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Abstract— This paper presentsthe ProcessModel of Role-Playing The
model provides conceptsto describeand analyzerole-playing sessionsto
describe role-playing preferences,as well as to plan and corvey visions
of futur e role-playing sessionsand campaigns.The core idea of the work
presentedhere is to look at role-playing as a setof 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 setof conceptsandtools
to describe,analyzeand discussthe act of role-playing. The design
goalsof the modelwere asfollows:

1) to identify distinct elementsand componentsnside the act of

role-playingand createa vocalulary of suchconceptsand

2) to describehow thesecomponentsnteractto make or breaka

game.

The model can be 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 sessionsaand cam-

paigns,and

3) to describeplay preferencesf anindividual or a whole group.

The coremodelingconceptautilized arethoseof processand pro-
cessinteraction.Theseconceptsvere chosenbecausehey provide a
very naturalmethodologyfor modelingandabstractingsuchcomple
time-varied phenomenaas role-playing. The conceptsare also well
de ned and widely in usein a numberof elds, including social,
cognitive and computersciences.

This article is divided into two parts, plus appendicesThe rst
part gives a full understandingf the basemodel, introducing the
main descriptve framavork of the model. It containsthe core of the
article,andit is intendedthatafterreadingit, onecanapplythemodel
in all its uses.

The secondpart of the article advanceson the rst, introducing
normatve restrictionsto the modelin theinterestof rigidnessandthe
creationof a commonvocahulary. This is attemptedby cateyorizing
the instanceof the variousmodel componentypesas exhaustiely
as possible.With the vocahlulary at hand, further analysisof the
interactionsof the various componentsis undertakn. The second
part closeswith a discussionof weaknesseand ambiguitiesin the
model and other areasof future work.

Appendix | gathersthe terms usedin the model in a glossary
In appendixll, the modelis put to the test of describingdifferent
gamingculturesaroundthe world. Finally, in appendixll, the model
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 as possible.Someof the termsselectedare hovever
alreadybeingusedwith varyingmeaningsn the generakole-playing
community The readeris advisedto seethe de nitions given here
as normatve with regardsto the model, and readno more into the
termsin relationto the modelthanis givenin the term descriptions.
In the text of the article, capitalizedwords refer to ProcessModel
de nitions, lower casewordsto commonlanguageconcepts.

PART 1: THE DESCRIPTIVE FRAMEWORK OF THE PROCESS
MODEL AND APPLICATIONS

In this part, rst a generaloutline of how role-playingis perceved
throughthe modelis given. A generaldescriptionof the descriptie
framework of the modelfollows, after which the individual compon-
entsof the modelare explained.Finally, in chapterlll, the modelis
putto use, rst in analyzingandplanningsessionsthenin describing
preferencesndplans.

Il. THE DESCRIPTIVE FRAMEWORK OF THE PROCESS MODEL

A. TheDe nition of Role-Playingas SeenFromthe Viewpointof the
ProcessModel

To understandhe basisof the ProcessModel, it is usefulto offer
a descriptionof how the act of role-playinglooks from the viewpoint
of the model. To accomplishthis, the act of role-playingmust rst
be de ned, alongwith a few formalizations.

For the purposeof the model, role-playingis de ned as ary act
in which an imaginaryreality is concurrentlycreated,addedto and
obsered, in such a mannerthat these componentacts feed each
other This de nition of role-playingis left intentionally as openas
possible,including for example improvisational theatey children's
play, collaboratve story-telling and imagining alone. It is not all-
inclusive, however. The requirementhatthe creationandobsenration
feed into each other rules out for example computerrole-playing
gamegwhenthey arenot usedasanaidein imagining)andlistening
to or readinga story (thoughnot improvising one).

The facts,expectationsand hopesaboutthe imaginedreality being
explored, asexperiencedby anindividual, de ne a conceptuakpace
referredto as the Imagined Space.When role-playingin a group,
the ImaginedSpacef the individual participantsoverlap to create
a Sharedimagined Space(SIS) with regardsto which the majority
of interactionpertainingto the gameis enacted.

The ervironmentin which this interactionis enacteds the Shared
Spaceof Imagining (SSol),a conceptthat includesthe Sharedima-
gined Space put also all the otherfacts,expectationsand intentions
concerningthe act of role-playing, like unspolen or spolen social
contractspertainingto how the gameis played.

Theterm SharedmaginedSpaceoriginatesirom discussionst the
Forge'. The conceptof an individual's own Imagined Spaceis not
usedtherehowever, and neitheris the conceptof a SharedSpaceof
Imagining,thougha highly similar termin Forge-speaks the Social
Contract.For the currentde nitions of theseterms, seethe Forge
Provisional Glossary[].

In sometexts, particularlyin the Nordic tradition of role-playing
theory the term Diegesisis used,but thereis debateon if it should
be de ned the sameas Imagined Space[2]or the sameas Shared
ImaginedSpace[3 The term de nitions given here are an attempt
to betterdistinguishthe conceptsrom eachother

A descriptionof how the model seesthe actualact of role-playing
can now be given. The ProcessModel of Role-Playingseesrole-
playing rst andforemostasa processsomethingthat happensand
goeson in a time-frame. Inside this process,multiple concurrent
but distinct subprocessesan 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-playing sessionby thesevarious processesre
hopefully enjoyable, bene ting the participantsin someway:. If they
do not, they canbe consideredosses.

The needsof the various processesn terms of techniquesand
decision-makingconsiderationsvary, sometimescoinciding, some-
timesbeingat oddswith eachother Processebene t from methods
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and other processeghat supportthem, leadingto a more optimal
gain of benet, while conicting processesand methodslead to
the poor running of the affected processesdiminishing the bene ts
gainedthereof. The driving idea behindthe researctpresentechere
is thatby understandingndintelligently selectingthe processesand
methodsused, and controlling the circumstanceghat affect them,
wantedbene ts can be maximizedand unwantedlossesminimized.

B. Overviav of thecomponentypesrecanizedin the ProcessModel
of Role-Playing

The ProcessModel of role-playingforms aroundfour main types
of component@andtheir interactionsThe main componentypesare
Circumstancesylethods,Processeand Results.The relationshipsof
thesecomponentypesarevisualizedin gure 1.
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A owchart shawing the relationshipsof the componentsof the

A Resultis what comesout of the role-playing sessionwhat the
people engagingin role-playing get out of it. Wanted Resultsare
called Bene ts, while unwantedResultsare termedLosses.

Feedingto the Resultsare a numberof Processedyoth Socialand
Role-Playing Processedescribewhatactuallyhappensnsidearole-
playing sessionThe Role-PlayingProcesseslescribewhat qualities
are being createdor explored in the role-playing sessionand how,
while the Social Processesre generalforms of social contactthat
happento coincidewith role-playing,but are not actually tied to it.
Both types of Processeslescribewhat the meansthat lead to the
differentResultsare.

While the Processesre the meansto the Results,they are in
turn constrainedand guided by Circumstancesand Methods. Cir-
cumstancesire ary statesof affairs that affect how the role-playing
group enactsthe various processesMethodson the other hand are
the agreed-upomeansand rules by which the actionspertainingto
the role-playing sessionare undertaken. The in uence is not one-
way however. The Processegan affect the Circumstanceswhile
the Methods actually used are usually chosenfrom an available
setdependingon the needsof the Processedrinally, an intentional
alterationof Circumstancess a Method,while the choiceof Methods
canbe limited by the prevalent Circumstances.

In the following, the four componentypesare discussedn more
detail, in turn describingthe Results,ProcessesCircumstancesand
Methods.

C. Results

The term Resultin the ProcessModel describeghe nal wanted
or unwantedoutcomesof the interactionof the variousRole-Playing

ProcessesThey are further subdvided into Bene ts and Losses.

Bene ts describethe reasonswe role-play what we gain from
participatingin the role-playingprocessSampleBene ts arefor ex-
amplepositive emotionalexperiencesarisingfrom the game,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-playing sessiongoesawry. They can be for example boredom
arisingfrom anunsuccessfudessiontheworseningof socialrelations
or unpleasanemotionsarising from role-playing.

A suggestediormatve categorizationandfurtherexamplesof role-
playing Resultsare given in chapterlV-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 characteristicef Processesre asfollows

A Procesgroducessomemeasurablejuality in a role-playing
session

The amountsucha quality is presentor is realizeddependn
how play is conductedje. affectedby how decisionsare made
by the playersor by how the playerschooseto experiencethe
SharedimaginedSpaceor, in mostcasespy both.

The qualitiesproducedcan be mappedto the various Results.
TheProcessearedistinctentitiesin andof themseles.If arole-
playing sessionis permeatedyy a single Processthat Process
can even be seenasthe primary act, role-playingmerely being
the means.

The Processesre further subdvided into Role-PlayingProcesses
andSocialProcessesSocial Processearegeneralsocialinteractions
that could as easily coexist with other actvities, and are therefore
not given much thoughthere.Samplerole-playingprocessesre for
exampleexploring the personalityof a charactercompetitionamong
the players using the experiencesystemand number of monsters
killed asa measureof competencegr exploring a moral dilemmaby
playing the varioussidesof it.

A suggestednormatize cateyorization and further examples of
Processeare given in chapterlV-B.

E. Methods

While Processesell us what happensin a role-playing session,
Methodstell us how it happensThey are ary singulartechniques,
rules or contractsthat are used or referredto in connectionwith
a game. A method can be arything from playing in a certain
game-vorld to hitting a random player in the headwith a mallet
occasionallyto keepingyour eyes shutthe entire session.

The relationship between Methods and Processess twofold.
Firstly, Methodsare chosenfrom thoseavailable in accordancevith
the needsof the various ProcessesSecondlyand cornversely the
Methodsusedconstrainand guidethe gameso asto promotecertain
Processeswhile hinderingothers.In doing so, they also affect what
Bene ts the Processegroduce.

The most important method choice in role-playing is discussed
belon. A few othersare given as examplesin chapterV.

1) Authority over the Shaed Imaginary Space: The single most
important choicesshapinga role-playing sessionare the Methods
usedto distribute authority over the SharedmaginedSpace Usually
this authority is subdvided into authority over the inner world of
playercharacterandtheir actions,authorityover the actionsof other
entitiesof the SIS and nally authority over resolutionof events.



In traditional tabletop role-playing games,usually players have
absolutecontrol over their charactes inner world and their choices
of actions,while the gamemastehas similar 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 gamemastewith his godlike ability
to ignore or bendthe ruleswhen he wants.

In gamesof co-operatie story-telling without a gamemasterthe
nal authorityover all mattersusually restswithin the gamesystem,
tasled with resolvingary con icts thatarisebetweerthe storytellers.
Usually the drive for social consensuss 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 trustedto the likening of the actual laws of
natureto the laws of natureof the SharedimaginedSpaceand the
strong drive for silent social consensuswith authority resting on
speci ¢ rulesfor necessarynappingdiscrepanciesike injury, death
andtechnology

F. Circumstances

Circumstanceareary parametershataffectthe game.They differ
from Methodsin that Methodsare chosenand agreed-upormeans
of interactingwith the SIS, while Circumstancesxists in and of
themseles. Example Circumstancesare for example the mood of
the players,the amountof outside disturbancein the place where
the gameis playedand the social relationshipsbetweenthe players.
An important Circumstancethat exists in almostall gamesis the
gaming history, particularly the facts alreadyestablishedbertaining
to the SIS.

Circumstancesnteract with Methods however, where a Method
is usedto changea CircumstanceSo, while the numberof players
shouldbe consideredh Circumstancechanginghe numberof players
dynamicallyin responsdo somein-gamesituationis a Method.

I11. USING THE PROCESS MODEL
A. Using the ProcessModel for Analyzingand Planning Sessions

Themainuseof the processnodelis in analyzinghow thedifferent
componentsupportor hindereachother For this purpose because
the componentsf the model are distinct and completeentitiesin
themseles,theinteractionsbetweerthemcanbemodeledasa simple
support/hindedichotomy

Also, in this context, the choosingof Methodsaccordingto Process
requirementsas well as the restrictionsCircumstanceplace on the
available Methods lose signi cance. The resulting simplied ow
is visualizedin gure 2. Methods and Circumstancessupport or
hinderProcessesyhile Processeaffect eachotherandtherealization
of Results.Of the two remainingfeedbackloops, the one directly
betweentwo Processess the moreimportant,andthankfully usually
both easyto recognizeandanalyze The morecomple interaction,in
which a Processaffectsanotherindirectly throughaffecting Circum-
stancesfortunatelyproved in our six monthsof testingthe modelto
be infrequentand/orinconsequentialand can thus often be ignored.

A owchartdepictingthe support/hinderrelationsof components
of a samplesessioncan be seenin gure 3. Sucha owchartis
of necessitya conglomeratedescription,becausethe relationships
betweenthe componentshangeover time inside a sessionln cases
wherethis is problematic,multiple o wchartsfrom different points
of time or differentviewpoints canbe crafted.

In the example,Meaning,a positve emotionalconnect,hasbeen
generatedhroughthe Explorationof a Theme.Therewasalsosome
Competition among the players, but no-one actually enjoyed that
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Fig.2. A owchartshaving the support/hinderelationshipsf the compon-
entsof the model
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enoughto gain ary benet from it. In contrast,the existence of
Competition was seento pollute the Exploration of Theme with
incompatiblepriorities.

The Method of Distributing Paver over the SharedImaginary
Spaceto All Playersandthe Method of EncouragingDiscussionof
PotentialFuture Plot Twists were seento help in Explorationof the
Theme,while certainaspectof the ruleswere seento be the forces
fosteringthe air of Competitionamongthe players.The Circumstance
of Player Tirednesswas seento hinder both of the Processes but
corversely by keepingthe playerson their toes and thus reducing
PlayerTirednessthe Procesof Competitionactually endedup also
indirectly bene ting the Explorationof Theme.

This samesimple formalization of interactionscan also be used
to plan future sessionstrying to predictwhat the interactionsof the
various componentswill be and selectinga blend that supportsthe
mostwantedcomponentbest.Perfectsupportbetweernthe Processes
is extremelyhardto obtainandperhapsiot evenadwantageous— hu-
mansare extremely good at adapting,and cross-Procesmiterference
can be easily forgiven if the Processestill provide a good enough
yield of Bene ts.

B. Using the ProcessModel for StatingPrefeencesand Describing
Future Session®r Campaigns

When using the conceptsof the ProcessModel for stating play
preferencesor describingvisions of future sessionsor campaigns,
one should always start with the Bene ts desired.After that, other
layersof componentsanbe 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 Meaning and Entertainmentrom role-playing”, or “I'm
thinking my next campaignwill be pure Meaning”.

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

Finally, if necessaryMethod restrictions can be added: “I'm
interestedn gaining Meaningand Entertainmenfrom 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 campaigrwill be pure Meaning,throughthe
Exploration of Moral Social Dilemmas,with Much SceneFraming
Power Given to the Players”.

In this way, the preferencestatednever losesightof whatactually
is important.all role-playingthatis enjoyablemustleadto a Bene t,
and that Bene t must come through a Process.A plain statement
like “I wantto play a gamewith Purein-SIS CausalitySimulation”
guaranteesan enjoyable gameonly in the rare circumstancethat
actually all Processesind Bene ts are equally palatableto the one
giving the statement.
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PART 2: NORMATIVE CATEGORIZATIONSOF THE
COMPONENTSAND ANALYSIS

In this secondpart, the two componentypesof Resultsand Pro-
cessesregiven suggestechormatize cateyorizations.The reasorfor
creatingsuch cateyorizationsis simple: with a commonvocatulary
exhaustvely partitioningthe conceptspace speechhetweerdifferent
usersof the modelis mademucheasier This alsogivesus clearcut
targetsfor interactionanalysisbetweenthe componentsThis factis
takenadwantageof in chapterV. The numbersof both Circumstances
and Methodsare nearlyin nite, andthus,no de nitive lists of them
canbe given.

1V. NORMATIVE CATEGORIZATIONS OF THE COMPONENTS
A. Results

The cateyorization of Resultsin the normatie version of the
ProcessModel is basedon identifying generaltypes of enjoyment
anddiscomfortarisingfrom Role-PlayingProcesseBene ts created
by other Processesare only skimmed.

The Bene ts recognizedn the currentversionof the modelareas
follows:

Entertainment Enjoyment of fun, being togetherand passingthe
time.
Learning Gaining new knowledge or understandingafrming or
questioningold knowledge, spiritual growvth andre ection.
Meaning Enjoyment of an emotional experience,resonancewith
establishedhoughtconstructs

Aesthetic Appreciation Artistic appreciation,enjoyment of beauty
andform.

Social Bene ts Positve changesin the social spherearising from
role-playing,for examplethe strengtheningf social bonds,or
gettingto know the other playersbetter

amplesession

Physical Bene ts Positive changesn the physicalspherejncreased
tness, improved body language physicalpleasure.

The Lossesmirror the Bene ts, being:

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

False Knowledge Misinformation, incorrect or misleading under
standing.

Unwanted Emotional Experiences Unwanted negative emotions,
overly intensve experiences.

Aesthetic Failur e Failure of form, frustrationcausedyy unengaging
aestheticaspirations.

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

Physical Hindrances Negatie effectsin the physicalspherecatch-
ing a cold, sprainingan ankle, suffering a hangwer.

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

1) Entertainment: The most commonBene t gainedfrom role-
playingis EntertainmentBeing togetherwith friends,having a good
time, twisting the gameinto somethingunny. Theseall belongunder
the headingof EntertainmentEntertainmentis the lighter side of
role-playing,the passingthe time aspectof it.

2) Learning: The Bene t of Learningappliesequallywell to the
study of ancientGreecethrougha role-playinggameas it doesto
learning how to deal with emotional situationsthrough the game,
encompassingqually the acquisitionof factualknowledge as well
as experience, self-knavledge and understanding.Sometimesthe
understandingjainedthroughgamingcanbe faulty howvever, leading
to the Loss of FalseKnowledge.

3) Meaning: Meaningis de ned as an emotional connectwith
the gamecontent,beit fear, suspenser aremembrancef pastlove,
aslong as it is wanted.The ip-side of Meaning are Unpleasant,
Unwanted Emotional ExperiencesMeaning is usually approached
via empathyor sympathyfor, or immersionwith the charactersbut
can also be obtainedthrough ary other means,for example when
suspensés beingcreatedby competitionamongthe players.

4) AestheticAppreciation: Aesthetic Appreciationis the enjoy-
ment of form and beautyin itself, the satishction one gets from
a perfectly composedscenein the gameor from the simple joy
of applying a well-designedrule system.Aesthetic Failure is the
result when these aspirationsfail, when a rule mechanicleadsto
frustrationor whenthe personframing the scengjust fails miserably
in corveying arything to the other participants.



5) SocialBene ts: The Resultsof play are Social Bene ts when
the play-experiencechangessomethingin the social spaceof the
participantsfor the better Usually this happensbecauseof Social
Processedyut canalsobe causedby Processesf Roleplaying.This
canbe for exampleby transferencef inter-charactesocialcohesion
to the actual participants,or when exploring the gamecontenttells
the participantsmore abouteachother Social Dysfunction appears
when the Processeproducenegative social resultslike distrustor
hatred.

6) PhysicalBene ts: PhysicalResultsare normally encountered
only in live-actionrole-playinggamesand even therethey aremost
often unintended,being a side-efect of the Method of Equating
PhysicalSpacewith the SharedimaginedSpace.Thus, they are at
bestat the very edgesof Role-PlayingProcessedyut are mentioned
herefor completenessthey includefor examplea full stomachfrom
anin-gamemealor increasedtness from spendingime outside.The
oppositeof PhysicalBene ts are PhysicalHindrances.

B. Processes

The major normative Role-PlayingProcessesliscernedare rst
listed here,then explainedbelaw:

Competition The pursuitof victory

Tension Maintenanceand enjoyment of tension

Challenge Thebestingof challengeandthe overcomingof adwersity

Exploration of an Entity of the Shared Imagined Space
Exploring the mary-fold interactions a single entity has
with others.

Exploration of a Conceptthrough the Shared Imagined Space
Exploring a conceptthrough its expressionsin the Shared
Imagined Space, and bringing forth such expressionsto be
explored.

Immersion Equatingthe self with an entity of the Sharedimagined
Spacefeeling and acting as that entity

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

Thus, also in the context of a role-playing game, this Process
requiressomeform of measuringgompetenceheit experiencepoints,
characterlevels or simply giving implicit social appreciationto
whoever solves a puzzle rst. An importantelementin Competition
is Tactics.Tacticsis the subprocessf both optimizing resourcegor
maximum potentialand also the actualact of ponderingsituational
choicesin relationto their expectedbene ts. A pureimplementation
of a gamesupportingCompetition,alsofrom the gamemasterpoint
of view canbe foundin 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
peopleseemnto playin awaywhich keepsTensionashigh aspossible.
This is the style of play where,in orderto keepthe winneruncertain
for aslong as possible,peoplegive slack to thosewho have fallen
behindanduseothermeango keepthe playing 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
acknavledging a small victory for himself.

Like Competition, Tensionrequiresat leastsomeform of meas-
uring competenceand also employ/s a greatdeal of Tactics.A good

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

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

The challengegut beforeplayersin the Proces®f Challengeneed
to befair, ie. not so easyasto not really be challengingat all andnot
so hardasto halt progressin role-playinggamesthis balancingor
“fair challenge’inherentin all of Competition, TensionandChallenge
is most often seenas the responsibility of the gamemasterwho
in traditional role-playing gamesis given way too much power to
actuallyCompetewith the players.Thus,mostly the gamingsystems
suitablefor Challengeare the sameasfor Tension.

4) Exploration of an Entity of the Shaed Imagined Space:
Explorationof an Entity of the SharedmaginedSpacds a procesf
obseration. It meanstaking an entity, and exploring the interactions
of thatentity with its surroundingsThe entity neednotbea character
it canbe a medieval village or the love of two individuals. What is
importantis thatit is a distinct, whole entity andthatiits interaction
with otherelementss the focusof the exploration.In Explorationof
an Entity, the entity will also discussedas an indivisible whole, so
that for example when studyinghowv a medieval village dealswith
the outside in uences of church and state, or the rise of internal
tensionsthe individual villagers comprisingthe village arein at best
asecondaryole, thevillage beingthoughtof asanactie entity itself.

5) Exploration of a Conceptthroughthe Shaed Imagined Space:
The ip-side of the Explorationof an Entity is the Explorationof a
Conceptthroughthe SharedimaginedSpace.The two forms differ
in focus.In the Explorationof a Conceptthe focusis on a concept,
which is thenexplored possiblythroughnumerousexpressionsn the
Sharedimagined Space.Again, the subjectof the exploration can
vary wildly, from exploring the sidesof a moral dilemmathrough
investigatingthe conceptof psionic abilities to the study of social
dynamicsof clan life.

Thesetwo last explorative processegreinterestingalsoin thatin
them, the two sidesof interactingwith the SharedimaginedSpace
are more clearly separate After the subjectmatteris injectedinto
the SharedimaginedSpace,it mustsomehw 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 Processas it always needsthat some subjectmatter
be broughtin to the SIS to obsere. Only in this combinationis it
whole.

6) Immesion: Immersionis the processof becominganother
entity, thinking, feeling and acting as that entity. It is a process
going beyond mere Empathy the generalmethodof relatingto and
experiencingthe SharedmaginedSpace To Immerseis to be, to feel
inside.It hasfew counterpartsn othermediasmethodactingperhaps
comingclose,while for examplefeelingwith the charactersn abook
or a Im is Empathy feeling from the outside.While Immersionis
generallypossiblewith only onetarget, Empathycanbe felt for other
playerscharacteraswell asfor otherentitiesin the SIS.

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

Immersionis the playerassuminghe identity of the char
acterby pretendingto believe heridentity only consistsof
the diegetic [Imagined Space]roles[3]



The article by Pohjola also containsa chapteron Inter-Immersion,
describingwhat would in terms of the ProcessModel be multiple

Processesf Immersionsupportingeachother with somereferences
alsoto supportingMethods.

V. ANALYSISOF TYPICAL COMPONENT INTERACTIONSIN THE
MODEL

While it is useful to rememberthat none of the support/hinder
relationshipsbetweenthe componentsof the model discussedin
chapterlll-A are absolute,there are mary common patternsthat
usually hold. This sectiontries to analyzesome of them, starting
with the Processe®f the normatve versionof the model and then
moving on to a few sampleMethods.

7) Process:Competition: Usually, Competition co-exists poorly
with theotherProcesseshegroundgor decision-makingequiredin
Competitionarevery rarelyin syncwith the decision-makingyrounds
of otherProcessedlith Tension,Competitioncancoexist for aslong
asotherfactorslik e the gamerulescankeepTensionalive. Whenthis
is the case,the decision-makingpriorities betweenthe two are the
samelt is only whenbalanceis broken that problemsarise,but then
they may be as severe aswith all the other ProcessesWith respect
to Challengethe situationis muchthe same.

8) ProcessTension: Tensionsharesnuchof the sameinteractions
as Competition. It can rarely truly coexist with most of the other
Processedut becauseheimperatize to do well is notasstrongasin
Competition,it may be easierto blendwith the others.For example,
in a murder mystery game, Tension (and even Competition) could
exist alongsidethe Explorationof detectve work or even Immersion,
with the variouscharactersacingto nd the murdererrst. Tension
and Challengeare mutually compatible.

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

10) Process:Immesion: Immersionis a companionof the Ex-
ploration of an Entity. The two cansharethe exact spacefor a long
time, sothatthe otherplayersget Explorationandthe onelmmersing
into the entity getsImmersion.

ThoseCompetingwill not be botheredby Immersionistamuch—
exceptif they perceve atotal lack of challenge but anyone valuing
Tensionmay be spoiledby having to keepdraggingthe Immersionists
alongto keepit going. Challengeis alsousually unafected,aslong
asthe one Immersingdoesnot inadertently 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 leastfor that
player it completelyreplaceshe Exploration.

As for the otherprocesseghey arenot very much constrainedy
the Explorationof an Entity, unlessthey touchon that Entity directly
and profusely

12) Process:Exploration of a Conceptthroughthe SIS: Explora-
tion of a Conceptdoesnt often do really well with the Exploration
of an Entity. They approachexploration from too different vantage
points,with the Explorersof a Conceptwantingto inject thatconcept
into all interactionswhile the Explorersof an Entity would just like
to seethatentity interactwith a multitude of differentelementsWith
the other Processeshe situationis similar.

13) Method: Consequenc®ules: Consequenc&ulesare a rule
Method that describesthe consequencesf a charactersactionsin
relationto a meter In turn, the value of this metermeasuresome
importantaspecbf thecharacterandalsoaffectshow he canfunction
in the game-vorld. Examplesof such mechanicsare the humanity
mechanicin Sorcerer[4 and all the attributes of characterdn My
Life With Master[§.

Thesemethodsare directly built for a subclasf the Exploration
of a Concept,the exploration of the consequencesf one's actions.
In relationto the other processestheserules are usually reasonably
isolated.However, Immersioncan suffer from ary forced behaior
resultingfrom the Consequenc®&ules.

14) Methods:Useof Only In-Character Knowledg, In-SISCaus-
ality and Realism: Use of Only IC Knowledge, In-SIS Causality
and Realismare all Methodsdrawving a border betweenthe Shared
Imagined Spaceand the SharedSpaceof Imagining. They all deal
with insulating the SIS from outsidein uences to various degrees
andin 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
adherenceo an In-SIS simulationof event causesand effects. This
supportsthoseProcesseshat bene t from an ability to conclusvely
and believably rationalize events from a purely in-SIS perspectie.
Immersionagaincertainly quali es, but also someforms of Explor
ation of an Entity would probablybene t.

Finally, Realismor perhapdettertermedbelievability with respect
to genreconventions,is a looserrestriction,only requiring that ary
changeto the SIS can be rationalizedas believable after the fact.
Usually, this is sufcient for maintaining Empathyin Exploration,
but the mere act of applying outsiderationaleto decisionscan be
enoughto breaklmmersion.

The Processe®f Competitionand Tensionboth suffer from all
theseMethods.

V1. DiscUussioN AND FUTURE WORK

The conceptof a Processwhile intuitively very simple,is actually
quite comple&, with mary adjoiningconceptsThus,while theauthors
of this paperare certain that the central conceptof a Processis
a worthy one, there may be other tied concepts,subconceptand
conceptrelationsstill hiddenbeneaththe conglomerateéProcess.

The major normative Processesre also perhapsnot as intuitive
as possible.They seemto partition the typesof extant role-playing
processesuite well, however. Still, the descriptve part of the model
works just aswell with more free-form components.

If one goesfar enough,mary of the normative Processesan be
seenasthe Explorationof a Conceptthroughthe SIS, for example
Immersionbeingthe Explorationof Immersionthroughrole-playing,
andso on. Furtherthoughtis neededo clearthe matter

A big eld for future work will be to furtheranalyzethe common
interactionsbetweenthe various Methods,Processeand Results—
andin breakingthosedefaultsby applying new, innovative methods.

ACKNOWLEDGMENTS

First andforemost,thanksto Ninnu Alanenand Meri Huuslonen,
two membersof our working group who partedwith us beforethe
modeleventually took form, but whoseinput still helpedto mold it.
Thanksmust also be given to all the other peoplewho role-played
with us bothin the six monthsof formulating this modelandin the
later six monthsof testingand validation.



JonathanValton's poston the Forge thatlater grew into an article
on rpg.net[6]aboutvaluesin role-playingpromptedusto re-evaluate
andrephrasesomeof our normative Resultcategorizations.

Thanksmust also go to all thosewhosediscussionsaboutrole-
playing theory we have listenedto, both at the Nordic corventions
and at the Forge, and all the role-playing theoriesthat have come
before.Specialthanksto the peopleof the IRC channel#ropeteoria,
with whom mary an enlighteningconversationhasbeenhad.

Finally, thanksto RyanRohdeHansenQlli Kantola,MarkusMon-
tola and Eero Tuovinen, who all provided valuablepeercommentary
on the article beforethe nal submission.

REFERENCES

[1] R.Laws, Rune Atlas Games_2001.
[2] J. Tweet, M. Cook, and S. Williams, Dungeons & Dragons Player's
Handbook Wizardsof the Coast,2003.
[3] M. Pohjola,“Autonomousdentities— immersionasa tool for exploring,
empavering and emancipatingdentities, in Beyond Role and Play —
Tools, Toys and Theory for Harnessingthe Imagination M. Montola
andJ. StenrosEds. Ropeconry, 2004, pp. 81-96.[Online]. Available:
http://wwwropecon. /brap/
[4] R. Edwards,Sorcerer. Adept Press2001.
P. Czegge, My Life With Master Half Meme Press,2003.
[6] J. Walton. (2004) The ne art of roleplaying, part 9:
Conclusions. [Online]. Available: http://wwwrpg.net/ne/s+reviews/
columns/ neart18jun04.html

APPENDIX |
GLOSSARY OF TERMS USED IN THE PROCESS MODEL

A. DescriptiveFramevork

Imagined Space A conceptuakpacede ned by the facts, expecta-
tionsandhopesabouttheimaginedreality explored,asperceved
by anindividual.

Shared Imagined Space The intersectionof the Imagined Spaces
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.

Benet 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, measurablejuality.

Social ProcessA processoperatingin the sphereof generalsocial
interactions

Role-Playing ProcessA procesgarticularto theactof role-playing,
especiallyoperatingthroughthe SharedimaginedSpace.

Method A singulartechniquerule or contractthatis usedor referred
to in connectionwith thegame.A constrainton or guideto how
the gameis played.

Circumstance A parametethataffectsthefunctioningof thevarious
Processes.

B. NormativeVocahulary
1) Bene ts:

Entertainment Enjoyment of fun, being togetherand passingthe
time.

Learning Gaining new knowledge or understandingafrming or
questioningold knowledge, spiritual growth andre ection.
Meaning Enjoyment of an emotional experience,resonancewith

establishedhoughtconstructs

Aesthetic Appreciation Artistic appreciation,enjoyment of beauty
and form.

Social Bene ts Positve changesin the social spherearising from
role-playing,the strengtheningf socialbonds,gettingto know
the other playersbetter

Physical Bene ts Positive changesn the physicalspherejncreased
tness, improved body language physicalpleasure.

2) Losses:

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

False Knowledge Misinformation, incorrect or misleading under
standing.

Unwanted Emotional Experiences Unwanted negative emotions,
overly intensve experiences.

Aesthetic Failur e Failure of form, frustrationcausedy unengaging
aestheticaspirations.

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

Physical Hindrances Negatie effectsin the physicalspherecatch-
ing a cold, sprainingan ankle, suffering a hangwer.

3) Processes:

Competition The pursuitof victory

Tension Maintenanceand enjoyment of tension

Challenge Thebestingof challengeandthe overcomingof adwersity

Exploration of an Entity of the Shared Imagined Space
Exploring the mary-fold interactions a single entity has
with others.

Exploration of a Conceptthrough 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 Sharedmagined
Space feeling and acting as that entity

4) Other:

Empathy a form of experiencingthe Sharedimagined Space.An
emotionalresponsdo or resonanceavith somethingin the SIS.

APPENDIX 11
DESCRIPTIONS OF VARIOUS ROLE-PLAYING SUBCULTURES
USING THE PROCESS MODEL

In this chapter an attemptis madeat describingvarious schools
of role-playingaroundthe world using ProcessModel terminology
This is doneprimarily in an effort to demonstratehe expressieness
of the model, and its usefulnessn formulating styles clearly and
rmly . We recognizethat suchcharacterizationsf gaming cultures
both intimately familiar and distantare very likely to causesevere
amumentsabouttherightnesof the characterizationsThus,we posit
thesedescriptionsas propositiongto be developed,and askfor some
leeway in the interestof proving the actualpoints.

A. The Nordic Live-ActionRole-PlayingCommunity

Centeredaroundyearly internationalconferencesthe Nordic live-
actionrole-playingcommunityis also an active producerof theories
concerningrole-playing.While live-actionrole-playingformsin the
various countries do differ quite much, through such conference
publicationsas As Larp Grows Up[1] and Beyond Role and Play[2]
and such larps as Mellan Himmel och Hav[3], [4], a very clear
messagés seen.Larp androle-playingare seenasa medialike ary
other andat its best,a mediafor art and/orquestioning.

This, translatedo the ProcesdModel, meansthat the Nordic larp
communityputsa clearfocuson Meaningasthe sought-afteBene t



of role-playing. The publicationsalso speakof a willingnessto try
andexperimentwith awide variety of Methodsandplay stylesin the
pursuitof this goal, thoughthereis a generalwarinessof introducing
mary actualresolutionrule mechanicsThis warinessin turn canbe
tracedto a strongdesirefor Maintaining Believability, in the Process
Model and probably also in the Nordic community seenitself as
a Method for maintaininglmmersion,a Processoften seenas very
desirableln additionto the defactobaseProces®f Immersion,most
highly acclaimedarpssuchasthe alreadymentionedMellan Himmel
och Hav have also introducedthe elementof Exploring a Concept
throughthe SIS into larping.

B. The Turku Sdool of Larping

The Turku School of Larping[d, [6] is a Finnish manifesto,
nowvadaysmostly historic but still describinga distinct style of live
actionplay. It also beautifully distills one facetof the more general
Nordic larping mode. Art, ie. Meaningis up front statedto be the
highestgoalsoughtafterin role-playing.lt is positedthatthe potential
for this Meaninghasbeencarefully craftedinto the startingsetting
of a gameby its writer, andthe playerstaskis to bring this Meaning
to the fore andexperienceit asdeeplyaspossible.lt is thenstrongly
anddirectly positedthat the Procesof Immersionbe the single best
meansof experiencingMeaning,dueto the strongand direct nature
of the experiencesgainedin that state.Methodslike Use of Only
In-CharacterKnowledge and Strict Adherenceto In-SIS Causality
and Considerationsare proscribedin turn as the meansto support
Immersion.

C. TheOld Sdool of TabletopRole-Playing

ThetraditionalFinnishway of playingtabletoprole-playinggames
is basedon the Bene t of Entertainmentwith a sidelineof Meaning.
Actual play in turn usually consistsof multiple simultaneouslyrun-
ning processesyith individual playerstaking interestand operating
accordingto only one of them. SomeMethodsare very entrenched.
Useof Only In-CharactelKnowledge,In-SIS Causalityand Realism
are all standardwith nal authority over the SIS resting rmly in
the handsof the gamemasterWhile theseMethods are primarily
Immersionand Entity Explorationsupportve, oneshouldnot assume
these Processedo dominate.While they may be more prevalent,
the whole range of Processeds encounteredwith for example
Competitionand Tensionbeing supportedby the prevalent Method
of CharacteiBalance.

D. TheVampire Live-ActionGaming Community

The Vampirelive-actiongaming community with its Mind's Eye
Theatre-rule-set[7] has never had the aversionfor rules its Nordic
counterpartriumphsin. The Method of Using ResolutionRulesin
thesegames,addedto the socially adwersarialnatureof the setting,
often leadsto strong Processeof Competition and Tension, the
meansof choice for Entertainment.On the other hand, the basic
premiseof humanityinherentin the settingis clearly a Conceptto
be Explored,resultingmostlyin Meaning.Thetwo Processeasually
both exist in a given game,but the playerswho engagen eachtry to
remainseparatdrom eachother as much as possible.Accordingto
interviews[8)], the forthcoming new edition of Mind's Eye Theatre
rules acknavledgesthis disparity allowing gamemasterso select
betweenra simple(neutral,unobtrusie) anda complex (Competition-
and Tension-suppone) resolutionsystem.

E. TheForge Narrativist TabletopCommunity

The Forge's narratvist community is self-praviding in the sense
that they play mary gamesdesignedfor themseles, by themseles.
Examplesof suchare Sorcerer[§ My Life with Master[1Q, Dust
Devils[11] and Dogs in the Vineyard[13. In the Forge lingo, nar
rativism is de ned as putting the characters in situationsof choice
whoseconsequenceare meaningfulto the player. This alludesto a
strong desirefor the Bene t of Meaning, but in actuality it seems
that easygoing Entertainments at leastasimportant.

Immersionis not usuallya popularProcessamongthe narratvists,
and neither are Competition, Challengeor Tension. Exploration of
an Entity appearshut the Explorationof a Conceptseemso be the
Procesof choice.

Methodsusedin the narratvist gamesareoftenwildly avant-garde,
with a clear de-emphasi®n In-SIS Causalityand Use of Only In-
CharacterkKnowledge.In contrast,a Method known as Observinga
Director Stancetowardsthe SIS is often emplg/ed, and Authority
over the SIS is frequently Distributed. While theseMethod choices
are common,the Methodstruly bestsupportingnarratvism seemto
be Consequenc®ules,foundin almostall the successfuharratvist
games.
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APPENDIX |11
COMPARISON OF THE PROCESS MODEL WITH OTHER MODELS OF
ROLE-PLAYING

In this chapter an attemptis madeto comparethe ProcesdViodel
with the various other models of role-playing createdbefore. The
chapteris mostly intendedfor peoplefamiliar with the respectie
models,not asa full review of them, so previous knowledge of the
other models discusseds assumed.The focus of the comparison
is on relating the modelsto the ProcessModel by analyzingdesign
purposesnduseexpectanciesandby mappingconceptdbetweerthe
models.Additionally, somethoughtsare given on what the Process



Model might have to give the other models.The modelsdiscussed
herearethe ThreefoldModel[1], the Three-Way Model[2], GNS[3],
the GENderModel[4], Glen Blacan's and Robin Laws' playertype
classi cation[5, The Big Model[€], and ChannelTheory[7.

A. The ThreefoldModel and the Three-Vdy Model

The ThreefoldModel triesto describegamingstylesthroughgoals.
Theseare not the sameas the soughtafter Resultsof the Process
Model however, but correspondmore with the Processeshe actual
form of enjoymentgainedfrom pursuingthesegoalsnot beinggiven
much thought. The Threefold Model describeshree styles of play,
Dramatism, Gamism and Simulationism. The short de nitions of
these taken from [1] areasfollows:

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

With this de nition, the Threefoldis quite vague on what actu-
ally causesenjoyment for Dramatists,it only proscribesthat that
somethingbe found in the Story The mappingof Dramatismin the
Threefoldthus dependon what actually malkes 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
challengesnaybetacticalcombat,ntellectualmysteries,
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 threefold Gamistcan be seento mapto either
or both of Tensionand Challengein the ProcessModel.

simulationist is the style which values resolving in-
gameeventsbasedsolely on game-vorld considerations,
without allowing ary meta-gameconcernsto affect the
decision.Thus,a fully simulationistGM will not fudge
resultsto saze PCsor to save her plot, or even change
facts unknavn to the players. Such a GM may use
meta-gameconsiderationsto decide meta-gameissues
like who is playing which character whetherto play
out a conversationword for word, and so forth, but she
will resolhe actualin-gameeventsbasedon whatwould
"really” happen.

Simulation, in the scopeof the ProcessModel, is not really a
Processbut a Method.The Processnostlikely involvedin Threefold
Simulationistplay will be Exploration of an Entity of the SIS, but
with the addedmethodologicalconstraintof Strict In-GameCause-
and-Efect.

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

Immersionist is the style which valuesliving the roles
life, felling whatthe role would feel. Immersionistsnsist
on resolvingin-gameeventsbasedsolely on game-vorld
considerationsThus, 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 and settingsuchthat they are
believable to the players.

While this de nition skirts the Processof Immersion,it mixes it
with other elements.The notions of realism and in-game causality
areagainMethodsin the Processviodel. The de nition alsodoesnot
male a clear differencebetweenoutsideEmpathyand Immersion.

As the Threefold model strives to describecommonmajor styles
of play, it could be bene cial to it to studythe variousplaying styles
that can be formalized using the ProcessModel (seechapterlll-B),
andseeif ary of the possiblecombination®f Bene ts, Processeand
Methodsshould rank a classi cation of their own. Careful thought
should at leastbe given to the inclusion of Immersionin the basic
model,aswell asto the omissionof Competitionin its entirety

B. GNS

TheGNSmodelis anevolution from the Threefold,anda precursor
to the Big Model, developedby Ron Edwardsat The Forge. It strove
to nd importantgoalsand decision-makingconsiderationsn role-
playingthatweredistinctfrom andincompatiblewith eachother The
model positedthat coherent,successfuplay could exist only when
just one of thesegoalswas beingrealized.

GNS de nes the elementsof Gamism, Narratvism and Simula-
tionism asfollows in [3]:

Gamism is expressedby competition among parti-
cipants (the real people); it includes victory and loss
conditionsfor charactersboth short-termandlong-term,
that re ect on the peoples actual play stratgjies. The
listed elementsprovide an arenafor the competition.

The GNSde nition of Gamismmapsneatlyandcompletelyto the
Procesof Competition.

Simulationism is expressedy enhancingone or more
of the listed elementsin Set 1 (Character System,
Setting,Situation,Color) abore; in otherwords, Simula-
tionism heightensandfocusesExplorationasthe priority
of play. The players may be greatly concernedwith
the internal logic and experiential consisteng of that
Exploration.

The Simulationismof the GNS modelmapsdirectly to the Explor-
ation of an Entity of the SharedimaginedSpace.

Narrati vism is expressedby the creation, via role-
playing, of a storywith a recognizableheme.The char
actersareformal protagonistsn theclassicLit 101sense,
and the players are often consideredco-authors.The
listed elementgrovide the materialfor narratve con ict
(again,in the specializedsenseof literary analysis).

While this de nition of Narratvism is still a bit vague, later
de nitions have equalizedit with Exploring a Premisewhich in the
ProcesdModel is a form of Exploring a Conceptthroughthe SIS.

Thus, the de nitions of the GNS seemto map quite neatlyto the
Processe®f the ProcessModel. As the GNS model has evolved
into the Big Model, what the ProcessModel could have to give it is
discussedhere.

C. GENder

The GENdermodel[4 was createdto countersomeof the ideas
expressedn the GNS model,positingthata singlegamecansupport
multiple playingstylessimultaneouslyThe ProcesdVlodel recognizes
this claim as valid, though not incompatiblewith the claim of the
GNS modelthatcoheentplay requiresthatonly onecreatie agenda
be adheredto. In termsof the ProcessModel, it can be seenthat
multiple co-existing Processesften interferewith eachotherdueto
differing supportmethodsanddecision-makingonsiderationshut as
the ProcessealsoindependenthgenerateéBene ts, they cancontinue



to co-exist without breakingthe gameas long as the interferenceis
not severe enough— especiallysince humanbeingsare so able at
adaptingto non-optimalsituations.

As for the playing styles of the GENder model, no de nitive
de nitions of themexist. Fromthe discussiongndrelatedde nitions
the following may however be gleamed:Gamistin GENderseems
to meanthe overcomingof obstacleswhatever they may be. This
de nition putsit 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, Narratve seemsto sharethe de nition of Threefold
Dramatism.

D. Glen Blacow's and RobinLaws' player type classi cation

In his book of gamemasteringadvice[d, Robin Laws describesa
playertype classi cationthatis 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 the subprocessf TacticalOptimization,a part of either
Competitionor Tension,but as it is describedin the text without
bounds,it equatesmorewith Competition.

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

The Tactician wantsto overcomeadwersity andtacticalchallenges.
This behaior canbe part of the Processesf Competition, Tension
and Challenge but in its purestform is aninstanceof the last.

The Specialist alwaysplayingandexploring a certaindistincttype
of charactercould at rst glanceseemto be Exploring an Entity, but
whatis happenings probablyactuallybetterdescribedasExploration
of whatevrer Conceptthe charactertype represents.

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

The Storyteller, on the other hand, is harderto describein
terms of the ProcessModel. Being equal to the dramatistof the
threefold model, it too lacks a clear causefor the enjoyment, only
the mediumthroughwhich it is gainedis mentioned Thus,the same
considerationspply

The CasualGamer, nally, is describedasapersorwhois playing
without specialinterestsmostly joining in to enjoy the socialaspects
of thegame.In termsof the Processviodel, he may enjoy ary of the
Role-PlayingProcesseso an extent (thoughprobablynone of them
very much), but is probably gaining somethingsigni cant from at
leastone of the Social Processeso-occurringwith gaming.

Coloring all thesede nitions is the core premiseof the book that:

Role-playinggamesare entertainmentyour goalasGM is
to make your gamesas entertainingas possiblefor all the
participants.
Taking this into account,it canbe seenhowv mary of the classi ca-
tions alsotie into animplied endBene t of Entertainment.

E. TheBig Model

As statedabove, The Big Model[6] is the currentfrom of themodel
of role-playingdevelopedat The Forge. It hasits rootsin GNS, but
thoseaspectsare only a small part of the currentmodel.

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

Social Contract All interactions and relationships
amongthe role-playinggroup, including emotionalcon-
nections, logistic arrangementsand expectations.All
role-playingis a subsetof the Social Contract.
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While the wording and intent in the ProcessModel is quite
different, the conceptof SharedSpaceof Imagining de ned here
certainlydoeshave lots of pointsof contactwith the Social Contract
of the Big Model, both conceptsbeing the containersof everything
else.

The Big Model then de nes a layer containing three Creatve
Agendas,StepOn Up, The Right to Dreamand Story Now, de ned
asfollows:

Step On Up Social assessmenbf personal stratgy
and gutsamongthe participantsin the faceof risk. One
of the three currently-recognizecCreatve Agendas.As
a top priority of role-playing, the de ning feature of
Gamistplay.
StepOn Up is a driving force behindCompetitionand Tension.In
the ProcesModel, it is bestequatedwith seekingthe speci ¢ Social
Bene t of an acknavledgmentof gutsand accomplishment.

Right to Dream, the Commitment to the imagined
events of play, specically their in-game causesand
pre-establishedhematic processesOne of the three
currently-recognize€reative AgendasAs atop 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-characteknowledge. It also hasa closerelationshipwith
the Procesof Exploring an Entity of the SharedimaginedSpace.

Story Now Commitment to Addressing (producing,
heightening,and resolving) Premisethrough play itself.
Theepiphenomenalutcomefor the Transcriptfrom such
play is almostalwaysa story Oneof the threecurrently-
recognizedCreative Agendas.As a top priority of role-
playing, the de ning featureof Narratvist play.

In termsof the ProcesdViodel, this Creative Agendacansimply be
likenedto the Processof Exploring a Premisea form of Exploring
a ConceptThroughthe SharedimaginedSpace.

At the bottom tier of the model are Techniquesand Ephemera,
describedasfollows:

Techniques Speci ¢ proceduresof play which, when
employed together are sufcient to introduce ctional
charactersplaces,or events into the Sharedimagined
Space.Mary different Techniqguesmay be used,in dif-
ferent games,to establishthe samesorts of events. A
given Techniqueis composedof a group of Ephemera
which are employed 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

Ephemerakbspectof play.

In the ProcessMlodel, theseare both compactednto the de nition
of Methods,which thenoccupiesthe exact samespaceasin The Big
Model in relationto the SIS.

The Big Model andthe ProcessVlodel arecomplementarynodels
that canbe usedto look at instancesf role-playingfrom two quite
differentviewpoints, thus possiblyfosteringa greaterunderstanding
togetherthancould be gainedfrom the viewpoint of only onemodel.
As for the part of The Big Model that continuesto study coherent
and incoherentplaying goalsand decision-makingconsiderationsit
could perhapsusethe ProcessModel as a tool in further analyzing



andformulatingthe variouscoherentandincompatiblestyles,aswell
asto probefor possiblenew additions.

F. ChannelTheory

Channel Theory[7, built upon the foundations of a solid
critique[1Q of the Threefoldand GNS, shareamuchwith the Process
Model, but also differs from it fundamentally

Both modelsleave behindthe single planarpartitioningof a space
that the older models exhibit. Both try to isolate distinct concepts
from the whole of role-playing that could be measuredndepend-
ently. The basisof classifying theseaxles are completelydifferent
howvever. ChannelTheorytries to createa thoroughdescriptionof a
gamingstyle,throughpartitioningthe axles,or Channelsinto priority
groups.Unfortunately the modelstopsat this, without describingary
relationsor interactionsbetweenthe various channels Due to this,
theapplicability of the ChannelTheorymodelis extremelylimited. It
canonly be usedto describenot analyze.The modelwould do well
to analyzethe differentinteractionsbetweenits componeniaxles.

In generamostof thetop ElementChannelof the ChannelTheory
modelcorrespondvith eitherSocialor Role-PlayingProcessem the
ProcessModel.
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