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Let ter s f r om  H om e is a gam e for  three people. 
One person acts as The Faci l i tator , and two 
Players who wi l l  take on the roles of character s. 
This gam e m akes use of the USPS (or  equivalent 
postal  service, i f  in  another  countr y), which is a 
vi tal  par t  of our  society.

Let ter s f r om  H om e is a letter  wr i t ing gam e. 
The two players are going to wr i te letter s to one 
another. These letter s can be hand-wr i t ten or  
typed, but, these need to be physical  let ter s.

The Faci l i tator  establ ishes the in i t ial  set-up and 
f i l ter s al l  com m unicat ion between the players. 
Every gam e is based on the idea that the two 
players can only com m unicate through letter s 
and that the letter s are censored by som e 
forebodingorganizat ion. 

Let ter s f r om  H om e is by Barak  Blackburn, The 
Big M an him sel f, and El l ie H i l l is. Together , they 
are... 



The rules are sim ple: The two players can only 
com m unicate through phyiscal  let ter s and 
m edia. These letter s and m edia are f i l tered 
through The Faci l i tator. Players can send 
whatever  they l ike through the postal  service, 
understanding fu l l  wel l  that The Faci l i tator  is 
going to exam ine and REDACT any content they 
deem  inappropr iate. 

The Faci l i tator  wi l l  also com m unicate with the 
players, giving them  in form ation to establ ish 
the sett ing and advance the f ict ion. This 
com m unicat ion can be through post, or  through 
em ai l , text or  voice. The latter  m ethods m ight be 
preferable for  the player  to ask  any relevant 
quest ions*. H owever , keep in  m ind, using post 
also bui lds the suspense for  each stor y beat.

The Faci l i tator  needs to explain  to the players 
that they can only com m unicate with each 
other  via physical  m ai l . This is the extent of the 
"ru les" the players need to know.

RULES

*The Facilita tor inform ed the character of Georgie that the news m edia  is 
reporting that the prim ary station on Mars was destroyed by an asteroid. The 
player playing the character of Georgie has severa l follow-up questions.



EXPISTLE
This sett ing and prem ise is created by The 
Faci l i tator. I t  should be a basic idea, and one that 
leaves plenty of r oom  for  al l  to explore. This 
in form ation wi l l  be conveyed to the players, 
perhaps  in  the form  of a letter. Several  Expist les 
are included in  th is r u lebook , som e include 
sam ple Exolut ions (see next page).

The Expist le is the star t ing point, i t  should be 
clear  and concise. Players can ask  som e 
quest ions, but the Expsi t le should quick ly push 
the character s in to the wor ld and im m erse 
them  in  the f ict ion.

A str ong Expist le br ings with i t  a sense of the 
unknown, even danger. But the Expist le also 
m ust take place in  a real i ty where letter -wr i t ing 
is the on ly form  of com m unicat ion al lowed. or  
avai lable. W hat is the external  for ce 
constr ict ing com m unicat ion? an oppressive 
governm ent; technology and distance; 
incarcerat ion; sim ply whim sy.

Players can ask  quest ions, but The Faci l i tator  
should also encourage to players to answer  
them  through their  let ter s. The wor ld is their s 
as wel l .



EXOLUTION
The fict ion of the wor ld m oves forward with 
every letter  exchange. The Faci l i tator  needs to 
encourage player  suggest ions, say "yes, and" but 
also should be im pr in t ing upon these changes 
their  own wi l l . The progress in  the f ict ion, the 
for ces operat ing fr om  the outside, that al ter  the 
real i ty is cal led an Exolut ion.

Exolut ions are the stor y beats. Every Exolut ion 
should change the status quo in  som e way, 
pushing the nar rat ive of the stor y forward, 
whether  the players want i t  to or  not.

The Expist le is the base, i t  is affected by the 
Exolut ions and the character 's r esponses.

Don't  tel l  M anuel  I  took  h is watch.

The Faci l i tator  m ight wel l  have Exolut ions in  
m ind, but should also respond to the letter s and 
adjust accordingly. 

When in doubt  have a m an 
com e t hrough a door  w it h a 
gun in his hand.

-Raym ond Chandler



EXOLUTIONS
Suggested Exolut ions should em brace som e of 
the base elem ents of f ict ion creat ion,  including 
the standard 3-Act str ucture. Below is an 
exam ple, along with broad sam ple Exolut ions 
which assum e no drast ic player -inst i tuted 
nar rat ive al terat ions. Both character s should 
have Exolut ions affect them ,  on the hom efront 
and at war , as i t  were.

ACT I  (Set -up):

I : 1 Begi n n i n g: The faci l i tator  in tr oduces the 
players to the f ict ion.

A city lies in a per iod of unrest. M ilitar istic police have, 
for  too long, used violence and intim idation to silence 
many while ignor ing and brutalizing cer tain por tions of 
the population. One character  (Ahmaud)  is heading off to 
help as they can. Perhaps the first letter  is a repor t from 
the front (from Ahmaud) , while the other  was a letter  
tucked in Ahmaud's go bag by his significant other , 
Breonna. 

I : 2 In ci t i n g In ci den t : Som ething happens to 
escalate and heighten the dram a, or  to 
in tr oduce what is r eal ly going on.

The police and military escalate the use of force against 



EXOLUTIONS II
protesters. A pro-government citizen murders several 
protesters with the tacit suppor t  of the police, m ilitary, 
and government. The facilitator  shares the POV presented 
by the media, the pro-government news, as well as the 
traditional news agencies.

I : 3 Secon d  Thoughts: Shi t  is gett ing real . Is i t  
wor th i t?

As the injur ies and body counts increase on a daily basis, 
many of the protesters begin to have second thoughts. 
N umbers thin.

I : 4 Cl i m ax of  Act  I : Som ething even m ore 
drast ic happens.

The government declares mar tial law on select por tions of 
the city and population. All access to and from these 
sections is denied. Repor ts differ  from the different news 
agencies. The pro-government news descr ibes protesters 
as violent, that the government had no choice. Law and 
Order  is necessary against these violent anarchists. Other  
news outlets paint a very different picture.

ACT I I  (Con f r on tat i on ):

Act I I  is defined by ascending act ion,:the threat 
is known, how does i t  cont inue to grow as a 
threat as m ore layers are added to the com plex 
fut i l i ty of opposi t ion. (Exam ples wi l l  be less 



EXOLUTIONS III
defined).

I I : 1 Obstacl es: W hat stands in  the way of the 
character s?

The military is actively seeking protesters, breaking down 
doors and cracking skulls. At home, people are on edge, a 
co-worker  shows interest one of the characters. 

I I : 2 M i dpoi n t  : A Big Twist

The military presence is gone. The city is still walled off, 
but the streets are empty of any military or  police. N ews 
indicates order  is restored. Letter  doesn't ar r ive at home.

I I : 3 An other  Obstacl e: 

Everything seems fine. One person within the wall 
announces they are leaving. Others vanish the middle of 
the night. At home, the same, co-workers and fr iends 
vanish.

I I : 4 Di saster : Not a twist, but som ething 
catastrophic happens.

M ilitary and police presence is felt at home, as tanks and 
soldiers roam the streets. I nside the wall, buildings are 
destroyed with bombs dropping from the sky.

I I : 5 Cl i m ax of  Act  I I :  Everyth ing com es to an 
explosive head, f igurat ively or  perhaps l i teral ly.



EXOLUTIONS IV
Explosions within the wall reveal something deep beneath 
the ear th. On the homefront, por tions of the city, some 
businesses, continue to function as normal, other  sections 
are war -ravaged.

ACT I I I  (Resol u t i on ):

In  stor ies, Act I I I  is the wrap-up. H owever , in  
in teract ive f ict ion, consider  instead having the 
wrap-up and resolut ion be far  m ore 
m essy,undefined and even abrupt. Because 
those in teract ing with the f ict ion are the 
protagonists, the stor y does not need to fol low 
the tr adi t ional  beats for  audience sat isfact ion.

W ith that said, som e m ore tr adi t ional  stor y 
beats for  Act I I I  include:

I I I : 1 Ever yth i n g i s Bl eak , Al l  H ope Is Lost : 

Both the protagonists are in the middle of warzones. H ave 
they both found new shoulders to cry on, new people to 
comfor t them? The Facilitator  asks the players to send two 
letters, proverbially a week apar t.  Reads both, discards 
one, and sends the other  along, perhaps redacted, perhaps 
not.

I I I : 2 Pr epar at i on s: Gather  the team , com e up 



EXOLUTIONS V
with a new plan?
W hat is under  the city? W hat is the real threat? W ill the 
characters ever  be able to return to one another .

I I I : 3 Add i t i on al  Fi n al  Obstacl e: 

Beneath the city a lost civilization is discovered, initially 
players might think they have found allies. They are 
wrong. And the most shocking thing about the citizens is.....

I I I : 4 Last  Di tch  Ef for t : One final  chance to 
survive. Perhaps som ething is discovered, i t  puts 
the in i t ial  confl icts in to context. I t  doesn 't  m ake 
them  r ight, but wi th knowledge com es power. 
Arm ed with that power , what wi l l  the character s 
do. 

(The authors have decided to leave these last exolutions 
empty, if you're a seasoned gamer , you should have tons of 
ideas br imming and don't need us, if not, well, we cannot 
help you, make this story your  own if you want to jump 
r ight in and play.)

I I I : 5 Resol u t i on : W il l  the character s be un i ted? 
Does one die? Is a letter  unread? The Faci l i tator  
wi l l  explain  what happens, and m ight ask  for  
let ter s, one could be a letter  r ead at a funeral , 
the other  could be shouted to the news cam eras. 
Final ly, The Faci l i tator  needs to in form  the 
players of TH E END. 



PEN TWO PAPER
After  establ ish ing the Expist le and assign ing 
character s, The Faci l i tator  wi l l  ask  for  in i t ial  
let ter s. One or  both of the character s wi l l  be told 
by The Faci l i tator  in  no uncer tain  term s in  the 
broadest of senses what their  in i t ial  let ter  
should be about.

This wi l l  begin the two-person dialogue that is 
the crux of th is gam e. 

Every letter  is f i l tered through The Faci l i tator , 
who is able to REDACT how they see f i t , and 
push the nar rat ive forward with a note to the 
player  via Exolut ion.

Character s can send m ul t iple letter s between 
Exolut ions: dai ly love letter s, news fr om  the 
fr ont, diar y entr ies.

And, the Faci l i tator  can also decide to withhold 
letter s. 

Letter s get lost in  the m ai l , so the stor y goes. 

Letter s are returned to sender , having been read 
by The Faci l tator.

Letter s al tered.



BIG REDACT BROTHER
The Faci l i tator  has crafted a real i ty where the 
f low of in form ation is not unfi l tered. They, and 
they alone, are able to determ ine what can be 
shared between the character s. 

H ow can the character s com m unicate when 
their  com m uniques are censored?

Players wi l l  always ru in  the fun. They are the 
worst.

W hat is censored and why?

Can character s f ind ways around th is?

W hat happens when in form ation is 
incom plete?

These are the pressing quest ions.

This is why we play.

REDACTIONS m ay be in  place fr om  the 
beginn ing, or  m ight slowly creep in to the gam e.

W hat wi l l  you do when you real ize everyth ing 
you say is m onitored? H ow can you expose the 
tr uth? 
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REDACTED LETTER I

The position of a  stam p on an envelope can have m any m eanings. Can 
the characters com m unicate without The Facilita tor catching on. 



REDACTED LETTER II



EXPANDING EXPISTLES
The Faci l i tator  creates the in i t ial  Expist le, l ikely, 
they have som e Exolut ions in  m ind. But, 
because the nar rat ive and the dram a is very 
m uch in  the hands of the players, they are 
encouraged to create as wel l . I f  Ahm aud (fr om  
the Expisl tes sect ion) wants to define 
som ething, a person, a place, the detai ls of a 
confl ict , they m ay do so. Conversely, i f  Breonna 
decides to share how m uch she loves Ahm aud's 
love of that car toon cat Gor field, and the dai ly 
str ips f i l l  her  wi th joy, m issing h im , she can also 
do th is. Players m ay take th ings in  r idiculous 
dir ect ions (one player  gains superpowers... 
Great! Now the nar rat ive changes again). 

The Faci l i tator  needs to incoporate these 
changes in to the Exolut ions that fol low. Let the 
players em brace and create the wor ld, but i f  
they are str uggl ing, The Faci l i tator  is 
encouraged to am p up the dram a on their  own: 
an awkward em brace with a co-worker ,  gett ing 
ar rested,  sm ok ing crack  cocain and robbing a 
store, k i l l ing a m an, eat ing a whole ham ....  
whatever.



EXAMPLE EXPISTLES I
On the fol lowing pages, several  Expist les are 
presented, for  your  use, to get you star ted,  along 
with som e sam ple Exolut ions and even letter  
instruct ions for  players.

Bixelby's Academy was always going to be in your 
future. You had made a promise to your husband 
you'd be sure to see that your son would at tend. 
Just  as he, and his father and brothers, and uncles, 
etc. all at tended. Now, your father- in- law has 
arr ived and explained the only outside 
communicat ion allowed is let ter writ ing, "a lost  art" 
he chuckled, puf f ing on  his pipe.

Player 1: The spouse: you may write a let ter that  
will be opened upon arr ival by your son.

Player 2: Grandfather has instructed to write two 
let ters: one to your deceased father, who at tended 
Bixelby's Academy, and one to your living parent, 
allowing you to at tend.

Exolut ions: 

I : 2 Player 1: Your bills have all decreased, 
you are t reated better everywhere you go.

I: 2: Player 2: School is very strange, and 
everyone here seems to have a better idea of  what 
is going on.



EXAMPLE EXPISTLES II
You had to escape them. You couldn't l ive there any longer, suffer 
the abuse. So you ran. You left everything that could identify you 
at home, only bringing what miminal supplies you coudl carry in 
your bag and the address of your estranged relative. I f anyone 
would understand, could help, it's them.

Player 1: Escapee. Write a letter to your relative trying to ask for 
help or shelter without directly asking. Someone might see or 
catch on.

Player 2: Relative. I t's been rainy lately, and cold, and you're 
getting the itch to travel. You have a friend who arranges trips, 
maybe it's time to write them a letter.

Exolutions:

Player 1: You've found a place to stay, temporarily. I t's a 
commune, and the people seem so nice.

Player 2: you've been getting threatening anonymous 
letters in your mail for the last week. No Postmark to identify 
where they came from.

Two f r i ends , ea ch a way a t  summer  ca mp, 
a cr oss  t he l a ke f r om one a not her .  They 
w r i t e ea ch ot her  ever y  w eek. How ever , 
somet hi ng s i ni s t er  a nd super na t ur a l  i s  
a foot . Someone i s  r ea di ng t hei r  l et t er s. 
Someone i s  ma r ki ng up t hei r  l et t er s. 
Someone i s  edi t i ng t hei r  l et t er s. Coul d 
i t  be t he Gr een La ke Gobl i n? A counselor ? 
Bot h?*

*Idea  suggested by Charles Broody



EXAMPLE EXPISTLES III
It's a right of passage for many, to go to sleepaway camp during the summer. 
But not everyone can afford to go, so best friends are split, one goes away, 
one stays home. It's an old camp out in the woods, no phone, no internet, no 
electricity! You promise to write each other every day.

Player 1: At camp. Write a letter on the bus to camp. You miss home already.

Player 2: At home. Write to your friend after seeing them board the bus to 
camp. Things will be boring without them. 

Exolutions: 

Player 1: Time moves differently at camp. It's been weeks for you, but only a 
few days based on your daily letters. There are things that go bump in the 
night... and the day... and you hate visiting the latrine.

Player 2: You have a new neighbor that moved in next door. You haven't met 
them yet, but you thought you spotted them taking a leisurely walk last 
night... at midnight.

One player  is in pr ison, the other  is at  home.

Player  1: You know  you didn't  do it , but  you've 
seen the video, so, you can't  be sure, or  
something. You're in solitary, but  you have never 
actually seen anyone here, pr isoner or  guard. 
You hear them you think. Food is delivered, they 
collect  your  mail, and deliver  what  you request  
on your personal item requisit ions sheet . 

Player  2: You've never met  Player  1, you star ted 
to w r ite when a letter  addressed to you arr ived, 
from someone claiming they were your 
incarcerated spouse. 



MATERIALS
The Faci l i tator  m ight be extra am bit ious and 
purchase envelopes for  al l  par t ies. The 
faci l i tator  would secure and address 15-20 
envelopes for  each player  and them selves, these 
envelopes would be large enough to hold a 
sm al ler  sized envelope.  I f  players wi l l  be wr i t ing 
letter s that f i t  in  a 5x7 envelope, The Faci l i tator  
would provide these as wel l  as 6x9 envelopes.

Players wi l l  address the sam e 15-20 num ber  of 
envelopes to them selves and  give to The 
Faci l i tator.

Players wi l l  send each letter  in  an unsealed* 
envelope they address and send on to The 
Faci l i tator  in  one of the SASE**.

The Faci l i tator  wi l l  censor  and read and learn 
m ore about the character s and forward the 
letter s in  the envelopes provided by each player , 
along with any Exolut ion in form ation.

*For m ore im m ersive gam eplay, players should seal the envelopes and 
the repackaging and taping of envelopes by tThe Facilita tor adds to 
the visual and tactile experience.

**Self-Addressed Stam ped Envelope

r edact
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