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Genre: 
 Abstract, Blackbox, Expressive

Themes:
 Obsession, Addiction, Human Touch

Scope:
 Artistically inclined people, people combating some 
kind of minor addiction, expressive individuals.

Requirements:

15 Players,
Colorful lights
Silk Textile Glove
Furry Animal Doll
Smooth Metal Flask
Belly Dance Bells
Small Speaker (with music)
Poetry Papers (to incite)
Colorful Sash

Weird Hat
Canvas with Drawing
Fruit (Grapes)
Cheese (Mature Cheddar)
Chocolate (Bitter Chocolate)
Fragrance
Incense/Herbs
Moisturizing Cream/Aftershave
Monster Mask

Creator:
 Alexiou Alexander

Description:
 The game tackles with the longing to give in to your 
obsessions / addictions, from a minor to a major degree. It 
creates temptations to the players - based on some sensory 
stimulus, and they are left to ponder their need and ability to 
interact with their environment, when that stimulus is 
removed.

General:
 This scenario is made under the Funding of the Erasmus 
+ KA2 Project, Project PoRtaL.

The game is played in an environment that is barren and 
uninteresting - the only stimuli and interesting parts of the 
game are the other players and the things they carry with 
them - as well as how they use them and apply them. They 
symbolize things/people that are important to us, or we are 
attracted to. As such, the players are themselves 
temptations to all the other players, and we are trying to 
create an environment of addiction - players choosing what 
temptation they want to give in to.
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Briefing: 
 The briefing of the game starts with people getting acquainted 
to the space in utter silence. Throughout this workshop, the people 
need to be acquainted with the mundane - the place has no 
significance and nothing interesting about it, and they wander 
around pointlessly, having nothing to interact with. 

They are then in turn dulling one of each of their senses, closing their 
ears, shutting their eyes e.g. while traveling the empty space to get 
used to their senses not being stimulated.

Afterwards, they are given their props, and time to understand what 
they mean to them and how they can use them to best compliment 
their appearance.

Finally, before the game starts, the players are given this prompt:

Electricity:

I woke up numb

And as a surge of electricity 
Coursed through my veins

I was human again.
What was that sudden surge?

As if someone plugged me in to an outlet
As if my numbness was not my own

How to run it

As if my batteries were low
And somehow were refilled

Am I a being of electricity
Condemned to my addiction
Of charging my numb body?

Am I just not that good
At producing electricity of my own?

I woke up numb again.

But a jolt of energy jumped through me
And made me sad

And I carried that sadness, until
They attached a cable on me again

And I was charged.

Tomorrow, I don't feel like waking up.
For I feel, if my cable is cut
And I run out of electricity

I am not sure

I will be able to cope with being numb.

Game: 
 The Players are hollow entities, Promethean creatures punished 
for eternity for their hybris of being di�erent - of being interesting. 
They live in a dark dimension, where they are trapped and punished. 
Each of them represents a di�erent sense. There are 3 iterations of 
each sense, holding a di�erent prop each. This prop is not something 
they themselves will enjoy, but a statement as to who they are.

Use di�erent color lights to represent each act of the game and 
mood changes.

Act 1: 
 Throughout this Act, players walk around the room at a low 
speed, during which they can greet other people and spend time 
with them. During their interaction, people may use physical touch, 
on each other’s hand or face (hand to face, hand to hand) and enjoy 
each other’s prop in any way they see fit. This interaction may not 
last more than 1 minute -  if it lasts longer than that, the players are 
bonded and may not part or interact with another person for the rest 
of this Act.
- Circa 20 mins

Act 2: 
 Any bonded pairs are broken down, the lights of the room 
change color (if possible) and the players assume a medium speed. 
From now on they may not interact with the person they bonded 
with in the first Act - in fact they are not allowed to get close to them. 
They can strictly interact with all the other players. Each time they 
interact with another player, they can not stay with them for more 
than 1 minute and must change between players they interact with.
If a player attempts to bond with another person or their previous 
partner for more than 1 minute, they are removed from the game.
- Circa 15 mins.

Act 3: 
 Throughout this Act, a monster called the Devourer appears. 
This monster is the player’s punishment, and wants them to be 
hollow and empty, seeking to obtain that which makes them alive.
The players move slow again, repeating this small bonding ritual they 
made before. However, this time, any interaction should not last 
more than 10 seconds. 
During these interactions, if they are spotted by the monster, the 
monster may take away their relevant sense. (E.g. a player’s sense of 
smell and a player’s sense of sight). After that, these players may not 
use that sense to interact with people with relevant props. (e.g. 
someone who lost their sense of smell may not interact with a player 
who wears cologne). This predicament lingers for the remainder of 
the game.
The game ends when the players can no longer interact with each 
other, or when 15 minutes have passed.

Debriefing: 
 
 Debrief how the players felt when:

They parted with their bond
Met their bond but had to ignore it
Interacting with someone new
If they were thinking of the person they couldn’t interact with
How they felt about not being able to bond with the others in act 2
If any feelings they felt are relevant to real life situations
How they felt when the monster punished them
What they felt about the monster
How they feel now that the game is over

The last question may end with people saying “Now I can interact 
with the x object” or something. Let them give in to their addiction / 
obsession.

Allow the players time to confront all the other players and say a 
goodbye if they need to.
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