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TEASER FOR NAKED AS WE CAME

Ashort scenario for two co-creating players and one gamemaster, by
Helene Willer Piironen and Jakob Ponsgard.

"She says "wake up, it's no use pretending”
I'll keep stealing, breathing her.

Birds are leaving over autumn's ending
One of us will die inside these arms

Eyes wide open, Naked as We Came
One will spread our ashes ‘round the yard"

Iron and wine - Naked as We Came

Naked as We Came is a story about love, about overcoming
the challenges that any relationship might face and making
it to the other side, stronger.

The story takes places in those moments where love really
shows itself and changes its character. The first, tender but-
terflies, the turbulent passion, nausea and inadequacy, the
hope of an eternity together, betrayal, rage, and depend-
ence. And the devoted, unconditional and infinite love that
lasts until and beyond the moment were one passes away
before the other.

Naked as We Came uses Iron and Wine's song by the same
name to set the frame, as the players play through the story
of love conquering all.

Type: Freeform, immersive, cooperative,
feel-good

Time frame: Two hours, including workshop-
ping

Number of Players: Two players and one
gamemaster

Player type: You enjoy telling love stories in
close cooperation with your player partner.

You must be able to take control and make

room in equal measure.

Gamemaster type: You need to feel safe with
open boundaries; provide support, guidance
and cut scenes, and at the same time be able
to step back and let the players take control.




WELCOME TO NAKED AS WE CAME

Naked as We Came is a scenario about love, conflict, and
forgiveness.

The core of the scenario is the underlying, unconditional
love. The kind of love that carries us through conflict and
doubt and the love that lives on after death.

The experience we want to give the players is exactly the
feeling of loving and being loved unconditionally, and
to remind them to enjoy and rely on this - sometimes
invisible - love.

There are many stories about the unhappy, unequal, and
unfair love, but this story is not one of those and it must
become neither tragedy nor comedy.

Naked as We Came is also a scenario where gender and

different types of relations have been removed from the
equation. It is about love between two people who have
committed to living in a relationship together.

Your role as the gamemaster is mainly to facilitate the
excercises and set and cut the individual scenes. It is of
paramount importance that you pay attention to the tender
love story the players develop and that you do everything
to strengthen and further this story. You are always allowed
to change and tweak the scenes to better support the
unfolding story.

The scenario consists of a few different elements. An
introductory workshop where the characters are created
and developed and the scenes are chosen. Two fixed and
three chosen scenes, all in the form of conversations in the
bedroom right before bedtime. All the scenes end well -
the conflictis resolved and the bond between the lovers is
stronger for it.

The scenario makes use of three important
devices. Iron and Wine's song "Naked as We
Came", representing an abstract return to
unconditional love. It is also the device used
to setand cut the scenes. An exercise that
presents the characters to each other and ties
them together as well as an exercise intro-
ducing the scenes and preparing the players
to cold start a conversation or conflict..




CHARACTER CREATION

As the gamemaster you must facilitate the creation of the
characters. The players will not be given complete characters
but will instead get tools to create their own characters.

First you give the players the “character sheet” This has six
questions where we have introduced some basic personality
traits but where they still have the freedom to interpret how
these traits are expressed. E.g. "How does your need for control
express itself?"

Tell the players that concrete facts like gender, age, and educa-
tion are not important. Instead they should focus on character
traits and the dynamic between the two people during the
creation process. So they are welcome to decide that job and
career is important to their character, but it is not relevant
precisely what the job is.

Instruct the players not to talk with each other and give them
10 minutes to sit by themselves and make up their mind about
the questions. They are very welcome to come up with concrete
situations and examples when answering the questions.

After this you all sit down together. The players now take turns
presenting their characters to each other



CHARACTER:

How does your partner describe you to others?

How does your need for control express itself?

What makes you get stuck or become paralyzed in the
relationship?

If you could change the kind of partner you are, what
would you change?

In which situation are you most generous?

When do you forget yourself in the relationship?




"LETME BETHE ONE" EXERCISE

After the players have presented their characters to each
other, they must go through the following exercise.
The players take turns telling about their character in "|"
form, as follows:

Player 1: | tell about myself and something I'm missing.

Player 2: I tell how | am what you are missing. Then | tell
about myself and something I'm missing.

The point is not necessarily to reply directly to the need:
Player 1: "I miss having a cat."
Player 2: "l want a cat!"

The desire for a cat might instead be an expression of some
other need. Company? Intimacy? Warmth?

Tell the players it is ok to take a pause and think but their
answers don't need to be brilliant or inventive, so if they
getan idea they should just go with it. They can choose to
play "close to home" and pick elements they know from
their own life or they can make it all up - it is completely up
to the players.

This is an exercise where the players work together to find
their own character as well as their partner's, all the while
building their play dynamic.

The exercise continues until you sense that both players
have a solid grasp of the characters and what they are to
each other.

Example:

Player 1: I miss having a cat.

Player 2: Let me be the one to fall asleep
with my head in your lap. | miss more

serenity in my life.

Player 1: | would love to take long walks on
the beach with you. I miss ...




SCENARIO STRUCTURE

The scenario proper consists of five parts.
"Beginning" >scene 1 >scene 2 > scene 3 > "Ending"

"Beginning” and "Ending" are fixed scenes and during the
workshop the players choose the three "scene cards” that
will make up scenes 1-3.

Tell the players that all the scenes take the form of "pillow
talk” in the evening right before the couple goes to sleep.
They are not supposed to play scenes where the conflict
arose, but instead they will be playing the conversation
you have when the conflict is re-examined right before
bedtime.

Let them choose three scenes and determine the order.

The premise of the scene cards is that they all revolve
around a conflict.

No matter how visible or significant the drama seems, the
players are free to play the conflict up or down. A small
conflict is allowed to take up an irrational amount of
space, possibly an expression of a much bigger underlying
conflict. Similarly a big conflict can be played down, maybe
turning into something that is tender and hard to talk
about.

The players are supposed to take different positions in a
conflict.

Itis important that the first and last scene are predominatly

positive and underscore the love between the roles other-
wise the three conflict scenes lose their effect.



SCENE STRUCTURE

Before the players start you are responsible for setting the
scene they are about to play.

"This is how your desire conflicts with mine".

Ascene begins with a meta sequence where the players sit
across from each other and hold hands. One of the players
starts by telling about something their character misses,
needs, or longs for. After this the other players tells about
something they need, miss, or long for which does not fit
with the needs of the first player.

To be clear this is not the "Let me be the one" exercise that
the players performed during character creation. In this
exercise, the players must base their desires on the conflict

Example:
Player 1: I long for more stability in my life.
Player 2: | miss feeling young. Not being

weighed down by too many obligations, but
having the freedom to be impulsive.

specified on the scene card.

This creates a conflict where none of the characters are
"the bad one" who simply stands in the way of the other
characters needs, but where wishes and dreams simply
don't match.

Let the players take turns narrating, but make sure they
don't spend too long on the meta sequence and exhaust all
the potential conflicts in the scene. The exercise is supposed
to enable a few potential conflicts, and as soon as they have
been presented you are very welcome to move on to the
scene proper, such as by saying: "Good, bring that conflict
with you into the scene.”

After this meta sequence the players lie down and the scene
begins.

During the scene it is up to the players how they want the
conflicts to play out. As gamemaster you should just stay
back and let the players control the tempo and the level of
conflict.

The scene ends when the bedside lamp is turned off.

As the gamemaster you can cut the scene by turning on the
song. After this the players will have half a minute to round
off the scene and turn off the lamp. The players are also
welcome to end the scene on their own by turning off the
lamp, in which case you simply start the song.

Tell the players not to talk during the song, but instead
spend the time reflecting on the scene they just played, and
to find their way back to that feeling of love that will allow
the couple to overcome whatever challenges they face.

The players should also know that the conflict does not need
to be resolved during the scene, but once the song ends
they should have the feeling that the characters made it
through and came out stronger on the other side.



INTRODUCTION TO "NAKED AS WE CAME"

Before the scenario begins the players must be familiar
with the central device of the scenario, the theme song
"Naked as We Came".

Ask the players to find a memory from their own lives
where they have had a sense of strength and togetherness
with another person. It can be with a family member, a
romantic relation, or a good friend. When they have done
this ask them to hold on to that memory as you play the
song for them. Make sure this is a moment of calm and
contemplation before the scenario begins.
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SCENARIO OVERVIEW

Intro:
First you introduce the scenario, the purpose of the experi-
ence and the different devices used in the game.

Then pass out the character sheet to the players as you
prepare the song "Naked as We Came".

The players introduce their respective characters, possibly
expanding on their individual thoughts and then move

on to the "Let me be the one” exercise. Once the character
creation is complete the players pick out three scene cards
and place them on the table, between the two fixed scenes:
"Beginning" and "Ending".

As the last thing before the scenario starts the song is
played in full length while the players concentrate on
associating it with the feeling of love.

M

Beginning:
The purpose here is for the players to experience a feeling
of "Together we are immortal”.

Conflict scenes (3):

Here the purpose is for the conflict in the scenes to create
a contrast to the unconditional love and to underline the
reflections that take place in the minds of the players when
the scene ends and "Naked as We Came" is played.

Every scene is introduced with the "This is how your desire
conflicts with mine"” exercise.

Every scene ends when you or the players cut the scene
and the song is played (stop or fade the song at about 3:11
minutes in).

Between each scene you read the introduction to the next
scene.

Ending:
Here the purpose is for the players to end up with a feeling
of forgiveness and tranquility.

Check list for each scene:

1: The Gamemaster sets the scene.

2:The conflict is established during the meta
sequence.

3:The scene is played out.

4:The lamp is turned off and the gamemaster
plays "Naked as \We Came".
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Let the players decide which of them is jealous before they start the
scene.

One way to set the scene might be:

"It has been a frustrating day. Actually it has been frustrating for a long
time. One of you has the feeling of not being good enough, the other
is weighed down by the mistrust. This has been especially hard on your
intimacy and sense of presence in the relationship.

You haven't talked properly lately - it is the unspoken problem that
keeps growing until now when you finally can't take it any more."

SCENE CARD



SCENE CARD

NAME OF THE SCENE: JEALOUSY

In this scene you are supposed to play out your own little jealousy
drama. Itis not important whether the suspicions have a grain of truth to
them nor to make those suspicions concrete. The important thing is the
knot in the stomach, the inadequacy and the feeling of being accused.
And then moving on from there.

Core of the scene:

Focus has moved away from the relationship.
Someone or something else is taking all the attention.
The irrational and destructive nature of jealous.

What is at stake?
Distance
Jealousy

Envy

Loneliness

Example picks:

"Don't I matter anymore?"

"Why don't you think | should be a part of that?"

"You have to give me some space. Your mistrust is stifling and baseless"



Before they start the scene let the players decide which of them wants the
child. Let this be a burning desire.

One way to set the scene might be:

To one player: "Your sister just had a child and you are bursting with joy. It
has always been your dream to become a parent. You feel ready and look for-
ward to sharing this with your partner, to dream of starting a family together
- finally taking your love and interdependence to the next level.”

To the other player: "You love the way you've always been able to give each
other room, your ability to see and support each other. You are ambitious and
happy about your dreams just as you respect those of your partner. You are in
no hurry to give up any of your freedom, in fact it is a little terrifying to give
up something that makes you so happy."

SCENE CARD



SCENE CARD

NAME OF THE SCENE: THE CHILD

This is the scene where the big question of children is brought up for the first
time. Itis a scene where the fear of commitment and limited freedom clashes
with the ticking of the biological clock and the dream of having a family.

Core of the scene:
One character wants to have children, the other has different ideas about
what life is about.

What s at stake?

Family or career?

Safety or freedom?

Focus on oneself or on family?

Example picks:

"Why are you so afraid to commit?”

"How long can we wait to decide?”

"Can we be together if one of us cannot fulfill their desire to become a
parent?"



One way to set the scene might be:

"It has been an amazing day and you have felt how smiles and looks
have made you flush with the joy of love. You are lying in bed at home
and the parents are out. You have just kissed, not for the first time but
it still feels like all of your existence has pointed right at this moment.
Nothing has felt more right to you. Which words are needed before one
of you get the courage to ask?”

SCENE CARD



NAME OF THE SCENE: BEGINNING

In this scene the purpose is to get the feeling of being immortal together.
Your flourishing love is beginning to take root and everything is new and
wonderful. Your stomachs are filled with butterflies and emotions tingle right
beneath your skin.

Core of the scene:
The transition from young, insecure infatuation to the development of real,
shared love.

Purpose of the scene? Love is put into words and the relationship becomes
real. How does love look?

What is at stake? Vulnerability, insecurity.

Example picks:

"Do we want the same thing with this?"
"What do you dream of?"

"I promise you ..."

SCENE CARD



SCENE CARD

One way to set the scene might be:
"It has been an amazing day and you have felt how smiles and looks can

still make you flush with the first rush of love. You lie in bed at home.
You have just kissed. Who can find the courage to say the words that will
have to round off a whole life of being together and bring closure and
calmness to the love that will now have to live on in just one of you."



SCENE CARD

NAME OF THE SCENE: ENDING

"Ending" is the scene where you have grown old and one of you might
pass on at any time. It is not necessarily a death scene but the imminent
nature of death is a big part of your awareness.

After playing this scene you will hopefully be left with a sense of clarity
and closure so death is not negative. Quite possibly it is sad but not
negative.

Core of the scene:
The sense of security and safety, the true, infinite, and unconditional
love. The romance of emotional endings.

What is at stake?
Uncertainty, vulnerability, talking of death makes it real.

Example picks:

The fear of living without the other.
We never thought it would end.
We made it through everything.



Let the players decide which of them has had enough before they start the
scene.

One way to set the scene might be:

"It has been a long day and you have both been late getting home. One of
you can't take it when all the practical work at home is just left to drift, and
has been hard at work tidying up, doing the dishes and laundry. The other
has been hard at work to make sure you can go on vacation, and has fixed the
accounts, taxes and coordinated your calendars.

Both of you know you are bad at breaking those patterns you both loathe, but
in the moments when the irritation becomes too much it always seems like
the other one is to blame.”

SCENE CARD



SCENE CARD

NAME OF THE SCENE: RESPONSIBILITY

In this scene the division of responsibilities is the source of the conflict. This
is where the day to day routines finally hit you and the relationship is tested
on its long term durability. In this scene it is the little things that count. What
isn't said is just as important as what is, and behind every passive aggressive
argument and practical concern lies a deeper irritation.

Core of the scene:
Division of responsibilities in the relationship.

What is at stake?

Equality has to be worked for again and again.
Control can be lost or won.

Insecurity turns to stubbornness over time

Example picks:

"You have the responsibility to say what you feel and not just hide it away."
"Can you say that just one of us has the responsibility for a good sex life?"
"We have to share the responsibility for our shared economy.”

"Where does the responsibility for your closeness and intimacy lie?"
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Let the players decide who has been unfaithful before they start the scene.

One way to set the scene might be:

One player: "You have sensed it for a while but haven't dared to ask - maybe
you have been afraid that asking would make it real. It is a knife that has
slowed down just before it penetrated your heart and you know that some-
thing has to be done to resolve the situation if your love and trust isn't just
going to wither and die. You hope you are capable of forgiving everything
but you haven't had to before. What you fear most in the world is losing your
partner.”

The other player: "It wasn't about sex. Your need for intimacy and closeness
was neglected, and that was just too hard to talk about. You've tried to bring it
up, but it always tumned into a conflict. It was too easy for you to embrace the
care and tenderness when it showed itself. You are normally very conscien-
tious but in the moment you suppressed that. And once it has begun it is
hard to stop and solve the actual problem. What you fear most in the world is
losing your partner.”

SCENE CARD



SCENE CARD

SCENE NAME: INFIDELITY

This is the scene where trust has been broken, where one has let the other
down. Itis a scene where love is tried and the reserves are worn down. Be-
cause what is a relationship without trust? Can it be restored, and how?

Core of the scene:
One of you has been let down.

What is a stake?

Closeness in the relationship.
Intimacy.

The selfworth of the betrayed.
The relationship itself.

Example picks:

"It was your fault and only your fault."

"I never meant to hurt you."

"You could at least take responsibility for what you have done!”
"How will we ever be able to move on from here?"



Let the players decide which of them is envious before they start the scene.

One way to set the scene might be:

"You start in the deafening silence after a quarrel. The air is heavy with
confusion, frustration, and fighting. In your heads there is chaos, but it is
slowly beginning to settle. Maybe one of you is unhappy, maybe it happens
quite matter of factly, but the confession comes. Envy is dragged into the
lightand it is not a pretty sight. It is a struggle to find a rational place to start
a conversation, because your emotions keep pulling toward accusations and
feelings of inadequacy.”

SCENE CARD



SCENE CARD

SCENE NAME: ENVY

This is the scene where one of you admits to being envious. It can be of the
job, money, emotional awareness, success, friends. The important thing is
the fundamental feeling of envy and the related feeling of low self-esteem.
The envied on the other hand feels pressured and may not understand their
partner. Where is this coming from? Is it completely unjustified or is there
actually something wrong with you?

Core of the scene:
The envy that is smothering you.

What is at stake?

Equality.

The sense of sharing your dreams.

The feeling of being weighed down by the other's low self-worth.

Example picks:

"Are we actually equal in this relationship?”

"Do you want to share this, because | feel like I'm getting the short end?”
"No matter what | do, you just do it better.”






CHARACTER:

How does your partner describe you to others?

How does your need for control express itself?

What makes you get stuck or become paralyzed in the
relationship?

If you could change the kind of partner you are, what
would you change?

In which situation are you most generous?

When do you forget yourself in the relationship?







CHARACTER:

How does your partner describe you to others?
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