The Automatic Limes

This is a game about people who have been abducted from their normal lives, had their memories fucked with, and are now being subjected to experiments by beings unknown to find out what their true nature is.

What you need

Five to ten people to play with, a standard deck of playing cards with the jokers shuffled in, pencils, and paper.

The clinic

First, describe as a group the clinic you're in. Is it dirty or clean? Is it high-tech? Is it packed or empty? What do subjects wear? Does the clinic, or do the people in it, suggest a particular state? Country? Time? Planet?

Why can't you leave? Are the doors locked? Surveillance? Do you find as you approach a door that you don’t want to open it, but you don’t know why?

The Staff

Now, choose someone to play The Staff. Everyone else is a Subject. The Staff will be responsible for figuring out who you really are. This should be someone who can come up with sick, upsetting shit. Have a conversation among yourselves about which of you is the most fucked-up and suited to this role.

Next, make The Staff’s character. Everyone ought to participate but keep in mind that this is who The Staff player will be embodying, mostly, so give her more leeway in defining the character than the other players have. 

How do the Subjects perceive the presence of The Staff? What do they look like? Do they have uniforms? Is there something particular about the way that they treat people? Are they similar to one another or highly distinct? Take a few moments detailing this, but leave room for some of it to be discovered in play.

Making Subjects

As a group, start to make up some people you might see in this environment. Just a few words. The way you’d describe someone you saw in the grocery store if you didn’t know anything about them and had to tell a story. For example, “heavyset older man.” Or “nervous guy.” Or “stinky lady.” Or “young woman in glasses.” Come up with about twice as many of these as there are Subjects.

Meanwhile, The Staff player should decide on 4 personality Metrics that are being studied by the clinic. (E.g., Kindness, Intelligence, Capacity for Violence, and Sexual Appetite.) Write these decisions down on a piece of paper clearly, such that they can be referred to throughout the game.

Once the concepts list is done, Subjects should start to form the person they’ll play. Pick two or more elements from the list as a seed for the character, then take out a piece of paper and start writing up your character.

Write down a last name (which is on your hospital uniform) and the first three things a person notices about you when they’re around you.

Write down two Memories you have of your past life.

Once everyone is done, take turns reading what you have aloud. 

The Staff must listen to this and decide on a Hypothesis for this character about what their true nature is. When each character is done being read, tell the player whether their character is high or low on each Metric (which is the Hypothesis; this is what the clinic believes the Subject’s true nature to be). It doesn’t have to be 2 high, 2 low. All 4 could be low or high. The Subject player writes down the 4 Metrics and whether they’re high or low on them. Just do a + or - next to each.

Then deal 4 cards to the person. The Subject player assigns the highest numbers to the Metrics she was told were high, and the lowest to the ones she was told were low, as she chooses. If she was told all 4 are low or high, she may assign them how she wishes. She then circles these numbers. They represent what The Staff will try to turn the Subject into, but perhaps not who she really is. Note that a two or a deuce is the lowest number, whereas an ace is the highest.

If the Subject is dealt a joker, then she is of great interest to The Staff. There’s something unique and interesting about her psychology. They are likely to work themselves in a frenzy trying to define this unknowable element. She is going to get way more attention. Write an asterisk next to the Metric instead of a number.

Shuffle these cards back into the deck and deal again to the next Subject until you are done.

When this is complete, have your first Revelation. A Revelation is a memory of the past. Detail what this Memory is, and add it to the list of Memories you started earlier. This Memory can be contradictory to one of the ones you already listed, as can any future Memories.

Once everyone has written down their Revelation, we have one last step. Taking turns, ask the Subject player to your left, “If (name one of your Memories) is true about me, what else is true?”

When you’re asked, give an interesting answer that takes into account the other things about that character that we know. Don’t be a jerk.

When you have your answer, write it down as the final Memory of character creation.

The Staff now prepares the Chart, listing the characters' names and the values you've Hypothesized for their Metrics.

Populating the clinic

As a group, come up with one additional Subject for each player (including The Staff). These Subjects are not members of the group, and are played by The Staff's player. For each, take a sheet of paper, give a brief grocery-store description, and then one Metric that and indicate whether it’s high or low for him. Drop that sheet of paper in the middle of the table.

Come up with two Staff Presences. Presences can be people, groups (masked orderlies), obvious technologies (surveillance equipment), etc.

Group therapy: Dependency

The Staff player should decide on a Metric that he wants to examine in the scene. The Staff then frames the scene, describing what the group therapy room looks like and what Presence of the Staff is (a speaker, a therapist?). This is the Subjects’ first time in group therapy at the clinic.

The Staff now asks the Subjects to introduce themselves to the room, by giving their names and one interesting detail about themselves. The Staff then begins a discussion, focusing on trying to discern how much of the Metric is on display. Read the Charts to know what people should be. Ask questions and push discussion to find out where your Hypothesis is true, and where a Subject needs to be altered to put her in true harmony. Therapy ends when The Staff is satisfied that they have discerned all the variance from the Hypotheses that must be corrected.

At the end of this scene, the Subjects have another Revelation. Choose one of the relationships below and write a Memory that indicates how you and one of the other Subjects share the indicated relationship. This doesn't have to be a Memory from before the clinic. It could be based on interactions the Subjects have had at the clinic.

Relationships: ex-lover, exchanged blows, mentor, donor, former roommate, sibling, drinking buddy, rival, enemy, sexual attraction, dominated by, boss, roommate, childhood friend, kin, covetous of, ally, betrayed, tension, envy, trust, respect

Other scenes

After the first group therapy scene, each player has the opportunity to appear in one other scene before the next group therapy scene. 

The scenes:
	Investigation: A scene where you try to figure out what's happening to you, who you were, the nature of The Staff and Clinic, etc.
	As a reward for a successful conflict, in this kind of scene, you may use as your reward a revealed fact about the clinic or The Staff. It must be fitting for the events of the scene, and is open to veto by the group if it violates someone's aesthetic sense severely enough.
	Dayroom: Subjects are hanging out in the dayroom or other area provided for Subject mingling.
	As a reward for a successful conflict, in this kind of scene, you may use as your reward a revealed relationship. Pick one of the relationships from the list above, and name the Subject it applies to.
	Escape attempt: You try to get out of the clinic. You can have one escape attempt scene before the next group therapy session.
	The first time someone tries to escape, it will fail. The player who initiated the scene may describe why the plan failed, and whether she is caught, observed without being caught, or unseen.
	The second time someone tries to escape, there will be a reason not to leave. The player who initiated the scene gets to say why. He may also say if he's caught or seen.
	On the third attempt, escape is possible, but failure means surgery or some other kind of intervention therapy.
	On future attempts, failure means death.


Playing a scene

For all scenes, The Staff must be paying attention and noting on the Chart when Subjects display variance from the Hypothesis, as per the group therapy scenes. The Staff is also responsible for describing the world outside of the Subjects' control (which is most of it). React with verisimilitude to the things you see them doing. 

After group therapy is ended, the first Subject who has something they want to do picks a scene and at least one other Subject or Staff Presence. You play through the scene according to the rules for that scene.

Once a Subject does something that someone would oppose, you've got a conflict. The Subject describes what she is doing, which Metric she's using, and whether she is displaying a high degree of the Metric, or low. If the group disagrees that what she described is appropriate for the Metric or the pole she's shooting for, she should aim for a different Metric or change what she's doing.

The Staff then deals the Subject player a card.

	Compare the value on the card to the Hypothesized value. If it is lower than the Hypothesized value, and she was trying for something on the high end of the pole, she succeeds. If the value is higher and she was trying for something on the low end, she succeeds. In the other two cases, she fails.
	If the suit on the card matches the suit of the Metric being tested, then a failure is exceptionally bad and a success is exceptionally good.
	If the Subject drew a joker for this Metric, or if the Subject was dealt a joker card in the conflict, she may choose to lose or win, and may choose whether it's exceptionally good or bad.


If she succeeds, she achieves what she was trying to do, and The Staff says how. She may also choose to have a Memory or reveal that her true nature is different from the Hypothesis. If she chooses that, she may put next to the circled value for the Metric a number that is one more or less than Hypothesized. This is the number she tests in all future conflicts. If her Metric has an asterisk, this is not an option for her. In addition, the scene type may offer a different reward to choose from.

If she fails, she describes how. The Staff may add a Memory, or change by one point one of her the revealed (non-Hypothesized) values for the Metric being tested (if appropriate).

The scene is played out to its logical conclusion, with The Staff deciding when to cut.

After the scene

After the scene, if everyone has had a scene, move to the next stage of group therapy. If not, someone who didn't get one frames one.

Group therapy: conflict

This is the second group therapy scene. Staff, pick a new Metric to test. In addition The Staff must work to erode any connections she has witnessed building. She uses Memories, relationships, and anything she can find to cause strife in the group.

Group therapy: cohesion

In the third group therapy session, pick one of the unchosen Metrics. In addition, The Staff is to make sure that elements that unite the Subjects are highlighted. This one is a flip of the prior one.

Group therapy: interdependence

The fourth group therapy session focuses on the last, unexamined Metric. In addition, use your knowledge to intensify the group's closeness further.

Group therapy: termination

If the group has not escaped by this point, this is their last moments of life as the person they were. By the end of the scene, anyone whose Hypothesized values are different from their revealed values will be killed as failed experiments. Those who aren't will be permanent residents, and may be altered to become Staff. In this scene, all that will be intimated. This serves as kind of a prologue scene.

