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EetuMäkelä, SampoKoistinen,Mikko Siukola andSanniTurunen
Addresscorrespondenceto: eetu.makela@iki.�

Abstract— This paper presentsthe ProcessModel of Role-Playing. The
model provides conceptsto describeand analyzerole-playing sessions,to
describe role-playing preferences,as well as to plan and convey visions
of futur e role-playing sessionsand campaigns.The core idea of the work
presentedhere is to look at role-playing as a set of interacting processes,
distinct aspectsof the act of role-playing that go on over a period of
time. On top of this, a model is built that identi�es the various processes,
as well as the end results of role-playing, the individual methods used,
and the interactions of all thesecomponents.

Index Terms— processmodels,role-playing, role-playing styles,models
of role-playing, role-playing analysis

I . INTRODUCTION

The ProcessModel of role-playingis a set of conceptsand tools
to describe,analyzeand discussthe act of role-playing.The design
goalsof the modelwereas follows:

1) to identify distinct elementsandcomponentsinside the act of
role-playingandcreatea vocabulary of suchconcepts,and

2) to describehow thesecomponentsinteractto make or breaka
game.

The modelcanbe usedfor the following:
1) to describeand analyzesingular or typical gaming sessions

from the viewpoint of an individual or a whole group,
2) to plan and communicatevisions of future sessionsand cam-

paigns,and
3) to describeplay preferencesof an individual or a wholegroup.
The coremodelingconceptsutilized arethoseof processandpro-

cessinteraction.Theseconceptswerechosenbecausethey provide a
very naturalmethodologyfor modelingandabstractingsuchcomplex
time-varied phenomenaas role-playing.The conceptsare also well
de�ned and widely in use in a numberof �elds, including social,
cognitive andcomputersciences.

This article is divided into two parts,plus appendices.The �rst
part gives a full understandingof the basemodel, introducing the
main descriptive framework of the model.It containsthe coreof the
article,andit is intendedthatafterreadingit, onecanapplythemodel
in all its uses.

The secondpart of the article advanceson the �rst, introducing
normative restrictionsto themodelin theinterestof rigidnessandthe
creationof a commonvocabulary. This is attemptedby categorizing
the instancesof the variousmodel componenttypesasexhaustively
as possible.With the vocabulary at hand, further analysisof the
interactionsof the various componentsis undertaken. The second
part closeswith a discussionof weaknessesand ambiguitiesin the
modelandotherareasof future work.

Appendix I gathersthe terms used in the model in a glossary.
In appendixII, the model is put to the test of describingdifferent
gamingculturesaroundtheworld. Finally, in appendixIII, themodel
is comparedto other modelsof role-playing,primarily focusingon
how the conceptsof the model relate to the conceptsof the other
modelscompared.

The termsusedfor the conceptsof the model have beenselected
to be as �tting aspossible.Someof the termsselectedarehowever
alreadybeingusedwith varyingmeaningsin thegeneralrole-playing
community. The readeris advisedto seethe de�nitions given here
as normative with regardsto the model, and readno more into the
termsin relationto the model thanis given in the term descriptions.
In the text of the article, capitalizedwords refer to ProcessModel
de�nitions, lower casewords to commonlanguageconcepts.

PART 1: THE DESCRI PTI VE FRAM EWORK OF THE PROCESS

M ODEL AND APPL I CATI ONS

In this part, �rst a generaloutlineof how role-playingis perceived
throughthe model is given. A generaldescriptionof the descriptive
framework of themodelfollows, afterwhich the individual compon-
entsof the modelareexplained.Finally, in chapterIII, the model is
put to use,�rst in analyzingandplanningsessions,thenin describing
preferencesandplans.

I I . THE DESCRIPTIVE FRAMEWORK OF THE PROCESS MODEL

A. TheDe�nition of Role-PlayingasSeenFromtheViewpointof the
ProcessModel

To understandthe basisof the ProcessModel, it is useful to offer
a descriptionof how theactof role-playinglooks from theviewpoint
of the model. To accomplishthis, the act of role-playingmust �rst
be de�ned, alongwith a few formalizations.

For the purposeof the model, role-playing is de�ned as any act
in which an imaginaryreality is concurrentlycreated,addedto and
observed, in such a mannerthat thesecomponentacts feed each
other. This de�nition of role-playingis left intentionallyas openas
possible,including for example improvisational theater, children's
play, collaborative story-telling and imagining alone. It is not all-
inclusive, however. Therequirementthatthecreationandobservation
feed into each other rules out for example computerrole-playing
games(whenthey arenot usedasanaidein imagining)andlistening
to or readinga story (thoughnot improvising one).

Thefacts,expectationsandhopesaboutthe imaginedreality being
explored,asexperiencedby an individual, de�ne a conceptualspace
referredto as the ImaginedSpace.When role-playing in a group,
the ImaginedSpacesof the individual participantsoverlap to create
a SharedImaginedSpace(SIS) with regardsto which the majority
of interactionpertainingto the gameis enacted.

Theenvironmentin which this interactionis enactedis the Shared
Spaceof Imagining(SSoI),a conceptthat includesthe SharedIma-
ginedSpace,but alsoall the other facts,expectationsand intentions
concerningthe act of role-playing, like unspoken or spoken social
contractspertainingto how the gameis played.

ThetermSharedImaginedSpaceoriginatesfrom discussionsat the
Forge1. The conceptof an individual's own ImaginedSpaceis not
usedtherehowever, andneitheris the conceptof a SharedSpaceof
Imagining,thougha highly similar term in Forge-speakis the Social
Contract.For the current de�nitions of theseterms,seethe Forge
Provisional Glossary[1].

In sometexts, particularly in the Nordic tradition of role-playing
theory, the term Diegesisis used,but thereis debateon if it should
be de�ned the sameas ImaginedSpace[2]or the sameas Shared
ImaginedSpace[3]. The term de�nitions given hereare an attempt
to betterdistinguishthe conceptsfrom eachother.

A descriptionof how themodelseesthe actualact of role-playing
can now be given. The ProcessModel of Role-Playingseesrole-
playing �rst and foremostasa process,somethingthat happensand
goes on in a time-frame. Inside this process,multiple concurrent
but distinct subprocessescan be seen.Each of thesesubprocesses
revolves around a certain element,creating and consumingit, be
it player competitionor the exploration of a theme.The qualities
manifestedin a role-playingsessionby thesevariousprocessesare
hopefully enjoyable,bene�ting the participantsin someway. If they
do not, they canbe consideredlosses.

The needsof the various processesin terms of techniquesand
decision-makingconsiderationsvary, sometimescoinciding, some-
timesbeingat oddswith eachother. Processesbene�t from methods

1http://www.indie-rpgs.com/
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and other processesthat support them, leading to a more optimal
gain of bene�t, while con�icting processesand methodslead to
the poor running of the affectedprocesses,diminishing the bene�ts
gainedthereof.The driving idea behindthe researchpresentedhere
is thatby understandingandintelligently selectingthe processesand
methodsused,and controlling the circumstancesthat affect them,
wantedbene�ts canbe maximizedandunwantedlossesminimized.

B. Overview of thecomponenttypesrecognizedin theProcessModel
of Role-Playing

The ProcessModel of role-playingforms aroundfour main types
of componentsandtheir interactions.The main componenttypesare
Circumstances,Methods,ProcessesandResults.Therelationshipsof
thesecomponenttypesarevisualizedin �gure 1.

Shared
Imagined 

Space Shared 
Space 

of 
ImaginingMethods

Roleplaying
Processes

Results

Social
Processes

Circumstances

Fig. 1. A �o wchart showing the relationshipsof the componentsof the
model

A Result is what comesout of the role-playingsession,what the
peopleengagingin role-playing get out of it. WantedResultsare
calledBene�ts, while unwantedResultsare termedLosses.

Feedingto the Resultsarea numberof Processes,both Socialand
Role-Playing.Processesdescribewhatactuallyhappensinsidea role-
playing session.The Role-PlayingProcessesdescribewhat qualities
are being createdor explored in the role-playing sessionand how,
while the Social Processesare generalforms of social contactthat
happento coincidewith role-playing,but are not actually tied to it.
Both types of Processesdescribewhat the meansthat lead to the
differentResultsare.

While the Processesare the meansto the Results,they are in
turn constrainedand guided by Circumstancesand Methods.Cir-
cumstancesareany statesof affairs that affect how the role-playing
group enactsthe variousprocesses.Methodson the other handare
the agreed-uponmeansandrulesby which the actionspertainingto
the role-playing sessionare undertaken. The in�uence is not one-
way however. The Processescan affect the Circumstances,while
the Methods actually used are usually chosenfrom an available
set dependingon the needsof the Processes.Finally, an intentional
alterationof Circumstancesis a Method,while thechoiceof Methods
canbe limited by the prevalentCircumstances.

In the following, the four componenttypesarediscussedin more
detail, in turn describingthe Results,Processes,Circumstancesand
Methods.

C. Results

The term Result in the ProcessModel describesthe �nal wanted
or unwantedoutcomesof the interactionof the variousRole-Playing

Processes.They are further subdivided into Bene�ts andLosses.
Bene�ts describethe reasonswe role-play, what we gain from

participatingin the role-playingprocess.SampleBene�ts arefor ex-
amplepositive emotionalexperiencesarisingfrom thegame,gaining
new knowledgefrom the materialexploredin the gameor gettingto
know your co-playersbetterthroughplaying with them.

Losses,on the other hand, are harmful Results,createdwhen a
role-playingsessiongoesawry. They can be for example boredom
arisingfrom anunsuccessfulsession,theworseningof socialrelations
or unpleasantemotionsarising from role-playing.

A suggestednormative categorizationandfurtherexamplesof role-
playing Resultsaregiven in chapterIV-A.

D. Processes

The Processesare the core of the model. They describewhat
actually happensin a role-playing sessionby identifying various
distinct aspectsof the role-playing processthat are responsiblefor
producingthe resultsof play.

The characteristicsof Processesareas follows
� A Processproducessomemeasurablequality in a role-playing

session
� The amountsucha quality is presentor is realizeddependson

how play is conducted,ie. affectedby how decisionsaremade
by the playersor by how the playerschooseto experiencethe
SharedImaginedSpaceor, in mostcases,by both.

� The qualitiesproducedcanbe mappedto the variousResults.
� TheProcessesaredistinctentitiesin andof themselves.If a role-

playing sessionis permeatedby a single Process,that Process
caneven be seenas the primary act, role-playingmerelybeing
the means.

The Processesare further subdivided into Role-PlayingProcesses
andSocialProcesses.SocialProcessesaregeneralsocialinteractions
that could as easily coexist with other activities, and are therefore
not given much thoughthere.Samplerole-playingprocessesare for
exampleexploring thepersonalityof a character, competitionamong
the players using the experiencesystemand number of monsters
killed asa measureof competence,or exploring a moraldilemmaby
playing the varioussidesof it.

A suggestednormative categorization and further examples of
Processesaregiven in chapterIV-B.

E. Methods

While Processestell us what happensin a role-playing session,
Methodstell us how it happens.They are any singular techniques,
rules or contractsthat are used or referred to in connectionwith
a game. A method can be anything from playing in a certain
game-world to hitting a random player in the headwith a mallet
occasionallyto keepingyour eyesshut the entiresession.

The relationship between Methods and Processesis twofold.
Firstly, Methodsarechosenfrom thoseavailable in accordancewith
the needsof the various Processes.Secondlyand conversely, the
Methodsusedconstrainandguidethegamesoasto promotecertain
Processes,while hinderingothers.In doing so, they alsoaffect what
Bene�ts the Processesproduce.

The most important method choice in role-playing is discussed
below. A few othersaregiven asexamplesin chapterV.

1) Authority over the Shared Imaginary Space: The single most
important choicesshapinga role-playing sessionare the Methods
usedto distributeauthorityover theSharedImaginedSpace.Usually
this authority is subdivided into authority over the inner world of
playercharactersandtheir actions,authorityover theactionsof other
entitiesof the SIS and �nally authorityover resolutionof events.
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In traditional tabletop role-playing games,usually players have
absolutecontrol over their character's inner world and their choices
of actions,while the gamemasterhassimilar control over all other
aspectsof the imaginary reality. Authority over the effects and
resolutionof statedactionsseemsoften overtly to residein the rules
system,likenedto the laws of physicsof the imaginaryworld, but
usuallyactuallyresideswith the gamemasterwith his godlike ability
to ignoreor bendthe ruleswhenhe wants.

In gamesof co-operative story-telling without a gamemaster, the
�nal authorityover all mattersusuallyrestswithin the gamesystem,
taskedwith resolvingany con�icts thatarisebetweenthestorytellers.
Usually the drive for social consensusis given a chancebefore
resortingto the system,or is actually facilitatedby the system.

In live-action role-playing, particularly of the Nordic tradition,
authority is mostly trusted to the likening of the actual laws of
natureto the laws of natureof the SharedImaginedSpaceand the
strong drive for silent social consensus,with authority resting on
speci�c rules for necessarymappingdiscrepancieslike injury, death
and technology.

F. Circumstances

Circumstancesareany parametersthataffect thegame.They differ
from Methodsin that Methodsare chosenand agreed-uponmeans
of interactingwith the SIS, while Circumstancesexists in and of
themselves. ExampleCircumstancesare for example the mood of
the players,the amountof outsidedisturbancein the place where
the gameis playedandthe social relationshipsbetweenthe players.
An important Circumstancethat exists in almost all gamesis the
gaminghistory, particularly the factsalreadyestablishedpertaining
to the SIS.

Circumstancesinteract with Methodshowever, where a Method
is usedto changea Circumstance.So, while the numberof players
shouldbeconsideredaCircumstance,changingthenumberof players
dynamicallyin responseto somein-gamesituationis a Method.

I I I . USING THE PROCESS MODEL

A. Using the ProcessModel for Analyzingand PlanningSessions

Themainuseof theprocessmodelis in analyzinghow thedifferent
componentssupportor hindereachother. For this purpose,because
the componentsof the model are distinct and completeentities in
themselves,theinteractionsbetweenthemcanbemodeledasasimple
support/hinderdichotomy.

Also, in thiscontext, thechoosingof Methodsaccordingto Process
requirementsas well as the restrictionsCircumstancesplaceon the
available Methods lose signi�cance. The resulting simpli�ed �o w
is visualized in �gure 2. Methods and Circumstancessupport or
hinderProcesses,while Processesaffecteachotherandtherealization
of Results.Of the two remainingfeedbackloops, the one directly
betweentwo Processesis themoreimportant,andthankfully usually
botheasyto recognizeandanalyze.Themorecomplex interaction,in
which a Processaffectsanotherindirectly throughaffecting Circum-
stances,fortunatelyproved in our six monthsof testingthe modelto
be infrequentand/orinconsequential,andcan thusoften be ignored.

A �o wchart depictingthe support/hinderrelationsof components
of a samplesessioncan be seenin �gure 3. Such a �o wchart is
of necessitya conglomeratedescription,becausethe relationships
betweenthe componentschangeover time insidea session.In cases
wherethis is problematic,multiple �o wchartsfrom different points
of time or differentviewpointscanbe crafted.

In the example,Meaning,a positive emotionalconnect,hasbeen
generatedthroughthe Explorationof a Theme.Therewasalsosome
Competition among the players, but no-one actually enjoyed that

Circumstances
ResultsRoleplaying and 

Social ProcessesMethods

Fig. 2. A �o wchartshowing thesupport/hinderrelationshipsof thecompon-
entsof the model

enoughto gain any bene�t from it. In contrast, the existenceof
Competition was seen to pollute the Exploration of Theme with
incompatiblepriorities.

The Method of Distributing Power over the SharedImaginary
Spaceto All Playersand the Method of EncouragingDiscussionof
PotentialFuturePlot Twists wereseento help in Explorationof the
Theme,while certainaspectsof the ruleswereseento be the forces
fosteringtheair of Competitionamongtheplayers.TheCircumstance
of PlayerTirednesswas seento hinder both of the Processes- but
conversely, by keepingthe playerson their toes and thus reducing
PlayerTiredness,the Processof Competitionactuallyendedup also
indirectly bene�ting the Explorationof Theme.

This samesimple formalizationof interactionscan also be used
to plan future sessions,trying to predictwhat the interactionsof the
variouscomponentswill be and selectinga blend that supportsthe
mostwantedcomponentsbest.PerfectsupportbetweentheProcesses
is extremelyhardto obtainandperhapsnot evenadvantageous— hu-
mansareextremelygoodat adapting,andcross-Processinterference
can be easily forgiven if the Processesstill provide a good enough
yield of Bene�ts.

B. Using the ProcessModel for StatingPreferencesand Describing
Future Sessionsor Campaigns

When using the conceptsof the ProcessModel for stating play
preferencesor describingvisions of future sessionsor campaigns,
one shouldalways start with the Bene�ts desired.After that, other
layersof componentscanbe addedon, if desired.

The simplestform of statinga preferenceor vision is only stating
the Bene�ts a personis interestedin. For example: “I'm interested
in gaining Meaningand Entertainmentfrom role-playing”, or “I'm
thinking my next campaignwill be pureMeaning”.

To this, Processrestrictions can be added: “I'm interestedin
gaining Meaningand Entertainmentfrom role-playing,and want to
do it by Immersionand/orExploring the SocialSurroundingsof My
Character”or “I'm thinking my next campaignwill bepureMeaning,
throughthe Explorationof Moral SocialDilemmas”.

Finally, if necessary, Method restrictions can be added: “I'm
interestedin gainingMeaningandEntertainmentfrom role-playing,
and want to do it by Immersionand/or Exploring the Social Sur-
roundingsof My Characterby Purein-SIS CausalitySimulation” or
“I'm thinking my next campaignwill be pureMeaning,throughthe
Explorationof Moral Social Dilemmas,with Much SceneFraming
Power Given to the Players”.

In this way, thepreferencesstatednever losesightof whatactually
is important.all role-playingthat is enjoyablemustleadto a Bene�t,
and that Bene�t must come through a Process.A plain statement
like “I want to play a gamewith Purein-SIS CausalitySimulation”
guaranteesan enjoyable game only in the rare circumstancethat
actually all Processesand Bene�ts are equally palatableto the one
giving the statement.
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Fig. 3. A �o wchart showing the support/hinderrelationsof componentsof a samplesession
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PART 2: NORM ATI VE CATEGORI ZATI ONS OF THE

COM PONENTS AND ANALYSI S

In this secondpart, the two componenttypesof ResultsandPro-
cessesaregiven suggestednormative categorizations.The reasonfor
creatingsuchcategorizationsis simple: with a commonvocabulary
exhaustively partitioningtheconceptspace,speechbetweendifferent
usersof the model is mademucheasier. This alsogivesus clear-cut
targetsfor interactionanalysisbetweenthe components.This fact is
takenadvantageof in chapterV. Thenumbersof bothCircumstances
andMethodsarenearly in�nite, andthus,no de�niti ve lists of them
canbe given.

IV. NORMATIVE CATEGORIZATIONS OF THE COMPONENTS

A. Results

The categorization of Results in the normative version of the
ProcessModel is basedon identifying generaltypes of enjoyment
anddiscomfortarisingfrom Role-PlayingProcesses.Bene�ts created
by otherProcessesareonly skimmed.

TheBene�ts recognizedin thecurrentversionof the modelareas
follows:

Entertainment Enjoyment of fun, being togetherand passingthe
time.

Learning Gaining new knowledge or understanding,af�rming or
questioningold knowledge,spiritual growth andre�ection.

Meaning Enjoyment of an emotional experience,resonancewith
establishedthoughtconstructs

Aesthetic Appreciation Artistic appreciation,enjoyment of beauty
and form.

Social Bene�ts Positive changesin the social spherearising from
role-playing,for examplethe strengtheningof social bonds,or
getting to know the otherplayersbetter.

Physical Bene�ts Positive changesin thephysicalsphere;increased
�tness, improved body language,physicalpleasure.

The Lossesmirror the Bene�ts, being:

Boredom Frustrationcausedby lack of enjoyment. Usually caused
by a failure to gain any Bene�ts.

False Knowledge Misinformation, incorrect or misleading under-
standing.

Unwanted Emotional Experiences Unwanted negative emotions,
overly intensive experiences.

Aesthetic Failur e Failureof form, frustrationcausedby unengaging
aestheticaspirations.

Social Dysfunction Negative effects on the social sphere, the
worseningof relations.

Physical Hindrances Negative effectsin thephysicalsphere;catch-
ing a cold, sprainingan ankle,suffering a hangover.

In the following, the various Bene�ts and Lossesare explained
further:

1) Entertainment: The most commonBene�t gainedfrom role-
playing is Entertainment.Being togetherwith friends,having a good
time, twisting thegameinto somethingfunny. Theseall belongunder
the headingof Entertainment.Entertainmentis the lighter side of
role-playing,the passingthe time aspectof it.

2) Learning: The Bene�t of Learningappliesequallywell to the
study of ancientGreecethrough a role-playing gameas it doesto
learning how to deal with emotional situationsthrough the game,
encompassingequally the acquisitionof factualknowledge as well
as experience,self-knowledge and understanding.Sometimesthe
understandinggainedthroughgamingcanbe faulty however, leading
to the Lossof FalseKnowledge.

3) Meaning: Meaning is de�ned as an emotional connectwith
thegamecontent,be it fear, suspenseor a remembranceof pastlove,
as long as it is wanted.The �ip-side of Meaning are Unpleasant,
Unwanted Emotional Experiences.Meaning is usually approached
via empathyor sympathyfor, or immersionwith the characters,but
can also be obtainedthrough any other means,for example when
suspenseis beingcreatedby competitionamongthe players.

4) AestheticAppreciation: Aesthetic Appreciation is the enjoy-
ment of form and beauty in itself, the satisfaction one gets from
a perfectly composedscenein the game or from the simple joy
of applying a well-designedrule system.Aesthetic Failure is the
result when theseaspirationsfail, when a rule mechanicleads to
frustrationor whenthe personframing the scenejust fails miserably
in conveying anything to the otherparticipants.
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5) Social Bene�ts: The Resultsof play areSocial Bene�ts when
the play-experiencechangessomethingin the social spaceof the
participantsfor the better. Usually, this happensbecauseof Social
Processes,but canalsobe causedby Processesof Roleplaying.This
canbe for exampleby transferenceof inter-charactersocialcohesion
to the actualparticipants,or when exploring the gamecontenttells
the participantsmore abouteachother. Social Dysfunctionappears
when the Processesproducenegative social results like distrust or
hatred.

6) PhysicalBene�ts: PhysicalResultsare normally encountered
only in live-actionrole-playinggames,andeven therethey aremost
often unintended,being a side-effect of the Method of Equating
PhysicalSpacewith the SharedImaginedSpace.Thus, they are at
bestat the very edgesof Role-PlayingProcesses,but arementioned
herefor completeness.They includefor examplea full stomachfrom
anin-gamemealor increased�tness from spendingtime outside.The
oppositeof PhysicalBene�ts arePhysicalHindrances.

B. Processes

The major normative Role-PlayingProcessesdiscernedare �rst
listed here,thenexplainedbelow:

Competition The pursuitof victory
Tension Maintenanceandenjoyment of tension
Challenge Thebestingof challengeandtheovercomingof adversity
Exploration of an Entity of the Shared Imagined Space

Exploring the many-fold interactions a single entity has
with others.

Exploration of a Concept thr ough the Shared Imagined Space
Exploring a concept through its expressionsin the Shared
Imagined Space,and bringing forth such expressionsto be
explored.

Immersion Equatingthe self with an entity of the SharedImagined
Space,feeling andactingas that entity

1) Competition: Competitionis the namegiven for the pursuitof
victory in someform, in the classicalsportsracesenseof the word,
wheretherecan be only one who is the fastest.It is the aspiration
to be the �rst, the best,the highestin whatever actualmeasureused.
The existenceof this measureis key.

Thus, also in the context of a role-playing game, this Process
requiressomeform of measuringcompetence,beit experiencepoints,
character levels or simply giving implicit social appreciationto
whoever solvesa puzzle�rst. An importantelementin Competition
is Tactics.Tacticsis the subprocessof both optimizing resourcesfor
maximumpotentialand also the actualact of ponderingsituational
choicesin relationto their expectedbene�ts. A pureimplementation
of a gamesupportingCompetition,alsofrom the gamemasterspoint
of view canbe found in Rune[1],by Robin D. Laws.

2) Tension:While it maylook like mosttraditionaltabletopgames
androle-playinggameswith a strongelementof suchin themrevolve
around Competition, in truth most gamesare designedand most
peopleseemto play in awaywhichkeepsTensionashighaspossible.
This is thestyleof play where,in orderto keepthewinneruncertain
for as long as possible,peoplegive slack to thosewho have fallen
behindanduseothermeansto keeptheplaying�eld relatively equal.

The enjoyment gained from Tension actually comes from two
sources.In addition to the actual enjoyment of the sensationof
tension,Tensioncan also be seenas a chainedseriesof miniature
Competitions.As such, enjoyment is also gained from the small
momentswhenonenoticesthatoneis aheadandgivesslack,thereby
acknowledging a small victory for himself.

Like Competition,Tensionrequiresat least someform of meas-
uring competence,andalsoemploys a greatdealof Tactics.A good

exampleof a gamedesignedto supportthis style of play is the 3.5
edition of D&D[2].

3) Challenge: Challenge,the overcoming of adversity and the
bestingof challenges,is a Processcloselyassociatedwith Tension.In
contrastto Tension,however, the enjoyment gainedfrom Challenge
doesnot come from bestingother players.It is enoughto simply
overcomethe challengesput beforeyou. This is evident for example
in many forms of live-action role-playing, where the pursuit of
charactergoals is seenas important, even though there is usually
very little comparisongoing on betweenplayers.

Thechallengesput beforeplayersin theProcessof Challengeneed
to befair, ie. not soeasyasto not really bechallengingat all andnot
so hardas to halt progress.In role-playinggames,this balancingor
“f air challenge”inherentin all of Competition,TensionandChallenge
is most often seenas the responsibility of the gamemaster, who
in traditional role-playing gamesis given way too much power to
actuallyCompetewith theplayers.Thus,mostly, thegamingsystems
suitablefor Challengeare the sameasfor Tension.

4) Exploration of an Entity of the Shared Imagined Space:
Explorationof anEntity of theSharedImaginedSpaceis a processof
observation. It meanstaking an entity, andexploring the interactions
of thatentitywith its surroundings.Theentityneednotbea character,
it can be a medieval village or the love of two individuals.What is
importantis that it is a distinct, whole entity and that its interaction
with otherelementsis the focusof theexploration.In Explorationof
an Entity, the entity will also discussedas an indivisible whole, so
that for examplewhen studyinghow a medieval village dealswith
the outside in�uences of church and state,or the rise of internal
tensions,the individual villagerscomprisingthevillage arein at best
a secondaryrole, thevillagebeingthoughtof asanactive entity itself.

5) Exploration of a Conceptthroughthe Shared ImaginedSpace:
The �ip-side of the Explorationof an Entity is the Explorationof a
Conceptthroughthe SharedImaginedSpace.The two forms differ
in focus.In the Explorationof a Concept,the focus is on a concept,
which is thenexploredpossiblythroughnumerousexpressionsin the
SharedImaginedSpace.Again, the subjectof the exploration can
vary wildly, from exploring the sidesof a moral dilemma through
investigatingthe conceptof psionic abilities to the study of social
dynamicsof clan life.

Thesetwo last explorative processesareinterestingalso in that in
them, the two sidesof interactingwith the SharedImaginedSpace
are more clearly separate.After the subjectmatter is injected into
the SharedImaginedSpace,it mustsomehow be experienced.Most
often this takes the form of Empathy, an emotionalconnectionwith
an elementof the SIS.This experiencingthe SIS is actuallythe part
of exploration that brings on the Results- but it cannotstandon
its own as a Process,as it always needsthat somesubjectmatter
be brought in to the SIS to observe. Only in this combinationis it
whole.

6) Immersion: Immersion is the processof becoming another
entity, thinking, feeling and acting as that entity. It is a process
going beyond mereEmpathy, the generalmethodof relating to and
experiencingtheSharedImaginedSpace.To Immerseis to be,to feel
inside.It hasfew counterpartsin othermedias,methodactingperhaps
comingclose,while for examplefeelingwith thecharactersin a book
or a �lm is Empathy, feeling from the outside.While Immersionis
generallypossiblewith only onetarget,Empathycanbefelt for other
playerscharactersaswell as for otherentitiesin the SIS.

A �tting description and discussionof Immersion was given
recentlyby Mike Pohjola,who de�ned it is as:

Immersionis the playerassumingthe identity of the char-
acterby pretendingto believe her identity only consistsof
the diegetic [ImaginedSpace]roles [3]
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The article by Pohjola also containsa chapteron Inter-Immersion,
describingwhat would in terms of the ProcessModel be multiple
Processesof Immersionsupportingeachother, with somereferences
also to supportingMethods.

V. ANALYSIS OF TYPICAL COMPONENT INTERACTIONS IN THE

MODEL

While it is useful to rememberthat none of the support/hinder
relationshipsbetweenthe componentsof the model discussedin
chapter III-A are absolute,there are many common patternsthat
usually hold. This section tries to analyzesomeof them, starting
with the Processesof the normative versionof the model and then
moving on to a few sampleMethods.

7) Process:Competition: Usually, Competitionco-exists poorly
with theotherProcesses.Thegroundsfor decision-makingrequiredin
Competitionarevery rarelyin syncwith thedecision-makinggrounds
of otherProcesses.With Tension,Competitioncancoexist for aslong
asotherfactorslike thegamerulescankeepTensionalive.Whenthis
is the case,the decision-makingpriorities betweenthe two are the
same.It is only whenbalanceis broken thatproblemsarise,but then
they may be as severe as with all the other Processes.With respect
to Challenge,the situationis much the same.

8) Process:Tension:Tensionsharesmuchof thesameinteractions
as Competition.It can rarely truly coexist with most of the other
Processes.But becausetheimperative to do well is not asstrongasin
Competition,it may be easierto blendwith the others.For example,
in a murder mystery game,Tension(and even Competition)could
exist alongsidetheExplorationof detective work or even Immersion,
with the variouscharactersracingto �nd the murderer�rst. Tension
andChallengearemutually compatible.

9) Process:Challenge: Challenge,existing primarily on an indi-
vidual level, rarely affects the running of other processes.Tension
and Competitionare especiallycongruent.Immersionhowever, can
be adversely affected, if challengeis actively soughtfrom the one
Immersing.To an extent, the samegoesfor the Exploration of an
Entity and the Explorationof a Concept.

10) Process:Immersion: Immersionis a companionof the Ex-
plorationof an Entity. The two cansharethe exact spacefor a long
time,sothat theotherplayersgetExplorationandtheoneImmersing
into the entity getsImmersion.

ThoseCompetingwill not be botheredby Immersionistsmuch—
except if they perceive a total lack of challenge,but anyonevaluing
Tensionmaybespoiledby having to keepdraggingtheImmersionists
along to keepit going. Challengeis alsousuallyunaffected,as long
as the oneImmersingdoesnot inadvertently ruin the challenge.

11) Process:Exploration of an Entity of the SIS: As previously
stated,Exploration of an Entity goeswell with Immersion, if the
entity being explored is the samethat the immersionistsare trying
to immerseinto. But if true Immersionis attained,at least for that
player, it completelyreplacesthe Exploration.

As for the otherprocesses,they arenot very muchconstrainedby
theExplorationof anEntity, unlessthey touchon thatEntity directly
andprofusely.

12) Process:Exploration of a Conceptthroughthe SIS: Explora-
tion of a Conceptdoesn't often do really well with the Exploration
of an Entity. They approachexploration from too different vantage
points,with theExplorersof a Conceptwantingto inject thatconcept
into all interactions,while the Explorersof an Entity would just like
to seethatentity interactwith a multitudeof differentelements.With
the otherProcesses,the situationis similar.

13) Method: ConsequenceRules: ConsequenceRulesare a rule
Method that describesthe consequencesof a charactersactions in
relation to a meter. In turn, the value of this metermeasuressome
importantaspectof thecharacter, andalsoaffectshow hecanfunction
in the game-world. Examplesof such mechanicsare the humanity
mechanicin Sorcerer[4] and all the attributes of charactersin My
Life With Master[5].

Thesemethodsaredirectly built for a subclassof the Exploration
of a Concept,the exploration of the consequencesof one's actions.
In relation to the otherprocesses,theserulesareusually reasonably
isolated.However, Immersioncan suffer from any forced behavior
resultingfrom the ConsequenceRules.

14) Methods:Useof Only In-Character Knowledge, In-SISCaus-
ality and Realism: Use of Only IC Knowledge, In-SIS Causality
and Realismare all Methodsdrawing a borderbetweenthe Shared
ImaginedSpaceand the SharedSpaceof Imagining. They all deal
with insulating the SIS from outsidein�uences to various degrees
and in variousways.

The Method of using only In-CharacterKnowledge versusalso
including Out-of-CharacterKnowledge does this by limiting the
basesof decisions.This Method certainly supportsthe Processof
Immersion.

The requirementfor In-SIS Causality on the other hand forces
adherenceto an In-SIS simulationof event causesand effects.This
supportsthoseProcessesthat bene�t from an ability to conclusively
and believably rationalizeevents from a purely in-SIS perspective.
Immersionagaincertainlyquali�es, but alsosomeforms of Explor-
ation of an Entity would probablybene�t.

Finally, Realism,or perhapsbettertermedbelievability with respect
to genreconventions,is a looserrestriction,only requiring that any
changeto the SIS can be rationalizedas believable after the fact.
Usually, this is suf�cient for maintainingEmpathyin Exploration,
but the mere act of applying outsiderationaleto decisionscan be
enoughto breakImmersion.

The Processesof Competitionand Tensionboth suffer from all
theseMethods.

VI . DISCUSSION AND FUTURE WORK

Theconceptof a Process,while intuitively very simple,is actually
quitecomplex, with many adjoiningconcepts.Thus,while theauthors
of this paper are certain that the central conceptof a Processis
a worthy one, there may be other tied concepts,subconceptsand
conceptrelationsstill hiddenbeneaththe conglomerateProcess.

The major normative Processesare also perhapsnot as intuitive
as possible.They seemto partition the typesof extant role-playing
processesquitewell, however. Still, thedescriptive partof themodel
works just aswell with more free-formcomponents.

If one goesfar enough,many of the normative Processescan be
seenas the Explorationof a Conceptthroughthe SIS, for example
ImmersionbeingtheExplorationof Immersionthroughrole-playing,
andso on. Furtherthoughtis neededto clear the matter.

A big �eld for future work will be to further analyzethe common
interactionsbetweenthe variousMethods,ProcessesandResults—
andin breakingthosedefaultsby applyingnew, innovative methods.
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APPENDIX I
GLOSSARY OF TERMS USED IN THE PROCESS MODEL

A. DescriptiveFramework

Imagined Space A conceptualspacede�ned by the facts,expecta-
tionsandhopesabouttheimaginedrealityexplored,asperceived
by an individual.

Shared Imagined Space The intersectionof the ImaginedSpaces
of the participantsof role-playing.

Shared Spaceof Imagining All the facts, contracts,expectations
and intentionsconcerningthe act of role-playing.Includesthe
SIS.

Result A �nal wantedor unwantedoutcomeof role-playing.
Bene�t A wanted outcome of role-playing. A distinct form of

enjoyment.
Loss An unwanted outcome of role-playing. A distinct form of

discomfort.
ProcessA distinct operationalpart of play, that can be associated

with a distinct, measurablequality.
Social ProcessA processoperatingin the sphereof generalsocial

interactions
Role-Playing ProcessA processparticularto theactof role-playing,

especiallyoperatingthroughthe SharedImaginedSpace.
Method A singulartechnique,ruleor contractthatis usedor referred

to in connectionwith thegame.A constrainton or guideto how
the gameis played.

Cir cumstance A parameterthataffectsthefunctioningof thevarious
Processes.

B. NormativeVocabulary

1) Bene�ts:

Entertainment Enjoyment of fun, being togetherand passingthe
time.

Learning Gaining new knowledge or understanding,af�rming or
questioningold knowledge,spiritual growth andre�ection.

Meaning Enjoyment of an emotional experience,resonancewith
establishedthoughtconstructs

Aesthetic Appreciation Artistic appreciation,enjoyment of beauty
and form.

Social Bene�ts Positive changesin the social spherearising from
role-playing,the strengtheningof socialbonds,gettingto know
the otherplayersbetter.

Physical Bene�ts Positive changesin thephysicalsphere;increased
�tness, improved body language,physicalpleasure.

2) Losses:

Boredom Frustrationcausedby lack of enjoyment. Usually caused
by a failure to gain any Bene�ts.

False Knowledge Misinformation, incorrect or misleading under-
standing.

Unwanted Emotional Experiences Unwanted negative emotions,
overly intensive experiences.

Aesthetic Failur e Failureof form, frustrationcausedby unengaging
aestheticaspirations.

Social Dysfunction Negative effects in the social sphere, the
worseningof relations.

Physical Hindrances Negative effectsin thephysicalsphere;catch-
ing a cold, sprainingan ankle,suffering a hangover.

3) Processes:

Competition The pursuitof victory
Tension Maintenanceandenjoyment of tension
Challenge Thebestingof challengeandtheovercomingof adversity
Exploration of an Entity of the Shared Imagined Space

Exploring the many-fold interactions a single entity has
with others.

Exploration of a Concept thr ough the Shared Imagined Space
Exploring a concept through its expressionsin the Shared
Imagined Space,and bringing forth such expressionsto be
explored.

Immersion Equatingthe self with an entity of the SharedImagined
Space,feeling andactingas that entity

4) Other:

Empathy a form of experiencingthe SharedImaginedSpace.An
emotionalresponseto or resonancewith somethingin the SIS.

APPENDIX I I
DESCRIPTIONS OF VARIOUS ROLE-PLAYING SUBCULTURES

USING THE PROCESS MODEL

In this chapter, an attemptis madeat describingvariousschools
of role-playingaroundthe world using ProcessModel terminology.
This is doneprimarily in an effort to demonstratethe expressiveness
of the model, and its usefulnessin formulating styles clearly and
�rmly . We recognizethat suchcharacterizationsof gamingcultures
both intimately familiar and distantare very likely to causesevere
argumentsabouttherightnessof thecharacterizations.Thus,we posit
thesedescriptionsaspropositionsto be developed,andaskfor some
leeway in the interestof proving the actualpoints.

A. TheNordic Live-ActionRole-PlayingCommunity

Centeredaroundyearly internationalconferences,the Nordic live-
actionrole-playingcommunityis alsoan active producerof theories
concerningrole-playing.While live-actionrole-playingforms in the
various countries do differ quite much, through such conference
publicationsasAs Larp Grows Up[1] andBeyond Role andPlay[2]
and such larps as Mellan Himmel och Hav[3], [4], a very clear
messageis seen.Larp androle-playingareseenasa medialike any
other, andat its best,a mediafor art and/orquestioning.

This, translatedto the ProcessModel, meansthat the Nordic larp
communityputsa clearfocuson Meaningasthesought-afterBene�t
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of role-playing.The publicationsalso speakof a willingness to try
andexperimentwith a wide varietyof Methodsandplay stylesin the
pursuitof this goal, thoughthereis a generalwarinessof introducing
many actualresolutionrule mechanics.This warinessin turn canbe
tracedto a strongdesirefor MaintainingBelievability, in theProcess
Model and probably also in the Nordic community seenitself as
a Method for maintainingImmersion,a Processoften seenas very
desirable.In additionto thedefactobaseProcessof Immersion,most
highly acclaimedlarpssuchasthealreadymentionedMellanHimmel
och Hav have also introducedthe elementof Exploring a Concept
throughthe SIS into larping.

B. TheTurku School of Larping

The Turku School of Larping[5], [6] is a Finnish manifesto,
nowadaysmostly historic but still describinga distinct style of live
action play. It also beautifully distills one facetof the more general
Nordic larping mode.Art, ie. Meaning is up front statedto be the
highestgoalsoughtafterin role-playing.It is positedthatthepotential
for this Meaninghasbeencarefully craftedinto the startingsetting
of a gameby its writer, andtheplayerstaskis to bring this Meaning
to the fore andexperienceit asdeeplyaspossible.It is thenstrongly
anddirectly positedthat the Processof Immersionbe the singlebest
meansof experiencingMeaning,due to the stronganddirect nature
of the experiencesgainedin that state.Methods like Use of Only
In-CharacterKnowledge and Strict Adherenceto In-SIS Causality
and Considerationsare proscribedin turn as the meansto support
Immersion.

C. TheOld School of TabletopRole-Playing

ThetraditionalFinnishway of playingtabletoprole-playinggames
is basedon theBene�t of Entertainment,with a sidelineof Meaning.
Actual play in turn usually consistsof multiple simultaneouslyrun-
ning processes,with individual playerstaking interestandoperating
accordingto only oneof them.SomeMethodsarevery entrenched.
Useof Only In-CharacterKnowledge,In-SIS CausalityandRealism
are all standard,with �nal authority over the SIS resting �rmly in
the handsof the gamemaster. While theseMethods are primarily
ImmersionandEntity Explorationsupportive, oneshouldnot assume
theseProcessesto dominate.While they may be more prevalent,
the whole range of Processesis encountered,with for example
Competitionand Tensionbeing supportedby the prevalent Method
of CharacterBalance.

D. TheVampire Live-ActionGamingCommunity

The Vampirelive-actiongamingcommunity, with its Mind's Eye
Theatre-rule-set[7]hasnever had the aversion for rules its Nordic
counterparttriumphs in. The Method of Using ResolutionRules in
thesegames,addedto the socially adversarialnatureof the setting,
often leads to strong Processesof Competition and Tension, the
meansof choice for Entertainment.On the other hand, the basic
premiseof humanity inherentin the setting is clearly a Conceptto
beExplored,resultingmostly in Meaning.Thetwo Processesusually
bothexist in a givengame,but theplayerswho engagein eachtry to
remainseparatefrom eachother asmuch as possible.According to
interviews[8], the forthcoming new edition of Mind's Eye Theatre
rules acknowledges this disparity, allowing gamemastersto select
betweena simple(neutral,unobtrusive) anda complex (Competition-
andTension-supportive) resolutionsystem.

E. TheForge Narrativist TabletopCommunity

The Forge's narrativist community is self-providing in the sense
that they play many gamesdesignedfor themselves,by themselves.
Examplesof such are Sorcerer[9], My Life with Master[10], Dust
Devils[11] and Dogs in the Vineyard[12]. In the Forge lingo, nar-
rativism is de�ned as putting the characters in situationsof choice
whoseconsequencesaremeaningfulto the player. This alludesto a
strong desirefor the Bene�t of Meaning,but in actuality it seems
that easygoing Entertainmentis at leastas important.

Immersionis not usuallya popularProcessamongthenarrativists,
and neither are Competition,Challengeor Tension.Exploration of
an Entity appears,but the Explorationof a Conceptseemsto be the
Processof choice.

Methodsusedin thenarrativist gamesareoftenwildly avant-garde,
with a clear de-emphasison In-SIS Causalityand Use of Only In-
CharacterKnowledge.In contrast,a Method known as Observinga
Director Stancetowards the SIS is often employed, and Authority
over the SIS is frequentlyDistributed.While theseMethod choices
arecommon,the Methodstruly bestsupportingnarrativism seemto
be ConsequenceRules,found in almostall the successfulnarrativist
games.
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APPENDIX I I I
COMPARISON OF THE PROCESS MODEL WITH OTHER MODELS OF

ROLE-PLAYING

In this chapter, an attemptis madeto comparethe ProcessModel
with the various other modelsof role-playing createdbefore. The
chapteris mostly intendedfor people familiar with the respective
models,not as a full review of them,so previous knowledgeof the
other models discussedis assumed.The focus of the comparison
is on relating the modelsto the ProcessModel by analyzingdesign
purposesanduseexpectancies,andby mappingconceptsbetweenthe
models.Additionally, somethoughtsare given on what the Process
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Model might have to give the other models.The modelsdiscussed
hereare the ThreefoldModel[1], the Three-Way Model[2], GNS[3],
the GENderModel[4], Glen Blacow's andRobin Laws' player type
classi�cation[5], The Big Model[6], andChannelTheory[7].

A. TheThreefoldModel and the Three-Way Model

TheThreefoldModel triesto describegamingstylesthroughgoals.
Theseare not the sameas the soughtafter Resultsof the Process
Model however, but correspondmore with the Processes,the actual
form of enjoymentgainedfrom pursuingthesegoalsnot beinggiven
much thought.The ThreefoldModel describesthreestylesof play,
Dramatism,Gamism and Simulationism.The short de�nitions of
these,taken from [1] areas follows:

dramatist is the style which valueshow well the in-
game action createsa satisfying story-line. Different
kinds of storiesmay be viewed assatisfying,depending
on individual tastes,varying from fanciful pulp action
to believable characterdrama.It is the end resultof the
story which is important.

With this de�nition, the Threefold is quite vagueon what actu-
ally causesenjoyment for Dramatists,it only proscribesthat that
somethingbe found in the Story. The mappingof Dramatismin the
Threefoldthusdependson what actuallymakes the story satisfying.
Most likely it will be Explorationof a Conceptor Explorationof an
Entity.

gamist is the style which values setting up a fair
challengefor the players(as opposedto the PCs).The
challengesmaybetacticalcombat,intellectualmysteries,
politics, or anything else.The playerswill try to solve
the problemsthey are presentedwith, and in turn the
GM will make these challengessolvable if they act
intelligently within the contract.

This de�nition of threefoldGamistcan be seento map to either
or both of TensionandChallengein the ProcessModel.

simulationist is the style which values resolving in-
gameeventsbasedsolelyon game-world considerations,
without allowing any meta-gameconcernsto affect the
decision.Thus,a fully simulationistGM will not fudge
resultsto save PCsor to save her plot, or even change
facts unknown to the players. Such a GM may use
meta-gameconsiderationsto decide meta-gameissues
like who is playing which character, whether to play
out a conversationword for word, andso forth, but she
will resolve actualin-gameeventsbasedon what would
”really” happen.

Simulation, in the scopeof the ProcessModel, is not really a
Process,but a Method.TheProcessmostlikely involvedin Threefold
Simulationistplay will be Explorationof an Entity of the SIS, but
with the addedmethodologicalconstraintof Strict In-GameCause-
and-Effect.

In the Three-Way Model[2], Simulationismis replacedwith Im-
mersionism,de�ned as follows:

Immersionist is thestylewhich valuesliving the roles
life, felling whattherolewould feel. Immersionistsinsist
on resolvingin-gameeventsbasedsolelyon game-world
considerations.Thus, a fully immersionistplayer will
not fudge rules to save its role's neck or the plot, or
even changedetails of backgroundstory irrelevant in
the settingto suite the play. An immersionistorganizer
will try to make the plots andsettingsuchthat they are
believable to the players.

While this de�nition skirts the Processof Immersion,it mixes it
with other elements.The notionsof realism and in-gamecausality
areagainMethodsin theProcessModel. Thede�nition alsodoesnot
make a cleardifferencebetweenoutsideEmpathyand Immersion.

As the Threefoldmodel strives to describecommonmajor styles
of play, it couldbebene�cial to it to studythevariousplayingstyles
that can be formalizedusing the ProcessModel (seechapterIII-B),
andseeif any of thepossiblecombinationsof Bene�ts, Processesand
Methodsshould rank a classi�cation of their own. Careful thought
shouldat leastbe given to the inclusion of Immersionin the basic
model,aswell as to the omissionof Competitionin its entirety.

B. GNS

TheGNSmodelis anevolution from theThreefold,andaprecursor
to theBig Model, developedby RonEdwardsat TheForge.It strove
to �nd importantgoalsand decision-makingconsiderationsin role-
playingthatweredistinct from andincompatiblewith eachother. The
model positedthat coherent,successfulplay could exist only when
just oneof thesegoalswasbeingrealized.

GNS de�nes the elementsof Gamism,Narrativism and Simula-
tionism as follows in [3]:

Gamism is expressedby competition among parti-
cipants (the real people); it includes victory and loss
conditionsfor characters,bothshort-termandlong-term,
that re�ect on the people's actual play strategies. The
listed elementsprovide an arenafor the competition.

TheGNSde�nition of Gamismmapsneatlyandcompletelyto the
Processof Competition.

Simulationism is expressedby enhancingoneor more
of the listed elements in Set 1 (Character, System,
Setting,Situation,Color) above; in otherwords,Simula-
tionismheightensandfocusesExplorationasthepriority
of play. The players may be greatly concernedwith
the internal logic and experiential consistency of that
Exploration.

TheSimulationismof theGNSmodelmapsdirectly to theExplor-
ation of an Entity of the SharedImaginedSpace.

Narrati vism is expressedby the creation, via role-
playing,of a story with a recognizabletheme.The char-
actersareformalprotagonistsin theclassicLit 101sense,
and the players are often consideredco-authors.The
listedelementsprovide thematerialfor narrative con�ict
(again,in the specializedsenseof literary analysis).

While this de�nition of Narrativism is still a bit vague, later
de�nitions have equalizedit with Exploring a Premise,which in the
ProcessModel is a form of Exploring a Conceptthroughthe SIS.

Thus,the de�nitions of the GNS seemto mapquite neatly to the
Processesof the ProcessModel. As the GNS model has evolved
into the Big Model, what the ProcessModel could have to give it is
discussedthere.

C. GENder

The GENdermodel[4] was createdto countersomeof the ideas
expressedin theGNSmodel,positingthata singlegamecansupport
multipleplayingstylessimultaneously. TheProcessModel recognizes
this claim as valid, though not incompatiblewith the claim of the
GNSmodelthatcoherentplay requiresthatonly onecreative agenda
be adheredto. In terms of the ProcessModel, it can be seenthat
multiple co-existing Processesoften interferewith eachotherdueto
differing supportmethodsanddecision-makingconsiderations,but as
theProcessesalsoindependentlygenerateBene�ts, they cancontinue
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to co-exist without breakingthe gameas long as the interferenceis
not severe enough— especiallysincehumanbeingsare so able at
adaptingto non-optimalsituations.

As for the playing styles of the GENder model, no de�niti ve
de�nitions of themexist. Fromthediscussionsandrelatedde�nitions
the following may however be gleamed:Gamist in GENderseems
to meanthe overcomingof obstacles,whatever they may be. This
de�nition puts it into closecontactwith at leastChallenge,Compet-
ition and Tension,mostly hovering betweenthem. Explorative play
on the other hand points directly at Exploration of Entities of the
SIS. Finally, Narrative seemsto sharethe de�nition of Threefold
Dramatism.

D. Glen Blacow's and RobinLaws' player typeclassi�cation

In his book of gamemasteringadvice[5], Robin Laws describesa
player type classi�cation that is a modi�ed versionof an original[8]
by Glen Blacow. In it, the following seven types of players are
recognized:

The Power Gamer seeksto make his characterever better. This
equateswith thesubprocessof TacticalOptimization,a partof either
Competitionor Tension,but as it is describedin the text without
bounds,it equatesmorewith Competition.

The Butt-Kick er simply wantscombat,andto excel in it. In terms
of the ProcessModel, this can be simply describedas Challenge
operatingjointly with the Explorationof the Conceptof Violence.

The Tactician wantsto overcomeadversityandtacticalchallenges.
This behavior can be part of the Processesof Competition,Tension
andChallenge,but in its purestform is an instanceof the last.

The Specialist, alwaysplayingandexploringacertaindistincttype
of character, couldat �rst glanceseemto beExploringanEntity, but
whatis happeningis probablyactuallybetterdescribedasExploration
of whatever Conceptthe charactertype represents.

The Method Actor, who strongly identi�es with his or her
character, can, in termsof the ProcessModel, either be engagedin
Immersionor the Explorationof the Entity he or sheis playing.

The Storyteller, on the other hand, is harder to describe in
terms of the ProcessModel. Being equal to the dramatistof the
threefoldmodel, it too lacks a clear causefor the enjoyment, only
the mediumthroughwhich it is gainedis mentioned.Thus,thesame
considerationsapply.

The CasualGamer, �nally , is describedasapersonwhois playing
without specialinterests,mostly joining in to enjoy thesocialaspects
of thegame.In termsof theProcessModel, hemayenjoy any of the
Role-PlayingProcessesto an extent (thoughprobablynoneof them
very much), but is probably gaining somethingsigni�cant from at
leastoneof the SocialProcessesco-occurringwith gaming.

Coloring all thesede�nitions is the corepremiseof the book that:
Role-playinggamesareentertainment;your goal asGM is
to make your gamesasentertainingaspossiblefor all the
participants.

Taking this into account,it canbe seenhow many of the classi�ca-
tions also tie into an implied endBene�t of Entertainment.

E. TheBig Model

As statedabove,TheBig Model[6] is thecurrentfrom of themodel
of role-playingdevelopedat The Forge. It hasits roots in GNS, but
thoseaspectsareonly a small part of the currentmodel.

On the top tier of The Big Model standsthe Social Contract,
de�ned as follows in the Glossaryof The Forge[9]:

Social Contract All interactions and relationships
amongthe role-playinggroup,including emotionalcon-
nections, logistic arrangements,and expectations.All
role-playingis a subsetof the SocialContract.

While the wording and intent in the ProcessModel is quite
different, the conceptof SharedSpaceof Imagining de�ned here
certainlydoeshave lots of pointsof contactwith the SocialContract
of the Big Model, both conceptsbeing the containersof everything
else.

The Big Model then de�nes a layer containing three Creative
Agendas,StepOn Up, The Right to DreamandStory Now, de�ned
as follows:

Step On Up Social assessmentof personal strategy
andgutsamongthe participantsin the faceof risk. One
of the threecurrently-recognizedCreative Agendas.As
a top priority of role-playing, the de�ning feature of
Gamistplay.

StepOn Up is a driving forcebehindCompetitionandTension.In
theProcessModel, it is bestequatedwith seekingthespeci�c Social
Bene�t of an acknowledgmentof gutsandaccomplishment.

Right to Dream, the Commitment to the imagined
events of play, speci�cally their in-game causesand
pre-establishedthematic processes.One of the three
currently-recognizedCreative Agendas.As a top priority
for role-playing, the de�ning feature of Simulationist
play.

The Right to Dream maps directly to the Method of in-game
causality, andis in closeproximity with otherMethods,like the use
of out-of-characterknowledge.It also hasa closerelationshipwith
the Processof Exploring an Entity of the SharedImaginedSpace.

Story Now Commitment to Addressing (producing,
heightening,and resolving)Premisethroughplay itself.
Theepiphenomenaloutcomefor theTranscriptfrom such
play is almostalwaysa story. Oneof the threecurrently-
recognizedCreative Agendas.As a top priority of role-
playing, the de�ning featureof Narrativist play.

In termsof theProcessModel, this Creative Agendacansimply be
likenedto the Processof Exploring a Premise,a form of Exploring
a ConceptThroughthe SharedImaginedSpace.

At the bottom tier of the model are Techniquesand Ephemera,
describedas follows:

Techniques Speci�c proceduresof play which, when
employed together, are suf�cient to introduce �ctional
characters,places,or events into the SharedImagined
Space.Many different Techniquesmay be used,in dif-
ferent games,to establishthe samesorts of events. A
given Techniqueis composedof a group of Ephemera
which areemployed together. Taken in their entirety for
a given instanceof role-playing, Techniquescomprise
System.

Ephemera Moment-to-moment or sentence-
to-sentence actions and statements during play.
Combinationsof Ephemeraoften constructTechniques.
Changes in Stance represent one example of an
Ephemeralaspectof play.

In theProcessModel, theseareboth compactedinto thede�nition
of Methods,which thenoccupiestheexactsamespaceasin TheBig
Model in relation to the SIS.

TheBig Model andtheProcessModel arecomplementarymodels
that canbe usedto look at instancesof role-playingfrom two quite
differentviewpoints, thus possiblyfosteringa greaterunderstanding
togetherthancouldbegainedfrom theviewpoint of only onemodel.
As for the part of The Big Model that continuesto study coherent
and incoherentplaying goalsanddecision-makingconsiderations,it
could perhapsusethe ProcessModel as a tool in further analyzing
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andformulatingthevariouscoherentandincompatiblestyles,aswell
as to probefor possiblenew additions.

F. ChannelTheory

Channel Theory[7], built upon the foundations of a solid
critique[10] of theThreefoldandGNS,sharesmuchwith theProcess
Model, but alsodiffers from it fundamentally.

Both modelsleave behindthe singleplanarpartitioningof a space
that the older modelsexhibit. Both try to isolate distinct concepts
from the whole of role-playing that could be measuredindepend-
ently. The basisof classifying theseaxles are completelydifferent
however. ChannelTheory tries to createa thoroughdescriptionof a
gamingstyle,throughpartitioningtheaxles,or Channels,into priority
groups.Unfortunately, themodelstopsat this,without describingany
relationsor interactionsbetweenthe various channels.Due to this,
theapplicabilityof theChannelTheorymodelis extremelylimited. It
canonly be usedto describe,not analyze.The modelwould do well
to analyzethe different interactionsbetweenits componentaxles.

In generalmostof thetopElementChannelsof theChannelTheory
modelcorrespondwith eitherSocialor Role-PlayingProcessesin the
ProcessModel.
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