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Introduction 

In These Walls Talk, Too, players view the 1972 segment of the landmark film about 
American lesbians across the decades:  If These Walls Could Talk 2 (dir. Martha Coolidge, 
2000). You will explore the film through a strange, new perspective—one that is proposed 
by the name of the movie itself. You will become the walls…and these walls talk. 

Why this film? 
This film, specifically the 1972 segment, is a fascinating time capsule that lets us learn 
about Y2K-era gender revelations and the emerging class and identity conflicts of second 
wave feminist movements in the 1970s (and the roots of TERF-dom). Needless to say, when 
these walls get to talking, they will have quite a tale to tell. 

Plus, you can experience the vibrant queer cinema scene of the late 90s. Chloë Sevigny 
playing stone butch to perfection? Michelle Williams? Natasha Lyonne? Nia Long? This film 
should be required viewing for all queers and allies. 

Who should play this game?  
This is the perfect game for queer & feminist book clubs that enjoy drama and critique, but 
dislike finishing books. (No judgment!) But, anyone interested in learning more about the 
queer, feminist, and class conflicts of the 1970s can benefit from playing.

Running the game 
Two to four players can play this game in person or online via video-conference. It should 
take about 90 minutes to run, including prep time, role-playing, and time spent watching 
the 1972 segment, which runs ~30 minutes long. You will need each player to be able to 
view the film simultaneously, periodically pausing to role-play scenes.

Accessing the film 
Sadly, this gem of queer cinema—which won many awards, including a Golden Globe and 
Emmy for Vanessa Redgrave in the 1961 segment—can be difficult to access, as it isn’t 
streaming on any major platform. As of October, 2025, you can view it at the YouTube link 
below, but otherwise, you may need to get your hands on a physical copy from your local 
library or a reseller like eBay. 

Resources: 
● Film on Youtube, anchor link to 1972 segment: https://tinyurl.com/talkingwalls2
● Kayla Kumari Upadhyaya’s excellent 2024 Autostraddle review: 

https://www.autostraddle.com/if-these-walls-could-talk-2-review/
● “70s Lesbian Vibes” playlist on Spotify: https://tinyurl.com/70slezvibes

Playing with more than four people
If you need to expand the number of characters, you can assign the same wall characters 
more than once. After all, one wall does not a room make! 

https://tinyurl.com/talkingwalls2
https://www.autostraddle.com/if-these-walls-could-talk-2-review/
https://tinyurl.com/70slezvibes


Creating Your Character

Steering your experience 
Some people choose to steer their experience during gameplay. That means rather than 
taking every moment as it comes, you go into the game with intention about what you 
want to experience, feel, or do. Think about what you would like to learn. Do you want to 
play a character who is similar to you, or a character whose worldview and behavior is 
very different from yours? 

Choose your character
Read the description out loud once you’ve decided which wall you want to play.
● Support Wall: The whole world rests on your shoulders, and you vow to be there for 

the inhabitants of the house, sheltering and protecting them despite their total 
ignorance to the care you provide them. 

● Facade: Perpetually worried about what the neighbors will think, you’re all about 
keeping up appearances. As the only outdoor wall in the group, your concerns are 
mostly superficial and you’re preoccupied with the appearance of unsightly cracks. 

● Partition:  You revel in scandals and scheme to put barriers between your 
inhabitants. You are the type of personality who loudly proclaims “NO DRAMA,” when 
everyone around you knows very well that you are the source of it. 

● Drywall: Wry and observant, your are the most common sort of wall—so no one 
suspects you of sentience, and your eyes are everywhere. Very little escapes your 
keen senses, and you are quick with a bon mot whenever the need arises. 

Workshop your wall 
It’s 1972. Second wave feminism has been around for a decade, but now, lesbians within 
the movement are starting to organize and demand respect. While straight feminists 
silence and exclude them, some lesbians turn their ire onto butch-presenting lesbians, 
arguing that any expressions of masculinity are a betrayal of the movement.

Take turns responding verbally to these prompts:  
● What decoration do you secretly wish the inhabitants of the house would adorn you 

with? Why do you pine for this? 
● What structural or environmental concern do you have about your own integrity? 

This could be something like, “I’ve been letting in more moisture lately” or “I sure 
hope that’s not black mold on me.” 

 Create character connections 
1. Choose one wall with whom you have a positive relationship. What do you admire 

about this character? 
2. Choose one wall with whom you have a negative or neutral relationship. (If there 

are only two players, it’s okay if this is the same person from question one.) What 
about them would you change if you could? 



Playing the Game

Immerse yourself in the  world of the Walls 
A few truths about this world to know before you jump into role-play : 
● Each wall is a sentient object whose consciousness began the moment they were 

built. 
● Walls can see, hear, and smell. They can feel anything that touches them. 
● Each wall senses other walls of the same type in other locations. This fuels a vast 

gossip network, so events that occur outside the house are fair game for discussion. 
● Walls experience emotions, just like humans do. 
● Humans can’t hear walls talk to each other. 

Watch the movie & make your moves
Start by watching the movie simultaneously. Every so often, when the spirit moves them, 
any player can pause the action to start a conversation among the walls by choosing and 
reading aloud one of the wall moves below. 

Wall moves 
● “I want to pass judgment. Let’s talk.” 

○ Example: “Can you believe she said that? How regressive can you be?”
● “I want to express confusion. Let’s talk.” 

○ Example: “Why are they fighting about this?”
● “I want to spread gossip. Let’s talk. 

○ Example: “A bathroom wall once told me that this person really gets around, 
IYKWIM.”

● “I want to say what I’m feeling. Let’s talk.” 
○ Example: “I’m excited for their future.”

● “I want to share a memory. Let’s talk.” 
○ Example:  “I remember when they moved in. They were…” 

Any wall can make a wall move at any time. Walls that want to talk should start by 
pausing the film, saying  the words of the move out loud, then stating, definitively, “Let’s 
talk.” Players then initiate a dialogue in response. Keep the scenes brief (1-3 minutes). 

Player tips:
● If you find players are not sure when to interject with a wall move, set a timer to go 

off at five minute intervals to act as a cue to run a scene. 
● You might find yourself tracking back and forth between your own, 

out-of-character observations and your character’s perspectives. This is okay! 
Once you make a wall move, though, the dialogue that comes after “Let’s talk!” 
should always be in-character. 

● Feel free to reword the wall move to fit your character voice. Improvise freely and be 
as creative as you like. 



Closing the Game 

Epilogue 
At the end of the 1972 segment, when the Indigo Girls’ Closer to Fine starts to play, pause 
the movie. Stay in character. Imagine the characters decide to move far away from your 
house, leaving you behind. 

Take turns sharing. If the humans could hear you talk, what parting advice or words of 
wisdom you would give either Amy (Chloë Sevigny),  Linda, (Michelle Williams), or the 
feminist roommates? 

De-role and discuss
As a quick ritual to transition out of character, say, “I am [your name]. Let’s talk.” Choose 
from the prompts below to discuss with the other players. 

● What emotion or emotions are you feeling after watching this film? If it is helpful, use 
a wheel of emotions: https://tinyurl.com/wallwheelofemotions

● What did you think of it, as a film? 
● If you saw this film when it came out, how does it feel to see it now? 
● What is one thing you learned that you want to take away from this experience? 

What is one thing you’ll be happy to leave behind?  

Additional reading 
This film features several complex queer experiences that aren’t often depicted in popular 
media. If you’re interested in learning more, check out these books. 

Stone Butch Blues, by Leslie Feinberg
Flying, by Kate Millett
The Swashbuckler, by Lee Lynch
Boots of Leather, Slippers of Gold, by Elizabeth Lapovsky Kennedy & Madeline D. Davis

https://tinyurl.com/wallwheelofemotions

