Trauma Control
Introduction
Read the following text aloud to your fellow players. Pass the page to the person to your left after every paragraph break. 

I can't remember...

I just woke up. I’m all alone here. I had a name, once. What was it?

What was I doing here? This place feels so familiar, but I can't 

Why can't I remember?

There is so much, here, and all of it seems familiar. If I can just get my hands on some of it, if I can just breathe for a moment, I may be able to put things back together.

I know that I wasn’t alone here. I know that much. I don’t know if I loved them, if they were my family. Were they keeping me here?

I need to remember. There's so much to remember.

But I was stretched past breaking. I broke. And now I’m here.

Trauma Control is a game about being pushed past your breaking point and attempting to pull the pieces together. Something horrible has happened to the protagonist, and together players will tell a story that reassembles the character's history. As they explore the physical environment – an asylum, a mansion, a suburban home – they will put together experiences and sensations to reunite (or finally destroy) the protagonist’s fragmented self.

If you are prepared to play, skip to Beginning the Game.
Before the Game
One player should print a set of 100 game cards base on the icons available at http://game-icons.net/. Prepare these as you wish so that they’re easy to handle and shuffle.

There are five cards that are mandatory: One of them is the Game Chef theme, pictured below. In addition to this, prepare four cards emblazoned with a simple X. 
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Beginning the Game
Place the Protagonist Card (Game Chef Theme) before the players. This is always the first card of the game.

Place the entire set of cards before the players. Each player should select ten cards that they find meaningful or compelling. When each has chosen these cards, compile them into a deck and shuffle in the X cards as well.

Each player should, in turn, shuffle the deck while focusing on their own experiences of violence, trauma, and repression. When shuffled, they will set the deck down, hold their hand over it. When ready, they should cut the deck, and pass it to the player to their left. 

When each player has shuffled, draw the top three cards and place them beside the Protagonist Card. If an X card is overturned, replace it with another and shuffle the X card back into the deck. These represent the character’s history and trauma. We play to find out what they mean. Keep these in mind as you lead play, and push to make them relevant to your story. 

Playing the Game
Begin with the oldest player. On the first turn, each player narrates, in a sentence or two, something that the protagonist sees or does immediately after waking; this should be used to establish where you are and how you interpret this awakening: are you getting out of bed, rising out of a fugue, or is some sinister force possessing your body?

Once the first round has been completed, draw a card and narrate a short, one or two-sentence introduction of the character to an inanimate object based on your interpretation of the card. This may be anything from a simple glass of water to the body of their lover. No matter what, the object cannot be alive. The character remains alone.

Proceeding clockwise, the players narrate a short, one or two-sentence reaction to the statement in the first-person. This could describe the object (‘I lift the sweater with my hands, feeling its soft fabric in my hands.’) or describe a flashback or memory caused by the object (‘I run my finger along the needle and remember the first time he pressed it into my flesh’).
The drawing player then, after hearing how the character reacts to the object, closes their interaction with it before they proceed on their journey. This could mean destroying the object (‘I rip the picture from the wall and smash the frame against the floor’) or could designate a longer length of time (‘I slump into the chair, feeling its comfort and support as I breathe and relax’). 

After the drawing player has closed the object, discard it face down next to the deck. The next player will then draw a card and the next round will begin.

When an X card is drawn, the protagonist is overcome with a rush of memories that leave them terrified and paralyzed. The drawing character must narrate the experience of the panic or anxiety attack in vivid, physical detail. The remaining characters the protagonist’s visceral memory of trauma – these memories should give us specific insight into their past.

Because this game is personal and tense, we must remain quiet when it is not our turn to speak.

Play proceeds until the players agree that the story has come to a close, or the entire deck is drawn. 
