Supplies to bring/find

· Masking tape 
· Chairs as requested. Ideally bar height chairs so that people who sit will still be at eye level for conversation 
· A bell or other elevator “ding” sound maker. 
· A buzzer or elevator intercom announcement beginning sound maker. (Or we can just make sound effects with our mouths :) )
· Printed badges for all the players (or sticky labels)
· Badge holders (unless we print the badges on sticky labels)
· Gold stars (or other prop) for Rachel and Winter in case they don’t have their own 
· Pens 
· Measuring tape 
· Printed copy of each character/group sheet & rules for all 
· Either bring laptop with the electronic files or print a GM copy of the sheets 
· Stapler! 


Game set-up

· Tape the borders of the “elevator” on the floor using masking tape.
· The elevator should be located in the room so that there is space for a group to gather in front of the “door”. There should be room around the elevator for the GMs to walk around and see different players.
· The exact size of the elevator space will need to be determined in a pilot test. We think probably 12 ft x 12 ft is the largest possible size, but it may end up being 8 ft x 8 ft with a 2 ft border around it.
· Chairs: one person requested a chair, we should have a couple extra handy as ~3 people did not actually get to fill out the qnaire

Game start-up (start by T+30, ideally sooner)

· Distribute hard copies of sheets (almost everyone wanted one)
· Missing character tango (as necessary) – if Sally is missing that’s first role GM should fill in, otherwise play it by ear (Jessica & Elizabeth last to fill)
· Notes / briefings to compensate for missing people
· Quick briefing: rules, questions, state lines & veils from survey & see if anyone needs to add anything
· Any missing characters are here in the hotel they just didn’t get in this elevator, feel free to talk about them or think about what they might want
· Lines & Veils from qunaires (note that several people didn’t end up with a qnaire):
· Lines: incest, sexual abuse or assault
· Veils: rape, sex, graphic descriptions of violence, torture
· Note that other than sex, none of these things ought to be relevant in the first place
· Separate players according to what floor they are on. Players wait in the real-world hallway space. [or it looks like the new room we’ve been given might have a foyer-ish space built in!]
· 15 (first): Helen, Lila, Maureen, Donna
· 12 (second): Jessica, Aurora, Rachel, Ida, Carla
· 8 (third): Sally Elizabeth, Winter
· Players will be entering the elevator one “floor” at a time. The first group will be brought to the area of the hallway next to the door to the room. They will have a few minutes to roleplay waiting for the elevator, then hear a ding. GMs open the door and usher them into the room. They walk into the space taped off as the elevator, where they continue their conversation. The GMs shut the door to the room.
· One GM should stay in the room and handle getting people into the elevator while the other stays in the hallway to handle the next group. The hallway GM makes the ding and opens the door.
· Then the second group will be brought to the area of the hallway next to the door to the room. Same process for entering the elevator as the first group.
· Then the third group will repeat the process.
· The halfway GM should enter behind the third group and shut the door behind them.
· Once everyone is in the elevator, wait a moment and then do the “elevator stuck” sound effect and announcement.
· “Hi, sorry, folks, there seems to be a minor malfunction with your elevator. Just sit tight and bear with us. The repair crew is on it’s way, and you’ll definitely be on your way in just a little while. Uh, to be perfectly honest, it did take about three hours last time this happened. Don’t worry, we’ll give you all a free $20 voucher for the hotel restaurant.”

Game end

· 30 minutes before game end, do the second announcement.
· “Hi folks, good news, we have the repair crew on site. They’re working already and we should have things fixed up in about 30 minutes. Thanks for your patience.”
· 10 minutes before game end, do the last announcement.
· “Hi folks, it won’t be long now. Just another 10 minutes and you will be on your way to get on with your day. Thanks for choosing the Springfield Marriott and we hope we’ll see you again.”
· At game end, make the “ding” sound and tell the players that the doors open.

Post-game could do something like going around once for everyone to share a comment if they want, and then going around once to say something they will leave and something they will take away from their character.

Timing:
· Assume 3 hour playtime with 30 mins before & after (including quick brief & debrief) – start as soon as possible after slot start
