Before the Ordeal
What you need to run this larp:
Time: 4-5 hours (~90 min for briefing/workshop; 2-3 hours play; plus time for changing/bio/tub-filling)
Players: 4 (3 would likely also work)
Space: Somewhere with a tub, and enough space for 3 people to sit close to it (e.g. a bathroom big enough for 3 chairs near the tub, or a room with a hot tub where people can comfortably perch on the edge), at night or able to block out most external light.  Separately, somewhere all participants can sit and write things down during the workshop.

In the OOG space:
A copy of this GM script.
Copy of the setting information.
Copy of each character sheet.
4 Copies of the collective questions.
3 copies of the oath of knighthood (optional: laminated), then brought into play space.

In the play space:
Copy of visions for each character (optional: laminated)
LED candles for lighting (for mood, and to allow reading of visions/oath with low lighting).
A pitcher (for pouring water over the current bathing character after each portion of the oath).
Cups for water for players (beware overheating!)
Portable speaker + phone, or other means of playing soundtrack (see link: https://open.spotify.com/user/12102327009/playlist/6KhzICKGbxqG0EjhJWIZWv?si=0CJCP-pJQ4mgSysAns9Hnw).  Suggested soundtrack is Moises Nieto’s piano version of Free Bird (Haibane Renmei) as opening/closing music, with Sigur Ros’s Liminal Sleep as background soundscape for play. 
Optional:
Matching robes / etc. for players to wear over their swimwear.  (If not provided, players should bring a robe/something they’ll be comfortable wearing over a swimsuit). 

GM Script (Before the Ordeal) 
Ahead of time
· Determine player preferences about characters, and about need for fresh water (since drawing entirely separate baths is time consuming, you can order the baths to minimize how often this needs to be done).  Short character blurbs (full character names and genders are player-determined), though you can give players access to all the full sheets at this point as well:
G: Someone who volunteered to train for knighthood to spare their older brother the obligation, had to redo an entire year of training, and has some ambivalence about the whole thing.
L: A former (nonviolent) bully, who doesn’t want to kill anyone, and has mostly been stuck in the palace.
M: An idealistic noble who has recently had a soon-to-be-incredibly-inconvenient child. [The oath of knighthood gives the monarch authority over marital and sexual relations]
R: A peasant adopted by a knight after being orphaned when their parents were killed/apprehended by the crown.  Has feelings about joining the institution that did that, and about giving the monarch authority over their love life.
T: Someone with a dangerous temper [which need not be demonstrated in play] and possibly something they are destined to do…
· Once characters are determined, send characters and setting information so people can start thinking about answers to their personal questions (or ideas for relationships) if they wish.
· Print GM Script, Setting details, Character sheets, Collective questions (x4), Oath (x3), Visions.
OOG Briefing
· Introductions as needed.
· Outline game flow: Briefing, then determine (and communicate) characters & character details.  Determine relationships.  Answer collective background questions (60-90 min).  Change into play attire (swimsuits w/bathrobes) & bio break.  Enter game-space, close eyes, short piece of music, then game on.  In order, characters will: enter bath, have oath read to them (water poured over them after each piece of oath), have first vision, [talk], have second vision, [talk], exit bath (30-40 min each).  Add hot/fresh water as needed.  Once last person exits bath, all characters that intend to go through with their ordeal swear the oath aloud together (and otherwise make clear that they will not).  After oath is sworn (or everyone indicates that they will not swear), close eyes, short piece of music, then game over (~2-3 hours).  GM present primarily as time-keeper as needed (a player-facilitator could work if time isn’t tight).  Optional informal debrief.
· Calibration/Safety: OK-check-in.  Look-down.  Door is always open.  Or whatever techniques seem appropriate given your players and setting.
· Player freedom to ignore or alter details of character / specific questions /relationships / their visions as desired----doing so will not break the game.
· Example of what a vision is like (can use a vision from not-in-play character, or just make one up).  Explain that the active player reads through, then reads it aloud to the other players, assigning them roles, and then the scene is played out.  Look-down can be used to opt out of playing a particular role in a vision [active player will reassign, and/or GM can fill if necessary].  The GM may choose to cut a vision scene by being the one to use the ending phrase “So Mote it Be” (typically for timing reasons); otherwise the active player will cut the scene.
· Explain that visions are possible futures.  Not set in stone, but also sort of true.  Some vision sheets may give a choice between multiple possibilities to the player reading it---if so, only read the one you choose to the other players.  All characters are aware of all the details of the vision as it plays out, even if they are temporarily acting as someone else.
· Establish comfort/boundaries with water being poured over head/hair/etc., and touch (none / hand on shoulder / helping with towel & robe / hugging / etc.)
· Setting details (Read through Setting sheet).  Pass out copies of oath.
· Questions?
	Workshop
· Go around and have each player introduce their character (names & character tl;dr---everyone should know every character’s basic deal).
· Prompt people to answer character questions (and tell the other players that information if appropriate).  Give folks a few minutes as needed.  People can solicit suggestions if they’re unsure.
· Prompt people to form suggested (or other) relationships.
· Prompt people to answer collective questions (pass out collective question sheets).
· Determine / announce order of bathing (depending on preference for fresh bath, or who wants to go early/late, etc.).
· Announce break to get changed / bio break.  Run the first bath to be ready for first player to enter once play begins.  Turn on LED candles / turn off other lights in the play space.
Play
· Move to play space, show people where oaths, visions are located (which may just be ‘held by GM until that player’s bath’), remind people of the bathing order, have people take a deep breath and close their eyes.
· Play short piano track.  When it ends, play Sigur Ros: Liminal Sleep for background sound.  (If using spotify playlist, just hit play for both.)  If music runs out (~2.5 hours), restart somewhere in the Sigur Ros as needed.
· Keep an eye on the clock, to make sure there is still ~ ¾ / ½ / ¼ of play-time left for later bathing characters, leaving a few minutes for the end, and signal players to start the next vision / leave the bath if needed.
· If needed at the end, prompt players to swear oath.  (“Who among you wishes to swear the oath?”)
· Play short piano track.  Announce game over and lead players from play space.
· Optional debrief, give people chance to change back into clothes and/or mingle.  Can solicit memorable moments / gratitude to fellow players.
· Optional at some point: Drop this author a line (jamesepatten@gmail.com) so he can be happy that you ran this larp!  (Also can send questions to that email.)

Short Game blurb: 
A group of squires undergo their ritual baths, and have visions of what may be to come, as they prepare together for the sacrifices of knighthood. Inspired by Tamora Pierce's Tortall novels.

Longer Game description: 
As the last step before a squire's ordeal to earn their shield as a knight, they must cleanse themselves with a ritual bath, and be instructed in the code that they must soon swear to uphold.
It is said that in this time of contemplation, the boundary between tomorrows and yesterdays is made thin, and knights-to-be can see visions of what their lives may be.
It is also said that the count of those who are rejected for failing their ordeal is less than those who reject the shield and choose to walk away before the ordeal even begins.

In Before the Ordeal, players will be a tight-knit cohort of squires proceeding together through their ritual baths in turn (wearing swimsuits or similar bathing attire), and experiencing visions of possible futures (played out as short freeform or blackbox scenes, in which players may briefly take on other roles), as they prepare to swear themselves to knighthood (or not). Character core motivations and conflicts will be provided, but relationships and some character and setting details will be established by players collectively answering pre-written prompts immediately prior to play (the first hour or so of the game slot being reserved for this purpose).
The setting and scenario draw heavily on Tamora Pierce's Tortall novels (in particular the Song of the Lioness and the Protector of the Small series), though the specific strictures required of knights are rather more demanding than those of Tortall. The game structure draws heavily on Susanne Vejdemo and Anna-Karin Linder's larp, Athena's Chosen.
Themes include sacrifice of autonomy, institutional norms of violent and stoic masculinity (though characters may be of any gender), duty, class, and exceptionalism.
Content may include proscribed marriage and reproduction (possibly at odds with character sexuality, gender, and/or reproductive wishes) and institutional violence and abuses.
Source Materials:
For players interested in Tamora Pierce’s works about knights-in-training, you might check out Alanna: The First Adventure (1983) and its sequels, or for a more recent (& thus with more modern sensibilities) take, her Kel books (1999-2002): First Test, Page, Squire, Lady Knight.
The design inspiration for the larp, Athena’s Chosen, can be found here: https://scenariofestival.se/archive/scenarios-2017/athenas-chosen/

