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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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Underlying problSHse.

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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Dosgible solutiongs

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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Pogsible solutio .

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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Umlla

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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Handouts: examples

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...
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Handouts: ooeroigl

Content:

Handout should contain not only plot info, but also:

- basic personal information (Name, race, etc) Form
- 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.

2011-04-05 Avgos 8



p roblem UT war e

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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Characters _ 4
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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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goenario: Inormgil

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

vharacters / 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.

Background

Characters /
. list P

-~
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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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Background

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

Handot partially by players

Background

I, Characters
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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).

Characters
W list Y

"-.H. -
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Solution: gquantunss

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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Quantum handoui

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:

R
You Knows:

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

You Wants:
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Quantum handg

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.

2»

[monteqi] - As each and every Monteqi you are sworn enemy to any
member of the Capuletti's clan..... ,,
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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:
Znajd? i zamien (3w
Szukaj
= 5 | Znajaz |
[monteqi]
| Znajdi wszystkie |

Zarier

amien na | Zamien |
A= each and every Monteqi you are sworn Enemlzl | |

Zamien wszyst.

] Uhwzgledniaj wielkosc liter

[] Tylko cate wyrazy
| Wiecej opcji + | Pomoc | | Zamknij
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Handouts: exam

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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2.1.1.2 Szkola uwodzenia

Bibliografia: Cruel Intentions 1999, Cruel Intentions 2 2000 :-)

Aktyw miejscowe] mtodziezy (i nieco starsze] mtodziezy) prowadzi bogate zycie towarzyskie. W
jego kregu (kregach) zawarte zostajg zaktady “kto pierwszy uwiedzie”. Celami zostajg : cnotliwy

2.1.1.3 Miejsce schadzek

W okolicy zamku jest miejsce schadzek, legenda mowi ze nie zachodzi sie tam w cigze, przed
wejsciem trzeba powiedzie¢ "hop hop"

[w_018 miejsce_schadzek]
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Burgkon: Scenario
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2.1.2.3 Dziewica

17sto - letnia corka wiadyki (suwerena pana zamku), silnie wierzgca. Z racji urodzenia jest
‘obiektem politycznym” - powinna siedzieé w komnatach kobiecych , wyszywac i pilnowacd
dziewictwa dopdki nie zostanie wydana za maZ. Tak sie jednak sktada Ze jest ona osobg silnie
wierzaca (mtodziez z Lednicy -) ), co nie zawsze pozwala jej zachowad catkowitg biernosc.
pielgrzymke (awantury, argumenty, gloddwka, etc.) W efekcie, w asyscie wiernych rycerzy,
przybywa na zamek.

Energiczna, silna duchowo, choé zupednie nie obeznana w paolityce. Dla otoczenia powinna byé
inspirujgca, powinna znac sie nieco na leczeniu (poswieconymi) ziotami (7).

Jest podwdjnym obiektem pozadania. Jedni cheg jej reki badZ Smierci z racji ambicji
politycznych, inni (Zli magowie) chcg ja splugawié | poswiecié. Zadanie wydania jej osoby
powinno stanowi¢ o5 finatowego konfliktu. A sama Dziewica pewnie bedzie miata sktonnosc do
spetnienia go, aby powstrzymac rozlew krwi.

[w_038 o dziewicy _ogol] [w_038 o dziewicy_magowie] [w_040 o dziewicy politycy]

Postaci: Dziewica



Burgkon: odprawki postaci

File Edit View Inset Format Tools Table Help All changes saved
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ipostact
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{imie_postaci}

Gniewko z Zagrodzia

imig_postaci}

femsil} Deniamin23@vp.pl femsit
wisk} 19 fwiek)

ipochodzeniel Antalla fipochodzenie}
{razal Crhowiek {iraza}

worowsdzenisl Miody, przystojny rycerz eskortujacy Chloe van Neuman
WDFOW&UZEN d{fwprowadzeniel

fopis}

Jestes zadowolonym z Zycia czlowiekiem, ktdry niedawno otrzymat pas i ostrogi. Zanim jeszcze
mingt Ci podniesiony nastrd] zwigzany z Twoim Pasowaniem, nadarzyta Ci sie okazja by przez
kilka dni przezyc prawdziwie rycerska przygode - przyjeto Cie do eskorty Chloe van Nauman,
bratanicy biskupa, podczas jej wyjazdu na Swiete Nawiedziny do Hasenburga
[t_072_eskorta_about]

opis}

fehesi [W_079 eskorta_chce]lw_049 turniej_uczestnik] [e_016_turnigj_zasady]
[w_048_sklad_alkoholu_szuka] [w_080_miejsce_schadzek_szuka] gches:

fwier [w_054 rycerz] [w_051_uczta uczesinik] [w_018_miejsce_schadzek]
[w_028 pielgrzymi_polityka] [w_055_o_harfiarce] ywis
/

{ma} [t_075_sredniozamorzny] {/ma}

1Przynajmniej raz ulegnij swojej stabosci -ulegnij podszeptom kobiety kidra Cie uwiedzie
2. Upomnij sie o koperte ze swoim Gea
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Burgkon: Tagi

File Edit View Inset Format Data Tools Help Last edit was made 94 days ago by bartczak kamil
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e Tag Sho

A B
1 |Tag 1 Trese
2 Formalna przynaleznosé Dolnego Silberbergu do Antalii badZz Hammersteinu w przesztosci wielokrotnie sie zmieniata. Zawsze jednak byt terenem granicznym,
gdzie wphywy obu panstw mieszaty sie. Ty uwaZasz sie za Hammerstainczyka. Twd] jezyk, obycie | maniery nie pozwalajg Cie pomylic z kims z Antalii, tego

[t_002_hammerstein] dzikiego wschodu.

3 [t_003_wiesniak] Nalezysz do najnizszego stanu - jeste$ plebejuszem

4 t_004_mieszczanin] Jestes mieszczaninem. Nie otrzymates szlachectwa, nigdy jednak nie dasz nazywac sig "chtopem’!

5 t 005_szlacheic] Malezysz do uprzywilejowane stanu - szlachty. Musisz o tym pamietaé, rozmawiajac z innymi pielgrzymami.

&  [t_006_duchowny_ammanita] Malezysz do stanu duchownego i jestes beneficjentem zwigzanych z tym przywilejow.

7 Jestes wyznawcg Ammana, zwanego rowniez Azunem, ktdry wyzwolit Swiat od demondw i byt zatoZzycielem ludzkiej cywilizacji. Czes¢ Ammanowi, jedynemu,

wszechpoteznemu i sprawiedliwemu Bogu oddajg wiasciwie wszyscy (przynajmniej w tych krainach, Antalii i Hammersteinie). Koscidt Ammana jest
wszechaobecny i ma rowniez wielkg wtadzg doczesng, co jest najzupetnie] oczywiste. W Antalii z jego ramienia Inkwizycja pali heretykdw | innowiercow, w
[t_007_ammanita] Hammersteinie troche mniej.

] Jako wyznawca Dawnej Wiary oddajesz czesc¢ przyrodzie, uosabiane] bostwa przez takie jak Gaja czy Danu, i sitom przyrody: Zywiotom, drzewom, porom
roku. To wielki cykl Zycia i mierci rzadzi dwiatem, a ci, ktdrzy oddaja mu czesé, jak kaze Dawna Wiara, moga liczyé na przychylnosE sit przyrody i
szczescia. Duszom zmartych nalezy sie szacunek okazywany drobnymi, codziennymi ofiarami z matych kawatkdw jedzenia i paru kropel napitku, ktdre nalezy
zostawic na kurhanach. Mie godzi sie wigzac dusz umieszczajgc jakiekolwiek znaki na grobach, jak czynig to ammanici. VW Antalii Inkwizycja uwaZza kazdego
Dawnowierce za heretyka. Ztapanych czeka stos. Bogowie u zarania dziejdw przekleli nekromantdw, gdyZ ci szalericy wywracajg porzadek natury do gdry

[t_008_dawnowierca] nogami.

2] Twoje poglady nie 53 zbyt populame w Znanym Swiecie, a przynajmnie] jego cywilizowane] czesci. Amman jest zby, gdyz skazit idealny wszechéwiat,
stworzony przez Bezimiennego, materig, ktdra jest zta. Materia, cielesnoSc¢ jest Zradlem catego zepsucia i zgnilizny. Ammanici, walczac z cielesnoscig i jej
popedami wspinajg sie na szczyty hipokryzji, gdyz to swemu panu zepsucie zawdzieczajg. Z tego wzgledu konieczny jest sprzeciw wobec Ammana. Cnotg
jest plugawienie obiektdw jego kultu, Swiatyn i kaptandw, gdyz oni gtoszg fatszywa wiare. Whasciwe jest dokonywanie wobec jego wyznawcdw przemocy, gdyz

inaczej nie da sie ich zawrdcic z fatszywe] Sciezki. Wykroczenia przeciw materi,cialu, zmystowosci (zabdjstwo, gwatt, okaleczenie)ztem nie sa, choc nie sg
] [t_009_ammafiryta] tez uczynkami dobrymi. Chyba Ze sluzg szerzeniu dobrej wiadomosci... Taka jest nauka gloszona przez Ammafira, ktdrg wyznajesz.
10 Ma Hasenburgu przebywa m.in. Aninken von Neumann {cho¢ na ogdt zwana po prostu "Aninken”), nieslubna, cho€ uznana, carka biskupa Silverbergu.
[t_011_miejscowy] Dziewuszka uczy sie od kanonika | pemaga mu w gospodarzeniu na zamku. Midor to zamkowy stuzacy - przygtupi, ale pracowity. Dabrowka sprzata w zamku.

1 [w_012_uczestnik_turnieju] duplika z 049
12 [w_013_zaklad_rycerz]
13 [w_014_zaklad_zakonnica]
14 Formalna przynaleznosc Dolnego Silberbergu do Antalii badZz Hammersteinu w przesztosci wielokrotnie sie zmieniata. Zawsze jednak byt terenem granicznym,
gdzie wphywy obu paristw mieszaty sie. Ty uwaZasz sie za Antalijczyka. Twoja fantazja, jezyk, maniery na pewno nie pozwalajg Cie pomyli¢ z jakim$ marnym
[t_015_antalia] zachodnim chudzing.
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Tmplementation: SRS

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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Implementation: SEMSE

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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Implementation: (OSEEREE

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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Quantum handa

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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Quantum handow e

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>"

2011-04-05 argos 31



) - v;‘.'.' »
CRSA
) by .:h’, y‘.
’ o
%
J

Quantum handa

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>

2011-04-05 m
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Quantum handow ’
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Plot is also created by quantums

2011-04-05
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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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Quantum handﬂ

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.

“F g‘% ‘I(&“ __\ ";Q; )\" This image represents a
)( \“P -"“Ql\\' ,k\[I, scenario. Viewed in
IR HZNE IR )- higher scale it will hide
& % D Qb
; )\‘ \\ﬂ*\\ \“);I( \\\/ quantums and shows
"0}\ § % ‘ / more general patterns.
y 4

e 3% \“"J
I '5\ —5 ‘
/] é ¢ And this general pattern
3{\}}//" §\(I}. 'l|¢ {} 7o \1/}\\ is a concept from which
% =, You begin to write a
“”A\“”J \\7// “'» {? ).( scenario.
B B TS
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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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Srom plot info to oL o)

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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Thank You for attention : -)

www.argos.edu.pl
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