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Abstract. This paper presents the Process Model of Roleplaying. Thaéemo
provides concepts to describe and analyze roleplayingosessdo describe role-
playing preferences, as well as to plan and convey visiorigtofe roleplaying
sessions and campaigns. The core idea of the model is loakiraeplaying as
a process, that goes on over time. On top of this, a model isthat identifies
both the end results of roleplaying, the individual methaded, as well as the
interactions of all of these components. When the modelnspawed with other
models of roleplaying, it stands on its own.
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1 Introduction

The process model of roleplaying is a set of concepts and toalescribe, analyze and
discuss the act of roleplaying. The specific design goalkefitodel were as follows:

1. toidentify distinct elements and components inside thefroleplaying and create
a vocabulary of such concepts, and
2. to describe how these components interact to make or brgakne.

In this article, the concepts used in the model are first éxgth and then tools and
advice are given on how the model can be used for the following

1. to describe and analyze singular or typical gaming sesgiom the viewpoint of
an individual or the whole group,

2. to plan and communicate visions of future sessions angamms, and

3. to describe play preferences of an individual or the wigobeip.

The terms used for the concepts of the model have been sklectse as fitting
as possible. Some of the terms selected are however alredunly bsed with varying
meanings in the general roleplaying community. The reagladvised to see the def-
initions given here as normative with regards to the modw, @ad no more into the
terms in relation to the model than is given in the term desioms.

In this article, first a general outline of how roleplayingpierceived through the
model is given. A general description of the actual moddiéntgiven, after which the
individual components of the model are explained. In chagitéhe model is put to use,
first in analyzing and planning sessions, then in describieferences and plans. In
chapter 5, it is compared to other models of roleplayingngrily focusing on how the
concepts of the model relate to the concepts of the other iImodepared. The paper
closes with a discussion of weaknesses and ambiguitieg imtdel and other areas of
future work.



2 The Process Model of Roleplaying

2.1 The Definition of Roleplaying as Seen From the Viewpointfdhe Process
Model

To understand the basis of the model, it is useful to offerstdption of how the act
of roleplaying looks from the viewpoint of the model. Firtte act of roleplaying must
be defined. For the purpose of the model, roleplaying is defagany act in which
an Imagined Space (IS) is created, added to and observegineadsSpace can shortly
be defined as the facts, expectations and hopes about thénedagality explored
by the participants. In some texts[1, 2] Imagined Spacess adlled Diegesis. When
roleplaying in a group, the Imagined Spaces of the indivighaaticipants overlap to
create a Shared Imagined Space (SIS) in which the majoritytefaction pertaining
to the game is enacted. The environment in which this intenads enacted is the
Shared Space of Imagining, a concept that includes the &haragined Space, but
also all the other facts, expectations and intentions aoireg the act of roleplaying,
like unspoken or spoken social contracts pertaining to Hmvgame is played. This
definition of roleplaying is intentionally as open as poksilincluding for example
both improvisational theater, storytelling and Turkulstyne-person-imagining-alone-
in-a-closet elaytyjivism[3].

With roleplaying defined as interaction among the participan the Shared Space
of Imagining, with regards to a Shared Imaginary Space, erifgi®n of how the model
sees the actual act of roleplaying can now be given. The Bsddedel of Roleplay-
ing sees roleplaying first and foremost as a process, somggtivat happens and goes
on in a time-frame. Inside this process, multiple concurken distinct subprocesses
can be seen. Each of these subprocesses revolves aroundia elsment, creating
and consuming it, be it player competition or the exploratba theme. The qualities
manifested in a roleplaying session by these various psesesre hopefully enjoyable,
benefiting the participants in some way. If they do not, theay loe considered losses.

The needs of the various processes in terms of techniqueslegision-making
considerations vary, sometimes coinciding, sometimesgoai odds with each other.
Processes benefit from methods and other processes thatrsthpgm, leading to a
more optimal gain of benefit, while conflicting processes muethods lead to the poor
running of the affected processes, diminishing the bengditsed thereof. The driving
idea behind the research presented here is that by undgdirgjeand intelligently se-
lecting the processes and methods used, and controllingritiemstances that affect
them, wanted benefits can be maximized and unwanted lossénized.

2.2 Overview of the component types recognized in the Proce#odel of
Roleplaying

The process model of roleplaying forms around four main sypecomponents and
their interactions. The main component types are Circumests, Methods, Processes
and Results. The relationships of the components are dgaidh figure 1.

A Result is what comes out of the roleplaying session, whapt#ople engaging in
roleplaying get out of it. Wanted Results are called Benefitsile unwanted Results
are termed Losses.
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Fig. 1. A flowchart showing the relationships of the component tygfabe model

Feeding to the Results are a number of Processes, both andiableplaying. Pro-
cesses describe what actually happens inside a roleplagisgjon. The roleplaying
processes describe what qualities are being created arrexigh the roleplaying ses-
sion and how, while the social processes are general forsmoidl contact that happen
to coincide with roleplaying, but are not actually tied toBoth types of processes
describe what the means that lead to the different Reswts ar

While the Processes are the means to the Results, they aneminanstrained and
guided by Circumstances and Methods. Circumstances argtateg of affairs that af-
fect how the roleplaying group enacts the various proceséethods on the other hand
are agreed-upon means and rules by which the actions gegé#irthe roleplaying ses-
sion are undertaken. The influence is not one-way howeverPFbcesses can affect the
Circumstances, while the Methods actually used are usahtigen from an available
set depending on the Processes.

In the following chapters, the four component types will hiscdssed in detail,
in turn naming and describing the Results, Processes Cataunres and Methods ob-
served.

2.3 Results

The term Result in the process model describes the final wamtenwanted outcomes
of the interaction of the various roleplaying subprocesses

Benefits describe the reasons we roleplay, what we gain framicjpating in the
roleplaying process. The benefits currently recognizedeémtodel are as follows:

Entertainment Enjoyment of fun, being together and passing the time.



Learning Gaining new knowledge or understanding, affirming or qoestig old knowl-
edge, spiritual growth and reflection.

Social Benefits Positive changes in the social sphere arising from rolépdayor ex-
ample the strengthening of social bonds, or getting to kin@xother players better.

Meaning Enjoyment of an emotional experience, resonance with ksalol thought
constructs

Aesthetic Appreciation Artistic appreciation, enjoyment of beauty and form.

The losses mirror the benefits, being:

Boredom

False Knowledge

Social Dysfunction

Unpleasant Emotional Experiences
Aesthetic Failure

Entertainment The most common benefit gained from roleplaying is entemtaint.
Being together with friends, having a good time, twisting ¢fame processes into some-
thing funny. These all belong under the heading of entertaint. Entertainment is the
lighter side of roleplaying, the passing the time aspect.dvhen this fails, the result
is Boredom and disinterest.

Learning The benefit of learning applies equally well to the study dfient Greece
through a roleplaying game as it does to learning how to déhlemotional situations
through the game, encompassing equally the acquisitioaatfiél knowledge as well
as experience, self-knowledge and understanding. Sometime understanding gained
through gaming can be faulty however, leading to the lossatfd~Knowledge.

Social BenefitsThe results of play are Social Benefits when the play expegiehanges
something in the social space of the participants for theehéthis can be for example
by transference of inter-character social cohesion to tteah participants, or when
playing the game tells the participants more about eachr.dieeial Dysfunction ap-
pears when the roleplaying processes produce negatival sesults like distrust or
hatred.

Meaning Meaning is defined as an emotional connect with the game et fear,
suspense or a remembrance of past love, as long as it is wahietip-side of meaning
are unpleasant, unwanted emotional experiences. Measiinguially approached via
empathy or sympathy for, or immersion with the charactenschn also be obtained
through any of the other processes, for example when suspsriseing created by
competition.



Aesthetic Appreciation Aesthetic appreciation is the enjoyment of form and beauty
in itself, the satisfaction one gets from a perfectly conifgosscene in the game or
from the simple joy of applying a well-designed rule systéasthetic Failure is the
result when these aspirations fail, when a rule mechanisléa frustration or when

the person framing the scene just fails miserably in comgpginything to the other
participants.

2.4 Processes

The processes are the core of the model. They describe whatllgchappens in a
roleplaying sessions by identifying various distinct agpef the roleplaying process
that are responsible for producing the results of play.

The characteristics of processes are as follows

— A process produces some measurable quality in a roleplagisgjon

— Results are produced by the processes.

— The amount such a quality is present or is realized depend®warplay is con-
ducted, ie. is affected by how decisions are made by the @ayeby how the
players choose to experience the Shared Imagined Spaceodhaases, it is af-
fected by both.

— The processes are distinct entities in and of themselvastdfeplaying session is
permeated by a single process, it can even be said thatingaliat process be the
primary process, roleplaying merely being the means.

The processes are further subdivided into roleplaying gsses and social pro-
cesses. The social processes are the general social titesathat could as easily co-
exist with other activities, and are therefore not given mtiought here. The major

roleplaying processes observed on the other hand are §irstl Ihere, then explained
below:

— Competition

Suspense

Immersion

Exploration of an Entity of the Shared Imagined Space
Exploration of a Concept through the Shared Imagined Space

Competition Competition is the name given for the pursuit of victory imsoform, in
the classical sports race sense of the word, where thereecanly one who is fastest.
In the context of a roleplaying game, this process requioesesform of measuring
competence, be it experience points, character levelsyglgigiving implicit social
appreciation to whoever solves a puzzle first. An importérnent in Competition is
Tactics. Tactics is the subprocess of both optimizing resesifor maximum potential
and also the actual act of pondering situational choicelation to their expected
benefits. The only roleplaying game currently to embrace @ition fully from also
the game-master’s viewpoint seems to be Rune.



Suspense While it may look like most traditional tabletop games andeptaying
games with a strong element of such in them revolve aroundp@ttion, in truth most
games are designed and most people seem to play in a way wdegs ISuspense as
high as possible. This is the style of play where, in orderaegkthe winner uncertain
for as long as possible, people give slack to those who h#lea faehind and use other
means to keep the playing field relatively equal. In rolepigygames, this balancing
or “fair challenge” is most often seen as the responsibiftthe game-master, who in
traditional roleplaying games is given way too much poweadtually Compete with
the players. Like actual Competition, Suspense requirtsaat some form of measur-
ing competence, and also employs a great deal of Tacticsd @wamples of games
designed to support this style of play are D&D and its ilk.

Immersion Immersion is the process of becoming another entity, thigkfieeling and
acting as that entity. It is a process going beyond mere dwmatsympathy, the latter
two being general methods of relating and experiencing tizee?l Imagined Space. To
Immerse is to be, to feel inside. It has few counterpartslieiomedias, method acting
perhaps coming close, while for example feeling with therabters in a book or a film
is sympathy, feeling from the outside. While Immersion iagrally possible with only
one target, empathy can be felt for other players charaateweell as for other entities
in the SIS.

Exploration of an Entity of the Shared Imagined Space Exploration of an Entity of
the Shared Imagined Space is the process of observatioraligitaking an entity, and
exploring the interactions of that entity with its surroimgs. The entity need not be a
character, it can be a medieval village, the concept of jislilities or the love of two
individuals. What is important is that it is a distinct entéind that its interaction with
other elements is the focus of the exploration.

Exploration of a Concept through the Shared Imagined SpaceThe flipside of the
Exploration of an Entity is the Exploration of a Concept tgb the Shared Imagined
Space. The two form differ in focus. In the Exploration of an€ept, the focus is on a
concept, which is then explored possibly through numerapsssssions in the Shared
Imagined Space. Again, the subject of the exploration caywédly, from exploring
the sides of a moral dilemma to the study of social dynamicdaof life.

As said, the two forms of exploration differ in focus. Expition of an Entity takes
one entity as a focus and explores the interactions thaydras with its environment.
Exploration of a Concept takes the concept as a focus, ankdrespit through the
interactions of possibly multiple expressions of that @ptén the SIS.

These two last explorative processes are interesting al¢ioat in them, the two
sides of interacting with the Shared Imagined Space are cleegly separate. After
the subject matter is injected into the Shared Imagined §paenust somehow be
experienced. Most often this takes the form of Empathy, aotiemal connection with
an element of the SIS. This experiencing the SIS is actuladlypgrt of exploration that
brings on the Results - but it cannot stand on its own as a pspes it always needs



that some subject matter be brought in to the SIS to obsemlg.i®this combination
is it whole.

2.5 Methods

While Processes tell ushat happens in a roleplaying session, Methods telhow it
happens. Methods guide and constrain how the game is playeg.are any singular
techniques, rules or contracts that are used or referreddorinection with the game.
The amount of methods is nearly infinite and so no definitatiss possible, but some
important and often discussed choices of methods are amesid

Authority over the Shared Imaginary Space The single most important choices shap-
ing a roleplaying session are the methods used to distréutteority over the Shared
Imaginary Space. Usually this authority is subdivided iatg¢hority over the inner
world of player characters and their actions, authorityrdbe actions of the world
and finally authority over resolution of events.

In traditional table-top roleplaying games, usually thayglrs have absolute control
over their characters inner world and their choices of astiavhile the game-master
has similar control over all other aspects of the imaginaslity. Authority over the
effects and resolution of stated actions seems often guenteside in the rules system,
likened to the laws of physics of the imaginary world, butalsuactually resides with
the game-master with his godlike ability to ignore or beraliles when he wants.

In games of co-operative storytelling without a game-nraste final authority over
all matters usually rests within the game system, taskeddnegolving any conflicts that
arise between the storytellers. Usually the drive for damasensus is given a chance
before resorting to the system, or is actually facilitatgdhe system.

In live-action roleplaying, authority is mostly trustedttee likening of the actual
laws of nature to the laws of nature of the Shared Imagined&apad the strong drive
for silent social consensus, with authority resting on #fgewles for discrepancies like
injury, death and technology.

Use of Out-Of-Character Knowledge, Realism and In-SIS Cauality

2.6 Circumstances

Circumstances are any outside parameters that affect the.géhey differ from meth-
ods in that methods are chosen and agreed-upon means afctimgrwith the SIS,
while circumstances exists in and of themselves. The numib&rcumstances affect-
ing every eventis nearly infinite, and thus as in the case tfious, no definitive list can
be given. Example circumstances are for example the modtegilayers, the amount
of outside disturbance in the place where the game is playgth& social relationships
between the players.

Circumstances can share some space with methods howeee whmethod is
used to change a circumstance. So, while the number of glapeuld most often be
considered a circumstance, changing the number of playaandically in response to
some in-game situation could be considered a method.



3 Using the Process Model

3.1 Using the Process Model for Analyzing and Planning Sessis

The main use of the process model is in analyzing how therdiftcomponents support
or hinder each other. For this purpose, because the comfzwfehe model are distinct

and complete entities in themselves, the interactions dx@tvwthem can be modeled
as a simple support/hinder dichotomy. In this, the choosiniglethods by Processes
loses significance, making all of the component interastmme-way, from Methods to

Processes and Processes to Results.

A flowchart depicting the support/hinder relations of comeuts of a sample ses-
sion can be seen in figure 2.

Distributing Power over the Encouraging Discussion of Game Rules:
Shared Imagined Space Potential Future Plot Twists Reward Mechanics
to All Players - foster Competitious Behavior
l %petition -
Exploration of the Theme Player Tiredness
"How far would you go to /
save the ones you love?" 3}
Legend: / Method / ( Result )
i Support
Hinder Process M

Fig. 2. A flowchart showing the support/hinder relations of compuas®f a sample session

Unwanted
Emotional
Experiences

In the example, Meaning has been generated through the f&tiplo of a Theme.
There was also some Suspense arising from competition athenayers, but no-one
actually enjoyed that enough to gain any benefit from it. Intcast, the existence of
competition was seen to pollute the exploration of themé witompatible priorities.

In the example, the Circumstance of Player Tiredness haehad all the processes,
while the Method of Distributing Power over the Shared Inmagy Space to All Players
and the Method of Encouraging Discussion of Potential FuRlot Twists was seen to
help in Exploration of the Theme. Certain aspects of thesrudere seen to be the forces
fostering the air of Competition among the players.

This same simple formalization of interactions can also $eduto plan future ses-
sions, trying to predict what the interactions of the vasimemponents will be and
selecting a blend that supports the most important comperiesst. Perfect support
between the processes is extremely hard to obtain and penwtgven advantageous
— humans are extremely good at adapting, and cross-pratesference can be easily
forgiven if the processes still provide a good enough yiélBenefits.



3.2 Using the Process Model for Stating Preferences and De#xgng future
Sessions or Campaigns

When using the concepts of the Process Model for statingpiafierences or describ-
ing visions of future sessions or campaigns, one shouldyalwtart with the Results
desired. After that, if necessary, other layers of comptsesn be added on, if desired.

The simplest form of stating preference is only stating #sults a person is in-
terested in. For example: “I'm interested in gaining Megnamd Entertainment from
roleplaying”, or “I'm thinking my next campaign will be putdeaning”.

To this, Process restrictions can be added: “I'm interestaghining Meaning and
Entertainment from roleplaying, and want to do it by Immensand/or Exploration of
a Subject Matter” or “I'm thinking my next campaign will be uMeaning, through
the Exploration of moral social dilemmas”.

Finally, if necessary, Method restrictions can be added thterested in gaining
Meaning and Entertainment from roleplaying, and want totdwyilmmersion and/or
Exploration of a Subject Matter by pure in-SIS causality idizmtion” or “I'm think-
ing my next campaign will be pure Meaning, through the Exation of moral social
dilemmas, with much scene framing power given to the pldyers

In this way, the preferences stated never lose sight of wdtatHy is important. all
roleplaying that is enjoyable must lead to a benefit, andibaefit must come through
a process. A plain statement like “I want to play a game withepn-SIS causality
simulation” guarantees an enjoyable game only in the raceigistance that actually
all processes and benefits are equally palatable to the vimg gine statement.

4 Analysis of Typical Component Interactions in the Model

While it is useful to remember that none of the support/himdiationships between the
components of the model are absolute, there are many comattarns that usually
hold. This section tries to analyze some of them, startinty e Processes and the
moving on to some common and sample Methods.

Process: Competition Usually, Competition co-exists poorly with the other preses.
The grounds for decision-making required in Competitiaaaary rarely in synch with
the decision-making grounds of other processes. With SisgpeCompetition can co-
exist for as long as other factors like the game rules can Eeegpense alive. For as
long as that is the case, the decision-making prioritiesvden the two are the same. It
is only when balance is broken that problems arise, but they inay be as severe as
with all the other processes.

Process: SuspenseSuspense shares much of the same interactions as Competitio
It can rarely truly coexist with the other processes. Butdose the imperative to do
well is not as strong as in Competition, it may be easier tmdliz with the other
processes. For example, in a murder mystery game, Suspmrgeven Competition)
could exist alongside the Exploration of detective work werelmmersion, with the
various characters racing to find the murderer first.



Process: Immersion Immersion is a companion of the Exploration of an Entity. The
two can share the exact space for a long time, so that the pldnggrs get Exploration
and the one Immersing into the entity gets Immersion.

Those Competing will not be bothered by Immersionists muclexeept if they
percieve a total lack of challenge, but anyone valuing Susp@resent may be spoilt
by having to keep dragging the Immersionists along to keegp&use going.

Process: Exploration of an Entity of the SIS As previously stated, Exploration of
an Entity goes well with Immersion, if the entity being ex@d is the same that the
immersionists are trying to immerse into. But if true Imniensis attained, at least for
that player, it completely replaces the Exploration.

As for the other processes, they are not very much consttdinehe Exploration
of an Entity, unless they touch on that Entity directly andfpsely.

Process: Exploration of a Concept through the SISExploration of a Concept doesn’t
often do really well with the Exploration of an Entity. Thegmoach exploration from
too different vantage points, with the Explorators of Cqtoeanting to inject that
concept into all interactions, while the Explorators of amtify would just like to see
that entity interact with a multitude of different elementéth Immersion, the situation
is the similar.

Competition and Suspense can co-exist amicably with Eagitor of a Concept,
though neither really supports each other.

Method: Consequence RulesConsequence Rules are a rule Method that describes the
consequences of a characters actions in relation to a regmples of such mechanics
are the humanity mechanic in Sorcerer and all the attribofteharacters in My Life
With Master.

These methods are directly built for a subclass of the Exagilam of a Concept, the
exploration of the consequences of ones actions.

In relation to the other processes, these rules are useaonably isolated. How-
ever, Immersion can suffer from any forced behavior resglfrom the consequence
rules.

5 Comparison of the Process Model with Other Models of
Roleplaying

In this chapter, an attempt is made to compare the processlwit the various other
models of roleplaying created before. The chapter is masiiynded for people familiar
with the respective models, not as a full review of the mad®igprevious knowledge
of the other models discussed is assumed. The focus of thpastsan is on relating
the models to each other by analyzing design purposes anexpsetancies, and by
mapping concepts between the models. Additionally, someghts are given on what
the process model might have to give the other models. Theelmdiécussed here are
The Threefold Model[4], The Three-Way Model[5], The GENd&odel[6], GNS[7],
The Big Model[8], and Channel Theory[9].
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5.1 The Threefold Model and The Three-Way Model

The Threefold Model describes three styles of play, DrasnatiGamism and Simula-
tionism. The short definitions of these, taken from [4] aréodlsws:

dramatist is the style which values how well the in-game action creates
satisfying storyline. Different kinds of stories may bewes as satisfying,
depending on individual tastes, varying from fanciful pafgion to believ-
able character drama. It is the end result of the story wisidémportant.

The mapping of dramatism in the threefold depends on whaialigtmakes the

story satisfying. Most likely it will be exploration of a sjdzt matter, whatever that
may be.

gamist is the style which values setting up a fair challenge for dagqrs
(as opposed to the PCs). The challenges may be tactical ¢oimietlec-
tual mysteries, politics, or anything else. The player$ tmjl to solve the
problems they are presented with, and in turn the GM will mtdese
challenges solvable if they act intelligently within thentxact.

This definition of threefold gamist maps directly to the Sersge process of the
process model.

simulationist is the style which values resolving in-game events based
solely on game-world considerations, without allowing angta-game
concerns to affect the decision. Thus, a fully simulatip@$ will not
fudge results to save PCs or to save her plot, or even chawete da-
known to the players. Such a GM may use meta-game consiolesat
decide meta-game issues like who is playing which charastesther to
play out a conversation word for word, and so forth, but shieresolve
actual in-game events based on what would "really” happen.

Simulation, in the scope of the process model, is not reghigoaess, but a method.
The process most likely involved in threefold simulatianptay will again be explo-
ration of a subject matter, but this time with the added mathagical constraint of
strict in-game cause-and-effect.

This analysis puts into question the level orientation efttireefold. While three-
fold gamism is a well defined distinct component also in treepss model, the compo-
nent corresponding to dramatism is actually defined in teratselated to story at all,
and shares much of the same with simulationism, which isadlgta combination of a
process and a method. Also, of the important processes ofitliel, Competition and
Immersion are not recognized at all.

In the Three-Way Model[5], Simulationism is replaced witlmhersionism, defined
as follows:

Immersionist is the style which values living the roles life, felling what
the role would feel. Immersionists insist on resolving Bmte events based
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solely on game-world considerations. Thus, a fully imnm&t player
will not fudge rules to save its role’s neck or the plot, or mwa@hange
details of background story irrelevant in the setting tdestie play. An
immersionist organizer will try to make the plots and setsach that they
are believable to the players.

While this definition skirts the process of Immersion, it esxit problematically
with other elements. The notions of realism and in-gamealdysre again methods.
The definition also does not make a clear difference betwespaihy, a mode of relat-
ing to the Shared Imagined Space and Immersion, a whole anglete process.

5.2 GENder

As for the GENder model[6], no definitive definitions of thenes exists. From the
discussions and related definitions can however be gleahsd3amist in GENder
means the overcoming of obstacles, whatever they may be.dEfinition puts it into
close contact with at least Competition and Suspense, yrogtlering between them.
Explorative play on the other hand points directly at Exatmmn of Entities of the SIS,
but with the added constraint that the exploration must blefvhat-if type. Finally,
narrative seems to share the definition of Threefold Drasmati hus, as a whole, much
of the critique given the Threefold applies to the GENder etod

5.3 GNS

The GNS model is an evolution from the Threefold, and a praanuo the Big Model,
developed by Ron Edwards at The Fdrge
GNS defines the elements of Gamism, Narrativism and Sinomliztn as follows in

[7]:

Gamism is expressed by competition among participants (the real pe
ple); it includes victory and loss conditions for charastdyoth short-term
and long-term, that reflect on the people’s actual playesgias. The listed
elements provide an arena for the competition.

The GNS definition of gamism maps neatly and completely tdttoeess of Com-
petition.

Simulationism is expressed by enhancing one or more of the listed el-
ements in Set 1 (Character, System, Setting, SituatiomrCabove; in
other words, Simulationism heightens and focuses Exptorais the pri-
ority of play. The players may be greatly concerned with ttternal logic
and experiential consistency of that Exploration.

The simulationism of the GNS model maps to various aspedtseedExploration of
a Subject Matter, in particular to the Exploration of Emtitiof the SIS.

1 http://www.indie-rpgs.com/
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Narrativism is expressed by the creation, via role-playing, of a stotj wi
a recognizable theme. The characters are formal protagamithe classic
Lit 101 sense, and the players are often considered co+authioe listed
elements provide the material for narrative conflict (agairthe special-
ized sense of literary analysis).

While this definition of narrativism is still a bit vague, éaitdefinitions have equal-
ized this definition with the Process of Exploring a Premidorm of Exploring a
Concept through the SIS.

Thus, the definitions of the GNS seem to map quite neatly td’theesses of the
Process Model. However, The process of Suspense left i€onated for, and because
methods are absent, many important parts of gaming areueft o

5.4 The Big Model

As stated above, the Big Model[8] is the current from of thedelmf roleplaying de-
veloped at The Forge. It has its roots in GNS, but those asjaeetonly a small part of
the current model.

On the top tier of The Big Model stands the Social Contradindd as follows in
the Glossary of The Forge[10]:

Social Contract All interactions and relationships among the role-playing
group, including emotional connections, logistic arrangats, and expec-
tations. All role-playing is a subset of the Social Contract

While the wording and intent in the Process Model is quitéedént, the concept
of Shared Space of Imagining defined here certainly does lotév®f points of con-
tact with the Social Contract of the Big Model, both concdpg the containers of
everything else.

The Big Model then defines a layer containing three Creatiyerfdas, Step On Up,
The Right to Dream and Story Now, defined as follows:

Step On Up Social assessment of personal strategy and guts among the
participants in the face of risk. One of the three currentigognized Cre-
ative Agendas. As a top priority of role-playing, the defnifeature of
Gamist play.

Step On Up is not actually fully covered in the current Precktdel, being a
possible driving force behind Competition and in close aohtvith Suspense. In this,
it may require a process designation of its own.

Right to Dream, the Commitment to the imagined events of play, specif-
ically their in-game causes and pre-established thematicegsses. One
of the three currently-recognized Creative Agendas. Aegptiority for
role-playing, the defining feature of Simulationist play.
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The Right to Dream maps directly to the method of in-game aétysand is in
close proximity with other methods, like the use of out-bfracter knowledge. In this,
it seems to be on atotally different level from the other abobntracts, at the same time
defining a tight gaming style on one end but leaving — at laashfthe perspective of
the Process Model, the more important end wide open.

Story Now Commitment to Addressing (producing, heightening, and re-
solving) Premise through play itself. The epiphenomenstame for the
Transcript from such play is almost always a story. One oftthee currently-
recognized Creative Agendas. As a top priority of role-pigythe defin-

ing feature of Narrativist play.

In terms of the Process Model, this Creative Agenda can sitgllikened to the
Process of Exploring a Premise. As such, when compared hétbther, more general
definitions of The Right to Dream and Step On Up, one must atsleiterm definition
has been tightened too much in the Big Model from what it mauatite Threefold, now
describing only one distinct style of play instead of a clgdait family.

At the bottom tier of the model are Techniques and Ephemeszyribed as follows:

Techniques Specific procedures of play which, when employed together,
are sufficient to introduce fictional characters, placeswants into the
Shared Imagined Space. Many different Techniques may ok urseif-
ferent games, to establish the same sorts of events. A gemnique is
composed of a group of Ephemera which are employed togéiaken

in their entirety for a given instance of role-playing, Taifues comprise
System.

Ephemera Moment-to-moment or sentence-to-sentence actions ated sta
ments during play. Combinations of Ephemera often constrechniques.
Changes in Stance represent one example of an Ephemeret aspkay.

In the Process Model, these are both compacted into Metlddsh then occupy
the exact same space in relation to the SIS.

5.5 Channel Theory

Channel Theory[9], built upon the foundations of a solidigtie[11] of the Threefold
and GNS, shares much with the Process Model, but also diffarsit fundamentally.

Both models leave behind the single planar level partitigrof a space that the
older models exhibit. Both try to isolate distinct concepdsn the whole of roleplaying
that could be measured independently.

The basis of classifying these axles are completely diffienewever. Channel The-
ory tries to create a thorough description of a gaming stgie] then stops at that,
partitioning the axles, or channels into priorities. Unfmrately, the model stops at this,
without describing any relations or interactions betwéwrmMarious channels. Due this,
the applicability of the Channel Theory model is extremétited. It can only be used
to describe, not analyze. The priorities chosen for chanse¢m also quite arbitrary
at times. In general however, most of the top element charofehe Channel Theory
model correspond with either social or roleplaying proesss the Process Model.
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6 Discussion and Future Work

The concept of a process, while intuitively very simple,dtually quite complex, with
many adjoining concepts. Thus, while the authors of thisepape certain that the
central concept of a process is a worthy one, there may be téfteconcepts, sub-
concepts and concept relations still hidden beneath thgloomerate process.

If one goes really far, many of the processes can be seen &xfieration of a
Concept through the SIS, for example Immersion being thddgapon of Immersion
through the media of roleplaying, and so on. Thus, furtheugft is needed to clear
this matter.

A big field for future work will be to further analyze the commanteractions be-
tween the various Methods, Processes and Results — andakifgehose defaults by
applying new, innovative methods.
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