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For Elk, Cheeto, Spiff and Critter

Thanks for showing up



What is this game about?
A long time ago two best friends went missing.  They were 

both little stuffed dinosaurs, brightly colored and well worn from 
adventures.  And when it became clear to them the child that lost 
them would never find them, they retired from the real world to a 
safe place they could call their own.

Spiff  was a charismatic friend, and Critter was a quiet friend.  
But they were both wonderful at listening and helping someone feel 
better.  So this new safe place they created was built to welcome 
strangers in need of  quiet, and someone willing to listen, and a 
chance at lifted spirits.

You know about this secret place, which is named after the 
founders:  “Spiff  and Critters.”  It’s almost always empty, and 
it’s almost always warm, dry and welcoming, just like any stuffed 
animal would have it.

This game is about someone spending a little bit of  time at 
Spiff  and Critters, meeting the other stuffed animals that happen 
to be there, and hopefully feeling better for wasting some time with 
well spoken toys.

What do the Characters do?
One of  you will play yourself  in this game.  You’ll tell us what 

Spiff  and Critters looks like, how you found it, and, eventually, why 
you’re there.  What you’re feeling should be real, so this game is not 
playable if  someone doesn’t want to feel better about something 
that’s bringing them down.

The rest of  the characters in this story are stuffed animals that 
represent the virtues of  the human visitor.  They each speak for 
the good that they know is present in the person who has come to 
visit Spiff  and Critters.  They are sworn to listen first, and express 
only what they feel, and not proclaim truth.  They are only capable 
of  offering words of  encouragement.  So it’s best if  you play this 
game when you know the human visitor well enough to encourage 
and care for them.  If  you play by the rules, you’ll hopefully lift the 
spirits of  the human visitor, and they can leave feeling better.



What do the players do?
The Visitor does not pretend to be someone else, they play 

who they are, in the moment, true to shape and spirit.  During play 
the Visitor brings with them only what they are, and how they feel 
when the game is played.  The Visitor is responsible for describing 
Spiff  and Critters, how they got there, what kind of  establishment 
it is, and what it looks, sounds, smells and feels like.  They also get 
to decide what Spiff  and Critter look like, or if  they’re even there 
at the moment.

The other players all create a Stuffed Animal that they can 
pretend to be.  These are the current regulars at Spiff  and Critters, 
lingering about just because it’s a great place to waste time when 
you’re on break from being a child’s favorite thing.



Step One:  The Visitor
You’ve known about Spiff  and Critters for a while now.  You’ve 

been there a few times, not enough that you’re some kind of  
legend, but enough that you feel comfortable there no matter what.  
It’s a safe place, not just for anyone who walks through the door, 
but for you, specifically.

Answer the questions on the Visitor Card:

How did you find Spiff and Critters?

What is Spiff and Critters to you?

Is it a restaurant?  A diner?  A bar?  A ballroom?  A hotel 
lobby?  A giant ball pit?  Are Spiff  and Critter there?  If  not, 
who is in charge in their absence?

What are three things that strike you about the atmosphere?  
Start with something visual, then something audible, and then 
something tactile or pleasant to taste or smell.

Most important of  all:  What pushed you away from the real 
world, to come visit this place in the moment?  Write this 
down as your Burden.

Once you have all these answers, ask the other players if  they 
have completed their Animal Cards.  If  they have, tell them about 
what Spiff  and Critters looks like.  Once you’ve painted a picture 
of  this place, end by saying, “You all see me walk in...”



Step Two:  The usuals
If  you’re not the Visitor, you’re a Stuffed Animal that hangs out 

at Spiff  and Critters, they call you “one of  the usuals.”

Your Goal:  to listen, and to understand what is bringing the 
Visitor down.

Your time-frame:  However long you, the player, have for this 
game, is how long your Stuffed Animal will have before they need 
to be back, attending to the imagination and emotions of  the child 
you belong to.

Your Animal Card:
Fill this out to understand your role in the game, and to 

understand how you’re going to portray your Stuffed Animal.

Name:  Imagine a name that the Visitor Player would give to 
a Stuffed Animal, if  they were naming it in honor of  you, and the 
relationship that you share.  If  you don’t have a good answer, you 
can describe your Look to the Visitor Player as the game begins, 
and ask them to give you a name.

Virtue:  Think of  something about the Visitor Player that you 
admire.  A character trait, a style, a gift, a choice, an allegiance or 
enemy.  You should share that with them, or at least know it well 
enough to speak about it with them in detail.

Look:  Think of  how your Stuffed Animal looks.  Are you 
worn and old?  Are you covered in hard-plastic details?  Are you 
old, or new?  Are you a commercial product or a hand-stitched 
gift?  Let your Look reflect how you feel in the moment, and 
be up front with how that Look interprets your emotional state.  
Perhaps you’re an old sock rabbit, because you feel tired and easily 
squished.  Or perhaps you’re a squeezable thing that’s mostly 
colorful hard bits, because you’re feeling vulnerable and want to 
keep yourself  kinda safe while you play this game.  Let your Look 
show the other players what you feel like, but be transparent with 
your metaphor, so it doesn’t confuse anyone.

Trick:  Imagine something funny or charming that you can do 
to distract or entertain the Visitor.  This can be almost anything.



Step Three:  Playing Through the Game
The game begins when the Visitor first steps into Spiff  and 

Critters, after describing it to the Stuffed Animal players.

The Visitor finds a comfortable place for them to spend the 
time, which can be any number of  things, and doesn’t have to stay 
the same throughout.

The other players then describe their Stuffed Animals, 
explaining what their Look means, starting with the player closest 
to the Visitor Player.  Once everyone has described their Stuffed 
Animal, they each welcome the Visitor, whom they all know well, 
and do so in a voice that fits their character.

Now the Visitor can take some time to unwind, feel 
comfortable, and hold their troubles in their heart.  Whenever 
they’re ready, they can let the others know that it’s time to start 
Feeling Better.

Principles for the Visitor
When you’re trying to Feel Better it’s advised that you pay 

attention to your emotions.  If  you feel overwhelmed, you can 
put the conversation in your pocket for a moment; this is the rule 
of  Pockets.  It means you can stop talking about your troubles 
or emotions and just wait for a moment.  The Stuffed Animals 
will not continue, and will not bring up anything you put in your 
Pockets unless you pull those thoughts back out again.  If  you want, 
you can write down a topic or an idea, and visibly put it in your 
pocket, and keep it there until you feel like talking about it again.

It’s best if  you’re up front about how you feel, be honest and 
say it out loud if  you feel something.  The Stuffed Animal players 
cannot approach or touch you unless you ask, so if  you need a hug, 
you have to say so.

There are some things the Stuffed Animal players can’t do, 
even if  you ask them.  If  you ask them to tell you how you feel, for 
instance, they can’t.  And know that, at the end of  the game, the 
Stuffed Animals are allowed to make their own requests, in hope 
and understanding of  who you are through this game.



Rules for Feeling Better
So long as the Visitor is willing to continue talking about how 

they feel, the Stuffed Animals can ask them questions about their 
troubles and emotions.

Rule One:  Pause for Tricks

If  the Visitor Player ever wants to pause the conversation, or 
needs a break from how they are feeling in the moment, they can 
ask the Stuffed Animals to do a trick for them.  Whoever calls dibs 
first is allowed to do their trick.

Rule Two:  Pockets

If  anything makes someone feel too vulnerable or too afraid 
or too hurt or too confused or too tired, they can ask to put the 
thoughts that were most recently discussed into their pocket.  If  
you say or do something that causes someone to pocket a thought 
or idea, you’re not a bad person.  If  you feel like something that 
has come up is something you need to put in your pocket, you’re 
not a bad person for wanting to.  Pockets are good, and a great 
time to pause for a trick.

Rules for Being a Stuffed Animal
What you Can Do:

Ask the Visitor how they feel.

Ask the Visitor what they need.

Tell the Visitor about a memory you have of them.

Tell the Visitor what you value about them.

What you Cannot Do:

Tell the Visitor how they feel.

Tell the Visitor what they need.

Tell the Visitor what they observe.

Ask the Visitor to continue if they do not want to.

Touch or approach the Visitor if they do not ask you to.



How to End the Game
When the last of  the Stuffed Animals must go back to their 

owner, or when the Visitor can say, “I feel better,” the game is over.

What if i do not feel better?
Sometimes there is no way to encourage, lift up, or alleviate the 

Burden of  a Visitor.  Whenever they are ready to leave, they can.  
They do not have to Feel Better for the game to end.

Exits and Endings
Whenever a Stuffed Animal must leave, or at the end of  the 

game, they can write out a Request or a Blessing.  The Visitor 
should look at these only after the game is done and the Stuffed 
Animals are gone away from them.

Requests

If  there is something you hope the Visitor will do that might 
enrich your life, or might give them further insight to their own 
emotions, you can ask that of  them here.  Always ask by starting 
with “Would you be willing to...” or “Would you like...”

Blessings

If  there is some facet of  who the Visitor is that has made you 
glad to known them, or proud to learn from them, write that down 
by starting with, “I want you to know...” or “I value in you this:”

Thanks

If  a Stuffed Animal should have to leave, or at the end of  a 
game, the Visitor must thank the Stuffed Animals for showing up, 
and for listening, if  they feel better or not.  The act of  caring for 
someone is worthy of  appreciation.



Visitor Card
How did you find Spiff and Critters?

What is Spiff and Critters to you?

What are three things that strike you about the atmosphere?  

What pushed you away from the real world, to come visit 
this place in the moment?  Write this down as your Burden:

Animal Card
Name:

Virtue:

Look:

Trick:




