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JEMology: .

AVEGItm=\WhEre s the game played?

5 C om;rr; — What limits does the
mecl Ui place on the game?

- J,A RP — Live Action Role Playing

" 'effer — A foam weapon
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~ s Interactive Literature — A highly plot
- intensive style of LARP

® GM/DM — Game/Dungeon Master
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_ _-_g_HD eons and Dragons started as a
*ré’mework for interactive storytelling
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- -1_ n _have secret knowledge about the
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-_L *Mechanlcs need to be relatively simple

“» Alllinteraction with the world goes through
the GM
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IIE OFlr"r/uvv‘."‘i- ed threugh' the woeods
elfiel et g - monsters
> D&p) o s hind legs
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i just Killer: any more

BEVERtime, the plot becomes the game
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PIOT 1N TNE ands of the players

e competition within the game
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IENTamer s finite
Byers come and go

e story needs to come to a climax
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SHVlechanics need to be simple
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~ ®Epvironment plays a big part: college
campus, woods, hotel, etc.




SEIIPULEr Games:

e

Vel G0 tNEY OTTer:
Bt constraints aren’t really necessary?
Siiat are the actual constraints?
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> Wizl rlre. s constraints?
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> YWzl lre he benefits?
> rloyAes A ‘a game exploit the strengths?
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