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Role Playing Game: Library Version

Welcome to the library pack, a storytelling game event for Book Week Scotland
2021.
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Book Trust

This is an alternative and simplified version of The Book Shop, our new Role Playing
Game. You might find it useful to look at that version for ideas and more information on
Role Playing Games in general.

It is designed to be played by a group and run by one or two people.
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What are Role Playing Games?

A Role Playing Game (RPG) is a story created by a group of people who make decisions
and choices in an imagined world.

The players meet challenges and obstacles described by the person running the game
and try to overcome them.



Role Playing Games allow you to take all those moments when you read a book or watch
a film and think to yourself, ‘l wouldn't have done that, there's a much better way!” and
gives you that chance to try it your way.

Why two versions?

The original version is aimed at people each playing individually as a character, in person
or on a video conference call, with one person running the game. That version is closer to
a typical RPG.

This version, known as the Library Version, is aimed at a group of people who decide
between them how a small number of characters will act within the scenario that is
described by one or more people running the game.

Both versions follow a similar story, with the original version set in a book shop and this
version set in a library.

You will need to read this document all the way through and do some preparation before
running a game event. This pack contains all you need to prepare and run a storytelling
game session, with some optional extras:

1 An introduction for you to adapt to your needs.

1 A printable ‘Book of Spells’ cover that you can wrap around a book and use as a
visual prop.

1 A ‘Wanted!’ poster, for you to print out and add dates, times and other details
about the event to.

1 A map of the island that you can use however you see fit.

There is a basic path to a story, but don't feel you have to stick to this. In fact, we highly
recommend that you make your own version, so that each event tells a story like no
other.

It may also be useful to read over Parts One and Two of The Book Shop, for further ideas
and to give a fuller understanding of RPGs.

How is this version different?

In this storytelling game, you will play a Librarian. You are going to lead a small team of
characters created by the group into a book and get them, the audience, to offer
suggestions on how to resolve the events that unfold there.

In this version of the game, you are offered a chance to invite a group of people to
experience an RPG. One or more people (staff members) tell the story and bring the
audience together to represent the heroes of the tale. Normally in an RPG, a group of
people play a character each. In this version, you will create two or more characters for
everyone to control.



If you like, you could split the audience into groups who then discuss what they want the
individual characters to do, then you describe what happens when they try something
out.

For example, the participants may suggest you make a character who is strong and
good at fighting and one who is smart and is good at riddles. You may then get requests
for a sneaky character too, so decide if you need more characters or if the smart
character gets to be quiet on his feet. Try not to pin too many skills onto one character,
or they will just be able to walk through the encounters with no bother.

The story will work best with some balance and co-operation. For example, the fighter
and the sneaky character may want to get past some pirates, but there are too many of
them to take on single-handedly and the fighter would be spotted. They need to find a
way around the obstacle that suits their skills. The fighter could look up to see that there
are a number of trees with sturdy branches that they could pull themselves and the other
character up into. The sneaky character could then explain the best way to creep across
the branches.

Introduction

Make sure you have read the rest of this document before you launch into playing a
game, as you will need to prepare some encounters and think about scripting some
scenes before launching a game.




The Librarian(s) explain the situation

Please feel free to adapt this script to your own style. This section is written for two
Librarians to read out, but you can easily adapt this if only one person is leading the
game.

Librarian 1: ‘Welcome to the library, We are [insert names].’

Librarian 2: ‘We need your help! The other day, we found a book of spells [hold up the
book] while we were tidying up an old cupboard. We thought it was a joke and one of us,
ahem, tried out a random spell.’

[If there are two or more of you can pretend to blame each other, or an out-of-sight
member of staff.]

Librarian 1: ‘Well, what happened was this: the spell was read aloud and. . . nothing
happened. . . at first.’

Librarian 2: ‘Then, just as we closed the door behind the last visitor for the day,
everything went wild! Books leapt from shelf-to-shelf, lights flickered, ominous sounds
shook the windows and then—’

Librarian 1: ‘A dragon flew out of the pages of this book! It started as just the word
‘dragon’, but grew in size, sprouted wings, did a circuit or two of the library, and then
plunged straight into the pages of Treasure Island.’

[l recommend using The Hobbit as the book in question and having Smaug as your
dragon, but this is entirely up to you. If you have very young players, you may want to
choose a picture book dragon instead.]

Librarian 2: ‘We need some brave adventurers who can go into this book and convince
the dragon to come away from Treasure Island and go back to the book it belongs in.
We think we've found a way, but we need your help!’

Librarian 1: ‘Now, we've found the spell to get the dragon out of Treasure Island. So, if
we create new characters for the book and give them the spell, you can tell them what to
do once they are inside the story.’

[Here you can get a couple of volunteers to come up and describe the kind of character
they think would be able to get the job done or just ask for suggestions from the
audience as a whole and write up the skills on some paper.



With a flip chart or similar, the group will create the player characters. Feel free to use the
Character sheet (Page 18) to note down the character details and you can make a
show of putting them inside a copy of Treasure Island to signify the characters are now

in the book.]

Arrival at sea

Describe the following events:

Librarian 1: ‘Now we need to use our imaginations to follow our characters to Treasure
Island. Picture yourselves in a rowing boat. You are surrounded by clear calm sea and
brilliant blue skies. Ahead of us is a tropical island - yellow beaches surround lush
rainforest with hills breaking through.

Librarian 2: ‘What's that noise? It's breaking the otherwise restful scene. Oh! Over to our
right (that's starboard in sailing terms) is a large schooner, a ship with two great sails.
Musket shots are being fired and there is a lot of shouting. | think we need to pull away
from that encounter and find a safe place to land.’

Librarian 1: ‘Hang on, | see smoke from the island. | think we could row to a beach near
that, or investigate another part of the island by rowing round the other side. What do
you all think?’

Over to you

And now it is over to you. You might want to talk this through with colleagues first, run a
practice session or ask others for ideas.

You then lead the group of characters through a series of encounters, asking the
audience for ideas on how to resolve them. Will they sneak past the soldiers, fight the
pirates or fast talk their way out of peril?

Your job, as the Librarian(s), is to tell the story, but let the audience decide what happens
next.



Now, you need to have made a plan for how you want this story to go. We will provide
some information on the characters and locations, along with suggestions, but we want
this game to be unique to every location that plays it, so some preparation and a
familiarity with the book Treasure Island is going to be very helpful.

From here on out, you will describe the surroundings, ask the audience what they want to



