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“What is this all about?” you ask.
The man in the driver's seat seems not to hear you. He doesn't answer, he doesn't turn to you. He stares 

forward, still, impassive. 
“I said, what is—” you begin, but he cuts you off.
“Consider it... a thought experiment,” he says. You think you see a hint of a smile, but it's gone before 

you can be sure.
“This is some sort of game? You woke me up at three in the morning for a game?”
Finally, he turns to you. His eyes are hidden behind sunglasses, but his anger is evident in his voice. 

“Did I say it was a game? Is that what I said?”
“You said it was a thought experiment...” you say, unnerved by his sudden show of emotion.
“Yes, I did. If this were a game, I suspect it could have waited until the afternoon.”
The driver signals, despite the fact that there's nobody else on the road.
“If this were a game,” he continues, “I might have settled for a phone call. Or an e-mail.”
The driver turns onto a dirt path, all but invisible in the dim light.
“If this were a game,” he says, an edge to his voice, “we wouldn't be spending quite so much money 

tonight.”
The car sails over the crest of a small hill, and in the pre-dawn light you can just barely make out a 

helicopter sitting on the grass, attended by another man in a black suit and sunglasses, almost identical to the 
one sitting beside you.

“If this were a game,” he concludes, “you would be having a much less interesting day.” 

THE OBJECT
an rpg experiment in three acts

©2011 Thought Check Games – thoughtcheckgames.wordpress.com
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About The Object
The Object is an RPG, but it's not a game like you might be familiar with. You'll be playing a character 

of a sort, but there are no spells or hit points or stats or anything of that nature. You, and a few friends, will be 
playing a group of people sitting around a table, talking. In that sense, I suppose you could consider The Object 
a LARP, but you don't have to dress up for it. An experiment really is the best description.

In The Object, you will be playing some of the most brilliant minds in the country, who have been 
gathered together by the powers that be to discuss... well, an object. A thing which has been discovered, but for 
which science has no explanation. Its properties are for you to discover, its purpose is for you to determine, and 
the government's reaction is for you to decide. Is it an alien artifact? Is it going to change the world? Is it best 
covered up? Maybe it's some lost technology from an extinct civilization, or maybe it's actual, real-life magic. 
That's all for you to uncover. 

All you need to explore The Object are a few friends, three to five should be sufficient; some time, an 
hour will do; the Question, Profession, and Ramification cards from later in this document, whether printed onto 
card stock or copied onto index cards; and an object. 

… yes, an object. A thing. An actual, physical bit of matter you can see, touch, and interact with in the 
the real world. 

About the Setting
Throughout this document I'll be making a number of assumptions about the setting. I'll be assuming this 

all takes place in the USA, somewhere near but safely set apart from Washington D.C., and because I feel The 
Object lends itself nicely to a slightly paranoid Cold War aesthetic, I'll be assuming all of your characters are 
white men between forty and sixty-five who wear suits and smoke furiously. This might not be the setting you 
want to portray, which is fine. The Professions are loosely defined archetypes, so feel free to make a few 
changes to the appropriate vocabulary: “the President” is just as easily referred to as Prime Minister, Emperor, 
CEO, Commissioner, or any other position you could imagine, depending on when, where, and how grand you 
want your setting to be. 

I, however, will be describing a smoke-filled subterranean War Room, and would recommend that for 
your first time, at least, you come there with me.

There is one mandatory difference between the world we live in and the world of The Object, and that is, 
of course, the titular object. 

What is the Object?
Well, that's the question, isn't it?

In order to make this game work, really work as the thought experiment it is, you need to have an object 
you can not only describe and think about, but actually touch. If it's small enough, you should be able to hold it. 
If it has moving parts, you should be able to move them. The Object should be a visceral experience. So, pick an 
object... something from your junk drawer will do, or the back of your closet. If you want, have everybody 
bring their own objects, and vote for your favorite. 

Anything will do; corkscrews, empty bottles, tape decks, small flashlights, asthma inhalers, highlighter 
pens, Zippo lighters... here I'm just describing the items on my desk, but they'll all work just as well as more 
esoteric and legitimately inscrutable items. My go-to suggestion, if you're drawing a blank? A stapler.

The only necessary difference between the world of The Object and ours: whatever object you choose, 
know that you have never seen it before. Never seen anything like it. You don't know what it is, what it does, 
how it could be used. In your world, to continue an example, papers are only ever bound together by paperclips, 
and this... thing in front of you has nothing to do with any of that.
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Setting Up
On the following few pages you'll see the Question, Profession, and Ramification cards, the only things 

(besides an object) you'll need for this game. I'd recommend stopping by your local computer store or high-end 
drugstore, and picking up a packet of 2” by 3½” business card paper, but that's not strictly necessary. You can 
print and cut out slips of paper, or copy the information onto index cards if you want... I just prefer business 
cards for their relative sturdiness and portability. 

You now have two small decks of ten cards, and one of twenty; shuffle each deck a bit. 

Your Profession: Each player draws one card. Show this card to everyone. Your profession is a 
character archetype, it determines what you will intend to look for and what you'll be inclined to see, when you 
encounter the object. You might end up changing your mind, but your profession determines your starting 
outlook. As you represent some of the most influential people in the country, you and the other players may not 
know each other personally, but you are aware of one another. Your profession might set you at odds with 
another player, either personally or because of philosophic difference... conflict is a good thing.

The only indispensable profession is President. If no one is dealt the President card, then everybody 
draws cards again until somebody draws President; whomever drew the card changes his or her role, the other 
players stick with what they originally drew.

Your Question: Starting with the President, everyone draws until the deck is exhausted. Keep these 
cards to yourself. On them are questions about the object's discovery. When the time comes, you are going to 
answer these questions, as you re-enact the discovery; mull it over for now, and try to come up with some 
interesting options. This isn't information you, as a character, know, but something you, as a player, will be 
using to create the world. That isn't to say that your questions and your profession can't be related: try and think 
of a reason why your character would be connected to the object, whether he or she knows it or not. Bear in 
mind that other facets of the discovery might render yours obsolete, so be flexible, and think of a few possible 
answers.

Your Ramification: Starting with the President, each player draws one card. Don't look at this card yet. 
Keep it somewhere safe, out of sight... it will be revealed at the end of the game.

Now... turn the lights down a bit. Introduce some deep shadows into the room. If it's acceptable for 
everyone to smoke furiously, do so. If not, pour yourself an unhealthy drink of your favorite sort—single malt 
scotch or stale coffee are preferred. Your profession either has a title associated with it or doubles as a 
convenient honorific... from this point forward, stop referring to one another by your proper names. Instead, call 
each other General, Your Honor, Mister President, Madam Speaker, and so on. Clear off a table, and put seats 
around it, enough for everyone, and if possible, no extras. The President should take the object and leave the 
room. Everyone else, take a sip of your drink and a deep breath... as soon as the President closes the door, The 
Object will begin.
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The Prelude
As soon as you hear the door click shut, you are no longer yourself, in a friend's house, drinking a soda, 

hoping to have a fun evening. Now, you're the Professor, or the Chairman, or the Chief Justice, and you were 
woken up at three, three in the goddamn morning, shuttled onto a freakin' helicopter, and brought to who the 
hell KNOWS where for an experiment? What IS this?

You take a sip of your drink; if you have a cigarette, you inhale deeply. You look around the room 
suspiciously, wondering who else was dragged out of bed for this shit. 

To your surprise, you recognize these people. Some of them you know, some of them you know only by 
reputation, but you recognize them. That Doctor, who's always making the news... that Cardinal, you've seen 
him making waves before, and... is that the Speaker of the House? Really? Here?

It dawns on you. Whatever this is, it's serious. And suddenly you don't feel so tired anymore.

You head on over to whomever's closest and say hello. They reply in kind, obviously just as confused 
about the whole affair as you are. For the moment, no one seems to be taking charge, and you have no idea 
what's going on, so you do the only thing you can in such a situation. You mingle. 

The game has begun, but the meeting hasn't. Now is the time to start feeling out your character. Your 
profession is drawn in broad strokes, do what you can to fill them in. Greet everyone else. Ask what people 
know, and tell them what little you do. Tell them about how you got here... were you brought by unmarked 
helicopter, or did you volunteer for this? You don't know what the object is, but you might know that there IS an 
object, especially if you're the Special Agent. The General will probably assume this is a strategy meeting, and 
start declaring likely plans of attack. The Ambassador probably won't appreciate such a thing. There's no real 
right or wrong, here, just a few minutes of mingling to get you into the mood. Eventually, though, the door is 
going to open, and the President is going to walk in, at which point, turn your attention to him.

“Gentlemen,” he will say, “have a seat.” Or something to that effect. You, of course, will sit down in the 
nearest chair. The meeting is beginning. He'll call for a round of introductions, and when it gets to you, you'll 
tell him your profession, and your character's name. You might try to slip in a question, but it probably won't be 
answered. 

The President starts things off. Mr. President, while everyone else has been mingling, you've been 
waiting outside the door for at least five minutes. You either have the object with you, or it's in the next room, 
covered up by a sheet or otherwise invisible. If it's with you, you might want to come up with a bag or box to 
keep the object from view a bit longer, for a dramatic reveal. After a few minutes have passed, and the sounds of 
conversation in the next room get louder, open the door and stride in. Remember that you're the most powerful 
man in the world. Greet the people, tell them to sit down. They're going to obey.

Set the object down on the table but don't draw attention to it just yet. Instead, start a round of 
introductions. There's no specific script for it, follow your instincts.

“You know who I am,” you might say. “You mostly know each other. But, just in case, we're going to go 
around in a circle and introduce ourselves. Just like in grade school. Tell us your name, tell us what you do.” 
You might indicate to the person on your right to start. If someone tries to ask about the object, you may ignore 
them; if someone tries to skip the introduction, you should order him or her to participate. When it gets back to 
you, you'll dutifully introduce yourself. “My name,” you might begin, and then provide a name. “I'm the 
President of this great nation,” you could continue, “but you know that already. What you don't know, is that, at 
a dig site hundreds of miles away from any known civilization, a lone researcher discovered... this.”

Here you should either reveal or indicate the object. It's time for Act I.
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Act I – The Discovery
The President shows you a... a thing. It looks like... you don't know, some sort of little... something. It's 

got some bits on it and a mechanical sort of... or maybe an organic... or just an artificial-looking... well, who can 
say? You don't know what it is, or why it's important. And the President reveals that he doesn't know what it is 
either. In fact, no one knows what it is. Which would be precisely why it's important. 

He takes a moment to talk about how this object was found, and you feel like you can almost see it 
happening. 

There are a few immutable facts. 

• The object was dug up, from underground, fairly recently.

• The dig wasn't in search of the object.

• The object was uncovered by one specific individual.

• The government was not involved in the dig.

• The object is unique.

Everything beyond that, is going to be uncovered this act.

Put aside your profession, take out your questions. The assumption is that the President is explaining 
this story to everyone else. But in the interests of keeping everything interesting, you're all going to construct 
that story together. 

Everyone, one at a time, is going to say a few sentences, describing the discovery of the object. Your 
narration must answer, in whole or in part, one of your questions, and it mustn't undermine either the few 
immutable facts or anything that another one of the narrators has put forth. Beyond that, you are quite free, and 
welcome, to elaborate, though it's in bad form to accidentally answer someone else's question... you should try 
to keep on or about topic as best you can.

Look at the numbers in the upper-right of your cards; whomever has the number 1 will speak first, and 
may answer one of her questions; it need not be question number 1. After she has answered, she will lay down 
her cards such that the numbers are visible. Whomever has number 2 answers next; if the previous player 
discarded 2, then whomever has 3 goes next. This proceeds—whomever has the lowest-valued card answers any 
one of her questions and discards the rest of her hand, until everyone has answered one question.

Remember, it's all a story. As this is going on, even as you, the player, are speaking, remember that this 
is all a story being told to you, the character, in a strange little meeting room. Think about all the questions that 
aren't being answered, the ones that have less to do with the discovery and more to do with the object itself. As 
soon as Act I is over, you're going to be thrust back into your profession again; how are you going to react to 
this story? The Doctor might be curious about minute details about digging equipment. The General might not 
believe the story at all. The story is true, within the context of the game, but that doesn't mean it's complete, or 
that, even as the President, you trust the source it came from.

As soon as everyone has shared their facts, the President is going to step in again. Clear away the 
questions, bring back your professions, and slip into character.

“And that, more or less, brings us to where we are now,” the President will say, or something similar. 
You look around. Some people are eying the President with suspicion, some the object, and some each other. 
The tension is thick. “You're the best minds we could find. We need to figure out what this is,” he might say, 
“what we're doing with it, and we need to figure it out tonight.” And now, Act II has begin.
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Act II – The Meeting
It's time to talk.

There are very few rules here. The few that exist:

1. The President is going to set a time limit. I recommend one hour as being enough time for everyone to 
get a say, but not long enough to get bogged down. The time limit could also be very relative, based 
either on in-game factors (once we're out of coffee and cigarettes, it's time to break up) or out-of-game 
necessities (once the pizza gets here, let's wrap it up). He need not tell you want the limit is.

2. You are all going to examine the object, interact with it, and posit what it's for. Use your professions as a 
starting point. The one thing you can't do: assume the object does what, in the real world, it actually 
does. You're not allowed to suggest that the stapler is used for adhering pieces of paper to one another, 
for example. 

A) Related to 2, if the object has writing on it, you may recognize it as such but by no means can you 
understand what it says.

B) You might recognize simple subsets of the object (screws, for instance), or make the leap between 
the object and similar objects (an LCD screen, for instance, is recognizably similar to a CRT screen.)

3. As soon as the time limit is up, the President is going to say something along the lines of “Alright. 
Alright. Thank you for your time, gentlemen. I've made my decision.” This will bring about Act III.

Those aside... it's time to talk. You've got a thing in front of you... what is it? What does it do? Do you 
have an idea? Make an educated guess. Ask some intelligent questions. Answer questions to the best of your 
ability.

At some point, someone is going to suggest something that you are entirely opposed to. Are you going to 
let that slide? Or are you going to defend your position, and do so with volume? Make sure everyone knows not 
just what you think this thing is, but what needs to be done with it... in the end, that's the most important 
decision that's going to be made here. 

In general, the President is going to be attempting to guide the discussion, create a sensible end for 
everything, but you don't have to make it easy for him. Disagree. Disagree angrily. Disagree violently! This is 
your time to shine.

And when you're in doubt with regards to your character's motivation, remember a few things. You're 
tired. You might be here against your will. You don't know these people. You don't like these people. And more 
than anything else, this object is frightening. 

No, really, it is. Because whatever it does, whatever its purpose, it came from somewhere it shouldn't 
have... at the very least, it's an example of technology far beyond its time, but it could just as easily be an 
example of alien technology left on our planet. Whether or not you believe it, whether or not you support the 
idea, it's the elephant in the room and it's damned frightening.

Have fun. When the President declares that he's made his decision, it's time for Act. III.
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Act III – The Conclusion
For a while, the President has been listening to this discussion. Trying to tie together ideas. Trying to 

come up with a full idea of what this object is likely to do. Trying to figure out what to do with it. But now it's 
time to decide.

The time limit is up. Mr. President, you've set up a timeline for this meeting... on the one hand, this 
ensures that it doesn't become an argument turning into a slog until morning, granting a moral victory to 
whomever isn't tired yet. On the other hand, you might have another reason to set a time limit, a ticking clock 
that no one else is privy to. Either way, enough time has passed; tell everyone to finish up.

Starting with the person to your left, everyone around the table can get a last word in. You don't have to 
listen, but you should let them talk, one last time. And when it gets back to you, you need to decide. Remember, 
your goal here isn't to come up with an idea on your own, but to sum up everyone else's ideas in a way that best 
sums up the feeling of the room. This is probably going to upset someone.

Then, you say what you're going to do with the object. If no one's upset by now, someone is going to be. 

Give everyone a moment to be upset. Let them yell, if need be. Then, hit the table, make yourself heard 
over the din. “The decision is final!” you might say. “Everyone is dismissed!”.

Put away your professions. Prepare your ramifications. The meeting has ended. It's time to find out 
what happens next.

Beginning with whomever is sitting to the President's right, and proceeding around the circle, read your 
ramification to yourself. Take a few seconds to think about what it could mean... some of them are personal, and 
some of them are global, and some could be taken either way. Some of them are negative, and some are 
positive, and some could go either way. In a few seconds, think about what would happen, which would make 
sense given everything that's occurred so far. Then, explain it to everyone else. You have plenty of leeway here, 
but you're on your honor not to let it turn into a monologue.

Each ramification takes place chronologically after the one the preceded it; if possible, let your 
ramification stem from the one before. Whatever happens, you can't undo what someone else declared, but you 
can interpret events differently, or introduce unexpected repercussions.

The President will be the last person to read a ramification. When he finishes, he's going to ask a 
question. “Did we make the right decision?” the President will say.

Think about it for a second. You're under no obligation to answer, though. As soon as the President asks 
that, the experiment is over... he's not the President anymore, you're yourself again, and life is back to normal.
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