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In short
The suitcase is a letter-writing RPG for two players. You will need something
to write on, a few common objects, and a box (or, even better, a suitcase) to
store them.
The players will alternate in writing the thoughts of a shared character, who
has amnesia and who tries to gather their memories, using objects they found in
an old suitcase. One player will try to make the other one discover a secret of
that character. The second player will try to make the first one discover a major
failure in the life of the character.
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Setup
With your partner, choose a time period (e.g. nowadays, the 1950s or the 19th
century) and something to write on that is appropriate for that period, for example
a hand-written diary or a long letter typed on a typewriter. In this document,
we will assume you use a diary.
Decide on the age and the gender of your shared character. Also decide on their
first name, if they remember it. For clarity’s sake, let’s say that the character
is a woman named Sylvie.
Now, one player chooses an event that Sylvie considers to be a major failure in
her life (e.g. a breakup, a professional setback or a decision with dramatic consequences).
Sylvie does not remember that event.
The other player chooses a secret that Sylvie would never share with anyone except
maybe her closest friends (e.g. she worked with the enemy during the war, she
ran over someone and fled or she left her family and changed her name). Sylvie
does not remember that secret.
Then, one player starts writing Sylvie’s thoughts in her diary. They describe
the place where she finds herself and introduce her amnesia. They must include
in their description a suitcase, probably belonging to Sylvie, that contains numerous
objects. She starts wondering about one of them and tries to remember something.
This is the beginning of the game.
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The game
Every turn, the player who last wrote in the diary adds an object to the (initially
empty) suitcase. Then, they give the diary to the other player, who will observe
the new object, write something in the diary, add an object to the suitcase and
give back everything to the first player, starting a new turn.
The text must be mostly about Sylvie trying to gather her memories using the objects
in the suitcase. However, you are free to digress as much as you like and introduce
external events.
For the player who chose the secret, the goal is to have the other player discover
that secret. The same goes for the failure. For the clarity of the text, let’s
name the players Player S (knows the secret, must discover the failure), and Player
F (knows the failure, must discover the secret).
The players can’t directly tell the other one about the events they have to make
them discover, but they can drop hints. For example, if Sylvie’s failure is the
breakup with her girlfriend, Player F is not allowed to directly write about a
breakup, a relationship or a girlfriend. However, they can evoke the idea of a
woman, a departure or a union, brought up by an object. It will then be up to
Player S to pick up on this idea and ask questions like: ‘‘who is this woman?
A friend? A lover?’’
If a player hazards a guess, the other one can confirm or refute it. In our example,
if Player F mentionned the vague figure of a woman and Player S asked if she was
a friend, F can write: ‘‘no, I think she was more than that’’. If S asked if she
was a lover, F can answer: ‘‘yes, when I’m thinking about her my heart is filled
with joy, I think we must have been very close.’’
It is also possible to draw attention on a part of the text by using the ‘‘microscope
zoom’’. This is done by underlining that part once (important) or twice (very important).
The game is over when Player F has guessed Sylvie’s secret was and writes it down,
and when player S has guessed what she considered to be her life’s failure and
writes it down. However, the both of you can play a final turn in order to give
a sense of closure or, on the contrary, to open the story.
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Questions
Are we only supposed to write introspectively?
While the remembrance is supposed to mostly come from the study of objects, it
is just a source of inspiration. You’re welcome to write about day-to-day events
and introduce new characters that Sylvie meets. Fill the world!
I wrote that Sylvie had a neighbour, while the other player thought she was isolated.
Who is right?
For something to exist, you only have to mention it. The person who is right is
the one who was the first to mention it. If the other player wrote that Sylvie
was isolated, then she does not have a neighbour (or maybe they just haved moved
in?). If you introduced the neighbour first, then they exist for sure.
To avoir contradiction, it is best to describe the world progressively and act
as if Sylvie is discovering it as you write. Start with her room, then extend
to the building, the neighbourhood, and so on. Avoid writing in the first text
that Sylvie went to the butcher by car, where she met an old friend who recognized
her; that would be too hasty. Say for example that she looked through the window
and saw a car. Is it hers? Write that it seems that she is in a small town or
village. Before adding too much details, let the other player have an opportunity
to answer.
I don’t know how to start or what object to pick.
At the beginning, or when you’ve finished a train of thought and need to bring
new ideas, it can be difficult to know what to write. You’re welcome to write
about events that appear to be meaningless: talk about a dream that Sylvie had,
about a fleeting feeling, a walk outside or an unexpected phone call. Sow seeds.
Some of them will never grow, but that’s okay.
Likewise, when you pick an object, you’re not expected to know how it relates
to Sylvie’s secret or failure, but do pick an evocative object. Maybe it won’t
mean anything after all; Sylvie is defined by more than just her secret and her
failure.
How fast should we play?
It’s
play
give
this

up to you, depending on your preferences and onhow fast you write. You could
face to face and exchange the diary every five minutes, but it would not
you much time to think, to write or to pick objects. If you want to play
way, prepare pictures or small objects in advance.

On the other hand, you could send the objects and the diary by mail, or when you
meet with the other player, and write a message every week or even less frequently.
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We believe the game is more suited to solitary writing, but that is just our personal
taste, not a rule.
How much text should I write each turn?
Again, it depends on your personal preference, but it pronanly depends on the
pace of the game. If you play live, the other player shouldn’t wait for too long,
so you may want to write just a paragraph or two. If you play by mail, keeping
the diary for several days, you may want to write more each time.
Can I introduce supernatural elements?
Of course you can! But maybe you should discuss it first with the other player
to decide how much supernatural content you want to introduce. You could also
do a sort of negotiation during the game, introducing subtle hints of supernatural
and waiting for the other player to accept them or not, and expand on them.
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Example of play
The players are Simon and Felicia. They decide that their character is a woman
called Sylvie and that the story takes place in the 1950’s. Simon will be Player
S, who knows the secret. He makes up that Sylvie has been in love with an American
soldier during World War II, while her husband was on the front. Felicia is Player
F, and knows Sylvie’s Failure. She decides that her children do not love her; she
doesn’t decide why yet, in order to keep some flexibility.
They pick (randomly) that Felicia takes the first turn. She writes the following
text on a notebook:
This morning, I woke up in a large empty room. Empty walls with no decoration
and little furniture: a table and a chair, a single person bed and a closet
containing some clothes. I have no memory of what I am doing here, or how much
time I’ve spent in that room, but it feels familiar. After a moment, a woman
dressed as a maid brought me breakfast. Is this a hotel?
The maid called me Mrs Sylvie, which surprised me. Who could be surprised
when hearing one’s own name? It seems that I had forgotten it. I didn’t talk
to the woman. I waited for her to leave and ate my breakfast quietly.
Later, searching the room, I found a leather suitcase under the bed, containing
several objects. I don’t know what they are, but it feels like they belong
to me.

Felicia goes through her own photographs to find something suitable for the 1950’s,
which could potentially convey a feeling of failure. She puts in a box that they’re
going to use as the suitcase a picture in which two characters, that could be
Sylvie’s children, are seen turning their backs.

Then Simon receives the notebook and adds:
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This sad picture, for example. The landscape is similar to what I see through
the window of my room. But who are these people? They seem familiar, but my
mind remains silent. One of them is about my height; is this me?
The maid came back at noon with a light meal. It wasn’t very good but I
was hungry, so I ate everything. I’ve spent part of the afternoon sitting on
the chair, looking outside. The countryside is very calm and quiet, nobody
passed by. We are probably quite isolated.

He then adds another object into the box; American loose change from the USA he
kept from previous travels, so that he can introduce the USA.

It is Felicia’s turn again. She has to reject Simon’s wrong hypothesis, try to
put him on the right track, and ask questions about the new object.
The more I look at that picture, the more I think it can’t be me. Both people
look young; were there already color photographs when I was young? God, I realize
I don’t even remember my age!
The person I thought was a maid came back and brought me to ‘‘the doctor’’.
She must be some kind of nurse. The doctor, a man called Tremblay, asked me
a lot of questions about my general health and mood. I didn’t dare to talk
about my amnesia... I suppose he knows about it and that’s the reason I’m here.
Back to my room, I resumed looking through the objects in the suitcase.
I found small American change, probably leftovers of my travels. But when did
I go there?

It doesn’t matter that color photography was actually possible during Sylvie’s
youth. Maybe she doesn’t know much about the subject. The point is to show Simon
that it is a recent photograph that depicts young people, in order to guide him
to the subject of children. Felicia wants to catch his attention. To that end,
she underlines ‘‘young’’.
Then, Felicia expands the fictional world a bit by introducing a new character.
She doesn’t have a specific idea, but she wants to explore Sylvie’s world. In
case Simon doesn’t agree with some of her suggestions, she remains vague.
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Finally, she asks a question about the object he added, adds another photograph,
and gives him the notebook back.

Simon hasn’t decided yet whether Sylvie went to the USA or not, he just knows
she has been in love with an American. He likes the idea of a trip. If he had
wanted to go in that direction now, he could have underlined ‘‘travels’’ once,
but he prefers to wait and see how the story unfolds.
This turn, he wants to focus on the young people of the previous picture, and
try to use the new one to introduce a husband.
I know the man on that black and white picture. My father? My husband? How
can I not even answer that? However, I feel that I shared a part of my life
with him, and that I loved him.
In the afternoon, I asked the maid her name. She smiled sadly and said her
name was Anne. I probably asked her the same question in the past. She said
I was allowed to step outside, as long as I didn’t go too far. I went out and
sat in the shadow of the trees in the park. I brought the suitcase.
I looked again at that melancholic picture that brings so much sadness to
my heart. I think they must be my children, but why are they turning their
backs at the camera? Why don’t I remember their names?

We will not describe the whole game but we will focus on the discovery of the
failure. Felicia decides to underline ‘‘my children, but why are they turning
their backs’’ twice, and then confirms the hypothesis:
In the evening, I asked Anne if I had relatives. She said she didn’t know
any, and that I never had visitors... However, I am sure the people on that
picture are my children.
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Felicia can then add more objects suggesting a breakup (a torn postcard, a letter
which came back to the sender...) or try to explore the reasons of that breakup.
Anyway, her goal is for Simon to write something like ‘‘my children are not talking
to me anymore’’. Then, she can confirm that he discovered the failure by writing:
It must be at least ten years since I last saw them, since I last heard
their voices. The biggest failure of my life, and I’ve forgotten about it. I
remember now, and it makes me sad. But maybe I will forget again tomorrow?
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