 
Armond and I got mixed up between Brother Armond’s and my own feelings 
about Elouise’s guilt; Brother Armond was convinced that she was innocent 
and so I predicted “She’s innocent, of course,” ignoring all the signs that 
Elouise’s player had put in that she was guilty. I’d allowed my character’s 
opinions on a subject to bleed into my own as a player. 
 
16 To read more of the players’ thoughts on this section, see the last chapter 
Post-Game Discussion 10: On portraying Elouise’s guilt or innocence 



“You better up!” Ham replies desperately “I paid you yesterday!” 
“Yeah, and the rest! Sort it out or I’ll sort you out!” And I’ll leave 
Ham there, exactly where he started. 

bl A few weeks later, cut to a nunnery in Norfolk. It’s twilight. There 
are rows of cells where the nuns are praying. We focus in on an 
anonymous nun praying—it might be Elouise, it might be 
another—and you hear, from outside the slit in the cell, 
“Goddess? Goddess? Are you there? Are you there?” 

There are some male members of the laity who tend to the 
grounds, they’re called and they grab Armond and bring him 
before the Mother Superior. Armond throws himself to the 
ground at her feet: “I’m here to serve the goddess!” And it ends 
there. 

rd I don’t think that Elouise was part of that. 

bl That’s completely okay. 

rd It’s just too unhealthy a relationship to go back to. Elouise, under 
the tutelage of these—completely separate—nuns, learns of the 
true nature of God’s love. She learns that it was her own pride to 
put herself in the place of God in forgiving others of their sins. 

yb Ah, so she realised that she had followed in the steps of her 
mother in committing the sin of pride. 

rd Yes, exactly. She learns that taking other people’s sins upon 
herself, that itself was a prideful act. It is for each individual 
person to gain God’s forgiveness and it is not for her to do so. 
And I’m looking for what happens next to her beyond leaving her 
having the life of a nun. 

yb Maybe she doesn’t have the life of a nun. She was placed there to 
heal, but maybe now we can see her as the lady of the manor. 

bl And married to a knight? 

rd No, and I think maybe that can be one of the vestigial elements. 
In her mind, she still is married. She still considers that she’s 
married before God. Sir Thorne is successful in defending his 
lands against the rapacious Bishop of Southwark and she inherits 



them in her own right. She dedicates her life and the influence 
she has in order to try to break the belief of women as witches. 

yb She gained education in the nunnery and she’s now a small 
patroness of the coming renaissance. 

rd Yes, to spread this word that sin is held by each individual and 
that they cannot lay the sin of a community upon a single person. 

bl Great. All that remains is to spend a few minutes discussing the 
game. 

rd Thank you all.  



Post-Game Discussion 
 

The game encourages players to spend a short time discussing the game. To 
aid readers of this replay, we went back through the story in greater detail 
than usual. 

1  What does the game provide? 

wh The starting characters, the scenario and the structure. I love that 
it says ‘You’re going to do this scene, and then this scene, and it’s 
going to continue on this way’ and we all know where it’s heading. 
The basic rules are about making sure that narrative follows 
through; Elouise can escape from the cage, but she’s always got to 
end up back in there to ensure that you always have this final 
reckoning at Lindisfarne. This game provides you with a literal 
roadmap. 

yb It gives you more inspiration up front, rather than trying to come 
up with any character in any situation. I like the set-up of the 
characters and how they’re pointed at each other with their 
questions. And the confessions allow you a way in-game to talk 
about what’s informing your portrayal of the character without 
forcing you to bring it out in front of others. It means that the 
other players can support you without having to meta-game it or 
requiring their characters to know. 

wh I also love that the scenes change up. So there’s a scene where 
you’re essentially monologuing, you’ve got confessions, you’ve got 
scenes where you frame. That’s one of the strongest things about 
Witch, the way it changes up and paces the story.  

bl The characters are reasonably well fleshed out, but there’s also a 
degree of freedom in them as well. I also like the way the scene 
structure takes you through the game. We know where it’s going 
to end and so the real surprise is Elouise’s innocence or guilt, and 
how that’s been established through the story and how we’ve 
reacted to it. I really enjoy the situation where the characters get it 
wrong, because then everyone gets their epilogues, but Elouise’s 
player gets to add a twist or a stinger to each one and is able to 
twist or undermine or reveal a harsh truth about their legacies. 



 

wh This is the third time I’ve played Witch and I’ve enjoyed every 
game of it. It’s been really good. There is repetition in the 
structure; you see the same relationships coming out of it. 

yb That’s the case, yes, where you start with loose connections 
between the characters. But if you make strong connections: 
Elouise has a question about what happened to her family, what if 
Ham was her father? What if Armond was her father, or her 
brother? What if there is a strong connection between two 
characters which isn’t driven by their questions? That’s a way to 
keep the dynamics different each time. 

rd And also by making Elouise Guilty. Even though she’s powerless 
about her own fate, Elouise can have a huge impact by the way 
she’s portrayed. I can see a couple of different ways to play her as 
Innocent, but there are loads of different ways she can go if she’s 
Guilty.  

 

2  Elouise’s Introduction 

rd Elouise’s introduction, unlike the others, comes almost at the end 
of the story. This gives you the chance to spend most of the game 
trying to figure out who your own character is (though the 
downside is that everyone knows that the story is building to it!) I 
used Hayden’s confession of his love for Thorne’s wife Mary as 
primary inspiration for Elouise’s introduction. I’d figured out by 
then that she thinks she’s absorbing the sin of other people (in 
order for her to take on responsibility for the plague), she must 
have done it before, we’d already mentioned that her mother had 
died of plague, I put these ideas together and that was all the 
introduction I needed. 

 

3  Ham 

wh I really struggled with Ham in this game. I see the purpose of him 
in the story and his question ‘Who makes you want to be a better 
person?’ gives him a strong reason to be involved, but it’s hard to 



know how to bring that through. His other questions are quite 
straightforward (‘Who’s paying him?’ ‘What would it take for him 
to betray the others?’ Presumably money). I really enjoyed 
playing the character and the peasant stereotype, but I found it 
difficult to know where to take him. Everyone else has a clear 
connection with another character, whereas Ham’s connection is 
floating—he can choose to apply it to anyone.  

This is perhaps resolved in the full game with the inclusion of 
Berrick, Hayden’s squire. Berrick is very different to Ham, but 
they’re both aspiring to be better than they are. Story-wise, their 
character arcs can go in parallel or in contrast to each other. Ham 
is also relevant to Berrick to provide a more down-to-earth 
perspective than the two high-minded knights who are battling 
over him. 

bl And more generally Ham can provide the normal/earthy 
perspective in contrast to the overarching spiritual questions 
around faith. 

Ham can be played as a completely base, completely mercenary 
character, but in that case there’s not much potential for growth.  

wh I’d have liked to have had a scene between Ham and Armond. I 
felt that there was something to tease out there, but I could never 
quite get to the point where it would have worked. 

bl I didn’t give you much help. The employer-employee 
relationship broke down pretty quickly. 

yb All the characters have one obvious direction to take them in, that 
makes them easy to play. It’s quite logical for Sir Thorne—given 
that he is a deserter from the Crusades and that there was an 
order he could, or would, not follow—to play him as quite anti-
Church.  

One of his traits is ‘Rational’ and so it seemed natural for him to 
have doubts about burning Elouise and the cruelty of the Church. 
And so from the beginning I was inclined towards freeing Elouise, 
unless something happened on the way to persuade him of her 
guilt. 

 



4  On making Thorne Elouise’s father 

yb This was the inspiration of the moment. One of Thorne’s 
questions to resolve is how he knows Elouise prior to this 
situation. In a previous game I’ve played, this was answered quite 
‘weakly’ (in that there was a weak connection), she was a peasant 
on Thorne’s lands. I’m a big fan of Graham Walmsey’s book 
Play Unsafe and part of the advice in there is: Be obvious; Do 
what comes naturally; Don’t try to unnaturally complicate 
situations. There was a moment in Elouise’s first scene where she 
reaches out to Hayden for bread and I was inspired to intervene 
between them in a protective, almost paternal way. In my mind 
that inspiration connected with the question and made it natural 
for me to suggest Thorne as Elouise’s father. 

rd The introduction of this relationship gave me a lot to work with 
for Elouise. It set her class, her likely upbringing and the concept 
of an absent father as Thorne would have missed much of her 
childhood being away on crusade.  

yb Yes, and that’s why I asked permission to establish it, as it would 
define so much about her. 

wh I found it interesting that Yellow Black chose to explicit ask 
permission to make Thorne Elouise’s father instead of having it 
suddenly come out as the twist in a scene. If I were in that 
position, I probably would have just introduced it and let the 
other player sound the alarm if they had a problem with it. 

yb I had a lot of ideas for other characters, but equally I didn’t want 
to take away the player’s interpretation of the character, and so I 
asked a lot of questions where I thought it would push the scene a 
bit further, but leave it explicitly the player’s choice whether to 
incorporate the idea. 

It depends on the group and how they best interact with each 
other. Once something’s been introduced, it can be quite hard 
for one person to take it back out even if it relates to their own 
character. Especially when it can be seen as blocking. And if you 
don’t take it out, it can be difficult to then incorporate it into the 
ongoing story and what your idea of the character is. 

 



5  On Thorne and the Bishop of Southwark 

yb The conflict with the Church came out of a Robin Hood story 
about a poor knight who had been targeted and was being ruined 
by the Church. If Elouise had turned out to be Guilty then I 
would have wanted Thorne to have his lands taken by the Church 
and become an outlaw. 

 

6  On Armond’s heresy 

bl I’ve played Witch a few times, but never been Brother Armond 
before. In previous games, he’s always been portrayed as quite 
dogmatic, dictatorial even, and faithful to the Church.  

One of Armond’s traits is Anxious, I’ve seen this played a few 
different ways, but I interpreted as that he was hiding a secret. I 
see one of the core themes of this game is around heresy. 
Originally it’s all projected onto Elouise, but how is that theme 
reflected in the other characters. 

I wanted Brother Armond to be disconnected from reality, going 
through an inner process that’s tormenting him: prevaricating with 
his duty to the Bishop of Southwark, while his heart is leading 
him to have this spiritual union with the goddess who’s 
represented by Elouise. I think I do this a lot with characters, 
have this tension between different parts of their psyche until 
finally they hit a point where they can’t bear what they’re doing 
which manifested itself in Armond as self-flagellation. 

rd I think this was a great way to have people’s opinions of a 
character completely flip. Brother Armond was in a position of 
authority before that scene, but after no one was going to listen to 
him. 

bl It helps to have watched films like In the Name of the Rose or 
The Seventh Seal. You don’t have to have seen them to play 
Witch, but it certainly helps. I recently watched The Magdalene 
Sisters and so I wanted to bring in elements that the Church 
wasn’t necessarily all about love and forgiveness, but also about 
power and control. Some people who sever the Church did 
express the positive aspects of the faith, but others clearly didn’t. I 



really liked the idea of a corrupt Bishop of Southwark who was 
after Thorne’s lands. 

 

7  On Hangman’s Wood 

bl The scenes in London are typically more sedate and so I enjoy 
getting into Hangman’s Wood as it’s where the freaky stuff starts 
to happen. In previous games there’s been spectral wolves, talking 
owls, stuff that throws everything already established into doubt. 
We didn’t have anything overtly supernatural in this game, 
though there was some symbolism. 

rd I think, unconsciously, we established that the supernatural was 
off-limits. It just wasn’t the story that we wanted to tell on this 
occasion. It wasn’t a ‘line’—if one of us had introduced something 
supernatural then the rest of us would jumped on board—but no 
one went there, and I think that that helped to ground it all.  

bl I think, as it often is, Hangman’s Wood was a pivotal moment for 
the story. Up until then, the story was a study in contrast between 
Hayden and Thorne and the different ways they exemplified the 
knightly virtues, and the relationship between Thorne and 
Elouise. I wanted to add something different in there, a very 
different kind of spiritual conflict which led to bringing out 
Armond’s interest in Elouise during the night. 

rd This scene gave me a very different idea of what to do with 
Elouise. After that, my next scene became obvious. I thought: if 
this is the way you want to go with Armond’s character and, given 
that we’d already put a ‘line’ in place excluding sexual assault, 
Elouise can do one of two things: reject him utterly or go into it. 

bl And I thought that Elouise would reject him. 

rd Yes, and I saw this as a great chance not only to support this 
characterisation of Armond, but also to present you with 
something both unexpected, but that also flowed causally from 
previous events. If I actually give you want you want, how are you 
going to deal with that? 



bl That definitely was a surprise. It brought out a point in my own 
mind, Witch and games like it do need, at certain points, for a 
player to do something very strong. These games are designed to 
give you the potential to explore an idea and create a lot of 
different stories, but by and large they don’t force things to 
happen. That’s the responsibility of the players.  

rd Part of encouraging players to do something strong is to be open 
to allowing what they do to influence your character. You can, if 
you so choose, play very defensively and demand complete 
control over your character, but it’s better and more interesting to 
be open to what other players bring, allowing them even to 
narrate for your character sometimes, comfortable in the 
knowledge that you can pull it back in if you want. 

bl And so start the game with an idea for your character, but be 
open to having that idea shift a lot. Don’t hold onto your idea too 
tightly, but instead allow yourself to be influenced. 

 

8  On the ‘wedding’ in the cave 

bl This was a bit of a pivotal moment for me. Initially, it just 
reinforced my view about Armond, but then it helped me with 
my decision to make Armond’s heresy ‘public’ and known to the 
rest of the characters so that they can start asking “What is up 
with this guy who’s supposed to be the religious focus of this 
mission?” 

yb It made Armond a hard character to relate to or to frame a scene 
with. By that time, it was obvious that Armond had lost it. When 
Armond stopped being a proper representative of the Church—
and instead representing his own mysticism and obsession—it 
reduced my ability to push Thorne against him to develop the 
storyline of the rivalry between Thorne and the Church.  

bl I can see that, but there’s the mechanism of scene framing where 
if you want to have a scene where you’re beating sense back into 
Armond or you come across him and he’s in prayer trying to 
control himself then that option’s there.  



rd That’s a good thing to highlight. In these games your character 
can’t stand in isolation, they must be impacted and affected by the 
other characters around them, but equally it’s always possible that 
the way another character develops stalls your intended 
interaction with them. In such instances, you can give the player a 
chance to bring the character back—in this case such as framing a 
scene as Blue described above—or alternatively by introducing an 
NPC to fill the needed role such as another Church official or a 
monk from Lindisfarne.  

 

9  On the foreshadowed armoured pursuers 

rd The flip side of the players not adding enough to the story is the 
players adding too much. If every scene adds more and more 
completely new content then the story just becomes a jumble 
which struggles to maintain coherence between one scene and the 
next. This is not an exact science and games rarely have rules 
around it, but we’re all immersed in stories since we’re infants 
and so we all have a gut-feel as to whether a story has enough to it 
to keep cooking or whether we’re spinning our wheels waiting for 
something to happen. At the time that I created the armoured 
men pursuing the party, I definitely felt that we needed more 
content and so I created them as something another player could 
pick up. By the time it came to my scene, however, I felt that we 
had enough ‘story fuel’ to last us the rest of the game. Rather than 
try to force them in—and either give them a token appearance or 
reduce the attention we could spend on the storylines that the 
other players had introduced—I let them go and they remained an 
unexplained element of the story. 

 

10  On portraying Elouise’s guilt or innocence 

rd When Sir Thorne, already established as my father, came to 
Elouise in the first act and asked why she was convinced that she 
was responsible for the plague, it flagged to me that Sir Thorne 
was going to release me. At that point—as I’d already put down 
Innocent—it became my challenge to look as guilty as possible. 



yb But actually you didn’t look as guilty as possible, Elouise was 
played as a very convincing madwoman. For me, it reinforced 
that Elouise was Innocent and that you were playing to be 
Innocent. But you could have been playing us, it could all have 
been a double-bluff, so when you asked for predictions I said it 
could be whichever. 

I like it when scenes are described, where we’re shown rather 
than told. Scenes where we’re told what a character is doing—as in 
what our own characters would see—but not the character’s own 
inner feelings. Then it allows each player to interpret that 
character’s actions as best they can. You played like that with 
Elouise, you didn’t tell us how she felt all of the time, but very 
often you simply described what she was doing, and that allowed 
her innocence or guilt to remain a mystery. 

 

11  Elouise 

rd I used this game to try out a small experiment with my gaming 
approach. When people start story gaming, they’re often nervous 
about contributing to the ongoing narrative and so they try to 
avoid making definite decisions, creating roles such as a servants 
or assistants or porters who are just there to support others 
(whereas actually the game works better if they do exactly the 
reverse). As they grow in experience and confidence in their own 
abilities, they start with strong ideas for their characters, take the 
lead in instigating story lines and drive the plot forward at every 
opportunity, often moulding the story around their own 
preferences. This is the equivalent of improvisers who develop 
from wallflower spear-carriers to principals who come in and 
quickly establish the setting, the characters, the relationships, and 
have a driving concept for their performance. 

The step beyond that—in improvisation as in story gaming—is the 
true supporting player. That is the player that has developed all 
the skills and confidence of the driver-principal, but looks, 
instead of driving towards some concept of their own, to drive 
towards the concepts created by the other players. To support 
them, not by playing an ‘assistant’ character, but by providing 
them what their character stories demand: both challenging and 



enabling other characters to allow their stories to come to 
fruition.  

Neither the ‘driver-principal’ nor the ‘true supporter’ model is 
inherently better than the other; they simply present different play 
experiences. Having played Elouise once, I’m keen to play her 
again, this time more as a driver-principal so as to confront the 
other players with a different conundrum and see how they react. 
On this occasion, however, I wanted to try her as a supporter.  

Being a supporter means that you don’t prep your character, what 
you have to have instead is a means of learning—through the 
game—what the other players’ intentions are for their characters. 
Then you have to listen, not listen waiting to add the element you 
want, really listen to what the other players are developing. And 
then you need to think quickly enough to be able to respond to 
what they’re bringing—sometimes right at the moment when you 
realise what they’re doing. 

You might think that, to play as a supporter, you need to have 
other players operating as driver-principals. That’s not the case at 
all. Two or more players looking to support each other will pick 
up, develop and enable the aspects of our own character that they 
don’t even realise they’re emphasising—resulting in something 
unexpected, spontaneous and original emerging between them. 
But this is why it’s so important to communicate through the 
game (as opposed to ‘meta-gaming’, communicating about the 
game outside of the game and in particular talking about what 
you’re planning to do instead of just doing it). In the meta-game, 
the intrigue and joy of discovering each other’s characters falls 
away and is replaced by bland character statements and ultimately 
clichés (“I’m the tough-talking, no-nonsense ball-crushing female 
boss”, “I’m the creepy stalker guy who lives in his parents’ 
basement”, “I’m the muscle-bound, hard-of-thinking barbarian”, 
“I’m the reserved mystery man who speaks only rarely but always 
words of great wisdom”). You start the game already thinking you 
know all the characters instead of learning about them as you go, 
and then struggle to try to make them as cool as you thought they 
would be at the start. 


