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INVASION OF THE BODYSNATCHERS - outline

First, I'd like to apologize for this late mailing. I lost a week, which brought
me right up to the time to do the newsletter. The good news (?.) is that this will
be a long, fairly leisurely event, or perhaps not depending on the players.

A surprisingly large contingent of SFSC members have enlisted, including many who
haven't been on too many events which, I feel, will make the game more challenging.
Three persons will be the initial Pod Landing Party and, in the next six weeks, will
attempt to increase their following.

These three Pods have been chosen at random. A notice to that effect will be found
at the conclusion of this letter (remember the draft lottery?) . I will hold one
meeting with the Pods to standardize the do's and don'ts (unusually dangerous
captures etc, I will permit usually dangerous maneuvers) and from there will turn
the game over to these three. I will answer questions and settle disputes over
the next two months, the one thing I will not do is divulge the names of the
players to any but the Pods. You'll have allies... but you'll have to search them
out yourselves, and even then you can't be entirely sure...

The character of the game is completely variable, depending on who the initial
Pods are. Tactics and doctrine of, say, Dmitri, Henry & Jane Solis probably would
differ from those of John Law, Jayson, & Pierre. There are over 20 players (not
necessarily including the aforementioned) and the possible combinations are as
fascinating as they are numerous.

The physical act of bodysnatching is simple and (at least in the beginning) will be
extremely difficult to defend against. If two people, friends or strangers holding
hands and bearing a scarf succeed in encircling you, each with a hand on the oppo-
site end of the scarf, well, you've been podded. Thereafter, you'll be initiated
into an alien society and given certain instructions as below.

As described, this would be a rather one sided game. In order that non-Pods have
an opportunity to defend and possibly attack, the Pods will acquire certain
characteristics over the next two months, by which the observant may guess their
status and avoid being trapped with two of them.

These characteristics may take the form of any minor habits the original Pods care
to acquire... chewing bubble gum, whistling Dixie, wearing safety pins through their
noses etc. (probably won't go that far) As new Pods are recruited, they will in
turn adopt these characteristics. Ultimately, a groupthink will emerge. . . remember
the movie?... albiet one confined to trivialities. If someone you think you know
gets into bowling or wearing Captain Marvel decoder rings, that information would
probably fail to integrate itself within a process of any sort. But if ten people...
then twenty. .

.

Some of you probably have gotten the picture and some have not. I'll explain further
to any of the latter.

In a week or two, a small number of players will receive a curious invitation.
These fortunates are The Awakened. Why awakened? Because they know... it's a

conspiracy^ (take That, j im garrison) How and what do they know?

At the initial meeting with the Pods, a number of clues will be prepared by
mutual consent, consisting of some, but by no means all, of Pod philosophy, ethics
and custom. This evidence will be accessible to the Awakened (at some risk, of
course and, should they acquire it, they will be free to make their own converts.

October 1977



What I'd like to attempt to do next, (assuming you're not a Pod) is to ask you
to forget this game even exists, to erase everything you've read from your
memory except rules, schedules etc. and attempt to transfer these to that
category of mind we call the instinctual. The Pods, of course, know that the
game is on at all levels. The Awakened will know enough to be able to warn ^fc
others of the existance of the Pods, to explain, to debate. The rest should
attempt to play the game the way they'd act if there was no game at all... to
react to messages of impending doom in whatever manner you usually do. This
concept is rather complicated, and I'll explain further to anyone who wishes.

If this is done effectively, the Awakened will find themselves in a peculiar
state. They will be attempting to explain the existance of an irrational
phenomenon in rational terms. Both the Pods and the Awakened will be after
converts, but there is one essential difference: the Awakened proselytize
through argument and evidence, the Pods by instantaneous revelation and uncritical
belief in a supernatural order. The simultaneous existance of these different
modes of persuasion and the effect of the disparity will constitute a major
portion of the game.

"Snatches" will be rationed, approximately one a week until the conclusion of
this game on... underline this date, folks... June 24 (against a most interesting
background) . At that time, the numbers of Pods and players should be close to
equal. Other players will join us for that one-day event.

I have encountered concern over the amount of time/effort/expense involved.
Obviously, the Pods will be the busiest players (they act, others react) and
one's participation will be determined by the original three Pods. I'll veto
anything that threatens to cost too much and, as a safety valve, this is one
event you can opt out of at any time, even now. Just let me know & I'll cross
your name off the list.

Pods will have the names and addresses of all players. Other players will not.
Players can only discuss what they have seen or heard, second-hand, from the
Awakened. The Awakened will not have a list of players. They may well waste
time attempting to convert nonplayers. They may also attempt to convert Pods,
however, this will operate to their extreme disadvantage, since it is in the
interest of the Pods to pick off the Awakened as soon as possible.

An auxiliary event:

Separate and strictly voluntary. A potentiality I've noticed within the
SFSC is that of taking a fictitious scenario (book, film etc) and ungluing
it in midstream, leaving players/characters free to collide with one
another in ways the original author could never have foreseen.

Anybody interested (especially Pods) is invited to keep a diary or journal
or the next two months, recording their observations, thoughts about the
game, accounts of encounters with either Pods or Awakened etc. Be sure
to include the date. After the game, I'll arrange everyone's entries
chronologically and provide copies for a nominal duplicating and mailing
fee. It might prove interesting to compare viewpoints.

That's about it. Pods will be informed below, Awakened can expect a message in
about two weeks. All players will receive a mailing in June. For further infor-
mation or clarification, call 981-5717. (Best times are around noon and 1-2 AM.)
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