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 The diegetic world loses consistency and/or lacks (possibly 
significant) details 

 Scenario doesn't unfold as intended 

 Characters behave in ways other than the larpwright intended 

 Interactions do not happen as expected 

 Critical events do not get the attention they were supposed to get 

 Etc.  

  

  

In general: even more entropy than usual. Effectively impossible to run  
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Whatever information about the diegetic world (e.g. character traits, 
background information etc.) the larpwrights created in their heads 
(and wrote in the scenario) probably... 
 
- never made it to the heads of the players (i.e. they did not read/hear 
that), or even if so, then... 
 
- was not internalised by the players (i.e. they did not understand/digest 
that), or even if so, then... 
 
- the players forgot it and had no "crib" to consult during the game. 
 
This may be called the programming problem.  
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To effectively put the relevant information in the heads of the players -- use 
intensive and structured communication. Obvious (but not always 
remembered).  
 
Possible techniques are: 
 
Syndicating characters (and possibly wider background) with the 
players before the game (e.g. using forums) 
PROS: ownership/empowerment, aids internalization 
CONS: extremely absorbing, danger of focusing on irrelevant details of the 
diegetic world 
 
Conducting individual briefings (interviews) with players before the 
game 
PROS:empathic, immediate feedback 
CONS: time-consuming, information easy to forget or overlook 
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Providing the players with handouts, detailing all the 
background information, preferably in advance before the 
game 
PROS: helps exhaustivity, helps players memorize  
CONS: a lot of work to prepare, possible bugs 
  
In this presentation, we will focus how to mitigate the cons of 
the handout technique and what that implies for scenario 
structure.  
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We may say that WYSIWYG rule is expanding on process of creating the 
scenario.  
 
Every action, scene, mood, mechanism of gameworld You want to see during the 
larp, needs to be effectively comunicated to players. In this case – present in the  
handout. 
 In wider perspective, this attempt makes creating more complex diegesis 
possible. Also, creating more stable and attractive scenario is easier with this 
attempt. Such scenario will need less moderation during the game. 
 
Game moderation should be limited to the action and plot layer, the same can be 
said about players's in-game activity. 
 
Diegesis, background and in-game mechanisms should not need in-
game moderation, explaining  or reinterpreting. These elements can be 
completely comunicated before the game, in particular, with handouts. 
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 Name: Romeo Monteqi 

Race: Human 
Age: 19 
Gender: M 
 
Personal Info: 
You are a young member of Monteqi's family. Lorem ipsum dolor sit amet.... 
 
You Knows: 
As each and every Monteqi you are sworn enemy to any member of the Capuletti's clan..... 
 
You Wants:  
To find your true love 
.... 
 
You Have: 
You are quite rich, you have 200 lyres for personal spendings 
Weapon... 
... 
 



2011-04-05 8 

 
 

Content: 
Handout should contain not only plot info, but also: 
- basic personal information (Name, race, etc) 
- background information connected to character 
 
Background: 
Each set, or division of characters, which current character 
belongs to, should have its share in his background 
information. This is sccording to „what you want to see on 
larp, you need to communicate before it starts” rule.  
 
Possible divisions: 
Race – Human, elf, dwarf, etc. 
Religion – Crom, Danu, etc 
Wealth – poor, middle class, rich 
Political views, family or clan, nationality, etc... 
 
This means more content in handouts. Such pieces of content 
are common for ceratin group of players however. We may 
write it only once, and than copy to propper handouts. 

Form 
Many forms of hanouts 
are possible.  
For the purpose of this 
presentation, we focus on: 
•structured (what the 
character believes / wants 
/ has) 
•written in a simple, 
objective style 
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All is well if you need 20 of those. But how 
about 400? 
 
Also, note you may end up writing the same 
content twice or even many more times 
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Plot - all topics, events and 
motivations written by creator 
 
Background - world's description, 
facts known to certain groups of 
players, etc. 
 
Characters list - all characters 
playing in larp. In special case may be 
completely included in the plot (small 
larp, when each characters is 
completely created by larp's writer).  
 
Each pick means some amount of 
work needed to create and write it. 
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These picks always, at least 
partially,  overlap each other.  
 
Handouts content is always 
completely overlaped by scenario - it 
is not adding new information to the 
gamerworld, it is only 
communicating already created 
information to players.  
  
Therefore, generating handouts may 
be automatized, basing on content 
of: 
- plot 
- background 
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Plot info, background, characters list and handouts are informaticaly 
overlapping each other - but this doesn't mean that ammount of work 
needed to write it all down will autmatically take beneftis from this synergy.  
 

In idealy inefficient 
process, when each pick is 
created completely and 
exclusively, amount of 
work needed to do it is 
represented by sum of 
areas of these shapes 
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This figure represents 
amount of work in 
typical process. Part 
of characters list is 
copied to handouts, 
also part of plot is 
refered to created 
characters. 
 
This figure represents 
scale of each pick in 
case of small larp... 
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...and thats how it looks 
in case of using 400 
characters, created 
partially by players 
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In ideal case, each bite of 
information  is written only 
once. This requires 
automation however, to move 
pieces of content between 
physical documents 
(computer text files). 
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Thus we will now discuss: 
  
A basic solution, which works for background information; 
The added layer needed to deal with plot information, and its 
implications for the ontology of scenario (i.e. the way of thinking 
about/writing it); 
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Each existing in the diegesis division of characters is in general case 
connected to its part of bacground information.  
 
Example: Knowledge and believs  typical for each:  member of Capuletti's 
Clan. 
 
While we are using certain parts of information, we may use symbolical 
expressions to mark them in handouts during its creation  - tags. We dont 
need to write hole part of background when first draft of characters is 
made. We are just inserting 
 
 „  [monteqi]   ” 
 
 in its „charater knows” field. Description connected to this tag may be 
edited elsewehre, and in final stage of handouts preparation, switched with 
its tags in all characters's handouts 
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We are inserting our tag to Romeos „Knows” field, which will look now: 
 
 

„ ...... 
You Knows: 

 
[monteqi] And some other information he might now..... 

 
You Wants:  

........ „ 
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In other document, Tag's List, we are creating information known to each 
Monteqi. This may be done in almost any part of larp's creation process. If want 
to make some changes in this content of background – we are editing it only in 
tag's definition. 
 
 
„ 
 ...... 

[monteqi] - As each and every Monteqi you are sworn enemy to any 
member of the Capuletti's clan..... „ 

 
 

 

 



2011-04-05 20 

 
 
In final step of handouts preparation, when all tags are ready, we are opening a 
file with characters, and automatically replace all tags with fragments related to 
them: 
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 And we have handout in final form 

 
 
Name: Romeo Monteqi 
Race: Human 
Age: 19 
Gender: M 
 
Personal Info: 
You are a young member of Monteqi's family. Lorem ipsum dolor sit amet.... 
 
You Knows: 
As each and every Monteqi you are sworn enemy to any member of the Capuletti's clan..... 
 
You Wants:  
To find your true love 
.... 
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By using more tags, we can make their parts of text shorter, and better fitted to each 
character. We may reduce in result major part of background information to the serie 
of tags  
 
 
You Knows: 
[monteqi][noble][young] 
 
You Wants:  
Here we have plot info – more about it in next part of lecture. 
 
You Have: 
[rich][armed][monteqi_have] 
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 There few things we need to have in mind when using tags: 
 
- Tags should not overlap each other. If we put some information into couple tags, it 
may be repeated in finale handout.  
 
Example:  
[Noble] (social status) You are well known and rich member of sociery, you have 200 lires..” 
[Rich] (material status) „you have 200 lires”. 
 
In handout of all rich nobles, information about „200 lires” would be doubled. We may 
avoid it by categorizing tags. 
 
- The should be single, coherent pattern for creating tags names. If You are using 
different forms (ex. [mage],[magi],[wizard]), bugs may result (overlooking one form during 
replacement). List of tags should be well known to all writers of particular larp.  
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There few things we need to have in mind when using tags: 
 
 
 
- Remeber about formating. Dont forget about bolding, line breaks at the beginning and 
end of each tag. Otherwise handout would be a long plain text, difficult to read. 
 
 
- Use tag [character_end] at the end of each handout. After final replacement, 
replace it with page break sign. Thanks to this, in file with all characters each handout will 
begin from new page – printing this file will give You ready handouts 
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Simplest, and already desribed technology is using the MS Word, or 
other text editor. Use „crtl+ f, ctrl+v, enter” method to replace all 
occurancies of certain tag in the file with all handouts. 
 
 
Instead of .doc file we use .htm format (editable in notepad). In this 
case we may use HTML in our tags, for formating and inserting 
pictures. Such file can be opened in internet browser (Internet 
Explorer, Firefox, …) and printed. This will allow you to gain control 
over graphical form of handouts. 
 
 
Second step is building computer program, which will allow players 
to enter their characters. Such characters would be next edited by 
writers with special interface. 
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We are defining a scenario quantum. Its a piece of information, connecting 
character to plot. Its first piece is partially defining a character, second is 
creating plot. 

Example:  
"<relation to set of players Y, in special case, single character> You want 

to find legendary treasure < relation to plot pirates_treasure_plot>"  
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Two connected quantums, assigned to two different characters, are a basic 
unit of plot 

Example:  
"<relation to set of players Y> you want to find the legendary 
treasure <pirates_treasure_plot>"  
" <relation to set of players X> you heard that [set of players Y] are 
searching for treasure, they may pay you for your 

map  <pirates_treasure_plot>"  
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Character is a sum of quantums connected to it. 

... plus background information 
(content in center) 
 
eg. 
<character> Wants to find a 
treasure...<plot1> 
 
<character> Want to marry this 
nice girl from nearby 
village...<plot2> 
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Plot is also created by quantums 

eg. 
<characters_set_1> Wants to 
find a treasure...<plot> 
 
<characters_set_2> Knows 
where is legendary map<plot> 
 
<characters_set_3>Wants to 
nobody would find a 
treasure<plot> 
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 Characters connected with each other are creating plots, 

wich grows a complex pattern - a scenario 
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 We may have plots made of many quantums, connected with many 

characters, as well as simple plots between 2 persons.  

This image represents a 
scenario. Viewed in 
higher scale it will hide 
quantums and shows 
more general patterns.  
 
And this general pattern 
is a concept from which 
You begin to write a 
scenario. 
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In theory, we may represent all characters and plots as a sets of 
quantums, and assign tag to each quantum. This is of course 
unrealisable without some dedicated computer program.  
 
For „ctrl + f , ctrl + v” technology reasonable level of atomization is 
creating plot tags with some parts of plot info known to groups of 
players. Like: 
 
[treasure_searcher] -  „You had heard about some legendary 
treasure which should be hidden somewhere in this mountains. You 
want.. „ 
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Quantum model of scenario can be a basis for implementation of 
computed interface. Such software will of course not create larps, but 
it can make characters management, writing plot, background and 
assigning players to plot  easy and fast. 
 
 
We are hoping that we will have something to say about it next time :-
) 
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www.argos.edu.pl 

Thank You for attention : -) 
 
 


