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Writing Murder Mystery Party
Salon LARPs in Science Fiction, Fantasy,
and Horror

Brian David Phillips

Abstract

This essay explores the design of murder mystery party salon LARPs in science fiction,
fantasy, and horror, focusing on how structured mystery elements, character-driven
interaction, and simple special ability cards can be integrated into a cohesive interactive
narrative. It argues that effective designs balance deductive puzzle play with dramatic
performance, ensuring that clues, motives, and opportunities emerge through live social
interaction. The essay examines character construction, multi-threaded plotting, misdirection,
and genre-specific worldbuilding, demonstrating how science fiction, fantasy, and horror
reshape evidence, perception, and agency. It further presents practical frameworks for ability
design, clue distribution, and theatrical staging, emphasizing accessibility and player
engagement. Through detailed analysis and illustrative examples, the essay shows how
designers can create immersive, solvable, and emotionally resonant experiences in which
mystery and story reinforce one another while maintaining clarity, fairness, and narrative
momentum across live play, ultimately transforming social interaction into a investigative
performance space for participants.

Keywords: murder mystery salon LARP, special ability cards, genre-based interactive
storytelling, character-driven mystery design, immersive theatrical gameplay, science fiction
fantasy horror LARP

Opening the Door: What Happens When Mystery Meets
Living Story
There is a special sort of delight in gathering a room full of apparently civilized

people, handing them elegant costumes, private grudges, suspicious documents, and
a handful of dangerous abilities, and then watching the social fabric tear open around
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one freshly inconvenient corpse. That, in a rather tasty nutshell, is the attraction of
the murder mystery party salon LARP. It is a hybrid form, and hybrids are often
where the interesting creatures live. We are dealing here with a structure that
borrows from party game design, live-action roleplay, chamber theatre, interactive
fiction, detective storytelling, and speculative worldbuilding all at once. When it
works, it feels sharp, social, and deliciously unstable. When it fails, it becomes a
room full of baffled people in hats. So let us aim for the first version.

A murder mystery party by itself usually promises a puzzle. A crime has happened.
A set of suspects exists. Clues are hidden in documents, gossip, props, testimony, or
staged discoveries. Participants compare information, perform suspicion, and try to
determine who committed the crime and why. A salon LARP, by contrast, promises
character-centered live play. The focus falls on interaction, revelation, secrets, social
pressure, and the emergent drama created when players embody roles in a bounded
space. Put them together, and the resulting form is not merely additive. It becomes a
live social engine in which character play is the method of investigation and the
mystery is the frame that gives everyone something urgent to do.

Now add science fiction, fantasy, or horror, and the machine becomes more volatile
in the best possible way. A straightforward realist mystery asks who lied, who had
access, who had motive, who had the opportunity, and what evidence can withstand
scrutiny. A genre mystery asks all that and then, because it likes to make life
difficult, asks whether the witness was remembering the same timeline, whether the
suspect in the room is the original body or a clone, whether the prophecy was
mistranslated, whether the ghost is telling the truth, whether the ritual mark is a sign
of guilt or protection, whether the station Al edited the logs, whether the victim is
technically dead at all, and whether anyone in the room is entirely human. You see
the appeal. We are still dealing with mystery logic, but reality itself now has rougher
edges.

That is precisely why writing this form demands care. Genre is not a free pass to
abandon causality. On the contrary, once you introduce powers, curses, telepathy,
resurrection, sentient systems, body doubles, and haunting phenomena, the need for
clear design becomes greater, not smaller. The writer must establish what is possible
in the world, what is not possible, what people believe is possible, and how those
beliefs shape suspicion. Players should feel uncertainty, wonder, dread, and delight.
They should not feel that the game is cheating them. The mystery must remain
legible even when the world is strange.
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The salon setting matters too. We are not talking here about sprawling outdoor
campaign LARPs with combat resolution, extensive travel, and long-form character
advancement. We are talking about intimate, room-centered, socially driven play.
The cast may be six players or twelve or twenty, but the dramatic energy comes
from conversation, confrontation, confession, accusation, alliance, and scene work.
The body may be found in a drawing room, a throne chamber, a starship lounge, a
necromancer’s observatory, a crumbling chapel, a private club on Mars, a haunted
hotel, or a floating sky embassy. Wherever the setting, the design goal is the same:
create a pressure cooker in which every person present has reason to care, reason to
hide something, reason to seek something, and reason to fear what the others may
learn.

That pressure is made richer by the use of simple special ability cards. This is one of
the truly elegant tools of the form. Rather than constructing a cumbersome rules
engine for every supernatural, technological, or psychic effect in the setting, the
writer can package powers into clear, limited, dramatic interventions. A card may
allow a telepath to ask one question that must be answered honestly. A hacker may
access one restricted log. A medium may commune with the recently dead once
during the game. A sorcerer may identify whether an object has been magically
altered. A precognitive may request a symbolic omen from the facilitator. A
shapeshifter may briefly reveal that they have been seen in two places. The key point
is that these abilities are simple, bounded, and theatrical. They do not replace
roleplay. They sharpen it.

In practice, the strongest games in this form do several things at once. They create a
fair and engaging mystery. They distribute information across characters in such a
way that social play becomes necessary. They give every suspect plausible reasons
for guilt. They provide red herrings that are not random nonsense but meaningful
alternate explanations. They use genre elements to intensify theme rather than
merely decorate the setting. They employ special abilities as narrative permissions
rather than as bloated mini-games. And they stage the whole experience with enough
theatrical instinct that the evening feels like an unfolding event rather than a packet
exchange with costumes attached.

That last bit matters more than some writers realize. A good murder mystery salon
LARP is not just solved. It is experienced. Players remember who the killer was,
certainly, but they also remember the moment the ghost box finally spoke, the
instant the queen’s oath shattered the room into silence, the revelation that the
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android had kept the victim’s last message hidden out of love, the unnerving
discovery that the oldest portrait in the manor had changed expression after the lights
flickered, and the terrible dignity with which the suspect walked into the accusation
scene knowing they had lost everything two acts before the truth was spoken aloud.
Those are the moments that give the form its power.

So the aim of this essay is not merely to say that such games can be written. Of
course they can. The aim is to examine how to write them well. We are going to look
at structure, motive, misdirection, character construction, clue ecology,
worldbuilding, theatricality, timeline design, special ability cards, genre-specific
pressures, and revelation architecture. We are going to look at why the mystery must
remain fair, why every secret need not be about the murder, why powers should
complicate rather than dissolve logic, and why players need reasons to talk to one
another beyond simply swapping alibis like miserable accountants at a homicide
convention. We are also going to ground the discussion in examples from science
fiction, fantasy, horror, and interactive mystery design, because theory without
example is a bit like a séance without a ghost. One can still hold it, of course, but the
room may leave disappointed.

In short, we are going to treat the murder mystery party salon LARP as a serious,
flexible, mischievous narrative art form. Which, frankly, it is.

Anatomy of the Hybrid Form

To write this sort of game effectively, one must first understand what the form is
doing. Too many writers approach it as though they are merely bolting one thing
onto another. They take a commercial murder mystery party framework, sprinkle in
a few roleplaying instructions, toss in a vampire or a starship, and expect the whole
thing to come alive on its own. Sometimes it limps. Rarely does it dance. The hybrid
form has its own internal logic, and unless the writer understands that, the design
will feel uneven.

A traditional murder mystery party is usually built on a controlled information
structure. There is a crime, a limited pool of suspects, a set of clues, a sequence of
discoveries, and a final solution. Even when the tone is comic or light, the
underlying contract with the participants is deductive. They believe there is an
answer. They believe the answer can be reached through interpretation of evidence.
They expect certain pleasures: suspicion, revelation, misdirection, pattern
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recognition, and eventually the snap of understanding when disparate facts lock
together.

A salon LARP is structured quite differently. The central pleasure there is not
deduction alone but inhabitation. Players are not only analyzing; they are
performing. They are using voice, posture, conversation, timing, silence, and
reaction to bring character into the room. The event is live and social. Information
does not merely sit on paper waiting to be noticed. It moves because people choose
to reveal, conceal, distort, trade, weaponize, or confess it. The drama emerges from
those interactions. A salon LARP without pressure becomes a polite costume
gathering. A salon LARP with proper pressure becomes riveting.

When the two forms merge, the critical move is this: the mystery must be solved
through play rather than around play. That distinction is essential. In a weak design,
roleplay is decorative. Players perform lightly until they decide it is time to get
serious, at which point they drop into a puzzle-solving mode that feels disconnected
from character. In a strong design, the act of staying in character is one of the ways
information is extracted, alliances are formed, suspicions are sharpened, and truths
are tested. A confession matters because it is costly to the character. An accusation
matters because it may destroy a relationship. A lie matters because another
character has history with the liar. The social and deductive dimensions become
inseparable.

This changes almost every design question. It changes how clues are distributed,
because some of the most important clues now live inside people. It changes pacing,
because emotional scenes need room to develop between formal revelation beats. It
changes character construction, because each player must be given reasons to
investigate, reasons to resist investigation, and reasons to care about outcomes
beyond merely identifying the killer. It changes the ending, because the final
accusation should feel not only logically correct but dramatically earned.

The contained nature of salon play is a gift here. Since the cast is usually not huge
and the play space is socially concentrated, the writer can build dense relationship
webs. Everyone need not know everyone equally well, but everyone should sit
somewhere in the social map. One character may be the victim’s former protégé and
the queen’s secret debtor. Another may be a rival researcher, a hidden sibling, and
the only one who understands the ship’s malfunctioning archive system. Another
may be the house medium, the station chaplain, the court mage, the disgraced knight,
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the ambassador’s body double, or the widow who is not quite as widowed as she
appears. The important thing is that characters intersect through more than one line.
A room of spokes connected only to the corpse is static. A room of knots tied to one
another in multiple ways is alive.

The hybrid also produces a useful tension between certainty and ambiguity. The
mystery requires eventual clarity. The salon LARP thrives on uncertainty,
interpretation, secrecy, and shifting social allegiance. Genre intensifies that tension.
Fantasy may allow prophecy, curses, oaths, glamour, and magical concealment.
Science fiction may allow cloned bodies, data corruption, synthetic persons, memory
editing, surveillance failure, or distributed consciousness. Horror may allow
possession, unreliable perception, haunting, forbidden rituals, contamination, and the
terrible possibility that the environment itself is an actor in the event. These can
produce marvelous complications, but only if the writer treats them as systems rather
than as excuses. Players must be able to reason inside the fiction.

That means one of the most important hidden tasks of the writer is building an
internal grammar for the world. If ghosts can speak, under what conditions can they
speak? If telepathy exists, what are its limits? If resurrection is possible, why does
murder still matter? If cloning exists, what makes a person legally or emotionally the
same person? If prophecy exists, does it describe inevitability or possibility? If the
house is haunted, can it lie? These answers do not all need to be exposed at the
beginning, but the writer needs them. Otherwise the mystery cannot hold.

Another important distinction within the hybrid concerns player goals. In a pure
mystery format, the main goal may be shared: solve the crime. In a salon LARP,
players often have different and partially conflicting goals. The hybrid works best
when both are true. There is a common event problem, but each character also
carries personal objectives. Some may want to solve the murder. Some may want to
protect themselves. Some may want to secure inheritance, avoid scandal, suppress
evidence, complete a ritual, rescue a lover, preserve an Al, keep the treaty from
collapsing, or reveal a secret parentage that changes the meaning of the death. The
resulting design is richer because not everyone is aligned. Investigation becomes
political.

This is why the form suits the literature of the fantastic so well. Science fiction,
fantasy, and horror all thrive on worlds in which truth is unstable not because reality
is arbitrary but because the categories by which ordinary people navigate the world
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are under stress. What counts as human, what counts as memory, what counts as
testimony, what counts as a soul, what counts as death, what counts as guilt, what
counts as fate: these questions all become available. In a conventional drawing-room
mystery, one may ask whether the witness saw the suspect enter the study. In a
horror salon LARP, one may also ask whether the study has been appearing to
different people in different corridors. In science fiction, one may ask whether the
person seen entering was the legal person or merely the printed shell. In fantasy, one
may ask whether the oath sworn in the study can be spoken aloud at all. The
interpretive space becomes richer.

Still, one should not let the richness become sludge. The form depends on
intelligibility. The players do not need immediate certainty, but they do need the
sense that certainty is possible. Clues must connect. Relationships must matter.
Abilities must do something clear. Red herrings must mislead productively rather
than randomly. The ending must feel like the revelation of a hidden structure, not the
imposition of one after the fact.

A good way to think of the hybrid, then, is as a chamber engine. The mystery is the
drive shaft. Character is the pressure system. Genre is the heat. The room itself is the
vessel. The writer’s task is to make sure the engine runs hot enough to generate
energy without exploding into incomprehensibility. It is a little like hosting a formal
dinner for aristocrats, androids, necromancers, and possibly one thing from beyond
the veil, and somehow still getting everyone to the accusation scene on time.
Difficult, yes. But not without charm.

Designing for Motive: The Engine of Suspicion

If mystery is the drive shaft, motive is the fuel. One can construct timelines, place
clues, design props, write gorgeous briefings, invent haunted observatories and lunar
palaces and wormhole monasteries, but if the suspects do not have believable
reasons to want the victim dead, the whole event will feel hollow. Players may go
through the motions, but they will feel the emptiness. Suspicion without motive
becomes mere pointing.

Every major suspect in a murder mystery salon LARP should have a plausible
reason for conflict with the victim. That reason does not need to be equally public,
equally intense, or equally relevant to the actual murder, but it must be strong
enough that another character could look at the suspect and say, yes, I can imagine
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why you might have done it. The writer’s task is not merely to assign motive
mechanically. It is to create motive that generates play.

In a live game, motive does at least four jobs. First, it supports deductive
plausibility. If a suspect had no reason to harm the victim, players will tend to
discard them too quickly. Second, it drives interaction. If I know you hated the
victim because he stole your research, or because she broke your oath, or because
they knew the truth about your origin, I have a reason to confront you. Third, motive
shapes behavior. Even an innocent character with a damning motive may act
defensively, aggressively, or evasively, creating more scenes. Fourth, motive
enriches theme. The reasons people want one another dead reveal what the setting
values and fears.

Genre broadens the range of usable motives considerably. In science fiction, motives
often emerge from systems. Control over data, technology, identity, autonomy,
protocol, or institutional survival becomes central. A station engineer may resent the
victim for pushing unsafe modifications. A diplomat may fear the victim’s
disclosure of a synthetic lineage. A military officer may want the victim dead
because the victim planned to leak evidence of an atrocity. A biologist may see the
victim as an existential threat to a newly discovered life-form. These are not merely
personal grudges, though personal feeling may be present. They are often tied to
structures larger than the individual, and that gives them resonance.

Fantasy motives tend to braid the personal, political, and symbolic. Succession
disputes, prophecies, magical debts, divine obligations, vows, bloodlines, forbidden
study, and old feuds all provide excellent grounds for murder. A court wizard may
kill to conceal the fact that the royal line is magically fraudulent. A younger princess
may have motive because the victim stood between her and a marriage alliance that
would preserve her house. A knight may be driven by an oath sworn to the dead. A
priest may want the victim dead because the victim has become the bearer of a relic
that their order believes must never leave the temple. In fantasy, power is often
attached to identity and tradition, so motives tend to reach backward into history and
outward into politics.

Horror motives are especially rich because they often emerge from fear, shame,
obsession, contamination, guilt, and the desperate wish to suppress knowledge. A
suspect may want the victim silenced because the victim uncovered what happened
in the cellar. Someone may have motive because the victim intended to summon
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something again. A grieving parent may suspect the victim of exploiting a haunting.
A medium may fear exposure as a fraud or, worse, fear exposure as genuine. A
family member may want to keep hidden the fact that the victim was not trying to
destroy the house but to awaken it. Horror motives frequently involve not just
wanting something but fearing what will happen if something is known. That fear
makes characters wonderfully combustible.

The strongest designs usually give each suspect more than one layer of motive. This
is very useful. One layer may be public and obvious. Everyone knows the victim and
the suspect fought over an inheritance, a promotion, a treaty, or a failed betrothal.
Another layer may be private. Only the suspect and perhaps one confidant know that
the victim was also a former lover, a secret sibling, a blackmailer, or the witness to
an unforgivable mistake. A third layer may be hidden within the game’s deeper
structure. The victim may have been connected to the suspect’s origin, curse,
programming, or prophetic destiny in ways not initially understood. When motives
are layered, the character feels like a person rather than a clue box.

It is also wise to remember that not all motives should point cleanly toward
intentional murder. Some suspects should have reasons to want the victim
frightened, discredited, exiled, or silenced rather than dead. This creates space for
attempted manipulation, accidents, indirect culpability, and tragic misunderstanding.
In a science fiction scenario, a suspect may have altered a life-support setting merely
to force the victim out of a lab, not realizing a chain reaction would result. In
fantasy, a jealous courtier may have commissioned a curse intended to humiliate, not
kill. In horror, someone may have opened the sealed room hoping only for proof, not
recognizing what they were releasing. Such complexity makes the mystery more
interesting because guilt can exist at several levels.

A useful discipline for the writer is to frame motive in active terms. Do not merely
note that a suspect dislikes the victim. Ask what the victim threatened, controlled,
represented, concealed, or denied. Those are active sources of motive. The victim
threatened exposure. The victim controlled access to the relic. The victim
represented an illegitimate claim. The victim concealed the cure. The victim denied
recognition, promotion, inheritance, absolution, personhood, or truth. Such
formulations generate stronger social energy because they imply stakes.

Examples from fiction show how powerful layered motive can be. In Dune, motives
are entangled with bloodline, empire, revenge, prophecy, economic control, and
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survival. In Alien and its many descendants, characters act under competing motives
involving self-preservation, scientific obsession, corporate pressure, and the value or
expendability of human life. In gothic fiction from Rebecca to Crimson Peak and
beyond, love, inheritance, shame, and architectural haunting braid together until one
can hardly touch one strand without moving the rest. In fantasy detective traditions
such as Lord Darcy or more contemporary magical mysteries, personal ambition and
magical law often overlap. These works remind us that motive becomes memorable
when it is not merely a reason to kill but a window into the world.

There is one more practical consideration. Motive must be playable. It is not enough
for a suspect to have a fascinating hidden reason in the writer’s notes. The motive
must have pathways into live interaction. Another character should be able to accuse
them. A clue should hint at it. An ability should be able to expose part of it. The
suspect’s own goals should be shaped by it. If the motive never reaches the room, it
does not matter how psychologically elegant it may be. It is background decoration.

In the hybrid form, motive is especially valuable because it supports both the
mystery and the performance. It gives players reasons to ask dangerous questions
and reasons to avoid answering them. It makes confessions meaningful. It lets
alliances feel strategic rather than arbitrary. It helps the accusation scene land
emotionally, because the revelation is not only that someone had the opportunity to
kill but that the social world around the victim was already cracked in a dozen
places. The corpse did not create the pressure. It released it.

Red Herrings, False Truths, and Productive Confusion

Once motive is in place, the next great pleasure of the form arrives: misdirection.
Not cheap trickery, not random nonsense, not clues thrown in merely to waste time,
but productive confusion. A good mystery salon LARP needs wrong paths. It needs
them because players need room to theorize, accuse, revise, and discover. If the path
to the solution is too straight, the event becomes procedural. If every path is equally
murky, the event becomes mush. The art lies in creating red herrings that feel
meaningful because they are meaningful, just not in the way players first assume.

The best red herrings are often true facts with the wrong narrative attached. This is
one of the most elegant forms of misdirection. Suppose a fantasy suspect really did
steal the victim’s seal ring. That is true. It matters. Yet the theft occurred because the
suspect needed access to a hidden family archive, not because they committed

10
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murder. In horror, a character may truly have performed a blood ritual on the same
night as the death, but the ritual was intended to contact a lost child rather than to
harm the victim. In science fiction, the medic may indeed have altered a data record,
but only to hide an illegal clone from inspection. These truths produce suspicion,
confrontation, and revelation, while still leaving the core murder unresolved.

This is why emotionally relevant red herrings are so effective. A revelation does not
need to identify the killer in order to matter. In fact, many of the best revelations in
this form are about other sins. A forged lineage. A secret lover. Smuggled biotech.
Stolen relics. Prior cover-ups. False credentials. Occult obsession. Illegal Al
modifications. Haunted portraits. All of these can deepen the world and keep the
room hot with tension even when they are not the final key. Players will forgive
being misled when the wrong path gives them drama worth having.

Genre-specific red herrings are particularly useful because they exploit assumptions.
In horror, players are often quick to assume that the supernatural cause is the
criminal cause. If the room is haunted, then surely the ghost is involved in the death.
Sometimes that will be true. Often it is more interesting when it is only partly true.
The ghost may have witnessed the killing but not caused it. The haunting may distort
memory, causing false alibis. The cursed room may be central to an old family
shame that motivated the crime. But the murder itself may still have been committed
by a very human hand, or at least by a human hand holding something unwise.
Horror is at its most effective when it makes the human and the uncanny complicit
rather than interchangeable.

Science fiction red herrings often emerge from system ambiguity. Corrupted logs,
spoofed credentials, duplicated biometrics, delayed transmissions, avatar presence,
and synthetic testimony can all muddy the field. The trick is to keep the
complication legible. If the station Al reports that the victim entered a secure
corridor after the time of death, that should create a precise problem. Was the Al
lying, mistaken, tampered with, or observing a second body? A clean speculative red
herring raises a sharp interpretive question. A muddy one merely produces techno-
fatigue.

Fantasy red herrings love symbols, oaths, and magical appearances. A sigil painted
in blood may look like a death curse but actually signify warding. A suspect may be
seen carrying the ancestral dagger, which appears incriminating until it is revealed
that the dagger is ceremonial and physically incapable of inflicting the wound found

11



Brian David Phillips

on the victim. A prophecy may seem to point toward one heir when its language
refers to a title rather than a bloodline. Fantasy lets the writer exploit the gap
between what a thing seems to mean and what it actually means within the world’s
magical grammar.

Writers should also distinguish between clue-based red herrings and behavior-based
red herrings. Clue-based misdirection comes from props, documents, marks, logs,
visions, and material evidence. Behavior-based misdirection comes from how
characters act. A suspect with a secret affair may seem nervous during questioning.
A telepath may avoid eye contact because they are overwhelmed, not guilty. A priest
may fiercely oppose opening the tomb because they know what is inside, though not
because they committed the murder. Behavior-based misdirection is powerful in live
play because players naturally read people. It is also dangerous if overused, since
players may end up solving the game by social confidence rather than evidence. The
solution is to ensure that suspicious behavior correlates with real secrets, even if not
the murder secret.

Another effective technique is the dead-end thread that pays off elsewhere. Suppose
players pursue evidence that the victim was being blackmailed over a hidden
research program. They discover, after much effort, that the blackmailer was not the
killer. At first glance this looks like wasted motion. It need not be. The blackmail
thread may reveal an access route, an emotional weakness, or a thematic contrast
that becomes relevant later. The design should reward attention even when it does
not yield the immediate answer. Every path should offer something.

What one must avoid is arbitrary clutter. Too many designers equate cleverness with
density. They add piles of suspicious props, overheard rumors, contradictory
documents, and bizarre backstory fragments until the room resembles a conspiracy
theorist’s wall after a violent encounter with a craft store. Players need complexity,
yes, but they also need pattern. Red herrings should each belong to a thread, a secret,
or a social dynamic. They should have a reason to exist.

A useful test is to ask of each misleading element: what story does this point to, even
if that story is not the murder? If the answer is none, cut it or transform it. Perhaps
the stained gloves imply someone handled cursed soil from the crypt. Good. That
points to a hidden exhumation. Perhaps the altered station manifest points to
smuggling. Excellent. Perhaps the victim’s broken mirror points to a spirit

12
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invocation. Fine. These all support alternate narratives. But if the suspicious teacup
exists only to be suspicious and then vanish from relevance, it is lazy misdirection.

Examples from fiction reinforce the point. In The Name of the Rose, layers of
religious, intellectual, and institutional conflict create misreadings that are
meaningful even when they do not identify the murderer directly. In Blade Runner
and similar stories, uncertainty about identity and memory creates wrong readings
that still reveal the world’s ethical fractures. In gothic and supernatural narratives
from The Turn of the Screw to more modern haunted-house dramas, the question is
often not whether something happened but how many overlapping interpretations
can coexist before the human truth finally emerges. Good mystery design borrows
that layered uncertainty while preserving eventual coherence.

The best red herrings in salon LARP do one more thing: they create scenes. A forged
letter leads to a confrontation. A false prophecy reading produces panic. A hidden
clone record leads to a lover’s confession. A séance points suspicion at the wrong
heir and blows apart a fragile alliance. These are not passive distractions. They are
active fuel. Players may later discover they were wrong, but they were wrong in
ways that mattered. That is the sweet spot. To be misled and feel foolish is irritating.
To be misled and in the process uncover scandal, pain, or wonder is delightful.

Multi-Threaded Story Design

A strong murder mystery salon LARP is never only about one thing. There is the
murder, certainly, and if the murder does not matter the whole enterprise loses
shape. Yet the death should not be the only thread holding the room together. The
most satisfying games are braided. The murder thread runs through them, but beside
it move other stories: relationship stories, power stories, setting stories, hidden
identity stories, institutional stories, supernatural stories, technological stories, and
stories of long-buried harm that now come clawing cheerfully back to the surface.

At the simplest level, a robust design usually benefits from at least three major
threads. The first is the murder thread. That is the core mystery. Who died, how,
why, when, under what conditions, and by whose action. The second is the
relationship thread. This concerns love, rivalry, family, loyalty, betrayal, debt,
revenge, jealousy, obligation, and all the delightfully inconvenient things people do
to one another when left unsupervised. The third is the genre thread. This is the
speculative force shaping the world: the curse, prophecy, Al anomaly, haunting,
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alien contact, ritual, contagion, impossible archive, mirror realm, resurrection
mechanism, psychic network, or similar element that gives the scenario its science
fiction, fantasy, or horror identity.

These threads matter because different players grab onto different forms of interest.
Some players adore clue logic. Others live for emotional confession. Others are
fascinated by lore and system. In a well-braided game, each sort of engagement
contributes to the whole. The player tracking alibis eventually needs the player who
understands the blood sigil. The player invested in the secret romance discovers it
explains why someone falsified a station log. The player trying to complete the ritual
must interact with the player who holds the inheritance claim that gives access to the
ritual chamber. Everyone is busy, and more importantly, everyone is relevant.

The relationship thread is especially vital because salon LARP runs on social
pressure. If the only thing connecting people is the corpse, play can become thin.
Characters need history with one another. Not everyone needs to know everyone
equally well, but everyone should be pulled by more than one line. A noble and a
bodyguard. Two siblings on opposite sides of a succession dispute. A scientist and
the synthetic they secretly taught to feel. A widow and the family friend who knows
the marriage was false. A medium and the skeptic she once loved. A ship captain
and the ex-officer who blames her for the dead. These relationships generate
independent dramatic movement, so that even while the murder is being
investigated, scenes arise that are not merely procedural.

The genre thread, meanwhile, prevents the setting from being wallpaper. It is not
enough to say the game is fantasy, science fiction, or horror and then proceed as
though the world were a generic drawing room with decorative lasers or bats. The
genre thread should shape what counts as evidence, what forms of power exist, what
people fear, and what truths can be hidden or revealed. In science fiction, the thread
may involve a station intelligence that has begun selectively withholding data. In
fantasy, it may involve a prophecy whose interpretation affects succession. In horror,
it may involve a house that rewrites memories through objects left in certain rooms.
This thread should intersect both the murder and the relationships, not sit beside
them.

Let us look at some examples. Imagine a fantasy court scenario. The murdered
person is the royal astrologer, found dead in the observatory after a feast celebrating
the queen’s new alliance. That is the murder thread. The relationship thread includes
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a prince who believes the astrologer falsified a birth chart, a priestess secretly in love
with the queen, a knight whose family was disgraced after the astrologer’s testimony
years ago, and an ambassador promised in marriage against her will. The genre
thread concerns an eclipse prophecy believed to indicate the return of the old
bloodline. Now every part of the game touches every other part. The question of
who killed the astrologer is also a question about succession, loyalty, desire, and the
political force of prophecy.

Now a science fiction example. A xenobiologist dies on an orbital station hours
before first-contact negotiations. The murder thread concerns a tampered medpod,
altered environmental controls, and an access corridor used by only four people. The
relationship thread includes a security chief who once loved the victim, an android
diplomat who relied on the victim for help with emergent emotions, a corporate
observer desperate to suppress research findings, and a junior tech who worshipped
the victim professionally. The genre thread involves a microbial lifeform discovered
in the station’s water cycle that appears capable of storing emotional impressions
from recent hosts. Suddenly the investigation is not only about access and poison. It
is about whether the dead can still be read, whether the station itself has become a
witness, and whether the treaty would collapse if the truth were exposed.

Or consider a horror manor game. A historian invited to evaluate family papers is
found dead in the locked music room. The murder thread involves the body, a
damaged phonograph cylinder, traces of salt, and a servant’s testimony about
hearing laughter in the walls. The relationship thread includes competing heirs, a
concealed illegitimate branch of the family, a former fiancé returned unexpectedly,
and a housekeeper who has protected the family’s secrets for decades. The horror
thread concerns the west wing, where mirrors are covered and no one may sleep,
because the house seems to preserve emotional impressions that become active after
midnight. Here again, the threads braid. The historian’s death is bound to the
family’s shame, and the house’s memory phenomena shape testimony, motive, and
fear.

One benefit of multi-threaded design is that it lets the game continue to matter even
if players think they know the killer early. This happens more often than writers like
to admit. Clever players, lucky guesses, or an incautious clue can point strongly
toward the right suspect before the designed climax. If the game has only the murder
thread, tension collapses. If the game has strong secondary threads, the evening
remains rich. Even if suspicion settles on the Kkiller, the players still need to
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understand how the prophecy was forged, why the Al erased one recording but not
another, why the ghost only speaks in one room, why the ambassador lied about her
marriage contract, or why the victim had the key to a chamber they should never
have entered. The room retains momentum.

Another advantage is tonal flexibility. Not every thread needs the same emotional
temperature. The murder thread may be tense and investigative. The relationship
thread may be tragic, romantic, bitter, or darkly comic. The genre thread may be
eerie, wondrous, or intellectually puzzling. These tonal differences keep the event
from becoming monotonous. A horror game does not need to be full-volume dread
at all times. Sometimes the most chilling moment comes after a scene of warmth or
absurdity. A fantasy court game can move from flirtation to terror to solemn oath-
breaking in half an hour. Science fiction can shift from procedural dialogue to
existential unease when the logs begin to show impossible timestamps. Variety is
your ally.

Still, all threads must eventually bend toward the central event. The murder remains
the anchor. This does not mean every side story must resolve through the killer’s
identity, but it should at least affect the interpretation of the crime. The hidden
romance explains opportunity. The succession dispute explains motive. The haunting
explains contradictory testimony. The synthetic rights dispute explains why a
witness lied. The ritual thread explains the murder method. The threads braid tighter
as the game progresses.

A practical way to test multi-thread strength is to ask two questions. First, if the
murder vanished, would the remaining relationships and world tensions still produce
interesting play? The answer should be yes. Second, if the relationships and genre
thread vanished, would the murder still feel distinctive? The answer should also be
yes, though noticeably less rich. If both are true, the design likely has enough
structure to thrive.

Writers sometimes worry that multiple threads will confuse players. They can, if
handled poorly. The solution is not to flatten the game but to make each thread
legible. Give it at least one clear doorway. A document, a repeated rumor, a marked
prop, a relationship everyone senses, a formal scene, an ability trigger, a memorable
image. Players do not need all threads explained at the start. They need hooks. Once
hooked, they will do a surprising amount of the work for you, which is only fair.
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Character Architecture: Building Playable People

In this form, characters are not mere suspects. They are engines of information,
emotion, concealment, conflict, and performance. A weak character briefing can
flatten an otherwise promising mystery. A strong one can make even a relatively
simple structure feel alive. So character architecture deserves real attention, not the
hurried sort of attention where one writes “secretive wizard, may know something”
and hopes the costume will do the rest.

A playable character needs both clarity and complexity. Clarity matters because the
player must quickly understand who this person is in social terms. Complexity
matters because the player should have room to make meaningful choices and reveal
layers during play. Think of the character not as a finished portrait but as a loaded
situation embodied in a person. They arrive carrying history, secrets, needs, fears,
loyalties, and abilities. The game gives them a charged environment in which those
things come into contact with others.

Every major character should have something to want right now. That sounds
obvious, but many designs fail here. Writers give characters backstory instead of
momentum. A paragraph about what happened ten years ago may be useful, but the
player needs present-tense direction. What do they need to accomplish tonight?
Secure an alliance, destroy a document, prove innocence, protect a lover, recover a
relic, prevent a treaty, learn the truth, control suspicion, complete a rite, hide an
origin, expose a rival, save the ship, preserve the family name, escape the curse,
contact the dead. Live goals produce live play.

Characters also benefit from carrying multiple goals at once. A goal tied directly to
the murder gives them investigative relevance. A goal tied to another character gives
them social motivation. A goal tied to the wider setting gives them thematic
presence. For example, a fantasy court magician may want to discover who killed
the astrologer, persuade the queen not to open the sealed archive, and protect the
prince whose bloodline they secretly altered at birth. A science fiction security
officer may want to solve the station death, recover missing encryption keys, and
prevent anyone from learning that they themselves are an unauthorized memory
clone. A horror widow may want the killer found, the west wing kept locked, and the
family’s oldest lie never spoken aloud. Now the player is never idle.
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Information distribution is just as important. No single character should know
enough to solve the whole game alone, but every important character should know
something that matters. This may be a relationship fact, a timing fact, an access fact,
a power fact, a rumor source, a location, or an interpretation of some clue the others
cannot make without them. In live play, information creates gravity. People seek
those who know. Players who feel they have nothing useful to contribute tend to
disengage. Players who know one crucial piece become active.

Relationship mapping is the hidden geometry of the room. A cast becomes playable
when each character occupies a distinct position in the web. Not just “friend of
victim” or “rival of victim,” but something more textured. Former lover of the victim
and current ally of the heir. Younger sibling of the priestess and secret debtor to the
ambassador. Mentor to the android and blackmailer of the corporate observer.
Bastard cousin of the dead scholar and confidant of the housekeeper. The denser and
more asymmetrical these relationships, the more the room hums.

Asymmetry is especially useful. Character A may believe Character B is loyal, while
B is using A. Character C may know that D is adopted, while D does not know C
knows. Character E may be convinced that F hates them, while F is actually trying
awkwardly to protect them. These mismatches produce scenes with genuine tension
because the participants enter them with different assumptions. The mystery benefits
because trust becomes unstable and information exchange becomes strategic.

Characters need performable surfaces too. This matters more in salon LARP than in
prose fiction. A player benefits from having a social posture they can inhabit
quickly. Are they severe, charming, brittle, earnest, sardonic, devout, theatrical,
coldly professional, distracted, haunted, too calm, trying very hard not to panic, or
enjoying the chaos far too much? A good performable surface gives the player a
handle. Depth can emerge through play, but the role must first be inhabitable.

Contradiction gives the character depth. We remember people who are divided. The
court seer who doubts prophecy. The synthetic diplomat who resents being treated as
objective. The vampire genealogist who is bored by immortality but terrified of
irrelevance. The station medic who appears practical and detached but hoards the
emotional artifacts of every patient. The haunted heir who is frightened of the house
and unwilling to leave it. Contradictions create choice. Choice creates play.
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Names and titles matter too, particularly in genre settings. They help situate
characters culturally and tonally. In fantasy, names can suggest region, class,
lineage, or mythic resonance. In science fiction, names can imply corporate culture,
colony background, or synthetic designation. In horror, names often benefit from
memorable simplicity, especially when the atmosphere is thick and players need
verbal clarity. One can be symbolic without becoming silly. Mostly. Sometimes a
little silliness is charming, but best applied with care unless the whole event leans
comic.

The victim deserves special consideration. Since the victim is often physically
absent after the opening, one might neglect them. That would be a mistake. The
victim should be vividly present through others’ memories, documents, grudges,
debts, and discoveries. In fact, the best victims are socially oversized. They were
loved, hated, feared, admired, owed, desired, obeyed, resented, or all of those by
different people. The room should feel shaped by their absence. If nobody cares very
much that the victim is dead, one has written a murder of poor dramatic value.

It is also useful to think of characters as clue containers with agency. That sounds a
bit cold, but hear me out. A character may hold a clue in the form of knowledge, a
document, a contradictory memory, an ability to interpret something, or a
relationship that recontextualizes evidence. Yet unlike a locked drawer, the character
can choose what to do with that clue. They can hide it, trade it, distort it, reveal it
under pressure, misread it sincerely, or weaponize it. That choice is where live
drama occurs. Good character design gives players reasons to make those choices in
interesting ways.

Special abilities should grow from character identity. A telepath should not merely
“have telepathy.” They should occupy a social position shaped by telepathy. Are
they feared, regulated, prized, exploited, distrusted, envied, exhausted? A
necromancer, a spirit medium, a forensic empath, a memory diver, a court
oathbinder, a systems whisperer, a glamourist, a dreamwalker, an Al auditor, a relic-
bearer: each of these should feel culturally and socially grounded. The ability card
then becomes an expression of identity rather than an arbitrary toy.

Let us consider a few examples. In a science fiction salon mystery, Commander
Imani Rhee may be the station security chief, publicly reliable, privately guilty over
a prior airlock incident, secretly in love with the victim, and under pressure from
corporate superiors to keep alien research classified. Her goals include solving the
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murder without triggering a diplomatic crisis, recovering a missing data shard, and
preventing anyone from learning the true reason the victim requested extra security.
Her ability card might allow her once during the game to invoke emergency protocol
and demand that one character surrender any hidden prop or document for
inspection, after which it must be returned. Notice how the ability supports role and
creates scenes.

In fantasy, Sister Halwen may be the queen’s confessor, beloved for her wisdom,
feared for her memory, and quietly responsible for keeping the sealed book of omens
out of royal hands. She knows the dead astrologer falsified at least one prophecy and
suspects a second. She wants the killer found, the queen protected, and the forbidden
lineage records destroyed. Her ability might compel one character to answer a
question under sacred oath, though the answer can be literal without being complete.
Immediately one can see the dramatic possibilities.

In horror, Elias Marr is the family photographer, long absent, recently returned, still
half traumatized from a childhood event the others deny, and the only one who
notices that the portraits in the house have changed. He wants to know whether the
victim found the hidden negatives, whether the west wing can be opened safely, and
whether his own memories are real. His ability card allows him to “develop” one
photograph prop by giving it to the facilitator and receiving a clue about what was
present in the room when the picture was taken. Again, character, setting, and ability
align.

A final point deserves stress. Characters must be designed for collision. It is not
enough for them to be individually interesting. They must press against one another.
Their goals should intersect, conflict, or depend on each other. Their secrets should
create leverage. Their abilities should open or complicate information flows. A great
character in isolation is a novel. A great character in tension with others is LARP.
And tension, in this form, is where the magic really begins.

Special Ability Cards: Narrative Power in Small Packages

There are few things more seductive to a genre writer than the thought of system.
One says, quite innocently at first, “My game has necromancy, telepathy, cursed
bloodlines, forensic magic, shipboard Al, emotional imprint technology, and two
varieties of sanctioned prophecy. I should really build a comprehensive rules
engine.” Three hours later one is weeping over a spreadsheet and the players are still

20



Writing MMP Salon LARP SciFi Fantasy Horror

waiting to find out whether the baroness can sense lies through gloves. It is best, in
most salon mystery designs, not to go too far down that road. Simple special ability
cards are often the more elegant answer.

An ability card is a compact permission structure. It tells the player that they can do
something outside ordinary social action, under specified conditions, with a
specified effect. The beauty of the form lies in its limits. The card gives just enough
mechanical clarity to make special powers playable, while preserving the fluid,
scene-driven feel of salon LARP. It externalizes the unusual without drowning the
game in procedure.

This matters because genre murder mysteries require more than ordinary
conversation. If one is writing science fiction, fantasy, or horror, there will often be
ways of knowing, acting, or perceiving that differ from everyday life. A telepath
may read surface thoughts. A medium may contact the dead. A systems engineer
may access sealed logs. A diviner may ask for an omen. A glamourist may detect
illusion. A relic-bearer may sense profaned objects. A psychic or forensic empath
may read emotional residue from a room. These things are part of the setting’s
fiction. The ability card is the bridge between fiction and live play.

The first rule of ability cards is clarity. A player should be able to read the card and
know what it does. “Once during the game, ask any one player whether their
character personally witnessed a specific event. They must answer yes or no
truthfully.” Clear. “Present this card to the facilitator to learn whether the selected
prop has been affected by magic, technology, or spirit influence.” Clear. “You may
compel one target to remain silent for one minute, provided you invoke your
authority publicly.” Clear. If the effect cannot be understood quickly, the card will
slow the game.

The second rule is limitation. Unlimited powers flatten mystery. If a telepath can
freely read everyone’s thoughts, conversation ceases to matter. If a medium can
repeatedly question the dead, the victim becomes an overenthusiastic exposition
device. If a hacker can inspect every log at will, all secrecy migrates to the writer’s
hidden notes and resentment begins to brew. Limited use creates choice. One
question, one scan, one communion, one command, one prophecy, one override, one
reveal. Players become strategic. Timing matters. Tension increases.

21



Brian David Phillips

The third rule is dramatic relevance. The card should do something that shapes
scenes, information, or suspicion. It need not solve the murder on its own, and
usually should not, but it should tilt the field. A good ability card reveals, confirms,
reframes, pressures, or complicates. It nudges the narrative into motion. A weak card
merely adds decoration. “You may dramatically flourish and declare the room feels
odd” is atmospheric but not especially useful unless attached to a more concrete
effect. “You sense one person in the room bears a supernatural mark” has play value.

Abilities generally fall into several broad categories. Information abilities are
perhaps the most common. These include mind-reading, divination, forensic scans,
séance communication, system access, historical memory recovery, or emotional
resonance. Their purpose is to reveal some kind of clue, though usually in limited
form. Control abilities alter social action. A command spell, security lockdown, legal
authority, sacred oath, ritual silence, or psychic compulsion can briefly change what
other players may do. Perception abilities alter what the character can notice. Hidden
enchantments, false identities, emotional states, spatial anomalies, synthetic
signatures, or spirit presence might all be perceived through such cards. Access
abilities open otherwise restricted spaces of information. A sealed archive, encrypted
log, ritual chamber, or ancestral mirror may become available only to the character
with the right power or status. Social authority abilities are wonderfully effective in
salon play because they create formal scenes. The queen may call oath testimony.
The station commander may declare emergency protocol. The abbess may forbid
entry. The necromancer may demand corpse rights under ancient law. These shift
room dynamics immediately.

One should also pay attention to how publicly or privately abilities are used. Public
abilities create spectacle. They let the room witness that something unusual has
happened. This is excellent for tone and clarity. A medium placing hands on the
victim’s shawl and invoking the dead is a scene. A captain announcing lockdown
authority is a scene. A priestess compelling truthful oath is a scene. Private abilities,
on the other hand, create secrecy and asymmetry. A player may slip the facilitator a
card and receive hidden information. This is useful for telepathy, private scans,
coded access, or memory flashes. Both modes are valuable. The writer should
choose intentionally.

There is also real value in tactile presentation. A card is not only text. It is a prop. It
should feel like it belongs to the world. Science fiction ability cards may resemble
access keys, encrypted protocol strips, or diagnostic tags. Fantasy cards may bear

22



Writing MMP Salon LARP SciFi Fantasy Horror

heraldry, sigils, wax seals, or ritual script. Horror cards may feel like fragments torn
from journals, spirit slips, photographic evidence, or stained prayer cards. Such
design choices are not essential, but they enrich the event and reinforce the sense
that powers are embedded in the setting rather than floating above it.

Another subtle but important principle is that an ability card should often interact
with some existing piece of game content rather than generate pure abstraction. The
medium card works on the victim’s locket. The data access card works on the sealed
terminal envelope. The divination card works on the royal star map. The forensic
empathy card works on the bloodstained glove. This grounds powers in the event.
Players touch things, use props, and create visible actions. The game becomes more
physical and theatrical.

It is wise to avoid making every ability equally useful in exactly the same way.
Variety matters. One character may have an ability that produces direct information.
Another may have an ability that creates leverage. Another may have an ability that
reveals emotional truth rather than factual detail. Another may have a reactive
ability, triggered when accused or when a specific object appears. This distribution
helps prevent an arms race of clue extraction. It also means different players
contribute differently.

Ambiguity can be used carefully. Not every ability must produce perfect certainty. A
prophetic omen may come in symbolic language. A haunting may reveal an image
rather than a statement. A damaged log may show a gap. A glamour scan may
identify that an illusion exists but not who cast it. This can be excellent, because it
keeps interpretation active. Yet ambiguity should still be bounded. Players need
something they can work with.

Examples help. In a fantasy murder at court, the royal diviner might possess a card
reading, “Once during the game, present this card to the facilitator and name one
person. You will receive a symbolic omen concerning that person’s role in the
night’s events.” That gives information but requires interpretation. The king’s guard
captain might have, “Once during the game, invoke the King’s Peace. For one
minute, no character may leave the room or use overt magic. During that minute,
you may ask one direct question to any person present. They must answer aloud.”
That creates structure and pressure. The heir’s secret occult tutor might have, “You
may inspect one object for traces of blood magic. Present this card with the object to
the facilitator.” Again, grounded and useful.
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In science fiction, the ship systems auditor might have, “Access one sealed log
packet. Give this card to the facilitator and receive the relevant terminal readout.” A
synthetic counselor might have, “Once during the game, ask one player what
emotion their character most strongly felt during a specific prior scene. They must
answer honestly in one word.” A security officer might have, “Declare emergency
lockdown. All hidden prop movement stops for two minutes.” Each feels different.

In horror, the family medium might have, “Once during the game, place this card on
a personal item of the dead. The facilitator will provide one phrase the victim most
wanted spoken before death.” The photographer might have, “You may develop one
memory from a marked photograph.” The housekeeper might have, “Once during
the game, reveal a hidden key route through the house to the facilitator and receive
who could have used it.” These all create mood while supporting investigation.

Perhaps the most important thing to remember is that ability cards should support the
room’s social life. They are not there to replace scene work. They are there to
provoke it. A revelation should lead to confrontation. A compulsion should create
resentment. A symbolic omen should trigger theory. A detected glamour should
force someone to explain themselves. When the card use vanishes into private note-
taking and never re-enters the room, something has gone wrong.

In the best cases, players will remember not only what the abilities did but how they
felt to use and witness. The hush before the ghost answer. The sharp intake of breath
when the lie-detection card is played. The annoyed silence when lockdown is
declared. The terrible stillness as the oath compulsion lands. That is the point. The
card is small. The moment it opens can be very large.

Genre-Specific Ability Design

While the general principles of ability cards remain consistent, science fiction,
fantasy, and horror each suggest different flavors of power, different limits, and
different relationships between unusual abilities and mystery logic. It is not enough
to take a generic “ask one truthful question” card and stamp a dragon or a circuit
board on it. The genre should shape both what the power means and how it behaves
in play.

Fantasy abilities tend to operate in a symbolic, ritual, or social register. Magic in
fantasy is often embedded in culture. It is tied to bloodline, office, relic, training,
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divinity, taboo, or tradition. Because of that, fantasy ability cards often work
especially well when they feel formal. Oaths, blessings, curses, sigil reading, relic
attunement, prophetic omens, courtly compulsion, spirit consultation, blood magic
detection, fae bargains, dream interpretation, and truth-binding rituals all suit the
form beautifully.

A fantasy ability should usually reflect not only the effect but the status of the
character who wields it. The queen’s confessor asking a truthful question under
sacred oath is different from a hedge witch glimpsing residue in the ashes. The first
carries institutional gravity. The second carries uncanny craft. A knight invoking an
old right of sanctuary can create a formal protection scene. A court magician
identifying magical tampering in a room can alter interpretation of physical
evidence. A seer receiving a symbolic omen about the victim’s last fear can reframe
motive.

Fantasy also allows one to play richly with conditions. Powers may require a named
object, a drop of blood, a spoken title, a ritual posture, or a known lineage. These
conditions increase flavor and prevent abilities from feeling generic. A relic reveals
only to a lawful heir. A divination works only at moonrise or when the bell tolls. A
truth-binding oath fails if spoken by the false king. A ghost answers only to a song
the dead once loved. Such conditions are elegant because they are both atmospheric
and structurally useful.

Science fiction abilities, by contrast, often feel procedural, technological, or
systemic. That does not mean they must be cold. Good science fiction is often
deeply emotional. But the forms of action tend to run through access, diagnostics,
networks, data, enhancement, protocol, and engineered perception. Ability cards in
science fiction therefore often take shapes such as log retrieval, sensor scan,
biometric verification, environmental control override, memory reconstruction,
drone relay, empathic interface, synthetic systems access, or predictive modeling.

A crucial issue in science fiction ability design is credibility of scope. Players are
accustomed to thinking that technology should be scalable. If a character can access
one log, why not all logs? If they can scan one bio-signature, why not every room?
The answer must be built into the fiction. Power constraints may come from
corruption, legal limits, damage, time lockout, privacy restrictions, access conflicts,
battery life, ethical safeguards, or the simple fact that only one fragment remains
intact. Framing the limit inside the world helps the mechanic feel natural.
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Science fiction also invites abilities that blur factual and emotional knowledge in
fascinating ways. An empathic Al interface might reveal what a person felt but not
what they did. A memory shard may show a sensory fragment lacking context. A
predictive model may identify the most probable suspect given current data, which is
dramatically marvelous because people will immediately argue with the machine. A
synthetic person may detect another synthetic’s hidden processing stress. These
make the genre feel distinctive while preserving room for interpretation.

Horror abilities should make players slightly uneasy. Not because the rules are
unclear, but because the effect touches on the disturbing. Horror powers often
involve memory, contamination, fear, spirit contact, bodily intuition, ritual danger,
threshold crossing, possession traces, dreams, voices, and objects that remember too
much. The key to horror ability design is restraint. A good horror ability should give
a glimpse, not a flood. Too much explicit supernatural explanation drains dread. Too
little creates vagueness. The balance lies in precise disturbance.

For example, a medium may receive one phrase rather than a full conversation. A
haunted photograph may reveal one figure that should not have been there. A
psychometric touch may yield an emotional impression, not a lecture. A ritual may
expose that someone crossed a threshold carrying blood, but not whose blood. A
dream card may produce a symbolic image. Horror thrives on partial revelation. The
unknown remains active in the room.

Horror also benefits from abilities that carry cost. A player may use a séance card
but must then speak only in whispers for five minutes. A character may enter the
memory of a room but gain a false impression mixed into the true one. A relic may
reveal the presence of the dead but mark the user, making them more visible to the
haunting. A witness may choose to see clearly and in exchange lose certainty about a
different memory. Costs heighten dread and prevent the supernatural from becoming
merely instrumental.

There is another genre distinction worth noting. Fantasy and science fiction often
allow powers to feel prestigious or empowering. Horror powers often feel
dangerous, degrading, or invasive. That difference should shape player experience.
In fantasy, using an ability may feel like claiming role and heritage. In science
fiction, it may feel like skillful intervention or risky access. In horror, it may feel like
daring something that should perhaps remain untouched. Design to the emotional
grain of the genre.
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Examples from fiction can be suggestive here. Fantasy narratives from Arthurian
traditions to modern court fantasy frequently treat magical acts as extensions of
lineage, office, or sacred duty. Science fiction from Star Trek to Battlestar Galactica
to cyberpunk investigative fiction often frames unusual capacities through systems,
augmentation, or institutional access. Horror from ghost stories to cosmic dread to
occult noir tends to make unusual perception costly and unstable. One need not
imitate specific works, but their tonal handling of the extraordinary is instructive.

A final note: genre blending is entirely possible and often glorious. A science
fantasy murder aboard a necromantic star barge may have both ritual and
technological ability structures. A gothic science fiction game may use memory
extraction devices that feel like séances. A horror fantasy court may let prophecy
and haunting overlap. In such cases, the writer should be especially careful to define
how the powers relate. Are they part of one worldview or competing ones? Can one
detect the other? Can one falsify the signs of the other? These questions are not
nuisances. They are opportunities.

Clue Systems in Interactive Play

A murder mystery lives or dies on its clues. In salon LARP, however, clues behave
differently than they do in a novel or a tabletop scenario. They do not simply sit in
rooms waiting to be noticed by a clever observer. They circulate through
relationships, props, scenes, rumors, abilities, and choices. The clue system in a
salon mystery is not merely a set of facts. It is a social ecology. If designed well, it
encourages movement, exchange, and escalating interpretation. If designed poorly, it
either solves itself too early or leaves the room starving for traction.

The first useful principle is that clues should arrive through multiple channels. Some
should be embodied in character knowledge. Some should exist in physical
documents or props. Some should be triggered by scenes or announcements. Some
should be revealed through special abilities. Some should arise from environmental
observation. This variety matters because different players engage differently. The
note-takers will love documents. The performers will draw out character
confessions. The explorers will inspect props. The system-minded players will use
abilities. A healthy clue ecology feeds them all.

Character-held clues are often the most important because they drive interaction. A
player knows that the victim argued with the heir at dusk. Another knows the victim
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secretly visited the observatory two nights earlier. Another has the key to a hidden
archive but not the courage to use it. Another knows the victim once confessed fear
of the station chaplain. Another remembers that the victim was wearing the wrong
signet ring. These are not just facts. They are bargaining chips. Characters trade,
conceal, distort, and reveal them based on motive.

Document clues are equally useful because they create tangible focus. Letters, lab
reports, coded messages, ship logs, wills, invitations, medical summaries, ritual
diagrams, diary fragments, surveillance transcripts, portrait inscriptions,
maintenance tickets, personal messages, inheritance clauses, and damaged
recordings all work well. The important thing is that documents should be written to
be playable. They must contain enough information to matter but not so much
exposition that reading them aloud feels like serving the room a wall of text and
calling it dinner.

Prop-based clues add physical immediacy. A cracked lens. A scorched glove. A
ceremonial dagger with no blood on it. A broken access tag. Salt around a doorway.
Mud on impossible shoes. A vial missing from a medical tray. A warped phonograph
cylinder. A snapped prayer cord. A ring that does not belong to the wearer. Props
invite touch and attention. They also allow powers to interact with material things,
which is especially satisfying. “I use my psychometry card on the glove” feels better
than “I ask if there is emotional residue generally somewhere.”

Announcement clues can structure pacing. A formal reading of the will. A newscast
from the station network. The tolling of bells and a sudden blackout. The arrival of
an autopsy summary. The revelation of an encrypted file. A second death scare.
These timed disclosures keep the event from flattening. They also allow the writer to
introduce high-value clues at controlled intervals, preventing all information from
front-loading into the opening half hour.

Ability-triggered clues are especially important in genre scenarios. They reward
characters for using their powers and reinforce the speculative identity of the game.
A medium receives the victim’s final phrase. A scanner reveals toxic residue. A
divination shows the image of a broken crown and a closed eye. A log retrieval
confirms a lock opened from inside. A glamour detection reveals that the blood on
the altar is not human. Such clues feel earned because they emerge through role,
choice, and world logic.
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Environmental clues should be used sparingly but well. The room’s layout,
soundscape, lighting changes, and placement of objects can all carry meaning. If the
west door is salted while the east door is not, that matters. If the portrait has changed
position, that matters. If only one chamber contains station static during a ghost
event, that matters. Environmental detail is powerful because players often take the
space seriously. When the setting itself seems to participate, immersion increases.

The clue system must also be tiered. Not all clues are equal. Early clues should
generate motive discussion, open threads, and direct attention toward multiple
plausible suspects. Mid-game clues should sharpen means and opportunity. Late
clues should help collapse uncertainty toward the truth. This tiering preserves
rhythm. Early on, players should have several possible readings. Later, they should
begin eliminating. By the final stretch, the game should support a compelling chain
of reasoning.

It is particularly useful to distinguish between broad clues and locking clues. Broad
clues expand possibility. The victim feared someone in uniform. A ritual took place
recently. The station logs were altered. The prophecy text has been edited. These
widen the field. Locking clues narrow it. The wound could only have been made by
a left-handed strike from close range. The access corridor was usable by only three
people. The ghost phrase contains a nickname used by one character. The toxin
required lab clearance held by two suspects, one of whom was off station. The best
mysteries combine both. Broad clues generate theory. Locking clues generate
solution.

The social distribution of clues matters enormously. Ideally, no one should be able to
solve the game from their own briefing and one lucky prop. A player should need
others. The court mage may understand the sigil but not the inheritance law. The
station engineer may understand the override log but not the victim’s romantic
entanglements. The widow may know the family scandal but not the meaning of the
blood residue. Dependency generates interaction. Interaction generates scenes.
Scenes generate delight, or at the very least elegantly dressed panic.

One must also make sure that clues can survive player variation. Some groups are
aggressive investigators. Some are social wanderers. Some will miss obvious things
while brilliantly intuiting hidden ones. Because of that, critical clues should often
have some redundancy. Not literal repetition, but overlapping pathways. The hidden
parentage can be inferred from a letter, confirmed by a portrait inscription, and
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hinted at by an old servant’s testimony. The access timeline can be gleaned from
logs, challenged by witness memory, and corrected by an ability card. This makes
the design resilient.

Examples from games and mystery fiction again help. Classic detective structures
often use a chain in which motive opens the field, physical evidence narrows it, and
one final interpretive clue resolves it. Interactive mystery design adapts this by
distributing pieces across player action. Many freeform and salon traditions also
understand that clues are often embedded in relationships and private prompts, not
merely objects. Meanwhile, horror and speculative narratives remind us that clues
can be emotional, symbolic, or ontological as well as physical. A house that
remembers can be a clue source. An Al with selective empathy can be a clue source.
A prophecy fragment can be both clue and red herring.

The final clue, sometimes called the smoking gun though it need not literally smoke
and in fantasy may be a quietly incriminating moon sigil instead, should arrive late
and should feel like the moment when many prior elements click. It need not be a
single object. It may be the combination of a late revelation and previously known
facts. What matters is that players can, at that point, reconstruct the critical path.
They should be able to say not just “I think it was this person” but “Now I see why it
must have been this person and not the others.”

And that, really, is the mark of a satisfying clue ecology. Not simply that the answer
exists, but that the room has been given the means to grow toward it through play.

Time, Opportunity, and the Shape of the Night

Motive makes many people interesting. Means narrows the field. Opportunity often
breaks the case open. In a salon LARP, time is both one of the most important and
one of the most frequently neglected design elements. Writers become so enchanted
with character secrets, atmospheric props, magical systems, or whispering Al
fragments that they forget a simple truth: people want to know who could physically,
socially, or supernaturally have done the thing when the thing was done.

A good mystery therefore needs a timeline. This does not mean that the players need
a neat printed chart handed to them at the door, though that could be amusing in the
wrong sort of game. It means the writer needs a precise internal chronology of
events leading up to the death, the death itself, the discovery, and the initial
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aftermath. When did the victim last speak to each suspect? When was the alarm
triggered? When did the lights go out? When was the observatory door sealed?
When was the medpod last active? When did the ritual bell ring? When did the ship
logs desynchronize? When did the mirror crack? These things matter.

Opportunity is not only physical presence. In genre games, opportunity can be
altered by unusual capacities. A fantasy assassin may work through a curse laid
hours earlier. A science fiction saboteur may trigger an effect remotely through a
system they primed in advance. A horror victim may be killed because someone
opened access to a room where the house itself became the weapon. Thus the
timeline must track not only who was where when, but what preparations were made
earlier and what powers allow action at a distance or through intermediaries.

One useful design technique is to divide the relevant timeline into several anchor
points. The first might be the last generally agreed moment the victim was alive. The
second may be the likely or actual time of death. The third may be the discovery or
revelation moment. Between those anchors, track each suspect’s whereabouts,
known interactions, and possible hidden movements. Not every player needs all of
this. But the writer does.

It also helps to distinguish between public timeline and hidden timeline. The public
timeline is what could reasonably be reconstructed by witnesses, logs, routine habits,
and announced events. The hidden timeline includes private actions, secret
movements, or manipulated records. The mystery often lives in the gap between the
two. Players begin with the public version. Through investigation and play, they
uncover the hidden one.

Science fiction scenarios are especially fertile for timeline play because technology
creates records and uncertainty simultaneously. Door logs, sensor captures, comm
records, drone paths, med reads, environmental spikes, and biometric traces can all
help construct opportunity. Yet those same systems can be hacked, corrupted,
delayed, or spoofed. This allows for deliciously specific timeline puzzles. A person
may have badge access at one time, but the body in the corridor may not be the same
body recorded earlier. The station clock may have drifted by exactly the amount
needed to frame someone. The life-support override may have been triggered
remotely but only by someone physically present in another room. Such things make
opportunity feel vivid rather than generic.
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Fantasy timelines often hinge on ritual conditions, courtly schedules, oath
constraints, and movement through symbolic or protected spaces. Who attended the
moon offering? Who was absent from the feast? Who could enter the tower without
breaking sanctuary? When was the seal broken? When did the bells toll? Which
suspect was in chapel when the victim climbed to the observatory? Opportunity in
fantasy may depend on office, bloodline, or magical permission as much as on
spatial movement. A suspect may be physically close and still unable to act because
an oath binds them. Another may seem far away and yet act through a prepared
curse or familiar.

Horror timelines frequently thrive on uncertainty of perception. This is dangerous if
handled badly and wonderful if handled well. A witness may report seeing the
victim after the presumed death time because the house echoed a prior moment. A
clock may stop in the haunted wing. A participant may lose fifteen minutes to
dissociation. A séance may reveal that the victim died earlier than anyone thought.
These distortions can create superb atmosphere, but the writer must ensure there is
still a recoverable underlying sequence. Horror can bend chronology emotionally
while preserving enough structure for mystery.

Alibis deserve special attention. In live play, players love alibis, partly because they
love challenging them. A strong alibi is not merely “I was in the library.” It is “I was
in the library with the ambassador, and the library doors are witnessed by the
footman until the bells.” Or “I was in med bay under sedation, which the system
should show unless someone tampered with the logs.” Or “I was in chapel speaking
the dusk litany, which no oathbound knight may interrupt.” The more grounded the
alibi, the more satisfying it is to test or dismantle.

It is often useful to give some characters timeline knowledge about others. The
gardener saw someone cross the eastern grounds. The station child on maintenance
duty heard an access chime. The old nurse knows who visited the victim in the
afternoon. The Al recorded a voice pattern in the corridor. These witnesses do not
need to be entirely reliable, but they should matter. A room without witness pressure
can become strangely abstract.

One should also think about how the timeline enters play. Some information can be
in briefings. Some can appear in documents. Some can be released through
announcements. Some can be unlocked by abilities. Some emerges only when
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players interrogate one another carefully. This layering keeps opportunity analysis
active throughout the event rather than making it a static opening exercise.

The best timeline design supports reinterpretation. Early in the game, players may
think the victim died at ten, making one suspect seem guilty. Midway through, an
autopsy or mystical revelation shifts the death to nine-thirty, altering the field. Later,
a lock mechanism clue reveals that the room was entered from inside after death,
creating a new question. This stepwise collapsing of time uncertainty is very
satisfying. It mirrors the way mystery fiction often moves from broad suspicion to
narrower reconstruction.

A useful check for the writer is this: can the solution be explained as a sequence?
Not merely as a motive or a twist, but as an actual chain of events. If the accusation
scene arrives, can someone narrate what happened from setup to death to
concealment? If not, the mystery may feel flimsy no matter how atmospheric the rest
is. Players want to know not just who and why, but how. They want the shape of the
night.

Theatricality, Space, and Embodied Play

Mystery structures and clue logic are vital, yes, but these games are not solved in a
vacuum. They happen in rooms, with bodies, with voices, with glances, with pauses,
with doors, with tables, with things people hold and hide and reveal. Theatricality is
not an optional flourish. It is part of the design language of the form. A murder
mystery party salon LARP should feel like an event. The room should not simply
contain the game. It should help perform it.

This does not mean the production must be lavish. One does not need a castle, an
orbital station, or a Victorian manor inherited from some highly suspicious aunt.
Though if one has such things available, I should not stand in the way. Theatricality
begins with intention. A well-chosen play space, a few meaningful props, controlled
information display, thoughtful sound cues, and clear ritual moments can transform
even an ordinary room into a charged narrative environment.

The first theatrical question is spatial logic. Where are people supposed to gather,
drift, confront, isolate, or discover? A salon LARP benefits from having zones. Even
in a single room, one can imply zones through furniture, lighting, sound, or prop
placement. The hearth, the altar, the command table, the observation deck, the
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chapel corner, the mirror, the archive chest, the sealed terminal, the portrait wall.
Different zones invite different kinds of scenes. A public accusation near the throne
carries different energy than a quiet confession beside the shuttered window.

Genre suggests spatial tone. A fantasy court thrives on visible hierarchy. A throne
chair, a banner, a formal table, a relic stand, a place where oaths are spoken. Science
fiction often likes interfaces, terminals, status displays, warning sounds, a central
command point, a med station, a glowing console, an emergency door. Horror loves
thresholds, corners, covered objects, unused chairs, visible damage, candles or
flickering light, and that delicious sense that one side of the room may know more
than the other. The details need not be expensive. They need to be pointed.

Props should serve play. A prop is not valuable merely because it is pretty. It should
reveal status, carry clues, support abilities, or focus scenes. Rings, documents, data
slates, ritual knives, family portraits, worn gloves, coded invitations, bloodmarked
cloths, medals, access badges, journals, vials, keys, tarot-like omen cards,
phonograph cylinders, cracked lenses, sealed letters, old toys, broken drones, prayer
beads. The best props are objects players want to pick up, steal, protect, inspect, or
accuse one another over.

Costuming helps because it gives players an immediate route into role. Even a small
symbolic element can do a great deal. A uniform, a sash, a brooch, a signet, a station
tag, a hooded scarf, a veil, gloves, a relic pendant, a severe jacket, a stained cuff.
Costumes clarify identity, rank, and tone. They also delight people. This should not
be underestimated. Humans are very responsive to occasion.

Sound is remarkably powerful. A formal bell, a station announcement chime, distant
thunder, ritual music, mechanical hum, a child’s song from another room, the
crackle of a damaged speaker, a heartbeat pulse during a ghost scene, a stately court
fanfare for formal testimony. One or two well-timed cues can do more than pages of
description. Sound changes attention. It tells the room that something is happening
now.

Lighting, where possible, can likewise support the game. Brightness for public
scenes, lowered light for revelation, a sudden blackout or flicker at a key moment,
candlelight or focused pools for horror, cool tones for science fiction, warm and
ceremonial tones for fantasy. Even if one cannot fully control lighting, one can
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control symbolic use of lamps, candles, or screen glow. The goal is not technical
spectacle but emotional framing.

Formal scenes are one of the great theatrical strengths of the form. Free play is
essential, but punctuating it with structured moments gives the event rhythm. A will
reading. A council announcement. A station emergency alert. A midnight bell. A
ghost communication. A formal accusation. An oath scene. A ritual interruption.
These moments gather attention and reset energy. They also allow the writer to
control pacing without strangling spontaneity.

Embodied behavior matters too. Encourage players, through briefing tone and role
design, to inhabit status, fear, ritual, and relationship. A knight who bows before
speaking to the queen changes the room. An android who pauses half a second too
long before each answer changes the room. A widow who refuses to sit in the dead
man’s chair changes the room. A medium who never lets anyone stand between
them and a mirror changes the room. Such choices help the world feel inhabited.

Theatricality also supports information flow. A clue discovered in silence is one
thing. A clue revealed during a formal reading, with everyone watching, is another.
A secret passed under a table is different from a ritual object inspected in the center
of the room. A public ability use can create a scene even before its content is known.
The room reacts not only to facts but to the manner of their emergence.

Examples from theatre, immersive performance, and live roleplay all point toward
the same lesson. People believe more deeply in worlds when those worlds are staged
through meaningful action. A well-timed entrance, a formal gesture, an object
everyone has been fearing, a sealed envelope opened in silence, a corridor suddenly
declared forbidden, a portrait turned to face the room. These things carry symbolic
weight. Mystery loves symbols because symbols intensify interpretation. Salon
LARP loves them because players act on them.

One should be careful, however, not to overstage. Too much imposed performance
can reduce player agency. The game should not become a pageant in which
participants merely wait for the next signal. Theatricality should support interaction,
not replace it. Give the room structure, tension, and occasion, then let the players fill
it with mess. They will. Cheerfully.
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Writing for Science Fiction Murder Mystery Salon LARPs

Science fiction is an especially fertile genre for murder mystery salon LARPs
because it asks hard questions under pressure. What counts as a person? What counts
as evidence in a world of corrupted data, synthetic memory, and pervasive systems?
What is the moral weight of survival when institutions lie? Who controls
knowledge? How does technology mediate intimacy, authority, and death? These are
marvelous questions to put in a room with a corpse.

The first thing to recognize is that science fiction mystery does not become
interesting merely by adding consoles and jargon. In fact, too much undigested
technical language is one of the fastest ways to drain energy from a live interactive
event. Players do not need encyclopedic worldbuilding in order to care. They need a
setting with clear pressures. A station under quarantine. A colony facing ecological
collapse. A diplomatic vessel on the eve of first contact. A corporate habitat where
one section has been losing time. A memory archive in which the dead are still
queryable. A generation ship with factional politics. A lunar monastery where copies
of consciousness are ritually retired. See how quickly the stakes become social and
ethical. That is where you want to start.

Science fiction murder mysteries often work best when the victim sits at the
intersection of system and humanity. Perhaps they are a scientist whose findings
threaten policy. A mediator between species. A synthetic advocate. A systems
engineer who knew how close the station came to catastrophe. A historian who
discovered falsified records about the colony’s founding. A consciousness technician
who learned which elite passengers are operating through unauthorized bodies. Such
victims are useful because many kinds of motive can attach to them: ideological,
institutional, personal, romantic, legal, existential.

The writer should determine early what speculative element most shapes the
mystery. Is the key tension about identity? Then cloning, synthetic persons, memory
transfer, body doubles, legal personhood, and biometric fraud become central. Is the
key tension about surveillance and secrecy? Then station logs, Al mediation, access
control, and corrupted records matter. s it about contact with the unknown? Then
xenobiology, translation failure, contamination, and diplomatic fragility become the
pressure points. Is it about time or perception? Then delayed signals, memory drift,
cryosleep artifacts, predictive modeling, or causal anomalies may matter. The genre
thread should not be everything. It should be something clear.
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Science fiction also allows for excellent mystery structures around access. Who
could enter a sealed lab? Who could alter medbay records? Who has authority to
reroute life support? Who can physically touch the core? Who has code access to
synthetic compliance routines? Access is social and technical. It often reflects
hierarchy. That means the power map of the setting becomes part of the clue logic. A
junior engineer may know more than a commander about what is technically
possible. A synthetic counselor may have more access to emotional truth than to
secured files. A corporate observer may have legal power but no practical
understanding. These asymmetries are fruitful.

Special abilities in science fiction should feel like they arise from systems, training,
or enhancement rather than from generic magic with chrome. A memory analyst
might retrieve one sensory fragment from a damaged recording. A security officer
might lock movement for a minute under emergency protocol. A bioengineer might
test one sample for contamination. A synthetic might detect elevated stress markers
in one target. A systems whisperer might access one sealed packet of logs. A
probability modeler might request the most statistically inconsistent statement made
in the last round. Now we are doing genre, not merely renaming wizard spells.

Examples from fiction can guide tone. Alien gives us claustrophobic institutional
horror where corporate priorities distort survival. Blade Runner and related works
interrogate memory, identity, and human value. Star Trek often stages procedural
dilemmas around evidence, diplomacy, and ethics. Babylon 5 and Battlestar
Galactica show how political structures and private loyalties collide under pressure.
Cyberpunk traditions foreground data control, body modification, and corporate
secrecy. All of these can inspire forms of motive and structure without needing
direct imitation.

A sample science fiction scenario might help. Imagine a game called Echoes on
Station Theta. The setting is a remote orbital research station preparing for formal
exchange with an alien intelligence discovered in a gas giant’s atmosphere. The
victim is Dr. Mara Encel, xenobiologist and unofficial moral center of the station,
found dead in the hydroponics ring after a sudden pressure fluctuation. Publicly, the
station believes it was an accident. Privately, there are signs of tampering. Suspects
include the station commander, a corporate liaison, a synthetic linguistic specialist, a
junior engineer, the security chief, a rival xenologist, and a chaplain responsible for
memorial integration rites.
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The relationship thread reveals that the security chief and the victim were former
lovers, the synthetic depended emotionally on the victim’s mentorship, the junior
engineer is the victim’s unacknowledged clone descendant, and the commander has
been concealing prior contact anomalies. The genre thread centers on an atmospheric
lifeform whose recorded patterns seem to retain and reflect emotional impressions
from those who study it. Special abilities include log access, emotional residue
scans, contamination testing, and one-time emergency protocol. The mystery
becomes not merely who sabotaged the hydroponics ring, but whether the station
itself is now carrying the victim’s final fear through its systems. That is science
fiction mystery properly alive.

One should also remember that science fiction can support many tones. It can be
cold and procedural. It can be romantic and philosophical. It can be paranoid, tragic,
or darkly funny. The important thing is coherence. If the game wants to explore
synthetic personhood and grief, do not undercut every scene with goofy
technobabble. If it wants to be a tense station thriller, do not let the murder logic
drown in abstract metaphysics. The speculative ideas should sharpen the human
situation.

Finally, science fiction murder mystery salon LARPs benefit enormously from
ethical ambiguity. The killer may be guilty, but others may be complicit in structures
that made the crime possible. The victim may be sympathetic, but not innocent. The
truth may save lives and ruin a treaty. Revealing the murderer may expose the
colony to collapse. Preserving stability may mean protecting someone monstrous.
Science fiction is wonderfully good at asking whether solving the case is enough. In
a live room, that can produce extraordinary endings.

Writing for Fantasy Murder Mystery Salon LARPs

Fantasy and murder mystery are old friends, though they do not always admit it in
public. The fantasy court, the ancient castle, the forbidden library, the temple
archive, the haunted forest lodge, the wizard council, the dragon embassy, the
monastery of omens, the masked feast of the moon kingdom: all of these settings
practically beg for secrets, accusations, inheritance disputes, hidden magic, and a
body in a regrettably significant room. Fantasy is especially well suited to salon
mystery because it thrives on social structure, ritual language, symbolic objects, and
histories that are still alive enough to bite.
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The first strength fantasy brings is hierarchy. Courts, temples, guilds, noble houses,
magical orders, old treaties, sacred offices, and bloodline claims all create built-in
pressure. A murder in such a world is rarely just personal. It ripples through status
and destiny. If the dead person was the royal astrologer, the high steward, the
dragon-tongue translator, the keeper of seals, the abbess, the war mage, or the bearer
of the winter crown, then their death threatens systems of legitimacy and belief. That
gives players reasons to care beyond simple grief.

The second strength is symbolic power. In fantasy, objects mean things. A ring, a
blade, a sigil, a relic, a book, a key, a cup, a shard of bone, a heraldic device, a
prayer cord, a mirror, a crown fragment, a sealed scroll: these can all carry legal,
magical, and emotional significance simultaneously. This is wonderful for clue
design. The object is not merely evidence. It is part of the setting’s meaning system.
A dagger found in a chamber may imply ancestry, oath, ritual privilege, or political
insult even before anyone asks whether it is the weapon.

Fantasy motives often arise from inheritance, prophecy, vows, religion, exile,
ambition, magical debt, secret lineage, forbidden study, and the preservation or
disruption of order. These motives are particularly satisfying because they braid the
personal with the mythic. A suspect may want the victim dead because the victim
knew a lineage secret that would unmake a coronation. Another may act because a
vow sworn to a dead saint demands the stopping of a false ruler. Another may fear
the victim intended to break a seal that keeps old horrors buried. Another may resent
that the victim manipulated prophecy for political ends. A good fantasy mystery
gives the sense that history itself is leaning over the table listening.

Special abilities in fantasy should feel rooted in role and tradition. The court seer,
oath priest, relic keeper, battle mage, hedge witch, fae envoy, dream-reader, blood
scholar, knight of sanctuary, and ancestral medium all suggest different power
forms. Use that. Let the queen’s confessor compel a truthful answer under sacred
oath. Let the blood scholar detect whether a sigil has been forged. Let the relic
keeper determine whether an object has been profaned. Let the dream-reader request
one omen. Let the knight declare sanctuary. Let the fae envoy bargain for a name in
exchange for one true statement. These do not merely solve clues. They shape the
world.

Fantasy also allows one to use formal scenes to wonderful effect. Oath-taking,
public accusation before the throne, inheritance reading, ritual bells, a moonlit vigil,
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the unveiling of the lineage tapestry, the opening of the sealed archive, the
interpretation of an omen, a ceremonial challenge. These are inherently theatrical.
They give the room structure and make revelation feel weighty. One of the pleasures
of fantasy salon play is that social forms matter. When someone breaks ritual, the
room notices.

The genre thread in fantasy should not be generic “magic is around.” It should be
specific. Is the central pressure prophecy? Then differing interpretations, forged
omens, celestial timing, and status of seers matter. Is it blood magic? Then lineage,
sacrifice, inheritance, and taboo become central. Is it fae law? Then names, bargains,
and literal truth are important. Is it sacred kingship? Then ritual competence and
divine favor shape legitimacy. Is it a cursed land? Then place and history matter.
Specificity gives clue logic teeth.

Examples from literature and games can be suggestive. Arthurian material gives us
courts, oaths, adultery, sanctity, and succession. Shakespearean fantasy and history
plays remind us how ambition and prophecy intertwine. Modern fantasy from
authors like Robin Hobb, Guy Gavriel Kay, Katherine Addison, and others offers
court intrigue, layered loyalties, and deeply social magic. Roleplaying traditions,
from Amber-style intrigue to courtly fantasy LARP, have long understood that rank
and relationship make wonderful fuel. Mystery in fantasy works best when the
impossible is governed by social and symbolic order, not random spectacle.

Consider a sample scenario called The Crown of Ashes. The setting is the solar court
of Queen Ilyra, whose husband died years earlier under dubious circumstances. On
the eve of a treaty that will join two long-warring houses, the royal astrologer is
found dead beneath the shattered dome of the star chamber. The body bears no
visible wound, but the star map has been altered and one of the ancestral lanterns has
gone dark. Suspects include the queen, the heir apparent, a disfavored younger
prince, the high priestess, the captain of ash guards, an ambassador betrothed against
her will, a court magician, and an old noblewoman who served the previous king.

The relationship thread involves concealed love, disputed parentage, family
disgrace, and political resentment. The genre thread centers on a prophecy
foretelling that “when ash wears the crown and the blind star wakes, the blood
unchosen shall return.” Special abilities include prophetic omen, truth oath, sigil
reading, relic attunement, and sanctuary declaration. Clues include altered charts,
hidden correspondence, a ritual knife that was not used, an heirloom lamp gone dark,
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and testimony about who entered the tower during the eclipse watch. The final
revelation exposes not only the killer but the falsification of a birth chart years
earlier that changed the line of succession. Now that is properly fantasy.

Fantasy also supports beautiful moral ambiguity. The murderer may be wrong and
yet acting against something real. The victim may be protector and manipulator at
once. The prophecy may be true in a way nobody likes. The person legally guilty
may not be the person spiritually responsible. Live players enjoy wrestling with such
layers. It makes the accusation scene feel like judgment, not just deduction.

Above all, fantasy murder mystery salon LARPs should take their symbols seriously.
If the game speaks of blood, crown, oath, moon, saint, mirror, dragon, exile, winter,
ash, or flame, those things should mean something in the structure. The room should
feel shaped by old words and older obligations. That is where fantasy mystery
acquires its distinct and rather delicious gravity.

Writing for Horror Murder Mystery Salon LARPs

Horror is perhaps the most temperamentally suited of the three genres for salon
mystery, because horror loves enclosed spaces, unstable trust, partial knowledge, old
wounds, and the sense that the room itself may be complicit. A horror salon murder
mystery can be claustrophobic, sorrowful, grotesque, intimate, and unnervingly
beautiful all at once. It is not merely about a killer. It is about contamination of
certainty. It asks not only who did it, but what has been done to this family, this
house, this crew, this cult, this hotel, this village, this memory, this body, this soul.

The first thing to understand about horror mystery is that fear and logic must coexist.
If the horror overwhelms causality, the mystery dissolves into mood. If the mystery
ignores dread, the horror becomes decorative. The most effective horror salon games
preserve investigative structure while allowing the uncanny to distort perception,
testimony, motive, and moral meaning. A ghost may exist, yes, but the players
should still be able to reason about what happened. The house may remember, but
memory must have patterns. The ritual may alter reality, but it must do so
consistently enough that clues can be interpreted.

Horror motives often emerge from shame, obsession, grief, denial, fear of exposure,
desire to contain evil, desire to unleash it, jealousy of the dead, or desperate attempts
to reverse loss. The victim may have uncovered the family’s pact, refused to
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continue the ritual, intended to publish the truth, stolen a relic, abused the
vulnerable, manipulated the haunting, or promised resurrection and failed. Horror
gives writers a wonderful excuse to make motive emotionally raw. Characters do not
merely want power. They want release, silence, absolution, preservation, vengeance,
or one impossible reunion.

The setting is enormously important in horror. Unlike some science fiction and
fantasy scenarios, horror thrives when place itself feels active. A manor, monastery,
hotel, asylum, ship, chapel, school, funeral house, lighthouse, isolated estate, or
abandoned research wing can all function as containers of memory. The physical
environment becomes a clue system and emotional field. Doors matter. Mirrors
matter. locked rooms matter. Places people avoid matter. Rooms with history matter.
The writer should decide what the place remembers and how that memory manifests.

Special abilities in horror should feel risky, intrusive, or incomplete. The medium
may hear one phrase. The photographer may uncover one altered image. The
dreamer may receive a symbol. The child survivor may recall one repressed detail.
The housekeeper may know one forbidden route. The occult scholar may identify
one sign of ritual contamination. The faith healer may detect whether a wound is
natural or profane. Costs are especially effective here. A séance leaves the speaker
shaken. A psychometric reading brings a false impression mixed with the true. A
dream vision blurs one other memory. The power should never feel entirely safe.

Horror also benefits from secret instability. A character may know their memory is
unreliable. Another may suspect they are being addressed by the house. Another
may have a compulsion attached to a room, a sound, or a name. One must use such
effects sparingly and clearly, because player agency matters. Yet carefully deployed,
they can make scenes deeply unnerving. The room should feel as though truth is
there, reachable, but expensive.

Tone is delicate in horror. Too much solemnity and the room can become static. Too
much melodrama and dread turns campy unless camp is the goal. It is often wise to
mix registers. Let there be tenderness. Let there be old jokes. Let someone almost
laugh in the wrong moment. Let the room breathe. Horror depends on contrast. A
quiet tea service can make the blood on the saucer much worse. A warm
conversation by the fire can make the distant child’s singing unbearable.
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Examples from literature and screen horror are instructive. Gothic traditions from
Poe to Shirley Jackson to modern haunted-house narratives show how architecture
and family rot intertwine. Ghost stories often rely on partial testimony, emotional
residue, and old wrongs. Occult horror adds ritual, taboo, and dangerous curiosity.
Psychological horror gives us memory failure and unreliable witness. Folk horror
gives us communal concealment and inherited violence. One can draw from all of
these structurally even while keeping the game playable and fair.

Consider a sample scenario called The House That Remembers. The setting is a
decaying seaside manor where the estranged family of Alistair Vale has gathered
after the death of his final sibling to settle the estate. Also present is a historian hired
to authenticate newly discovered letters, a photographer who left the family years
ago, the old housekeeper, a local priest, a skeptical doctor, and the family friend who
has always stayed too close. During the first evening, the historian is found dead in
the music room with a broken wax cylinder beside the body and salt scattered in a
ring that has been partially wiped away.

The relationship thread includes hidden parentage, a former engagement, a resentful
caretaker, and a child lost to the sea decades earlier. The horror thread concerns the
west wing, where mirrors are always covered because the house appears to preserve
emotional moments in reflective surfaces. Special abilities include séance phrase,
memory development from photograph, ritual residue identification, and threshold
knowledge. Clues include salt traces, altered letters, conflicting memories about who
was in the music room before midnight, and the revelation that one portrait now
shows a person no one remembers painting there. The final truth reveals that the
murder was committed by a family member trying to stop the historian from proving
that the house’s haunting began with a deliberate sacrifice disguised as an accident.
The horror and the human crime lock together.

Horror is particularly good at endings that wound elegantly. The killer may be
found, but the house remains active. The murderer may be exposed, but the ritual
damage cannot be fully undone. The victim may speak, but only to reveal that the
room’s oldest lie is larger than their death. Some horror mysteries conclude with
restoration. Many conclude with knowledge that arrives too late to feel clean. In live
play, that can be intensely satisfying. Players do not always want reassurance.
Sometimes they want the shiver of a truth that leaves something open in the dark.
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Still, even in horror, the accusation scene should work. Players should be able to
explain who acted, how, and why. Ambiguity can remain around what else is in the
room, what old evil still stirs, or whether one memory remains trustworthy. But the
human line of action should be graspable. That is the bargain. Horror may cloud
vision. It should not erase the pattern.

Balancing Puzzle and Drama

One of the most persistent design problems in this hybrid form lies in balancing two
quite different pleasures. On the one hand, there is the pleasure of solving. Players
enjoy deduction, inference, pattern recognition, and the sense that the truth can be
reached through thought and interaction. On the other hand, there is the pleasure of
dramatic play. Players enjoy confession, betrayal, emotional escalation, moral
dilemma, theatrical revelation, and the sense that the story means something beyond
the answer. Lean too hard one way and the form narrows. Lean too hard the other
and the murder begins to feel ornamental.

A pure puzzle design may provide clues efficiently but flatten the people carrying
them. Everyone becomes a function. Scenes become interviews. Roleplay becomes
garnish. Players who enjoy emotional or performative depth may disengage because
every interaction feels like data extraction. The event grows tidy and dry, like a
beautifully arranged spreadsheet that nobody particularly wants to attend a second
time.

A pure drama design may produce rich scenes and powerful secrets but leave the
murder underdefined. The answer becomes vague, contingent, or emotionally rather
than logically supported. Players who expected a mystery feel stranded, because no
amount of sincere acting can compensate for an unworkable investigation. The event
grows lush and mushy, full of feeling but lacking structural payoff.

The art, then, lies in making the drama the method by which the puzzle becomes
solvable, and making the puzzle the pressure that gives the drama urgency. A
confession matters because it alters means or opportunity. A betrayal matters
because it releases a hidden clue. A romance matters because it explains access. A
political speech matters because it reveals motive under the guise of rhetoric. Every
emotional beat should have informational consequence, and every informational
discovery should carry emotional weight.
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Think of it this way. When a character breaks down and admits they were in the
observatory earlier than they claimed, that is not just a dramatic moment. It reshapes
the timeline. When a lover reveals they hid a letter to protect someone, that is not
just romantic tension. It introduces or delays a clue. When a priest refuses to speak
under oath, that is not just moral posture. It suggests constraint, fear, or guilt, all of
which affect interpretation.

This integration also helps with pacing. Early scenes may lean more heavily on
motive and relationship, because players are still discovering who everyone is to one
another. Mid-game scenes often blend drama and puzzle most intensely, as secrets
begin to surface and contradictions emerge. Late-game scenes tend to tighten, with
revelations that directly impact solution. If designed well, players should feel that
they are moving toward something, not merely circling interesting conversations.

Another useful principle is that not all players need to engage equally with both
sides at all times. Some will drive deduction. Others will drive emotional escalation.
The design should allow these modes to feed each other. The analytical player needs
the confessional player to unlock information. The dramatic player needs the
analytical player to give structure to their discoveries. When this exchange is
working, the room feels alive in a very particular way. People are not just talking.
They are advancing the game.

There is also a subtle point about satisfaction. Players often remember how they
arrived at the solution as much as the solution itself. If the path involved tense
conversations, risky revelations, mistaken accusations, and shifting alliances, the
answer feels earned. If the path involved quietly comparing notes in a corner until
someone announced the correct name, the answer may be correct but the experience
will feel thin.

So when designing, one should repeatedly ask: does this element encourage both
thinking and feeling? Does it invite players to act, not just conclude? Does it reward
engagement rather than passive deduction? If the answer is yes, then the balance is
likely holding.

Theatricality, Space, and Embodied Play

A murder mystery salon LARP does not exist on paper. It exists in a room full of
people doing things with their bodies, voices, and attention. That may sound
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obvious, but it is astonishing how often designs ignore it. Theatricality is not
decoration. It is part of the system.

The first thing to understand is that space shapes behavior. Where players stand, sit,
cluster, and move influences what kinds of scenes occur. A central table invites
confrontation. A shadowed corner invites secrecy. A raised position implies
authority. A doorway suggests transition or interruption. Even in a simple room,
spatial differentiation can be created through furniture, props, or implied zones.

A fantasy court might organize space around a throne, a council table, and a ritual
area. A science fiction setting might center on a command console, a med station,
and a data terminal. A horror setting might emphasize thresholds, isolated corners,
and objects that feel slightly wrong in their placement. These spatial cues guide play
without needing explicit instruction.

Props, when chosen well, become anchors for interaction. They are not merely visual
flavor. They are points of focus. A sealed letter demands to be opened or hidden. A
dagger invites accusation. A data slate invites inspection. A photograph invites
interpretation. A relic invites reverence or fear. Good props generate action. Players
pick them up, guard them, trade them, or use them as leverage.

Sound is remarkably powerful. A formal bell, a station announcement chime, distant
thunder, ritual music, mechanical hum, a child’s song from another room, or even a
sudden drop into silence can mark transitions in the narrative. These cues help
structure time without needing to interrupt play with overt instructions. When the
bell rings, people turn. When the system voice crackles, people listen. When the
music stops, people notice. The environment becomes an active participant in
pacing.

Lighting, where available, can be used with equal care. A dimming during a séance,
a flicker during a power fluctuation, a shift to colder tones during a revelation—
these need not be elaborate to be effective. Even simple gestures, like drawing
curtains or extinguishing a candle, can signal that something has changed. These
signals matter because they help unify the room’s attention. In a live setting,
attention is the most valuable currency.

Ritual moments are especially effective in genre salon LARPs. These are structured,
often semi-formal scenes that gather players into a shared focus. A will reading, a
formal accusation, an oath ceremony, a system alert briefing, a divination circle, a
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confession rite, a council meeting, a treaty announcement, or a summoning. These
moments give shape to the experience. They provide points at which information can
be centralized, tensions can be aired, and the narrative can pivot. Without such
moments, the game risks becoming a continuous murmur. With them, it gains
rhythm.

Embodied play is what transforms all of this from design into experience. Players
are not reading about events. They are inhabiting them. The writer should therefore
consider how the design encourages physical and vocal engagement. Are there
reasons to move across the space? Are there reasons to lower one’s voice, to raise it,
to pause? Are there moments where silence is powerful? Are there props that must
be handled carefully? Are there gestures associated with authority, magic, or
protocol? These small details help players feel that their bodies matter in the story.

One must also consider accessibility and clarity. Theatricality should enhance, not
obscure. Players must be able to hear, see, and understand what is happening. If a
key clue is whispered in a corner no one can reach, or a prop is too subtle to be
noticed, or a ritual is so opaque that players do not know how to engage with it, the
design has failed its own ambition. Elegance lies in clarity, even when the content is
mysterious.

In the best cases, the space itself becomes memorable. Players recall not just what
happened but where it happened. The accusation near the throne. The confession by
the viewport. The revelation at the altar. The argument beside the sealed door. The
séance at the long table. These spatial memories anchor the narrative in lived
experience.

Example Scenario Frameworks

To ground all of this in something concrete, let us sketch three example frameworks,
one each for fantasy, science fiction, and horror. These are not full games, but they
illustrate how the principles discussed can come together.

Fantasy Scenario: The Crown of Ashes
The setting is a royal court preparing for coronation after the sudden death of the

king. The victim is the royal astrologer, found dead in the observatory with a
shattered star map. The murder thread concerns a poisoned ink used to alter a
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prophecy chart. The relationship thread involves rival heirs, a secret marriage, a
disgraced knight seeking redemption, and a priesthood divided over legitimacy. The
genre thread centers on a prophecy that seems to name the next ruler but may have
been falsified.

Characters include the queen, the heir apparent, a younger sibling with a hidden
claim, the court mage, the priestess, the knight, the ambassador, and the astrologer’s
apprentice. Ability cards include oath-binding questions, prophecy interpretation,
magical residue detection, and invocation of royal authority.

Clues include altered star charts, testimony about the astrologer’s recent fear, a
hidden letter suggesting the prophecy was changed, and a ritual mark indicating
someone tampered with the ink using blood magic. The final revelation hinges on
the realization that only one character both knew how to alter the chart and had
access to the observatory at the critical time.

Science Fiction Scenario: Echoes on Station Theta

The setting is an orbital research station preparing for first contact. The victim is a
xenobiologist found dead in a medpod. The murder thread involves tampered life-
support settings. The relationship thread includes a love triangle, corporate pressure,
and rivalry among researchers. The genre thread concerns a microbial network
capable of storing emotional impressions.

Characters include the station commander, the security chief, the android diplomat,
the corporate observer, the engineer, the medic, and a junior technician. Ability
cards include log access, emotional scan, system override, and memory extraction
from biological residue.

Clues include corrupted logs, a missing data shard, testimony about the victim’s
recent argument, and emotional residue indicating fear at a specific moment. The
final revelation comes when players realize that the life-support tampering required
both physical access and knowledge of the microbial network’s behavior, narrowing
the field to one suspect.

Horror Scenario: The House That Remembers

The setting is an old seaside manor. The victim is a historian found dead in a locked
music room. The murder thread involves suffocation and a broken phonograph. The
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relationship thread includes inheritance disputes, hidden lineage, and a past tragedy.
The horror thread centers on the house’s ability to imprint and replay emotional
memories.

Characters include the widow, the heir, the housekeeper, the medium, the returning
relative, the family friend, and the local priest. Ability cards include séance, memory
development from photographs, detection of emotional residue, and invocation of
household authority.

Clues include altered portraits, a damaged phonograph cylinder, testimony about
voices in the walls, and a hidden passage. The final revelation emerges when players
connect the house’s memory effects with the timeline, realizing that one suspect
used the phenomenon to create a false alibi.

The Critical Path and Final Revelation

All of this design work leads toward one crucial moment: the revelation. The critical
path is the chain of reasoning that identifies the killer and excludes all other
suspects. It is the backbone of the mystery. Without it, the ending feels arbitrary.
With it, the ending feels inevitable.

The writer must ensure that the critical path exists and is discoverable. This does not
mean it must be easy. It does mean that the necessary clues are present, interpretable,
and connected. Players should be able to reconstruct the sequence of events: who
had motive, who had means, who had opportunity, how the act was carried out, and
how it was concealed.

Elimination is as important as identification. Each suspect should have at least one
clear reason they could not have committed the murder. This helps narrow the field.
It also makes the final accusation more satisfying, because it feels like the resolution
of a process rather than a guess.

The revelation itself should be theatrical. It may occur in a formal accusation scene,
a council meeting, a ritual, or a final gathering. The accused should have a chance to
respond. The room should feel the weight of the moment. Ideally, the revelation is
not only logical but emotional. It resolves not just the question of who, but the
tensions that have been building throughout the game.

Conclusion: Designing for Experience, Not Just Solution
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At the end of the evening, what remains is not only the answer to the mystery. It is
the experience. Players remember the scenes they lived through, the secrets they
uncovered, the alliances they formed and broke, the moments when the room held its
breath.

The writer of a murder mystery party salon LARP is not merely constructing a
puzzle. They are shaping an event. They are creating a space in which people can
inhabit characters, explore relationships, engage with a world, and discover a story
through play.

In science fiction, fantasy, and horror, this becomes even richer. The strange
elements of these genres allow the writer to explore themes of identity, power, fear,
and truth in heightened ways. Special ability cards provide a simple and effective
way to bring those elements into play without overwhelming the structure.

The goal is not perfection. It is engagement. It is the moment when players lean
forward, when they argue, when they laugh, when they accuse, when they realize,
when they remember.

A good murder mystery asks who did it.
A great salon LARP lets you feel what it meant that they did.

And that, really, is why we do this.
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Everyone Is Suspect: Distributed
Protagonism in Salon LARP Narrative
Design

Orin Pell

Abstract

Salon LARP murder mysteries present a structural paradox: a genre ostensibly organized
around a single crime, a single investigator, and a single solution, yet experienced
simultaneously by a dozen or more participants, each of whom must feel narratively
indispensable to the whole. This essay addresses that paradox through the concept of
distributed protagonism — a structural property of well-designed salon LARP murder
mysteries that distinguishes the form from mere ensemble casting and from all preceding
models of collaborative narrative. Where conventional detective fiction requires a singular
locus of dramatic attention, salon LARP constitutively resists singularity: the participatory
conditions of the form structurally prohibit the elevation of one investigator-protagonist
without destroying the meaningful participation of the remaining cast.

Three interlocking arguments organize the essay’s inquiry. First, distributed protagonism is
achievable through specific, identifiable design strategies — networked relational
architecture, goal ecology, information asymmetry, subplot distribution, and temporal
mechanics — that collectively create what might be called narrative importance without
narrative hierarchy. Second, these strategies fundamentally alter the relationship between
audience and performer that conventional theatrical and narrative forms presuppose,
producing what this essay terms a post-spectatorial narrative experience in which every
participant is simultaneously author, performer, and audience of a collectively owned
dramatic event. Third, the form therefore represents a distinctive and seriously
undertheorized model of interactive drama, one that resists single-author narrative control in
ways that have implications well beyond the murder mystery party.

The essay proceeds across disciplinary lines, drawing on narratology, performance studies,
game studies, network theory, and ensemble drama theory. It argues, finally, that salon
LARP’s fifty-year design tradition constitutes a body of practical wisdom about distributed
narrative centrality that deserves sustained theoretical attention — not only because the form

52



Everyone is Suspect

is intrinsically interesting but because the problems it addresses recur throughout interactive
media wherever participatory co-authorship is promised and too rarely delivered.

Keywords: distributed protagonism, salon LARP, murder mystery design, interactive
narrative, ensemble drama, post-spectatorial performance

I. Introduction

The Scene

Consider a room of twelve people in motion. The food on the sideboard has gone
cold; no one has thought to eat. A woman in evening dress has backed a man in a
tweed jacket against the bookcase and is speaking to him with low, controlled
urgency. In the corner near the fireplace, two others sit at an angle to each other,
their heads inclined, one of them sliding a folded note across the arm of the settee.
Near the door, someone scans the room with an expression that suggests calculation
rather than social anxiety. The host, who organized this evening, stands slightly apart
and watches the room with the professional neutrality of a person who has built
something and is now waiting to learn what it does.

This is a salon LARP murder mystery in progress. The room contains a victim,
already designated, already dead in the fictional world’s past. It contains a killer,
who knows what they did and why. It contains witnesses who observed things they
have not yet decided whether to share. It contains lovers and rivals, creditors and
debtors, relatives with competing claims on a contested estate. There is a blackmail
scheme in progress, a secret marriage that no one was meant to discover, a document
that has gone missing, and a letter that should not exist. Every person in this room
has something to hide. Every person in this room needs something from at least two
other people in this room. And every person in this room is a suspect.

Now consider, by contrast, the canonical image of Golden Age detective fiction:
Hercule Poirot assembling the household in the drawing room of a country house to
explain, in meticulous retrospective order, exactly what each person did and did not
do, exactly how the poison was administered, and exactly who administered it. The
household stands or sits. They wait. Their function, in this moment — indeed, their
function throughout the novel — is to be the objects of Poirot’s superior intelligence.

53



Orin Pell

They are the suspects; he is the detective. They are the furniture of the plot; he is its
architect, its engine, and its revelation.

The structural difference between these two scenes is the subject of this essay. In the
first, there is no Poirot. There is no drawing room assembly to which the cast is
summoned. There is no single consciousness that has understood it all. The narrative
is happening everywhere simultaneously, in multiple private conversations, in the
careful management of secrets, in the real-time collision of concealed agendas and
competing goals. The murder is present as a structural occasion — the event that has
gathered these particular people in this particular room on this particular evening —
but the drama is not organized around its solution. It is organized, instead, around
the social lives, personal crises, and relational obligations of every person present,
none of whom is more dramatically central than any other.

The Theoretical Problem

Conventional narrative theory, from Aristotle’s Poetics through Gérard Genette’s
account of focalization to Tzvetan Todorov’s typology of detective fiction, proceeds
from an assumption that is so fundamental it rarely requires statement: narrative
requires a singular locus of attention. Someone knows more than others, sees further
than others, carries the plot forward in a way that others do not. Even ensemble
dramatic forms — the plays of Chekhov, the films of Robert Altman, the multi-
protagonist novel of the twentieth century — typically maintain a gravitational
center, a character or set of characters around whom the others orbit at various
distances. The outermost characters, those with the weakest connection to the center,
are furniture: atmospherically present, dramatically marginal.

Detective fiction intensifies this structure almost to the point of caricature. As
Todorov observed in his foundational typological essay, the detective novel contains
two stories: the story of the crime, which happened before the novel begins and must
be reconstructed, and the story of the investigation, which constitutes the novel
itself. The detective is the singular connector between these two temporal planes —
the only consciousness that can move from not-knowing to knowing, from
reconstructed past to narrative present, in the way the genre requires. This creates a
narrative privilege that is formally unrepeatable. Nobody else in the cast can occupy
the investigator’s structural position. The suspects are interrogated; the Watson is
addressed; the inspector is corrected; the murderer is unmasked. All of these are
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things done to or for others, not by them. Only the detective does the work of
narrative, in the precise sense of moving the story toward its necessary resolution.

The question this essay addresses is both narrow and far-reaching: what happens to
narrative structure when the detective is dissolved — distributed, that is, into the
social body of the event itself? What formal properties must a narrative have if it is
to create meaningful dramatic experience for every participant in the absence of a
singular organizing intelligence? And what does it tell us about narrative,
performance, and authorship when a form achieves this distribution not as a failure
of conventional structure but as a deliberate and theoretically significant formal
achievement?

Defining the Object of Study

Salon LARP is a term requiring careful definition because the broader category of
live-action roleplay encompasses an enormous range of practices, from the large-
scale, duration-intense scenarios of the Nordic LARP tradition to the weekend-long
fantasy combat LARPs of the American and British traditions. Salon LARP, as the
term is used in this essay, denotes a specific subset of the broader practice: small-to-
medium scale live-action roleplay events, typically accommodating between eight
and thirty participants, conducted in a single interior space or set of adjacent interior
spaces, driven by character sheets that assign participants fictional identities,
backstories, relationships, secrets, and goals, and concluding after a period of three
to five hours with a structured revelation of the murder’s solution.

The murder mystery party is the dominant sub-genre of salon LARP and the primary
object of this essay’s analysis. Its origins lie in a loose lineage of parlour games and
amateur dramatic traditions, developed through mid-twentieth-century commercial
formats — companies such as Murder a la Carte popularized the form from the
1970s onward — and renewed in the contemporary period through bespoke scenario
design, online communities, and an increasingly sophisticated design literature. The
form has been understudied by academics despite its widespread cultural presence
and despite the genuine sophistication of its better examples, a neglect this essay
seeks partly to redress.

The essay draws critically on the Nordic LARP tradition, whose annual Knutepunkt
conference and associated anthology publications represent the most theoretically
developed body of LARP design scholarship available. While Nordic LARP tends
toward large-scale, emotionally ambitious scenarios rather than the intimate murder

55



Orin Pell

mystery format, its design philosophy — with its emphases on co-creation, player
agency, and the rejection of competitive game-over structures — provides critical
language and theoretical orientation.

Thesis and Argument Map

This essay argues that salon LARP murder mysteries structurally resist the
centralizing logic of conventional detective fiction by replacing singular
protagonism with a networked model of dramatic importance, distributed equitably
across a cast of participants who are simultaneously authors, performers, and
audiences of an emergent, collectively owned narrative. The argument proceeds in
three major analytical movements. The first establishes the theoretical foundations:
the genealogy of singular protagonism in conventional narrative and detective
fiction, the history of ensemble alternatives in literary and theatrical form, and the
specific formal properties of salon LARP as a distinct narrative medium. The second
constitutes the essay’s analytical core: the architecture of distributed protagonism as
a designable condition, the strategies that prevent its collapse into the failure mode
the essay calls the furniture problem, and the function of the murder itself within a
properly distributed narrative structure. The third draws out the broader theoretical
implications: for the theory of spectatorship and the audience/performer distinction,
and for the theory of authorship in collectively produced narrative.

II. The Detective as Singular Protagonist: A Theoretical
Genealogy

Aristotle’s Unity and the Structure of Singular Action

The genealogy of the detective as singular narrative protagonist begins,
appropriately for a form rooted in the Western literary tradition, with Aristotle. In
Chapter Eight of the Poetics, Aristotle articulates the principle of unity of plot: a
well-formed mythos must concern itself with a single unified action, one with a
beginning, a middle, and an end. Aristotle’s immediate target is the Homeric epic
rather than dramatic tragedy, but his principle has consequences for character that he
develops in subsequent chapters. The tragic hero is the individual whose hamartia —
the constitutive error or flaw that produces the tragic reversal — drives the unified
action from its beginning through its peripeteia to its recognition and catastrophe.
Remove the hero and the action dissolves; there is nothing left for the plot to unify
around.
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This tight coupling of action, plot, and single-character destiny is, as critics from
Brecht to feminist theatre theorists have noted, not a universal principle of narrative
but a culturally specific formalization that tends to privilege individual psychology
over social dynamics, fate over structure, and the exceptional figure over the
representative type. But its influence on the Western narrative tradition has been
enormous and its shadow falls directly on the detective fiction that emerged from
that tradition in the nineteenth century.

The detective is, in Aristotelian terms, the least tragic of heroes: they succeed where
others fail, their recognition is triumph rather than catastrophe, and their hamartia —
the obsessive intelligence that makes them socially marginal — is simultaneously
their most valuable professional attribute. But the structural logic is recognizably
Aristotelian: a single exceptional figure, a unified action organized around their
movement from not-knowing to knowing, a recognition scene that constitutes the
generic climax. Todorov, writing a century and a half after the form had
consolidated, merely formalized what Aristotle had made inevitable: the detective
novel is the Aristotelian action comedy, the structure in which exceptional
intelligence defeats mortality (represented by the crime), restores the disrupted social
order, and exits. The detective is not merely a protagonist. They are the genre’s
structural condition of possibility.

Todorov’s Typology: The Double Story Structure

Todorov’s analysis in “The Typology of Detective Fiction,” originally published in
French in 1966 and translated into English in The Poetics of Prose, identifies the
detective novel’s distinctive formal feature: it contains not one narrative but two.
The first story is the story of the crime — a completed sequence of events, typically
culminating in murder, that took place before the novel begins and which the reader
(and the detective) are not present to witness. The second story is the story of the
investigation — the novel’s actual narrative present, in which the detective
reconstructs the absent first story through evidence, deduction, and interrogation. “In
the whodunit,” Todorov writes, “the first story, the crime, is absent; the second
story, the investigation, is present” (Todorov 45). The novel is thus, structurally, the
story of the production of another story: a meta-narrative in which reconstruction is
the primary act.

This double-story structure has two immediate consequences for the theory of
distributed protagonism. First, it creates the detective’s unique formal position: they
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are the only character whose narrative trajectory spans both stories simultaneously.
They exist in the second story (the investigation) but their activity is the
reconstruction of the first story (the crime). They move between temporal planes in a
way that is structurally denied to every other character. Every other character is
either a witness to parts of the first story (a suspect, an alibi, an observer) or a
participant in the second story (an assistant, an obstruction, a red herring). Only the
detective is both, and only the detective’s movement produces the narrative’s
necessary destination.

Second, and crucially for the salon LARP context, this structure creates what might
be called narrative monopoly. The investigative process is owned by a single
consciousness. The reader follows the detective because the detective is the
narrative’s epistemological anchor: when the detective is confused, the narrative is
confused; when the detective understands, the narrative resolves. No other character
can share this function. The moment a second character begins to perform the same
epistemological trajectory — moving systematically from not-knowing to knowing,
reconstructing the crime with the same organized intelligence — the narrative
structure fractures. Either we have two detectives competing, which the genre rarely
accommodates without awkwardness, or one of them is revealed to be wrong or
misled, subordinating them to the primary detective’s superior understanding. The
singular detective is not an aesthetic preference of the Golden Age novelists. It is a
structural requirement of the form Todorov describes.

Genette’s Focalization and Privileged Epistemological Access

Genette’s distinction between voice and focalization in Narrative Discourse
provides a complementary analysis. Voice answers the question of who speaks;
focalization answers the question of who sees. In detective fiction, the two are
frequently separated in a way that is generically productive: the story is often
narrated by a secondary character (Watson, Hastings, the unnamed narrator of a
first-person account) whose focalization is external to the detective’s reasoning,
while the detective’s own knowledge is withheld from both narrator and reader until
the revelation scene. This technique — the Watson convention — creates the generic
pleasure of the fair-play mystery: the reader has access to all the same observable
facts as the narrator, but not to the detective’s interpretation of those facts, which is
revealed only retrospectively.
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The Watsonian structure is, however, merely the most famous version of a more
general principle: in detective fiction, focalization is always organized around the
detective’s epistemological position relative to the solution. Characters who know
what happened (the murderer, the witnesses) are focalized in ways that withhold this
knowledge from the reader; the detective’s gradual approach to full knowledge
constitutes the narrative’s primary arc. Even in third-person detective fiction without
a Watson narrator, the focalization is managed with fastidious care to maintain the
detective’s epistemological uniqueness: other characters may observe, but only the
detective deduces. Their knowledge is privileged in a way that is finally
unrepeatable.

This analysis has direct implications for salon LARP design. If every participant is
to be narratively vital — if distributed protagonism is to be achieved — then the
structure of epistemological privilege that Genette’s analysis reveals must be
replaced by a structure of epistemological distribution. Every character must have
privileged access to some parts of the scenario’s knowledge-landscape, and no
character can have privileged access to all of it. The detective’s omniscient
reconstruction must be replaced by a collective, partial, negotiated reconstruction in
which the “solution” is produced not by a single intelligence but by the aggregated
interactions of the full ensemble.

The Detective as Narrative Suture

Film theory’s concept of suture, developed from Jacques-Alain Miller’s reading of
Frege and elaborated for cinema by Jean-Pierre Oudart and Stephen Heath, offers a
further analytical tool. Suture, in its cinematic formulation, refers to the process by
which the spectator is “stitched into” the film’s representational space through
mechanisms of shot-reverse-shot editing, point-of-view alignment, and narrative
identification that smooth over the fundamental absence at the center of cinema’s
representational regime. The spectator is made to feel present in the fictional space,
their desire aligned with the film’s narrative trajectory, their subjectivity temporarily
replaced by the identification-position the film provides.

Adapting this concept for narrative analysis, the detective in classical detective
fiction performs a suturing function: they provide the reader with a stable point of
identification that organizes the reader’s navigation of the narrative’s
epistemological complexity. The reader follows the detective because the detective
is the position through which the narrative becomes legible. Without this point of
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suture, the narrative’s social world — the household of suspects, the tangle of
motives and alibis — is simply confusing. The detective is the needle and thread of
narrative coherence.

The salon LARP murder mystery must forgo this suturing function or distribute it
across the entire cast. In the absence of a singular detective-protagonist, the
participant’s entry into the narrative is managed not by identification with a superior
intelligence but by embodiment of a character-position that has its own immediate
motivations, relationships, and stakes. The participant is sutured into the narrative
not through a reading-position but through an acting-position: they are a character in
the story, with their own partial knowledge and their own goals, and the narrative’s
coherence emerges not from a single consciousness’s explanatory mastery but from
the accumulated actions of all the characters simultaneously. This is, as later sections
will argue, a radically different narrative mode — and one that requires radically
different design strategies to sustain.

Singularity as Structural Necessity in Literary Detective Fiction

The analysis above establishes a claim that bears explicit statement before the essay
proceeds to its investigation of alternatives: in literary detective fiction, the singular
detective-protagonist is not an aesthetic preference but a structural requirement. The
form’s specific pleasures — the pleasure of suspense (will they solve it?), the
pleasure of revelation (how did they do it?), the pleasure of retrospective
reinterpretation (the scene we misread now reread in the light of the solution) — all
depend on a single consciousness that moves through narrative time toward a
knowledge that other characters and the reader do not yet share. This structure
cannot be distributed without being destroyed.

This is the formal problem that salon LARP must solve differently. Salon LARP
imports the murder mystery genre frame — its narrative occasion, its vocabulary of
crime and investigation, its structural promise of eventual revelation — but it cannot
accommodate the singular investigator that the genre’s literary form requires. To
designate a single participant as “the detective” is to reduce all other participants to
furniture: the Watson who assists, the suspects who are questioned, the inspector
who is corrected. A salon LARP designed around a singular detective-protagonist
might satisfy one participant’s narrative appetite; it will significantly impoverish the
experience of everyone else. The genre frame and the participatory medium are in
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fundamental structural tension, and the design tradition of salon LARP murder
mysteries is, at its best, the history of that tension’s creative resolution.

III. Ensemble Precedents: Polyphony Against Protagonism

Bakhtin’s Polyphonic Novel and Its Dramatic Analogues

The most theoretically sophisticated model of ensemble narrative available in the
critical tradition is Bakhtin’s concept of polyphony, developed in Problems of
Dostoevsky’s Poetics (originally published in 1929, substantially revised and
published in English translation in 1984). Bakhtin’s account of Dostoevsky’s formal
innovation centers on the claim that Dostoevsky’s novels present a genuinely new
narrative mode: one in which multiple “voices” — meaning not merely multiple
characters but multiple fully realized ideological consciousnesses, each of which
grasps the world according to its own independent logic — coexist without being
subordinated to the author’s own ideological position. The author does not resolve
the competing voices into a single authoritative discourse; they arrange them so that
the collision of irreducible perspectives produces the novel’s meaning.

This is a claim about narrative authority, not merely about character. In the
monologic novel, Bakhtin argues, every character’s voice is ultimately subordinated
to the author’s: characters may speak at length, may articulate positions with
apparent conviction, but the novel’s structure — its plot, its imagery, its handling of
time — silently privileges the authorial perspective over the characters’. In
Dostoevsky’s polyphonic novels, this privilege is suspended: characters speak with a
“finalizing” authority that the author does not override. Their ideological positions
are not corrected or ironized from a superior authorial position; they are allowed to
stand as the voices of independent consciousnesses whose truth-claims the novel
cannot and does not adjudicate.

The relevance to ensemble dramatic forms and to salon LARP is immediately
apparent, but the analogy requires careful qualification. Bakhtin’s polyphony is still
organized by an author — Dostoevsky himself — whose craft consists precisely in
arranging the voices so that their collision produces meaning rather than noise. The
polyphonic novel is not authorless; it has a different kind of author, one whose
mastery consists in self-effacement rather than in imposition. And crucially, the
polyphonic novel is still a novel: it has a single fixed text, consumed by readers who
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are external to the narrative’s world. The voices compete within a container that the
author has built and that the reader inhabits as spectator.

Salon LARP, as the essay will argue, goes further: it distributes not just voice but
authorial agency itself. The scenario designer occupies a position analogous to
Dostoevsky in the Bakhtinian model — arranging conditions for the collision of
voices rather than scripting their content — but the voices are not fictional constructs
speaking through a single authorial text. They are real people making real choices,
producing a narrative that no single mind could have written and that exceeds any
individual intention.

Chekhov’s Distributed Dramatic Weight

In dramatic form, the ensemble tradition most frequently invoked as an alternative to
protagonist-centered drama is Chekhov’s. Critics from J.L. Styan to Richard Gilman
have noted that Chekhov’s major plays distribute dramatic attention across an
ensemble with an equanimity that was genuinely radical in the theatrical context of
the 1890s and early 1900s. The Cherry Orchard has no clear protagonist: Madame
Ranevskaya is the most fully rendered consciousness, but Lopakhin is the play’s
engine of historical change, Varya and Anya carry the emotional weight of the
domestic subplot, and Gaev and Firs provide the play’s elegiac dimension. The
question of whose play it is — and which character the audience is supposed to most
identify with — is a question that Chekhov deliberately forecloses.

Styan, in his analysis of Chekhov’s technique in Chekhov in Performance, identifies
what he calls the “polyphonic quality” of the plays: scenes in which multiple
characters speak simultaneously or in rapid sequence, each pursuing their own
emotional logic rather than responding to a shared dramatic topic, producing what
Styan describes as a “choral” rather than an “agonistic” structure (Styan 78).
Characters talk past each other, change the subject, pursue private thoughts aloud;
the drama emerges not from confrontation and resolution but from the accumulation
of partial contacts, missed connections, and failed communications.

This is instructive for distributed protagonism theory, but the Chekhovian ensemble
has limits as a model. Chekhov’s plays still have an audience that observes the
ensemble from outside; the distribution of dramatic weight is a property of the
audience’s experience, not of a participatory field. And Chekhov’s ensembles, on
closer inspection, do maintain gravitational centers: the three sisters’ longing for
Moscow is the emotional and thematic center of their play regardless of how many
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other characters carry scenes. The distribution of dramatic weight in Chekhov is
genuine but ultimately shaped by a single authorial perspective that determines
which characters’ experiences are rendered with the most psychological depth.
Lopakhin’s recognition that he has bought the cherry orchard is devastating precisely
because Chekhov has arranged for it to be: it is not an emergent property of the
characters’ interactions but a designed dramatic moment.

Brechtian Ensemble and the Limits of Critical Distance

Brecht’s ensemble model offers a different challenge to protagonist-centered drama,
rooted in social rather than psychological analysis. For Brecht, the single protagonist
of conventional bourgeois drama — the figure of exceptional individual whose fate
the audience is invited to share — is ideologically suspect: it implies that historical
and social conditions are the product of individual psychology rather than the
reverse, and it encourages an empathetic identification that displaces critical
understanding. The Brechtian ensemble presents characters as social types rather
than psychological individuals; the audience’s attention is invited not toward any
single character but toward the social totality that the ensemble collectively images.

The Verfremdungseffekt — the technique of defamiliarization that prevents the
audience from settling into comfortable identification — is designed to keep the
audience in a position of critical observation: moved, perhaps, but not immersed;
engaged, but not identified. The social meaning of what is performed must remain
available to the audience as meaning, not merely as experience.

But Brecht’s model, like Chekhov’s, retains the fundamental structure that salon
LARP resists: the audience remains an audience. The critical distance that Brecht
prizes is a property of spectatorship; it is only available to someone who is watching
the ensemble rather than inhabiting it. The Brechtian spectator’s enlightenment
comes from their position outside the performance, not from their participation in it.
Brecht dissolves the psychological identification that conventional theatre solicits,
but he does not dissolve the audience/performer distinction. He makes the audience
smarter; he does not make them participants.

Contemporary Ensemble Drama: Churchill, Altman, Television

The twentieth century’s most formally ambitious ensemble work in drama and film
extends and complicates the models provided by Chekhov and Brecht. Caryl
Churchill’s ensemble plays — Top Girls (1982), Cloud Nine (1979), Love and
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Money (2006) — resist protagonist identification through formal strategies of
considerable ingenuity: overlapping dialogue (in the famous Act One dinner scene of
Top Girls, multiple characters speak simultaneously in a scripted overlap that
requires actors to navigate across each other’s lines), radical role-doubling (in Cloud
Nine, actors play characters of different genders, races, and historical periods), and
non-linear or impossible temporality (the two acts of Cloud Nine are set a century
apart with the same characters aged twenty-five years). These strategies collectively
prevent the audience from settling into identification with any single character while
maintaining the intensity of engagement that conventional protagonist-drama
achieves through identification.

Robert Altman’s ensemble films — most obviously Nashville (1975) and Short Cuts
(1993), but also Gosford Park (2001) — achieve a similar distribution of dramatic
attention in cinematic form. Gosford Park is particularly relevant as a direct generic
ancestor of the salon LARP murder mystery: its structure is literally that of a
country-house murder mystery with an ensemble cast, its tone is that of a social
satire organized around class tensions, and its treatment of the murder itself
anticipates the MacGuffin argument this essay will develop in Section VII. The
murder in Gosford Park is, famously, almost beside the point: it is the catalyst that
allows the social tensions between the upstairs and downstairs worlds to come into
the open, but the film’s dramatic interest is entirely in those social tensions rather
than in the identity of the murderer.

Yet Gosford Park remains a film with an audience. The viewer observes the
ensemble from a fixed external position, and Altman’s direction — his use of long
takes, overlapping dialogue, and a drifting camera that catches conversations on the
margins of scenes — manages the distribution of dramatic attention through the
filmmaker’s control of the audience’s visual and acoustic experience. The ensemble
is not self-organizing; it is organized by a supremely skilled auteur who has
determined which conversations the camera will find, which exchanges will be
audible above the ambient noise, which characters’ faces will be lit in moments of
significance.

The television ensemble drama of the early twenty-first century — The Wire (2002—
2008), Deadwood (2004-20006), Succession (2018-2023) — extends the ensemble
model across multi-season narrative arcs that distribute protagonist-level
development across a large cast in ways that no single season or episode could
accommodate. David Simon’s The Wire in particular has been theorized as a
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genuinely polyphonic television serial: its ambition is explicitly sociological — to
image the totality of a city rather than the fate of any individual — and its
distribution of narrative centrality across the police, the drug trade, the schools, the
media, and the docks is formally remarkable.

But even these ambitious ensemble works cannot fully escape narrative hierarchy.
Even The Wire has McNulty; even Succession has Logan Roy. The hierarchy is
more complex and more morally interrogated than in conventional single-protagonist
drama, but it remains. And crucially, all these works retain the fundamental
condition that salon LARP eliminates: they are performed for an audience. The
ensemble is a spectacle. Someone watches. The dramatic weight is distributed across
the ensemble’s characters, but it is distributed for the benefit of people who are
outside the ensemble, observing it.

The LARP Difference: Participation Against Observation

The crucial distinction that all ensemble precedents in conventional media fail to
provide is the elimination of the observer. In salon LARP, there is no audience. The
only people present are participants, each of whom is simultaneously a character in
the drama and a witness to it. This changes everything about ensemble dynamics in
ways that cannot be fully grasped by extending the analysis of theatrical or cinematic
ensembles.

In theatrical ensemble drama, dramatic importance is a function of how much the
audience’s attention is drawn to a given character — how many scenes they appear
in, how much dialogue they speak, how centrally they are positioned in the staging.
This is a property of the performance as observed from outside. In salon LARP,
there is no outside from which to observe. Dramatic importance must be experienced
by participants as a property of their own engagement, not perceived by spectators as
a property of the performance’s visual organization.

This generates the core analytical problem of distributed protagonism theory: what
does “narrative centrality” mean when there is no vantage point from which to
perceive it? If we cannot measure dramatic importance by audience attention —
because there is no audience — we must identify it through some other criterion.
The answer, this essay argues, lies in the concept of narrative necessity. A character
is narratively central in a distributed-protagonism scenario not because others watch
them but because others need them: because information flows through them,
because relationships are organized around their position in the network, because
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their choices change what is possible for others. Narrative importance, in the post-
spectatorial context of salon LARP, is relational rather than observational. It is a
property of a character’s position in a network of obligations, knowledges, and
desires, not a property of how compelling their performance looks from outside.

IV. Salon LARP as Form: Definitions and Distinctions

Defining Salon LARP

The term “salon LARP” is not universally standardized within the broader LARP
community, and some care is required in its use. As used throughout this essay,
salon LARP denotes a cluster of practices organized around the following properties:
a small-to-medium participant group (typically eight to thirty people, with twelve to
twenty being the most common range), conducted in a single interior space or set of
adjacent rooms, driven primarily by pre-written character sheets distributed to each
participant before or at the start of the event, and concluding with a structured
revelation or denouement after three to five hours of free-play interaction. The form
is typically facilitated by a game master or host, who may or may not play a
character themselves and whose primary function is maintaining the event’s
structural integrity rather than directing its content.

Within this general definition, the murder mystery party is the dominant and most
culturally visible sub-genre. Its basic scenario structure is familiar: a fictional
murder has occurred, its victim is designated, and the participants (who play
characters connected to the victim and to each other) are invited to investigate, to
manage their characters’ other concerns, and ultimately to name the murderer. This
structure provides the event’s temporal architecture: a beginning (the murder is
announced or discovered), a middle (the free-play investigation and social
interaction period), and an end (the formal accusation or revelation). The clarity of
this three-part structure is part of the genre’s enduring appeal: participants know
roughly what the event’s shape will be, even if they cannot know its content.

The Character Sheet as Primary Dramatic Text

In the absence of a script — the most important formal difference between salon
LARP and conventional theatrical forms — the character sheet is the primary locus
of designed narrative intention. It is, in a meaningful sense, the form’s equivalent of
the playwright’s text, but with a crucial structural difference: where the playwright’s
text is singular and complete (it contains all the dialogue and all the stage
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directions), the character sheet is partial and distributed. Each participant holds only
their own sheet, which gives them the information their character possesses but
withholds everything that their character does not know. The “complete” text of the
scenario exists only as an aggregate: the sum of all character sheets, all props, all
documents, all facilitated interventions. No single participant ever has access to this
aggregate. It is always distributed.

This is not merely a practical constraint but a formal property with deep narrative
implications. The character sheet creates irreducible information asymmetry:
different characters know different things, and this asymmetry is the engine of the
scenario’s drama. A character sheet typically contains several components: a
backstory that establishes who the character is and what they have experienced
before the scenario begins; a relationship map that describes the character’s pre-
existing connections to other characters; a secret inventory that lists what the
character knows but is concealing from others; and a goal list that describes what the
character needs to achieve during the event.

Each of these components contributes to the distributed-protagonism structure in
specific ways. The backstory creates the character’s pre-existing dramatic weight:
they arrive in the scenario with a history, with established relationships and
obligations, with a sense of self that does not need to be constructed from scratch
during the event. The relationship map creates the relational architecture of the
scenario: the pre-designed network of connections through which information will
flow, obligations will press, and alliances will form and fracture. The secret
inventory is the mechanism of narrative tension: what a character is hiding, from
whom they are hiding it, and what the consequences of its discovery would be. And
the goal list is the engine of dramatic action: what the character needs, who can give
or withhold it, and what they are prepared to do to get it.

Nordic LARP and Design Philosophy

The Nordic LARP tradition, centered on the annual Knutepunkt conference (held in
Scandinavia since 1997) and its associated anthology publications, provides the most
theoretically developed body of scholarship on LARP design available in any
language. Harviainen, Matikainen, and Talvela’s Nordic Larp (2012), along with the
essays collected in the many Knutepunkt volumes, articulate a design philosophy
organized around several principles that are directly relevant to the distributed-
protagonism argument. The principle of co-creation holds that the scenario’s
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meaning is not pre-determined by the designer but emerges from participants’
choices. The principle of player agency holds that meaningful choices by
participants are more valuable than spectacular designed events. The rejection of
competitive game-over structures insists that LARP scenarios should not have
“winners” and “losers” in the way that conventional games do: the goal is rich
participatory experience for all, not victory conditions that privilege some
participants over others.

These principles, taken together, constitute an implicit design argument for
distributed protagonism even in scenarios that are not explicitly designed around it.
If co-creation, agency, and non-competition are the organizing values of LARP
design, then any scenario that concentrates narrative importance in a single
participant — the detective, the hero, the “main character” — is in tension with
those values regardless of how well-executed the scenario is in other respects. The
Nordic tradition does not always achieve distributed protagonism in practice,
particularly in large-scale scenarios where the practical demands of participant
coordination make some degree of narrative hierarchy almost inevitable. But its
theoretical commitments are oriented toward it, and its design language provides
vocabulary for the analysis.

Distinguishing Salon LARP from Adjacent Forms

Precise generic definition requires clarity about what salon LARP is not. Tabletop
RPG — the form most familiar to many people who have never encountered LARP
— shares the character-sheet logic but lacks the embodied dimension. In a tabletop
RPG, a game master narrates the fictional world and adjudicates the consequences of
players’ choices; players describe their characters’ actions rather than physically
performing them. The game master’s narrative authority is, in most tabletop systems,
considerably stronger than in salon LARP: the GM constructs the world, populates
it, and manages its consequences, while players navigate the world the GM has built.
Salon LARP, by contrast, has no equivalent of the GM’s world-building authority:
the scenario designer constructs the characters and their relationships, but the
“world” of the scenario is the actual physical room, and its events are produced by
participants’ interactions rather than a single person’s narration.

Immersive theatre — typified in its contemporary form by Punchdrunk’s
productions such as Sleep No More (2011) — blurs the performer-audience
boundary in ways that superficially resemble salon LARP but preserve a
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fundamental distinction. In Sleep No More, audience members move through a large
multi-floor performance space in which professional actors perform scenes from a
Macbeth-derived narrative. Audience members can follow individual performers,
enter rooms, and examine props, but they cannot speak to the actors or influence the
performance’s content. The performance is designed and choreographed; the
audience’s freedom is the freedom of movement through a fixed performance, not
the freedom to shape a narrative. The performer-audience boundary is made
permeable in spatial terms, but not in dramatic terms: the actors are the drama’s
authors and performers; the audience members are, at most, intimate spectators.

Escape rooms — the puzzle-solving group activity that has proliferated enormously
since the early 2010s — share some surface features with salon LARP (a group, a
room, a scenario framing, a time limit) but differ fundamentally in their relationship
to narrative. The escape room’s primary logic is puzzle logic: participants solve
problems in order to progress toward an exit or a goal. Characters, backstory, and
narrative are typically backdrop rather than substance: they provide thematic context
for the puzzles but do not constitute the experience itself. The question the escape
room asks is “can you solve it?”’; the question salon LARP asks is “who are you, and
what will you do?”

Dinner theatre murder mysteries — in which a professional cast performs a scripted
murder mystery scenario for a paying audience who may participate by asking
questions of characters and eventually voting for their suspect — are perhaps the
closest formal ancestor of salon LARP but differ in a way that is definitive for this
essay’s purposes. In dinner theatre, the audience remains an audience: they observe a
performance, they interact with it in limited and designated ways, but they do not
inhabit it. The characters they encounter are played by professionals or semi-
professionals who remain “in character” for the duration of the performance; the
audience members remain themselves, outside the fictional world, engaging with it
from a position of spectatorial distance however intimate the physical staging. The
fundamental audience/performer distinction that salon LARP eliminates is preserved
in dinner theatre murder mysteries, and with it the singular-protagonist structure that
the distinction enables: the dinner theatre murder mystery still has a detective (or a
detective-equivalent), because someone must perform the investigative function for
the benefit of the audience.
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V. The Architecture of Distributed Protagonism

Defining Distributed Protagonism Formally

Distributed protagonism, as this essay uses the term, denotes a structural property of
narrative scenarios in which dramatic centrality is distributed across a cast such that
no single character is more narratively necessary than any other. This is a stronger
claim than it might initially appear, and it is worth distinguishing carefully from
adjacent concepts. Ensemble casting, in conventional dramatic forms, involves a cast
of many characters of comparable quality but unequal importance: The Wire has an
ensemble cast, but some characters are narratively more necessary than others.
Rotating protagonism, used in some long-form serial narratives and in some multi-
session LARP campaigns, distributes narrative centrality across characters
sequentially rather than simultaneously: character A is the focus of one episode,
character B of the next, and so forth. Distributed protagonism is simultaneous: all
characters are narratively vital at the same time, each contributing to a collectively
produced narrative in ways that cannot be replicated by any other character’s
contribution.

The formal criterion this essay proposes for distributed protagonism is what might
be called the removal test: if removing any single character’s participation would not
merely impoverish the scenario but structurally damage it — disrupting information
pathways, orphaning subplots, severing relational connections that other characters
depend upon — then distributed protagonism is in principle achieved. This is a
demanding criterion, and most scenario designs fail it for at least some characters,
typically the ones at the periphery of the relational network. The removal test reveals
the furniture characters: those whose departure from the scenario would be noticed
atmospherically but not structurally, because nothing they knew was uniquely
available through them, nothing they wanted created indispensable dramatic pressure
on others, and nothing they might have done was irreplaceable.

Network Theory as Analytical Frame

Social network theory, developed by researchers including Duncan Watts and
Albert-Laszl6 Barabasi, provides a vocabulary for the structural analysis of
distributed protagonism that is not available in the conventional tools of narratology.
In Watts’s account of small-world network structures in Six Degrees (2003), the key
properties of highly connected social networks are: high clustering coefficient
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(nodes tend to be connected to each other’s connections, forming dense local
clusters), short average path length (any two nodes can be reached through a small
number of intermediate connections), and the absence of extreme hub dominance
(no single node serves as the connection point for a disproportionate fraction of the
network’s total edges).

If we model a salon LARP scenario’s character cast as a social network —
characters as nodes, pre-designed relationships as edges, and information exchange
as the flow that traverses those edges — then the properties of a well-designed
distributed-protagonism scenario map directly onto the properties of a small-world
network. Every character is well-connected to others; no character is so centrally
positioned that most information flows necessarily through them; and characters
who are not directly connected to each other are nonetheless reachable through a
small number of intermediate connections. This network structure is the social
architecture of distributed narrative importance: in it, every character has multiple
channels of engagement, multiple sources of dramatically relevant information, and
multiple relationships that create genuine narrative pressure.

By contrast, the poorly designed scenario has a star topology: one central node (the
detective figure) connected by direct edges to many peripheral nodes (the suspects),
who have few or no direct connections to each other. All information flows through
the central node; all dramatic encounters are organized as bilateral interactions
between the detective and individual suspects. This structure makes the detective the
network’s only hub: remove them and the scenario collapses, because no
information can flow between the peripheral nodes without passing through the
center. This is the relational architecture of conventional detective fiction, translated
into the participatory context where it creates exactly the furniture problem the form
must overcome.

The Web of Secrets: Information Design as Narrative Architecture

The character sheet’s secret inventory is the most powerful single tool available to
the scenario designer for the creation of distributed narrative importance. A secret, in
the salon LARP context, is not merely something a character is hiding: it is a
potential plot event. Every secret held by a character is something that can be
discovered, revealed, leveraged, bargained with, or protected. The dramatic value of
a secret correlates with three properties: how many other characters want to know it,
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how damaging its revelation would be, and whether its discovery changes the
meaning of events that have already occurred or are still unfolding.

These three properties together determine a secret’s narrative weight. A secret that
only one character wants to know creates a single bilateral dramatic encounter; the
secret changes hands, and the encounter is complete. A secret that multiple
characters want to know creates multiple dramatic encounters around a single
information resource; the character who holds it must manage different questioners
with different levels of legitimate claim and different capacities for damage if
refused. And a secret whose revelation would retroactively reframe the meaning of
something that appeared earlier in the scenario — the financial arrangement that
explains the apparent generosity, the prior relationship that explains the apparent
hostility — creates what might be called narrative retrospection: the moment of
discovery is simultaneously a reinterpretation of everything that preceded it.

A useful design taxonomy for secret types distinguishes between shared secrets,
exclusive secrets, and unknowable secrets. Shared secrets are known to two or more
characters and create the conditions for alliance and mutual vulnerability: characters
who share a secret have a reason to protect each other and a reason to fear each
other, since either party might reveal the secret to others for their own advantage.
The dramatic possibilities of shared secrets are especially rich because they create
relationships that are simultaneously cooperative and adversarial — exactly the kind
of relational complexity that produces dramatically interesting encounters.

Exclusive secrets — known only to one character — are the most powerful engines
of investigative dramaturgy, but they carry the greatest risk of creating narrative
monopoly. If a secret is exclusively held by one character and is also the key to the
murder’s solution, then access to that character becomes the scenario’s most
valuable resource, which concentrates dramatic action around them rather than
distributing it. The design solution is to ensure that exclusive secrets are distributed
equitably across the cast, and that each character’s exclusive secret is of comparable
weight to every other’s, so that no single character’s exclusivity makes them
disproportionately important.

Unknowable secrets — information that no character possesses but that can be
discovered through props, documents, or physical objects — create what might be
called discovery dramaturgy: the moment when a character finds and reads a
document, or examines an object, and learns something that no other character yet
knows. This moment is dramatically powerful precisely because it is genuinely

72



Everyone is Suspect

emergent — neither the character nor the other participants anticipated it at this
moment — and because it transforms the discovering character into a temporary
exclusive holder of new information, with all the dramatic possibilities that creates.

Relational Density: Pre-Designed Relationship Architecture

The relational architecture of a scenario — the network of pre-existing connections
that characters bring into the scenario from their backstories — is the structural
foundation on which distributed protagonism must be built. A critical design
principle follows from the network analysis above: every character must arrive in the
scenario with multiple substantive pre-existing connections to other characters.
“Substantive” means, specifically, connections that carry narrative stakes: not
merely “they have met before” but “they have a history that creates mutual
obligation, mutual vulnerability, or mutual desire.”

The minimum relational density for a functional distributed-protagonism scenario is,
this essay suggests, three substantive prior relationships per character. This is a
conservative minimum: well-designed scenarios typically provide each character
with five to eight prior relationships of varying types. The important principle is not
the absolute number but the distribution: a character with five connections all to the
same cluster of other characters is relationally poorer, in the network-theoretic sense,
than a character with three connections that bridge different clusters in the ensemble.

When two characters share a third character in common — when A and B both have
independent prior histories with C — their conversations acquire narrative depth that
goes beyond their bilateral relationship. C becomes a shared referent, a third
presence in any conversation between A and B: what has C told A about B, and vice
versa? Does A know about B’s history with C, and if so, how does that change A’s
assessment of C’s loyalty? This triangulated relational structure creates “narrative
nodes” — situations where multiple relationship lines converge on a single
character, event, or piece of information — that tend to produce the scenario’s most
dramatically intense moments. A character who is at the center of multiple such
triangulations is relationally rich in a way that distributes dramatic importance
without concentrating it: they are important to many characters without being
uniquely more important than those characters are to each other.

The most common failure of relational architecture in salon LARP design is the
isolated character: a participant whose character has few connections to others,
whose backstory is self-contained, and whose goals can be pursued without
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meaningful engagement with the rest of the ensemble. The isolated character is the
furniture problem made structurally visible in the design: not a failure of
performance or engagement but a failure of design, a character who has been
insufficiently woven into the scenario’s relational fabric. The solution is what might
be called the mandatory connection principle: in a well-designed scenario, every
character must have at least one substantive connection — however indirect,
however mediated through an intermediate character — to every other character. No
character should be a stranger to every other character. Every participant should
arrive with at least someone to find, someone to avoid, and someone to fear.

Goal Ecology: Personal, Social, and Collective Objectives

The character sheet’s goal list is the mechanism by which the scenario designer
controls the participant’s dramatic agency: goals tell participants what their character
needs to do, and doing it requires engaging with others. A well-designed goal
ecology distributes dramatic impetus across the cast so that every character has
compelling reasons to act, and so that characters’ goals are in productive tension
with each other rather than running in parallel without friction.

A three-tier goal structure provides a useful design framework. Personal goals are
what the character individually needs: to protect a specific secret before it can be
discovered, to recover an object that was stolen from them, to confess something to
someone before the evening ends, to prevent a specific outcome. Personal goals are
typically solvable within the scenario’s time frame, which creates the arc-like
structure of a character’s evening: they begin the scenario with a goal, they pursue it
through the free-play period, and they succeed or fail in its achievement before the
scenario closes. The emotional stakes of personal goals are high because they are
character-specific: their success or failure matters to this character in a way that is
not shared by the collective.

Social goals are what the character needs from specific other characters: to convince
a particular person of a particular claim, to expose a specific individual’s duplicity to
others, to reconcile with someone before it is too late. Social goals create the
bilateral encounters that form the scenario’s dramatic fabric: they require two
characters to engage substantively with each other, and the encounter is dramatic
precisely because both characters have competing agendas — A needs to convince B
of X, while B needs to conceal Y from A, and their conversation is a negotiation of
these competing pressures.
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Collective goals are what the scenario as a whole is moving toward: the murderer
revealed, the estate divided, the family secret either suppressed or exposed. Every
character is nominally oriented toward the collective goal of the murder mystery’s
resolution, but many characters have personal and social goals that conflict with or
complicate this collective orientation. The lawyer who wants to solve the murder is
also the lover of a suspect; the inspector who wants to find the killer is also
protecting a secondary crime they themselves committed. The richest dramatic
scenarios are those where personal, social, and collective goals are in constant
productive tension, so that every character’s evening is a negotiation between what
they personally need, what their relationships oblige them to, and what the collective
occasion demands.

The Murder as Structural Occasion, Not Narrative Center

The goal ecology analysis prepares the way for a claim that will be developed fully
in Section VII but that deserves initial statement here: in a properly distributed-
protagonism scenario, the murder investigation should be one goal among many, not
the organizing goal of the event. The murder is the structural occasion — the event
that has gathered these particular people in this particular room on this particular
evening — but the scenario’s drama is generated not by the investigation of the
murder but by the collision of participants’ personal and social goals, most of which
predate the murder and are only contingently connected to it.

This is a design principle with significant practical implications. A scenario in which
the murder is the most important thing and investigating it is the most important
activity will inevitably concentrate dramatic importance in the characters most
centrally connected to the murder — the murderer, the victim’s closest relatives, the
characters with the strongest investigative capacity. A scenario in which the murder
is one dramatic event among several equally important ones — alongside a contested
inheritance, a blackmail scheme, an affair about to be exposed — distributes
dramatic importance more evenly, because different characters are centrally
connected to different subplots. The murder is the occasion for their collision; it is
not the thing they are primarily about.
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VI. Design Strategies Against the Furniture Problem
Naming the Problem

The “furniture problem” is this essay’s term for the most pervasive and
consequential failure mode of salon LARP murder mystery design: the production,
through design deficiencies, of characters who attend the event but do not
significantly participate in its narrative — who are present as atmosphere rather than
as dramatic agents. The theatrical connotation of “furniture” is appropriate: in
professional theatre, “background actors” or extras dress the stage with convincing
social texture but do not contribute dramatically. They are there because a dinner
party scene needs more than three people at the table; their specific identities,
histories, and inner lives are irrelevant to the drama being performed for the
audience.

In salon LARP, the furniture problem is a catastrophic failure in a way it is not in
theatrical performance, because the “furniture” character is a real person who has
committed time, social effort, and often money to the event, and who expected to
have a meaningful experience. Unlike the background actor, who has accepted a
non-speaking role as their professional contribution, the salon LARP participant has
been given a character sheet with a backstory and goals and a seat at the table — a
set of promises that the scenario design has failed to honor. The furniture problem is
not merely an aesthetic failure but a social and ethical one: it betrays the
participatory contract on which the form’s legitimacy depends.

Furniture characters emerge from three distinct sources, and an adequate design
theory must address all three. The first is structural: some characters are designed
with insufficient connections to the scenario’s relational network, insufficient secrets
to be interesting to investigators, and insufficient goals to drive their own
engagement. The second is psychological: some players are less comfortable with
social initiation, less experienced with the form, or less willing to pursue their
characters’ agendas assertively enough to generate dramatic encounters on their own
behalf. The third is genre-dynamic: the murder mystery genre frame creates a default
mode of engagement (investigate the murder) that advantages players who are
comfortable in the investigator role and disadvantages those who are not. A robust
design theory must address all three sources simultaneously.
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The Investigator Trap: Why the Detective Emerges

The emergence of an unofficial detective-protagonist — a participant whose
character becomes the de facto investigative center of the scenario despite the
absence of a designated investigator role — is the most common specific failure
mode of distributed-protagonism design. Understanding the mechanisms by which
this emergence occurs is essential to designing against it.

The first mechanism is genre expectation. Participants who attend a murder mystery
party do so with an awareness of the genre’s conventions: they know that murders
get solved by detectives, and they have some expectation that they might be the
detective. This expectation, in the absence of a clear alternative mode of
engagement, defaults into investigator behavior in the first minutes of the event:
asking questions about the murder, noting inconsistencies in alibis, positioning
themselves as the person who is pursuing the truth. If this initial positioning is not
quickly challenged or complicated, the participant can establish themselves as the
investigative center before the scenario has properly begun.

The second mechanism is the first-mover advantage. Whoever asks the first public
investigative question in a salon LARP scenario tends to be treated by others as the
de facto detective, regardless of their character sheet’s actual content. This is a social
dynamic: in the absence of other information about how the event works, other
participants orient themselves relative to the most assertive early mover. Once this
orientation is established, it tends to self-reinforce: the de facto detective continues
asking questions, others continue bringing them information, and the character
accumulates investigative importance that the design did not intend.

The third mechanism is character sheet design that inadvertently encodes
investigative authority. A character who is a police inspector, a private detective, a
solicitor retained to investigate the estate, or any other professional with a genre-
coded investigative function will be treated as the detective by other participants
regardless of what their actual goals specify. The professional designation carries
cultural authority that overrides the nuances of the character sheet. Other participants
defer to these characters on investigative matters because the genre teaches them that
police inspectors and private detectives are the people who solve crimes, and this
deference creates the narrative hierarchy that distributed protagonism must prevent.

The design response to the investigator trap operates at multiple levels. At the
character level, characters with investigative professional roles should be given
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personal and social goals that compete with investigation: the police inspector who
is also the murderer’s former lover and cannot investigate without potentially
destroying someone they care for; the private detective who has been hired by
someone who wants the murder to remain unsolved. At the structural level,
investigative capacity should be distributed: every character should have information
relevant to the murder, a reason to pursue the investigation, and a reason not to. This
means that investigation is not the exclusive project of the most assertive participant
but a collectively negotiated activity in which every character’s engagement is both
contributed and complicated by their personal stakes.

Design Interventions at the Character Level

The single most powerful design principle for anti-furniture character design is what
might be called the personal crisis mandate: every character must have a personal
crisis that is entirely independent of the murder and that demands active engagement
with other characters. A personal crisis, in this context, is a situation of high stakes
and limited time that requires the character to seek out specific other characters and
act with urgency. The crisis should not be resolvable by the character alone: it must
require others’ cooperation, testimony, forgiveness, or participation. And it should
be sufficiently urgent that a participant who entirely ignored the murder
investigation would still have a compelling reason to engage actively with the
scenario.

Examples of well-designed personal crises include: a financial crisis that requires
finding a wealthy patron or a specific debtor before the evening ends; a romantic
situation that requires a private conversation with a specific character who may or
may not be willing to have it; a reputational threat that requires convincing multiple
characters to maintain silence about something they know; a legal jeopardy that
requires locating a specific document before it falls into the wrong hands. Each of
these creates urgency, specificity (this character needs to engage with these
particular others), and dramatic stakes that exist entirely independently of the
murder.

The personal crisis mandate creates a scenario architecture in which the murder
investigation is not the only active drama on the floor. Multiple independent crises
are unfolding simultaneously, each with its own urgency and its own cast of
necessary participants. The murder investigation is one thread in this fabric, not the
whole cloth. A participant who is deeply engaged with their personal crisis will be
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generating dramatic encounters regardless of whether they ever explicitly investigate
the murder; they may, indeed, be so absorbed in their own crisis that the murder’s
solution is almost peripheral to their experience of the evening.

Distributing investigative capacity across the cast requires giving every character
some information relevant to the murder, some motivation to investigate, and some
reason to be cautious about investigating. The asymmetric distribution of murder-
relevant information is crucial: no single character should hold enough information
to reconstruct the murder on their own. Every character holds a piece of the puzzle
— an observation they made, a conversation they overheard, a fact about the
victim’s recent behavior — but the pieces only fit together through the social
network. This structural requirement for collaborative information-gathering means
that investigation is necessarily a distributed activity, since no individual character
can complete it alone.

Design Interventions at the Structural Level

Subplot ecology is the structural complement to personal crisis design: where
personal crises operate at the level of individual characters, subplot ecology operates
at the level of the scenario’s whole narrative architecture. A well-designed
distributed-protagonism scenario contains at least three or four major subplots
unfolding simultaneously, each involving a distinct cluster of characters, each with
its own revelation arc and emotional stakes. The murder investigation is one of these
subplots; the others are coordinate with it rather than subordinate to it.

The structural value of multiple coordinate subplots is that they create multiple sites
of dramatic intensity, so that the scenario’s energy is distributed spatially and
temporally rather than concentrated. If there is only one dramatic center — the
murder investigation — then all participants are drawn toward it, and the scenario’s
spatial and temporal dynamics collapse into a single location and a single timeline. If
there are four equally compelling dramatic centers — the murder, the contested will,
the blackmail scheme, and the secret marriage — then participants are drawn toward
different centers by their characters’ different involvements, and the scenario’s
energy is distributed across the room and across the evening’s duration.

Temporal mechanics provide a second structural tool for preventing the early-game
dominance that most reliably produces the furniture problem. Early-game
dominance occurs when a participant establishes themselves as the investigative
center in the first thirty minutes and never relinquishes this position, because the
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scenario’s information structure allows them to accumulate a decisive advantage in
knowledge before other participants have oriented themselves. Design
countermeasures include timed information releases — some documents, objects, or
character-sheet “phase two” reveals are only available after a designated time — and
“sealed envelope” mechanics, in which participants receive additional information
mid-event that retroactively changes their understanding of what has already
occurred. Timed and staged information releases prevent any participant from
achieving a knowledge monopoly early in the event and ensure that the most
dramatically significant revelations are distributed across the event’s full duration
rather than concentrated in its opening phase.

The red herring, which in conventional literary detective fiction functions primarily
as a misdirection tool — misleading the reader about which suspect is guilty —
serves a quite different and more structurally significant function in salon LARP. In
the distributed-protagonism context, the red herring’s most important function is
demographic: by making every character a plausible suspect, it ensures that every
character is investigated, and that every character therefore has investigative
encounters in which they must manage their character’s secrets under pressure. The
democratic red herring — the design principle that every character has something to
hide that looks suspicious under investigation even if it is not the murder —
guarantees a baseline level of dramatic engagement for every participant. Nobody in
a well-designed scenario is entirely transparent, entirely innocent, entirely
uninteresting as an object of investigative attention. The red herring is not a
deception; it is a structural guarantee of universal participation.

The Facilitator Role and Soft Interventions

The game master or facilitator of a salon LARP murder mystery occupies a position
that is formally analogous to the conductor of an improvising ensemble rather than
to the author of a scripted work. Their primary function is not to generate narrative
but to maintain the conditions in which participants can generate it themselves. In
practice, this means monitoring the scenario’s network dynamics in real time:
identifying characters who are becoming isolated, conversations that have stalled,
information that should have traveled across the network but hasn’t, and participants
who appear to be struggling to engage.

The facilitator’s toolkit for addressing these failures consists primarily of what might
be called soft interventions: low-profile adjustments to the scenario’s information
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environment that create new reasons for engagement without directly scripting
encounters. A note slipped to an isolated participant (“you overhear a fragment of a
conversation that suggests X knows something relevant to your situation”) creates a
new reason to approach a specific character without prescribing what the resulting
encounter must contain. A prop introduced at a dramatically opportune moment — a
letter discovered on a side table, an object that has mysteriously appeared — creates
a new information event that participants must respond to. A brief facilitated in-
game event — a telephone call from an absent character, a servant’s announcement
— redistributes attention without replacing participants’ agency.

The risk of over-facilitation is the re-centralization of narrative authority in the
facilitator, which undermines the distributed-authorship model that is the form’s
most important formal property. A facilitator who intervenes too frequently and too
prescriptively is effectively becoming the singular author that distributed
protagonism is designed to prevent: their interventions become the narrative’s
organizing intelligence, and participants become the executors of that intelligence
rather than its co-creators. The appropriate facilitation model is what might be called
the gardener’s approach: creating and maintaining conditions for growth without
determining what grows. The facilitator shapes the soil; the participants grow the
garden.

The Paradox of Freedom: Agency Versus Structure

The deepest tension in distributed-protagonism design is one that cannot be fully
resolved by any design strategy but must instead be managed as a permanent
productive tension: the fact that player agency is simultaneously the form’s primary
value and its primary structural threat. Too much freedom, and participants create
their own hierarchies — the most assertive become de facto protagonists, the most
genre-familiar establish investigative authority, and furniture characters emerge not
from design failure but from social dynamics. Too much structure, and the scenario
feels scripted, participants’ choices don’t have genuine consequences, and the
narrative is not co-authored but performed to a predetermined template.

The concept of structured emergence, borrowed from complexity theory and adapted
for design analysis, names the condition this balance aspires to. In complexity
theory, emergence describes the appearance of organized structure at the level of a
system that was not programmed into the system’s individual components: the
ordered patterns of a flock of birds arising from the simple local rules governing
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each bird’s behavior. Structured emergence in salon LARP describes the condition
in which a scenario’s design artifacts — character sheets, relational architectures,
goal ecologies, information structures — create the conditions within which
genuinely surprising, genuinely participant-authored narrative can emerge, without
that emergence producing either structural chaos or structural hierarchy.

The analogy to jazz improvisation is illuminating. A jazz performance proceeds
within a defined set of structural constraints: the chord changes are fixed, the key is
established, the tempo is agreed upon, and the conventions of the genre provide a
shared vocabulary of phrase-shapes and harmonic vocabularies that all players
know. Within these constraints, the music is genuinely improvisational: no player is
executing a pre-written part, and the performance could not have been predicted
from the constraints alone. The constraints enable rather than determine the
improvisation; they create the shared grammar within which individual creative
freedom produces coherent collective music. Salon LARP at its best achieves the
same relationship between structural constraint and creative freedom: the design is
the chord changes, and the participants’ interactions are the improvisation that those
chord changes make possible.

VII. The Murder as MacGuffin: Rethinking Narrative
Centrality

Hitchcock’s MacGuffin and Its Narrative-Theoretical Implications

Alfred Hitchcock’s concept of the MacGuffin, articulated most fully in his extended
conversations with Francois Truffaut published as Hitchcock/Truffaut in 1966,
describes a narrative device of remarkable theoretical interest: the object or event
that motivates characters to act and that organizes the narrative’s surface
momentum, but that is in itself narratively unimportant. Hitchcock’s canonical
example is the microfilm in North by Northwest: government agents and foreign
spies pursue it across the continent, characters are killed and recruited because of it,
the film’s entire plot machinery is powered by it — but the audience never learns
what the microfilm contains, because what it contains doesn’t matter. It is purely a
function: the object that makes everyone move.

What makes the MacGuffin conceptually interesting is the gap it opens between
narrative occasion and narrative content. The MacGuffin is the occasion of the
narrative — the reason for the pursuit — but not its subject. The subject of North by
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Northwest is not the microfilm but what the pursuit of it does to Roger Thornhill:
how it strips away his assumed identity, forces him into genuine risk and genuine
feeling, and produces his transformation from a shallow advertising executive into
something like a person. The MacGuffin organizes the narrative’s events; the
character development those events enable is what the narrative is actually about.

This distinction between occasion and subject is precisely the distinction this essay
wishes to draw for the murder in salon LARP. The murder is the MacGuftin of the
murder mystery party: it is what has gathered everyone in this particular room on
this particular evening, it is the stated occasion of the event, and it provides the
narrative’s organizing question (“who did it?”’) that motivates the investigative
subplot. But it is not what the scenario is about. What the scenario is about — its
actual dramatic substance — is the social world that the murder has brought to a
crisis point: the relationships, secrets, grievances, and desires that preexisted the
murder and that the murder’s disruption has forced into the open.

The Murder as Occasion, Not Subject

In conventional detective fiction, this distinction runs in the opposite direction: the
murder is the subject, and the social world is the backdrop. The social world of the
country house, the village community, or the family gathering provides the murder
with its context and its suspects, but the social world’s interests are ultimately
subordinate to the investigation’s logic. Characters are not interesting in themselves;
they are interesting as possible perpetrators or as obstacles to the detective’s
progress. Their relationships, histories, and inner lives are relevant only insofar as
they might explain or conceal the crime. The detective’s final revelation in the
drawing room is a revelation about the murder and its solution; everything else —
the adulterous affair that provided a false motive, the blackmail scheme that created
a red herring, the family history that supplied the opportunity — is cleared away by
the solution rather than given its own independent resolution.

In salon LARP, the relationship is reversed. The murder happened before the
scenario begins: it is a past event with present consequences, a disturbance to an
existing social order whose conditions were established by the participants’
backstories and relational architecture. The murder did not create the blackmail
scheme, the contested inheritance, the secret marriage, or the financial crisis that
multiple characters are managing simultaneously. It merely forced all of these
preexisting tensions into open conflict in a single shared space and time. The social
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world is not the backdrop to the murder; the murder is the precipitant of the social
world’s crisis.

This reversal has direct consequences for distributed protagonism. If the murder is
the subject, then the characters most directly connected to it — the murderer, the
victim’s closest relatives, the most accomplished investigator — are the most
dramatically important. If the murder is merely the occasion that has gathered a
specific social world into crisis, then every participant in that social world is
dramatically important in proportion to their depth of involvement in that world’s
ongoing tensions. The contestant for the inheritance is as dramatically important as
the murderer. The blackmailer and the blackmailed are as dramatically important as
the detective. The secret marriage’s parties are as dramatically important as the alibi-
witnesses. The murder, as MacGuffin, distributes rather than concentrates dramatic
importance.

Multiple Mysteries and the Fractal Subplot Structure

A sophisticated salon LARP scenario does not contain one mystery but several, and
the murder mystery is merely the most structurally prominent of the set. Alongside
the question of who killed the victim, there are questions of where the will has gone,
who wrote the anonymous letter, whether the marriage was validly contracted, what
the victim knew about the blackmail scheme that made them a target, and why a
particular character who claimed to be elsewhere was observed leaving the victim’s
study. Each of these questions is a miniature mystery: a question with an answer, a
set of characters with relevant information, and a revelation arc.

This fractal mystery structure — mysteries within mysteries, each with its own cast
of implicated characters — is the scenario-level expression of distributed
protagonism. Just as distributed protagonism requires that every character be
narratively vital, the fractal mystery structure requires that every character be the
center of their own mystery narrative, however small. The character whose primary
secret is that they were conducting an affair is the “victim” of their own mystery (the
secret must be protected) and the “detective” of another (they need to find out who
knows). The character whose primary concern is recovering a stolen object is both
investigator and interested party in their own subplot. Every character, in a well-
designed scenario, is running their own mystery — their own version of Todorov’s
two-story structure — simultaneously with the collective murder investigation.
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The phenomenological consequence of this fractal structure is that participants in
well-designed scenarios often experience the final reveal — the announcement of the
murderer’s identity — as an anticlimax, or at least as one of several dramatic
satisfactions rather than the primary one. The real dramatic work happened during
the free-play period: in the private conversation in which the blackmail was
confessed, in the moment when two characters who had been concealing their
relationship from each other simultaneously recognized each other’s concealment, in
the discovery of the document that retroactively explained the apparent generosity of
the earlier scene. The formal ending of the scenario resolves its most publicly stated
question; the deeper dramatic satisfactions are distributed throughout the event in
time and space.

What the Solution Actually Resolves

The conventional murder mystery’s solution is, in narrative terms, a purification: it
identifies the contaminating element (the murderer) and removes it from the social
body, restoring the order that the crime disrupted. This purification logic is what
makes the drawing room revelation scene so satisfying in literary detective fiction:
Poirot’s exposition is not merely informative but ritually cleansing. The household
can breathe again; the stain has been located and its agent identified; the world
makes sense.

In salon LARP, the solution to the murder mystery performs no such purifying
function, for the simple reason that the scenario’s social world has been generating
its own contaminations throughout the event. The adulterous affair has been
exposed; the blackmailer has been confronted; the contested will has been found, or
lost, or destroyed. By the time the murderer is named, multiple other revelations
have already occurred, multiple other crises have been resolved or worsened,
multiple other relationship dynamics have been permanently altered. The social
world of the scenario is not restored by the murder’s solution: it has already been
transformed by the accumulated revelations of the preceding hours.

This means that the solution functions differently in salon LARP than in literary
detective fiction: it is not a narrative purification but a collective taking-stock. After
the revelation, participants have the opportunity to reflect on what they discovered,
what they missed, how the information they held fits with the information others
reveal that they held. The solution is the beginning of the meta-narrative rather than
its conclusion: the shared debriefing in which the collectively produced narrative,
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distributed across so many partial perspectives, is retrospectively assembled into a
whole.

The Genre Frame as Orienting Device

If the murder is a MacGuffin and the investigation is merely one subplot among
several, the question naturally arises: why use the murder mystery genre frame at
all? The answer is that the genre frame serves an indispensable orienting function
that the scenario’s deeper design does not provide directly. The murder mystery
genre frame gives every participant a default mode of engagement in the event’s
opening moments, before they have fully internalized their character’s specific goals
and relationships. “Someone has been murdered; investigate” is a clear, actionable
starting point that prevents the social paralysis that can afflict participants in the first
minutes of a complex scenario, when the network of obligations and secrets has not
yet been activated.

The genre frame is scaffolding: it supports the structure during construction and can
be removed — or rather, transcended — as the scenario’s own dramatic substance
takes over. The experienced participant typically “forgets” they are in a murder
mystery sometime in the first thirty minutes, when their character’s personal crisis
has become vivid enough to be its own compelling reason to act. The genre frame
has served its purpose by then: it got everyone into motion, established the shared
fictional occasion, and provided a common reference point. The scenario’s
distributed-protagonism architecture does the rest.

When the Murder Does Not Get Solved

A distributed-protagonism scenario can succeed entirely — can produce rich,
meaningful dramatic experiences for every participant — without the murder being
solved. This is a strong claim that challenges the genre’s own internal logic: in
literary detective fiction, an unsolved murder is a failed mystery. But in salon LARP,
the success criteria are entirely different. Success is not measured by whether the
murder is solved but by whether every participant engaged meaningfully with the
scenario’s dramatic possibilities. A scenario in which the murderer goes undetected
but every participant has pursued their character’s crisis with genuine urgency,
experienced dramatic revelations, and been moved by at least one unexpected
moment of truth is more successful than a scenario in which the murder is efficiently
solved but most participants were furniture.
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This reframing of success criteria is the most fundamental challenge that distributed-
protagonism theory poses to the genre conventions it employs. The murder mystery
genre promises a solution and structurally implies that the solution is the narrative’s
destination. Distributed-protagonism theory suggests that the solution is one possible
destination among many, and not necessarily the most dramatically valuable one.
The form uses the genre frame without being enslaved to it. The murder is real — it
happened in the fictional world, it matters to the characters, it creates genuine
dramatic pressure — but its solution is not the measure of the evening’s worth.

VIII. Audience, Performer, and the Collapse of Spectatorship
The Traditional Audience/Performer Distinction

The distinction between audience and performer has been so fundamental to Western
theatrical theory and practice that its examination tends to feel like an examination
of something far more basic — the distinction between inside and outside, between
the watched and the watcher, between the world of representation and the world of
everyday life. Aristotle’s account of catharsis presupposes an audience: the emotions
of pity and fear are experienced by people who watch the tragic action unfold, not by
people who participate in it. The fourth wall of the naturalistic stage is a convention
that organizes both theatrical practice and theatrical theory around a fundamental
separation: on one side, the represented world; on the other, the real world in which
the representation is received.

This distinction produces an elaborate theoretical vocabulary. The fourth wall names
the invisible boundary between the representation and its reception. The Brechtian
Verfremdungseffekt is a set of techniques for disrupting the audience’s immersive
identification with the representation — a disruption that is only possible for
someone who is, in principle, in a position of immersive identification, which is to
say someone who is watching rather than doing. Catharsis, pity, fear, aesthetic
distance, the willing suspension of disbelief — all of these are concepts whose
meaning depends on the existence of an audience, a group of people who are outside
the represented world and who experience it as representation rather than as
experience.

Remove the audience, and all of these concepts lose their referents. Catharsis cannot
occur in the person who is performing the tragic action — only in the person who
watches it. Aesthetic distance is a property of the observer’s position, not the actor’s.
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The willing suspension of disbelief is something an audience does; a participant in a
salon LARP does not need to suspend disbelief about anything, because the events
of the scenario — the conversations, the discoveries, the moments of confrontation
and confession — are not representations of events but actual events, happening in
the actual social world of the participant’s lived experience.

Schechner’s Environmental Theatre and the Dispersal of the Audience

Richard Schechner’s work in environmental theatre and performance theory
provides the most direct theoretical genealogy for the kind of post-spectatorial form
that salon LARP represents. In Environmental Theatre (1973), Schechner articulates
a theatrical practice organized around the deliberate dissolution of the fixed
separation between performance space and audience space: in environmental theatre,
the audience is distributed through the same space as the performers, the action
moves through and around the audience, and the clear visual separation of stage
from seating is abolished. The goal is not the elimination of the audience/performer
distinction but its radical complication: audience members are not watchers from
outside but participants in the performance’s spatial and atmospheric world.

Schechner’s theoretical vocabulary, extended in Between Theatre and Anthropology
(1985), develops the concept of “restored behavior” — the idea that performance,
understood broadly, involves the adoption of behaviors that have been “rehearsed”
in the sense of pre-formed, whether through cultural convention, social ritual, or
theatrical training. Restored behavior is not natural or spontaneous but it is also not
artificial or false: it is the mode of behavior in which human beings self-consciously
perform identities and roles in social contexts. This concept connects theatrical
performance to everyday social performance — to the sociological tradition of
Goffman’s dramaturgy in The Presentation of Self in Everyday Life (1959) —in a
way that significantly expands the theoretical scope of “performance” and
correspondingly narrows the distance between theatrical performers and social
participants.

Salon LARP, in Schechner’s terms, is the realization of a theoretical ambition that
environmental theatre approached but could not fully achieve. In environmental
theatre, the audience’s physical displacement into the performance space did not
eliminate their status as audience: they were still watchers who had entered a
performed world rather than participants who inhabited their own. In salon LARP,
there is no performance space distinct from the social space: the event happens in a
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room where a party is occurring, and the “performance” is continuous with the social
interaction. The fictional overlay — the character identities, the invented
backstories, the secret agendas — is not a stage on which the real world is
represented but a layer of meaning imposed on the real world, changing what its
events signify without changing their material reality.

LARP as Post-Spectatorial Form

The term “post-spectatorial” is proposed here to describe forms in which the
audience function is eliminated or so thoroughly distributed as to lose its
conventional meaning. Post-spectatorial forms are not “audience-less” in any simple
sense: participants in salon LARP do observe one another, do witness dramatic
events, do occupy something like an audience function relative to scenes they are
watching rather than performing. But the witnessing is always simultaneous with
performance: the person watching is also, in principle, a performer who may be
drawn into the scene at any moment; the person performing is simultaneously a
witness to others’ performances in adjacent conversations.

The post-spectatorial condition is defined by the reversibility of the audience and
performer functions. In conventional theatrical forms, these functions are fixed: the
actor performs, the audience watches, and neither crosses to the other side of the
boundary during the performance. In immersive theatre, the audience’s physical
freedom of movement creates a partial reversal: spectators can choose which
performers to follow, can enter spaces the performers occupy, can be addressed
directly by performers. But the fundamental asymmetry remains: the performers
have determined what will happen; the audience navigates through it.

In salon LARP, the reversibility is complete and continuous. At any moment, the
participant who has been watching a scene between two other characters may enter
that scene, at which point they become a performer in it and the previous performers
may withdraw to become watchers. There is no script determining who does what in
which scene; the scenario’s drama is produced in real time by the constant
negotiation of who is at the center of each encounter and who is at its margins. The
audience and performer functions circulate through the participant group rather than
being assigned to distinct subgroups.
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The Witness Function in Salon LARP

The concept of the witness function names the post-spectatorial form of the
relationship between observer and observed. In conventional theatrical and social
theory, witnessing is a passive or receptive activity: the witness receives the
testimony, observes the event, is present to what happens without intervening in it.
In salon LARP, witnessing is always potentially active: the character who overhears
a confession between two others is not merely a witness but a potential agent — they
can use what they have heard, confront the confessor, protect the confessed-to, or
store the information for future use.

This active witnessing — witnessing as preparation for action rather than reception
for its own sake — changes the phenomenology of observing in the salon LARP
context. When Character A confesses to Character B that they wrote the blackmail
letter, Character C who has observed the exchange is not merely an audience for a
dramatic scene. They are a co-author of the scene’s consequences: what they do with
what they have witnessed will determine whether the confession remains private,
becomes widely known, or is used as leverage. The “audience” of this scene is
simultaneously the scene’s continuation: what they do next is part of the scene’s
dramatic arc.

This transforms the “dramatic moment” from a bounded event with a distinct
audience into an open event whose consequences radiate outward through the social
network. The confession between A and B is not finished when B responds to it: it is
only finished when the knowledge it created has been fully worked through by
everyone who learned of it, directly or indirectly. In this sense, every dramatic event
in salon LARP has a potentially unlimited audience whose membership is
determined by the network of relationships that connects the event’s initial
participants to the rest of the cast. And every member of that audience is also a
potential co-author of the event’s consequences.

Every Participant as Simultaneous Author, Performer, and Audience

The theoretical claim that every participant in a salon LARP is simultaneously
author, performer, and audience is not a metaphor but a structural description of the
participant’s actual condition throughout the event. As author, the participant makes
choices about what their character knows, reveals, and pursues — choices that
actively construct the scenario’s narrative by determining what information flows
where, what crises deepen or resolve, and what relationships transform. The
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participant’s authorial agency is constrained by the character sheet but not
determined by it: within the space of their character’s parameters, they are genuinely
free to make choices that could not have been predicted from the design.

As performer, the participant embodies a character in physical space, speaking as
that character, moving as that character, inhabiting a fictional identity in their own
body. The performance is not theatrical performance in the conventional sense —
there is no audience for whom the performance is optimized, no technical
requirements of projection or stage presence, no separation between the performance
space and the everyday social space. But it is performance in Schechner’s broader
sense: the participant is engaging in restored behavior, adopting a role and its
associated behaviors with self-conscious intentionality.

As audience, the participant witnesses others’ performances, is moved by others’
dramatic moments, and experiences the narrative’s revelations as they emerge from
others’ choices. This audience function is qualitatively different from the
conventional theatrical audience’s experience: the participant is moved by what they
witness not as aesthetic pleasure at a represented suffering but as social and
emotional reality. When another character reveals a secret in a moment of
desperation, the participant who witnesses this is not experiencing catharsis at a
fictional character’s suffering; they are experiencing something more like social
emotion — the recognition of another person’s genuine (if fictionally framed)
vulnerability.

Janet Murray’s influential account in Hamlet on the Holodeck (1997) identifies
“agency” — the satisfying power to make things happen in a fictional world — as
the central promise of interactive narrative. Murray’s formulation is prophetic of the
salon LARP participant’s condition, even though Murray’s analysis is primarily
directed toward digital narrative environments: “The pleasurable ability to make
things happen within a fictional world” is precisely what the salon LARP character
sheet provides, within a social rather than computational medium. Marie-Laure
Ryan’s account in Narrative as Virtual Reality (2001) of immersion and interactivity
as the dual properties of compelling virtual narrative environments finds both
properties achieved simultaneously in salon LARP without the computational
mediation that Ryan’s own examples assume.
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Ranciére and the Emancipated Spectator

Jacques Ranciére’s analysis in The Emancipated Spectator (2009) provides a final
theoretical context for the audience/performer collapse that salon LARP achieves.
Ranciére’s argument, directed against the theatrical avant-garde’s project of
“activating” the passive spectator, is that the passivity attributed to spectatorship by
Brecht, Artaud, and their descendants is a theoretical fiction: spectators are always
active, always interpreting, always making meaning from what they observe. The
“emancipation” of the spectator does not require that they be made to perform; it
requires that their active interpretive agency be acknowledged and respected.

Ranciére’s analysis complicates the simple equation of passivity with spectatorship
that motivates some accounts of participatory art and interactive performance. But it
does not eliminate the distinction between spectatorship and participation: it refines
it. Even an “emancipated” spectator — one whose active interpretive work is fully
acknowledged — is still outside the performance, making meaning from a position
of exteriority. The salon LARP participant is not outside the performance: they are
inside it, making meaning not merely through interpretation but through action, not
merely understanding what the narrative means but determining what it will be. This
is a condition that Ranciére’s emancipated spectator does not achieve, however
active their spectatorship. The distinction between inside and outside that Ranciere’s
analysis ultimately preserves is the distinction that salon LARP structurally
eliminates.

IX. Resistance to Single-Author Control
The Auteur Model and Its Narrative Assumptions

The auteur theory of cinema, developed by the critics of the Cahiers du Cinéma in
the 1950s and carried into English-language film criticism by Andrew Sarris and
others, identifies the film director as the sovereign author of the film in a sense that
overrides all other contributions: the screenwriter’s dialogue, the actors’
performances, the cinematographer’s visual style are all subordinated to and
transformed by the director’s personal vision, which determines the film’s meaning
at the level of mise-en-sceéne, visual motif, and thematic preoccupation. The auteur is
the intelligence that unifies the film’s diverse elements into a single coherent artistic
statement.
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Wayne Booth’s concept of the “implied author” in The Rhetoric of Fiction (1961)
articulates an analogous figure for literary narrative: the sense of a single organizing
intelligence — not the real historical author but the version of themselves that an
author implies through the work’s choices — whose values, aesthetic preferences,
and thematic concerns are encoded in the work’s handling of every element, from its
narrative structure to its management of tone. The implied author is the principle of
the work’s unity: the point from which all the work’s choices appear coherent, the
consciousness that everything in the work serves.

Both the auteur and the implied author are theoretical constructs that organize the
analysis of works produced by single authorial intelligences, however collaborative
the practical process of production was. They are hierarchical models of authorship:
one intelligence authors, in the sense of determining the work’s meaning; others —
co-writers, actors, cinematographers, editors — execute or contribute, but their
contributions are organized by and in service to the authorial intelligence.

Salon LARP constitutively resists this model. The scenario designer occupies a
position that resembles the auteur or the implied author in important ways: they have
designed the scenario’s world, written the character sheets, determined the relational
architecture, and established the goal ecology. Their authorial intentions are present
throughout the scenario’s structure. But they cannot control the narrative that
emerges from participants’ interactions: they cannot write the dialogue, determine
the pacing, or decide which revelations will occur at which moments. The scenario
design is an authorial act, but it is an authorial act that deliberately creates conditions
for authorial acts by others that the original author cannot predict, control, or
organize into a single coherent statement.

Co-Authorship and Emergent Narrative

The concept of emergent narrative, developed within game studies by Katie Salen
and Eric Zimmerman in Rules of Play: Game Design Fundamentals (2004),
describes narrative that arises from players’ interactions with a rule-system rather
than being scripted in advance. Emergent narrative is contrasted with embedded
narrative — the pre-scripted story that games with linear storylines deliver — and is
associated with games in which the player’s choices within a rule-governed system
produce narrative as a byproduct of gameplay rather than as a predetermined content
delivery. The examples Salen and Zimmerman and others have used are primarily
from video games: the stories that players tell about their experiences in 7he Sims or
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in Civilization are emergent narratives, produced by the intersection of the player’s
choices and the game’s rule-system.

Salon LARP is the most fully realized form of emergent narrative in the interactive
media landscape, predating the academic discourse around the concept and
exceeding it in important respects. The “rule-system” of salon LARP is not a
computational algorithm but a design artifact — the set of character sheets, relational
architectures, goal ecologies, and information structures that the scenario designer
has produced. The “players” are not a single user engaging with a single system but
a group of participants engaging with each other through the affordances that the
design provides. And the resulting narrative is not a sequence of events in a digital
world but a real social event with real emotional consequences for real people.

The division of authorial labor in salon LARP is genuine and irreducible. The
scenario designer authors the conditions for narrative: they establish the characters,
their relationships, their secrets, their goals, and the world in which they exist. The
participants author the narrative itself: they determine what happens, through their
choices about what to reveal, what to pursue, and how to engage with others’
agendas. Neither party can produce the other’s contribution. A scenario design
without participants is an inert text — a set of character sheets that will never be
inhabited. A group of participants without a scenario design is an unstructured social
gathering that may produce interesting improvised drama but lacks the specific
narrative architecture that makes distributed protagonism possible.

Design Intentionality Versus Emergent Narrative Outcome

The tension between design intentionality and emergent outcome is the central
practical and theoretical challenge of salon LARP design. The designer has strong
intentions about what the scenario will do: they have designed specific encounters to
happen, specific secrets to travel specific paths through the network, specific
revelations to occur at dramatically appropriate moments. These intentions are
encoded in the design artifacts — the character sheets are written with these
outcomes in mind; the relational architecture is structured to enable these
encounters; the information distribution is calibrated to produce these revelations.
But none of these intentions is guaranteed to be realized. Participants may not speak
to the characters they were expected to speak to; secrets may travel along
unexpected network paths; revelations may occur early, late, or never; and entirely
unexpected dramatic events may occur that the designer never imagined.
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This gap between intention and outcome is not a failure of design but its constitutive
condition. A scenario design that fully controlled its outcomes would not be a
scenario design but a script: there would be no genuine emergence, no authentic
agency, no real co-authorship. The scenario designer’s craft consists not in closing
this gap but in calibrating it: ensuring that the design’s affordances are strong
enough to prevent the worst failure modes — furniture characters, investigator
monopoly, early-game dominance — while being loose enough to allow genuine
participant creativity to shape the narrative in ways the designer did not anticipate
and could not have produced alone.

Ian Bogost’s account of procedural rhetoric in Persuasive Games (2007) provides a
useful framework for understanding the designer’s authorial mode. Bogost argues
that meaning in games is produced not by content but by the procedures — the rule
systems — that generate content: the player’s engagement with the procedures
produces the game’s meaning, not merely the application of pre-determined
narrative. In salon LARP, the designer’s authorial intentions are encoded in
procedures — the design principles that produce the character sheets, the
architectural rules for relational density and goal ecology, the information-
distribution strategies. The designer writes the rules; the participants write the story
that the rules make possible. This is procedural authorship: an authorial mode in
which the author’s control is necessarily indirect and incomplete, because the
procedures generate outcomes that exceed the author’s ability to predict or
determine.

Player Agency as Distributed Authorship

Each participant exercises genuine authorial choices throughout the scenario, and
these choices are the mechanism of distributed authorship. The choice to reveal a
secret — to whom, when, and in what terms — is an authorial choice: it shapes what
information is available in the network, what dramatic possibilities the revelation
creates, and what the narrative becomes as a result. The choice to pursue a personal
goal at the expense of the collective investigation is an authorial choice: it
redistributes the scenario’s energy away from the murder mystery subplot and
toward a different dramatic thread. The choice to protect another character’s secret
rather than exposing it — even when exposure would serve one’s own interests — is
an authorial choice that determines the moral tone of the character and the kind of
drama that character’s arc will produce.
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These individual authorial choices aggregate into the scenario’s collective narrative:
a text that was produced by the sum of all participants’ decisions and that could not
have been predicted by any individual — including the designer — from the design
alone. This collective text has no single author. It cannot be recovered as a unified
authorial intention, because it has no unified author. It is irreducibly collaborative,
genuinely distributed, and unique to the specific group of participants who produced
it on that specific evening. No two performances of the same scenario design will
produce the same narrative, because no two groups of participants will make
identical choices.

This irreducible uniqueness is one of the most important formal properties of the
salon LARP narrative. Unlike a novel or a film — whose text is fixed and can be
reproduced identically across readings — the salon LARP narrative exists only in
the specific instance of its production. The scenario design can be run again and
again with different groups; each run produces a different narrative. What the
scenarios share is the structural affordances — the characters, the relational
architecture, the goal ecology — but not the narrative itself. The narrative is not a
property of the design but of the specific human interactions that a specific group
engaged in on a specific evening, and those interactions are constitutively
unrepeatable.

What Distributed Authorship Means for Narrative Coherence

The most powerful objection to the distributed-authorship model is the coherence
objection: if no single consciousness organizes the narrative, how is it coherent?
What prevents the simultaneously-authored, participant-driven narrative of salon
LARP from being not a distributed narrative but simply dramatic noise — a
cacophony of unrelated personal crises with no shared frame of meaning?

The answer lies in understanding what kind of coherence the design creates before
the event begins. The scenario design establishes structural coherence at the level of
the world — a shared fictional setting, a shared set of characters and their
relationships, a shared recent past (the murder and the events leading up to it) — that
provides the participants with a common frame of reference within which individual
authorial acts are legible. A participant’s choice to confront another character about
a specific secret is legible because the shared fictional world makes it clear who the
characters are, what their relationship is, and why the secret matters. The individual
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authorial act is a contribution to a shared narrative structure that the design has
already established as coherent.

This is analogous to the coherence produced by the chord changes in jazz: individual
melodic choices that violate the harmony are not merely different, they are wrong —
they disrupt the shared musical structure that makes the improvisation legible as
music. In salon LARP, participants who act in ways that are fundamentally
incompatible with the scenario’s fictional world — who break the immersive frame,
refuse to engage with the scenario’s premise, or pursue goals entirely disconnected
from the shared relational architecture — are not merely choosing differently, they
are disrupting the shared structure that makes the other participants’ choices
meaningful. This is why social pressure within a LARP group functions as a
coherence mechanism: participants encourage each other to remain within the
scenario’s shared frame, not because of externally imposed rules but because each
participant’s meaningful engagement depends on others’ maintenance of the shared
fictional world.

Salon LARP and the Limits of Interpretive Authority

The final theoretical implication of the distributed-authorship model concerns the
concept of authoritative interpretation. In literary theory, the question of where the
meaning of a text resides — in the author’s intention, in the text’s formal properties,
in the reader’s interpretive act, or in some intersubjective negotiation among readers
— has been one of the central debates of the past century. Barthes’s “The Death of
the Author” (1967), Foucault’s “What Is an Author?” (1969), and Derrida’s
deconstructive practice all contest, in different ways, the authority of the author to
determine the meaning of their own text. But these critiques presuppose a text — a
fixed, repeatable artifact whose meaning is in question — and they presuppose an
author whose authority is being contested.

In salon LARP, neither of these presuppositions holds. There is no fixed text: the
“text” of the scenario — the narrative it produced — exists only in the memories and
accounts of the participants, and these accounts are partial, subjective, and mutually
inconsistent in ways that no “correct” reading can resolve. There is no authoritative
author: the scenario designer did not produce the narrative, the participants did,
collectively and without coordination. The concept of authoritative interpretation has
no grip on a salon LARP scenario’s meaning, not because interpretation is always
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contested (as in the literary-theoretical debate) but because the text that
interpretation would authorize does not exist as a unified object.

The salon LARP scenario’s meaning is plural, participant-specific, and irreducibly
distributed. Different participants experienced different subplots, made different
discoveries, were moved by different moments, and pursued different goals with
different degrees of success. The scenario does not mean any single thing, because it
was not produced by any single intention, and it was not received by any unified
audience. It means many things simultaneously, to many different people, none of
whose meanings can claim priority over any other’s. The narrative is as distributed
as the protagonism that produced it.

X. Conclusion
Summary of the Argument

This essay has argued that salon LARP murder mysteries represent a distinctive and
undertheorized narrative form whose most important formal property — distributed
protagonism — is not merely a design preference but a structural requirement of the
participatory condition. The form cannot accommodate singular protagonism
without destroying the meaningful participation of most of its participants, and the
design tradition of salon LARP murder mysteries is, at its best, the history of finding
ways to honor the participatory contract that the form’s premise establishes.

The argument has proceeded across three analytical movements. The first
established the theoretical foundations: the genealogy of the singular detective-
protagonist in conventional narrative theory from Aristotle through Todorov and
Genette; the history of ensemble alternatives in literary and theatrical form, from
Bakhtin’s polyphonic novel through Chekhov’s distributed dramaturgy, Brecht’s
social ensemble, and the twentieth century’s most ambitious multi-character forms;
and the specific formal properties of salon LARP that distinguish it from these
antecedents and from all adjacent participatory forms.

The second movement constituted the essay’s analytical core. The architecture of
distributed protagonism was analyzed as a designable condition with identifiable
structural properties: networked relational architecture, distributed goal ecology, the
systematic management of information asymmetry, the fractal subplot structure, the
temporal mechanics of revelation pacing, and the democratic function of the red
herring. The strategies that prevent distributed protagonism’s collapse into the
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furniture problem — the personal crisis mandate, the distribution of investigative
capacity, the subplot ecology — were examined in detail. And the murder itself was
reconceived as a MacGuffin in Hitchcock’s sense: the structural occasion that
gathers the social world into crisis rather than the narrative subject that organizes all
dramatic importance around its investigation.

The third movement drew out the broader theoretical implications: the collapse of
the audience/performer distinction in a post-spectatorial form that makes every
participant simultaneously author, performer, and audience of a collectively owned
narrative; and the resistance to single-author narrative control that follows from
distributed authorship, emergent narrative, and the irreducible plurality of meaning
in collectively produced drama.

Distributed Protagonism as a Model for Interactive Drama

Salon LARP’s design tradition has developed, over fifty years of practice, a body of
practical wisdom about distributed narrative centrality that deserves sustained
theoretical attention — not as a curiosity of participatory entertainment but as a
response to structural challenges that recur throughout interactive media wherever
participatory co-authorship is promised. The “furniture problem” is not unique to
murder mystery parties. It appears in multiplayer video game design, where the
tension between support roles and star players has generated decades of balancing
effort; in improv theatre education, where the question of how to ensure that less
experienced participants get equal stage time is a persistent pedagogical challenge;
in participatory installation art, where the gap between “active” and “passive”
visitors reproduces the audience/performer distinction that the installation’s premise
is meant to dissolve.

Salon LARP’s design solutions to these recurrent problems are unusually explicit
and unusually well-developed because the form has had to develop them without the
safety net available to other interactive forms. A video game can compensate for
furniture-character problems with algorithmic difficulty scaling; improv theatre can
compensate with an instructor who actively manages stage-time distribution;
participatory installation can compensate with spatial design that channels visitors
toward specific types of engagement. Salon LARP’s only tools are the character
sheet and the relational architecture: the design must do all the work before the event
begins, because once the scenario is in motion the designer cannot intervene without
disrupting the distributed-authorship structure that the form depends on.
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The concept of narrative affordances — structural features of the design that make
specific types of dramatic experiences more likely without making them certain — is
salon LARP’s central design contribution to interactive narrative theory. A narrative
affordance is not a script and not a rule: it is a condition that invites certain types of
action and makes certain types of encounter dramatically productive. The character
sheet’s secret inventory creates an affordance for the dramatic encounter in which
secrets are negotiated; the goal ecology creates affordances for the goal-conflict
encounters in which characters’ competing agendas produce dramatic friction; the
relational architecture creates affordances for the reunion encounters in which pre-
existing history shapes the meaning of present actions. These affordances do not
determine the narrative but they shape its possibilities in ways that, when well
designed, make distributed protagonism not merely possible but probable.

Implications Beyond Salon LARP

For narrative theory more broadly, distributed protagonism challenges the
assumption — embedded in the Aristotelian tradition and reinforced by detective
fiction’s formal logic — that narrative requires a singular locus of dramatic
attention. The singular detective-protagonist is not a universal feature of narrative
form but a feature of author-audience narrative forms: forms in which a single
authorial intelligence produces a fixed text for a receiving audience. When
authorship is distributed and the audience/performer distinction is eliminated,
narrative can sustain itself without any singular center, provided that the structural
conditions for distributed dramatic importance are adequately designed. The murder
mystery genre provides the clearest available test case for this claim, precisely
because it is the genre in which the singular protagonist is most rigorously required
by the conventional literary form.

For performance studies, the post-spectatorial form of salon LARP illuminates what
is lost and what is gained when the audience/performer distinction is eliminated.
What is lost is the possibility of the cathartic response that Aristotle identified, the
critical distance that Brecht prized, and the aesthetic pleasure that conventional
theatrical forms organize their structures to produce. What is gained is an immediacy
and a personal investment that theatrical forms have always sought but can only
approximate: the participant’s experience of a salon LARP scenario is not aesthetic
pleasure at a represented drama but social and emotional reality, however fictionally
framed. The distinction between “this is happening to my character” and “this is
happening to me” is always present in experienced LARP players’ double
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consciousness, but it is not always easy to maintain, and its difficulty is not a failure
of the form but its most powerful feature.

For game studies, the design of narrative affordances is a central challenge of game
design across all media, and salon LARP’s design tradition offers unusually explicit
and analytically tractable examples of how this challenge can be met. The character
sheet is a narrative affordance system: a designed set of structural properties that
makes certain types of narrative experience probable without scripting them.
Analyzing character sheets with the same theoretical rigor that game studies has
brought to rule-systems, victory conditions, and spatial architectures would
substantially advance the field’s understanding of narrative affordance design.

Open Questions for Further Research

The analytical framework this essay has developed raises several questions that call
for further research. The most urgent is empirical: the claim that distributed
protagonism is experienced as such by participants — that it is not merely a
structural property of the design but a phenomenological property of the
participant’s experience — requires empirical verification that is beyond the scope
of this analytical essay. Ethnographic or phenomenological research into how
participants in specifically designed distributed-protagonism scenarios actually
experience narrative centrality would provide an indispensable empirical base for the
theoretical claims developed here.

A second important area for further research is cultural and class analysis. Salon
LARP murder mysteries are culturally specific in ways that this essay has largely
bracketed: their dominant settings (country houses, Edwardian estates, Victorian
drawing rooms), their conventional social occasions (dinner parties, weekend
gatherings, formal receptions), and their typical participant demographic all reflect a
specific cultural and class position. These cultural encodings are not neutral: they
carry historical connotations of social hierarchy that may work against the equitable
distribution of dramatic importance that distributed-protagonism design aspires to. A
character who plays a servant in an Edwardian murder mystery scenario faces
structural disadvantages in achieving narrative centrality that go beyond anything the
character sheet can address, because the cultural coding of the servant role carries its
own narrative marginalizing force. Research into how the cultural and class content
of murder mystery scenarios interacts with their participatory structure would
significantly enrich the design theory developed here.
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Closing Reflection

Return, finally, to the scene with which this essay began: twelve people in a room,
all of them in motion, the food going cold on the sideboard, the conversations urgent
with the specific urgency of people who have things at stake and limited time to
resolve them. No Poirot. No drawing room assembly. No single consciousness that
has understood it all and will explain it, in the fullness of time, to a gathered
household that has been waiting, in various degrees of guilt and anxiety, for the
revelation to fall.

The form’s deeper promise is not merely that everyone is a suspect — though that
too is part of its appeal, the democratic extension of guilt that is the murder
mystery’s most enjoyable fiction. Its deeper promise is that everyone is a
protagonist: that the story does not belong to any one of them and therefore belongs
to all. Each person in that room is living the most dramatic evening of their
character’s life. Each is holding secrets that matter, pursuing goals that press,
managing relationships whose history determines what the present moment means.
The narrative they are collectively producing — the strange distributed text that will
exist nowhere but in their memories when the evening is over — is a narrative that
none of them could have produced alone and that all of them have made.

In a cultural moment saturated with singular-hero narratives, with franchise cinema’s
solitary saviors and prestige television’s lone geniuses and social media’s personal
brand-building, the distributed protagonist of the salon LARP murder mystery
represents a quiet formal argument: that stories can be built without centers, that
dramatic meaning can be distributed without being diluted, and that the question of
whose story matters is one that — in the right design conditions, in the right room,
on the right evening — can be answered with a genuine and structurally supported
plural: everyone’s.
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The Vampire at the Masquerade:
Secrecy, Revelation, and Queer Coding
in Gothic Freeform

Amandine Septer

Abstract

This essay examines the Gothic vampire freeform role-playing scenario as a profound
interactive technology for exploring queer experience. Tracing the vampire’s literary lineage
from nineteenth-century Gothic fiction to contemporary LARP, the analysis demonstrates
that the genre’s inherent themes of monstrous concealment and social passing are structurally
encoded analogs for the epistemology of the queer closet. Through the physical and
mechanical inhabitation of vampire characters navigating the “Masquerade,” players
experience the visceral realities of differential disclosure, marginalized kinship, and the high-
stakes trauma of revelation. Utilizing critical frameworks from Eve Kosofsky Sedgwick,
Judith Butler, and Jack Halberstam, the essay argues that the character sheet functions as a
designed closet, transforming abstract queer history into an embodied, active, communal
practice. Finally, it addresses the ethical responsibilities of game designers to responsibly
inherit this profound queer coding, advocating for identity-informed calibration and the
recognition of Gothic freeform as a vital, enduring queer cultural object.

Keywords: Gothic freeform LARP, queer coding, epistemology of the closet, emotional
bleed, differential disclosure, identity inhabitation

Prefatory Note on Scope, Method, and Positionality

This essay situates itself at the complex, deeply fertile intersection of queer theory,
Gothic literary criticism, and freeform live-action role-playing (LARP) studies.
These are three distinct academic and cultural fields whose overlapping concerns
regarding performativity, monstrous identity, and embodied play have rarely been
brought into sustained, rigorous dialogue. It is crucial to acknowledge at the outset
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the personal and political stakes inherent in this subject matter. Queer coding in
popular culture, and particularly in interactive media, is not merely a fascinating
aesthetic phenomenon or an abstract textual game. It operates as a vital survival
strategy with a long, fraught historical record, allowing marginalized individuals to
see themselves reflected in a hostile cultural landscape. Its persistent presence in
Gothic freeform connects living, breathing communities of contemporary players to
a lineage of resistance and subversion that significantly predates them. The primary
methodology of this inquiry relies upon the close reading of Gothic vampire
scenarios treated as designed, architectural texts, which are then analyzed alongside
theoretical frameworks drawn from queer theory, Gothic studies, and performance
studies. Terminologically, the word “queer” is deployed throughout this essay in its
broad contemporary sense, encompassing non-normative sexuality and gender
identity, as well as referring to the academic theoretical tradition of queer studies.
The term “Gothic freeform” designates vampire and supernatural horror scenarios
operating within the salon or parlor LARP tradition. Finally, it must be noted that
this essay draws upon composite, anonymized, or publicly attributed scenario
examples to illustrate its points; the overarching structural argument is not dependent
upon the specific mechanics or community dynamics of any single, isolated
scenario, but rather on the genre’s broader formal architecture.

Introduction: The Masquerade as Double Structure

The scene opens in a space transformed by collective imagination and meticulous
physical preparation: a rented ballroom, a darkened community center, or an
elaborately decorated private home. This is a vampire masquerade scenario in active
progress. The players, adorned in elaborate period dress ranging from Victorian
mourning wear to contemporary industrial Gothic costuming, navigate a room
steeped in theatrical shadows and punctuated by the flickering light of battery-
operated candles. The physical space is structured around invisible but rigid lines of
competing bloodlines, ancient political allegiances, and carefully guarded personal
secrets. To observe this room is to witness an extraordinary density of active
concealment. Everywhere one looks, there are characters who are desperately
concealing their true, supernatural species from the mortals moving among them.
Simultaneously, these same characters are hiding their specific vampiric lineage
from rival undead factions, masking their true loyalties from their demanding
political patrons, and — as this essay will extensively argue — obscuring their true
desires from a fictional social world that will absolutely not tolerate them. The
masquerade is not merely a theme; it is the fundamental operating principle of the
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environment. In the Gothic vampire freeform scenario, concealment and revelation
are not just narrative tropes. They are simultaneously the primary game mechanic
driving player interaction, the defining genre convention inherited from centuries of
literature, and the precise structural analogue of a specific, historically grounded
queer experience.

This observation leads directly to the essay’s core analytical framework: the premise
that the Gothic vampire scenario operates continuously on two distinct but entirely
inseparable levels, which we will designate as the diegetic and the structural. At the
diegetic level — the level of the fiction itself — the scenario is fundamentally about
vampires concealing their monstrous nature from a human world that would
violently destroy them if it ever discovered the truth. It is a narrative of passing, a
tale of the monstrous-as-hidden, and a continuous navigation of the catastrophic,
often fatal consequences of unwanted revelation. The characters speak of the
“Masquerade” as a literal law of survival, enforcing their own invisibility to protect
themselves from the stakes and torches of the fearful majority. However, beneath
this fictional surface operates the structural level. At this level, the scenario’s
mechanics of secrecy and revelation enact something profound that exceeds the
bounds of the fiction. The hidden information printed on the character sheet, the
agonizing decisions regarding the strategic disclosure of personal secrets, and the
visceral experience of being truly known by a select few players while remaining
entirely unknown to the rest of the room all mirror a distinct reality. For many
players, these mechanics structurally enact the experiential texture of inhabiting a
queer identity in a real world that is not fully safe for its expression. This double
structure raises a profound question that animates this entire inquiry: what does it
genuinely mean, within the highly structured dramatic play of a Gothic freeform
scenario, to “come out”? Furthermore, what is the exact nature of the relationship
between that fictional act of coming out and the real-world experience it so vividly
encodes, mirrors, or rehearses?

To answer this, one must situate the analysis within the long, robust critical tradition
of reading the Gothic vampire as a fundamentally queer figure. This is a lineage that
runs deep, stretching from the early nineteenth-century Gothic fiction of John
Polidori, through the twentieth-century explosion of cinematic horror, all the way to
the contemporary vampire renaissance dominating modern popular culture.
However, the freeform LARP environment is arguably the site where this tradition
becomes most literally and physically embodied. Players attending a vampire
masquerade are not merely passively reading a queer-coded text in a novel, nor are
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they simply watching a queer-coded performance on a screen. They are actively
inhabiting the text. They are making consequential choices within its framework,
navigating its fraught social landscapes, and experiencing its intense structures of
concealment and revelation in real time, utilizing their own physical bodies and
emotional resources. This embodied inhabitation transcends traditional media
consumption, producing a unique form of engagement that this essay terms “queer
play.” This mode of engagement with fictional structures of identity concealment
and revelation is incredibly multifaceted; it is simultaneously a deeply aesthetic
experience, a complex ludic activity, an inherently political act, and, for a vast
number of players, a profoundly personal and meaningful exploration of selthood.

The trajectory of this essay will navigate from the foundations of literary and
theoretical history directly into the specific mechanical structures of freeform design,
ultimately concluding with an examination of the ethics and practical implications
for player communities. The theoretical heavy lifting will be guided by several key
interlocutors. Eve Kosofsky Sedgwick’s groundbreaking work on the epistemology
of the closet will provide the foundational understanding of how secrets structure
modern identity and narrative. Judith Butler’s theories of performativity and gender
will illuminate the mechanisms of passing and identity construction within the game
space. Jack Halberstam’s writings on the Gothic and queer monstrosity will serve to
unpack the physical and social implications of the vampire’s body. Richard Dyer’s
concepts of cultural coding and subcultural reading practices will explain how
meaning is embedded and extracted from these scenarios. Finally, the established
LARP theory tradition — drawing on scholars such as Sarah Lynne Bowman,
Jaakko Stenros, and Markus Montola — will anchor these literary and queer theories
firmly within the context of interactive, embodied play. By moving systematically
from the historical origins of the queer vampire to the architecture of revelation, and
finally to the ethical responsibilities of scenario designers, this essay will
demonstrate how the Gothic freeform scenario serves as a vital, complex technology
for the exploration of queer identity.

The Queer Vampire: A Literary-Critical History

To fully comprehend the mechanics of the Gothic freeform scenario, one must first
trace the literary and theoretical lineage of the vampire as a queer figure, a journey
that begins with Eve Kosofsky Sedgwick’s foundational 1990 text, Epistemology of
the Closet. Sedgwick posits a revolutionary argument: the homo/heterosexual binary
is not a marginal concern, but rather the central, structuring crisis of modern Western
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culture. At the heart of this crisis is the figure of the closet. The closet is not merely
a metaphor for hiding; it is an epistemological regime, a complex system of known-
but-unspoken truths, pregnant silences, and the ever-present, catastrophic potential
of sudden revelation. Sedgwick argues that this dynamic of secrecy and disclosure
organizes not only the lived experience of queer individuals but also an enormous
range of modern narrative forms. Gothic fiction, perhaps more than any other genre,
is thoroughly and obsessively organized by the epistemological logic of the closet.
Gothic plots are almost universally driven by hidden knowledge, by dark family
secrets that cannot safely be spoken aloud, and by monstrous truths that the
normative social order requires to remain permanently buried in the crypt or
confined to the attic.

Within this Gothic landscape, the vampire emerges as the figure who most perfectly
and completely embodies this epistemological structure of the closet. The vampire
is, by definition, a being who passes as human. They inhabit the daylight social
world under a meticulously constructed false identity, moving through high society,
attending galas, and purchasing real estate while concealing a nature that, if exposed,
would inevitably result in their violent destruction by the community. Furthermore,
the vampire’s primary drive — their thirst, their method of reproduction, their
intimate connection to their victims — is consistently coded as deviant. In the
Gothic tradition, stretching from John Polidori’s aristocratic, predatory Lord
Ruthven, through Sheridan Le Fanu’s sensual Carmilla, to Bram Stoker’s invasive
Count Dracula, the vampire’s desire is invariably transgressive. It is a desire that
threatens to dismantle the normative social, domestic, and sexual order of the human
world. The vampire’s need to hide their true nature to survive, coupled with their
pursuit of forbidden, non-reproductive intimacies in the shadows, aligns their literary
existence flawlessly with the historical realities of queer survival in oppressive
societies.

This originary queer coding is starkly visible in the foundational texts of the
nineteenth-century Gothic tradition. Sheridan Le Fanu’s novella Carmilla, published
in 1872, stands as the first sustained, undeniable instance of an explicitly queer-
coded vampire narrative. Carmilla’s predatory, languorous desire for the protagonist,
Laura, is rendered vividly through the socially acceptable conventions of intense
female romantic friendship, yet it continually breaches those boundaries into
explicitly eroticized, vampiric consumption. The text’s encoding of lesbian desire is
not a modern critical imposition; it was sufficiently legible at the time of publication
to generate the censorious attention of contemporary Victorian reviewers. Carmilla
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is a text that practically vibrates with the tension of the open secret, establishing a
touchstone for queer Gothic criticism that has endured for over a century. The
vampire here is not just a monster; she is a seductress offering an alternative to the
patriarchal marriage plot, drawing Laura into a world of nocturnal intimacy that the
male authority figures of the narrative must ultimately, violently suppress by driving
a stake through the vampire’s heart.

This dynamic of suppression and anxiety reaches its zenith in Bram Stoker’s
Dracula, published in 1897. A vast critical tradition has convincingly read Stoker’s
masterpiece as a text utterly saturated with late-Victorian homosexual panic,
repressed homoeroticism, and deep-seated anxieties regarding both male intimacy
and the rise of the independent New Woman. Count Dracula functions as a figure of
highly contagious, transgressive desire. His bite ignores the boundaries of traditional
heterosexual monogamy, initiating his victims into a fluid, polyamorous exchange of
bodily fluids that subverts the sanctity of the Victorian family unit. Jonathan
Harker’s ecstatic, terrifying submission to the Brides of Dracula, and Dracula’s own
possessive claiming of Harker from the Brides (“This man belongs to me!”), are
scenes drenched in queer subtext. The Count must be hunted down and destroyed by
a coalition of normative, professional men precisely because his existence threatens
to upend the rigid gender roles and sexual mores that secure their social reality.
Together, Carmilla and Dracula establish the originary double coding that the entire
subsequent vampire tradition will carry forward: the vampire is simultaneously
monstrous and deeply sympathetic, a terrifying predator and a persecuted victim.
They are a figure whose destruction is deemed necessary for the triumphant
restoration of the normative social order, but whose destruction is simultaneously
mourned as the brutal, tragic suppression of alternative desire.

As the literary and cinematic tradition moved into the twentieth century, the figure
of the vampire underwent a profound transformation, evolving from a primarily
monstrous, external threat into an increasingly sympathetic, internalized protagonist.
This transformation did not occur in a cultural vacuum; it ran exactly parallel to the
increasing cultural visibility, political organization, and gradual mainstream
acceptance of queer communities in the West. The vampire films of the Hammer
Horror tradition in the 1960s and 1970s, such as the Dracula series starring
Christopher Lee and the explicit Carmilla adaptation The Vampire Lovers (1970),
encoded queer desire far more openly than their nineteenth-century source materials.
These films pushed the boundaries of censorship, foregrounding the eroticism and
seduction of the vampiric act, though they still ultimately adhered to the
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conservative narrative requirement that the queer monster must be punished and
destroyed by the film’s conclusion. The monster was becoming more attractive,
more compelling, and undeniably more visibly queer, even if the narrative
framework still demanded their eventual subjugation by the forces of
heteronormative righteousness.

However, a decisive turning point in this lineage occurred with the publication of
Anne Rice’s Interview with the Vampire in 1976. Rice completely inverted the
traditional Gothic perspective, allowing the vampire to speak for himself. Louis de
Pointe du Lac’s narrative is, in strict structural terms, an explicit coming-out
narrative. It is a retrospective, intimate account of discovering one’s monstrous,
separate nature, delivered in the dark to a sympathetic mortal listener. The novel is
laden with the specific emotional vocabulary of the closet: the crushing guilt, the
profound alienation from the human family, the desperate longing for
companionship with one’s own kind, and the complex, evolving self-understanding
that characterizes the genre’s dominant mode of queer self-disclosure. Louis and
Lestat form a recognizable, albeit deeply dysfunctional, same-sex domestic
partnership, eventually adopting a child, Claudia, to complete their dark, alternative
family unit. The cultural timing of Rice’s novel is impossible to ignore. It appeared
in the year of the American Bicentennial, exactly one year before Harvey Milk’s
historic first election to public office, firmly situated in the early, explosive years of
the post-Stonewall gay liberation movement. The vampire-as-queer figure emerges
from the shadows into striking cultural prominence, demanding to be heard, at
precisely the historical moment when real-world queer politics were forcefully
demanding visibility, rights, and an end to the enforced silence of the closet.

This trajectory culminates in the contemporary vampire renaissance that has
saturated modern popular culture, creating the direct aesthetic and mechanical
precursors to the Gothic freeform LARP. The most significant of these precursors is
undoubtedly the Vampire: The Masquerade tabletop role-playing game, released by
White Wolf in 1991. This game and its broader World of Darkness setting serve as
the immediate, undeniable generic ancestor of almost all modern Gothic vampire
freeform scenarios. Vampire: The Masquerade took the literary tropes established by
Rice, Stoker, and Le Fanu and codified them into explicit game mechanics. It
formalized the imperative of the closet through the rule of the “Masquerade”; it
measured the psychological toll of alienation through the “Humanity” system; and it
structured queer kinship and alternative social networks through its complex system
of clans and bloodlines. This systemic codification occurred alongside television
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phenomena like Buffy the Vampire Slayer (where vampires and witchcraft frequently
functioned as explicit metaphors for queer coming out) and 7rue Blood (which
famously utilized the phrase “coming out of the coffin” to draw direct, unavoidable
parallels to the LGBTQ+ rights movement).

Even when modern iterations attempt to suppress this queer coding and reorient the
vampire toward heteronormative romance — most notably in Stephenie Meyer’s
massively successful Twilight series — the structural bones of the closet remain
intact. The Cullens must still hide their true nature, they must still pass as normal
high school students, and the threat of catastrophic exposure still drives the plot. The
legacy of Vampire: The Masquerade ensures that the Gothic freeform scenario
inherits this double coding not merely as an aesthetic flavor, but as an inescapable
structural condition. When a LARP designer creates a scenario involving vampires
hiding among mortals, utilizing clans and bloodlines, and enforcing a law of silence,
they are deploying architectural blueprints drafted by queer literary history. The
vampire scenario is always already a queer text, heavily laden with the history of the
closet, the trauma of passing, and the radical potential of disclosure, regardless of
whether the individual designer or the participating players consciously intend it to
be read as one.

Coding, Passing, and the Mechanics of Concealment
Queer Coding as Cultural Practice

To grasp how a Gothic freeform scenario operates upon its participants, we must
first deeply understand the theoretical framework of queer coding as an established
cultural practice. In his foundational 1993 work, The Matter of Images, and his
preceding scholarship on gay men and film history, Richard Dyer provides a robust
account of how coding functions. Dyer elucidates that coding is the specific,
sophisticated practice by which queer meaning is deliberately embedded into
mainstream cultural texts. This embedding occurs in forms, gestures, and subtexts
that are distinctly legible to queer audiences, while remaining simultaneously
deniable, invisible, or easily misinterpreted by non-queer, normative audiences.
Under oppressive historical conditions marked by strict censorship, severe social
stigma, and the constant threat of legal or physical reprisal, coding is not merely an
aesthetic choice; it is an absolute survival strategy. It is a necessary methodology for
communicating shared experience and forbidden desires, a way of saying what
absolutely cannot safely be said out loud in the public sphere. When the vampire in a
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mid-century horror film speaks of a “hunger” that isolates them from decent society,
the normative audience hears a literal thirst for blood, while the queer audience
recognizes the familiar, agonizing isolation of transgressive desire.

However, coding is a remarkably complex phenomenon that extends far beyond the
conscious intentions of authors and designers. It is not exclusively a feature of texts
produced by queer creators who are actively trying to sneak subversive messages
past the censors. As Alexander Doty argues persuasively in his 1993 book Making
Things Perfectly Queer, coding is also profoundly a reading practice. It is a specific
cultural competence meticulously developed by queer audiences who have learned,
out of sheer necessity, to find reflection and meaning in the gaps, obliquities, and
subtextual layers of overwhelmingly heteronormative mainstream culture. Queer
meaning, Doty insists, is not always placed there intentionally by the creator; it is
very often found, produced by the marginalized reader’s desperate, creative
engagement with texts that do not even know they are queer. This critical distinction
between intentional coding — where a designer or author embeds queer meaning
deliberately — and structural coding — where the underlying mechanics, tropes, and
architectures of a design produce queer meaning regardless of explicit authorial
intent — is absolutely central to understanding the Gothic freeform scenario. A
LARP designer may not intend to write a game about the queer experience of the
closet, but by utilizing the tropes of the hidden vampire, they structurally encode that
experience into the very fabric of their game.

The Character Sheet as Closet

This structural encoding manifests most clearly and powerfully in the foundational
document of any freeform scenario: the character sheet. The central formal argument
of this essay is that the character sheet of a Gothic vampire scenario is
architecturally structured as a closet. Before a player ever steps onto the floor of the
masquerade, they are handed a document that fundamentally divides their fictional
identity into two strictly demarcated spheres: what is known, and what is hidden.
The known information constitutes the character’s publicly presented identity —
their mundane profession, their ostensible wealth, their surface-level political
affiliations, and the polite falsehoods they present to the human world and to rival
vampiric factions. The hidden information encompasses the character’s true, secret
nature — their actual species, their forbidden bloodline, their genuinely
transgressive desires, and the traumatic, hidden history they must desperately
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conceal. The player’s primary cognitive and dramatic task across the duration of the
scenario is the strategic, relentless management of this divide.

This mechanical division precisely replicates the epistemological condition that Eve
Kosofsky Sedgwick so brilliantly describes as the closet. It is a state defined by
known-but-unspoken truths, where the potential revelation of the secret is
simultaneously deeply desired as a form of relief and absolutely feared as a source of
total ruin. The strategic management of this secret identity constitutes a massive
portion of the character’s dramatic activity, requiring constant vigilance, carefully
constructed lies, and the exhausting mental calculus of remembering who knows
what. Furthermore, the disclosure of this secret — when it inevitably occurs within
the pressure cooker of the scenario — is experienced by the character (and often the
player) as both an intoxicating liberation and a devastating catastrophe. The
character sheet makes the closet a tangibly designed object. The scenario author has
predetermined exactly what must be hidden, from whom it must be hidden, and
under what specific, dangerous conditions it might possibly be revealed. This
designed closet operates simultaneously as a fundamental game mechanic, because
managing these secrets is literally how the scenario is played; as a narrative
structure, because the tension and release of these secrets drive the entire dramatic
arc; and as a profound structural encoding of the lived, historical queer experience of
identity management.

Passing and Performance in the Gothic Scenario

To understand the mechanics of navigating this designed closet, we must turn to the
theories of performativity and passing. Judith Butler’s groundbreaking work in
Gender Trouble (1990) and Bodies That Matter (1993) argues convincingly that the
Gothic vampire scenario serves as an intense, compressed laboratory for the
performance of identity under conditions of extreme existential risk. In Butler’s
theoretical account, gender identity — and by extension, all normative social identity
— is not an innate, inner essence that is merely expressed through outward behavior.
Instead, it is a continuous performative achievement. Identity is constituted by a set
of repeated, strictly regulated social acts whose very repetition produces the
compelling illusion of a stable, underlying truth. The Gothic freeform scenario
stages this performativity with extraordinary, self-conscious clarity. The character’s
presented, public identity is explicitly, undeniably a performance, constructed from
the ground up by the player. The agonizing, thrilling gap between this performed,
outward identity and the true, hidden nature inscribed on the back of the character
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sheet is the scenario’s central, most fertile dramatic space. The player is hyper-aware
that they are performing “normalcy” to survive, making the constructed nature of all
social identity glaringly apparent.

This performance of normalcy is best understood through the sociological literature
on passing. Drawing on the classic work of Erving Goffman in Stigma (1963) and
more recent queer-theoretical engagements with passing by scholars such as Gayle
Salamon, we can clearly see that the vampire’s desperate attempt to pass as a
breathing, eating, sun-loving human is a precise structural analogue of queer
passing. It involves the highly strategic, incredibly stressful performance of a
normative identity specifically designed to conceal a deviant, heavily stigmatized
one. The vampire must remember to mimic breathing, to fake drinking wine, and to
feign warmth, just as the closeted queer individual must carefully police their
pronouns, their affect, and their gaze to avoid detection. In both the fiction of the
LARP and the reality of the oppressive social world, this performance is shadowed
by the constant, terrifying possibility of failure, sudden exposure, and resulting
social — or literal — death. The LARP scenario gamifies the trauma of passing,
turning the micro-aggressions and hyper-vigilance of the closeted experience into a
thrilling, terrifying set of mechanics where a single slipped word or forgotten
performance can bring the entire societal architecture crashing down upon the
player’s head.

The Masquerade Rule as Social Compulsion

The necessity of this performance is not merely a matter of individual survival; it is
brutally enforced by a systemic, collective law. We must analyze the foundational
concept of the “Masquerade” — popularized by the Vampire: The Masquerade
system and universally adopted by Gothic freeform — as a brilliant structural
encoding of the overwhelming social compulsion to closet oneself. Within the
fiction, the Masquerade is the collectively enforced law that dictates vampires
absolutely must not reveal their existence to the mortal masses, under the strict
penalty of immediate, fiery destruction by their own kind. The Masquerade is not
merely an external rule imposed by human society upon the vampires; it is a brutal,
collective self-policing mechanism. It is deeply internalized and mercilessly
enforced by the marginalized community itself. Vampires who carelessly violate the
Masquerade, drawing unwanted mortal attention, are hunted down and punished not
by human police, but by other vampires — their own elders and peers — who
depend utterly on total, collective concealment for their continued shared survival.
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This specific structure — a minority community aggressively enforcing its own
invisibility and violently punishing its own visible members as a desperate survival
mechanism — is arguably one of the most resonant, painful, and uncomfortable
aspects of the vampire-as-queer metaphor. It perfectly encodes not only the external
experience of being forced into the closet by hostile societal pressure, but also the
infinitely more complex, agonizing experience of marginalized communities that
have deeply internalized the oppressor’s imperative to remain hidden. It speaks to
the historical realities of respectability politics within the queer community, where
those who could not or would not “pass” were often ostracized by their own peers to
protect the precarious safety of the closeted majority. Drawing on José Esteban
Muiioz’s crucial concept of disidentification from his 1999 work Disidentifications,
we can argue that players in Gothic freeform scenarios who are themselves queer
may experience the Masquerade rule with a profound, dizzying double
consciousness. They engage with the Masquerade simultaneously as an exciting,
high-stakes game mechanic to be cleverly navigated, and as a chilling, unavoidable
recognition of a deeply ingrained, lived social logic that has historically structured
their own actual lives.

The Architecture of Revelation — Disclosure Mechanics and
Coming Out

Secrets as Dramatic Architecture

If the character sheet functions as the closet, then the broader scenario itself serves
as the intricate architecture of revelation. We must examine the profound structural
role that secret information plays in designing the social ecology of a Gothic
vampire freeform game. Scenarios are meticulously designed around complex
hierarchies of disclosure, deliberately ensuring that different characters possess
vastly different levels of knowledge about each other, about the political situation,
and about the fundamental truths of the shared fictional world. This architecture of
revelation — the carefully constructed system defining who knows what, how
deeply buried secrets might be systematically unearthed or accidentally disclosed,
and what catastrophic or liberating consequences that disclosure carries — is
undeniably the scenario’s most narratively potent and thematically significant
structural feature. The game designer does not merely write a story; they engineer a
delicate web of ignorance and knowledge, setting the stage for inevitable, highly
charged collisions.
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Well-designed Gothic freeform scenarios typically organize their secrets in dense,
interlocking layers. First, there are the universal secrets that all supernatural
characters share: the fundamental reality of their vampiric nature, their shared
vulnerability to sunlight, and the absolute necessity of the Masquerade. Second,
there are factional secrets shared only among members of specific bloodlines,
covens, or political sects: the particular, bloody history of their lineage, their
specialized supernatural disciplines, or their hidden agendas against rival factions.
Finally, at the deepest level, there are secrets unique to the individual character: a
forbidden romance with a mortal, a treacherous act of betrayal against their own sire,
or a deeply held heresy that contradicts the laws of their kind. This meticulously
layered structure of disclosure flawlessly replicates the layered structure of queer
identity in everyday social life. In reality, a queer individual might be broadly “out”
as a member of the LGBTQ+ community, but keep the specific details of their
gender identity known only to a specific subculture, while holding their most
intimate desires and relational structures secret even from their peers. Different
relationships support entirely different degrees of disclosure, and the continuous
management of these differential knowledges is an exhausting, constant cognitive
and emotional task that the LARP scenario elevates into a thrilling, central mechanic
of play.

The Mechanics of Coming Out in Structured Play

This architecture forces us to confront the central, animating question of this
analysis: what does it practically and emotionally mean to “come out” within the
highly structured, artificial environment of a Gothic freeform scenario? Coming out
in this context is not a singular event, but a complex, multifaceted phenomenon that
operates simultaneously on multiple levels of reality and fiction. We must strictly
distinguish between three distinct forms of coming out that the Gothic freeform
structure makes mechanically and socially available to its participants. The first is
diegetic coming out. This occurs entirely within the bounds of the fiction: a character
makes the terrifying decision to disclose their secret nature — their vampire species,
their hidden bloodline allegiance, their forbidden desire, or their traumatic history —
to another character. This is the scenario’s primary, most potent dramatic disclosure
mechanic, driving the plot forward and carrying the full, crushing weight of the
Gothic tradition’s historical encoding of queer revelation. It is a moment of intense
theatrical vulnerability.
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The second form is structural coming out. In this deeply psychological mode, a
player actively utilizes the occasion of playing a closeted vampire character —
whose arc of concealment and revelation directly mirrors real-world queer
experience — to safely explore, rehearse, or process their own complex relationship
to disclosure. The player is not necessarily making a factual declaration about their
real-world identity to the room. Instead, they are deeply inhabiting, within the
fiction’s relative safety and under the protective alibi of their costume, the raw
experiential texture of making the terrifying decision to be known. They are testing
the waters of vulnerability using the character as a protective shield. The third form
is extra-diegetic coming out. This occurs when a player comes out as genuinely
queer to other players in the real world, often during a post-game debriefing or in a
social conversation that has been directly catalyzed by the emotional intensity and
thematic resonance of the play experience. This is a profound instance in which the
fiction’s heavy labor of creating emotional accessibility, empathy, and shared
vulnerability has actively enabled a real-world disclosure that extends far beyond the
magic circle of the game. All three of these forms are genuine, powerful occurrences
within the community. The third is undeniably the most socially powerful and
ethically complex, demonstrating that the scenario’s design carries heavy
responsibilities not just toward the fictional narrative, but toward the real lives of the
people enacting it.

Disclosure, Risk, and the Stakes of Being Known

To fully grasp the intensity of these disclosure mechanics, we must examine the
fundamental, structural relationship between revelation and risk within the Gothic
framework. Drawing on the Gothic literary tradition’s consistent, unyielding
association of revelation with extreme danger, the freeform scenario ensures that
disclosure is rarely, if ever, a purely safe or entirely positive act. In the Gothic
scenario, a secret disclosed immediately transforms into a weaponized vulnerability.
The information becomes leverage that others may ruthlessly exploit for blackmail, a
political tool used to destroy alliances, or a permanent alteration of the character’s
social standing that absolutely cannot be undone or taken back. Once the words are
spoken, the character’s life is forever changed, often placing them in immediate
physical peril from the enforcers of the Masquerade. This high-stakes risk structure
is not merely a convenient dramatic device to keep the game exciting; it is a brutally
accurate, structural encoding of the actual social conditions under which many queer
people have historically been forced to make agonizing decisions about coming out.
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We can clearly see this reflection by drawing upon the foundational sociological and
psychological literature regarding coming out. Looking specifically at Anthony

D’ Augelli’s lifespan development model and Vivienne Cass’s classic stage model of
homosexual identity formation, we observe specific trajectories of risk, internalized
homophobia, identity tolerance, and the terrifying leap toward identity synthesis and
disclosure. We do not invoke these models to apply clinical developmental
psychology to fictional vampires. Rather, we use them to highlight the profound,
undeniable resonance between the real-world risk structures these models describe
and the simulated risk structures that Gothic freeform scenarios mechanically
encode. The fear of rejection, the threat of violence, the potential loss of family and
community — these are the stakes of the closet in reality, and they are the exact
stakes of the Masquerade in the game. The scenario’s deliberate encoding of
disclosure-as-extreme-risk is one of the primary sources of its extraordinary
emotional intensity, particularly for queer players. The fictional stakes of vampire
revelation may vividly activate real, deeply buried emotional memories and
psychological structures, producing a powerful form of emotional “bleed.” This
bleed is not an accidental byproduct of a game gone wrong; it is structural. It is
actively built into the scenario’s design through its direct inheritance of a literary
tradition that was originally, purposefully organized around exactly this agonizing
emotional logic of forbidden identity and the terror of discovery.

The Audience of Disclosure: Who Witnesses the Coming Out?

Finally, the architecture of revelation demands a rigorous examination of the
question of audience. When a disclosure occurs in a Gothic freeform scenario, we
must ask: to whom is the terrible secret revealed, under what specific environmental
and political conditions, and with what lasting relational consequences? The act of
coming out does not occur in a vacuum; it requires a receiver. The Gothic freeform
system relies heavily on mechanics of partial disclosure, creating an environment in
which a character may be intimately known to a select handful of allied players
while remaining entirely, safely unknown to the rest of the hostile room. The
scenario’s social world is sharply, constantly divided into the “knowing” and the
“unknowing.” This dynamic perfectly replicates the structure of differential
disclosure that fundamentally characterizes almost all queer social experience. A
player operating a vampire character who has tearfully disclosed their true,
monstrous nature to one trusted mortal ally, while desperately maintaining their
aristocratic human facade in front of the vampire hunters across the ballroom,
occupies a psychological position structurally identical to that of a real-world person
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who is safely out to their close friends but deeply closeted at their conservative
workplace. They must simultaneously inhabit multiple, overlapping social worlds
governed by entirely different epistemic conditions, managing the rigid, dangerous
boundaries between them with exhausting, constant attention.

This dynamic draws heavily upon the concept of the “witness” in queer theory.
Utilizing the work of Michael Warner in The Trouble with Normal (1999) regarding
the necessary public formation of queer identity, we can argue that the act of coming
out — whether diegetic or real — absolutely requires witnesses to become fully
actualized. Identity is not formed merely by internal realization; it is solidified
through social recognition. Therefore, the design of those witnesses within the
LARP scenario is paramount. The responsiveness of the character receiving the
secret, their capacity for empathy or cruelty, their own relationship to the power
dynamics of the secret being disclosed — these factors determine whether the scene
is one of beautiful connection or devastating betrayal. Designing for the witness is
one of the most significant, often overlooked ethical dimensions of scenario design.
A game that forces characters to confess their darkest secrets but provides no
characters structurally capable of offering meaningful recognition, solidarity, or
complex engagement with that disclosure is a game that replicates the trauma of the
closet without offering the profound, necessary catharsis of true community.

The Monstrous Body and Queer Embodiment

Halberstam’s Gothic Monsters and the Queer Body

To fully appreciate the experiential weight of the Gothic freeform scenario, one must
critically examine the physical vessel through which the game is played: the body of
the monster. For this analysis, Jack Halberstam’s seminal 1995 text, Skin Shows:
Gothic Horror and the Technology of Monsters, serves as the central theoretical
anchor. Halberstam argues persuasively that Gothic monsters are never merely
random projections of irrational human fear. Rather, they function as highly specific,
intricately constructed technologies designed for the management, containment, and
ultimate punishment of social deviance. The monster is a cultural repository. For
instance, Mary Shelley’s Frankenstein’s creature vividly figures the nineteenth-
century anxiety surrounding the human body as an assembled, soulless artifact of
unrestrained science. Similarly, Bram Stoker’s Dracula serves to condense and
displace massive late-Victorian anxieties regarding racial degeneration, the parasitic
decline of the aristocracy, and the terrifying influx of transgressive, non-
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reproductive sexuality. In Halberstam’s theoretical framework, the monster’s body is
always already a queer body. It is a physical form that stubbornly exceeds, violently
disrupts, or passively refuses the established regulatory norms of what constitutes
the “properly human.” The monster is defined by its physical impossibility and its
unauthorized appetites, rendering its very existence a challenge to the naturalized
social order.

When we apply this theoretical lens directly to the Gothic freeform scenario, the
profound implications of embodied play become immediately apparent. When a
player actively chooses to inhabit a vampire character for an evening, they are not
simply playing a game of social deduction; they are purposefully embodying a figure
whose specific corporeal condition has historically served as a primary site of
intense social anxiety regarding deviance, difference, and transgressive desire. The
vampire’s body is a profoundly unnatural space. It is categorically cold to the touch,
technically undead, and completely divorced from the normative biological cycles of
human life. It is sustained not by the culturally sanctioned consumption of
agricultural food, but by the deeply intimate, predatory consumption of the living
blood of others. Furthermore, this body is capable of experiencing intense physical
pleasures and overwhelming, maddening compulsions that far exceed the boundaries
of ordinary human experience. It is a body that has definitively escaped the
regulatory norms of human biology and social morality. Therefore, the act of
actively playing this specific body, of moving it through a physical room filled with
other people, and of negotiating its unnatural appetites within a simulated social
space, is a powerful act of queer embodiment, regardless of whether the individual
player personally identifies as queer in their mundane life.

Costuming, Presentation, and the Performance of the Gothic Self

This abstract concept of queer embodiment is made intensely physical and visible
through the specific aesthetic practices mandated by the Gothic vampire freeform
community, most notably the practices of costuming, elaborate makeup application,
physical posturing, and the conscious management of the body in play. Within the
context of the salon LARP, the Gothic costume transcends its basic function as a
simple garment; it becomes a highly charged, multifaceted object of intense personal
and social significance. On the surface level, it operates as a necessary theatrical
prop, visually signaling the genre of the game, communicating the character’s
historical age, and indicating their relative wealth or factional alignment to the rest
of the room. However, it simultaneously functions as a high-stakes social
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performance. The costume is worn publicly, actively observed, and continuously
judged by a community of peers. Most crucially, in many cases, the costume serves
as a genuine, deeply felt expression of aesthetic and identity investments that
significantly exceed the strict boundaries of the fictional narrative. For a vast
multitude of players — particularly queer players and players who navigate non-
normative gender presentations in their daily lives — the intricate, extravagant, and
often highly stylized Gothic costume provides a socially sanctioned, celebratory
occasion for an embodied self-expression that ordinary, mundane social life
ruthlessly prohibits.

To analyze this phenomenon, we must draw upon the rich queer-theoretical literature
regarding drag and the concept of the masquerade, returning once again to Judith
Butler’s foundational account of performativity. Butler argues that the practice of
drag is politically and theoretically vital precisely because it actively reveals the
highly constructed, artificial nature of all normative gender performance,
demonstrating that “man” and “woman” are acts we perform rather than innate truths
we harbor. The Gothic freeform costume occupies an incredibly analogous
theoretical position. By placing the construction of identity into an explicitly,
undeniably theatrical frame — the velvet frock coat, the corsetry, the dramatic
contouring, and the artificial fangs — the game makes the performative nature of all
social identity glaringly visible. This creates a fascinating, deeply resonant double
movement for the player. The explicit fiction of the scenario insists that the costume
is merely a representation of a fictional, undead character. However, the undeniable
physical reality of the room dictates that the costume is also draped over the player’s
own, actual body, meticulously adorned and proudly presented in a manner that may
carry immense, deeply personal meaning. The player is simultaneously hiding
behind a character and boldly revealing a suppressed facet of their own aesthetic or
gendered self, utilizing the alibi of the vampire to experiment with an appearance
that feels dangerously, exhilaratingly authentic.

Fangs, Blood, and the Erotics of the Gothic Scenario

Any rigorous analysis of the vampire’s body must directly address the intense,
unavoidable erotics of the Gothic scenario. The Gothic literary tradition has always
positioned the vampire’s seductive power and transgressive sexuality at the absolute
center of its cultural work, and the freeform scenario inherits this focus completely.
The erotic charge of the vampire — the dark, Byronic seduction, the deeply
penetrated violation of the bite, the astonishing physical intimacy required for
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feeding, and the intense, almost romantic bonding that occurs between a sire and
their newly created childe — is not merely an incidental or optional flavor text
added to the scenario. It is constitutive of the game’s primary dramatic interest. This
specific erotic architecture carries the genre’s historical queer encoding more
directly and powerfully than any other element. The vampiric exchange of blood
completely bypasses the heteronormative requirements of reproductive sex, creating
a space for intense, fluid, and often polyamorous physical intimacy that operates
entirely outside the boundaries of traditional marriage or family structures. The
hunger for blood is synonymous with the hunger for physical, forbidden connection.

Understanding how well-designed Gothic freeform scenarios practically handle this
profound erotic dimension requires an examination of game mechanics and
community safety standards. Because actual physical violence or explicit sexual
contact is strictly prohibited in these gaming spaces, the erotics of the scenario must
be sublimated and enacted through highly structured, metaphorical mechanics. This
is achieved through rigorous pre-game calibration, the establishment of “off-camera”
conventions for particularly intimate or distressing scenes, and the careful, deliberate
design of complex relationship structures on the character sheets that heavily encode
deep desire without requiring its literal, physical enactment on the floor. To
understand this properly, we must view the concept of eros not merely as a synonym
for sexual intercourse, but in its broader, classical philosophical sense: as a driving,
fundamental desire, a profound force that irresistibly moves subjects toward one
another and toward radical, often terrifying personal transformation. The Gothic
scenario’s erotic architecture — the intense, lingering eye contact across a crowded
room, the whispered negotiations in shadowed corners, the metaphorical offering of
one’s neck — is one of the primary, most effective vehicles through which its
structural queer coding operates, allowing players to safely explore the intoxicating,
dangerous gravity of transgressive desire.

Feeding, Transformation, and Queer Kinship

The eroticism of the vampire is inextricably linked to its specific, highly unnatural
methods of reproduction and community building. We must deeply examine the
vampire’s unique systems of kinship — the act of siring, the mystical blood bond,
and the overarching political structure of clans and bloodlines — as profoundly
encoded queer kinship structures. In the dominant Vampire: The Masquerade
tradition and the multitude of Gothic freeform scenarios that directly inherit its
world-building, vampire society is fundamentally organized by chosen, deliberate

123



Amandine Septer

affiliation rather than by traditional biological reproduction. One does not simply
inherit vampirism through the natural lottery of birth. Instead, one receives it, either
as a miraculous gift or a violent imposition, from a “sire” who essentially becomes a
dark, quasi-parental figure. This sire is a creator, a teacher, and an intensely intimate
companion whose literal, magical blood now runs eternally in the veins of their
“childe.” This creates a lineage of blood that is entirely divorced from the
heteronormative family tree, forging bonds of absolute loyalty, intense resentment,
and complex interdependency that defy mortal understanding.

To contextualize this, we turn to the queer-theoretical literature focusing on the
concept of the “chosen family,” particularly Kath Weston’s highly influential 1991
anthropological study, Families We Choose. Weston documents how queer
individuals, frequently alienated, rejected, or geographically separated from their
biological families of origin due to their sexual orientation or gender identity,
actively construct robust, enduring alternative kinship networks based on deep
mutual support, shared subcultural identity, and fiercely chosen affiliation. The
fictional vampire clan operates as a flawless, dramatic structural encoding of this
exact real-world queer kinship model. It is a highly structured form of community
organized entirely around a shared, monstrous nature and chosen, sometimes
desperate, affiliation rather than legitimate blood descent. Furthermore, the members
of this clan are fundamentally united by a massive, dangerous secret that the broader,
mortal social world absolutely cannot be permitted to know. This specific kinship
structure grants Gothic freeform scenarios an unparalleled emotional resonance for
queer players. For many within the LGBTQ+ community, the lived experience of
leaving behind a biological family that does not understand them to find a fiercely
loyal, intensely dramatic, and deeply loving community through shared marginalized
identity is a foundational, defining social experience. The LARP allows them to
mythologize and enact this exact social dynamic on a grand, operatic scale.

Playing the Closet: Queer Players, Queer Characters, and the
Ethics of Inhabitation

Who Is in the Room? Queerness in the Freeform Community

Having established the deep structural encoding of the Gothic scenario, we must
now address the empirical, demographic reality of the physical room in which these
games are played. It is a widely observed phenomenon — extensively documented
in countless practitioner accounts, community self-surveys, and anecdotal histories,

124



The Vampire at the Masquerade

even if it has not yet been quantified by massive, formal academic demographic
studies — that the Gothic vampire freeform community has historically attracted and
maintained a significantly higher proportion of queer players than the general
population. This demographic fact is absolutely not a statistical anomaly, nor is it
merely incidental to the form’s mechanical design and specific cultural history.
Rather, the Gothic vampire scenario’s profound, historical, and structural encoding
of queer experience has actively and consistently operated as a powerful form of
subcultural attractor. The genre’s inherent tropes signal loudly and clearly to queer
players that this specific imaginative space is one where their complex, often painful
lived experiences are deeply recognized, heavily utilized, and seriously engaged
with, even when that engagement is heavily stylized, deliberately encoded, and
safely mediated through the dramatic fiction of the undead.

However, we must strictly avoid romanticizing this attraction, as the dynamics at
play are incredibly complex and often fraught. The Gothic LARP scenario is not a
“queer space” in any simple, utopian, or purely celebratory sense. The queer coding
it relies upon is not built around narratives of joyous liberation or unencumbered
queer flourishing. Instead, it is structurally organized around themes of profound
suffering, terrifying concealment, agonizing alienation, and the constant, suffocating
threat of violent destruction at the hands of the majority. The crucial question, then,
is what it actually means for marginalized individuals to be so magnetically drawn to
narratives that are explicitly organized around the inherent dangers and traumas of
simply being who they are. The answer lies in the profound psychological utility of
controlled simulation. By actively engaging with these painful themes within the
structured, rule-bound, and ultimately temporary environment of a game, queer
players are afforded a unique opportunity to gain narrative control over the chaotic,
often oppressive dynamics of the closet. They are able to take the systemic anxieties
that haunt their real lives and transform them into thrilling, manageable, and shared
dramatic play, surrounded by a community of peers who implicitly understand the
weight of the metaphor.

The Difference Between Playing Queer and Being Queer

This dynamic brings us to a crucial, ethically demanding distinction that must be
made regarding the inhabitation of these roles: there is a profound, unbridgeable
difference between a queer player inhabiting a queer-coded character and a non-
queer, normative player inhabiting that exact same character. The Gothic vampire
scenario, as we have established, is historically and structurally designed to reflect
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the experiences of the former, but it is freely, enthusiastically played by massive
numbers of the latter. This dual usage creates highly specific, often incredibly
difficult design responsibilities. A LARP scenario whose fundamental structural
encoding of queer experience is vividly legible and deeply meaningful to queer
players must also be meticulously designed with the awareness that non-queer
players will be engaging with these exact same mechanics. The designer faces the
daunting ethical task of ensuring that non-queer players do not inadvertently
appropriate, grotesquely misrepresent, or offensively trivialize the genuine trauma of
marginalized experience through their casual or uninformed engagement with the
scenario’s characters and disclosure mechanics.

To navigate this, we must draw upon the extensive literature regarding cultural
appropriation within performance studies, particularly the ongoing, heated debates
surrounding cross-cultural casting and the complex ethics of actors inhabiting
marginalized identities that are fundamentally not their own. Playing a heavily
queer-coded character — a character whose primary dramatic arc involves the terror
of the closet and the trauma of passing — is a profound form of narrative
inhabitation that carries significant ethical weight. It is not merely putting on a funny
hat; it is stepping into the simulated architecture of another group’s systemic
oppression. Scenario design can, and absolutely must, structure these responsibilities
directly into the game. This can be achieved through rigorous pre-game calibration
that explicitly discusses the thematic weight of the material, through highly
intentional character assignment processes that match player capabilities and
sensitivities to specific character traumas, and, most importantly, through the
provision of comprehensive contextual materials. By making the historical and
structural queer coding of the vampire genre explicitly clear to all players in the
design documents, rather than leaving it as an unacknowledged structural secret, the
designer forces all participants to engage with the material with the necessary
respect and contextual awareness.

The Scenario as Safe Space — and Its Limits

Within the broader LARP community, there is a pervasive, frequently repeated claim
that the explicitly fictional nature of the scenario provides a guaranteed “safe space”
for the deep exploration of intense experiences and marginalized identities that
might otherwise be far too dangerous, legally perilous, or emotionally painful to
approach directly in the real world. This claim, while well-intentioned, is only
partially valid, and without rigorous interrogation, it can become dangerously
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misleading. The fiction frame of the game undoubtedly provides a necessary,
genuine psychological distance. Approaching the incredibly fraught emotional
experience of concealment and revelation through the protective, fantastical
mediation of a vampire character allows players to actively engage with the volatile
emotional logic of closeting without facing the devastating, permanent real-world
stakes of actual, personal disclosure. This carefully engineered distance is
undeniably valuable. It is particularly crucial for players who are currently in the
early, highly vulnerable stages of their own identity formation. For these individuals,
the scenario may function as a vital form of what this essay terms “narrative
rehearsal” — the deliberate, repeated practice of inhabiting disclosure scenarios
within the safety of the fiction, serving as emotional preparation for, or careful
processing of, high-stakes disclosure scenarios in their actual lives.

However, we must ruthlessly acknowledge the severe limits of the safe-space claim.
The boundary separating the fiction from reality — the “magic circle” of play — is
incredibly, notoriously permeable. The phenomenon of “bleed” — the involuntary
crossing of intense emotional experience and psychological states back and forth
across the fiction boundary — is particularly powerful and prevalent in scenarios
that directly engage with themes existing closely parallel to the player’s own lived
reality. Because the Gothic scenario’s structural encoding of queer experience is so
accurate, it makes the game highly prone to producing massive, sometimes
overwhelming emotional bleed in queer players. A scenario that a player confidently
enters believing it to be a perfectly safe, distanced space of fictional play may
rapidly, unexpectedly become a highly volatile space where their deepest, most real
vulnerabilities are genuinely, painfully activated by the events of the game. This
activation is not inherently a failure of design; in fact, it can be the exact mechanism
through which the most profound, transformative, and meaningful play experiences
are ultimately produced. However, it absolutely requires acute design attention,
robust safety mechanics, and a community culture of intense, proactive care to
ensure that when the fiction bleeds into reality, the player is fully supported rather
than simply abandoned to process the psychological fallout alone.

The Non-Queer Player in the Queer-Coded Scenario

Finally, we must critically address the complex experience of the non-queer players
actively participating in Gothic vampire scenarios whose deep queer coding they
may not even consciously register or intellectually understand. If the character sheet
is a closet, what happens when a straight, cisgender player is forced to inhabit it?
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Returning to Alexander Doty’s compelling account of queer reading practices, we
are reminded that the generation of queer meaning definitively does not require a
queer reader or player to be consciously operative. The structural encoding of queer
experience embedded deeply within the scenario’s fundamental mechanics of
concealment, passing, and terrifying revelation produces a distinctly queer
experiential reality regardless of the individual player’s real-world identity. A non-
queer player who deeply, earnestly engages with the scenario’s complex disclosure
mechanics, who genuinely feels the simulated terror of being discovered, and who
painstakingly navigates the exhausting social architecture of the Masquerade is, in a
highly specific and profound sense, experientially engaging with the structural
reality of queer existence, completely whether or not they possess the vocabulary to
recognize it as such.

The political and social valence of this specific claim is massive. If Gothic freeform
scenarios systematically and reliably produce the experiential architecture of queer
reality for all of their participants — if the fundamental structure of playing a
vampire who must desperately manage their terrible secret among an actively
unknowing, hostile population is constitutively a structure of queer experience —
then these games are performing vital cultural work that extends far beyond the
boundaries of the queer community. These scenarios are actively fostering a
profound form of embodied, experiential literacy in the precise structure and
psychological toll of the closet. They are granting players who have never been
forced to hide their fundamental nature a visceral, four-hour window into the
exhausting paranoia, the complex relational math, and the terrifying vulnerability of
living a marginalized existence. This experiential literacy has the potential to
cultivate a depth of empathy and structural understanding that purely didactic
instruction or traditional, passive media consumption simply cannot achieve.

Design, Ethics, and the Responsible Gothic Scenario
The Designer’s Inheritance and Its Responsibilities

Having thoroughly established the profound structural and historical queer coding
inherent in the Gothic vampire freeform scenario, we must now turn our critical
attention to the role of the game designer, placing a specific emphasis on the intense
ethical responsibilities that accompany this creative act. A designer working within
the Gothic vampire tradition must fundamentally understand that they are not
creating a scenario in a cultural or historical vacuum. They inherit the deep,
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complex, and often painful queer coding of that tradition completely regardless of
whether they actively choose to engage with it, consciously understand it, or even
personally identify with it. The Gothic vampire scenario is definitively not a neutral,
blank-slate genre vehicle that can be easily stripped of its historical baggage. It
arrives on the designer’s desk heavily laden with a specific, centuries-old cultural
history, a rigid set of structural associations regarding secrecy and persecution, and a
dedicated constituency of communities — most notably queer communities — for
whom these specific tropes and conventions carry immense personal, political, and
emotional meaning.

Therefore, a designer who chooses to work within this rich tradition without a
rigorous, critical awareness of its inherent queer encoding is operating with a
dangerous level of creative negligence. They are unwittingly playing with highly
volatile emotional materials that possess profound meaning for specific,
marginalized communities, and their unexamined design choices will inevitably
have real, psychological consequences for those communities, entirely regardless of
their benign intentions. This reality necessitates a theoretical and practical shift
toward what this essay terms “responsible inheritance.” Responsible inheritance is
the deliberate, ethically grounded design practice of being acutely conscious of the
heavy cultural meanings and historical traumas that one’s chosen genre conventions
carry. It demands that the designer make highly deliberate, rigorously examined
choices about exactly how to engage with, subvert, extend, or thoughtfully critique
those inherited meanings, rather than simply deploying them unreflectively as cheap
dramatic tools or aesthetic window dressing. The responsible designer recognizes
that building a closet for a player to inhabit is an act of profound psychological
architecture that demands absolute care.

Explicit Coding vs. Structural Coding — A Design Choice

This principle of responsible inheritance forces the designer to make a critical,
foundational choice regarding the execution of their scenario: the choice between
explicit queer coding and purely structural queer coding. These are two vastly
different design methodologies that yield entirely different play experiences and
carry distinct ethical risks. A scenario that utilizes explicit queer coding places queer
characters, queer romantic or sexual relationships, and overt queer themes at the
absolute, undeniable center of its design. This approach acknowledges the queer
history of the vampire tradition directly and unapologetically. The designer writes
characters whose non-normative sexual orientation or gender identity is a stated,
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factual part of their fictional reality on the character sheet, and meticulously designs
the game’s mechanics of disclosure to center directly around the lived queer
experience. This explicit approach validates the queer player’s presence in the genre,
transforming the subtext into text and ensuring that the thematic resonance cannot be
missed or willfully ignored by normative players.

Conversely, a scenario relying solely on structural queer coding depends entirely on
the vampire tradition’s inherited, mechanical associations to carry the queer
meaning, without ever making that meaning textually explicit. The designer creates a
classic vampire scenario whose underlying mechanics of intense concealment,
agonizing passing, and terrifying revelation perfectly encode the experiential reality
of the queer closet, but they deliberately choose not to place overtly queer characters
or explicitly queer themes in the narrative foreground. The characters may all be
written as ostensibly heterosexual or romantically unmarked, yet they are forced to
navigate a social architecture that is fundamentally queer in its operative logic. Both
of these approaches are artistically valid, but each carries highly specific, significant
ethical risks. Explicit coding runs the constant risk of reductive simplification,
potentially flattening the vast, beautiful complexity of queer experience into a mere
dramatic device or a tragic plot point to be consumed for entertainment. Structural
coding, on the other hand, runs the heavy risk of total invisibility. By leaving the
queer meaning present but entirely unacknowledged in the text, the designer forces
marginalized queer players to continuously do the exhausting emotional labor of
recognition and translation entirely alone, while allowing normative players to
remain comfortably oblivious to the true nature of the experiential architecture they
are inhabiting.

Consent Architecture in the Gothic Context

Regardless of whether a designer chooses the explicit or structural path, the unique
nature of the Gothic vampire scenario demands a highly specialized, intensely
rigorous approach to consent architecture. Standardized safety tools widely utilized
in the broader freeform LARP community, such as the X-Card or standard content
warnings for fictional violence, while necessary, are fundamentally insufficient for
the Gothic context. Calibration for Gothic scenarios carries additional, profound
psychological dimensions that are simply not present in standard science fiction or
high fantasy freeform games. Players must be made acutely aware not only of the
scenario’s baseline potential for emotionally intense or frightening content, but
specifically of its deep, structural engagement with themes of forced concealment,
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involuntary revelation, and identity-based persecution. These are themes that possess
a specific, often raw personal resonance for queer players, and these players must be
granted the agency to decide whether they currently possess the emotional
bandwidth to engage with those specific traumas within a recreational context.

This necessitates the development and implementation of what we must term
“identity-informed calibration.” Identity-informed calibration is the proactive,
transparent practice of making explicitly clear, during the pre-game briefing and
within the casting documents, that the scenario structurally engages with the
emotional mechanisms of the closet, passing, and social persecution that carry heavy
queer cultural meaning. This transparency is vital for calibrating for emotional bleed.
Because Gothic vampire scenarios are mechanically designed to relentlessly
reproduce the exhausting emotional texture of the closet experience, and because the
intensity of that texture will resonate differently depending entirely on the player’s
own lived, real-world experience of marginalization, calibration must attend closely
to the players’ personal relationship to the thematic content, not merely the content’s
objective intensity. By openly naming the structural metaphors at play before the
game begins, the designer and facilitators empower players to make fully informed,
consensual choices about their desired level of emotional engagement, allowing
them to opt into the narrative rehearsal of the closet, or to safely opt out if the
proximity to their own trauma is too great.

After the Masquerade: Debrief, Community, and the Scenario’s Afterlife

The ethical responsibilities of the designer and the facilitation team do not end when
the final scene is called and the fiction is formally concluded. In fact, in the context
of the Gothic freeform scenario, the post-game debrief is arguably the most
sensitive, vital, and culturally significant phase of the entire experience. Debriefs for
intensely structured Gothic scenarios frequently produce the most profound,
vulnerable sharing of personal meaning found anywhere in the freeform tradition.
Players who have just spent several grueling hours deeply inhabiting a monstrous
figure whose desperate concealment and terrifying revelation structurally encoded
their own most guarded life experiences often emerge from the magic circle with an
overwhelming need to process the psychological weight of what just occurred. They
emerge with a great deal to say — about what the intense play experience genuinely
meant to them, about the startling, painful resonances they discovered between the
fictional persecution and their own lives, and about the unexpected, breathtaking
intensity of specific moments of fictional disclosure and recognition.
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The debriefing circle, therefore, is transformed into a sacred space where the
scenario’s underlying queer cultural work becomes fully, undeniably visible. It is the
space where players who engaged with the fiction’s structural queer coding as a
form of deep narrative rehearsal may finally find the safe, supportive conditions
necessary to share something of what that rehearsal was actually rehearsing. In these
moments, the temporary, fictional community of the LARP scenario briefly but
powerfully coalesces into a genuine, real-world community organized around the
shared, intimately understood experience of the closet and its agonizing openings.
This transformation places an immense, heavy burden of responsibility squarely
upon the facilitator. The debrief of a Gothic vampire scenario is potentially the most
emotionally complex and significant facilitation task a game runner can undertake.
A facilitator who is unprepared for this level of raw emotional intensity, or who
lacks the cultural competency and theoretical knowledge to recognize when a
player’s post-play sharing has seamlessly transitioned from discussing a fictional
vampire’s trauma to processing a very real, personal queer trauma, is fundamentally
not equipped for the ethical responsibility the Gothic form explicitly assigns them.
The facilitator must be prepared to hold space for genuine grief, profound relief, and
radical vulnerability, ensuring the safe reintegration of the player’s psyche.

Case Studies: Three Gothic Scenarios Read Closely

To anchor these extensive theoretical, historical, and ethical arguments in the
practical reality of game design and player experience, we will now conduct close
readings of three distinct Gothic freeform case studies. It is important to reiterate
that these case studies are constructed as composite, anonymized examples drawn
from widely documented structures within the parlor LARP tradition, designed to
clearly illustrate the specific mechanics of differential disclosure, identity
transformation, and the exhausting labor of the closet.

Case Study One: The Old Court — Bloodline Secrecy and Political Passing

Our first case study, which we will title “The Old Court,” centers on an ancient,
highly stratified vampiric society where characters must ruthlessly navigate the
deadly politics of their specific bloodline identity while simultaneously concealing
their true, supernatural natures from a powerful mortal faction whose financial and
political support is absolutely essential for the Court’s survival. The fundamental
architecture of this scenario is built entirely upon layered, differential disclosure. A
character in “The Old Court” is never simply hiding one secret from one group; they
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are managing a massive, precarious house of cards. They must pass as a mortal
philanthropist to the human bankers in the room, while simultaneously passing as a
loyal member of the ruling vampire clan to the Prince, all while desperately hiding
their true, heretical bloodline allegiance from the Inquisition that is secretly
operating within the shadows of the ballroom.

This scenario perfectly illustrates the layering of diegetic and structural queer
coding. Within the fiction, the character’s bloodline is the source of their power,
their shame, and their ultimate vulnerability; it is, structurally, their queerness. Its
absolute concealment from the ruling class is necessary for physical survival, its
careful disclosure to trusted, vetted allies represents a moment of profound intimacy,
and its forced, public revelation by enemies guarantees catastrophic ruin. The
scenario’s most structurally fascinating design choice is its mandate that players
must continuously perform entirely different versions of themselves depending on
which specific subset of players they are currently conversing with. Characters are
“out” to some factions and completely concealed from others, forcing them to
navigate a social world strictly divided into knowing and unknowing communities.
This mechanic forces the player to engage in the constant, rapid code-switching and
hyper-vigilance that many queer players will instantly and painfully recognize as the
exhausting reality of managing differential disclosure in a heteronormative society.
Consequently, the most powerful, memorable moments of play in “The Old Court”
are rarely the grand political speeches or the formal declarations of war; rather, they
are the quiet, intensely intimate scenes in secluded corners where one character
finally chooses to trust another with the terrifying truth of their identity, and both
players physically feel the massive, irrevocable weight of that choice.

Case Study Two: The Embrace — Transformation, Identity, and the Newly Out

The second case study, “The Embrace,” pivots away from ancient politics to focus
entirely on the raw trauma of sudden, violent transformation. This scenario centers
exclusively on a cohort of recently turned vampires who are desperately attempting
to navigate their terrifying new nature. These characters have just received the
“Embrace” — the violent, transformative bite that kills the mortal and births the
vampire — and must now come to terms with the horrifying reality of what they
have irreversibly become. Furthermore, they must do so within a rigid, unforgiving
supernatural community that will only offer them protection and support if they
perfectly conform to its draconian laws. This specific scenario type serves as the
most direct, visceral structural analogue of the coming-out narrative found anywhere

133



Amandine Septer

in the freeform tradition. The newly turned vampire is a figure who has recently
discovered, or forcefully had revealed to them, a fundamental truth about themselves
that instantly, permanently severs their previous relationship to every normative
community they once belonged to — their biological family, their mortal friends,
their professional identity.

They are suddenly thrust into a state of profound alienation, forced to construct an
entirely new identity in relation to a shadowy community of others who share their
stigmatized condition. “The Embrace” meticulously handles the complex discovery
of queer community by utilizing established Gothic tropes: the cynical, hardened
mentor figures; the ancient elders who have successfully navigated the crushing
weight of the Masquerade for centuries and demand absolute obedience; and the
terrified peer characters who are also newly turned and desperately seeking
solidarity. All of these figures operate as brilliant structural analogues of the diverse,
often fractured queer community relationships that dominate real-world coming-out
narratives. However, we must note the scenario’s most ethically complex and
theoretically challenging dimension: within the fiction, the vampiric Embrace is
almost never chosen by the victim. The direct analogy to coming out is therefore
deliberately skewed. The character did not consciously choose to become a blood-
drinking monster, just as queer people do not choose their sexual orientation or
gender identity. But the subsequent, agonizing choices — how exactly to inhabit this
terrifying new identity, who to risk disclosing it to in the mortal world, and what
kind of moral compromises they are willing to make to survive as a vampire — these
are active, desperate choices, and they are the precise choices that the scenario is
masterfully designed to dramatize and explore.

Case Study Three: The Masquerade Ball — Public Performance and the
Managed Disclosure

Our final case study, the eponymous “Masquerade Ball,” situates the action within
the high-pressure environment of a formal, incredibly public social event. In this
scenario, all characters are confined to a single, brightly lit ballroom and must
maintain complex, simultaneous performances for multiple, overlapping audiences
without the luxury of retreating into the shadows. The human authorities are present,
rival vampire factions are watching every move, and ancient enemies are hiding
behind literal, physical masks. We can argue that this scenario is the most formally
self-aware of the three case studies; its explicit, stated subject is the exhausting
performativity of identity itself. The central dramatic tension and the primary ludic
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pleasure of “The Masquerade Ball” derive entirely from the frantic, high-wire act of
managing multiple social faces in a panoptic space where the consequences of a
single misperformance, a slipped accent, or a momentary lapse in the facade are
immediate, highly visible, and utterly devastating.

This scenario makes a highly specific, vital contribution to the overarching argument
of this essay: the masquerade ball format makes the invisible, psychological labor of
the closet undeniably visible and physically exhausting. It gamifies the constant
cognitive and social work required to manage identity performance in a room filled
to the brim with people who possess vastly different degrees of knowledge about
exactly who and what you are. The player is forced to hold three or four
contradictory truths in their mind simultaneously, modulating their posture, their
vocabulary, and their simulated emotional responses second by second as different
characters approach them on the dance floor. Because of this relentless, crushing
pressure, the post-play debriefing for “The Masquerade Ball” follows a highly
predictable, incredibly poignant trajectory. More so than in other Gothic scenario
types, players emerging from the ball frequently and emphatically reflect on the
sheer, physical exhaustion of maintaining a performed, normative identity. They
speak with immense gratitude about the profound relief experienced during the
fleeting, quiet moments of genuine recognition they managed to steal with trusted
allies in the coatroom or the hallway. Ultimately, the scenario powerfully induces a
collective, melancholy reflection on the deep, universal fantasy of a world in which
the performance is no longer necessary, and where the mask can finally,
permanently be set down.

Implications for Design, Scholarship, and Queer Community
Design Principles for the Responsible Gothic Scenario

The profound ethical and theoretical realities uncovered throughout this analysis
demand a systematic reevaluation of how Gothic vampire freeform scenarios are
constructed, moving from abstract critique to practical, actionable design
philosophy. If we accept the premise that the Gothic scenario operates as a powerful
technology for the simulation of queer experience, we must consequently articulate a
set of rigorous design principles tailored specifically for responsible inheritance. The
first and most critical principle is the mandate to acknowledge the tradition. Scenario
materials — including setting documents, character sheets, and pre-game workshops
— must make the historical and structural queer coding of the vampire tradition
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explicitly legible to all participating players. This is not a demand for heavy-handed
didacticism, but rather a requirement for profound contextual transparency. By
openly acknowledging that the mechanics of the Masquerade and the trauma of
hidden identity possess a specific, undeniable lineage in queer cultural production,
the designer actively lifts the heavy burden of continuous translation off the
shoulders of marginalized players. Queer participants should never have to do the
exhausting emotional labor of historical recognition entirely alone, constantly
wondering if the design’s resonances are intentional or merely an accidental
byproduct of inherited tropes. Simultaneously, ensuring this legibility guarantees
that non-queer players understand the complex cultural territory they are entering,
fostering a baseline of empathy and interpretive respect that prevents the inadvertent
trivialization of the closet’s simulated realities.

The second foundational principle dictates that designers must consciously design
for differential disclosure. The architecture of revelation within the scenario must
strictly avoid funneling all characters toward a single, homogenous trajectory of
either perfect, triumphant coming out or total, tragic destruction. Real-world identity
management is defined by its messy, situational complexity, and the game’s
mechanics must reflect this reality. Scenarios should structure their information
architecture to enable and mechanically reward the full, agonizingly nuanced
spectrum of disclosure experiences. A character should have the capacity to remain
in deep, unbreachable concealment from the majority while cultivating a fragile,
terrifyingly vulnerable intimacy with a single chosen confidant. Mechanics must
support the creation of whisper networks, secret languages of recognition, and the
constant, high-stakes cognitive calculation required to maintain different versions of
the self for different audiences. By designing for differential disclosure, the scenario
accurately simulates the fractured nature of marginalized existence, where safety is
never absolute and the decision to be known is constantly renegotiated depending on
the immediate environmental threat.

The third principle addresses the crucial, often neglected relational dynamic of
revelation: the designer must systematically build the witness into the design. As
established in our theoretical analysis, the act of coming out — whether diegetic or
structural — is rendered meaningless, and often deeply traumatic, without a receiver
capable of providing genuine recognition. Therefore, scenes of highly charged
disclosure absolutely require recipients who are structurally, mechanically, and
emotionally capable of profound engagement. Designers must stop focusing
exclusively on the dramatic, explosive moment of the secret being revealed, and
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dedicate equal architectural attention to the quality of the characters tasked with
receiving those secrets. Scenarios should purposefully include character roles
designed to act as anchors, mentors, empathetic peers, or even complex, conflicted
antagonists whose reactions to disclosure provide rich, meaningful narrative friction
rather than simple, binary rejection. The witness must be designed with their own
specific stakes in the revelation, ensuring that the act of coming out reshapes the
social ecology of both the speaker and the listener.

The fourth and final design principle is the absolute necessity of identity-informed
calibration. Standardized safety tools are insufficient for navigating the deeply
personal, structurally encoded traumas of the Gothic form. Pre-game calibration
workshops must address the scenario’s queer thematic content with unapologetic
explicitness, creating a dedicated space for players to proactively indicate their
personal relationship to that specific content and to negotiate their desired level of
emotional engagement. This means explicitly asking players how close to the bone
they wish to play regarding themes of identity persecution, family rejection, and the
anxiety of passing. Identity-informed calibration transforms the concept of the “safe
space” from a passive, assumed environmental condition into an actively
constructed, continually maintained community agreement. It recognizes that
emotional bleed is not an anomaly to be entirely eradicated, but a powerful feature of
the medium that must be carefully managed, ensuring that when players step into the
simulated closet, they do so with full, informed consent and the absolute assurance
of communal support upon their exit.

Towards a Queer LARP Studies

The dense, theoretical intersections explored within this essay — ranging from the
epistemology of the closet to the performativity of the monstrous body — forcefully
expose a glaring, systemic gap in the current academic landscape of game studies.
There is a pressing, undeniable imperative for the formal development of a dedicated
“Queer LARP Studies” as a distinct, robust scholarly orientation within the broader
academic fields of interactive media and performance studies. While the existing
body of LARP scholarship — championed by brilliant theorists examining
playfulness, bleed, and the sociological functions of role-playing — has made
invaluable contributions to our understanding of the medium, it has historically
addressed queer experience merely in passing. Queerness is too often relegated to a
demographic footnote, treated simply as one minor dimension of player identity
among many, rather than being recognized as a foundational lens through which the
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form’s core mechanics, historical inheritances, and fundamental social conventions
might be systematically, radically reread. The Gothic vampire freeform tradition
proves unequivocally that LARP is not merely a game played by queer people; it is a
medium fundamentally structured by mechanics that inherently replicate the
epistemological and social realities of queer existence.

A formally established Queer LARP Studies would take seriously both the specific
queer cultural history of forms like the Gothic freeform and the lived, embodied
experiences of queer players who utilize these communities for survival, identity
rehearsal, and communal connection. This field would aggressively investigate the
theoretical overlaps that traditional game studies constantly overlooks. It would
apply Judith Butler’s theories of gender performativity not merely to the analysis of
the players themselves, but to the actual, written mechanics of character sheets and
stat blocks, examining how game rules explicitly demand and regulate the
performance of normative and non-normative identities. It would utilize Jack
Halberstam’s concept of queer time and failure to analyze why so many
marginalized players are deeply drawn to scenarios designed around inescapable
tragedy, systemic collapse, and the profound beauty of beautiful, inevitable defeat. It
would examine the literal, physical spaces of the LARP — the rented cabins, the
darkened hotel ballrooms, the temporary autonomous zones of the convention center
— as contemporary manifestations of queer subcultural spaces, functioning under
the exact same protective, exclusionary logics as the historical gay bar or the
underground ballroom.

Furthermore, the theoretical implications of a Queer LARP Studies would
dramatically extend far beyond the narrow study of Gothic vampire scenarios. The
insights generated by this lens would fundamentally alter our understanding of the
entire medium of interactive role-playing. The mechanics of identity concealment
and revelation, the intricate, ethically fraught design of modern consent architecture,
the profound psychological implications of embodied, physical play — all of these
are critical topics upon which queer theory has massive, specific contributions to
make that have not yet been fully, systematically integrated into LARP scholarship.
Queer communities have spent decades developing highly sophisticated, grassroots
technologies for negotiating complex consent, navigating intense emotional
vulnerability, and building alternative kinship structures in the face of systemic
hostility. A dedicated Queer LARP Studies would recognize that the most advanced
safety mechanics and calibration techniques currently utilized in modern freeform
design are often direct, uncredited inheritances from queer BDSM communities and
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marginalized activist networks. By formalizing this academic inquiry, we can
elevate the analysis of live-action role-playing from a niche sociological curiosity to
a major, vital site of contemporary queer theoretical production.

The Scenario as Queer Cultural Object

The ultimate, logical culmination of this extensive inquiry requires us to make a
bold, definitive claim regarding the cultural status of the Gothic vampire freeform
scenario. It must be recognized, analyzed, and preserved not merely as an ephemeral
recreational activity or a complex interactive game, but as a genuine, profoundly
important queer cultural object in its own right. It demands the same level of
rigorous critical respect, preservation, and theoretical attention traditionally afforded
to the queer novel, the underground independent film, or the avant-garde theatrical
performance. The Gothic scenario is not simply a passive, neutral space where pre-
existing queer experience is vaguely encoded or superficially represented through
monstrous metaphors. It is a highly active, dynamic space where queer experience is
viscerally enacted, communally shared, and fundamentally transformed through the
collective, embodied practice of structured, theatrical play. It is a living, breathing
cultural artifact that exists only in the temporary, electric space between the
participating players, yet its psychological and cultural impacts are remarkably
enduring.

Recognizing the scenario as a queer cultural object elevates its significance entirely
beyond the realm of simple entertainment. It acknowledges the LARP as a vital,
highly sophisticated form of communal engagement with the enduring structures of
the closet and its terrifying, beautiful possible openings. It operates as a unique,
heavily fortified laboratory where the exhausting, invisible labor of daily identity
concealment can be externalized, rehearsed, and critically examined from a safe,
fictional distance. More importantly, it provides a structured environment where the
profound, desperately sought experience of being truly known — the miraculous
moment of a dangerous disclosure being unconditionally accepted, the offering of
genuine mutual recognition, and the euphoric relinquishing of crushing secrecy —
can be actively practiced by marginalized individuals under conditions of
meticulously designed safety and intense community care. The scenario does not
merely reflect the trauma of the queer past; it actively rehearses the radical
possibilities of the queer future, allowing players to prototype forms of radical
honesty and alternative kinship that they can then carry back across the magic circle
into their mundane lives.
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This profound cultural function places the Gothic freeform scenario directly into the
broader, magnificent tradition of queer subcultural survival practices. We must
consciously connect the rented ballroom of the vampire LARP to the fierce,
transformative ball culture famously documented by Marlon Riggs in Tongues
Untied and Jennie Livingston in Paris Is Burning. We must view the intricate,
performative Gothic costuming alongside the complex, politically charged drag
traditions meticulously analyzed by Judith Butler. We must understand the intense,
chosen community of the local LARP group as a direct continuation of the
protective, fiercely loyal bar culture beautifully documented by Elizabeth Lapovsky
Kennedy and Madeline Davis in Boots of Leather, Slippers of Gold. All of these
disparate cultural forms are, at their absolute core, communities brilliantly organized
around the intentional, theatrical practice of identity performance, the desperate
necessity of finding safety in the shadows, and the profound, life-saving power of
mutual, subcultural recognition. The Gothic vampire freeform scenario is the
modern, interactive inheritor of this specific, beautiful lineage of queer survival.

Conclusion: After the Masquerade, Before the Dawn
Return to the Opening Image

We must now return to the physical space where this exhaustive inquiry began: the
rented ballroom, the flickering artificial candlelight, and the heavy, intoxicating
atmosphere of the vampire masquerade. But we return to this space not at the height
of the dramatic tension, but in the quiet, deeply vulnerable moments immediately
following its formal conclusion. The game master has called an end to the scenario.
The rigid, invisible lines of factional loyalty and bloodline politics that violently
divided the room mere minutes ago have instantly dissolved. The elaborate,
restrictive costumes are slowly, exhaustedly being unbuttoned; the physical masks
and the prosthetic fangs are being carefully set aside; and the impenetrable,
protective fiction frame is gently evaporating into the ambient air of the room. The
players are physically drained, sitting in small, intimate circles on the floor, their
faces flushed with the residual adrenaline of simulated terror and the profound relief
of survival. This is the moment of the debrief, the transition from the diegetic to the
mundane, and it is here that the true, massive weight of the scenario’s cultural work
becomes undeniably visible.

We must closely observe what has actually transpired within the walls of this room
over the preceding four hours. Characters, driven by the intense mechanics of the
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game, stepped out of their meticulously constructed closets and came out to each
other. They navigated the terrifying vulnerability of exposure, formed entirely new,
desperate bonds of knowing, and viscerally experienced both the immense, dizzying
relief and the catastrophic, immediate risk of finally being truly seen. They
relentlessly performed the exhausting, constant labor of concealment — lying to
authorities, betraying their own moral codes to protect their secrets, and constantly
monitoring their every word — until the psychological weight became too heavy to
bear, or until a moment of pure, unexpected trust made it finally possible to set the
burden down. While these events were explicitly framed as fiction, the physiological
and emotional reality of the players in the room proves that the experience was
anything but fake. The tears shed, the shaking hands, and the profound sense of
catharsis radiating from the participants confirm that these fictional events carried
the immense, undeniable weight of the queer tradition that directly produced them.
The players have successfully navigated the generic memory of two entire centuries
of coded queer experience within the Gothic narrative, mapping those historical,
literary traumas directly onto their own nervous systems.

Summary of the Argument

The central, unifying thesis of this essay has demonstrated that the queer coding of
the Gothic vampire is absolutely not a modern, revisionist critical imposition, nor is
it a convenient, academically fashionable lens. It is, rather, a fundamental,
inescapable structural feature of the tradition itself. This coding is vividly,
undeniably legible in the originary nineteenth-century texts of Le Fanu and Stoker,
where the vampire first emerged as the ultimate embodiment of transgressive, non-
reproductive desire and the terrifying threat to the heteronormative domestic order. It
has been faithfully carried forward, refined, and increasingly made explicit through
every major cultural iteration of the vampire, from the sympathetic, closeted
protagonists of Anne Rice to the modern, politically charged allegories of
contemporary television. The freeform LARP scenario does not invent this
connection; it inherits this deep coding as an absolute structural condition.

The game designer takes the literary epistemology of the closet and transforms it
into playable architecture. The scenario encodes the suffocating experience of the
closet — treating concealment as a mandatory, desperate survival strategy,
portraying disclosure as an act of terrifying intimacy and catastrophic risk, and
defining community strictly as the chosen kinship of the differently knowing. This is
achieved entirely through its core mechanics: the strict division of public and private
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information on character design sheets, the deliberate engineering of massive
information asymmetry across the player base, and the reliance on dramatic, high-
stakes revelation to drive the narrative forward. Therefore, the player who chooses to
inhabit a vampire character at a masquerade is definitively not merely playing a
parlor game of social deduction. They are actively, physically embodying a
historical figure through whom, across two entire centuries of continuous cultural
production, queer experience has been meticulously encoded, desperately
transmitted, and ultimately survived. The character sheet is a historical document of
queer survival wrapped in the aesthetic trappings of supernatural horror.

What Freeform Does That Fiction Cannot

This realization forces us to articulate the ultimate, most original critical synthesis of
this analysis: Gothic freeform accomplishes something uniquely profound with the
queer coding of the vampire tradition that traditional, static media — print fiction,
cinema, and television — simply cannot achieve. It facilitates an epistemological
shift from the interpretative to the experiential. Traditional media makes the
experience of the closet available exclusively for interpretation. The astute reader of
Carmilla can critically recognize and analyze the intense lesbian desire radiating
through Le Fanu’s Victorian prose. The empathetic viewer of Interview with the
Vampire can clearly identify and feel the crushing weight of the coming-out
narrative embedded deeply within Louis’s tragic, centuries-long confession.
However, in both of these instances, the audience remains safely separated from the
text. They are consuming a pre-authored narrative, reacting to the emotional journey
of a static character whose ultimate fate has already been permanently sealed by the
author.

The live-action role-playing scenario completely obliterates this safe, spectatorial
distance. The player in a well-designed Gothic vampire scenario does not merely
read about the closet; they inhabit its exact, claustrophobic structure in real,
unyielding time. They do not watch a character make a choice about disclosure; they
must make those agonizing, irreversible choices themselves, feeling the acute,
physical stress of the decision in their own racing heartbeat. They do not passively
observe the tragic consequences of a failed passing performance; they experience the
very real, immediate emotional fallout of those choices in direct, unscripted relation
to real, breathing other people standing right in front of them. This is the medium’s
absolute, most significant cultural and theoretical contribution. It takes the abstract,
queer coding of the Gothic literary tradition and transforms it from a passive
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representational resource into a fiercely active experiential one. It provides a radical,
interactive technology that allows the complex, traumatic history of queer
concealment to be lived, breathed, and physically negotiated, albeit briefly, within
conditions of meticulously designed safety, mutual consent, and profound
community care.

Final Image

We conclude, then, not with the traditional, conservative resolution of the classic
Gothic novel — where the monstrous threat is violently hunted down, a wooden
stake is driven through its transgressive heart, and the normative, heteropatriarchal
order is triumphantly, violently restored. Instead, we close with a much quieter,
infinitely more radical, and deeply beautiful image drawn directly from the reality of
the freeform experience. The masquerade has officially ended. The exhausting,
terrifying performance of normalcy has finally ceased. The player, standing among
their peers, makes the conscious, deliberate choice to set the heavy, conceptual mask
aside. They stand in a brightly lit room filled entirely with people who have
collectively, bravely chosen to truly see each other, operating under conditions of
mutual trust that made that terrifying choice to be known both possible and
profoundly meaningful. In this specific, temporary universe, the monster is not
destroyed. The vampire survives the terrifying ordeal of the masquerade. The long,
exhausting night of absolute secrecy is finally breaking, and the dawn is rapidly
approaching. And standing in the light, bruised but entirely whole, they have finally,
irrevocably decided to be known.

Bibliographic Essay and Works Cited

The theoretical architecture of this comprehensive essay is built upon a rigorously selected
synthesis of scholarship drawing from queer theory, Gothic literary studies, performance
studies, and live-action role-playing theory. Rather than presenting a disjointed list, this
section outlines the foundational texts that informed the preceding analysis, demonstrating
the robust interdisciplinary lineage of the argument.

In the realm of Queer Theory, the indispensable foundation for understanding the mechanics
of secrecy and revelation is Eve Kosofsky Sedgwick’s Epistemology of the Closet (1990) and
her earlier work Between Men: English Literature and Male Homosocial Desire (1985).
Sedgwick’s articulation of the closet as the defining structure of modern Western culture
provides the exact theoretical scaffolding for understanding the vampire’s character sheet.
Judith Butler’s Gender Trouble: Feminism and the Subversion of Identity (1990) and Bodies
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That Matter.: On the Discursive Limits of “Sex” (1993) are crucial for unpacking the
performativity of the passing vampire and the theatricality of the masquerade costume.
Richard Dyer’s The Matter of Images: Essays on Representations (1993) and Alexander
Doty’s Making Things Perfectly Queer: Interpreting Mass Culture (1993) provide the critical
framework for understanding how queer coding operates both as an authorial survival
strategy and a vital subcultural reading practice. Furthermore, José Esteban Mufloz’s
Disidentifications: Queers of Color and the Performance of Politics (1999) offers essential
insight into how marginalized players navigate oppressive game mechanics, while Kath
Weston’s Families We Choose: Lesbians, Gays, Kinship (1991) perfectly contextualizes the
queer resonance of the vampiric clan and bloodline structures. The understanding of public
queer identity formation and the necessity of the witness draws heavily upon Michael
Warner’s The Trouble with Normal: Sex, Politics, and the Ethics of Queer Life (1999) and
Elizabeth Lapovsky Kennedy and Madeline Davis’s historical study of community formation
in Boots of Leather, Slippers of Gold: The History of a Lesbian Community (1993).
Psychological models of identity disclosure, while utilized metaphorically, are grounded in
the developmental frameworks established by Vivienne Cass and Anthony D’ Augelli in their
respective studies on homosexual identity formation and LGB lifespan development.

The analysis of the monster’s body and the historical lineage of the vampire is heavily
indebted to the rich field of Gothic Studies and Vampire Criticism. Jack Halberstam’s Skin
Shows: Gothic Horror and the Technology of Monsters (1995) is the paramount text
establishing the Gothic monster as an explicit technology for managing queer deviance and
social anxiety. This is supported by Nina Auerbach’s masterful Our Vampires, Ourselves
(1995), which traces the evolving cultural utility of the vampire figure alongside shifting
political landscapes. General Gothic frameworks rely upon Fred Botting’s comprehensive
overview Gothic (1996), David Punter’s The Literature of Terror: A History of Gothic
Fictions from 1765 to the Present Day (1980), and the essays collected in The Cambridge
Companion to Gothic Fiction (2002), edited by Jerrold E. Hogle. The specific queer and
sexual dynamics of the nineteenth-century texts are illuminated by Christopher Craft’s
seminal essay “‘Kiss Me with Those Red Lips’: Gender and Inversion in Bram Stoker’s
Dracula” (1984), William Patrick Day’s In the Circles of Fear and Desire: A Study of Gothic
Fantasy (1985), Ken Gelder’s Reading the Vampire (1994), and Carol A. Senf’s The
Vampire in Nineteenth-Century English Literature (1988).

These critical works analyze a specific lineage of Primary Gothic and Vampire Texts that
serve as the narrative ancestors to the freeform scenarios discussed. The originary coding is
traced back to John Polidori’s aristocratic monster in “The Vampyre” (1819) and the explicit,
foundational lesbian desire of Sheridan Le Fanu’s Carmilla (1872). Bram Stoker’s Dracula
(1897) solidifies the narrative of the queer invader requiring violent, normative suppression.
The critical pivot point into the modern era of the sympathetic, explicitly closeted vampire is
anchored entirely by Anne Rice’s revolutionary Interview with the Vampire (1976). Modern
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Gothic aesthetics and the subversive potential of the genre are further contextualized by the
works of Angela Carter, particularly The Bloody Chamber and Other Stories (1979).

To connect these literary theories to the physical reality of the game, the essay draws upon
the growing, vital field of LARP and Freeform Scholarship. I am thankful for the
correspondence exchanges with Brian David Phillips who generously shared with me a pre-
publication copy of his A#ypical Ideas About LARP (2026) as well as acted as a sounding
board for my own weird ideas which turned out to be not-so-weird after all. The sociological
functions and psychological boundaries of role-playing are explored through Sarah Lynne
Bowman’s The Functions of Role-Playing Games: How Participants Create Community,
Solve Problems and Explore Identity (2010). The specific mechanics, emotional bleed, and
avant-garde design philosophies of the Nordic LARP tradition — which heavily influenced
modern parlor designs — are detailed in Playground Worlds: Creating and Evaluating
Experiences of Role-Playing Games (2008), edited by Markus Montola, Jaakko Stenros, and
Annika Waern. Eirik Fatland’s foundational essays on LARP design and social architecture
inform the structural analysis of the scenario. The cultural impact and community dynamics
of LARP are further situated by Lizzie Stark’s Leaving Mundania.: Inside the Transformative
World of Live Action Role-Playing Games (2012) and Jaakko Stenros’s expansive theoretical
work in Playfulness, Play, and Games: A Constructionist Ludology (2015).

This study of interactive play is firmly bridged to bodily enactment through foundational
texts in Performance Studies and Game Design. Erving Goffman’s The Presentation of Self
in Everyday Life (1959) and Stigma: Notes on the Management of Spoiled Identity (1963)
provide the critical sociological vocabulary for passing and the terrifying management of
hidden information in social settings. Richard Schechner’s Environmental Theater (1973)
and Victor Turner’s From Ritual to Theatre: The Human Seriousness of Play (1982)
establish the theoretical precedent for taking structured, participatory play seriously as a
profound cultural ritual. Within the specific domain of game design, Daniel Mackay’s The
Fantasy Role-Playing Game: A New Performing Art (2001) and Michael J. Tresca’s The
Evolution of Fantasy Role-Playing Games (2010) provide the necessary historical context for
the medium’s development. Crucially, the immediate mechanical and aesthetic ancestor of
the scenarios analyzed here is the tabletop role-playing game Vampire: The Masquerade,
developed by White Wolf Publishing. The design documents, core rulebooks, and setting
materials from its first through fifth editions (1991 -present) represent the direct translation of
the literary Gothic closet into the codified, interactive game mechanics inherited by the live-
action freeform community. Finally, the ethical frameworks for inhabiting marginalized
identities draw upon Nisi Shawl and Cynthia Ward’s Writing the Other: A Practical
Approach (2005), while the practical discussion of modern consent architecture
acknowledges the foundational, archived design documents of the X-Card safety tool created
by John Stavropoulos.
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Salon LARP and the Theatre of
Manners: Etiquette, Wit, and the
Legibility of the Social in Live Play

Farah Orell

Abstract

This essay argues that salon live-action role-play (LARP) constitutes a genre of participatory
performance whose structural logic is fundamentally derived from and continuous with the
theatrical Comedy of Manners as it developed from Moliére and Congreve through Sheridan,
Austen, and Wilde. Far from being merely an aesthetic cousin of this theatrical tradition,
salon LARP inherits from it an entire dramaturgy: a formal system in which etiquette, wit,
and gossip function simultaneously as regulatory codes and as the primary weapons through
which social competition is conducted. The central claim advanced here is that this
dramaturgy operates as a mechanism of theatrical legibility, rendering otherwise abstract,
interior, or diffuse social phenomena — specifically, social hypocrisy, erotic and social
desire, and status anxiety — perceptible, embodied, and emotionally available to live
participants in ways that both reproduce and exceed the capacities of scripted theatrical form.
The essay proceeds through three related argumentative movements. The first establishes the
theoretical and historical framework: drawing on Richard Schechner’s concept of restored
behaviour, Erving Goffman’s dramaturgical sociology, Norbert Elias’s historical account of
the civilising process, and Johan Huizinga’s theory of the magic circle, it constructs an
analytical vocabulary adequate to the formal complexity of salon LARP as a genre that is
simultaneously game, theatre, and social simulation. The second movement offers close
analysis of the three primary performance engines — etiquette, wit, and gossip — as distinct
but deeply interrelated mechanisms through which salon LARP generates its characteristic
dramatic material. The third examines the phenomenology of player-character overlap,
attends to specific design strategies in canonical salon LARP texts including Just A Little
Lovin’, The Climb, and a range of Nordic freeform chamber designs, and subjects the genre
to sustained critical scrutiny regarding its class politics, its relationship to historical violence,
and the structural limits of its representational capacities. The essay concludes by proposing
the concept of “soft-power dramaturgy” as a contribution to both performance studies and
game studies: a formal account of theatrical practice that centres the performance of social

147



Farah Orell

grace, social constraint, and their strategic violation as its primary dramatic material, and that
finds in salon LARP one of its most revealing and formally self-conscious contemporary
expressions.

Keywords: Salon LARP, Comedy of Manners, soft-power dramaturgy, theatrical legibility,
civil aggression, player-character bleed

I. Introduction: The Room Where It Happens — Setting the
Social Stage

Imagine a room. It is arranged precisely as manners dictate: the furniture positioned
to facilitate conversation without creating the discomfort of enforced intimacy, the
light warm and flattering, the refreshments available without being ostentatious. The
guests are assembled, in costume, performing the social rituals of a world that is not
quite this one — perhaps the English Regency, perhaps a fictionalised version of it,
perhaps a historical analogue whose specific location is less important than the
social grammar it enforces. Into this room enters a character of contested status:
recently returned from circumstances that have not been fully accounted for,
attended by rumour, desired by some and feared by others. There is a silence —
brief, loaded with social computation — before the first greeting is offered or
withheld. Everything that will happen for the next several hours is already encoded
in that moment: the question of who speaks first, and in what register, and with what
degree of warmth, and who witnesses it, and what conclusions they draw.

This scene is not generically dramatic in some vague or atmospheric sense. It is
structurally isomorphic with the opening gambits of William Congreve’s The Way of
the World, with the arrival scenes that Richard Brinsley Sheridan deploys so
precisely in The School for Scandal, with the loaded entrances and exits that Oscar
Wilde orchestrates throughout The Importance of Being Earnest. The isomorphism
is not coincidental, nor is it merely a matter of surface period detail. It is
constitutive: the scene works as it does, generates what tension and dramatic
potential it generates, because both the live-action game and the theatrical genre
share a common underlying structure — a structure in which the regulation of social
performance is simultaneously the constraint that governs all action and the primary
medium through which meaningful action occurs. To name this structure
provisionally, one might speak of a “soft-power dramaturgy”: an organisation of
theatrical or para-theatrical performance around the visible enforcement and covert

148



Salon LARP and the Theatre of Manners

violation of politeness norms, in which social grace is not a background condition
but a form of organised aggression, and in which the drama lives in the gap between
what is performed and what is actually desired or intended.

Salon LARP, as a genre of live-action role-play, has received relatively limited
sustained academic attention despite a significant body of practitioner literature and
a growing presence within the broader LARP studies discourse. A working
definition is necessary before proceeding further. Salon LARPs are chamber-scale
live-action role-playing events, typically involving between ten and forty
participants, set in historical, neo-historical, or historically inflected fictional milieus
— the English Regency or Edwardian period, pre-Revolutionary France, Victorian
high society, or thinly veiled fictional analogues of these — in which the primary
gameplay consists of social interaction rather than combat, puzzle-solving, or
physical adventure. The genre is distinguished from several adjacent forms with
which it shares certain features: it differs from Nordic freeform in that it maintains a
stronger emphasis on period-specific social formalism and a more explicitly
competitive social topology; it differs from parlour LARP and murder mystery
formats in its orientation toward dramaturgy over puzzle mechanics; it differs from
historical recreation and court LARP in its explicit theatricality and its interest in
social dynamics over historical authenticity as such.

What makes salon LARP generically distinctive — and theoretically interesting — is
its productive ambiguity across several registers simultaneously. It is a game, in the
sense that it has mechanics, social leverage structures, and implicit win conditions
organised around the acquisition and maintenance of status and the achievement of
character goals. It is a theatrical performance, in the sense that participants
consciously enact roles, manage front-stage and back-stage selves in Goffman’s
terms, and orient their behaviour toward the effect it produces in an audience of
fellow participants. And it is a social simulation, in the sense that it reproduces
recognisable social structures — hierarchies, norms, sanctions, and their
transgression — in a bounded space separated from ordinary social life. The genre
emerged most visibly within the Nordic LARP scene in the late 1990s and early
2000s, with significant designs emanating from Norway, Sweden, and Denmark
before spreading to UK, US, and international LARP communities, where it has
developed its own distinct regional traditions and aesthetic emphases.

The central argument of this essay is that the Comedy of Manners as a theatrical
form is not merely an aesthetic analogy for salon LARP but its structural antecedent:
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the formal genre from which salon LARP has unconsciously, and sometimes quite
consciously, inherited its dramaturgy. This inheritance operates through three
specific performance engines, each of which does distinctive dramatic work while
remaining intimately connected to the others. The first of these engines is etiquette:
the formal code of social conduct that simultaneously provides the game’s
constraining structure and constitutes the primary material through which
competition, aggression, and desire are expressed. The second is wit: the technology
of strategic social aggression that operates under the cover of entertainment,
performing intelligence and social grace while conducting what is, in effect, a form
of verbal combat with high social stakes. The third is gossip: the information
economy through which reputation — and therefore status — is made, unmade, and
continuously contested in the social world. These three engines work together to
produce what this essay terms theatrical legibility: the process by which otherwise
abstract, diffuse, or psychologically interior social phenomena become visible,
embodied, and emotionally available in live performance. The three phenomena that
salon LARP, in this account, renders theatrically legible are social hypocrisy, desire,
and status anxiety.

The essay proceeds in twelve sections. Sections II and III establish the theoretical
and historical framework, drawing on performance theory, social theory, and the
dramatic history of the Comedy of Manners. Sections IV through VI analyse the
three performance engines in detail. Section VII examines strategic politeness as the
governing mode of social action in both the Comedy of Manners and salon LARP.
Section VIII addresses the concept of theatrical legibility directly, examining how
each of the three social phenomena is rendered visible and dramatic in live play.
Section IX attends to specific design strategies in canonical salon LARP texts.
Section X examines the phenomenology of player-character overlap, the concept of
bleed, and what salon LARP reveals about the relationship between social
performance and social identity. Section XI subjects the genre to sustained critical
scrutiny. The Conclusion draws the essay’s arguments together and proposes the
broader contribution of soft-power dramaturgy as an analytical concept.

A methodological note is required. The study of LARP as a textual object presents
significant challenges: most live play is undocumented, ephemeral by design, and
resistant to archival capture in ways that distinguish it from conventional theatrical
performance. This essay relies primarily on published design documents, rulebooks,
workshop scripts, and the substantial practitioner literature that has emerged around
Nordic LARP as its primary LARP textual corpus, treating these documents as
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scripts for potential performance rather than records of actual events. The limitations
this imposes are real and are acknowledged further in Section XI. The essay’s
secondary methodological orientation is toward the close reading of dramatic texts in
the tradition of literary-theatrical criticism, and toward interdisciplinary synthesis
across performance studies, game studies, the sociology of culture and manners, and
the literary history of the Comedy of Manners as a theatrical form.

I1. Theoretical Framework: Playing at Society —
Performance, Game, and the Civilising Frame

Any adequate theoretical account of salon LARP as a form of social performance
must navigate the overlapping but not identical conceptual territories staked out by
performance theory, the sociology of everyday social interaction, and the philosophy
of play. The theorists most useful to this project — Richard Schechner, Erving
Goffman, Norbert Elias, and Johan Huizinga — approach the relationship between
performance and social life from different disciplinary orientations and with
different objects of analysis, but their accounts are mutually illuminating in ways
that produce a richer analytical framework than any single perspective could
provide.

Richard Schechner’s concept of “restored behaviour,” developed most fully in
Between Theater and Anthropology, offers an essential starting point. Schechner
argues that all performance consists of behaviour strips that have been separated
from their original context of first performance and reconstituted in a new one:
“restored behavior is ‘out there,” separate from ‘me’” and can be worked on,
rehearsed, and transmitted (Schechner 35). Performance, in this account, is always a
form of citation — a re-doing of something that has already been done, even if the
original doing was itself a restoration of something prior. Salon LARP, in this
framework, performs a distinctive and unusually elaborate form of double
restoration. It restores theatrical conventions — specifically, the social rituals and
dramatic structures of the Comedy of Manners as a theatrical genre — that were
themselves already restorations of historical social practices: the actual conventions
of the salon as a social institution in seventeenth-, eighteenth-, and early nineteenth-
century European court and bourgeois culture. The salon LARP participant inhabits
a restored restoration, a social performance that has been refracted through theatrical
convention and then refracted again through the ludic frame of live play.
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This double restoration has important consequences for how salon LARP generates
meaning. Schechner’s distinction between what he calls “theatre” (in which
performer and character are understood to be distinct) and “social drama” (in which
the performer is also the social actor, performing their own role in a social situation)
(Schechner 295-316) maps onto the peculiar phenomenological condition of the
salon LARP participant with particular precision. The participant is simultaneously
performing a character (theatre) and navigating a real social situation with real social
stakes — the assessment and judgement of other players — (social drama). This dual
occupation of theatrical and social registers is not a confusion or a failure of the
performance frame but the genre’s defining condition and primary source of
dramatic intensity. Victor Turner’s related concept of “liminoid” space — cultural
performance spaces distinguished from the “liminal” spaces of ritual by their
optionality and their critical rather than integrative social function — provides
further conceptual purchase (Turner 52-55). The salon is paradigmatically liminoid
in both its historical reality and its LARP reproduction: it is a space in which the
normal social order is simultaneously reproduced and subjected to critical
examination, a space where what cannot be said directly can be performed,
insinuated, and ultimately brought into the light.

Erving Goffman’s dramaturgical sociology, most fully articulated in The
Presentation of Self in Everyday Life, offers a second and complementary theoretical
resource. Goffman’s central claim is that all social interaction has the structure of
theatrical performance: “life itself is a dramatically enacted thing” (Goffman xi), and
social actors are always engaged in the management of impressions, the maintenance
of “fronts,” and the careful orchestration of what Goffman calls “front stage” and
“back stage” behaviour. Front stage behaviour is that which is performed for an
audience, governed by the social norms and expectations of the interaction; back
stage behaviour is that which occurs in the spaces where the performance can be
relaxed, where the social front need not be maintained, where the gap between
performance and “real” identity can be acknowledged. Salon LARP literalises this
metaphor in a formally precise way: the physical salon space is, by design, entirely
front stage; the player possesses an explicitly constructed character sheet that
constitutes their social front while their actual player knowledge, strategic
orientation, and affect constitute a back stage that must be concealed from other
characters while remaining available to the player’s own performance choices.

Goffman’s concept of “face” — the socially validated self-image that each
participant in a social interaction maintains and seeks to protect — is particularly
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important for understanding the specific stakes of salon LARP social performance.
Face, in Goffman’s account, “is an image of self delineated in terms of approved
social attributes” (Interaction Ritual 5), and social interaction is continuously
organised around its maintenance and the management of threats to it. The drama of
the Comedy of Manners is, in a fundamental sense, a drama of face-work: the
constant negotiation and contest of social self-images, the threat and execution of
face-attacks, the desperate repair work that characters undertake when their social
self-image has been damaged. Salon LARP reproduces this structure with unusual
fidelity, because the social face under threat in a salon LARP session has both a
character dimension (the character’s status within the game world) and a player
dimension (the player’s reputation as a competent and interesting LARP participant
within the player community). This doubling of the stakes of face-work is, as will be
argued in Section X, one of the genre’s most significant and dramatically productive
features.

Goffman’s concept of “frames” — the interpretive schemata that define what is
happening in a given social situation and thus what kinds of behaviour are
appropriate within it (Frame Analysis 21) — provides the third essential element of
his theoretical contribution to this analysis. Salon LARP is, in Goffman’s terms, a
highly elaborated frame transformation: it takes the “primary framework” of
ordinary social interaction and subjects it to a systematic re-keying, transforming its
social stakes, its permissible content, and its temporal and spatial parameters. Within
the LARP frame, behaviours that would be socially impermissible in ordinary
interaction — ruthless social aggression, the exposure of private information, the
public performance of forbidden desire — are not merely permitted but are the
genre’s primary dramatic material. The LARP frame does not, however, entirely
dissolve the primary framework of ordinary social interaction; rather, the two frames
remain simultaneously operative, producing the distinctive and complex social
experience of bleed that will be examined in Section X.

Norbert Elias’s historical sociology of manners, most fully developed in The
Civilising Process, offers a third theoretical perspective that is essential to
understanding why the Comedy of Manners emerged when and where it did, and
why salon LARP’s reproduction of its social world carries the affective and dramatic
charge that it does. Elias’s central argument is that the development of elaborate
court manners from the late medieval period onward represents a historical process
of progressive internalisation of social constraints: “more and more, the constraints
exercised by people on people, through physical violence or its threat, are converted
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into internal constraints” (Elias 443). What was once enforced through direct
physical coercion comes to be enforced through the internalised shame and
embarrassment that result from violations of the increasingly elaborate codes of
polite conduct. This historical process has a paradoxical consequence: as social
constraints become more thoroughly internalised and their enforcement becomes
more subtle, the gap between the performance of constraint and its actual
internalisation — between the social face and the social reality — becomes both
wider and more consequential. Social aggression does not disappear; it is displaced
into ever more refined and deniable forms.

The Comedy of Manners as a theatrical genre emerged precisely at the historical
moment when this civilising process had reached a critical peak of internal tension
— when the gap between performed civility and actual social aggression had
become sufficiently wide, and sufficiently consequential, to become the primary
subject of theatrical comedy. Salon LARP recreates this precise historical moment of
social tension as its fundamental aesthetic and ludic condition: players are invited to
inhabit a world in which every social interaction is simultaneously sincere and
strategic, in which impeccable manners are not evidence of benign intentions but
often their most effective concealment. The pleasure and the discomfort of this
invitation — which are, as this essay will argue, inseparable from one another —
constitute the genre’s characteristic affective register.

Johan Huizinga’s philosophy of play, developed in Homo Ludens, provides the
fourth element of the theoretical framework. Huizinga’s central concept is the
“magic circle”: the bounded space of play, “set apart from ordinary life” (Huizinga
10), within which special rules apply and within which the actions taken have a
different ontological status from those taken outside the circle. The salon — both the
historical institution and its LARP reproduction — functions as a magic circle within
the social world in a distinctive and theoretically interesting way: it is a bounded
social space governed by special rules (the rules of polite conduct, precedence, and
social form) that are simultaneously more strict and more permissive than those
governing ordinary social life. More strict, in that the formal requirements of salon
conduct — the etiquette of address, the protocols of conversation, the management
of social display — are far more elaborate and exacting than those of everyday
social interaction. More permissive, in that within this space of heightened
formalism, certain things that are forbidden in ordinary social life — the allusive
discussion of desire, the competitive display of social superiority, the coded
expression of social hostility — become not merely tolerated but expected. The
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salon manages this paradox by ensuring that transgression itself follows rules: the
devastating bon mot is distinguished from mere rudeness by its formal perfection;
the great gossip is distinguished from the mere scandalmonger by the art with which
they select, shape, and deploy their material.

Salon LARP encodes this paradox structurally in its mechanics, as will be argued at
length in Section IV: its rules simultaneously enforce etiquette and create the social
pressure that makes the desire to violate it — and the pleasure of doing so
successfully — the primary engine of dramatic play. The theoretical framework
assembled from these four perspectives — Schechner’s restored behaviour and the
doubled social drama of LARP performance, Goffman’s dramaturgical sociology
and the concept of face, Elias’s civilising process and the internalisation of social
violence, Huizinga’s magic circle and the paradox of rule-governed transgression —
provides the analytical vocabulary through which the remainder of this essay’s
argument will proceed.

II1. Historical Genealogy: The Comedy of Manners as a
Theatrical Form and its Structural Logic

The Comedy of Manners is not a genre that can be adequately defined through the
aggregation of its surface features — period setting, witty dialogue, complicated
plots involving inheritance or marriage — without attending to the deeper structural
logic that generates these features and makes them dramatically functional rather
than merely ornamental. That structural logic, which this section will examine
through a close analysis of the genre’s origins, its key texts, and its formal
development, is the foundation upon which salon LARP’s dramaturgy is built,
whether by design or by the force of generic inheritance.

The genre emerged in the English theatre of the Restoration period — the decades
following the return of Charles II to the throne in 1660 — in a socio-cultural context
that was shaped decisively by the Elisian dynamics described in the previous section.
The restoration of the court and of a courtly social culture, after the Interregnum’s
suppression of theatre and its relative hostility to aristocratic social display, created
the conditions for a theatrical form acutely attentive to the social rituals, competitive
pleasures, and structural hypocrisies of court and upper-class social life. As Kenneth
Muir notes in his survey of the genre, the Comedy of Manners “arose at a time when
the social rituals of a small, closely defined class had become so elaborate, so self-
conscious, and so saturated with competitive significance that they could function as
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the primary material of comic drama” (Muir 12). The genre’s primary formal
features emerged in direct response to this social context: the confinement of the
action to a small, hierarchically structured social world; the primacy of dialogue —
specifically, witty dialogue — over physical action as the medium through which
drama is generated; the systematic exploration of the gap between social
performance and social reality; and what might be called the “double bind of
manners,” the condition in which all characters are simultaneously constrained by
the rules of polite conduct and empowered by their mastery of those rules to use
them as weapons against others.

The genre’s most significant precursor in the French theatre is Moliere, whose social
comedies provide a crucial structural template that the English Restoration
playwrights both absorbed and transformed. Le Misanthrope (1666) is the most
theoretically rich of these: Alceste’s refusal to perform the social fictions of Parisian
salon culture — his insistence on expressing his actual opinions rather than the
diplomatically managed versions that social convention requires — is presented not
as heroism but as a form of social pathology, a failure to understand that the fictions
of polite society are not merely hypocritical disguises but the very medium through
which social life is conducted. The play’s formal brilliance lies in its refusal to
endorse either Alceste’s social realism or the social fiction-making of the salon
world he inhabits; both positions are exposed as forms of performance, both serving
interests that their performers prefer not to acknowledge. Tartuffe (1664) operates on
a related structural principle, but from the perspective of the strategic performance of
virtue rather than the principled refusal of social performance: Tartuffe’s religious
performances are the genre’s paradigmatic case of social hypocrisy deployed as a
mechanism of social aggression, and the play’s dramatic engine is precisely the
question of why other characters fail to see through his performances — a question
that the play answers by revealing the degree to which all participants in the social
world have an investment in performing and maintaining useful fictions.

In the English tradition, the genre’s formal architecture is most completely realised
in the work of William Congreve, whose The Way of the World (1700) David Hirst
has called “the most complete example of the genre’s formal possibilities” (Hirst
44). Congreve’s play establishes several structural features that will be central to this
essay’s analysis of salon LARP. The Proviso Scene of Act IV, in which Millamant
and Mirabell negotiate the terms of their intended marriage through a formal
exchange of conditions expressed in the language of wit rather than sentiment, is the
genre’s paradigmatic staging of desire within the etiquette frame: desire is not
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expressed directly but is conducted through the formal medium of social negotiation,
its emotional content both revealed and concealed by the verbal performance that
carries it. Millamant’s famous conditions — “I may dine in my dressing-room when
I please... I won’t be called names after I’'m married” (Congreve 74) — are
simultaneously statements of genuine desire (for social freedom, for the preservation
of individual identity within marriage) and performances of social superiority
(demonstrating her ability to set terms rather than merely receive them), and the
scene’s dramatic power derives from the impossibility of fully separating these
registers. The character of Mrs. Marwood provides the genre’s paradigmatic figure
of the strategic social operator: her performance of solicitude toward Lady Wishfort
and her public friendship with Millamant are sustained exercises in weaponised
courtesy, each gesture of apparent concern precisely calibrated to produce maximum
social damage.

Richard Brinsley Sheridan’s The School for Scandal (1777) advances the genre’s
formal development by making its central institution — the salon as a site of social
competition — explicitly self-conscious and self-theorising. The play’s opening
scenes introduce what Sheridan calls a “scandalous college™: a social institution with
its own recognised hierarchy (Lady Sneerwell as its director and primary
practitioner), its own professional staff (Snake as operative and intelligence-
gatherer), its own formal procedures, and its own products — reputational attacks of
sufficient refinement and precision to constitute a form of social weaponry. The
play’s central dramatic mechanism is the rivalry between Joseph Surface, who
performs virtue impeccably while pursuing entirely selfish ends, and Charles
Surface, whose apparent dissolute behaviour conceals a fundamentally generous
character. As Robert Markley has argued, the play is “a systematic investigation of
the relationship between social performance and social reality in a world where
reputation is not merely a distortion of truth but constitutes the social world’s
operative reality” (Markley 203). The screen scene — in which Lady Teazle’s
concealment behind a screen is revealed to Sir Peter Teazle, making simultaneously
visible the gap between his public social understanding and the private social reality
— is the genre’s definitional “revelation moment”: the instant at which the
accumulated pressure of concealed realities forces its way through the surface of
social performance into the light of public acknowledgement.

Oscar Wilde’s late Victorian comedies represent both the genre’s philosophical
culmination and its most self-consciously theatrical expression. The Importance of
Being Earnest (1895) is the Comedy of Manners’ most sustained meditation on the
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performativity of social identity: the play’s central joke — that identity is a
performance with no original behind it, that “being earnest” is a performed condition
rather than a natural one, that the name Ernest/Earnest is a social construction whose
content is determined entirely by the social contexts in which it is deployed — is
simultaneously the genre’s most radical and most characteristic insight. Lady
Bracknell’s famous interview of Jack Worthing in Act I functions as a compressed
demonstration of etiquette as absolute social power: every question she asks is
formally impeccable, each one a precision instrument of social violence, and the
scene’s comedy derives from the disproportion between the glacial perfection of her
social form and the devastating effect it produces. Gwendolen and Cecily’s battle of
social precedence in Act II, conducted with exquisite politeness that barely conceals
mutual antagonism, is the genre’s purest theatrical distillation of status anxiety: the
verbal duel about the precise forms of address, about who shall pour the tea and
under what social conditions, is simultaneously a comedy of manners and a
miniature anatomy of the social violence that manners are designed both to conceal
and to enable.

From this survey of the genre’s key texts, a structural model can be extracted that
will serve as the analytical template for the essay’s subsequent discussion of salon
LARP. The Comedy of Manners operates through four structurally related elements.
First, the constraint system: a rigid social hierarchy and an elaborate code of polite
conduct that all participants nominally accept and are publicly committed to
maintaining, regardless of their private orientation toward it. Second, the
transgression engine: the mechanisms through which characters pursue socially
forbidden desires — erotic, financial, or status-related — within the apparent
constraints of the code, using the code’s own forms as the medium of transgression
rather than departing from it. Third, the legibility problem: the drama is generated by
the gap between what characters perform (social acceptability) and what they
actually desire or intend (social transgression), and by the question of which
characters can read this gap in others and which remain deceived. Fourth, the
resolution mechanism: typically an exposure event of some kind — the screen falls,
the letter is read, the true parentage is disclosed — that makes the legibility problem
temporarily explicit, forcing a public acknowledgement of the gap between
performance and reality and enabling a renegotiation of social relations before the
system restabilises around its new configuration. Salon LARP, as the following
sections will argue, inherits all four elements of this structural logic and adapts them
to a participatory, non-scripted, player-driven format in which the social drama is
not observed from the theatrical audience’s position but inhabited from within.
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IV. Etiquette as Performance Engine: The Rule That Plays
Both Sides

Of the three performance engines through which salon LARP generates its
characteristic dramatic material, etiquette is both the most fundamental and the most
theoretically complex. It is the most fundamental because it is the foundation upon
which the others are built: wit and gossip are both, in different ways, specific uses of
the social medium that etiquette constitutes and regulates. It is the most theoretically
complex because it operates simultaneously as the genre’s constraining structure and
as its primary dramatic material — it is both the board on which the game is played
and one of the game’s most powerful pieces. Understanding this dual function
requires attending both to the formal properties of etiquette as a social institution and
to the specific ways in which salon LARP design encodes those properties as
gameplay mechanics.

The central conceptual claim that this section develops is that etiquette in the
Comedy of Manners and in salon LARP functions as what might be called a dual-
use technology: a social instrument that is simultaneously a regulatory code
(defining what is permissible and what is forbidden in social interaction) and a
medium of aggression (enabling the expression of social hostility, competitive
desire, and hierarchical assertion in forms that remain technically within the bounds
of the code). This dual-use quality distinguishes etiquette as a dramatic instrument
from most other available means of social competition: unlike overt social
aggression or explicit expression of hostility, the use of etiquette as a weapon is
structurally deniable. The person who deploys perfect courtesy as an instrument of
social destruction cannot be accused of rudeness; indeed, they can claim that their
impeccable social form is evidence of goodwill and social generosity. This
deniability is not merely a convenient tactical advantage; it is constitutive of the
dramatic form that weaponised courtesy takes. Lady Bracknell does not merely
succeed in destroying Jack Worthing’s social position in her famous interview; she
does so in a way that makes it impossible for him to register an objection, because
objecting would require him to claim that her courtesy was aggressive, which would
itself constitute a social transgression more severe than anything she has committed.

This operation — the deployment of social form as social aggression, with structural
deniability built into the formal perfection of the weapon — might be called “civil
aggression”: a concept that will be developed further in Section VII. For now, what
matters is noting that civil aggression is the governing logic of the Comedy of
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Manners’ social world, not an occasional tactic deployed by its villains but the basic
mode of social interaction among all of its significant characters. Mirabell’s
courtship of Millamant is conducted through civil aggression; so is Millamant’s
reception of that courtship; so is Mrs. Marwood’s campaign against both of them.
The play’s heroes and its villains are distinguished not by whether they use civil
aggression but by the degree of self-awareness with which they deploy it, the
generosity or malice of their ultimate ends, and the skill with which they manage the
gap between their social performance and their actual intentions.

Salon LARP design encodes etiquette as a formal gameplay mechanic through a
variety of specific strategies, several of which repay close analysis. The use of
mandatory forms of address — titles, honorifics, and the precise social grammar of
greeting — is perhaps the most fundamental of these. In a well-designed salon
LARP set in a Regency or Victorian context, the forms of address available to any
given character are not merely matters of period flavour but carry genuine social
information: they encode the precise relative social standing of the two parties, the
history of their relationship, and the social context of the present encounter. The
decision to address someone as “Mr. Worthing” rather than “Jack,” or as “Lady
Bracknell” rather than “Augusta,” is not merely a character-building choice but a
social act with consequences: it performs deference, or intimacy, or social distance,
or social pretension, for an audience of other characters who are trained by the
game’s social world to read these distinctions. When a character whose social
standing has been damaged chooses to address a social superior with a slightly
warmer form than their actual relationship warrants, or when a character uses the full
formal title of an opponent in a social situation where informality would normally be
expected, these are not accidental lapses but precise social instruments — forms of
civil aggression conducted in the register of social form.

Precedence rules — the protocols governing who greets whom first, who may speak
first in a given social grouping, who may remain seated when others stand, who is
accorded the first choice of partner at a dance or the first serving at table —
constitute a second category of etiquette mechanics with significant dramatic
potential. In most salon LARP designs, precedence is encoded either explicitly
(through character briefings that specify a character’s social rank and the attendant
precedence rights) or implicitly (through the social conventions of the period setting
that players are expected to honour in play). Either way, precedence rules do double
duty: they are simultaneously world-building mechanisms (establishing the social
topology of the fictional world) and sources of dramatic pressure (creating situations
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in which the assertion or denial of precedence becomes a live social issue). The
character who takes a seat before a social superior, or the character whose right to
precedence is publicly questioned by a rival, is placed in a social situation that the
etiquette system both generates and structures: there is a socially correct response
and a socially transgressive response, and the choice between them has
consequences that other characters are equipped to read and evaluate.

The concept of forbidden topics and forbidden spaces — negative rules that define
the social world by specifying what cannot be acknowledged within it — constitutes
a third category of etiquette mechanics with particular dramatic importance. In the
social world of the Regency salon, certain topics are formally off the table: money,
in any but the most oblique terms; the less reputable branches of one’s family; the
sources of one’s income; the precise nature of relationships that are publicly
acknowledged in more formal terms. These prohibitions are not merely period
flavour; they are the conditions of possibility for the distinctive dramatic form that
the Comedy of Manners takes. The thing that cannot be named directly generates
tremendous social pressure: it is always present, always influencing the conduct of
every scene, always available to be alluded to without being named, and always
threatening to break through the surface of social performance into explicit
acknowledgment. When a character in a salon LARP alludes, with perfect social
form, to another character’s financially embarrassed family circumstances, or when
they ask with solicitous concern about the health of a relative whose disgrace is an
open secret, they are deploying the forbidden topic as a weapon — exploiting the
social prohibition on direct speech to create an attack that cannot be responded to
directly without the respondent appearing to acknowledge the thing that has been
alluded to but not named.

Norbert Elias’s account of the civilising process suggests a further dimension of
etiquette as a LARP mechanic that goes beyond its tactical deployment as a social
weapon. For Elias, the elaborate manners systems of European court culture were
not merely conventions for managing social interaction but were forms of social
memory: they encoded the historical experience of a class, its accumulated
knowledge of the social conditions under which it had developed and the power
relations that structured its world. When salon LARP participants inhabit and
perform a historical etiquette system, they are not merely adopting a set of surface
conventions for the purposes of period flavour; they are engaging with a social logic
whose internal structure reflects the priorities and anxieties of the historical moment
it comes from. A participant who spends several hours maintaining the precise social
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posture of a Regency lady — managing their character’s front-stage performance
with constant reference to the period’s specific norms about what women of her
class may say, to whom, in what contexts, and with what degree of expressive
latitude — is acquiring an embodied understanding of the social constraints that
historical moment imposed on women of that class that no amount of reading could
provide. The etiquette system is, in this sense, a form of historical consciousness
made somatic: it makes history available not merely as knowledge but as felt social
pressure.

This somatic dimension of etiquette as a LARP mechanic raises an important
question about the politics of salon LARP’s relationship to the historical social
worlds it stages. The same etiquette system that provides such rich dramatic material
is also the formal expression of social hierarchies that were genuinely violent in their
effects on the people who lived under them. The rules of Regency etiquette that
create such productive dramatic tension in a salon LARP were, in historical reality,
mechanisms of exclusion, subordination, and social control. Performing them —
even critically, even in a frame explicitly designed to subject them to theatrical
examination — involves a degree of inhabitation that carries its own political
complications. This point will be pursued at greater length in Section XI; for now,
what matters is registering that the dramatic richness of etiquette as a performance
engine is inseparable from its historical function as a technology of social power,
and that this inseparability is not a feature that can be designed away but must be
acknowledged and engaged with.

One of the most significant ways in which etiquette functions as a performance
engine specific to the LARP context — rather than merely reproducing its function
in the theatrical Comedy of Manners — is through the phenomenon of productive
breakdown. In the Comedy of Manners, the moment when a character’s etiquette
performance fractures and their true feeling shows through is typically a highly
controlled theatrical event: it is scripted, timed, and calibrated for maximum
dramatic effect within a structure that the audience witnesses from the outside. In
salon LARP, the equivalent moment — when the player can no longer fully sustain
their character’s social composure and genuine emotion breaks through the
performance — is neither scripted nor externally controlled, and it carries a different
kind of dramatic charge precisely because of its uncontrolled quality. The etiquette
system functions in salon LARP as what LARP theorists call a “bleed regulator”: a
structural mechanism that shapes when and how intense emotional content becomes
expressible within the play frame, managing the pressure of feeling by providing a
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formal system that must be honoured before feeling can be expressed. When a
character’s composure breaks, the violation of etiquette form that the breakdown
produces is not merely dramatically interesting but socially significant within the
game world, potentially triggering precisely the kind of public social moment — the
witnessed lapse, the inadvertent disclosure — that the etiquette system is designed to
prevent and that the dramaturgy of the Comedy of Manners relies upon to generate
its revelation moments.

V. Wit as Social Weapon: Repartee, the Bon Mot, and the
Politics of Verbal Grace

If etiquette provides the formal structure within which salon LARP’s social drama is
conducted, wit provides its most visible and most aesthetically charged instrument of
social competition. To describe wit as a social weapon is not to reduce it to mere
aggression — the best wit in the Comedy of Manners, and the best improvised wit in
a salon LARP session, is genuinely pleasurable to both its practitioners and its
targets, simultaneously an instrument of social assault and an aesthetic performance
that its audience, including its targets, may be compelled to appreciate — but it is to
insist that the social function of wit is never purely aesthetic and never politically
innocent. Understanding wit as a social instrument requires distinguishing it
carefully from mere cleverness or verbal dexterity, attending to its formal properties
as they are deployed in the theatrical Comedy of Manners, and examining the
specific design strategies through which salon LARP creates conditions for the
emergence of genuine wit as gameplay.

Wit in the Comedy of Manners is not simply a matter of saying clever things. It is a
social technology whose precise formal properties — its compression, its deniability,
its reliance on the evaluating audience, its combination of technical virtuosity with
apparent ease — are inseparable from its social function. The epigram, the repartee,
the bon mot, the carefully calibrated understatement, the innuendo whose surface
acceptability just barely conceals its transgressive import: each of these forms of wit
does specific social work that cruder forms of verbal aggression cannot do. The
epigram asserts social superiority through the demonstration of a capacity for
compression and precision that its target may lack; the repartee demonstrates not
only verbal dexterity but social nerve, the ability to respond instantly and accurately
to a social provocation without appearing flustered; the bon mot creates a social
moment — a beat of shared appreciation — that temporarily reorganises the social
relationships among all who witness it, drawing those who appreciate it into alliance
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with its author and leaving those who do not appreciate it, or do not appreciate it
quickly enough, socially exposed.

In Oscar Wilde’s comedies, wit achieves its most formally self-conscious theatrical
expression. Wilde’s epigrams are not merely verbal decorations attached to social
comedy; they are the primary medium through which the plays’ social analysis is
conducted. When Lady Bracknell observes that “to lose one parent, Mr. Worthing,
may be regarded as a misfortune; to lose both looks like carelessness” (Wilde,
Earnest 262), the remark is simultaneously a demonstration of class power (reducing
a biographical fact of genuine personal significance to a social faux pas), a display of
verbal virtuosity (the shift from “misfortune” to “carelessness” performs a
conceptual operation of such compressed efficiency that its target has no linguistic
resource available to respond to it), and a piece of social analysis (revealing the
degree to which the social world Lady Bracknell represents evaluates people not by
their actual qualities but by their social surface). The remark’s comedy derives from
the perfect adequacy of its verbal form to its social function, and from the impotence
of its target in the face of a social weapon whose perfection makes it unanswerable.

Sheridan deploys wit differently, with a greater interest in the social dynamics of
wit’s production and reception. The “scandalous college” scenes in The School for
Scandal function as a kind of meta-theatrical meditation on wit as a social
institution: the gathering of Lady Sneerwell’s circle is explicitly a performance
occasion, a competitive arena in which the participants vie to produce the most
perfectly calibrated piece of social malice, and the social rewards of the occasion go
to those who can demonstrate the highest degree of verbal artistry in the service of
reputational destruction. What Sheridan reveals in these scenes — and what is
directly relevant to the analysis of salon LARP — is that wit of this kind is
essentially relational and requires an audience to function: the perfectly turned insult
that goes unwitnessed, or that is witnessed by an audience incapable of appreciating
its technical precision, fails as a social weapon regardless of its formal qualities. The
social work of wit is done not by the remark itself but by the audience’s adjudication
of it, and this makes the quality and composition of the audience a matter of strategic
importance.

In salon LARP, this relational quality of wit takes on a doubled dimension that
distinguishes it from theatrical wit in an important way: the audience that adjudicates
the quality of a player’s wit in a salon LARP session is simultaneously the in-
character audience of witnesses (the other characters at the salon gathering) and the
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out-of-character audience of fellow players (who appreciate or fail to appreciate the
verbal performance from their dual positions as players and as characters). The
successful deployment of genuine wit in a salon LARP session achieves effects at
both levels simultaneously: it advances the character’s social position within the
game world and it establishes the player’s reputation as a skilled and entertaining
participant within the player community. This doubling of the social stakes of wit
creates a particularly intense form of performative pressure, analogous to but more
immediately felt than the pressure under which Wilde’s characters perform their
verbal virtuosity for the theatrical audience.

Salon LARP design creates conditions for the emergence of genuine player-
generated wit through a range of specific strategies. Character design that provides
players with rich social situations, clear social motivations, and established
relationships with other characters creates the conditions under which wit can
emerge spontaneously: a player who knows that their character has a complicated
history with the character across the room, who has a clear sense of what they want
from the interaction, and who has been placed in a social context that simultaneously
demands social grace and creates enormous pressure for its violation, is well-
positioned to generate the kind of compressed, socially functional verbal
performance that salon LARP’s most memorable moments consist of. The design of
social occasions that create competitive performance contexts — the salon circle, the
dinner party at which precedence of speech is implicitly at issue, the musical
evening at which the social standing of the performers is on display — provides a
structural container for the emergence of social wit without scripting its content.

A critical problem must be acknowledged here, however, which goes beyond mere
practical limitation to raise substantive questions about the politics of wit as a game
mechanic. Wit is structurally favourable to certain kinds of players: those with high
levels of verbal fluency, social confidence, and experience in the specific forms of
period-appropriate social performance. In this sense, the wit mechanic in salon
LARP tends to reproduce — and reward — forms of cultural capital that are not
evenly distributed across the player community. The player who is, in ordinary
social life, highly verbally skilled, comfortable with social performance, and
confident in competitive conversational contexts will consistently outperform the
player who possesses these qualities to a lesser degree, regardless of the qualities of
their respective characters. This means that the social hierarchy generated within a
salon LARP session through the wit mechanic may reflect and reinforce an out-of-
game social hierarchy among players that has no necessary relationship to the in-
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game social world the game is attempting to create. This is not a trivial concern; it
means that the most socially powerful character in a given session may be the one
whose player already possesses the most relevant forms of cultural capital rather
than the one whose character’s social position or strategic position would in
principle justify that power.

The gendering of wit in the Comedy of Manners adds a further dimension of
complexity to its function as a salon LARP mechanic. In the theatrical genre, the
brilliant woman — Millamant, Gwendolen Fairfax, Lady Windermere — must
perform her wit differently from the brilliant man: she must appear to be simply
talking, naturally and without effort, while actually performing at the maximum
intensity of which she is capable. Her wit must look effortless in a way that his need
not, because the display of effort is itself available to the man as a form of social
performance (demonstrating that he is willing to exert himself for the social
occasion) but not to the woman (for whom the appearance of effort suggests social
anxiety, which is a social liability). In Elin Diamond’s terms, the brilliant woman in
the Comedy of Manners is simultaneously performing femininity and exceeding it:
her social grace is impeccably within the social code while her verbal precision and
social intelligence consistently operate at a level that the code formally assigns to
male social performance (Diamond 47). Salon LARP reproduces this gendered
asymmetry when players choose characters whose social world assigns different
privileges and different expected registers of wit to different gender positions, and
the negotiation of this asymmetry in live play — particularly when players choose
cross-gender characters, or when the game’s social world creates conditions in
which a female character’s wit exceeds what her social position formally authorises
— is one of the genre’s most formally interesting and politically charged dramatic
possibilities.

VI. Gossip as Dramatic Infrastructure: The Information
Economy of the Social World

If etiquette is the structure within which salon LARP’s social drama is conducted,
and wit is its most visible instrument of social competition, gossip is its information
economy: the mechanism through which the knowledge that constitutes social power
is produced, circulated, evaluated, and deployed. Understanding gossip in this
context requires moving beyond its common sense designation as mere idle talk or
malicious tittle-tattle to attend to its structural function as a social institution — a
function that has been analysed from several different disciplinary perspectives,
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none of which alone is sufficient but which together illuminate the multiple social
roles that gossip plays in both the Comedy of Manners and salon LARP.

Patricia Spacks’s literary-cultural study of gossip distinguishes between several
different social functions that gossip serves, the most important of which for the
present analysis are its function as an information economy and its function as a
mechanism of social regulation. As an information economy, gossip is the system
through which status-relevant knowledge about individuals and social groups is
produced, valued, and circulated: who is in financial difficulty, whose marriage is
unhappy, whose social position is more precarious than it appears, whose virtuous
reputation conceals less virtuous conduct. This information has genuine social value
— it is useful for making social decisions about whom to ally with, whom to avoid,
who can be trusted and who cannot — and the person who possesses it and has the
social skill to deploy it effectively commands a form of social power that Spacks
calls “reputational currency” (Spacks 33). As a mechanism of social regulation,
gossip is the system through which the threat of reputational damage disciplines
social conduct: people moderate their behaviour not only in response to direct social
pressure or formal sanction but in response to the anticipated judgement of the
gossiping community, whose capacity to damage their social standing through the
circulation of negative information constitutes a continuous, pervasive form of social
control.

Robin Dunbar’s evolutionary account of gossip provides a complementary
perspective from a different disciplinary tradition. Dunbar’s argument, most fully
developed in Grooming, Gossip and the Evolution of Language, is that human
language evolved primarily as a mechanism for the management of social
relationships within the large, complex social groups that characterise human
societies — as a form of “social grooming” that allows individuals to maintain the
kinds of distributed social relationships that physical grooming permits in primate
social groups of smaller size (Dunbar 78). In this account, gossip is not a deviation
from the proper social uses of language but its primary function: the exchange of
social information about individuals and their relationships is the central activity for
which human communication is adapted. This evolutionary perspective is useful not
because it normalises gossip in a simple way — the fact that something is
evolutionarily adaptive does not make it ethically uncomplicated — but because it
clarifies why gossip exercises such enormous social power: it is not a marginal or
epiphenomenal social activity but is the primary mechanism through which social
relationships are built, maintained, and negotiated in large human social groups.
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In the Comedy of Manners, the social function of gossip as an information economy
is most explicitly and systematically analysed in The School for Scandal. Sheridan’s
play presents gossip not as an incidental social activity but as a formalised social
institution with its own internal structure, its own procedures for producing and
evaluating social information, and its own economy of social rewards and
punishments. Lady Sneerwell, the play’s organising figure of social malice, is
described in the play’s opening scene as a woman who has been “deprived by early
suffering of the pleasure of natural wit” and has therefore cultivated the art of
defaming others as a substitute social pleasure that she has refined to a form of high
art (Sheridan 5). The “scandalous college” she presides over is not merely a
gathering of malicious individuals but a collective institution for the production of
reputational damage at an industrial scale: it has a division of labour (Snake gathers
information; Lady Sneerwell shapes it; others circulate it), quality standards (a
rumour must be plausible, amusing, and socially damaging to pass muster), and a
clear purpose (the advancement of Lady Sneerwell’s social position through the
destruction of others”).

The play’s central dramatic irony — that Joseph Surface’s impeccably virtuous
social performance conceals a character of thorough selfishness while Charles
Surface’s apparently dissolute behaviour conceals genuine generosity — is also, at a
structural level, an irony about the limits of gossip as an information economy. The
gossiping community, for all its elaborate machinery of intelligence-gathering and
reputational assessment, consistently misreads the two brothers because its methods
of social evaluation are designed to assess social performance rather than social
reality: they measure what people appear to be rather than what they are, and this
limitation is not a contingent failure of the particular gossiping community Sheridan
depicts but a structural feature of gossip as a social institution. Gossip produces and
circulates information about social performances; it cannot, by its nature, penetrate
behind them to the motivations and realities that the performances conceal. The
social world in which gossip is the primary information economy is therefore a
world in which the strategic management of social performance — the art of
appearing to be what one is not — constitutes the primary form of social power.

The structural relevance of this analysis to salon LARP should be immediately
apparent. Salon LARP reproduces the gossip economy of the Comedy of Manners
with unusual formal precision through several specific design strategies. The most
fundamental of these is the use of asymmetric information in character design: each
character’s briefing document contains information about other characters — their
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true motivations, their concealed circumstances, their private relationships — that
those other characters do not know is known. This creates an information landscape
in which every participant is simultaneously a holder of social information about
others and a subject of social information held by others, and in which the
management of this asymmetric information — deciding what to disclose, to whom,
in what form, and with what strategic intent — is a primary gameplay activity. The
character who reveals what they know about another character, to a third character
who has reason to find it damaging, is not merely advancing their own social agenda
but is enacting the fundamental social logic of the gossiping institution: they are
using information as reputational currency, trading it for social advantage at the cost
of another’s standing.

Rumour mechanics — systems in which the spreading and tracking of rumours
about characters has formal consequences within the game world — represent a
second significant design strategy. In salon LARPs that employ such mechanics
explicitly, the circulation of a damaging piece of social information follows a
traceable path through the social world of the game, with each successive act of
transmission potentially altering its content, its social meaning, or its perceived
credibility. A rumour that begins as a private whisper may end as a matter of public
record; information that began as a carefully qualified insinuation may be
transformed in transmission into a bald social accusation. The game mechanic
models the actual social dynamics of gossip circulation with considerable fidelity: it
captures the way in which information is not merely transmitted through social
networks but is transformed by them, as each successive bearer of a piece of social
knowledge shapes it to serve their own social purposes in the act of passing it on.

The confidence mechanic — the formal or informal system through which characters
build relationships through the exchange of secrets — constitutes a third important
gossip-related design element. In many salon LARP designs, social bonding between
characters is formalised or incentivised through the sharing of private information: to
confide a secret to another character is to create a form of social intimacy, to
establish a relationship of trust that has ongoing social significance. But the
confidence mechanic also creates a structural tension that is central to the social
drama of the Comedy of Manners: the person to whom you have confided a secret is
now simultaneously your intimate (with whom you have a bond of mutual trust) and
your potential enemy (who holds information about you that could damage your
social standing if it were disclosed). This tension — the intimate as potential
betrayer — is the emotional core of a great deal of the social drama in the theatrical
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genre (it is, for example, the primary dynamic of the relationship between Lady
Windermere and Mrs. Erlynne in Wilde’s Lady Windermere’s Fan), and salon
LARP’s confidence mechanic makes it available as a primary gameplay and roleplay
resource.

The spatial design of salon LARP events creates opportunities for a fourth gossip-
related mechanic that has particular formal significance: the overheard conversation.
The Comedy of Manners deploys the overheard conversation as a central dramatic
device with great regularity — characters hide behind screens, position themselves
in adjoining rooms, or exploit the conventions of social gathering to acquire
information that they are not intended to have. In salon LARP, the physical
organisation of the play space — the arrangement of furniture and social groupings,
the existence of semi-private spaces adjacent to the main salon area, the social
convention that certain conversations are conducted with a degree of discretion that
makes them technically private even in a semi-public space — creates analogous
conditions. The character who positions themselves strategically, who uses the
conventions of social movement to drift into earshot of a conversation they have
reason to want to hear, is deploying a form of social intelligence-gathering that is
formally identical to the equivalent activity in the theatrical genre: they are
exploiting the conventions of social space to acquire information that the gossip
economy would otherwise price beyond their means.

The ethical complexity of gossip as a LARP mechanic deserves sustained attention,
and not merely as a practical concern about player safety. The information economy
of a salon LARP session is not hermetically sealed from the social dynamics of the
player community: the skills of social inference, social manipulation, and
reputational management that players deploy in the service of their characters are the
same skills they bring to their real social lives, and the social dynamics generated in
play — who appears powerful, who appears vulnerable, who is socially skilled and
who is not — can colour relationships within the player community in ways that
outlast the game session. This problem is neither trivial nor easily resolved. LARP
safety practitioners have developed tools for managing it — calibration
conversations before play, off-game communication protocols such as the X-card
developed by John Stavropoulos, post-game debrief structures — and these tools are
essential components of responsible salon LARP design. But the fact that the gossip
economy of a salon LARP can spill into out-of-game social dynamics is not merely a
failure mode to be mitigated; it is evidence of the degree to which the salon LARP
frame does not fully separate in-game from out-of-game social performance, and this
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porosity is simultaneously the source of the genre’s greatest dramatic intensity and
its most significant ethical risk.

VII. Strategic Politeness and the Mask of Civility: Deception
as a Social Art Form

The concept of strategic politeness — the systematic deployment of perfect social
form as the medium of social aggression — requires both a more precise conceptual
anatomy and a more careful analysis of its specific forms and functions than the
preceding sections have yet provided. Strategic politeness is not merely the
occasional tactical use of courtesy as a social weapon; it is the governing mode of
social action in the social worlds depicted by the Comedy of Manners and
reproduced by salon LARP, the basic condition of social existence in spaces where
the formal requirements of polite conduct are sufficiently elaborate and sufficiently
consequential to make overt social aggression impossible while the actual social
competition they regulate is sufficiently intense to make its sublimation into civil
form a matter of social survival.

The precise distinction between strategic politeness and sincere politeness is not, as
it might initially appear, a distinction between performances and genuine social
values. Most participants in the social world of the salon — whether in Congreve’s
fictional version, in Sheridan’s more satirical treatment, or in a contemporary salon
LARP — are capable of deploying both strategic and sincere forms of politeness and
do so fluidly in the course of a single social interaction. What distinguishes the
strategic version is not that it lacks all sincere social investment but that it
systematically exploits the formal requirements of polite conduct to achieve social
ends that would be socially impermissible if pursued directly. The strategic user of
social form employs its conventions as a series of masks: each mask conceals a
specific social intention — to damage a rival’s reputation, to probe the limits of
another’s social confidence, to establish dominance without the social cost of direct
aggression — while appearing from the outside to be simply the expression of
impeccable social breeding.

The concept of “civil aggression” proposed in the previous section now requires
fuller elaboration. Civil aggression is characterised by three formal properties that
together account for its peculiar social power. First, it is formally impeccable: the
civil aggressor’s conduct is entirely within the requirements of the social code,
providing no grounds for the accusation of rudeness or impropriety that would be
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available if the aggression were conducted in cruder terms. Second, it is structurally
deniable: because the formal properties of the aggressive act are indistinguishable
from those of a sincere act of social courtesy, the target of civil aggression faces a
systematic epistemological difficulty in responding to it. To acknowledge the
aggression would require claiming bad faith on the part of the aggressor, and this
claim is unprovable in a social world where the currency of social reality is
performance rather than intention. Third, it is audience-dependent: the social force of
a civil aggression derives not from its direct effect on the target but from the reading
that the witnessing audience makes of it, and the skilled civil aggressor therefore
manages the conditions of reception — controlling who witnesses an act, who is
positioned to appreciate its precision, who is likely to evaluate its target
unfavourably in light of it — with the same care that they manage the formal
properties of the act itself.

Three characters from the Comedy of Manners tradition illustrate these properties
with particular clarity. Lady Bracknell, in The Importance of Being Earnest,
represents the apotheosis of civil aggression: every remark she makes is entirely
within the social code, formally impeccable in its management of social form, and
devastating in its social effects. Her famous interview of Jack Worthing — in which
she moves through questions of income, property, smoking habits, country house
ownership, and parentage with the brisk efficiency of a customs inspector processing
a suspicious traveller — achieves its comic-devastating effect through the formal
inversion it performs: it treats a socially significant occasion (a young man’s
application for the hand of the woman he loves) with the brisk impersonality of a
bureaucratic procedure, and it treats the bureaucratic form of social assessment with
the absolute authority of final social judgement. Jack’s parentage — the
circumstantial fact of his origin in a handbag, which he cannot help and which says
nothing about his actual character or social value — is elevated by Lady Bracknell’s
formal treatment of it into an absolute social disqualification, and the formal
perfection with which she delivers this judgement makes it impossible to argue with,
because arguing would require engaging on terms that Lady Bracknell’s social
authority has already foreclosed.

Mrs. Marwood, in The Way of the World, provides a more psychologically complex
case study in civil aggression: she is a civil aggressor driven by the particular
intensity of thwarted desire, and her campaign against Millamant is shaped by the
fact that she loves Mirabell and has been rejected in favour of Millamant. Her every
gesture of social solicitousness toward Millamant — her concern for Lady Wishfort,
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her management of the plot’s various social crises — is precisely calculated to
appear to be the expression of genuine friendship while actually serving her own
agenda of social destruction. What makes Mrs. Marwood particularly interesting as a
figure of civil aggression is that the gap between her formal social performance and
her actual emotional investment is, within the play’s dramatic structure, almost
unsustainably wide: she must maintain perfect social grace while actually
experiencing quite savage social emotions, and the moments at which her mask slips
— moments of genuine revelation in Congreve’s otherwise very cool dramatic world
— are among the play’s most theatrically charged.

Lady Sneerwell in The School for Scandal provides the third case study: the civil
aggressor as social architect, whose entire social existence is a structure of strategic
civility. Unlike Mrs. Marwood, whose civil aggression is motivated by specific
personal grievances, Lady Sneerwell’s social campaign appears to be motivated
primarily by the enjoyment of social power itself: the pleasure of the game, of
demonstrating the capacity to shape social reality through the manipulation of social
performance. Sheridan presents her as a figure of considerable social intelligence —
she understands precisely how the social world works, how reputations are made and
unmade, how the formal requirements of polite conduct can be exploited to achieve
ends entirely at odds with those requirements — and the play invites a degree of
admiration for her virtuosity even as it ultimately stages her defeat. Her civil
aggression is the most systematic of the three: it is not merely a tactic in a specific
social situation but a comprehensive and sustained project of social engineering,
conducted through the patient management of information, performance, and social
occasion over an extended period.

Salon LARP design creates conditions for the emergence of strategic politeness
through several specific mechanisms. Character briefings that provide players with
social goals — the acquisition of a specific piece of information, the advancement of
a particular alliance, the management of a social threat — without providing them
with a social script for achieving those goals, place them in the position of having to
work out for themselves how to pursue their objectives within the constraints of the
social world. When the social world enforces strong etiquette norms that make direct
pursuit of most goals socially impermissible, the player who understands the
grammar of strategic politeness — who can recognise an opportunity for civil
aggression, who knows how to deploy a piece of social information as a formally
acceptable but socially devastating bon mot, who can maintain the performance of
social warmth while pursuing an agenda entirely at odds with the surface of that
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warmth — will be a more effective operator within the game world than one who
lacks these skills.

The social consequences mechanic — the system by which other characters’ social
responses to an act of civil aggression constitute its in-game effect — is particularly
important here. In the Comedy of Manners, the social force of a civil aggression
depends on how the witnessing audience reads it; the target of Lady Bracknell’s
courtesy is socially damaged not by her words directly but by the social reading that
the audience makes of her words and of the target’s response to them. Salon LARP
design that creates formal mechanisms for registering this social reading — through
social capital mechanics, through the structured use of witness characters who
evaluate social performances, or through the informal but very real social dynamic
by which players evaluate and respond to each other’s performances as both players
and as characters — reproduces this structure and makes the management of
audience perception as important a social skill in the LARP context as it is in the
theatrical Comedy of Manners.

The affective experience produced by strategic politeness as a live-play mechanic
deserves attention as a distinctive contribution that salon LARP makes to the
theatrical form it inherits. In the theatrical Comedy of Manners, the audience
experiences civil aggression from the outside: they witness the formal perfection of
the attack, appreciate its technical precision, feel simultaneously the comedy of the
target’s social impotence and the discomfort of recognising the social violence that
the formal perfection conceals. In salon LARP, the affective experience is
fundamentally different in structure: the player is simultaneously the perpetrator of
civil aggressions (experiencing the distinctive pleasure of pulling off a perfectly
calibrated social manoeuvre), the target of civil aggressions (experiencing the
particular discomfort of recognising that you have been socially attacked in a way
that you cannot directly respond to), and the audience of civil aggressions directed at
third parties (experiencing the same complex mixture of comedy, admiration, and
discomfort that the theatrical audience experiences). This triple affective position —
perpetrator, target, and audience simultaneously — is one of salon LARP’s most
formally distinctive features and is the source of the particular emotional texture that
participants in the genre typically describe: the feeling of being simultaneously
exhilarated and uncomfortable, of enjoying a social experience whose pleasures and
whose violences are inseparable from one another.
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VIII. Theatrical Legibility: Social Hypocrisy, Desire, and
Status Anxiety Made Visible

The concept of theatrical legibility, introduced in this essay’s abstract and developed
provisionally in the preceding sections, now requires systematic elaboration.
Theatrical legibility, as the term is used here, denotes the process by which abstract,
diffuse, or psychologically interior social phenomena become visible, embodied,
emotionally available, and dramatically processable within a performance context.
The claim that salon LARP makes social hypocrisy, desire, and status anxiety
theatrically legible is a specific theoretical claim about what the genre does that
distinguishes it from other representational forms, including the theatrical Comedy
of Manners from which it inherits its dramaturgy, and this claim requires careful
argumentation.

The Comedy of Manners achieves theatrical legibility through a set of formal
dramaturgical devices that are well-established in the critical literature. The
theatrical aside — the direct address to the audience in which a character
communicates their true thoughts and intentions while maintaining their social front
in the visible presence of other characters — makes interior states visible to the
audience in a way that simultaneously maintains the fiction of the social surface and
exposes the gap between surface and depth. The discovery scene — the moment
when hidden information becomes simultaneously visible to all parties, as when the
screen falls in The School for Scandal — compresses the gap between performed
reality and actual reality into a single dramatic instant of shared revelation. The
double entendre — the remark that carries two meanings, one socially acceptable
and one transgressive, and whose comedy derives from the coexistence of these two
meanings in a single social act — makes the competition between social
performance and social desire legible in the medium of language itself, without
requiring the performance frame to be broken. These devices are powerful; they are
part of what makes the Comedy of Manners one of the most formally sophisticated
theatrical genres in the Western dramatic tradition. But they achieve theatrical
legibility from the outside, for an audience that observes the social drama without
participating in it. The audience of The School for Scandal knows about the gap
between Joseph Surface’s performance and his reality from early in the play; the
comedy and horror of the surface scenes derive from watching other characters fail
to see what the audience can see. The audience is positioned as socially superior to
the characters, possessed of a knowledge that the characters lack, and this
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epistemological superiority is the primary mechanism through which theatrical
legibility is produced.

Salon LARP achieves theatrical legibility through a different and, in the specific
ways this section will analyse, more structurally profound mechanism: it makes the
player the site of the legibility process rather than its external observer. In a salon
LARP session, each player is simultaneously the audience of the social drama (they
know their own character’s true motivations and some portion of other characters’
true circumstances) and a participant in it (they do not know what other characters
know, desire, or intend, and they must navigate the social world with the same
epistemological limitations as the characters they play). This dual position —
simultaneously inside and outside the social performance — means that the
theatrical legibility produced in salon LARP is not the detached observation of a
social gap but the simultaneous experience of that gap from both sides. The player
knows they are performing a social fiction; they suspect others are doing the same;
they cannot know for certain which fictions are sincere and which are strategic. This
condition reproduces the actual epistemological situation of participants in the social
worlds the Comedy of Manners depicts, and in doing so it makes the social
phenomena of hypocrisy, desire, and status anxiety available not as objects of
theatrical observation but as genuinely felt social experiences.

Social hypocrisy is rendered theatrically legible in salon LARP through the structure
of the character briefing, which provides each player with knowledge of the gap
between their character’s social performance and social reality that no other
character possesses. The player who knows that their character is performing
financial security while actually facing ruin, or performing social confidence while
actually terrified of social exposure, is in a position to feel the pressure of that gap
from the inside. They must maintain the performance of their character’s social front
in every interaction, managing the micro-decisions of social expression that
constitute front-stage performance while remaining aware of the back-stage reality
that the performance is designed to conceal. This is not merely an intellectual
exercise; it generates a genuinely affective experience of social hypocrisy — the
social anxiety of maintaining a performance whose collapse would be damaging, the
constant management of information disclosure, the uncomfortable intimacy with
the gap between what one performs and what one is. In Slavoj Zizek’s formulation
of the structure of ideological performance — “they know very well what they are
doing, but they are doing it anyway” (The Sublime Object 29) — salon LARP
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literalises this structure by making the player the simultaneous knowing subject and
performing agent of the social fiction they inhabit.

Desire — erotic, social, and financial — is rendered theatrically legible in salon
LARP through the formal combination of character motivation and social constraint
that constitutes the genre’s central dramatic engine. A character who desires a
socially forbidden relationship — with someone of inappropriate social standing,
with someone already claimed by another, with someone whose gender makes the
desire formally inadmissible in the social world of the game — is placed in a
situation in which their desire is simultaneously present (available to them as a
character motivation, something they are invited to pursue) and prohibited (unable to
be expressed or pursued through direct means, because the social world’s etiquette
system makes direct expression impossible). The strategies available for the pursuit
of prohibited desire within this constraint — the indirect communication, the social
occasion engineered to produce contact, the confidence shared under the cover of
friendship, the formal social interaction that becomes, in its execution, something
more intense — are precisely those that the Comedy of Manners deploys in its
exploration of desire within the manners frame.

Eve Kosofsky Sedgwick’s concept of homosocial desire and the erotic triangle
provides a particularly useful analytical framework here. Sedgwick argues, in
Between Men, that desire in literary texts and in social life is almost always mediated
through triangular structures that involve same-sex social relationships alongside
heterosexual romantic ones, and that “in any erotic rivalry, the bond that links the
two rivals is as intense and potent as the bond that links either of the rivals to the
beloved” (Sedgwick 21). This structure is characteristic of the Comedy of Manners
— the rivalry between Mirabell and Fainall, between Joseph and Charles Surface, is
as emotionally central as any of the heterosexual romantic relationships — and it is
equally characteristic of salon LARP’s social topology. Character briefings in well-
designed salon LARPs typically include rival characters whose claims on a desired
object (a person, a social position, a piece of information) create precisely the kind
of triangulated desire structure that Sedgwick describes, and the management of
these triangulated relationships — navigating the rival while pursuing the desired
object, maintaining social relationships with both, using the social forms of
friendship to conceal competitive intent — is among the genre’s most dramatically
rich forms of play.
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The embodied dimension of desire as a performance element in salon LARP exceeds
anything available to the theatrical Comedy of Manners in an important formal
respect. In the theatre, the performance of desire is scripted: the blush, the hesitation,
the excessively formal greeting to someone the character loves, the charged silence
that marks the meeting of two characters whose relationship is more than social
convention allows them to express, are orchestrated by the playwright and director
and executed by trained actors with considerable control over their physical
performance. In salon LARP, these same physical markers of desire — the blush, the
hesitation, the charged encounter — are available as genuinely emergent
phenomena, produced not by scripted performance but by the embodied reality of
two players navigating a social situation that their characters’ histories and
motivations have made charged. The player who has spent an hour pursuing their
character’s social objectives while acutely aware that their character’s deepest desire
is directed toward someone they cannot openly acknowledge is producing a genuine
embodied performance of suppressed desire that no amount of acting training could
fully replicate, because it is grounded not in technical execution but in the actual
affective pressure generated by the play’s social structure.

Status anxiety is rendered theatrically legible in salon LARP through the
combination of explicit social ranking structures and the social occasions that require
characters to perform their status publicly and competitively. Pierre Bourdieu’s
analysis of social distinction — the endless competitive display and accumulation of
cultural capital through which social hierarchies are reproduced and contested — is
the appropriate theoretical framework for this form of theatrical legibility. Bourdieu
argues in Distinction that social class is not merely an economic category but a
complex of social and cultural practices through which individuals and groups
perform, assess, and contest their relative social position. The social world of the
salon — both in its historical reality and in its LARP reproduction — is a
particularly concentrated and visible expression of this Bourdieuian dynamic: it is a
space in which the performance of social distinction is the primary activity, in which
the assessment of others’ social performances is the primary form of knowledge, and
in which the threat to one’s social standing is continuous and omnipresent.

Salon LARP creates conditions for visceral status anxiety — the genuinely
uncomfortable physical experience of having one’s character’s social position
threatened, the social vertigo of performing a status one is not certain one can sustain
— through the structural combination of social ranking mechanics and social
performance occasions. A character whose social position is more precarious than it
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appears — who is, as Lady Bracknell would say, of “doubtful” origin or reduced
means — must sustain their social performance through every interaction, managing
their social surface with constant vigilance against the exposure of the gap between
performance and reality. This is an experience of genuine social anxiety, not merely
a representation of it: the player feels the pressure of potential social exposure as a
real social pressure, experienced in their own body and in their actual social
relationships with other players, even as they know that it is structured by a game
frame that they have voluntarily entered.

IX. Salon LARP Design: Case Studies in the Architecture of
Social Drama

The theoretical framework and analytical vocabulary developed in the preceding
sections now permit the close examination of specific salon LARP design documents
as texts for potential performance — as architectural blueprints for the social dramas
they are designed to generate. The designs considered here have been selected
because they represent significant moments in the genre’s formal development,
because they engage explicitly or implicitly with the Comedy of Manners
dramaturgy this essay has been analysing, and because they are sufficiently well-
documented in the published LARP literature to support textual analysis. The
analysis that follows treats these documents not merely as sources of examples but
as formal objects in their own right, whose design choices carry theoretical
significance.

Tor Kjetil Edland and Hanne Grasmo’s Just A Little Lovin’, first run in Norway in
2011 and subsequently influential throughout the international LARP community, is
structured as a series of annual parties set in the New York gay community between
1982 and 1984 — the years of the early AIDS crisis. The design’s relationship to the
Comedy of Manners is both more complex and more politically charged than a
straightforward period adaptation would suggest: it appropriates the genre’s formal
structure — the social gathering as arena for desire, gossip, and status competition;
the elaborate social rituals that govern who may speak to whom, in what register,
and with what social implications; the information economy of rumour and
reputation — and uses it to devastating tragic effect. The social conventions of the
party as a social occasion remain fully in force throughout the design’s three rounds
of play; what changes between rounds is the social world around them, as the
historical catastrophe of the epidemic progressively destroys the community that the
parties’ social conventions have been designed to sustain.
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The formal achievement of Just A Little Lovin’ as a design is its discovery that the
Comedy of Manners’ structural logic is not inherently comic. The genre’s formal
conventions — the social gathering, the management of front-stage performance, the
gossip economy, the pursuit of desire within social constraint — are entirely
available for tragic deployment when the gap between social performance and social
reality becomes, as it does in the design’s later rounds, the gap between the
continuing social ritual of the party and the actual social reality of loss, grief, and
terror that the ritual simultaneously maintains and conceals. The design’s central
dramatic achievement is precisely what this essay has been calling theatrical
legibility: it makes the social reality of the AIDS epidemic’s early years available to
players as an embodied, felt social experience rather than a historical fact to be
observed and mourned from outside. The social conventions of the party — the
forms of address, the rituals of social greeting and departure, the management of
social information about who is sick and who is not — become, within the design,
the medium through which an entire community’s experience of catastrophe is
conducted and, ultimately, expressed.

Eleanor Pettersson’s The Climb, a Swedish chamber LARP designed and run in
2013, represents a very different formal strategy but an equally significant
engagement with the Comedy of Manners’ structural logic. The design is set on what
it calls the “Nordic social climbing circuit” — a network of socially ambitious
professionals competing for social position, influence, and access to elite social
spaces — and it makes the mechanisms of Bourdieuian status competition not
merely the subtext of its drama but its explicit subject. The design includes formal
mechanics for social capital: players enter the game with quantified social currency,
which rises and falls through in-play interactions governed by the game’s social
norms, and the management of this social capital — knowing when to invest, when
to defer, when to take risks, when to consolidate — is the primary gameplay activity.

The critical theorist Bertolt Brecht’s concept of the Verfremdungseffekt — the
“alienation effect” by which theatrical devices create critical distance between the
audience and the dramatic material, preventing empathetic identification and
encouraging analytical observation — provides a useful analytical framework for
The Climb’s formal strategy. By formalising what is ordinarily informal, by making
the implicit mechanisms of social capital explicit and quantifiable, the design
achieves a form of social defamiliarisation that the more naturalistic approach of
most salon LARP designs cannot. Players who find themselves making explicit
calculations about the social capital cost of a particular social interaction —
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weighing the potential gain of advancing a social alliance against the potential cost
of appearing to be making that calculation — are confronting the logic of
Bourdieuian social competition in a uniquely direct and uncomfortable way. The
game’s mechanic denaturalises the social calculation that participants in real social
hierarchies perform continuously but unconsciously, and in doing so it performs a
politically significant act of analytical revelation.

The cluster of Nordic freeform chamber LARPs associated with the so-called
“Prolog” design tradition represents a third distinct formal approach to salon
LARP’s dramaturgy. These designs — short-form, typically involving only a
handful of players, set in intimate social contexts that emphasise the psychological
interior of social experience rather than its competitive surface — push the Comedy
of Manners’ structural logic in a different direction, toward what might be called a
chamber drama aesthetic that has more in common with Chekhov than with
Congreve. The formal strategy common to these designs is the deployment of social
silence as a dramatic instrument: the etiquette conventions of the historical or neo-
historical social world they depict create spaces in which the things that cannot be
said directly generate dramatic pressure that far exceeds the dramatic weight of what
can be said. A character who loves another character and who inhabits a social world
in which that love cannot be expressed directly — because it violates class
conventions, gender conventions, or the social obligations of an existing relationship
— must conduct the entire performance of that love through the formal medium of
socially acceptable interaction. Every technically appropriate social gesture
becomes, in this context, potentially a medium of forbidden communication, and the
reading of social gestures for their concealed emotional content is the primary
dramatic activity that the design generates.

The Anglophone, and particularly British and American, salon LARP tradition
exhibits a set of formal characteristics that distinguish it from its Nordic counterpart
in ways that are theoretically significant. Where Nordic salon LARP tends to adopt
an analytical or dialectical relationship to the social conventions it stages — using
the formal properties of period manners as instruments of critical investigation —
the Anglophone tradition has historically tended toward a more celebratory
relationship to these conventions, finding genuine pleasure in the mastery of a
historical social grammar and in the aesthetic satisfactions of period performance as
such. The Regency LARP scene, which has developed considerable institutional
presence in the UK and US, is a paradigmatic example: its primary pleasures are the
pleasures of period immersion, of inhabiting a historical social world in detail and
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with care, of performing the social rituals of a specific historical moment with a
degree of formal accuracy and aesthetic investment that constitutes a form of
historical engagement.

This different orientation does not make the Anglophone tradition less politically
interesting or less theoretically significant, but it does make its engagement with the
Comedy of Manners’ structural logic different in character. Where the Nordic
tradition tends to use the Comedy of Manners’ conventions ironically — staging
them in ways that expose their arbitrary or violent character — the Anglophone
tradition more often stages them earnestly, asking players to inhabit and perform
historical social conventions as genuinely pleasurable and socially meaningful forms
of human interaction. This earnest inhabitation is not apolitical: by staging historical
manners systems as pleasurable and intrinsically rewarding, it raises complicated
questions about complicity with the social hierarchies those systems reproduced, and
these questions are more genuinely uncomfortable when they arise from a position
of investment and pleasure than when they arise from a position of critical distance.

X. The Player-Character Nexus: Identity, Embodiment, and
the Phenomenology of Social Performance

One of the most formally distinctive features of salon LARP as a genre — and one
of the primary sources of both its dramatic intensity and its ethical complexity — is
the particular quality of the relationship between the player and the character they
embody. This relationship, which LARP theory addresses through the concept of
“bleed,” is not unique to salon LARP but takes a distinctive and theoretically
illuminating form in this genre because of the specific nature of its performance
medium. In salon LARP, unlike in most other LARP genres, the medium of
performance — social interaction — is identical in form to the medium of ordinary
social life. The player at a salon LARP event is doing the same things they do in
ordinary social life — talking to people, managing social impressions, navigating
relationships, making social calculations — but in a frame that has transformed the
context and stakes of these activities. This formal identity of medium generates a
distinctive phenomenological condition in which the boundary between player
experience and character experience is more permeable, and more interesting, than it
is in genres that employ more clearly differentiated performance media.

The concept of bleed was introduced into LARP theory by Petter Backman in his
contribution to the As Larp Grows Up anthology, and has been developed most fully
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in the work of Jaakko Stenros, Markus Montola, and their collaborators in the
Nordic LARP scholarly community. Beckman’s original formulation distinguished
between “player into character” bleed — the phenomenon by which the player’s
own emotions, attitudes, and social orientations influence the character’s
performance — and “character into player” bleed — the phenomenon by which the
character’s experiences within the game world generate genuine emotions,
memories, and social orientations in the player (Backman 83-89). Montola
subsequently developed a more systematic account that distinguished between
cognitive bleed (the interpenetration of player knowledge and character knowledge),
emotional bleed (the interpenetration of player affect and character affect), and
social bleed (the interpenetration of in-game social relationships and out-of-game
social relationships among the player community) (Montola 23-25).

All three forms of bleed are particularly active in salon LARP because of the formal
identity of its performance medium with ordinary social interaction. Cognitive bleed
in salon LARP takes a specific form that is not characteristic of other LARP genres:
because the character’s social knowledge and the player’s social knowledge are both
forms of social knowledge — both are things that a person knows about the social
world they are navigating — the boundary between them is inherently porous. When
a player is navigating a difficult social interaction in character, they are drawing on
exactly the same social cognitive resources — their knowledge of social norms, their
ability to read social cues, their assessment of the relative social positions of the
parties involved — that they would use in an equivalent out-of-character social
situation. The distinction between what the character knows and what the player
knows is maintained by the fictional frame, but the cognitive processes through
which both forms of knowledge are employed are identical.

Emotional bleed in salon LARP takes a similarly distinctive form. The social
emotions that are engaged in a salon LARP session — anxiety about social position,
the pleasure of social mastery, the discomfort of social exposure, the complicated
feeling of pursuing a socially forbidden desire — are not exotic emotions available
only in fictional contexts but are the ordinary emotions of human social life. When a
player feels genuine social anxiety because their character’s social position is being
threatened in a salon LARP session, that anxiety is not a performance of social
anxiety; it is actual social anxiety, generated by an actual social situation — the
situation of the salon LARP session — that has the formal properties required to
generate it. The fictional frame transforms the social stakes of this anxiety (the
consequences of social failure in the game are manageable in ways that the
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consequences of social failure in ordinary life may not be), but it does not prevent
the anxiety from being genuinely felt.

This analysis has implications for understanding one of salon LARP’s most
distinctive reported experiential qualities: the phenomenon of performative self-
discovery. Participants in salon LARP — particularly those who are not regular
LARPers and who come to the genre without a prior framework for understanding
what it might offer — frequently describe discovering social capacities that they did
not know they possessed: a facility for verbal wit, a willingness to pursue social
conflict, an ability to perform emotional vulnerability in a social context, a capacity
for social ruthlessness that they had not previously accessed or acknowledged. These
discoveries are not illusory, and they are not simply evidence that the game frame
produces temporary changes in social personality. They are, rather, evidence of what
Judith Butler’s account of performativity would predict: that social capacities are not
pre-existing qualities that are either expressed or suppressed in social performance
but are constituted in and through the performance itself. The player who discovers
that they are capable of verbal wit in the context of a salon LARP session has not
uncovered a pre-existing capacity that was previously concealed; they have
produced that capacity through the performative act of attempting to be witty in a
social context that both demands and rewards the attempt.

This Butlerian dimension of the salon LARP experience is not merely of theoretical
interest; it is part of the genre’s distinctive social and artistic contribution. The
Comedy of Manners, as a theatrical genre, has historically invited its audiences to
perform a form of self-recognition in the characters it depicts: we laugh at Lady
Bracknell because we recognise the social power she wields as a form of social
power that we know from our own social experience, and the laugh contains a
component of uncomfortable acknowledgement. Salon LARP extends and deepens
this self-recognition by making the player the performer rather than the audience of
the social drama: the player who has spent an evening performing strategic
politeness, deploying wit as social aggression, and managing a gossip economy with
competitive intent is not merely recognising these social practices in fictional
characters but has inhabited and enacted them, and this enactment produces a form
of self-knowledge about one’s own social capacities and orientations that the
theatrical experience of recognition, however profound, cannot fully replicate.

The social bleed produced in salon LARP events has been acknowledged by LARP
scholars and practitioners as both the genre’s most significant source of dramatic
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power and its most significant source of ethical risk. The social dynamics generated
in play — the alliances formed, the social hierarchies established, the reputations
made and damaged through the mechanisms of in-game gossip and social
competition — do not fully dissolve when the game frame closes. Players who have
been socially dominant within a game session carry something of that social
confidence into the post-game social environment; players who have been socially
subordinate or socially exposed may carry a corresponding residue of social
discomfort. This is not necessarily harmful — the capacity of salon LARP to
produce genuine social experiences, including uncomfortable ones, is inseparable
from its capacity to produce genuine social self-knowledge — but it requires
thoughtful management and, crucially, explicit acknowledgement in the design and
facilitation of salon LARP events.

Responsible salon LARP design addresses social bleed through several mechanisms.
Pre-game calibration — the conversation among participants before play begins
about the kind of social experience they want to have, the kinds of content they want
to engage with, and the kinds of content they want to avoid — is an essential tool for
managing the conditions under which bleed will occur. Post-game debrief — the
structured conversation among participants after play ends in which the game
experience is collectively processed, in-game events are distinguished from out-of-
game social reality, and any social residue from the play session is acknowledged
and addressed — is equally essential. These mechanisms do not eliminate bleed;
they manage it in ways that allow the genre’s distinctive dramatic and experiential
qualities to be accessed while minimising the risk of lasting social harm.

XI. Critical Problems and Limitations: Against Idealisation

Any adequate academic account of salon LARP must engage seriously with the
genre’s limitations, its blind spots, and the political complications of its relationship
to the social worlds it stages and the player communities it serves. This section
advances three substantive critiques that bear on the essay’s central argument: a
critique of the genre’s class politics and accessibility, a critique of its relationship to
historical violence, and a critique of the structural limits of its representational
capacities.

The class politics of salon LARP are not incidental to its form but are embedded in
its formal requirements. The genre’s characteristic pleasures — the pleasure of
period aesthetic immersion, the pleasure of verbal wit as a competitive social
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performance, the pleasure of social mastery within an elaborate historical social
grammar — are not equally accessible to all would-be participants. They require
specific forms of cultural capital: verbal fluency, social confidence, a certain ease
with the social conventions of upper-class historical settings, and the financial
resources required for period-appropriate costume. The player who lacks any of
these forms of cultural capital is not merely disadvantaged within the game’s social
world — which, in a well-designed salon LARP, would be the deliberate and
dramatically appropriate consequence of their character’s social position — but is
disadvantaged as a participant in the player community, because the actual social
dynamics of the player community reproduce the in-game social hierarchies in ways
that privilege the same forms of capital that the game world privileges.

This structural problem is not unique to salon LARP — it is present to varying
degrees in all forms of hobby LARP, which require financial investment in
equipment and travel, and in all forms of social performance that reward existing
social confidence and verbal dexterity. But it is particularly acute in salon LARP
because the genre makes social skill and social confidence the primary gameplay
resource, which means that differences in these qualities between players produce
differences in gameplay experience that are not manageable through mechanical
compensation in the way that differences in physical ability might be managed in a
combat LARP through equipment levelling. The brilliant, verbally fluent, socially
confident player will consistently have a richer and more rewarding salon LARP
experience than the player who lacks these qualities, regardless of the relative merits
of their characters’ social positions or strategic advantages. This means that the
genre tends to attract and retain players who already possess high levels of verbal
and social capital, and that its player communities tend to be socioculturally
homogeneous in ways that reinforce rather than challenge existing social hierarchies.

The second critique concerns the relationship between salon LARP and the historical
violence embedded in the social worlds it stages. The Regency, Victorian, and
Edwardian social conventions that provide the genre’s most characteristic settings
were not merely aesthetic choices made by the historical people who inhabited those
periods; they were systems of enforced exclusion that served the interests of specific
social groups at the cost of enormous harm to others. The social conventions of the
Regency salon — the rules of precedence, the protocols of social introduction, the
management of female social conduct — were the formal expression of a social
world in which women had very limited legal and social autonomy, in which class
boundaries were violently enforced, and in which people who were poor, non-white,
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or queer were either entirely absent from the social world being depicted or were
present only in positions of subordination that the social conventions were explicitly
designed to maintain. A salon LARP that uses these conventions without engaging
critically with their historical function as instruments of social violence is not merely
historically incomplete; it reproduces and aestheticises social arrangements whose
real-world equivalents caused — and continue to cause — genuine harm to actual
people.

This critique does not require the conclusion that salon LARP should not stage
historical social worlds or employ historical social conventions. It requires, rather,
that staging historical social worlds with honesty and critical awareness means
acknowledging what those worlds were: not merely elegant social performances but
systems of power whose elegance was sustained by the violence it concealed.
Several contemporary salon LARP designs have engaged seriously with this
challenge, staging queer histories, colonial encounters, or the experiences of people
who inhabited the margins rather than the centre of the historical social worlds
usually depicted. These designs do not simply diversify the social world of the salon
LARP by adding more varied characters; they engage with the structural violence of
the social conventions themselves, using the genre’s formal dramaturgy to make the
mechanisms of historical exclusion theatrically legible rather than aesthetically
invisible.

The third critique addresses the structural limits of salon LARP’s representational
capacities. The genre’s formal architecture — the social gathering, the etiquette
system, the gossip economy — is powerfully equipped to represent the social
dynamics of a small, socially defined elite: the competition for status, the
management of social performance, the pursuit of desire within social constraint. But
these same formal features make it structurally incapable of representing social
dynamics that operate below or outside the register of the social gathering: the lives
of people who clean the salon after the guests leave, the economic structures that
make the salon possible, the racial hierarchies that determine who may enter the
room and in what capacity, the domestic violence and legal coercion that enforce the
gender hierarchies the salon’s etiquette system presupposes. These absences are not
merely gaps that could be filled in with more inclusive character design; they are
structural features of the genre’s formal architecture, which is organised around the
social gathering as the fundamental unit of dramatic analysis and is therefore
constitutively unable to represent the social world in its full complexity.
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This is a limitation that the Comedy of Manners as a theatrical genre shares: it has
always been an indoor art, a parlour art, whose concentration of social drama within
the space of the gathering room entails the systematic exclusion of everything that
happens outside it. The critique is not that salon LARP should be something other
than what it is but that its practitioners and its scholars should be honest about what
the genre can and cannot represent, and should resist the temptation to treat the
social world of the salon as a microcosm of the social world in its entirety.

A final, more modest critique concerns the quality of emergent wit in salon LARP as
compared to scripted wit in the theatrical Comedy of Manners. The claim advanced
in this essay — that salon LARP wit does the same structural social work as Wilde’s
or Congreve’s wit even when it falls short of the same aesthetic standard — is
defensible but requires qualification. There is a meaningful difference between the
formal perfection of Wilde’s epigrams, shaped by a dramatist working at the
absolute peak of his verbal powers over months or years of composition, and the best
improvised wit that even the most verbally skilled salon LARP player can produce in
the moment of live performance. This difference matters aesthetically, and it matters
dramatically: the formal perfection of scripted wit is part of what makes it socially
functional in the theatrical context, because the audience’s appreciation of its
technical precision is part of the mechanism through which it achieves its social
effects. When improvised salon LARP wit falls significantly short of this formal
precision, its social effects within the game world may be diminished accordingly,
and the game’s social drama may be less intense and less aesthetically rich than its
theatrical counterpart.

XII. Conclusion: The Theatre of Manners as Live Art — Salon
LARP and the Future of Social Dramaturgy

This essay has advanced a sustained argument for the structural continuity between
salon LARP and the theatrical Comedy of Manners — not as an aesthetic
resemblance or a shared period setting but as a deep formal homology in which the
same dramaturgy, the same performance engines, and the same social phenomena
are at work in both genres, adapted to the different formal conditions of the scripted
theatre and the participatory live-play event. The argument has moved through the
establishment of a theoretical framework adequate to the genre’s formal complexity;
the historical analysis of the Comedy of Manners’ structural logic from Moliére and
Congreve through Sheridan, Austen, and Wilde; the close analysis of etiquette, wit,
and gossip as the genre’s three primary performance engines; the examination of
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theatrical legibility as the process through which social hypocrisy, desire, and status
anxiety are made visible and felt in live play; the close reading of specific salon
LARP design texts; and the phenomenological analysis of the player-character nexus
and the concept of bleed. The critical section has subjected this argument to serious
challenge, acknowledging the genre’s class politics, its relationship to historical
violence, and the structural limits of its representational capacities.

Several key findings emerge from this analysis and warrant explicit summary before
the essay’s broader implications are drawn. First, the claim that salon LARP is
structurally homologous to the Comedy of Manners is established not merely by
formal analogy but by the identification of four specific structural elements — the
constraint system, the transgression engine, the legibility problem, and the resolution
mechanism — that both genres share and that both employ in formally related ways.
Second, etiquette, wit, and gossip function in salon LARP as the Comedy of
Manners’ formal analysis predicts: etiquette is simultaneously the game’s
constraining structure and its primary medium of social competition; wit is the
technology of social aggression that operates under the cover of entertainment;
gossip is the information economy through which status is made, unmade, and
contested. Third, these three performance engines work together to produce
theatrical legibility — making social hypocrisy, desire, and status anxiety available
as felt social experiences rather than merely observed social phenomena — through
the specific formal mechanism of the player’s simultaneous position as social actor
and social observer within the play frame. Fourth, salon LARP exceeds the theatrical
Comedy of Manners in one crucial dimension: it makes the player, rather than the
theatrical audience, the primary site of theatrical legibility, transforming social
critique from a theatrical experience into a lived one.

The concept of soft-power dramaturgy proposed in this essay’s abstract and
developed provisionally across its sections now warrants fuller elaboration as a
contribution to the theoretical vocabulary of both performance studies and game
studies. Soft-power dramaturgy, as the term is here defined, denotes a form of
theatrical or para-theatrical practice that centres the performance of social grace, its
constraint, and its strategic violation as its primary dramatic material, and that
generates its characteristic dramatic effects through the tension between the formal
requirements of polite social conduct and the socially aggressive, desiring, and
anxious social drives that those requirements are designed both to regulate and to
conceal. This concept is valuable not merely as a descriptor of salon LARP’s formal
properties but as a way of identifying a dimension of social performance — in the
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theatre, in games, and in ordinary social life — that existing critical vocabulary has
been poorly equipped to analyse.

The relevance of soft-power dramaturgy extends well beyond the specific genre of
salon LARP. The political campaign — with its elaborate social rituals, its
management of public persona, its deployment of wit in the service of competitive
social positioning, its gossip economy of opposition research and public relations
management — exhibits the formal properties of soft-power dramaturgy with
considerable clarity. The corporate social world, with its elaborate codes of
professional conduct that simultaneously regulate and enable social competition for
status and resources, is another instance. The academic conference, with its
performances of intellectual grace that are simultaneously genuine expressions of
intellectual commitment and carefully managed presentations of professional self, is
a third. In each of these social worlds, the formal requirements of polite conduct
function simultaneously as constraints on social behaviour and as the primary
medium through which social competition is conducted; in each, the gap between
social performance and social reality is the primary source of social drama; in each,
the ability to read this gap — to see through the performance of social grace to the
aggressive, desiring, anxious social actor beneath — constitutes a form of social
intelligence that is at once necessary and morally complicated.

The broader theoretical value of salon LARP as an object of academic analysis lies
precisely in its capacity to make this soft-power dramaturgy visible, analysable, and
available for critical reflection. By literalising the metaphors that performance
theorists and social theorists deploy to describe ordinary social life — by actually
creating a space in which Goffman’s front stage and back stage are physically
organised, in which Bourdieu’s social capital is formally quantified, in which Elias’s
civilising process is embodied in a set of etiquette rules that players must actually
follow — salon LARP provides a laboratory for the direct study of the social
phenomena that these theoretical frameworks describe. This is not to claim that what
happens in a salon LARP session is identical to what happens in the social worlds it
simulates; the differences in stakes, consequences, and historical reality are real and
significant. It is to claim that salon LARP’s formal organisation of social
performance around the mechanisms of soft-power dramaturgy generates social
experiences that are structurally homologous to those generated by the social worlds
it stages, and that this structural homology makes the study of salon LARP formally
continuous with the study of those social worlds.
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The genre is currently at an early moment in its critical self-consciousness: its
designers and its most thoughtful participants are acutely aware of many of the
formal and political dynamics this essay has been analysing, but there is not yet a
robust critical vocabulary for articulating them in terms that would make them fully
available for the kind of academic and public analysis that other forms of live and
performance art receive. The vocabulary proposed here — soft-power dramaturgy,
weaponised courtesy, gossip economy, civil aggression, performative legibility,
etiquette as dual-use technology — represents one contribution to developing that
critical language. The development of a more complete critical vocabulary for salon
LARP as a genre, one that is adequate both to its formal sophistication and to its
political complexity, is work that remains to be done, and that the convergence of
LARP studies, performance studies, game studies, and the sociology of manners is
uniquely well-positioned to undertake.

The essay opened with a vignette: a character entering a room, a loaded silence, the
social computation of who acknowledges whom and with what degree of warmth.
Everything that will follow is encoded in that moment. The performance engines of
etiquette, wit, and gossip are already primed; the theatrical legibility of social
hypocrisy, desire, and status anxiety is already available, waiting for the social
drama to develop them into visibility. The Comedy of Manners, from Congreve to
Wilde, placed this scene at the centre of its formal imagination and returned to it, in
different costumes and with different consequences, for three centuries. Salon LARP
has found a way to place its participants inside it — not as audience members
observing the social drama from the comfortable distance of the theatrical
auditorium, but as social actors within the room itself, managing their own social
fronts, deploying their own strategies of politeness, navigating their own gossip
economies, and experiencing in their own bodies the pressure of social constraint,
the pleasure of social mastery, and the persistent, unsettling knowledge that
everyone in the room, including themselves, is performing. The Theatre of Manners
has, in this sense, always been in session; salon LARP’s formal contribution is
simply to make its participants fully aware that they are on the stage.
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Briefs as Improvisation Scores:
Reading Salon LARP and Freeform
Live Action Roleplaying (Character

Briefs as Theatrical Structures of
Motivated Performance)

Branok Bettencourt

Abstract

This essay argues that character briefs in salon LARP and freeform live action roleplaying
function not merely as instructional documents or repositories of backstory, but as
improvisation scores that structure live performance. Drawing on LARP studies, performance
studies, and devised theatre theory, it shows how briefs organize motivation, rhythm, subtext,
and relational pressure while leaving dialogue, gesture, embodiment, and timing open to
player interpretation. Rather than prescribing fixed outcomes, character briefs compose
conditions for emergent scenes by converting biography into present-tense action, loading
relationships with dramaturgical tension, and distributing asymmetrical knowledge across the
ensemble. The essay further contends that this score-based model clarifies questions of
authorship, embodiment, and co-creation in participatory performance. By reframing
character briefs as performative texts, it positions them as central compositional devices in
salon LARP and freeform rather than as merely preparatory materials.

Keywords: character briefs, salon LARP, freeform live action roleplaying, improvisation
scores, devised performance, performance dramaturgy

Introduction: From Character Sheet to Score

Character briefs in salon LARP and freeform live action roleplaying are often treated
as practical necessities rather than as aesthetic objects. They are described as
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packets, instructions, role summaries, or containers for the information a participant
needs before play begins. That description is not wrong, but it is incomplete in a way
that matters. In many larps, especially socially dense salon forms and tightly framed
freeforms, the brief does much more than transmit facts. It creates pressure,
distributes desire, shapes expectation, and organizes the player’s attention before the
first in-character exchange takes place. It is not merely a preparatory text standing
outside performance. It is already part of the performance’s composition. Torner
argues that character sheets are part of the game’s “text” and that they seek
“instantiation and/or confirmation in the actual play,” an observation that helps shift
the brief from a secondary paratext to a central performative artifact (Torner).
(Nordic LARP)

The strongest way to understand that artifact is to treat it as an improvisation score.
A score, in performance terms, does not have to resemble a conventional dramatic
script. It can be a structured field of actions, constraints, cues, or prompts that
organize what performers do without specifying every word or gesture in advance.
Performance-generating systems in theater, dance, and music similarly rely on rules,
tasks, and source materials that require present-tense responsiveness rather than
mere recitation, while Schechner’s account of restored behavior emphasizes that
performance draws on repeatable strips of action that can be rearranged and re-
enacted in new combinations (Hansen et al.; Schechner). The language of score is
useful here because it captures both structure and openness. Character briefs do not
usually dictate exact dialogue or fixed blocking, yet they undeniably compose
possibilities for action. They provide the player with motive, rthythm, relational
intensity, subtextual tension, and a horizon of likely scenes. That is the work of a
score, not simply of an instruction manual. (Hemispheric Institute)

This essay argues that character briefs for salon LARP and freeform live action
roleplaying should be understood as theatrical scores rather than as mere
instructions. More precisely, they function as performative structures that give
players motivation, rhythm, subtext, and relational pressure while leaving wording,
gesture, embodiment, and timing productively open to interpretation. Such briefs
resemble prompts used in devised performance because they compose conditions for
live creation rather than finalized language. They also illuminate a broader truth
about LARP as a medium. LARP is experienced through what Christopher Sandberg
famously called the first-person audience, and scholars of Nordic LARP have
repeatedly stressed its subjectivity, co-creativity, and embodied immediacy
(Sandberg; Stenros). If live action roleplay is produced for participants who are
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simultaneously performers and primary spectators, then the brief is one of the key
devices by which a designer writes not a finished drama but the terms under which
drama may emerge. (Knowledge Stream)

The claim is especially apt for salon LARP and freeform. These forms tend to
minimize heavy rules, foreground conversation, and produce drama through shifting
social relations rather than through externally imposed plots. Their strongest scenes
emerge not because a script says line A must lead to line B, but because the
materials of role construction have already prepared participants to want, resist,
reveal, withhold, confess, accuse, defer, seduce, and retreat in patterned ways. The
brief thus stands in relation to play much as a score stands in relation to
performance: incomplete on the page, powerful in execution, and only fully realized
when embodied by a performer in time. The analogy is not decorative. It changes
how we read LARP texts, how we teach players to prepare for them, and how we
describe authorship in a medium that thrives on co-creation and uncertainty. If one
wants a short version, and academics notoriously pretend not to, the brief is less a
memo from management and more a machine for making scenes. (Nordic LARP)

This essay proceeds by first establishing the relevant theoretical context in LARP
studies, performance studies, and devised theater. It then defines salon LARP and
freeform as especially fertile contexts for score-based analysis. From there it
examines the formal properties of the character brief as a performative text and
develops the argument through four core dimensions: motivation, rhythm, subtext,
and relational pressure. It next addresses the interpretive openness of language,
gesture, and timing, compares LARP briefs to devised and improvisational theater
practices, and considers the resulting implications for authorship, embodiment, and
criticism. The essay closes by testing the limits of the score metaphor and arguing
that, despite those limits, it provides a powerful vocabulary for understanding
character briefs as serious compositional writing within participatory performance.
(Intellect Discover)

Literature Review and Theoretical Context

LARP scholarship has long treated character, immersion, authorship, and player
experience as central topics, yet the specific formal status of the character brief has
often remained oddly under-theorized. Work in the Nordic and international LARP
traditions has emphasized the ephemerality of LARP, its status as co-creative play,
and its orientation toward a first-person audience. Stenros notes that documenting
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larps is difficult precisely because of their ephemerality, subjectivity, and co-creative
structure, while Bowman’s overview of immersion stresses the unstable overlap
between player and character in LARP practice. These lines of inquiry matter
because they establish that LARP does not simply deliver content from designer to
spectator. It produces embodied experience through participant enactment. Yet once
that point is established, the question becomes unavoidable: what textual structures
help launch and shape that enactment? Torner’s formulation is particularly helpful
because it argues that character sheets are as much part of the game’s text as the
session itself and that they are designed to be instantiated in play. The brief is
therefore not ancillary to LARP’s aesthetic life. It is one of the media through which
that life is composed (Stenros; Bowman; Torner). (DiGRA Digital Library)

Another important strand in LARP scholarship concerns alibi, steering, and the
distribution of agency between player and character. The glossary of LARP design
defines alibi as the mechanism that enables participants to do things in character that
they would not do in ordinary life, and Hugaas shows how alibi works as a
motivational account that deflects negative inference from player identity to
character action. Jonsson and Hargeden’s discussion of steering further complicates
naive versions of immersion by showing that players often make in-character
decisions with off-game artistic or structural goals in mind. These accounts are
useful because they demonstrate that LARP performance is neither pure spontaneous
becoming nor a simple surrender to fictional psychology. Participants actively shape
play using character materials and meta-awareness together. That is exactly the
domain in which a score operates: not as a rigid determinant of behavior, but as a set
of constraints and invitations within which performers make situated choices
(Hugaas; Jonsson and Hargeden). (Uppsala University Journals)

Performance studies offers the conceptual language needed to clarify this dynamic.
Schechner’s theory of restored behavior remains foundational because it describes
performance as built from strips of behavior that can be reconstructed, rearranged,
and recontextualized. Restored behavior is not reducible to literal repetition. It is
precisely behavior available for conscious shaping. Taylor’s distinction between
archive and repertoire deepens the matter by insisting that embodied performance
stores and transmits knowledge differently from textual archives. In LARP,
character briefs occupy an intriguing border between archive and repertoire. They
are written documents, but they are written in order to provoke embodied realization.
They do not preserve performance in full; rather, they activate a repertoire of
possible actions. That dual status helps explain why the brief feels at once literary
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and incomplete. It invites live knowing rather than merely communicating data
(Schechner; Taylor). (Hemispheric Institute)

The concept of the score sharpens the point. Work on performance-generating
systems describes rule- and task-based approaches to stage improvisation that
require performers to draw on source materials, limit themselves through defined
structures, and remain responsive to the environment and to one another in the
present tense. The score in this tradition is not the opposite of improvisation; it is the
condition that makes particular kinds of improvisation possible. Similarly, recent
work collected in The Scores Project traces how scores across experimental arts
became tools for structuring experimentation rather than merely recording finished
works. When brought into conversation with LARP, these ideas suggest that a score
is best understood as a design for action under conditions of incompleteness.
Character briefs do exactly that. They specify enough to make performance legible
and charged, but not so much that performance becomes recitation (Hansen et al.;
Gallope, Harren, and Hicks). (PMC)

At this point a conceptual distinction becomes necessary. A script, in the
conventional theatrical sense, fixes a verbal sequence and usually implies or
accompanies a determined dramatic order. A scenario may define broad events,
roles, or scene frames without finalizing every line. A prompt can be much lighter
still, functioning as a catalyst for invention. An instruction tells someone what to do
procedurally. A score, by contrast, is a structure of cues, limits, and relations that
organizes live realization while tolerating and even requiring interpretive variation.
Character briefs in salon LARP and freeform often borrow from all four neighboring
categories. They may include instruction, scenario, and prompt. But their dominant
mode is score-like because they do not merely order the player to execute a finished
role. They organize how the role can be embodied and explored under pressure.
Torner’s claim that character sheets make deliberate emotional propositions already
moves in this direction, while design advice in LARP Design explicitly states that
character sheets should function efficiently while serving as objects of inspiration
that communicate theme and hint at possibilities for exciting play (Torner; Jankovi¢
Sumar). (Nordic LARP)

Devised theater provides the nearest neighboring performance tradition. Alison
Oddey’s classic handbook describes devised theater as a form with its own working
practices and collaborative methods, while Leslie Hill and Helen Paris present
devising through “curious methods” built from prompts and exploratory pathways
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rather than from a single finalized script. The relevance here is not that LARP is
secretly theater in disguise. It is that devised theater offers an established vocabulary
for performances generated from distributed prompts, actor interpretation, and
emergent composition. In devised work, material is often produced through
improvisation-based explorations and then shaped into theatrical event. In salon
LARP and freeform, the brief does not usually culminate in a fixed external script,
but it nonetheless initiates a similar process whereby textual fragments generate live
material through performer choices. The brief is thus best treated as a compositional
object that links writing and performance without subordinating one entirely to the
other (Oddey; Hill and Paris). (Google Books)

This essay therefore enters a scholarly gap. LARP studies has supplied a
sophisticated language for co-creation, immersion, alibi, safety, first-person
audience, and design practice. Performance studies has developed robust accounts of
scoring, restored behavior, repertoire, and improvisation under constraint. Devised
theater studies has clarified how prompts and structures generate performance
without final scripting. What remains comparatively underdeveloped is a sustained
argument that the character brief in salon LARP and freeform is itself a score-like
object that composes the behavior of motivated performers. Treating the brief in this
way does not deny the importance of mechanics, workshops, or facilitation. It
instead identifies the brief as one of the key interfaces between design intention and
live emergence. The point is not that every brief is beautifully written, any more than
every syllabus is a sonnet. The point is that the form, at its best, does the work of a
score. (Trepo)

Defining Salon LARP and Freeform Live Action Roleplaying
as Performance Contexts

Salon LARP, often grouped with chamber or parlor traditions, is particularly
hospitable to this analysis because it places social interaction at the center of event
construction. These games are usually short, often measured in hours rather than
days, and take place in confined spaces with participants in relatively small numbers.
LARP Design defines chamber LARP as shorter larps played in small venues, while
educational LARP scholarship likewise distinguishes chamber and freeform as forms
whose intensity often derives from their somatic and interpersonal immediacy. In
salon LARP, character, relation, and conversational pressure do more structural
work than battle systems or long exploratory travel. The result is a form of live
roleplay in which who knows whom, who needs what, and who dares to say which
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dangerous thing often matters more than any elaborate external quest. This social
density makes the character brief unusually powerful, because the brief frequently
provides the principal map by which a player understands the game’s human terrain
(Koljonen et al.; Westborg). (Trepo)

Freeform live action roleplaying is more elastic, but it is no less revealing. Nordic
freeform has been described as emerging from tabletop players who increasingly
acted out scenes rather than describing them until, as one guide puts it, they “lost the
table completely.” The Nordic LARP wiki characterizes these freeforms as strongly
narrative, often played with three to eight players in a shared room, and usually
based on a repeatable written scenario. What matters for present purposes is that
freeform often uses a light framework and concentrates dramatic energy in selected
scenes, emotional beats, and interactional tasks. It is not always fully diegetically
continuous, and it may use scene cuts, fast-forwarding, reframing, or GM-guided
transitions. This means that its writing cannot rely solely on environmental
immersion or prolonged world simulation. The brief, alongside the scenario,
becomes one of the chief instruments for giving a player something playable to do,
feel, conceal, and pursue in each live exchange (Stark; “Freeform”). (Nordic LARP)

Both salon LARP and freeform differ in consequential ways from adjacent forms.
They are not identical with tabletop roleplaying, where action is often mediated
through verbal description and where the character sheet more commonly tracks
mechanics and resources. Nor are they identical with conventional scripted theater,
where dialogue is normally fixed and spectators are external. Nor are they quite the
same as commercial murder mystery kits, where the role packet may serve more as a
clue delivery device than as a durable vehicle of layered performance. LARP
scholarship has emphasized that live-action roleplay differs from other roleplaying
forms precisely because it is embodied, co-present, and often first-person in its mode
of participation. Those traits make the relation between text and embodiment more
immediate. In salon LARP and freeform, a brief can directly shape how a body
enters a room, how a silence is held, how a glance is interpreted, and how a
confession is delayed. That is a level of performative leverage far beyond mere rule
explanation (Harviainen et al.; Mochocki). (J. Tuomas Harviainen)

Because these forms are comparatively compact, the brief often has to do heavy
dramaturgical lifting quickly. A participant in a three-hour salon LARP cannot spend
ninety minutes discovering by accident whom to care about or why a line of
conversation matters. The brief must prime desire, define stakes, and shape
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relational attention before play begins. Yet it must do so without foreclosing the
flexible, emergent, interpersonal quality that makes these forms artistically
compelling. That balance between strong precomposition and live interpretive
freedom is exactly why the score model fits so well. In large campaign larps, world
lore, costume practice, faction history, and accumulated play may distribute the
burden more widely. In salon LARP and freeform, the brief often becomes the
central compact device through which an ensemble drama is preloaded into the
players without being scripted out in advance. One could say the brief is a pressure
cooker with the lid politely disguised as prose. (Uu Diva Portal)

Character Briefs as Performative Texts

If one reads the character brief merely for content, one misses its rhetoric. A brief is
not only a list of facts about age, class, occupation, kinship, and secrets. It is a form
of dramaturgical writing that positions a player toward action. Torner notes that
character sheets provide select information, pull the player toward a role through
emotional propositions, and help preserve diegesis by shaping how the character is
performed. LARP Design similarly emphasizes that good character sheets
communicate theme, hint at exciting possibilities for play, and align player
understanding with designer priorities. These statements matter because they show
that the brief is written to do something to a reader before the reader becomes a
performer. It selects what should feel urgent, what should feel shameful, what should
remain tantalizingly unresolved, and what sorts of situations are likely to prove
charged. The brief is therefore not neutral exposition. It is writing with an
anticipatory pulse (Torner; Jankovi¢ Sumar). (Nordic LARP)

A performative reading of the brief must begin by rejecting the idea that the text
determines outcomes. Unlike a fixed dramatic script, the brief rarely states that scene
X will culminate in confession Y or betrayal Z. Instead, it establishes conditions
under which such events become likely, meaningful, and variable. A player may be
told that she desperately needs another character’s approval, resents the need, and
suspects that approval will never be freely given. That triad does not tell her what
lines to speak. It does something more interesting. It gives her a drive, an obstacle,
and a tonal contradiction. It begins to score an action pattern. She might flatter, pick
a fight, retreat into brittle silence, seek an ally, or reveal an old grievance. Each
possibility is a realization of the same underlying score. The brief thus composes
without prescribing in the narrow sense. It structures the field rather than finalizing
the move list (Schechner; Hansen et al.). (Hemispheric Institute)
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This is why character briefs often contain what might be called latent scene
architecture. Even when they do not explicitly provide scenes, they imply scenes
through asymmetries of knowledge and pressure. A secret affair implies the
possibility of exposure. A financial dependency implies bargaining, humiliation, or
desperate pleading. A family history of favoritism implies rivalry, accusation, or
brittle performances of civility over dinner. The brief therefore does not only answer
the question “Who am I?” It also answers the more theatrical question “What
situations am I under pressure to create, avoid, or transform?” In design terms, this is
part of what makes a character playable. A role becomes theatrically active not
because it contains a lot of biography, but because its internal conditions reach
outward toward other roles and toward possible scenes. Good briefs do not simply
describe a human being. They place that human being on the lip of action (Jankovi¢
Sumar; Torner). (Trepo)

The brief also functions as a device of selective attention. Before play, it teaches the
participant whom to watch, which topics are dangerous, which casual remarks may
be read as threats or opportunities, and where the emotional fault lines lie. A player
primed by a brief to fear disgrace will hear a joke differently from a player primed to
seek seduction or political advantage. In this way the brief shapes not only action but
perception. Sandberg’s notion of the first-person audience is useful here. If LARP is
primarily experienced from within, then the brief acts as an instrument through
which that inward spectatorship is tuned. It creates a lens. Through that lens, the
room is no longer a neutral space populated by other players. It becomes a field of
meanings, temptations, dangers, and invitations filtered through a constructed
perspective (Sandberg; Mochocki). (Knowledge Stream)

The artistry of the brief lies, finally, in its management of ambiguity. Too much
closure suffocates play. If a brief specifies every emotional beat and likely line, it
leaves little room for discovery. Too little structure, however, produces drift,
vagueness, and the familiar sensation of participants wandering around a parlor
looking as though someone has announced that literature will now happen by force
of good intentions. Productive briefs occupy a middle zone. They provide enough
shape for meaningful action but enough openness for interpretation. This is not
indecision on the designer’s part. It is a compositional strategy. A score that leaves
nothing open is not really a score anymore; it is simply a finished script. A brief that
leaves everything open is not a score either; it is an abdication. The compelling brief
is disciplined incompleteness. (PMC)
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Motivation as Score: Desire, Objective, and Action Pressure

The most common misunderstanding of character briefs is that they are mainly about
backstory. Certainly they often include history, upbringing, pivotal memories,
former loves, old betrayals, and assorted carefully selected wounds. Yet biography
matters in LARP only to the degree that it produces present-tense action. A
childhood humiliation is not included because the designer wants a miniature realist
novel tucked into a pregame packet. It is included because the humiliation still
organizes what the character wants now, fears now, and may do now under pressure.
Torner’s discussion of character sheet interiority is useful precisely because it frames
interior life as something that supports the player’s hermeneutic process during play
rather than as a decorative supplement. The brief is thus not best read as a biography
of essence. It is better read as an engine converting prior circumstances into current
urgency (Torner). (Nordic LARP)

In acting discourse, objective is often the term used to describe what a character
wants in a scene or over a larger dramatic span. Character briefs frequently include
analogous goals, but the score model clarifies that these are not just task lists to be
completed like conference action items. They are vectors for behavior. A goal such
as “secure the family inheritance” does not function merely as an end state. It
organizes tactics. It makes alliances attractive, gossip relevant, impropriety
dangerous, and vulnerability expensive. It determines what information should be
pursued and what risks may seem worth taking. The brief’s motivational writing
therefore composes not just a target but a mode of movement through social space.
In a successful design, goals are dramatic motors, not checkboxes (Hansen et al.;
Oddey). (PMC)

The strongest briefs also avoid single-line motivation. Human beings, and interesting
playable characters, are not powered by one clean desire. They are full of
contradiction. They want intimacy and dread exposure. They crave status and
despise themselves for caring about it. They long to tell the truth and also want to
survive the consequences of not telling it. LARP Design notes the importance of
thematic tension within character description, and Torner emphasizes sheets that
offer conflicted thoughts and emotions rather than flat summary. Such contradiction
is not a flaw in the motivational apparatus. It is part of the score. A participant
whose brief contains opposed desires has material for tactical variation, emotional
shifts, and genuine hesitation. Contradiction gives a role rhythm and depth because it
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prevents a §ingle straight-line pursuit from exhausting the character too quickly
(Jankovi¢ Sumar; Torner). (Trepo)

Motivation in salon LARP and freeform is almost always relational. Even apparently
private ambitions are social once embodied in play. A character cannot win approval
alone. One cannot conceal an affair without someone to conceal it from. One cannot
avenge a slight without an offender or a witness. This relational basis is a crucial
reason the score metaphor works better than a purely psychological model. The brief
does not just write desire into an isolated interior. It positions desire in a circuit of
other people who can block it, fulfill it, expose it, distort it, or make it shameful. The
role becomes playable because another brief somewhere else in the ensemble is
pressing back (Jankovi¢ Sumar; Stenros and Montola). (Trepo)

Urgency, moreover, is not optional. A role with desires but no pressure is
dramatically sleepy. The score-like brief therefore creates action pressure through
impending revelations, dwindling time, emotional cost, scarce resources, prior
grievances, and unstable social conditions. Design advice in LARP Design stresses
the value of unstable relationships that cannot remain unaddressed for long once
characters share a room. That phrasing is almost a miniature definition of action
pressure. It means the brief has been written so that stillness is costly. The
participant may delay, but delay itself becomes a tactic under tension rather than
passive drift. This is what makes the brief theatrical. It does not simply tell the
player what matters. It makes not acting feel like acting. (Trepo)

To say that motivation is scored rather than dictated is also to recognize player
artistry. The brief can urge a participant toward confrontation without specifying
whether that confrontation will be icy, pleading, brittle, manipulative, or
heartbreakingly sincere. Those differences are not ornamental. They are part of the
actual performance. A strong brief therefore gives enough motivational pressure to
make action necessary while leaving ample room for tactical invention. The designer
composes compulsion; the player composes execution. That division of labor is one
of the medium’s great pleasures and one reason players often remember not simply
what their characters wanted but how, in the moment, they discovered a way of
wanting it aloud. (Nordic LARP)
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Rhythm, Pacing, and Temporal Structure in Character Briefs

Improvisation is frequently romanticized as if it were pure spontaneity, all spark and
no architecture. In practice, compelling improvised performance depends on rhythm.
Stage improvisers know this, musicians know this, and anyone who has endured a
supposedly dramatic scene that never changes tempo certainly knows it, even if they
might phrase it less charitably over coffee afterward. Performance-generating
systems rely on performers remaining responsive within limiting rules, and those
rules often structure timing as much as content. Character briefs in salon LARP and
freeform likewise organize rhythm, though usually by implication rather than by
explicit countdown. The brief cues when to press, when to withhold, when to test,
and when to release pressure, even though it seldom announces these cues in the
manner of stage directions (Hansen et al.). (PMC)

One of the main ways briefs do this is through the temporal management of
information. Secrets are not only content. They are timing devices. The question is
never merely whether a character knows something scandalous or vulnerable. The
real question is when, to whom, and under what conditions that knowledge should
surface. In a well-designed brief, the secret is linked to stakes and relational
consequences. Reveal it too soon and one may lose leverage or blunt the dramatic
build. Reveal it too late and the game may end before the pressure ripens. The brief
does not usually solve this timing equation for the player. Instead, it gives the player
enough context to make timing itself part of the performance. Thus secrecy becomes
rhythmic structure rather than plot garnish (Torner; Jankovi¢ Sumar). (Nordic
LARP)

Escalation in these forms is often laddered rather than singular. A brief may prepare
a participant for a series of thresholds: a pointed question, a carefully phrased half-
truth, a moment of visible emotional leak, a risky alliance, a public challenge, and
only later a direct confession or accusation. This layered structure matters because it
helps prevent the all-too-common problem of front-loaded intensity followed by a
long dramatic hangover. If every player detonates their biggest revelation in the first
fifteen minutes, the room may become theatrically exhausted before the second cup
of tea cools. Strong briefs provide material for multiple levels of intensification.
They make it possible to pace conflict and intimacy rather than merely unleashing
them (Oddey; Hill and Paris). (Google Books)
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Briefs also score delay. Silence, hesitation, and refusal are not empty spaces left
behind by insufficient writing. They are positive performative possibilities. A
character brief full of contradiction and fear may cue a participant to speak around
the truth, to retreat after testing a boundary, or to perform politeness while obviously
failing at the task. In salon LARP, these rhythms of near-disclosure often produce
the richest scenes. The brief supplies the pressure under the pause. Without that
pressure, hesitation is dead air. With it, hesitation becomes meaning. The score thus
includes not only what is likely to be done but also what may be deferred and how
that deferral itself registers in the social room. (Hemispheric Institute)

Temporal structure is also shaped by the forms themselves. Freeform may use
explicit scene cuts, flashbacks, or GM-paced sequences, while salon LARP often
relies more heavily on continuous social time. Yet even in continuous-time forms,
the brief can imply an internal chronology. Some matters should be tested privately
before becoming public. Some grudges should simmer before boiling over. Some
flirtations become meaningful only after trust or tension has accumulated. The brief
does not need to write a minute-by-minute plan to shape this trajectory. It only needs
to establish dependencies that make certain revelations feel early, others ripe, and
others dangerously late. That is a remarkably score-like achievement: temporal form
without full temporal fixation (Stark; “Freeform”). (Nordic LARP)

Subtext and the Unsaid: Character Briefs as Structures of
Layered Meaning

Subtext is one of the clearest places where the score model proves its worth. In
theatrical practice, subtext names the gap between what is said and what is meant,
wanted, feared, or concealed. Salon LARP and freeform depend heavily on that gap
because their most compelling interactions often occur in spaces where direct speech
is risky, socially impossible, or emotionally premature. The character brief is the
main device that loads ordinary language with hidden weight. Once a player knows
that a casual inquiry about finances is really a probe for dependency, or that a
compliment is shadowed by resentment, everyday conversational surfaces become
dramatically dense. The player hears and produces language in two registers at once:
the public utterance and the concealed pressure beneath it. (Nordic LARP)

Briefs generate subtext by providing privileged interiority. Torner notes that
character sheets often offer a rich inner life with conflicted thoughts and emotions.
That inner life matters not because LARP needs more attractive prose on the page,
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though it never hurts, but because it arms the player with the hidden motive force
required for doubled performance. A character may say, “I’m only concerned for the
family,” while the player knows the statement carries panic about inheritance,
jealousy toward a sibling, and shame over previous failure. Because the audience of
LARP is first-person and co-present, this doubled layer is not aimed primarily at a
seated external observer. It is aimed at the player’s own performance choices and at
the interpretive labor of the other participants, who encounter it in fragments,
misreadings, suspicions, and revelations (Torner; Sandberg). (Nordic LARP)

Differential knowledge is central here. One participant may know of the affair.
Another may suspect but lack proof. A third may have no idea and read the same
exchange as simple social awkwardness. The brief distributes knowledge unevenly,
and that asymmetry creates the conditions for layered meaning. The same sentence
can function as flirtation, threat, plea, or camouflage depending on which brief the
listener is carrying. LARP design writing repeatedly stresses the importance of
relationships, secrets, and selective information, and these features are not merely
structural in a puzzle-solving sense. They are aesthetic mechanisms for producing
subtext. The unsaid becomes legible not because everyone shares the same
interpretive frame, but because they do not (Jankovi¢ Sumar; Hugaas). (Trepo)

Character briefs also routinely construct social masks. A participant may be tasked
with presenting public confidence while privately fearing disgrace, performing
dutiful loyalty while nurturing corrosive anger, or embodying flirtatious ease while
desperately seeking security. These masks matter because they create a productive
split between persona and motive. In ordinary life, people also wear masks, though
usually without the courtesy of a design document explaining the mechanism. In
LARP, however, the brief can make that duality explicit enough to be playable. The
player is not merely inventing subtext from thin air. The brief has already supplied
the contradiction that makes the mask theatrically worthwhile. It has scored a tension
between surface and depth (Torner; Bowman). (Nordic LARP)

This is one reason full scripting would often weaken rather than strengthen the form.
If exact lines were assigned, much of the live discovery of subtext would vanish.
Players would be tasked with delivering wording rather than navigating motive. By
leaving speech open, the brief permits participants to find socially plausible
evasions, barbed compliments, half-truths, strategic topic shifts, and emotionally
revealing slips in the moment. Subtext thus emerges through performance choices
made under scored pressure rather than through authorially finalized language. In
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that sense the brief resembles devised or action-based performance structures more
than conventional literary dialogue. It does not present subtext as something to
decode after reading. It gives performers the conditions under which subtext may
happen live. (Google Books)

Relational Pressure: The Brief as Social Score

To speak of character briefs as if they primarily produced individual psychology is
to miss the central point of salon LARP and freeform: character is relational. LARP
design texts repeatedly stress the importance of relationship webs, social proximity,
and unstable ties. LARP Design advises writers to organize characters by diegetic
social proximity and to ensure that relationships are brief and evocative, while also
emphasizing unstable relationships that cannot remain unaddressed. Those
recommendations reveal a fundamental design truth. Playable character is not merely
a personality profile. It is a node in a network of obligations, resentments, longings,
fears, and dependencies. The brief, accordingly, is best understood not as an inward
portrait but as a social score distributed across multiple documents (Jankovié¢
Sumar). (Trepo)

This relational composition is what gives many salon larps their extraordinary
efficiency. A character does not need three pages of neutral background if one
sentence can produce the right kind of pressure: “You killed Dr. X’s dog.” The
design advice quoted in LARP Design is telling because it values relationships that
are brief and evocative. Such phrasing works because it converts static relation into
kinetic pressure. “You are cousins” is descriptive. “You have always been your
cousin’s emergency exit and she hates you for it” is dramaturgical. The latter already
suggests history, hierarchy, emotional contradiction, and future scenes. It also tells
the player what kind of attention to direct toward that relationship in the room. The
brief scores relation by loading it with consequences (Jankovi¢ Sumar). (Trepo)

Relational pressure is also ensemble composition. One brief’s secret is another
brief’s suspicion. One character’s goal is another’s obstacle. One participant’s
carefully maintained mask is another’s cherished fantasy or buried grievance.
Designers therefore write across briefs as much as within them. The ensemble is not
produced by independent role packets that happen to be in the same venue. It is
produced by intersecting vectors written across the cast. That is why inconsistencies
in briefs can be so damaging and why design literature pays close attention to
coherence across documents. If the social score is to function, the parts must push on
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one another in intelligible ways. Ensemble dramaturgy is not an afterthought layered
atop individual roles. It is already written into their interdependence (Jankovié
Sumar; Stenros and Montola). (Trepo)

This social scoring is one reason the brief compares so well to devised performance
prompts. In devised theater, performers often receive tasks, images, relations, or
thematic material that become generative only through their collision with other
performers’ tasks and materials. Similarly, the LARP brief often becomes most
legible only in contact. A desire for reconciliation matters because the other party
wants distance or revenge. A fear of scandal matters because someone else is
tempted to exploit it. The drama is distributed. No single brief contains the whole
show, which is why reading one in isolation can be misleading. It is analogous to
reading one instrument’s line and claiming one has heard the orchestra. The analogy
is imperfect, but the point stands: the score is social (Oddey; Hill and Paris). (Google
Books)

In salon LARP in particular, relational pressure often replaces plot as the primary
scene generator. There may be a setting premise, a party, a wake, an engagement
dinner, a closed political meeting, or a family reunion. Yet what actually fills the
time are scenes arising from relational vectors: long-delayed apologies, coercive
bargains, brittle alliances, confessions, denials, humiliations, subtle courtships, and
public performances of intimacy that are private forms of warfare. The brief does not
need to enumerate these scenes in advance. It only needs to make them possible and
charged. That is exactly what a social score does. It composes the probability
structure of dramatic encounter without fixing the encounter’s wording or outcome.
(Nordic LARP)

Relational pressure also explains why some roles are memorable even when they are
not centrally plot-bearing in any conventional sense. A character may have no grand
secret and no obvious heroic arc, yet if the brief positions that character at the
intersection of several needs, resentments, and dependencies, the role becomes
structurally indispensable. Such a participant may be the person everyone confides
in, the one who controls access, the family peacemaker no one respects, or the
quietly observant spouse whose acknowledgment everyone craves. These roles work
because the brief has scored social gravity. Dramatic importance in LARP is
therefore not simply a function of information ownership or prewritten spotlight. It is
a function of pressure distribution. This is a useful corrective to simplistic notions of
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main characters and side characters. In a well-scored ensemble, pressure is often
more important than prestige. (Trepo)

Openness and Interpretation: Language, Gesture, and Timing
Left Unfixed

If character briefs are scores, their incompleteness is not a defect. It is the source of
their performative force. A conventional dramatic script closes down many variables
in order to secure others. The brief does the opposite. It opens key variables so that
live interaction can matter. The player is not instructed to repeat authorized lines but
to interpret a structured role in real time. Performance studies on scoring and
performance-generating systems makes this point clearly: rule- and task-based
structures require performers to inhibit some automatic responses while remaining
adaptable to the environment and to one another. A brief functions similarly. It limits
in order to release. It directs in order to make choice meaningful rather than arbitrary
(Hansen et al.; Schechner). (PMC)

Language is the most obvious site of openness. Most character briefs do not provide
exact wording beyond perhaps a few mottoes, remembered phrases, or genre-
specific formulas. This leaves room for rhetorical style. One player’s version of a
proud aristocrat may speak with brittle politeness, another with clipped managerial
command, another with exhausted irony, and another with a warmth that proves
more dangerous than open cruelty. None of these choices are outside the role if the
brief has been written as a score rather than as a script. The participant composes
verbal surface from motive, status, genre, and moment. That freedom is not merely
expressive; it is structural. It allows dialogue to respond to contingencies that no
designer could fully anticipate without writing a forest’s worth of paper and still
likely getting the best lines wrong. (Nordic LARP)

Gesture and embodiment are similarly left open. Character briefs rarely dictate exact
posture, gaze, distance, movement quality, or vocal timbre. They may imply these
things through status, fear, seduction, grief, training, or social habit, but the body
remains an interpretive instrument. This openness matters because embodiment in
LARP is always negotiated through the participant’s own capacities, comfort, safety
practices, and interactional chemistry with others. The same brief may become
guarded through physical stillness, volatile through pacing, seductive through
proximity, or comic through overcontrolled decorum. Such variation is not noise
obscuring an underlying fixed role. It is the actual realization of the score. Different
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bodies, different rooms, and different ensemble dynamics produce different
performances of the same text. That is not a failure of precision; it is the hallmark of
a score-based form (Bowman; Taylor). (Sarah Lynne Bowman)

Timing is perhaps the most delicate open variable. A brief may establish that a
confession matters, but whether that confession occurs privately in an early lull or
publicly at a late tipping point depends on room dynamics, interpersonal calibration,
and the player’s own reading of the event. LARP design discussions of steering are
relevant here because they show that players often guide timing with conscious
meta-awareness rather than by pretending to vanish into character essence. A
participant may decide to hold a revelation until another player has had time to build
toward it, or may delay conflict because the current scene needs one more turn of
tension before breaking. Such timing judgments are precisely what the score enables.
The brief supplies the stakes; the player supplies the occasion (Jonsson and
Hargeden). (Nordic LARP)

The resulting multiplicity of realization is one of the strongest arguments for the
score model. If the same brief can be played by different participants in markedly
different yet equally coherent ways, the document is behaving like a score rather
than like a script or static data sheet. Variation here is not evidence that the text
lacked identity. It is evidence that the text was written to be completed by
performance. Just as two musicians can interpret the same score differently without
abolishing the score’s form, two larpers can realize the same character brief with
distinct rhythms, temperatures, and tactical styles while still honoring its pressure
structure. The artistry of LARP design lies partly in writing documents sturdy
enough to survive such variation and open enough to profit from it. That is a harder
task than simply writing better instructions, which may be why so many designers
become mild tyrants about wording and then swear they are only being practical.
(PMC)

Comparison with Devised Theatre and Improvisational
Performance

The comparison with devised theater is useful because it clarifies how performance
can be strongly structured without being fully scripted. Alison Oddey’s account of
devised theater emphasizes collaborative working practices and the generation of
material from exploratory processes rather than from a preexisting dramatic text.
Leslie Hill and Helen Paris similarly foreground prompts, pathways, and curious
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methods. These traditions treat structure as something that can emerge through a
field of tasks and provocations. Character briefs in salon LARP and freeform
function comparably. They give performers thematic material, emotional direction,
contradictions, and relational hooks that seed scenes without determining their full
verbal form. The LARP brief is not identical to a devised theater prompt, but it
shares the same commitment to structured incompletion (Oddey; Hill and Paris).
(Google Books)

This comparison becomes clearer when one focuses on what each form asks of
performers. In conventional scripted drama, the performer interprets fixed dialogue
and usually works within a sequence established in advance. In salon LARP and
freeform, the performer receives motive, relation, and pressure but must generate
dialogue, tactics, and many structural transitions in real time. This makes the LARP
participant closer to the devising performer or improviser in one important respect:
the text to be realized is partly prewritten and partly emergent. Yet the performer is
not simply improvising from nothing. The brief sets bounds on action, tone, and
thematic relevance. The relationship to text is therefore neither pure authorship nor
pure obedience. It is score-based interpretation. (PMC)

Action-based acting vocabularies fit neatly here. When performers work from
objectives, tactics, obstacles, and adjustments, they are already operating in a mode
where live behavior matters more than literary fidelity to prewritten lines. Character
briefs regularly provide just such materials. They tell the participant what is wanted,
what stands in the way, what relationships matter, and what thematic contradictions
should be emphasized. LARP Design even discusses character sheets as objects of
inspiration that communicate theme and possibilities for exciting play, which is
remarkably close to describing a score of playable action. The player in LARP is
therefore not simply an audience member inside the fiction, nor merely an author
improvising freely. The player is a performer interpreting a scored role under
evolving conditions (Jankovié¢ Sumar; Hansen et al.). (Trepo)

At the same time, the comparison has limits, and those limits are important. LARP is
also a game form. Outcomes are uncertain not only because of theatrical contingency
but because players are pursuing goals, pleasures, risks, and experiences in a mode
of mutual participation rather than external spectatorship. Designers of larps may
care deeply about aesthetic shape, but they are also building structures within which
players exercise agency and negotiate social experience. The comparison to theater
should therefore be analytic rather than assimilative. It should help explain how
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character briefs compose performance, not erase the medium-specific features of
gameful participation, first-person audience, and co-authored outcome. To insist on
that difference is not to weaken the score model. It is to keep it honest. LARP is not
theater with the audience inconveniently onstage. It is a related but distinct
participatory art form in which everyone is unhelpfully both. (DiGRA Digital
Library)

The score concept actually helps preserve this distinction. Scores in experimental
performance, music, or dance are often designed not to control every outcome but to
make certain forms of emergence possible. Likewise, LARP briefs do not cancel
player agency; they shape its field. A player may steer, improvise, refuse, adapt, or
transform the role in contact with others. Yet the brief still matters because it has
already written the contours of what will feel urgent, shameful, risky, comic, or
tragic. The comparison to devised theater and score-based improvisation thus makes
visible a mode of authorship that is neither total nor absent. Designers compose
potentials. Performers realize and modify them. Meaning emerges socially. That, not
fixed dialogue, is where the theatricality of the brief resides. (Hemispheric Institute)

Authorship, Authority, and Co-Creation

Once character briefs are understood as scores, the problem of authorship can be
stated more precisely. Who authors the performed character in salon LARP and
freeform? The designer writes the brief. The player interprets and embodies it. Other
players reshape it through interaction, pressure, refusal, misrecognition, and
collaborative scene construction. The performed character therefore emerges from
layered authorship. This is not a weakness in the medium. It is one of its constitutive
properties. Stenros’s emphasis on co-creation and LARP’s ephemerality already
points in this direction, and the brief becomes legible as the designer’s contribution
to a performance that cannot be authored alone (Stenros; Torner). (DiGRA Digital
Library)

The designer’s role is best described as that of score-writer rather than sole
storyteller. The brief is composed to launch interpretation, not to substitute for it.
This demands a craft distinct from both novelistic characterization and conventional
playwriting. The designer must decide what to specify, what to imply, what to
withhold, how to distribute knowledge, where to load contradictions, and how to
cross-weave briefs into an ensemble fabric. LARP Design repeatedly frames
character writing in precisely such compositional terms, concerning itself with
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theme, accessibility, relation, and coherence across the cast. Seen this way, the
LARP designer is not a failed playwright who gave up before writing the dialogue.
The designer is a composer of motivated possibilities (Jankovi¢ Sumar). (Trepo)

The player, in turn, is not merely following instructions. Jonsson and Hargeden’s
discussion of steering makes clear that players often guide action with artistic
awareness, making in-character choices for off-game reasons tied to flow, impact, or
collaborative shape. This means the player reads the brief actively. She decides how
forcefully to pursue a motive, how fast to escalate, whether to use irony or sincerity,
when to reveal vulnerability, how public to make a conflict, and which relationships
to prioritize in a crowded room. In other words, the player realizes the score. If the
role fails theatrically, the fault may lie in the brief, the interpretation, the room, or
the interaction among them. But the fact of interpretation cannot be denied.
Character is authored in performance, not merely delivered by packet (Jonsson and
Hargeden). (Nordic LARP)

Collective authorship arises because no player controls the full meaning of a scene.
An apology may be offered sincerely, received cynically, interrupted by a third
party, and later reinterpreted as manipulation. None of those meanings belongs
solely to the designer or to either participant. They arise from collision. Taylor’s
emphasis on repertoire is useful here because performance knowledge is produced
and transmitted through embodied interaction, not just preserved in texts. The brief
begins that process but cannot complete it. The ensemble must do the finishing
work, and in live play the finish is always temporary, unstable, and dependent on
how others answer back. That is why the score model is superior to a simplistic
transmission model of authorship. It allows authority without total control (Taylor;
Stenros). (Duke University Press)

The result is a productive paradox. Character briefs exert real authority. They can
constrain interpretation strongly, particularly when tightly written around theme,
status, and relation. Yet they cannot guarantee realization. Participants can misread,
resist, flatten, deepen, or redirect the materials they are given. Other players can also
make available scenes the designer did not foresee. The score metaphor names this
paradox elegantly because a score is authoritative but not exhaustive. It matters
deeply and remains incomplete until performed. That describes the best LARP briefs
with surprising precision. (Hemispheric Institute)
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Embodiment, Affect, and Lived Performance

A score is not the performance. That truism becomes particularly important in
LARP, where the transition from page to embodied action is immediate and visible.
Character briefs become real only when voices, bodies, distances, and glances take
them up. Taylor’s argument that embodied performance transmits knowledge in
ways distinct from textual archives helps frame the issue. The brief may contain
motive, contradiction, and relational pressure, but none of those things have full
force until someone enters a room too quickly, or too slowly, or stands too close, or
not close enough, or says “I’m fine” with the unmistakable physical evidence of a
badly cornered liar. The repertoire begins where the page stops (Taylor). (Duke
University Press)

Affect is similarly organized rather than predetermined. LARP scholarship on
immersion, bleed, and alibi has shown that the boundary between player feeling and
character feeling is often complex, sometimes porous, and always mediated by
context. Bowman’s discussion of immersion and Hugaas’s treatment of alibi both
underscore that live roleplay is not simply a matter of pretending from a safe
external perch. Character briefs participate in this affective structure because they
tell players what kinds of emotional positions are in play and what kinds of pressures
may be meaningful. Yet they do not compel genuine feeling in any mechanical
sense, nor need they. A participant may perform grief, desire, fury, or shame with
varying degrees of personal affective resonance. What matters analytically is that the
brief has organized a set of affective possibilities and risks that come alive in
embodiment (Bowman; Hugaas). (Sarah Lynne Bowman)

The body, then, is an interpretive instrument. The same brief can be realized as cold
calculation, fragile volatility, seductive openness, or comic overcompensation
depending on how the participant moves, pauses, and occupies space. This is one
reason workshop-based character creation and sheet-based creation are not simple
opposites. Torner notes that some LARP traditions dispense with sheets in favor of
workshops, masks, or exercises, but he also notes that many players would
understand such practices as adjacent to theater exercise. The point here is not to
rank methods but to observe that a written brief still requires corporeal
interpretation. The body is not a secondary delivery device. It is one of the principal
sites where the score is made legible (Torner). (Nordic LARP)
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Spatial relation is part of this legibility. Salon LARP in particular depends on
proxemics. Who corners whom in a hallway, who remains visible at the edge of a
conversation, who stages affection publicly, who withholds eye contact, who hovers
protectively, who avoids one room altogether: these are not trivial embellishments.
They are meaningful tactics. While briefs rarely prescribe such details explicitly,
they often imply them through status structures, fear, desire, and obligation. A
character who needs approval yet dreads rejection may shadow another’s presence
without initiating conversation. A character guarding a secret may keep bodies in
motion to avoid being trapped privately. Thus the score extends into space without
becoming choreography in the strict sense. It composes proxemic possibility
(Bowman; Hansen et al.). (Sarah Lynne Bowman)

The ethical dimension should not be ignored, though it need not dominate the
analysis. Because briefs leave embodiment open, calibration, consent, and safety
practices matter a great deal. Scholarship on safety in Nordic-American LARP
discourse notes the entanglement of immersion, bleed, and alibi, and designers
increasingly incorporate calibration tools to help participants negotiate how far
embodied play should go. This does not weaken the score model; it confirms it. A
score that leaves room for live interpretation necessarily requires frameworks within
which that interpretation can remain artistically potent and socially responsible.
Embodied openness is a strength, but it is a strength that needs care. No great
revelation there, perhaps, unless one has somehow survived both theater departments
and LARP communities without noticing human beings are gloriously complicated.
(Polskie Towarzystwo Badania Gier)

Counterarguments and Critical Limits of the Score Model

A straightforward objection is that a character brief is simply an instruction sheet.
On this view, to call it a score is to overstate its artistic sophistication. Yet the
objection depends on a false opposition. Many scores are instructional in part, and
many instructions are performatively generative. Telling a participant, for instance,
that she desperately needs one person’s forgiveness but can never admit the full truth
is indeed an instruction of a kind. It is also a structured invitation to behavior under
pressure. The question is not whether briefs instruct. They plainly do. The question
is what kind of instruction they provide. When the instruction organizes motive,
timing, relational pressure, and thematic tension without finalizing expression, the
score model describes the document more accurately than the flat language of mere
instruction (Hansen et al.; Torner). (PMC)
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A second objection is that the score metaphor over-theatricalizes gaming. This
concern deserves respect because LARP is not reducible to theater, and many
players resist frameworks that seem to privilege aesthetic over gameful dimensions
of play. Yet the score model need not do that. It does not claim that larps should be
judged by the standards of mainstream scripted drama, nor that players are secretly
actors performing for an external public. Rather, it names a formal property of how
briefs structure live participation. In fact, the notion of the first-person audience and
the co-creative, subjective nature of LARP underscore the distinctiveness of the
medium. The score concept helps explain that distinctiveness because it describes a
form where performer agency, interpretive freedom, and structural guidance coexist
without collapsing into linear narration or passive spectatorship (Sandberg; Stenros).
(Knowledge Stream)

Another objection is practical: many character briefs are thin, clumsy, inconsistent,
or merely functional. That is true. Some are little more than skeletal prompts, some
are overstuffed biographies, and some read as though several committee meetings
were preserved in amber. The score model should not romanticize all briefs equally.
It is most illuminating when applied to effective character writing and to the formal
potential of the medium. Poor scores exist in music and dance too. Their existence
does not invalidate the category. Instead it enables criticism. Once briefs are treated
as score-like objects, one can ask what makes them fail: insufficient pressure,
incoherent relations, thematic vagueness, contradictory information, unplayable
secrecy, or closure so excessive that live interpretation has nowhere to go (Jankovi¢
Sumar). (Trepo)

A related objection is that mechanics, facilitation, workshops, and environment may
matter more than briefs. Often they do matter enormously. Workshops can flesh out
relation and embodiment. Mechanics can structure pacing and consent. Environment
can do powerful affective work. But the score model does not claim exclusivity for
the brief. It claims centrality in forms where the brief mediates between design and
enactment. In salon LARP and many freeforms, that mediation is especially strong
because the role packet and associated scenario materials frequently do more
compositional work than any elaborate rules engine. The brief is one part of a larger
design ecology, but it is often the part that most directly turns written intention into
human pressure (Westborg; Jankovi¢ Sumar). (Uu Diva Portal)

The metaphor also has limits. Not everything in LARP behaves like a score. Social
accidents, player fatigue, off-game chemistry, venue problems, unexpected humor,
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and meta-level adjustments all shape the event in ways no score vocabulary can fully
capture. Nor should one assume that all larps rely equally on character briefs. Some
workshop-centered or highly procedural designs disperse character creation
differently. Still, these limits do not diminish the model’s value. They merely
prevent it from becoming a total explanation. The point is not that the score
metaphor explains everything. It is that it reveals something essential about how
character briefs in salon LARP and freeform compose live uncertainty. (Nordic
LARP)

Implications for LARP Design, Criticism, and Performance
Theory

If character briefs are improvisation scores, then LARP design practice benefits from
being described in those terms. Designers should think not only about how much
information to include, but about how that information distributes motive,
contradiction, rhythm, secrecy, and relational pressure. The best briefs are not the
most exhaustive. They are the most playable. They tell participants what matters and
why while leaving enough room for discovery. Design advice in LARP Design
already points toward this model in its emphasis on theme, evocative brevity,
coherence across relationships, and unstable ties that demand attention. The score
framework makes those scattered principles conceptually legible as elements of
dramaturgical composition rather than as miscellaneous craft tips (Jankovi¢ Sumar).
(Trepo)

The model also has consequences for criticism. If briefs are treated merely as
support documents, criticism will summarize their contents instead of analyzing their
formal operations. A score-based criticism asks different questions. What motives
are given present-tense pressure? What contradictions are built into the role? How
are secrets timed? How are relations loaded with asymmetrical power or unstable
dependency? How do multiple briefs cross-compose an ensemble? Such questions
allow scholars to evaluate the artistry of LARP writing in its own right. They also
help explain why two larps with superficially similar settings can produce very
different qualities of play. One may have elegant social scoring; the other may have
lots of historical detail and very little dramatic propulsion. Anyone who has attended
both kinds of event will know which one leaves players talking about scenes rather
than about the catered biscuits. (Nordic LARP)
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Pedagogically, the score model changes how players might be taught to read their
roles. Instead of approaching a brief as a packet to memorize, participants can be
encouraged to identify pressure points, relational priorities, likely thresholds of
escalation, and the tensions between public mask and private motive. This kind of
reading is closer to performer preparation than to information retention. It helps
players understand not only what their character knows, but how that knowledge is
meant to matter in live interaction. Such an approach may be especially helpful in
educational or introductory contexts, where newcomers sometimes mistake a brief
for a private biography rather than a map for social action (Westborg; Torner). (Uu
Diva Portal)

More broadly, the argument contributes to performance theory by placing LARP
materials in conversation with established work on scores, devised performance,
repertoire, and restored behavior. Doing so expands the archive of what counts as
serious performative writing. Character briefs are not simply gamer ephemera. They
are condensed designs for embodied, co-authored eventfulness. In bringing LARP
into dialogue with performance studies, one need not flatten either field. On the
contrary, the comparison reveals how LARP complicates inherited distinctions
among script, improvisation, game, and performance. It offers a form in which
textual design and live uncertainty are especially visible, and the character brief is
one of the clearest places where that hybrid compositional logic can be studied.
(Hemispheric Institute)

Conclusion: Character Briefs as Compositions for Live
Human Uncertainty

Character briefs in salon LARP and freeform live action roleplaying are not best
understood as static instructions or backstory containers. They are improvisation
scores. They compose live performance by distributing motive, rhythm, subtext, and
relational pressure while leaving language, gesture, and timing open to embodied
interpretation. This does not make them less textual. It makes them more
performative. The brief is not secondary to the event. It is one of the means by which
the event is made possible in the first place. Torner’s insistence that character sheets
are part of the game’s text, together with LARP scholarship on first-person audience
and co-creation, supports exactly this shift in perspective (Torner; Stenros;
Sandberg). (Nordic LARP)
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Character Briefs as Improvisation Scores

Reading briefs as scores clarifies why they matter. They turn biography into present-
tense urgency. They convert relationships into pressure rather than mere description.
They make secrets function as rhythmic devices. They generate subtext by
distributing asymmetrical knowledge and by loading social masks with
contradiction. They open room for player artistry precisely because they do not
finalize wording or bodily execution. The player becomes not a passive recipient of
character data but a performer-interpreter working within a designed structure. The
designer becomes not a failed novelist or hidden playwright but a composer of
conditions under which meaningful scenes can emerge. This way of seeing the brief
is both formally precise and practically useful. It explains what skillful character
writing actually does. (Trepo)

The score model also helps keep the productive instability of LARP in view. A score
matters, but it is never the whole performance. Embodied enactment, player steering,
ensemble chemistry, safety practices, and the contingencies of social space all shape
what happens. Yet this incompletion is not an embarrassment. It is the very principle
of the form. Character briefs are powerful because they are disciplined acts of
incompletion. They do not replace live human uncertainty; they organize it. That is
why they resemble devised prompts and performance-generating systems more than
fixed scripts. They compose the possibility of event without pretending to own the
event in advance. (PMC)

Future scholarship could push this argument further by undertaking close
comparative readings of actual character briefs, interviewing designers about their
writing strategies, or observing how different players interpret the same role across
multiple runs. It could also examine how national and community traditions differ in
what they ask a brief to do, or how workshop-centered designs redistribute score-like
functions away from written packets. Those questions remain open. What seems
clear already is that character briefs deserve sustained academic attention as
performative writing. They do not simply tell participants who they are. They score
how those participants may become, collide, withhold, expose, and transform in the
company of others. In a medium defined by co-created presence, that is no small
achievement. It is, in fact, the whole fascinating mess of the thing. (Nordic LARP)
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Linh Erel

Solving Versus Savoring: Competing
Player Priorities in Salon LARP
Murder Mystery Interaction

Linh Erel

Abstract

This essay examines one of the defining tensions in murder mystery salon larp: the conflict
between players who prioritize solving the mystery and players who prioritize savoring
dramatic interaction. It argues that the form is structurally hybrid, combining a ludic logic of
deduction, mastery, and victory with a dramatic logic of embodiment, atmosphere,
revelation, and scene work. These priorities can reinforce one another, but they often impose
competing success conditions on the same event. Through analysis of clue architecture,
character design, secrecy, accusation structure, role asymmetry, facilitation, and community
norms, the essay shows how scenarios teach players to value either epistemic closure or
dramatic richness. It concludes that murder mystery salon larp’s “identity crisis” is also its
artistic engine: its most compelling forms do not eliminate the tension between solving and
savoring, but deliberately compose it into the experience of play.

Keywords: murder mystery salon larp, deduction and drama, player priorities, immersive
roleplay, clue design, ludic versus dramatic play

Introduction: The Murder Mystery Salon LARP as a Divided
Form

Murder mystery salon larp occupies a peculiarly unstable place within the ecology of
live roleplaying forms. It promises the pleasures of social performance, costumed
embodiment, and dense interpersonal drama, yet it also promises the satisfactions of
puzzle-solving, evidence management, and epistemic closure. Players arrive
expecting to suspect, infer, interrogate, accuse, and perhaps triumph by discovering
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the truth. They also arrive expecting to inhabit character, savor atmosphere, and
participate in scenes shaped by secrecy, resentment, desire, humiliation, loyalty, and
theatrical timing. Those expectations can coexist, but they do not always coexist
peacefully. Indeed, one of the defining tensions of murder mystery salon larp is that
it frequently asks one event to satisfy two different and sometimes incompatible
aesthetic contracts at once. It asks players both to solve and to savor.

That friction is not trivial. It cuts to the heart of the form’s identity. If the central
achievement of the event lies in reconstructing a hidden sequence of actions, then
the social and performative dimensions of play may become instrumental, their
value residing primarily in how effectively they facilitate deduction. In that case,
conversation is useful insofar as it yields clues, contradiction, leverage, and
explanatory coherence. Scene work matters if it produces information, and
atmosphere matters if it sharpens engagement with the investigation. If, however, the
central achievement lies in embodied dramatic interaction, then the mystery becomes
less an abstract problem than a pressure engine. The concealed crime matters
because it makes relationships dangerous, disclosures costly, and ordinary politeness
theatrically unstable. In that case, clues are not merely evidence but dramatic
material, and a participant may measure success less by arriving at the correct
accusation than by producing a layered, emotionally resonant, socially charged
evening of play. The murder mystery salon larp thus risks becoming what one might
call a divided form: a game whose victory conditions and dramatic conditions do not
always point in the same direction.

This essay argues that one of the central tensions in murder mystery salon larp is the
conflict between players who prioritize solving and players who prioritize savoring.
Solving refers here to a predominantly ludic orientation toward deduction,
clarification, strategic information use, and often victory. Savoring refers to a
predominantly dramatic orientation toward inhabiting character, heightening social
and emotional interaction, modulating revelation, and valuing the quality of scenes
over the efficiency of the investigation. These are not immutable identities, and it
would be silly to pretend that actual players arrive with one pure motive neatly
pinned to their lapels like name badges at a conference reception. Many players shift
between modes, and the same participant may interrogate one suspect ruthlessly and
then spend twenty minutes luxuriating in a tense family confrontation. Still, the
distinction is analytically useful because it reveals a structural friction in the form
itself. The murder mystery salon larp often promises both deductive mastery and
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dramatic immersion without fully deciding which should take precedence when the
two come into conflict.

The significance of that conflict becomes sharper when placed against broader
discussions in larp studies. Larp has been theorized as co-creative, embodied, first-
person, and ephemeral. Jaakko Stenros emphasizes the difficulty of documenting
larp because of its subjectivity and co-created quality, while Christopher Sandberg
famously describes live roleplaying as performance for a “first person audience,”
foregrounding the participant’s internal experiential horizon rather than the
perspective of an external observer (Stenros; Sandberg). These frameworks matter
because they remind us that larp is not just a rule-bound game nor just a scripted
spectacle. It is an event made through the lived participation of bodies in shared
space. That fact makes the friction between solving and savoring especially
important. A puzzle can be solved abstractly, but a murder mystery salon larp is
solved through social interaction, and that interaction is also where its dramatic life
occurs. The very same conversation can function simultaneously as evidence
gathering and as scene work. The same withheld confession can operate as strategic
obstruction and as exquisite dramatic pacing. The same design element can
encourage one player to optimize and another to dwell in affective uncertainty. In
other words, the form’s central conflict does not arise at the edges of play. It
emerges at the level of the interaction itself.

Research on player motivations in murder mystery games supports this claim.
Elverdam and Aarseth’s broad work on game classification is useful for
understanding how formal structures invite different modes of engagement, but even
more directly relevant is work on murder mystery game player types identifying
participants who are drawn primarily to detective work and others who are drawn
primarily to character enactment. The “Detective” and the “Actor” are not
exhaustive or mutually exclusive categories, yet they capture a recurring experiential
split: some players seek the pleasure of solving, while others seek the pleasure of
performing and inhabiting (Fatland and Wingérd; Arell and Torner). The argument
of this essay is not that one of these orientations is authentic and the other a
corruption. Rather, both are legitimate responses to the hybrid design of the murder
mystery salon larp. The problem is that the form often fails to acknowledge how
differently they define success.

To say that the event contains a conflict between solving and savoring is to say more
than that different players enjoy different things. It is to claim that murder mystery
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salon larp combines distinct value systems with partially incompatible success
conditions. The solver seeks certainty, explanation, and often public validation
through arriving at the truth. The savorer seeks charged interaction, atmosphere,
character depth, and the slow unfolding of dramatic tension. A player who withholds
information in order to preserve the emotional rthythm of a scene may be playing
brilliantly by dramatic standards and poorly by competitive ones. A player who
aggressively cross-examines everyone in the room and rapidly collapses ambiguity
may be succeeding brilliantly as an investigator while flattening the room’s
theatrical texture. Neither participant is necessarily playing badly in the abstract.
Rather, the scenario has placed them under conflicting aesthetic imperatives.

The murder mystery variant of salon larp is especially vulnerable to this conflict
because mystery introduces an unusually strong demand for closure into a form that
otherwise often thrives on ambiguity. Non-mystery chamber larps frequently allow
scenes to end unresolved. Desire may remain unsatisfied, alliances uncertain,
betrayals partial, and revelations incomplete. Such incompletion can be artistically
productive. A murder mystery, by contrast, often carries the expectation that
someone did it, that this fact can in principle be known, and that the event should
culminate in some form of answer. Detective fiction has trained audiences to expect
epistemic reward: the pattern will become clear, the mask will be removed, the
disparate clues will resolve into meaningful order. When that expectation enters an
embodied, improvisational, socially performed environment, it exerts powerful
pressure on pacing, speech, suspicion, and scene construction. The form borrows one
of detective fiction’s core impulses and injects it into a medium in which uncertainty
and social complexity are themselves central pleasures.

That hybridization creates what may reasonably be described as an identity crisis. Is
the murder mystery salon larp primarily “Clue with better costumes,” a social
deduction game in which characterization enriches but does not fundamentally
supersede the puzzle? Or is it “chamber theatre with alibis,” a dramatic
improvisational event in which investigation exists mainly to intensify interpersonal
stakes? The question is not merely rhetorical. Designers, facilitators, and players
answer it every time they distribute clues, frame the briefing, write character goals,
stage the accusation scene, reward success, and decide what counts as a “good”
evening. The answer may vary across communities and scenarios, but the tension
persists because the form itself invites it.
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This essay examines that tension by analyzing the friction between ludic and
dramatic priorities in murder mystery salon larp. It begins by establishing a
conceptual framework drawn from larp studies, game studies, and performance
theory. It then defines the specific features of murder mystery salon larp that make
this conflict especially acute. From there it analyzes the pleasures of solving and the
pleasures of savoring as distinct yet overlapping player orientations, before turning
to the concrete interactional points at which these orientations clash. The essay then
addresses three central questions: whether a strong emphasis on deduction
undermines character play, whether a scenario can support both competitive
investigation and immersive dramatic interaction, and what design choices push
players toward performance, revelation, or victory. Throughout, it argues that the
tension between solving and savoring is not simply a problem to be eliminated. It is
one of the form’s constitutive dynamics. At its worst, it produces mismatch,
frustration, and flattened play. At its best, it gives murder mystery salon larp its
peculiar force by making truth, secrecy, and performance collide in the same room at
the same time.

Literature Review and Conceptual Framework

Any serious account of competing player priorities in murder mystery salon larp
must begin with the fact that larp is not well served by purely textual or purely
procedural analysis. Scholars of larp have repeatedly insisted on its embodied, co-
creative, and subjective character. Stenros notes that larps are notoriously difficult to
document because they are ephemeral events constituted by multiple participant
perspectives rather than by a single stable text (Stenros). Sandberg’s formulation of
the “first person audience” pushes further, proposing that the participant is not
merely a performer for others but the primary audience of their own experience
(Sandberg). These ideas matter because they position larp as a form in which value
is not exhausted by external outcomes. A player may leave an event feeling it was
extraordinary even if “nothing happened” in plot terms, because what mattered was
the lived quality of the interactions, the emotional intensity of scenes, the sense of
inhabiting a role, or the felt social pressure of the room. In this scholarly frame, the
pleasures of savoring are not peripheral embellishments. They are central to how
larp has often been theorized as an art form and an experiential medium.

At the same time, larp studies has never portrayed the medium as pure immersion
divorced from strategic awareness. Sarah Lynne Bowman’s work on immersion and
shared imagination underscores the dynamic relation between player and character

228



Solving Versus Savoring

rather than positing a simple collapse of one into the other (Bowman). Maria
Jonsson and Kaisa Kangas Hargeden’s account of “steering” likewise complicates
any romantic picture of pure in-character surrender by showing that players often
make choices for off-game reasons tied to flow, scene quality, or collaborative
aesthetics even while remaining deeply engaged in the fiction (Jonsson and
Hargeden). Kari Karvinen Hugaas’s work on alibi and bleed similarly reminds us
that player identity, character behavior, and social interpretation are always
negotiated across porous boundaries rather than neatly separated domains (Hugaas).
These strands of scholarship help clarify why the conflict between solving and
savoring matters. The player in larp is already navigating multiple layers of agency
and valuation. When a murder mystery format introduces strong competitive or
deductive incentives, it does not interrupt an otherwise pure immersive state. It
enters an already complex field of interpretation and choice, potentially amplifying
some priorities while diminishing others.

Game studies provides another necessary framework because solving, as defined
here, is unmistakably ludic. To solve is to orient oneself toward mastery, progress,
and closure under the rules and conditions established by the design. Jesper Juul’s
work on games and their “half-real” nature reminds us that games are characterized
by formal systems that generate meaningful outcomes while simultaneously
supporting fictive interpretation (Juul). In murder mystery salon larp, deduction,
accusation, and victory conditions anchor that formal dimension. The player who
seeks to solve is responding to the game’s invitation to detect patterns, evaluate
testimony, build hypotheses, and arrive at a justified conclusion. This orientation
resonates with a long tradition of game scholarship emphasizing achievement,
challenge, and information management. It also resonates with detective fiction’s
narrative logic, where truth is reconstructed through evidence and interpretation. In a
murder mystery salon larp, the puzzle is not incidental. It is often a core structural
promise.

Yet game studies also warns against assuming that a game’s formal objective fully
determines player motivation. Players can instrumentalize, subvert, ignore,
reinterpret, or aesthetically reframe game goals. Richard Bartle’s influential
typology of players in online games, while developed in a very different context, is
still useful as an early illustration of motivational diversity within a shared formal
system (Bartle). More recent scholarship has similarly stressed that players may
value sociality, exploration, role performance, atmosphere, or narrative meaning as
much as or more than victory. This insight is particularly relevant for murder
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mystery salon larp, where the formal objective of solving coexists with a strongly
performative social environment. The mere presence of a solution does not
guarantee that all participants will care equally about reaching it, nor does it mean
they will all pursue it through the same behaviors. Some will see the solution as the
evening’s primary reward. Others will treat it as a scaffold for richer dramatic play.

Performance studies adds a crucial dimension because murder mystery salon larp is
not only a game with social features. It is also a live event structured through
embodied interaction, improvisation, and scene production. Richard Schechner’s
notion of restored behavior emphasizes that performance involves repeatable strips
of action that can be reactivated and recombined in new circumstances (Schechner).
Diana Taylor’s distinction between archive and repertoire likewise helps illuminate
how embodied performance generates and transmits knowledge differently from
written or recorded forms (Taylor). In a murder mystery salon larp, participants do
not merely exchange information. They stage and experience social relations through
voice, gesture, proxemics, silence, timing, and emotional modulation. Investigation
itself becomes a performance style. An accusation may be delivered as cool legal
logic, outraged moral condemnation, trembling confession, or gleeful theatrical
flourish. A clue may be surrendered grudgingly, flirtatiously, strategically, or under
visible emotional duress. The same formal objective can therefore be enacted
through radically different performance logics.

This performative dimension matters because it explains why savoring is not
reducible to “not caring about the game.” To savor is to value the embodied and
aesthetic dimensions of interaction as ends in themselves. In the context of murder
mystery salon larp, savoring often means treating ambiguity, atmosphere, and scene
quality as central pleasures rather than as temporary obstacles on the path to
solution. A player who prolongs a tense confrontation, delays disclosure, or chooses
to remain loyal to a character relationship at the expense of efficient clue transfer
may not be neglecting the form. That player may be intensifying one of its core live-
performance capacities. The question is whether the scenario and the surrounding
culture support that mode of value or quietly punish it.

Research specifically on murder mystery game participants supports the claim that
such differences in player orientation are not merely anecdotal. Work discussed in
the International Journal of Role-Playing on player categories in murder mystery
contexts identifies distinct motivational profiles, including detective-oriented
participants interested in solving and actor-oriented participants interested in role
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enactment (Arell and Torner). This research is especially useful because it grounds
the essay’s distinction in observed differences rather than in abstract theory alone. It
also suggests that the tension between solving and savoring is not simply generated
by flawed design or by especially difficult personalities at a given event. It is built
into the expectations many participants bring to the form. One player enters hoping
for inference and victory. Another enters hoping for dramatic involvement and
character complexity. The scenario, unless carefully designed otherwise, may offer
both without specifying how conflicts between them should be navigated.

To analyze this tension clearly, several terms require definition. A ludic priority is an
orientation toward the event in which formal objectives, strategic efficiency,
deduction, and success conditions are treated as primary. A dramatic priority is an
orientation toward the event in which embodiment, scene quality, emotional or
social intensity, atmosphere, and performative coherence are treated as primary.
Deduction refers not merely to curiosity but to the active pursuit of explanatory
closure through evidence, contradiction, and inference. Revelation refers to the
disclosure of significant information in a manner that carries social, emotional, or
thematic weight. Victory refers to whatever outcome the scenario recognizes or
participants perceive as “winning,” whether formally scored or informally validated.
Immersion refers here not to any total disappearance of self into character but to a
sustained experiential investment in inhabiting the fictional situation from within.
Atmosphere refers to the affective and sensory quality of the event as a lived
dramatic environment rather than just a puzzle space.

These terms should not be mistaken for absolute binaries. The distinction between
solver and savorer is heuristic, not ontological. Many players are mixed. Indeed,
some of the most skilled participants are capable of solving sharply while sustaining
character richness, or of savoring deeply while keeping a clear eye on the mystery’s
structural demands. Still, mixed motives do not dissolve structural friction. The fact
that many people can walk and chew gum does not prove that all shoes fit all terrain.
A murder mystery salon larp can still be built in ways that reward one mode more
consistently than the other. A scenario with heavily formalized clue acquisition,
sharp time pressure, and a celebrated endgame solver will likely privilege ludic
success even if some players manage to carve out dramatic scenes within it. A
scenario with emotionally gated clues, layered character motives, and diffuse
endings may privilege dramatic value even if a determined investigator still tries to
“beat” it. The point is not that players must choose one identity forever. The point is
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that designs, incentives, and community norms create friction among competing
priorities.

This framework also helps clarify why the essay is not simply about “immersion
versus metagaming,” an opposition that has sometimes distorted larp discourse.
Solving is not equivalent to bad faith or failed immersion. A player can be intensely
in character while pursuing the truth with frightening efficiency. Likewise, savoring
is not equivalent to passivity or indifference to structure. A player can care deeply
about the murder and still choose to privilege an emotionally charged encounter over
immediate clarity. The more useful distinction is not between in-character and out-
of-character but between different standards of what makes the event worthwhile.
One participant treats truth as the main prize; another treats dramatic life as the main
prize. A third hopes the scenario will make them the same prize. That hope is often
where the form becomes most interesting and most unstable.

Finally, the conceptual framework of this essay rests on a claim about hybrid forms.
Murder mystery salon larp combines at least two traditions: the logic of detective
play and the logic of live dramatic role embodiment. Hybrid forms are not
automatically contradictory, but they often contain internal tensions because their
borrowed components bring different assumptions about pacing, agency, evidence,
closure, and evaluation. Detective fiction promises that hidden truth can and should
be reconstructed. Chamber drama often gains force from unstable relations, partial
revelation, and affective complication that need not resolve cleanly. When the two
are fused, the resulting event may be exhilarating precisely because it oscillates
between them. It may also become frustrating when participants discover that the
evening cannot fully honor both priorities at once. The argument of the essay
emerges from this tension. Murder mystery salon larp is not simply a subtype of larp
plus a mystery wrapper. It is a hybrid form whose aesthetic and ludic values often
compete within the same interactions.

Defining the Form: What Makes Murder Mystery Salon
LARP Distinct?

Salon larp, broadly understood, refers to a cluster of short-form, socially dense live
roleplaying practices built around conversation, embodied co-presence, and
contained settings. These games are usually played in relatively small venues over a
limited period of time, often emphasizing interpersonal dynamics rather than large-
scale physical action or long-term campaign development. The focus is typically on
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what happens when people with loaded histories, conflicting desires, and fragile
social arrangements are placed together in a charged context. The key materials of
play are often not combat systems, resource loops, or expansive exploration, but
voice, status, secrecy, proximity, timing, and the slow or rapid unfolding of social
pressure. In such forms, the room itself becomes an engine of tension. A glance
matters. A private conversation matters. A refusal to answer matters. The medium
lives through interaction rather than through description alone.

Murder mystery salon larp is a particular variant of this broader form. It adds to the
social-dramatic frame a concealed crime, usually a murder, together with the
expectation that characters and players will seek to reconstruct what happened. This
addition imports into salon larp a set of conventions associated with detective
fiction, party mysteries, and social deduction games. There is a victim, a hidden
truth, a set of suspects, and a field of evidence, falsechood, motive, and opportunity.
The event may culminate in an accusation, a confession, a public unmasking, a vote,
or a private determination of the “winner.” Even when the exact culprit is not the
sole meaningful question, the murder introduces a powerful epistemic vector into the
room. It gives participants a reason to observe, interrogate, compare accounts, test
hypotheses, and seek closure.

What distinguishes murder mystery salon larp from adjacent formats is precisely the
way it fuses this epistemic structure with embodied social roleplay. It is not simply a
commercial dinner-party murder mystery kit, though there can be overlap in
superficial trappings. Many commercial kits rely on simplified clues, thin characters,
and relatively light improvisation designed for casual entertainment. Murder mystery
salon larp, by contrast, often aspires to denser characterization, stronger
improvisational commitment, and more sophisticated ensemble interaction. Nor is it
quite the same as an escape room, where the pleasure lies primarily in solving spatial
and symbolic puzzles under time pressure. Murder mystery salon larp depends on
people as its puzzle surface. Clues are often embedded in testimony, relationships,
social access, and emotionally fraught exchanges rather than in lockboxes and
cryptograms. It also differs from tabletop mystery roleplaying in that information is
not mediated primarily through narration or turn structure; it emerges through live
presence and shared space. Finally, it differs from non-mystery chamber larp
because the crime introduces a demand for explanatory closure that is often absent
from purely relational or thematic social larps.
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This particular combination makes the form especially unstable. A standard salon
larp can thrive on ambiguity, partial revelation, unresolved emotional trajectories,
and the slow accumulation of social complexity. A murder mystery variant must
decide how much of that ambiguity it can retain without compromising the basic
expectation that there is, or may be, a discoverable truth. The presence of the
mystery alters what participants do with ambiguity. In a non-mystery chamber larp,
silence may be interpreted mainly as emotional texture, politeness, shame, or power
play. In a murder mystery salon larp, silence may also be interpreted as suspicious
withholding, clue protection, or obstruction of the central game. Likewise, a
dramatic lie in a non-mystery salon larp may be meaningful mainly because it shapes
relationship and self-presentation. In a murder mystery, it is also potential evidence.
The form does not merely add a crime to an existing dramatic framework. It changes
the interpretive status of nearly everything in the room.

The murder mystery salon larp is therefore a hybrid not only of game and
performance but of two distinct kinds of uncertainty. One is dramatic uncertainty:
what will happen to these people, what will they admit, how will this relationship
rupture or endure, what scene will emerge if this topic is raised now rather than later.
The other is epistemic uncertainty: who did it, what happened, which testimony is
false, what chain of events best explains the contradictions. Dramatic uncertainty
thrives on modulation, atmosphere, and emotional risk. Epistemic uncertainty often
seeks reduction through clarification, sorting, and proof. These two forms of
uncertainty can reinforce one another, but they can also pull against each other. A
player who resolves the epistemic question too quickly may diminish the dramatic
uncertainty. A player who prolongs dramatic uncertainty may delay or distort the
epistemic game. This is what makes the murder mystery salon larp such a
compelling and unruly object of analysis.

It is also why the identity question is not a superficial matter of branding. Whether a
given event is closer to “Clue with better costumes” or to “chamber theatre with
alibis” depends on the relation it establishes between puzzle and performance. Some
scenarios use characterization chiefly to enrich a puzzle frame. In these cases,
characters may be vivid, witty, and fun to play, but their primary function is to make
investigation more entertaining. Other scenarios use the murder chiefly to put
pressure on an already dramatic social ecosystem. In these, the central interest may
lie less in solving the crime than in what the crime exposes about class, family,
desire, politics, morality, or memory. Both can be legitimate forms of design. The
trouble begins when the event signals both at once while structurally rewarding one
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at the expense of the other. That mismatch is not accidental. It arises from the
distinct ingredients the form has chosen to combine.

The Pleasure of Solving: Deduction, Mastery, and Competitive
Orientation

To understand the friction at the center of murder mystery salon larp, one must first
take seriously the pleasure of solving. Solving is not merely curiosity, though
curiosity is part of it. Nor is it reducible to brute competitiveness, though
competitive framing often amplifies it. Solving names a mode of engagement in
which the player takes the mystery’s hidden truth as a central object of pursuit and
evaluates the event in terms of progress toward coherent explanation. This mode
values the acquisition of information, the testing of claims, the identification of
contradiction, the reconstruction of timelines, and the eventual production of a
defensible account of what happened. The solver seeks order within uncertainty and
reward through discovery.

This pleasure has a long cultural genealogy. Detective fiction conditions readers and
viewers to take satisfaction in the movement from confusion to understanding.
Whether in classical whodunit traditions or in more psychologically complex
mystery narratives, the hidden structure of events invites analytic reconstruction.
Murder mystery salon larp inherits this appeal. The room is full of suspects,
conflicting accounts, emotional misdirection, and partial facts. For the solver, this is
an invitation to work. Every statement becomes potential evidence. Every
inconsistency becomes a clue. Every relationship is a line of inquiry. The game
offers the pleasure of making sense of complexity under conditions of uncertainty.

What is distinctive about solving in salon larp, however, is that the investigation
unfolds through live social interaction rather than through isolated puzzle
manipulation. The solver must navigate bodies, personalities, lies, alibis, and social
performance. This can heighten the sense of mastery because the challenge is not
only logical but interpersonal. One does not merely examine clues. One extracts
them. One must decide whom to trust, how to phrase a question, whether to confront
publicly or privately, when to reveal a finding, and which alliances will aid the
search for truth. Solving thus becomes a rich compound of analysis and social
tactics. The player who excels at it experiences not just the satisfaction of being
correct but the thrill of having successfully read the room.
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Clarity is one of solving’s central rewards. In the thick ambiguity of a salon larp,
where everyone is performing and information is unevenly distributed, the solver
seeks cognitive purchase. This helps explain why some participants are drawn so
strongly toward deduction in the first place. The social and dramatic life of larp can
be intoxicating, but it can also be unstable and hard to measure. Did that scene
matter? Was that confession sincere? Was that flirtation tactical or emotional? Did
one “do well” as a character? The mystery offers a more definite axis of validation.
If one identifies the correct culprit or reconstructs the crime accurately, that success
can feel unambiguous in a way that aesthetic success often does not. The solver is
rewarded not merely by experience but by explanation.

Competitive structures intensify this orientation. Some murder mystery larps
formalize success through explicit scoring, detective roles, limited accusation rights,
factional teams, or endgame recognition for the player who solved the case. Even
where such systems are informal, the event often produces a social narrative of who
“figured it out.” This matters because formal and informal recognition teach players
what the event values. A design that culminates in a dramatic accusation ceremony
judged by correctness inevitably privileges epistemic achievement. The player who
has spent the evening building emotional texture but misreads the culprit may feel,
accurately or not, that the event’s most public metric of success does not belong to
them. Competitive reward structures do not simply add spice. They recalibrate
player attention.

Once solving becomes central, conversation itself can become instrumentalized. A
solver does not necessarily stop playing a character, but character may become
secondary to information extraction. The question “How are you feeling after your
brother’s death?”” may be asked not to deepen a relationship but to test for
knowledge, timeline inconsistency, or emotional leakage that signals guilt. The
solver may pursue a line of inquiry beyond what feels natural for the role because
the role becomes a vehicle for investigation. The social room is thus transformed
into an information environment. Some participants experience this as exciting and
appropriate. Others experience it as flattening, even when it remains technically in
character. The crucial point is that the solver’s mode licenses a treatment of
interaction in which scene quality is subordinate to evidentiary value.

This orientation should not be dismissed as philistine or insufficiently aesthetic.
Murder mystery salon larp often invites it explicitly. The presence of means, motive,
opportunity, false testimony, and a discoverable solution encourages players to
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regard the event as something to beat, or at least to crack. The thrill of deducing
under uncertainty is a real and legitimate pleasure. Indeed, without enough of that
pleasure the murder mystery variant can lose one of its defining distinctions from
other salon larps. A mystery too indifferent to truth becomes mere themed drama.
Solving, then, is not an external contamination of the form. It is one of the form’s
constitutive attractions. The problem emerges only when solving is treated as the
event’s sole or overwhelmingly dominant measure of value, crowding out other
kinds of participation and recoding every social interaction as a step in a procedural
extraction process.

Another reason solving exerts such force is that it creates momentum. Mystery
supplies a clear question, and clear questions mobilize action. Players who might
otherwise drift can be galvanized by the need to establish facts, confirm alibis, and
test suspicions. The solver’s drive often prevents languor. It pushes the room toward
engagement, however abrasive that push may sometimes be. In this sense, solving
can serve as a valuable antidote to a common weakness in improvised social play: a
beautifully dressed room full of participants waiting for something meaningful to
happen because everyone is politely respecting everyone else’s ambiguity. The
solver refuses to let ambiguity sit undisturbed. This can produce flat interrogation,
certainly, but it can also produce structure, urgency, and eventfulness. That is why
any critique of solving must be careful. The same orientation that collapses dramatic
subtlety may also rescue the event from inertia.

Finally, solving often offers a distinct ethical pleasure: the restoration of order
through truth. Murder mysteries frequently mobilize moral emotions alongside
analytic ones. Someone has done a terrible thing. Someone else may be lying to
protect themself or another. Hidden structures of greed, jealousy, resentment, or
injustice have produced violence. To solve is therefore not always merely to win. It
can feel like an act of justice, exposure, or social reckoning. In some scenarios,
especially those with detective or authority roles, the player is not simply uncovering
a puzzle but performing responsibility. This too matters, because it can make
aggressive or clarity-seeking play feel not only strategic but morally sanctioned. The
solver does not necessarily believe they are disrupting drama. They may believe they
are doing what the event most urgently requires.
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The Pleasure of Savoring: Character, Atmosphere, and
Dramatic Inhabitation

If solving names one central pleasure of murder mystery salon larp, savoring names
another. Savoring is not indifference to structure, nor is it mere leisurely dithering
dressed up as sophistication. It is a mode of participation in which the player values
the quality of inhabitation, the atmosphere of the room, and the unfolding of
dramatically charged interactions at least as much as, and often more than, the
efficient achievement of deductive closure. The savorer cares about what it feels like
to be in the event. They care about the texture of speech, the cadence of revelation,
the management of silence, the tension between public decorum and private panic,
the exquisite discomfort of a half-confession, the layered cruelty of a “concerned”
question, the slow burn of status conflict. For such players, the evening’s worth is
measured less by whether the right person is accused and more by whether the event
becomes theatrically alive.

This pleasure is deeply rooted in larp’s embodied and first-person character.
Sandberg’s “first person audience” remains particularly apt here, because savoring
often means valuing the lived internal quality of scenes over their utility as puzzle
steps (Sandberg). A player may know that they are in possession of information
useful to the investigation and still delay disclosure because the moment is not ripe,
because the relationship in which that disclosure matters has not yet been fully
engaged, or because the affective truth of the scene requires uncertainty a little
longer. This is not necessarily a betrayal of the form. It is often an attempt to
intensify what makes live roleplay distinct from simpler mystery games. The savorer
is not merely consuming the event as story. They are helping make the event worth
inhabiting.

One of the pleasures of savoring is voice. Not merely literal vocal quality, though
that can matter, but the broader sense of rhetorical and social style. The savorer cares
how a character speaks, not only what a character reveals. Are accusations clipped
and legalistic, wounded and hesitant, theatrically explosive, passive-aggressive, or
soft with dangerous restraint? Is the evening one long procedural interview, or does
it contain shifts of register, performances of status, awkward attempts at civility, and
beautifully mistimed emotional honesty? To savor is to hear murder mystery not
simply as a series of data exchanges but as a social score in which information is
embedded in mood, relation, and persona.
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Atmosphere is another central pleasure. Murder mystery salon larp often trades on a
heightened sense of setting: a manor house, an engagement party, a wake, a political
salon, a boarding school reunion, a family estate in decline, a train delayed by
weather and suspicion. The savorer invests in these atmospheres not as decorative
backdrops but as conditions that shape interaction. Rain outside the windows, a
decaying aristocratic code, the pressure of polite hospitality, the lingering grief of
the victim’s presence, or the claustrophobic elegance of a small room can all
contribute to a sense that the mystery matters because these people are trapped
within each other’s social gravity. If the event is rushed toward procedural
conclusion, atmosphere becomes ornamental. If it is inhabited, atmosphere becomes
a live medium of play.

Savoring also depends on delay. This is perhaps the most important difference
between dramatic and deductive orientations. The solver often experiences delay as
inefficiency, obstruction, or missed opportunity. The savorer experiences it as
tempo. Not all truths should arrive at the same speed, and not all scenes should be
optimized for extraction. A player may choose to answer obliquely, to force another
character to ask twice, to reveal one layer of a secret while holding back the next, or
to remain loyally silent until a relationship has been tested. Such choices can make
the room dramatically richer by allowing revelations to land with social and
emotional force rather than appearing as mere transactions. The savorer’s ideal
revelation is not simply the transfer of information. It is the charged moment in
which saying the thing changes the scene.

This is why the murder itself often functions differently for savorers than for solvers.
For the solver, the murder is chiefly a hidden fact pattern waiting to be
reconstructed. For the savorer, it is often a dramatic condition. The crime has made
everyone unstable. It has put old resentments into circulation, turned ordinary
manners into masks, forced alliances, sharpened suspicion, and given emotional
stakes to every conversation. In this mode, the mystery matters because it generates
social heat. It creates pressure under which characters expose themselves,
misrecognize one another, choose loyalties, and enact versions of themselves under
strain. Even if the culprit is eventually discovered, the core pleasure lies in what the
pursuit of truth does to the human room.

Savoring also values ambiguity in a way that mystery structures sometimes resist. In
a dramatic frame, ambiguity can be ethically and aesthetically productive. A player
may not know whether another character is lying out of guilt, loyalty, shame, or fear.
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A statement may be simultaneously sincere and tactical. A confession may answer
one question while opening three more. Such ambiguities thicken the fictional world.
They allow players to perform people rather than functions. The savorer tends to
resist collapsing these ambiguities too quickly, because ambiguity is not just a
barrier to truth; it is part of what makes a scene feel alive. In a purely procedural
mystery, ambiguity is a problem to eliminate. In dramatic play, ambiguity can be the
very condition of depth.

It is important, however, not to romanticize savoring into a noble anti-competitive
stance untouched by the more vulgar pleasures of games. Savoring is not necessarily
gentle, passive, or vague. It can be intense, confrontational, manipulative, and
strategically brilliant. A player deeply committed to dramatic inhabitation may still
conceal evidence, produce false narratives, or bait others into dangerous disclosures.
The difference lies in how success is measured. The savorer asks whether the
interaction was charged, meaningful, rhythmically satisfying, atmospherically
coherent, or emotionally revealing. They may care whether the truth comes out, but
they care at least as much about how it comes out and what it does to the people in
the room.

This mode of value can be hard to validate in environments dominated by solution
logic, because dramatic success is less easily counted. There is rarely a scoreboard
for the best use of silence, the most devastatingly polite denial, or the scene in which
everyone at the table suddenly realizes that the murder is not the room’s only
violence. Yet these are often the moments players remember most vividly. They are
the moments in which the event transcends mere puzzle delivery and becomes a
form of live drama. To savor is to protect the conditions in which such moments can
occur. That protection may involve resisting premature closure, refusing reductive
questioning, or maintaining character priorities that do not align neatly with
investigative efficiency. Such choices can look perverse to a solver. To the savorer,
they are often acts of fidelity to the medium’s most distinctive possibilities.

Where the Friction Appears: Interactional Conflicts Between
Solvers and Savorers

The tension between solving and savoring becomes visible not in abstract
declarations of preference but in the grain of actual interaction. It appears in how
questions are asked, how answers are timed, how much pressure is applied, who
controls tempo, what counts as useful participation, and how information is valued
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in the room. These frictions are not merely personality clashes. They are the lived
expression of competing assumptions about what the event is for.

Interrogation is one of the most obvious flashpoints. The solver tends to ask direct,
often repetitive, evidentiary questions designed to narrow uncertainty. Where were
you at nine? Who saw you? Why did you lie about the key? Did the victim know
about the letter? These questions are sensible within the logic of investigation. They
aim at clarity, contradiction, and cross-verification. To the savorer, however, this
mode of questioning can flatten a scene. It shifts attention from status, subtext, and
emotional rthythm to procedural extraction. A tense family confrontation becomes a
timeline audit. An intimate conversation becomes a deposition. Even if both players
remain technically in character, the solver’s approach may feel less like dramatic
interaction than like a forensic squeeze. The savorer may then respond by deflecting,
stylizing, or re-embedding the conversation in character texture, which the solver
may interpret as evasive obstruction.

Clue withholding creates another recurrent conflict. For the solver, information
exists to be sorted, compared, and integrated into the emerging solution. While
strategic secrecy can be part of the game, excessive withholding may feel like failure
to participate in the core objective. For the savorer, however, not all information
should circulate immediately. A secret may be dramatically meaningful because of
who knows it, who suspects it, and what it costs to disclose. A lover’s confession, a
sibling’s betrayal, a servant’s silence, or a politician’s polished lie may lose their
force if converted too quickly into generalized puzzle data. The savorer may
withhold not to “cheat” the game but to preserve relational stakes, emotional timing,
or character integrity. Yet to a solver, such decisions can look like anti-ludic
behavior, as though someone were refusing to play chess while still sitting at the
board.

Tempo is another site of conflict. Solvers often seek acceleration toward clarity.
They want to cover the room, compare statements, pursue leads before time runs out,
and avoid getting bogged down in scenes that do not seem immediately productive.
Savorers often want modulation. They value the way tension accumulates through
pauses, circling, hesitation, and delayed disclosure. A solver may leave a promising
emotional confrontation because another suspect must be questioned right now. A
savorer may stay in the confrontation because it has just begun to become
interesting. Both are making rational choices according to different priorities. The
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friction arises because the form rarely pauses to acknowledge that rationality is
plural.

Public versus private play can sharpen the divide. Solvers may favor broad
circulation of findings or strategic public accusations that force responses and reveal
contradictions. Savorers may prefer private scenes in which characters can reveal
motives, fears, or loyalties without immediately turning the exchange into public
evidence. A scenario that strongly rewards public exposure will push the room
toward solver behavior. A scenario that hides important information behind intimate
or trust-based scenes will favor savoring. When the design does not clearly signal its
preferences, players can find themselves colliding over basic assumptions about
where meaningful play should happen.

The conflict is often intensified by social assertiveness. Murder mystery salon larp,
like many forms of improvised social play, can reward participants who are
comfortable taking up space, initiating questions, redirecting conversation, and
imposing their pace on the room. Such players often become de facto tempo-setters,
especially if they also embrace a strong solver orientation. They move quickly,
cross-examine effectively, and create momentum. Yet this can unintentionally
marginalize players who engage more slowly, subtly, or dramatically. The event
drifts toward procedural investigation because those willing to drive procedure
occupy more interactional territory. What looks like a difference in player taste thus
becomes a difference in whose style the room structurally supports.

Affective mismatch produces some of the sharpest moments of friction. Imagine a
scene in which one player is deeply engaged in a painful confrontation about the
victim’s abuse, betrayal, or emotional abandonment. The scene has become charged
because participants are exposing long-buried wounds. A third player enters and,
from a solver orientation, begins asking who saw the victim last near the study
window. The interruption is not necessarily unreasonable. The question is relevant.
But affectively it may feel like vandalism. The scene’s emotional stakes are
subordinated to evidentiary value. Conversely, the player immersed in emotional
truth may frustrate the solver by treating a crucial clue as secondary to a personal
grievance. Each experiences the other as misaligned with what matters most.

This mismatch often extends to judgments of good play. The solver may see the
savorer as indulgent, obstructive, or inattentive to the scenario’s central problem.
The savorer may see the solver as flattening, domineering, or aesthetically tone-deaf.
Neither judgment is entirely baseless, and both can become unfair if universalized.
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The deeper issue is that the event has not established a shared hierarchy of values.
Does the room applaud the best questioner or the most devastating confessor? Does
it reward the person who sees through the lies or the one who sustains the richest
persona? Without explicit or strongly implicit guidance, players infer priorities from
design cues and from each other. Friction then becomes a struggle not only over
information but over the event’s meaning.

The hybrid nature of the form makes such conflicts especially difficult to resolve in
the moment because both sides can claim fidelity to the scenario. The solver can
plausibly say, “There is a murder to solve.” The savorer can plausibly say, “There
are characters to play.” The form has promised both. Unless design, facilitation, or
community norm clarifies how to negotiate their overlap, players end up discovering
those limits socially, often through irritation. That irritation is not just interpersonal.
It is a symptom of the murder mystery salon larp’s divided aesthetic contract.

Does Deductive Emphasis Undermine Character Play?

A strong emphasis on deduction can undermine character play, but the claim
requires precision. Deduction is not inherently hostile to characterization, nor does
the presence of investigation automatically flatten dramatic life. Indeed, many
compelling dramatic scenes in mystery contexts are sharpened precisely because
truth matters and because some participants are trying to extract it. The question is
not whether deduction belongs in the form. It plainly does. The question is what
happens when deduction becomes the unquestioned hierarchy of value around which
all other participation must orient itself.

One mechanism by which deductive emphasis undermines character play is through
the instrumentalization of interaction. When the primary goal becomes solving
quickly and correctly, scenes are judged according to what information they yield.
Questions become narrower, answers are valued for clarity rather than texture, and
ambiguity is treated mainly as noise. In such a context, characterization survives
only insofar as it facilitates or decorates evidence transfer. A haughty aristocrat, a
grieving spouse, or a resentful sibling may still be played with flair, but the role’s
internal contradictions, social rituals, and emotional complexity are likely to receive
less sustained attention than the question of what they know and whether they are
lying. Character becomes a channel rather than a center.
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Deductive emphasis also pressures players toward legibility. Mystery-solving
depends on comparing statements, spotting contradictions, and building stable
explanatory models. This tends to reward clear communicative behavior. Yet
character play often thrives on opacity, self-deception, mood shifts, partial truths,
and layered motives that do not sort cleanly into evidentiary categories. A character
who speaks obliquely because they are ashamed, manipulative, evasive, and unable
to articulate their own motives may be dramatically rich and deductively
inconvenient. If the room strongly prioritizes solving, such complexity is likely to be
either simplified or treated as obstruction. Players may begin trimming away
ambivalence in order to remain useful to the investigation. They become easier to
read because the game rewards readability.

Time pressure exacerbates this tendency. In many murder mystery events, players
know the evening is finite and that some form of accusation or resolution will arrive
whether or not everyone has had the scenes they might have wanted. Under these
conditions, the value of lingering in a complicated dramatic exchange can seem hard
to justify if the dominant norm says the real point is to solve before time runs out.
Players may leave scenes early, cut off emotional developments, or redirect
conversation toward actionable facts. Vulnerability becomes expensive if it delays
clue processing. Character play is not prohibited, but it is squeezed into the margins
between investigative imperatives.

Another mechanism involves role interpretation. If players believe the mystery is
primary, they may interpret their characters through a more functional lens.
Backstory becomes important insofar as it establishes means, motive, and
opportunity. Emotional relationships matter insofar as they conceal or reveal
evidence. Even non-suspect roles risk becoming clue nodes or alibi providers rather
than socially vivid presences. The overall effect can be a subtle but pervasive
narrowing of what counts as a role worth investing in. Characters who do not
obviously aid the puzzle may feel peripheral, even if they could have generated
compelling dramatic scenes in another hierarchy of values.

The issue is not that deduction makes players less “immersed.” That would be too
simple and often false. A player can be deeply engaged in character while pursuing a
ruthless investigation. The issue is that deductive emphasis redefines which features
of character are most worth foregrounding. It privileges the character as witness, liar,
suspect, or detective over the character as socially contradictory person. Those
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aspects can coexist, but when the room rewards the former more consistently, the
latter often thins out.

Still, it would be a mistake to claim that deduction necessarily destroys character
play. Sometimes the pressure to solve intensifies it. Interrogation can expose status
habits, emotional fault lines, and moral self-conceptions. A tightly pursued
contradiction can make a character’s mask crack in unforgettable ways. A player
forced to protect a secret under scrutiny may discover richer tactics, sharper speech,
and more vivid embodiment than they would in looser dramatic drift. Deduction can
generate stakes, urgency, and asymmetry that make character come alive. The
problem arises when investigation is designed or culturally framed so that the only
good scene is the one that advances solution. At that point character play survives
only parasitically, feeding off the puzzle rather than being recognized as a central
value in its own right.

The most accurate answer, then, is conditional. A strong emphasis on deduction
undermines character play when it establishes a hierarchy of incentives in which
clarity, speed, and epistemic success are rewarded more reliably than ambiguity,
atmosphere, and dramatic timing. It does not do so simply because players ask
questions or seek the truth. What matters is whether the scenario and its culture
allow truth-seeking to remain embedded in meaningful social performance rather
than stripping it down to procedural extraction. Deduction is not the enemy.
Deduction made sovereign often is.

Can a Scenario Sustain Both Investigation and Immersive
Drama?

The possibility of supporting both competitive investigation and immersive dramatic
interaction is perhaps the essay’s most delicate question, because it is easy to answer
either too cynically or too optimistically. A cynical response would say that the
goals are fundamentally incompatible and that every attempt to fuse them produces
only muddled compromise. An optimistic response would say that a skillful enough
designer can simply have both without tension. Neither position is convincing. The
better answer is that a scenario can sustain both, but only under specific design
conditions that bind investigation and drama together rather than letting them
compete as separate economies of value.
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The first condition is that clues must not float free from relationships. If essential
information is distributed as neutral data to be harvested from bodies in the room,
players are strongly incentivized to treat one another as repositories of evidence.
This pushes interaction toward interrogation-as-extraction and away from dramatic
involvement. By contrast, when clues are embedded in emotionally or socially
meaningful relationships, the pursuit of truth must pass through dramatic terrain. A
character may know something not simply because they were present, but because
they were loved, betrayed, indebted, blackmailed, dismissed, or protected. In such
cases, the question is not only “What do you know?”” but “What does saying it cost
you?” That shift is crucial. It transforms clue discovery from procedural retrieval
into dramatic revelation.

The second condition is that revelation must feel consequential. Investigation and
immersive drama coexist best when uncovering the truth changes the room socially
and emotionally rather than merely updating a knowledge state. A discovered letter
should not just point to the culprit; it should expose an affair, a lie of class mobility,
a long-hidden act of cruelty, or a political compromise that reconfigures alliances. A
confession should not simply answer the mystery; it should redraw relationships.
When revelation has consequence beyond correctness, players have reason to care
about how and when it happens, not only whether it happens. This helps bridge the
gap between solver and savorer priorities. The solver still receives truth, but the
savorer also receives a meaningful scene.

A third condition is that character motives must exceed the murder. Roles designed
solely around innocence, guilt, and investigatory function tend to narrow play
toward the puzzle. Roles with contradictory desires, private stakes, social
obligations, and moral or emotional complexity create a larger field of dramatic
action. If every character wants only to solve, conceal, or survive accusation, the
room naturally converges on procedural behavior. If characters also want
reconciliation, revenge, status, inheritance, protection, seduction, absolution, or
ideological victory, then the mystery becomes part of a richer dramatic ecosystem.
Investigation can then intersect with rather than replace character play.

Tempo design is another major factor. A scenario that demands rapid-fire clue
accumulation, heavily time-boxed questioning, or repeated formal evidence phases
will tend to privilege solving. A scenario that allows for slower social build, layered
disclosures, and moments of uncertainty can better support savoring. This does not
mean the event must become shapeless. In fact, integration often works best when
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pacing mechanisms exist but do not force all intensity into the same procedural
channel. A timed dinner announcement, a public reading of a will, the arrival of new
evidence, or a shift in accusation rights can all provide structure while still leaving
room for scenes to breathe.

Equally important is the treatment of success. If the scenario’s ultimate validation
belongs overwhelmingly to the player or team that names the culprit correctly, the
event teaches participants that dramatic richness is secondary. Supporting both
priorities requires either pluralizing success or ensuring that solution itself cannot be
separated from dramatic process. Some designs accomplish this by making
accusation socially costly, by tying public explanation to character relationships, or
by allowing multiple meaningful outcomes rather than one clean binary of solved
versus unsolved. Others may explicitly honor memorable scenes, relationships, or
revelations in debrief. The point is not necessarily to eliminate a solution, but to
avoid making correctness the only publicly legible form of achievement.

There is also a cultural and facilitative dimension. Even a well-constructed scenario
can tilt heavily toward solving if players are briefed as though they were entering a
contest first and a dramatic event second. Conversely, a scenario can tilt away from
its mystery spine if players are told mainly to “create good drama” without regard
for investigative momentum. Sustaining both priorities requires framing that names
the tension openly and invites participants to treat inquiry and scene work as
mutually constitutive. This can be done through workshops, examples of play, and
explicit norms about clue handling, accusation, and character integrity.

Perhaps the most important principle is that investigation must itself be made
dramatic. If questioning, contradiction, and evidence comparison remain socially
sterile, then solving and savoring will continue to compete as distinct modes. But if
inquiry always risks humiliation, exposes loyalties, threatens status, or forces
morally difficult choices, then the act of solving becomes inseparable from dramatic
interaction. A detective asking “Where were you?” is not merely gathering data if
the answer publicly shatters an engagement, reveals a forbidden encounter, or
compels a parent to choose between truth and protection. In such cases, investigation
does not interrupt immersive drama. It is one of its engines.

This does not mean harmony is automatic even under strong design. Players will still
differ. Some will always push harder for clarity, others for atmosphere. Yet a
scenario can support both when it makes truth socially costly, relationships
structurally meaningful, motives richly layered, and resolution dependent on
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performance rather than mere retrieval. Under those conditions, solving and savoring
do not become identical, but they can become interdependent enough that each
enriches rather than cancels the other.

Scenario Design and the Push Toward Victory, Revelation, or
Performance

If the tension between solving and savoring is structural, design is where that
structure becomes concrete. Murder mystery salon larp does not merely host
competing priorities; it teaches players what kinds of priorities make sense through
the arrangement of clues, roles, pacing mechanisms, accusation procedures, and
reward structures. Every scenario contains an implied pedagogy. It tells participants,
often more clearly through structure than through rhetoric, what sort of event they
are actually in. A designer may describe the larp as richly dramatic and deeply
immersive, but if the scenario’s most reliable rewards accrue to rapid clue
comparison, efficient contradiction management, and correct endgame accusation,
players will understandably infer that solving is the event’s true center. Conversely,
a design may advertise a thrilling mystery, but if almost all significant play emerges
through loaded relationships, emotionally gated disclosures, and endings that do not
strongly privilege correctness, players will experience the event as chamber drama
with a mystery skeleton rather than as a contest of deduction. Design is never
neutral. It is the primary means by which the form’s hybrid identity is
operationalized.

Clue architecture is one of the clearest and most powerful design levers. A dense
clue web built around timelines, physical evidence, overlapping witness statements,
and tightly interlocking factual contradictions tends to privilege solver behavior.
Such structures invite players to compare notes, test alibis, and build increasingly
stable explanatory models. The room becomes analytically charged. Players who can
organize information quickly, retain detail, and identify inconsistencies are
rewarded. This does not eliminate dramatic play, but it establishes a clear
gravitational center around epistemic mastery. By contrast, a sparse or relational clue
architecture supports different behavior. If key truths are attached to trust, desire,
shame, status, or moral conflict rather than simply hidden in inert data, then players
must move through social and dramatic terrain to reach them. The clue is no longer
just a fact; it is a relationship event. This distinction matters enormously because it
determines whether information feels collectible or consequential.
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Character briefs amplify or redirect that pressure. Roles written primarily in terms of
means, motive, and opportunity tend to narrow characters toward the investigation.
Such roles function effectively within a strong mystery frame because they make
every participant legible as a suspect or witness. Yet they can also flatten the room
by reducing characters to vectors in the murder mechanism. A richer brief, by
contrast, gives the participant goals, contradictions, obligations, and emotional
stakes that do not collapse into guilt or innocence. The player then has reasons to
care about things other than the central case, which broadens the dramatic ecology of
the room. Importantly, this does not weaken the mystery if the design is skillful. It
strengthens it by embedding investigation in a world where revelation costs
something. When roles are dramatically rich, the same disclosure can serve both the
investigation and the scene. When roles are thin, disclosure tends to behave like
administrative data transfer wearing a fake mustache and hoping no one notices.

Accusation structure reveals a scenario’s values with almost impolite honesty. A
formal accusation ceremony in which players or teams present their theories and are
judged primarily on correctness strongly privileges solving. It produces a climax
centered on explanation and validation. This can be exhilarating, especially for
players who have spent the evening building toward a coherent case. But it can also
retroactively subordinate other forms of participation if the public culmination
suggests that the event’s real point was to be right. More ambiguous or distributed
endings, by contrast, can preserve dramatic complexity. Some designs allow
accusations to fail or succeed without fully resolving all tensions. Others stage
confession not as a game-judged proof but as a socially explosive scene. Still others
create multiple meaningful outcomes so that solving the murder is only one among
several possible forms of event fulfillment. The structure of ending thus determines
not only how the event concludes but what kinds of play retrospectively feel central.

Secrecy design is equally important. In many weaker murder mystery structures,
secrets exist chiefly to hide the culprit. Information is withheld because the puzzle
requires delay, and participants become custodians of that delay. This often produces
brittle interaction. Players may cling to secrecy mechanically because disclosure
threatens the mystery’s integrity. The result can be a room full of people guarding
facts that matter only because the scenario says they are not yet allowed to surface.
A more robust design gives secrets independent dramatic life. A secret affair, a
hidden debt, a pregnancy, a forged document, a political compromise, or an act of
familial betrayal can matter whether or not it directly identifies the murderer. Such
secrets broaden the event’s stakes and allow disclosure to function as dramatic
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revelation rather than merely as clue release. They also create multiple lines of
pressure, so that the room does not reduce every conversation to the single question
of the murder.

Pacing mechanisms teach players what tempo the event expects. Some murder
mysteries rely on external pushes: clue drops, new evidence announcements, timed
rounds of interrogation, structured questioning periods, or escalating stages of
revelation. These devices can be useful in preventing stagnation and maintaining
investigative momentum. Yet they also tend to proceduralize the room. Participants
learn that progress occurs through formal evidence phases rather than through the
organic unfolding of social scenes. Other scenarios adopt looser temporal structures,
allowing information to circulate through relationships, intuition, and opportunistic
conversation. This can support atmosphere and dramatic pacing, but it risks drift if
no other structures produce urgency. The strongest designs tend to combine rhythm
and openness: a few external pressure points that reconfigure the room without
dictating every exchange. Such designs make time matter while leaving players
room to inhabit it.

Reward structures might be the single most decisive design element because they
translate abstract priorities into legible forms of validation. A design with explicit
points, a declared winning detective, or public celebration of the player who solved
the crime most accurately sends a very clear signal. However beautifully written the
roles may be, the event has declared what counts. Dramatic play may still occur, but
it occurs in the shadow of a scoreboard, literal or social. By contrast, a design that
values memorable scenes, emotional arcs, thematic revelations, or beautifully
painful choices in debrief broadens the field of recognized achievement. This does
not require abandoning solution altogether. It requires acknowledging that a murder
mystery salon larp can produce multiple kinds of success and that good design
makes room for them. Recognition is pedagogical. Players learn what to aim for by
observing what the event remembers and praises.

Design also shapes power distribution in subtler ways. A scenario with one or two
formal investigators, police roles, or detective authorities may centralize inquiry
around those characters. This can be effective if the goal is to maintain procedural
clarity and ensure momentum, but it can also skew the room toward interrogation
and away from distributed dramatic agency. Conversely, a scenario in which
everyone has partial access to truth and equal capacity to accuse may create a more
socially diffuse investigation, but it risks chaos if clues are not carefully layered. The
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question is not simply whether authority exists, but how its presence or absence
structures the relation between solving and savoring. Formal authority can accelerate
deduction while narrowing the field of who gets to produce meaningful investigative
action. Distributed authority can encourage scene variety while making closure
harder to achieve.

What these design levers collectively demonstrate is that murder mystery salon larp
never simply “contains” both puzzle and performance in some abstract balance. The
scenario makes choices. It decides whether truth is cheap or expensive, whether
clues are inert or relational, whether ending validates correctness above all, whether
roles are socially thick or functionally thin, whether tempo is procedural or
atmospheric, whether secrecy exists only to preserve the puzzle or also to generate
drama. Players respond to these structures with varying degrees of awareness, but
they respond nonetheless. If a room feels overrun by hard interrogation, one should
not rush to blame the participants alone. Very often they are following the path the
design has lit for them.

A crucial implication follows. Designers who claim they want both solving and
savoring must build for both deliberately. One cannot simply bolt a murder onto a
social larp and assume the result will honor both investigative and dramatic values.
Nor can one write beautifully tragic roles and then attach a rigid winner-takes-all
accusation scene without reshaping the room’s priorities. Hybrid forms require
hybrid craft. The challenge is not to eliminate tension but to compose it so that
investigation and performance energize one another rather than fighting for oxygen.
When that craft fails, the event’s identity crisis becomes visible in the ugliest
possible way: not as fertile ambiguity, but as players realizing too late that they
thought they had been invited to different games.

Information, Secrecy, and the Politics of Revelation

In murder mystery salon larp, information is never merely information. It is both a
ludic resource and a dramatic material. For the solver, information is evidence,
leverage, the stuff from which hypotheses and accusations are built. For the savorer,
information is often pressure, intimacy, blackmail, shame, loyalty, and the emotional
currency of scenes. The same fact can therefore occupy two value systems at once.
A hidden debt may be a clue to motive and also the humiliating center of a
relationship. A secret meeting may be an alibi contradiction and also the site of a
character’s deepest vulnerability. This doubleness is one of the form’s great
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strengths, but it is also one of its most politically charged dimensions, because the
management of information determines who holds power, who must perform
disclosure, and what kinds of revelation the event makes possible.

The politics of revelation begins with control. Who knows what, when do they know
it, and on what terms can that knowledge circulate? A design that places key
information in documents, objects, or mechanically retrievable clues gives players a
very different experience from one that places key information in people.
Documents can be stolen, decoded, and compared; people must be approached,
manipulated, trusted, seduced, cornered, frightened, or persuaded. The latter model
generally supports stronger dramatic play because it makes truth socially mediated.
But it also raises sharper questions about disclosure. If a player holds information
that matters both emotionally and investigatively, does the design encourage them to
share it when asked, to trade it strategically, to reveal it only under intense pressure,
or to protect it unless character logic breaks? Different answers create very different
events.

Disclosure cultures emerge around these answers. Some murder mystery designs
implicitly promote transparency once the right question is asked. The player may
still lie or resist, but the overall norm assumes that clues should become available
when inquiry is sufficiently targeted. Such designs often serve solvers well because
they prevent stagnation and reward sharp investigation. Other designs promote
strategic delay, layered confession, or negotiated revelation. In these, the right
question may not be enough. The relationship must also be right, the stakes must be
high enough, or the moment must have ripened. This supports dramatic savoring by
making information temporally and emotionally charged rather than simply
accessible. Yet it can frustrate solvers who feel the event is withholding its own
logic behind layers of affective reluctance.

The distinction between clues as objects and clues as relationships is especially
revealing. An object clue behaves in relatively stable ways. A bloody cufflink exists,
is found, and can be interpreted. A relational clue behaves differently. “I saw him
leave her room at midnight” may not emerge at all unless a confidant is betrayed, a
sibling is cornered, or a lover finally gives up their protective lie. In the first case,
the clue is primarily epistemic. In the second, the clue is simultaneously epistemic
and performative. Its revelation changes not just what is known but what can be felt,
said, and socially maintained. This difference strongly shapes whether the event
feels like procedural investigation or chamber drama.
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Revelation is also political because it distributes vulnerability unevenly. Some
participants are asked to guard secrets that are central to the mystery, while others
are tasked with extracting or exposing them. These roles are not equally comfortable
or equally validated. The player protecting a secret may be celebrated for excellent
dramatic withholding or condemned for obstructing the game, depending on the
room’s norms. The player aggressively seeking truth may be praised for momentum
or criticized for flattening scenes. These are not merely taste disputes. They are
judgments about the proper circulation of information in the event. What counts as
fair disclosure? What counts as selfish concealment? What counts as legitimate
inquiry? Murder mystery salon larp often leaves these questions underdefined, which
means players end up negotiating them in the moment through power, confidence,
and community habit.

Timing compounds these politics. Information released too early can collapse both
mystery and dramatic build. Released too late, it can render the puzzle incoherent or
the ending unearned. The strongest revelations in murder mystery salon larp are
usually those that change the room at the moment they matter most, but “matter
most” is not self-evident. To the solver, the crucial moment may be the first
opportunity to secure a correct explanatory model. To the savorer, the crucial
moment may be when disclosure can produce maximum emotional and social
consequence. These two temporal logics overlap sometimes and diverge sharply at
others. A scenario that supports both must therefore think not just about what
information exists, but about how it wants time itself to feel. Does time press toward
closure, or does it stretch toward ripening? The answer shapes the politics of
revelation from the first scene onward.

There is also the question of truth’s status. Some mysteries are built around a single
correct solution. Others allow uncertainty, moral ambiguity, or multiple plausible
accounts. A strongly single-solution design encourages the treatment of revelation as
final proof. This can be satisfying, but it can also privilege a narrow understanding
of truth as factual closure. More ambiguous designs allow revelation to deepen the
room without necessarily ending interpretive work. A confession may reveal guilt
while leaving motive unstable; an accusation may be factually right but socially
disastrous; the identification of the murderer may expose a deeper network of
complicity that cannot be resolved by naming one culprit. Such designs tend to
support savoring because they preserve dramatic residue after the formal mystery
moves toward closure. They also remind us that in social drama, the truth is often
larger than the answer to “who did it.”
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Ultimately, the treatment of information determines what kind of event the murder
mystery salon larp becomes. If information is primarily collectible evidence, the
event inclines toward gameful investigation. If information is primarily relationally
mediated, temporally charged, and socially costly, the event inclines toward drama.
Most scenarios occupy some shifting ground between these poles. The point is not
that one model is superior in the abstract. It is that the politics of revelation teach
participants what sort of room they are in and what kinds of participation will feel
meaningful there. A murder mystery that wants both solving and savoring must
design its information so that truth is not merely hidden, but worth the scenes
required to bring it into the light.

Performance Styles, Social Norms, and Implicit Contracts

Even the most carefully designed murder mystery salon larp can be played very
differently depending on the norms of the group that inhabits it. Formal structure
matters greatly, but culture matters as well. Players do not enter an event as blank
procedural units waiting to be activated by scenario design. They bring habits,
expectations, reputations, aesthetic values, and assumptions learned from previous
games and from the communities in which they play. As a result, the same scenario
can feel like a tightly competitive investigation in one context and like a richly
atmospheric chamber drama in another. To understand the tension between solving
and savoring, one must therefore attend not only to the formal design of the event
but to the implicit contracts through which groups interpret what “good play” looks
like.

Pre-game framing is often the first site where these contracts are signaled. The way
organizers describe the event shapes what participants think they are walking into. A
briefing that emphasizes clue analysis, careful observation, and the thrill of “figuring
it out” primes solver behavior. A briefing that emphasizes character, atmosphere,
relationships, and emotional stakes primes savoring. Most murder mystery salon
larps say some version of both, but the balance matters. So do examples. If
organizers tell players to “really interrogate each other” or to “make sure the clues
come out,” they establish one set of expectations. If they tell players to “let
revelations matter” or to “play your relationships first,” they establish another.
Participants are highly responsive to these cues because they want to align with the
event’s perceived values.
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Communities reinforce those values over time. Groups that regularly celebrate the
cleverest solver, the sharpest detective, or the player who “cracked it fastest”
develop a culture in which investigative dominance is admired and emulated.
Groups that praise unforgettable scenes, devastating confessions, or elegant
character commitments develop a culture in which dramatic play is foregrounded.
Neither culture is inevitable, and many communities contain mixed norms, but
repetition stabilizes expectations. New players quickly learn what behaviors attract
positive attention. If they hear repeated stories about “who solved it,” they infer that
solution is the event’s central prestige economy. If they hear repeated stories about
“that extraordinary scene in the library,” they infer a different economy. The
community thereby becomes a hidden co-designer of the form.

These implicit contracts shape judgments about acceptable behavior. In some
groups, clue-hoarding is treated as clever and fully in bounds; in others, it is
regarded as antisocial if it prevents the room from moving. In some groups, direct
cross-examination is admired as energetic play; in others, it is considered crude if it
tramples scene texture or leaves quieter players without entry points. In some
groups, remaining steadfastly loyal to character motives even when this harms the
investigation is praised as integrity; in others, it is criticized as mistaking private
dramatic satisfaction for collaborative responsibility. What is striking is that players
often do not articulate these norms until conflict arises. The implicit contract is most
visible when someone is perceived to have broken it.

Performance style is also part of this ecology. Some larp communities cultivate
highly legible, socially extroverted play. Participants are expected to initiate often,
seize space, drive scenes, and externalize their intentions clearly enough for others to
respond. Such cultures can align naturally with solver priorities because both favor
momentum, clarity, and assertiveness. Other communities cultivate more
understated, atmosphere-rich play, where ambiguity, observation, and carefully
modulated disclosure are valued. These styles are not reducible to solving or
savoring, but they intersect with them strongly. A scenario that theoretically supports
both may still tilt toward one mode if its player base has learned a particular rhythm
of participation.

Costuming, venue practice, and even post-game conversation contribute to these
norms. A community that treats costuming mainly as genre fun may orient
differently from one that treats costume as part of embodied social coding. A group
that routinely debriefs around “Did you get the answer?” constructs a different
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memory of the event from one that asks “What scenes mattered most?”” These are
not superficial differences. They determine which aspects of play become narratively
central after the fact, and retrospective emphasis influences future play. Memory is a
cultural design tool, whether or not anyone formally acknowledges it.

The existence of such implicit contracts complicates any attempt to evaluate a
scenario in isolation. A design that appears balanced on paper may drift decisively
toward solving when played in a puzzle-oriented community, or toward dramatic
savoring when played in an atmosphere-oriented one. This does not make design
irrelevant. It means design and culture interact. In some cases, strong design can
counter local habits. In others, local habits overpower moderate design signals. The
important point is that the tension between solving and savoring is not only formal.
It is social. Players are reading one another for cues about what kind of event they
are in, and once a dominant interpretation stabilizes, it can reshape the entire room.

This matters for facilitators as well as scholars. If organizers want a murder mystery
salon larp to support both investigative and dramatic pleasures, they must do more
than write a balanced scenario. They must frame the event in ways that surface,
rather than conceal, its hybrid values. Otherwise players fall back on community
defaults, and defaults are rarely neutral. One room’s default is “solve first, perform if
time remains.” Another’s is “play beautifully, trust that the mystery will sort itself
out.” Both can produce enjoyable events. Problems arise when participants assume
different defaults and discover too late that the room has already chosen one.

The Murderer, the Detective, and the Non-Solver: Unequal
Role Burdens

The tension between solving and savoring does not burden every participant equally.
Different roles within murder mystery salon larp are positioned differently with
respect to secrecy, agency, pressure, and evaluative visibility. The murderer, the
detective, and characters with little direct investigative leverage often occupy
especially asymmetrical positions. These asymmetries reveal much about what a
design actually prioritizes, because they show who gets to produce meaningful play
and who is asked mainly to support someone else’s version of success.

The murderer role is perhaps the most notoriously difficult in the form because it sits
directly on the fault line between puzzle integrity and dramatic richness. A player
cast as the culprit is often expected to preserve the mystery’s solvability while also
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generating compelling scenes. These demands are not identical. If the murderer
plays too defensively, refusing vulnerability and treating every interaction as a risk-
management exercise, the mystery may remain intact but the role can become
dramatically inert. The player becomes a vault with a pulse. If, on the other hand, the
murderer plays too openly, leaning into emotional confession, reckless behavior, or
richly incriminating interactions, the room may come alive dramatically while the
mystery collapses prematurely. The role is therefore often asked to perform a near-
impossible calibration: be socially available, dramatically interesting, and yet not so
readable that the event loses its investigative spine.

This burden is intensified when the scenario makes the murderer the event’s primary
source of tension. In many weaker designs, the culprit is the only character with
significant secret depth, while others function largely as distractors or clue carriers.
The murderer then bears a disproportionate share of both dramatic and Iudic
responsibility. They must carry the room’s suspense, support the puzzle, and still
remain satisfying to play. Such designs often produce brittle outcomes. Either the
murderer becomes a cautious obstructionist, or the player, eager for richer drama,
overperforms revelation and destabilizes the mystery. The fault in such cases lies
less with the player than with the design’s uneven distribution of burden.

Detective or investigator roles occupy a different but equally consequential
asymmetry. These roles are often explicitly licensed to drive the event. They may
have authority to question aggressively, to convene people, to access documents, to
make formal accusations, or simply to embody the social legitimacy of seeking truth.
This can be effective for maintaining pace. A good detective role can rescue the
room from drift and ensure that the mystery remains active rather than decorative.
Yet such roles also risk skewing the entire event toward solving. Because they are
structurally rewarded for pressing toward clarity, they can dominate tempo, redirect
scenes, and define what counts as relevant interaction. Other players may find
themselves responding to the detective’s priorities simply because those priorities
carry formal weight.

When detective roles are too central, the event can become unevenly distributed
between a few active investigators and a majority of reactive participants. The latter
may still have rich roles on paper, but in practice they become witnesses, suspects,
and information nodes in someone else’s inquiry. Their dramatic life is squeezed
into the spaces not occupied by investigation. This is particularly pronounced when
detectives are given explicit endgame prestige or recognized as the event’s primary
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agents of progress. In such scenarios, the underlying message becomes difficult to
miss: some players are here to make the mystery happen, and others are here to be
processed by it.

At the other end of the spectrum are non-solver roles or roles peripheral to the
formal investigation. These may include socialites, younger relatives, staff,
politically marginal figures, or characters whose main stakes concern romance,
inheritance, reputation, grief, or social position rather than the murder itself. Such
roles can be extraordinarily rich dramatically if the design gives them independent
pressures and meaningful intersections with the mystery. But in many cases they are
flattened into support functions. They exist to be questioned, to deliver one clue, or
to make the culprit harder to identify. When this happens, the asymmetry of the form
becomes especially clear. The event has promised ensemble play, but some roles are
granted full participation in the central ludic economy while others are not.

This role burden often tracks community norms around protagonism. In solver-
heavy cultures, the detective and the most clue-relevant suspects naturally become
the center of attention. Players in peripheral roles may feel they are “not really in the
game” unless they insert themselves aggressively into the investigation. In savoring-
oriented cultures, those same roles may flourish through side scenes, emotional arcs,
and relational entanglements that matter independently of the solution. The same
written role can therefore feel either underpowered or beautifully subtle depending
on the event’s dominant priorities. That variability underscores how role burden is
not only about mechanics. It is about which forms of participation the room
recognizes as consequential.

A particularly revealing test of a design’s values is whether every major role can be
both dramatically alive and investigatively meaningful in some way. This does not
mean all roles need equal clue access or equal power to accuse. It means the scenario
should avoid relegating some participants to mere utility. A suspect can be
dramatically alive if the information they hold is entangled with shame, desire, fear,
or loyalty. A peripheral family member can be investigatively meaningful if their
social choices affect what others dare to reveal. A servant or assistant can be central
if the room’s class dynamics make their testimony possible only under specific
conditions. In strong design, role asymmetry creates differentiated play rather than
dead zones. In weak design, it creates a hierarchy of whose evening matters most.

The murderer, meanwhile, exposes the ethical tension of the form especially clearly.
The culprit is often expected to “play fair” for the puzzle while also not being
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boring. Yet “fairness” itself is hard to define when the role’s dramatic and ludic
demands diverge. Is it fair to withhold fiercely because the mystery depends on it? Is
it fair to confess when the scene demands it, even if the deduction game suffers?
These questions are unanswerable in the abstract because they depend on the
scenario’s true priorities. A design that wants a strongly competitive mystery must
support the murderer in preserving uncertainty without becoming dramatically dead.
A design that wants chamber drama must allow the murderer enough social and
emotional life that being guilty does not reduce the role to mere concealment. Too
often, designers want both and write as though the culprit can magically intuit the
perfect balance.

Role burden, then, is not a secondary design concern. It is one of the clearest
indicators of how a murder mystery salon larp negotiates the conflict between
solving and savoring. If only some participants are allowed to be fully alive as
characters while others mainly facilitate the case, the event has already answered its
own identity question. The challenge is not to erase asymmetry, which would make
the form bland, but to ensure that asymmetry produces varied forms of consequential
play rather than simply allocating whose pleasures count.

Friction as Productive Rather Than Merely Problematic

It would be easy, and not entirely wrong, to describe the tension between solving
and savoring as a design problem. It can certainly produce frustration, mismatch,
flattened scenes, and interpersonal irritation. Yet stopping there would miss
something essential about why murder mystery salon larp remains such a compelling
form. Not all friction between ludic and dramatic priorities is destructive. Some of
the form’s most distinctive energy arises precisely because these priorities do not
align smoothly. The point is not merely that players tolerate the tension. In the best
cases, the tension itself becomes part of the aesthetic charge of the event.

Consider the interruption of a tender or volatile scene by investigative pressure. On
one level, this is exactly the kind of mismatch savorers complain about. A character
is on the verge of confessing grief, desire, or betrayal, and another participant barges
in seeking facts, timelines, and contradictions. Yet the interruption can also be
theatrically electric. The social logic of the mystery makes privacy fragile.
Emotional truth becomes dangerous because inquiry is always nearby. A confession
is no longer simply a confession; it is also potential evidence. The detective’s arrival
does not only disrupt drama. It may intensify it by forcing characters to perform
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under scrutiny, to choose between feeling and self-protection, to continue the scene
in coded language, or to break spectacularly under pressure. In such moments, the
collision between solving and savoring is not a design flaw but the source of live
dramatic heat.

The same is true of lies. In a purely dramatic frame, a lie can be moving, cruel,
strategic, or self-protective. In a mystery frame, it is also a clue. This dual status
gives the form unusual richness. A lie may deepen character even as it advances the
investigation. A player can savor the lie’s relational consequences while a solver
treats it as a crack in the case. Neither reading is wrong. They are layered. The room
becomes interesting precisely because utterances can carry both dramatic and
epistemic charge. The best murder mystery salon larps exploit this doubleness rather
than trying to force every interaction into a single register.

Competing priorities also create moral tension. A player may know that revealing a
truth would advance the case and perhaps even ensure victory for themselves or their
team, yet also know that the revelation will socially destroy someone they care about
in character. Choosing whether to speak becomes meaningful because it is both
strategically and dramatically consequential. If solving and savoring were always
aligned, such choices would lose much of their force. The event becomes more
interesting when participants must decide what kind of success they are willing to
pursue and what forms of damage they will accept in doing so.

This is why some of the most memorable moments in murder mystery salon larp
occur when players knowingly sacrifice one priority to heighten another. A culprit
may choose an incriminating but emotionally devastating confession because the
scene has become too powerful to evade. A detective may hold back a public
accusation long enough to let a family fracture in private. A witness may refuse to
disclose a crucial fact out of loyalty, making the event harder to solve but far richer
as social drama. These acts are often discussed afterward with a mixture of
admiration and frustration because they expose the form’s divided values so clearly.
They are beautiful precisely because they are not cleanly optimal.

The challenge, of course, is that friction is only productive when the room has
enough shared trust and enough design support to convert conflict into layered play
rather than resentment. If players feel that their priorities are being ridiculed,
invalidated, or structurally excluded, the tension ceases to be aesthetic and becomes
merely social. Productive friction requires some recognition that the form can
contain different standards of value. It also requires design that gives collisions
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consequence rather than making them arbitrary. When a detective interrupts a
confession, the interruption should matter. When a player withholds a clue for
dramatic reasons, that choice should generate new pressures rather than simply
stalling the room. Friction becomes artful when the scenario has prepared for it.

Seen in this light, the murder mystery salon larp’s “identity crisis” is not simply a
weakness. It is one of the reasons the form can feel more alive than either a pure
deduction game or a pure chamber drama. The puzzle gives urgency to scenes; the
scenes give weight to the puzzle. The room’s uncertainty is epistemic and social at
once. The event becomes a place where truth is not merely found but fought over,
delayed, stylized, weaponized, and suffered. That is not a small achievement. It is
the form’s peculiar gift, provided one can survive the occasional player who believes
every trembling family revelation is mostly valuable as a footnote in their case file.

Counterarguments and Alternative Models

A predictable objection to the foregoing argument is that skilled players should
simply do both. On this view, the conflict between solving and savoring reflects
inexperience or poor play rather than structural tension. The mature participant, one
might say, can inhabit character richly while investigating effectively, preserving
atmosphere while still moving toward resolution. There is truth in this objection.
Hybrid competence does exist, and some players are exceptionally good at
producing inquiry that remains dramatically alive. Yet the existence of skilled
hybrids does not dissolve the underlying problem. A form can still contain
competing priorities even if some participants manage them beautifully. Moreover,
invoking ideal players too quickly can become a way of excusing weak design. If a
scenario consistently requires extraordinary finesse simply to keep its values from
colliding destructively, the burden has been shifted from the form to the individual.

A second objection is that deduction is itself dramatic. Why, the critic asks, should
one imagine investigation as opposed to performance? Is not the detective’s pursuit,
the suspect’s lie, the witness’s contradiction, the public accusation, the collapsing
alibi already the stuff of drama? This objection is important because it identifies a
real danger in overstating the distinction. Deduction can indeed be dramatic, and
some of the strongest murder mystery play emerges when inquiry is saturated with
status, desire, shame, and fear. The argument of this essay is not that solving and
drama are inherently separate. It is that they operate according to partially different
priorities that may or may not be integrated by a given design. Deduction becomes
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dramatically thin when it is enacted as pure efficiency, detached from social cost and
scene texture. It becomes dramatically rich when the search for truth remains
entangled with human stakes. The tension exists not because deduction cannot be
dramatic, but because it is often structured in ways that reward clarity more reliably
than dramatic consequence.

A third objection claims that murder mystery salon larp is fundamentally a game,
and that complaints about solving undermining character play simply misunderstand
the genre. If the event promises a mystery, then of course participants should
prioritize solving it. This argument has force in cases where the design truly and
honestly centers competitive or procedural investigation. There is nothing
illegitimate about such events. But many murder mystery salon larps do not present
themselves that way. They advertise atmosphere, immersion, character, secrets, and
drama alongside investigation. They invite participants to expect more than a puzzle
delivery system. In such cases, one cannot dismiss dramatic concerns as category
errors. They arise from promises the form itself has made.

A fourth objection is that the solver-savorer distinction is too binary. Most players,
one might say, are mixed types whose motivations shift from moment to moment.
This is certainly true. Few participants are pure detectives or pure aesthetes. Yet the
essay’s argument does not depend on essentialized player categories. It depends on
recognizing that different standards of value operate within the form and can conflict
in practice. Mixed motives do not erase structural friction. They often make it more
intimate, because the same player may feel pulled between wanting to crack the case
and wanting to remain in a difficult, beautiful scene. The distinction remains useful
because it names those competing pulls without pretending they belong to different
species of human.

A final objection suggests an alternative model: perhaps the real issue is not solving
versus savoring, but simply good versus bad integration. On this model, a well-
designed murder mystery would naturally align puzzle and drama so thoroughly that
no real tension would remain. This is an attractive ideal, but it underestimates the
distinctiveness of the pleasures involved. Even highly integrated designs will still
produce moments where a player must decide whether to prioritize rapid clarity or
dramatic ripening, public certainty or private consequence. Integration can lessen
tension, but it cannot wholly abolish the fact that epistemic closure and aesthetic
savoring do not always arrive on the same timetable or under the same conditions.
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The form’s hybridity is not merely a problem to be smoothed away. It is a condition
to be composed.

Implications for Design, Facilitation, and Criticism

If the central tension of murder mystery salon larp lies in the competition between
solving and savoring, then designers must become more explicit about what they are
asking their scenarios to do. The first implication is honesty of structure. Designers
often describe events in broad, enticing language that promises both deduction and
rich dramatic immersion, but rhetoric is cheap and players are taught by form. If
solving is the dominant priority, the scenario should own that fact and build cleanly
for it. If dramatic savoring is central, the design should not quietly punish that choice
through clue economies and endgame structures that reward only investigative
efficiency. The worst outcome is not choosing one pole over the other. It is
pretending both will be equally served when the design clearly privileges one.
Clarity about intended experience is not aesthetic cowardice. It is respect for
participants.

For designers who do want both, the implication is craft rather than wishful thinking.
Clues must be attached to relationships and costs. Roles must have motives that
exceed the murder. Endings must recognize more than mere correctness, or else
ensure that correctness itself can only be achieved through socially and emotionally
meaningful play. Investigative authority should be distributed carefully so that
momentum does not become monopolization. Secrecy should generate dramatic
leverage rather than functioning only as puzzle delay. In short, hybrid ambitions
require hybrid mechanics. One cannot merely hope that players will conjure a
satisfying balance out of a structurally one-sided event.

Facilitation also matters. Pre-game briefings, workshops, and framing conversations
can help align expectations before friction becomes resentment. Facilitators should
consider naming the event’s priorities directly. If the larp values both solving and
atmosphere, that should be said in operational rather than decorative terms.
Participants can be encouraged to let revelations matter, to treat inquiry as scene
work, and to remember that winning is not the only available form of success.
Conversely, if the event is proudly competitive, that too should be said plainly, so
that players seeking immersive chamber drama do not feel ambushed by an evening
of forensic bustle. Framing is not a cosmetic supplement. It is part of the event’s
social contract.
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For critics, the essay suggests that murder mystery salon larps should be evaluated
according to the priorities they actually instantiate rather than those they merely
advertise. A scenario that produces excellent deduction but thin character play is not
necessarily a failure if its structure and framing clearly centered solving. A scenario
that produces extraordinary scenes but murky resolution is not necessarily a failed
mystery if its primary achievement lies in chamber drama under investigative
pressure. Critical confusion often arises because the form’s hybrid identity tempts
reviewers to expect maximal success in every direction at once. More useful
criticism asks what kind of event this was, what it taught players to value, and how
successfully its design supported that value structure.

For scholars, the solving-savoring tension offers a powerful lens for analyzing
hybrid analog forms more broadly. Many participatory formats combine puzzle
logic, role performance, and social improvisation, but murder mystery salon larp
makes their friction unusually visible because the mystery’s demand for closure is so
strong. The form therefore provides a useful case study in how games and
performances overlap without collapsing into one another. It also invites renewed
attention to the politics of reward, legitimacy, and memory in participatory art forms.
Which pleasures are easiest to publicly validate? Which forms of labor become
invisible when a winner is named? Which scenes linger in recollection even when
they did not advance the objective? Such questions reach beyond murder mystery
itself.

There is also a pedagogical implication for player preparation. Players can be taught
to recognize that a mystery scene may have more than one kind of value. A question
can seek truth and also create a charged interaction. A revelation can advance the
case and also redefine a relationship. A good player in this form is not simply one
who gets the answer or one who performs beautifully, but one who understands how
the room’s multiple economies of value are functioning. That kind of literacy does
not eliminate tension, but it can make tension more playable and less mystifying.

Ultimately, the practical lesson is simple even if the implementation is not. Murder
mystery salon larp works best when it stops pretending that solving and savoring
will naturally align just because both are desirable. They are distinct priorities with
different tempos, rewards, and risks. The task of design and facilitation is not to
deny that fact. It is to make it fruitful.
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Conclusion: The Form’s Identity Crisis and Its Future

Murder mystery salon larp is defined by a structural friction between two different
modes of valuing participation. On the one hand stands solving: the pursuit of truth,
clarity, coherence, leverage, and often victory. On the other hand stands savoring:
the pursuit of embodiment, atmosphere, scene quality, subtext, and the rich
unfolding of dramatic interaction. These priorities are not always opposed, but they
are not naturally identical either. They bring with them different assumptions about
tempo, disclosure, role function, and success. The central argument of this essay has
been that the conflict between them is not incidental. It is built into the hybrid form
itself.

A strong emphasis on deduction can indeed undermine character play when a
scenario rewards clarity, speed, and correct accusation more reliably than ambiguity,
vulnerability, and dramatic consequence. Yet deduction need not destroy dramatic
richness. When inquiry is socially costly, when clues are embedded in relationships,
and when revelations reshape the room rather than merely updating a case file,
solving can become one of the engines of powerful performance. Likewise, savoring
need not mean abandoning the mystery. Dramatic delay, character loyalty, and
atmospheric investment can deepen the investigation by making truth matter. The
crucial question is not whether one can include both puzzle and performance, but
what relation the design establishes between them.

That relation is shaped by clue architecture, role construction, pacing, secrecy,
accusation procedure, reward structures, facilitative framing, and community norm.
Every event teaches its players what kind of success it actually values. Some teach
that to be right is to matter most. Others teach that to create charged scenes is the
event’s real prize. The most interesting murder mystery salon larps do something
harder. They bind epistemic and dramatic stakes tightly enough that truth-seeking
and character play become mutually aggravating and mutually generative at once.
They do not resolve the form’s identity crisis so much as stage it.

This matters because the murder mystery salon larp’s divided nature is not only a
weakness. It is also the source of its singular energy. A pure deduction game can be
elegant but socially thin. A pure chamber drama can be profound but structurally
diffuse. Murder mystery salon larp forces explanation and embodiment into the same
room. It asks players to decide what they owe to truth, to one another, to their
characters, and to the evening as an aesthetic event. Sometimes that produces
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irritation, mismatch, and the unmistakable feeling that one guest has arrived at a
different party. Sometimes it produces precisely the scenes players remember for
years: the confession that solved the murder and ruined a family, the accusation that
was factually correct and emotionally monstrous, the lie that kept the mystery alive
just long enough to become unforgettable.

The future of the form depends less on choosing once and for all between “Clue with
better costumes” and “chamber theatre with alibis” than on becoming more self-
aware about how the two desires interact. Designers must stop treating the tension as
accidental. Facilitators must stop hiding it behind vague promises that everyone will
get what they want if only they try hard enough. Critics must learn to ask what kind
of event was actually built and what kinds of pleasure it made possible. Players,
perhaps most of all, benefit from recognizing that the room may contain more than
one legitimate standard of value.

That recognition need not tame the form. If anything, it may free murder mystery
salon larp to become more confidently hybrid. Its identity crisis is not a sign that it
does not know what it is. It is evidence that what it is has always been unstable,
double, and more interesting than either of its parent traditions alone. The best
versions of the form do not hide that instability. They let solving and savoring sit
together in uneasy elegance, exchanging pleasantries, sharpening knives, and trying
to decide which of them has really come for the truth.
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Brian David Phillips

VALHALLA’S

FEAST
The Real Threat to Reality

Interactive Drama Scenario
15-52 Players

Brian David Phillips, Ph.n.

Of Roleplays & Salon LARPs:

Classroom Roleplays: These are often used as educational tools to facilitate
learning. By acting out certain scenarios or situations, students can gain a deeper
understanding of the topic at hand, practice problem-solving in a controlled
environment, develop empathy by "walking in someone else's shoes", or engage in
critical thinking about a particular issue. For instance, in a history class, students
might roleplay as delegates from different countries during a pivotal historical event,
like the Congress of Vienna.

Murder Mystery Parties: These are social games where participants take on the roles
of various characters, usually in a setting where a fictitious murder has occurred. The
goal is to determine who among the participants is the murderer, using clues
provided throughout the evening. These can be purchased as kits or created from
scratch and can be very elaborate with costumes, props, and detailed backstories for
each character.
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Theatre-Style Salon LARPs (Live Action Role Playing): These are a subset of
LARPing where the focus is more on narrative and character interaction rather than
combat or physical activity. Often, they're set in enclosed spaces like a single room
or a house (hence "salon"). Participants are usually given a character with a
background, motivations, and goals. The game is then played out through
conversation, debate, and sometimes secret dealings or puzzles. They can be set in
any type of setting or time period, from historical periods to futuristic sci-fi settings.
Salon LARPs can last anywhere from a few hours to an entire weekend, depending
on the scenario and the organizers' intentions.

Salon LARPs (Live Action Role-Playing): Salon LARPing is a form of live-action
role-playing that tends to focus more on character interaction, drama, and
storytelling rather than physical activity. They might be set in any number of
settings, from historical periods to fantasy worlds. Players take on the roles of
characters and interact with each other in character. Salon LARPs often take place in
a single room or a few connected rooms, contrasting with more expansive boffer
LARPs that might take place outdoors and involve physical combat.

Both types of activities require participants to adopt a character or role, with the
primary difference being their purpose and setting. Classroom roleplays are typically
more educational and directive, while theatre-style Salon LARPs are more about
storytelling and character exploration.

VALHALLA’S FEAST
The Real Threat to Reality

Setting: The opulent halls of Valhalla, where golden goblets never empty and the
heroes of ages past regale each other with tales of valor. Vast pillars, banners
signifying various epochs, and a high throne where Odin himself might sit. The
mood is generally celebratory, with the hum of conversation, laughter, and the soft
tunes of ancient songs. But undercurrents of tension are palpable, as suspicions
begin to rise.
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Introduction:

Welcome to Valhalla's Feast, a grand convergence of gods, heroes, Valkyries, and
more within the splendid hall of Valhalla. This isn't just any feast. As songs are sung
and stories shared, there's a growing unease: a presence that does not belong, a
nefarious intent, a twist in the fates. This is an event that could spell doom for
Valhalla itself unless the imposter is uncovered.

Setting:

The opulent halls of Valhalla, where golden goblets never empty and the heroes of
ages past regale each other with tales of valor. Vast pillars, banners signifying
various epochs, and a high throne where Odin himself might sit. The mood is
generally celebratory, with the hum of conversation, laughter, and the soft tunes of
ancient songs. But undercurrents of tension are palpable, as suspicions begin to rise.

Background:

The inhabitants of Valhalla, from mighty gods to brave heroes, have been gathering
for countless millennia. Here, heroes chosen by Valkyries find their eternal reward,
feasting and recounting tales of old. But recent whispers speak of prophecies, of
visions that Saga and other seers have glimpsed, hinting at a force set on Valhalla's
ruin. Now, more than ever, unity is needed. However, distrust grows as all begin to
realize - not everyone is who they seem.

The Situation:

An unprecedented event has occurred. In this gathering of esteemed beings, someone
doesn't belong. An imposter, a demon from another dimension, is hidden amongst
the throng, with motives most sinister. Their goal? The very unraveling of Valhalla.
The challenge for the inhabitants is clear: identify the imposter(s) before it's too late.

VALHALLA’S FEAST
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The Real Threat to Reality

Cast of Characters:

Odin (M): The all-father and chief of the gods. He seeks to maintain harmony
in Valhalla and sees potential in every hero.

Freyja (F): She suspects that not all is as it seems and uses her powers of
foresight to gain insights. First Witch, seidr practitioner.

Erik the Brave (M): He is unfamiliar with Valhalla's customs, which
occasionally shows.

Astrid Shieldmaiden (F): A celebrated warrior. She is proud, fierce, and
protective of her legacy.

Loki (M/F): Often mischievous, yet this time he might be more of an ally than a
foe.

Hel (M/F): With a foot in both the land of the living and the dead, Hel's insights
can be key to identifying the intruder.

Frigg (F): Odin’s wife, goddess of prophecies, though she doesn't always
reveal what she knows.

Thor (M): The god of thunder. Boisterous and brave, he is ready to face any
threat head-on.

Skadi (F): Goddess of winter and hunting. She's suspicious of newcomers and
is very observant.

Idunn (F): Keeper of the golden apples of immortality. She's concerned about
the balance of life and death in Valhalla.

Baldur (M/F): The beloved god, once dead and now reborn, he represents hope
in dire times.

Sigurd Dragon Slayer (M/F): A hero who once slew a dragon. Valiant and
charismatic.

Gunnar (M/F): Sigurd’s friend and a formidable warrior with a poetic soul.
Sif (F): Thor's wife, known for her golden hair and her calm demeanor. She
seeks peace among the inhabitants of Valhalla.

Heimdall (M/F): The guardian of Bifrost, the rainbow bridge. Always alert and
the first to sense external threats.

Briinnhilde (F): A Valkyrie who once loved Sigurd. Strong-willed and
strategic.

Njord (M/F): God of the seas. He believes in diplomacy and aims to mediate
tensions.
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Gersemi (F): Freyja's beautiful daughter. Youthful and naive, but her innocence
allows her to see truths that others might overlook.

Tyr (M/F): God of law and heroic glory. A voice of reason and logic.

Valkyrie Alfhild (F): Responsible for choosing those who may die and those
who may live in battle. Has a keen eye for valor.

Valkyrie Ingrid (F): A veteran Valkyrie with many tales of the mortal realm.
She's loyal to Odin and skeptical of outsiders.

Magni (M/F): Son of Thor, strong and direct. He has little patience for games
and subterfuge.

Saga (F): Goddess associated with runes and prophecies. She's been having
visions of impending doom.

Modi (M/F): Thor’s other child, representing his father’s courage and
fierceness.

Gerd (F): A jotunn (giantess) and wife to Freyr. Sees the best in everyone but is
not to be underestimated.

Ran (M/F): Goddess of the sea, known to pull drowning sailors into her
underwater abode. Mysterious and sometimes aloof.

Valkyrie Svava (F): A compassionate Valkyrie, often questioning the fairness
of battle outcomes.

Forseti (M/F): God of justice and reconciliation. An arbiter in conflicts and is
respected by all.

Brynhild (F): A shieldmaiden and a Valkyrie, torn between duty and love. She
has an unresolved history with Sigurd.

Bragi (M/F): God of poetry. He uses his songs to calm or incite, depending on
the need.

Valkyrie Eir (F): Known for her healing powers. Quiet and observant, she often
notices what others overlook.

Beowulf Deathbringer (M/F): A hero with a mysterious past. Some say they
once were a dragon, transformed and seeking redemption.

Vanadis (F): A synonym for Freyja, but here a distinct character. A sorceress
well-versed in the art of seidr (Norse magic).

Hilde (F): A warrior maiden with unmatched bravery. Rumored to be so fierce
that even death could not claim her.

Ullr (M/F): God/goddess of archery and skiing. Independent and a bit of a loner
but deadly with a bow.

Valkyrie Kara (F): Recently ascended Valkyrie. Eager to prove her worth and
dedication to Odin.
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Hoenir (M/F): A silent god, known to give good counsel. Observes more than
he/she speaks.

Atli the Swift (M/F): A hero known for speed, agility, and cunning. Some say
they can outrun their own shadow.

Bestla (F): Mother to Odin and his siblings. Old, wise, and carries the weight of
history with her.

Valkyrie Geirskogul (F): A fierce warrior, choosing the bravest of the slain for
Odin.

41. Freyr (M): God of fertility and brother to Freyja. Though peaceful, he can be a
formidable foe.

42. Vidar (M/F): Silent god of vengeance. Stepping up as a leader in times of
crisis.

43. Valkyrie Rota (F): Has a fierce rivalry with Ingrid. Both are often at odds on
who to bring to Valhalla.

44. Ylva (F): A fallen shieldmaiden.

45. Bjorn (M/F): A celebrated hero.

46. Edda (M/F): A wise elder.

47. Valkyrie Skogul (F): With a deep affinity for ravens, she often communicates
with Odin's own birds, Huginn and Muninn.

48. Jarnsaxa (F): A giantess lover of Thor, bringing tales from the Jotunn realms.

49. Grimnir (M/F): An enigmatic figure. Some say they're Odin in disguise, testing
the residents of Valhalla. Others say they are something g dark and ominous.

50. Valkyrie Gondul (F): A strategist, often seen whispering with Odin about the
fates of upcoming battles.

51. Vili (F): Sister to Odin and Ve. She shares Odin's wisdom and Ve's passion.

52. Ve (F): Sister to Odin and Vili. A more hot-headed counterpart to her wise
siblings. Change to female as sister of Odin.

Procedures:

1. Character Assignment: Each player will be assigned a character. You will
receive a character sheet detailing your background, public and private information,
special abilities, goals, and what you know about others.

2. Phases of Play: The game will proceed in phases:
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a. Introduction Phase: Players introduce themselves, sharing only their
public information.

b. Discussion Phase: Players converse, forming alliances, sharing suspicions,
and gathering information.

c. Prophecy Phase: New clues are revealed, sowing further doubts and
possibly affirming suspicions.

d. Accusation Phase: Players gather to voice their final suspicions about the
imposter's identity.

e. Revelation Phase: The true imposter reveals themselves, and the aftermath
unfolds.

3. Clues & Prophecies: At designated times, players will receive clues and
prophecies that can help in identifying the imposter(s). Use them wisely!

4. No Combat: This is a game of wit, intuition, and interpersonal skills. There will
be no physical combat or challenges. The battles here are of the mind.

5. Role-playing: Embody your character. Think like them, speak like them, and
interact as they would. The richness of the experience comes from immersing
yourself in the role.

6. Confidentiality: Keep your private information secret unless you choose to share
it. However, if someone directly questions you about your private information, you
must reveal the truth.

7. Character Assignments: Prior to the game, players will be assigned a character.
Each player will receive a character sheet detailing their background, objectives,
relationships, and secrets.

8. Safe Space Rules: Respect is paramount. While in-character conflicts are

expected, players should remain respectful and avoid real-world sensitive topics.
Any behavior making others uncomfortable should be stopped immediately.

274



LARP Valhalla Feast

9. Time Limit: The game is designed to be played over a few hours. The host will
keep track of time and move the game through its phases. Players should aim to
make their decisions within the given time frames.

10. Endgame: The game concludes when the imposter(s) are correctly identified or
if they manage to evade detection until the end.

Valhalla's Feast
Setting:

The grand hall of Valhalla. High arched ceilings with golden beams, great wooden
tables laden with food and drink, roaring fireplaces, and banners representing each
of the gods. Players gather, some in small groups, others challenging each other to
contests of strength or wit, and a few huddled in corners sharing tales of their heroic
deeds.

Premise:

It's the night of the grand feast in Valhalla, where the bravest of heroes and the most
revered gods gather. However, as the mead flows and stories are shared, whispers
spread that not everyone in the hall is who they appear to be. Rumors speak of inter-
dimensional demons, enemies of the gods, who've infiltrated Valhalla to bring about
its destruction.

The gods have been alerted, and Odin, the Allfather, has announced that until the
culprits are found, no one may leave the great hall. With Valhalla's very existence at

stake, everyone must now determine who among them are the imposters and who
can truly be trusted.

Factions:

1. Aesir Gods: The primary deities associated with war and the sky.
2. Vanir Gods: Associated with fertility, prosperity, and nature.
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3. Heroes: Warriors who've died heroically and earned their place in Valhalla.

4. Valkyries: Choosers of the slain, they decide who may die and who may live in
battles.

5. Imposters (Demons): Entities from another dimension, aiming to bring
destruction to Valhalla.

6. Other Dimensions. Those from other realms (such as the giants)

Instructions for Players:

Keep your faction card with you at all times. While you might have individual
objectives or secrets, remember that working with your faction can be advantageous.
The symbols and signs mentioned in the cards are for in-game role-play and can be
used to signal membership or ask for assistance. Be cautious, as trust is invaluable,
and deception runs deep.

Tips for Players:

1. Engage in Roleplay: Dive deep into your character. Use your background,
objectives, and alliances to shape your interactions.

2. Trust and Distrust: While it's essential to form alliances, always be wary.
The demon is skilled in deception.

3. Observe: Pay close attention to others' behaviors, conversations, and
alliances. Sometimes, a minor detail can reveal a lot.

4. Keep your faction card with you at all times: While you might have

individual objectives or secrets, remember that working with

Objectives and Gameplay:

e Primary Objective: Identify and expose the inter-dimensional demons before
they execute their plot to destroy Valhalla.

e Secondary Objectives: Fulfill personal agendas, forge alliances, discover
hidden stories, and ensure the safety and glory of your faction.

Conclusion:
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Valhalla's Feast is a game of intrigue, alliances, betrayals, and revelations set against
the backdrop of Norse mythology. Whether you're an honorable warrior, a wise god,
a chooser of the slain, or an imposter with ulterior motives, every decision can tip
the balance in this intense and immersive LARP experience. The fate of Valhalla is
in your hands. Skal!

Note to the Host:

As the orchestrator of this experience, it's up to you to ensure the smooth flow of
events. Familiarize yourself with each character, their backgrounds, and their clues.
Encourage role-play and interaction. Most of all, ensure everyone remains respectful
and enjoys the experience. Happy hosting!

Valhalla's Feast

Setting: The grand hall of Valhalla, adorned with shields, tapestries depicting heroic
feats, and long wooden tables overflowing with food and drink. The warm glow of
torches casts flickering shadows as skalds play traditional music.

Objective: Identify the demon intruder before they destroy Valhalla and all its
inhabitants.

The Plot:

As the evening progresses, stories are shared, and boasts are made. However, a
prophecy from the Norns (Norse fates) is revealed by Odin: a demon from another
dimension, bent on destruction, has infiltrated Valhalla. The gods and heroes must
uncover the demon before the night ends, or Valhalla will fall into chaos.
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GM’S NOTES

Clues:

1. An ancient horn, known to summon beasts from other realms, is found hidden in
the hall.

2. Loki, despite his reputation, is genuinely surprised and concerned about the
prophecy.

3. Hel, being from the underworld, senses an unfamiliar dark aura but can't pinpoint
its source.

4. Astrid overhears a whisper about "an ending unlike any other" but doesn't see who
said it.

5. Freyja, with her powers, senses deceit from someone she didn't expect.

6. Erik, being new, doesn't know the traditions and customs well, leading to
suspicion.

Resolution:

Erik the Brave, though new to Valhalla and seemingly harmless, is the demon in
disguise. He infiltrated Valhalla by impersonating a hero set to arrive. His mission is
to sow discord among the gods and heroes, weakening Valhalla's defenses, making it
easier for his demon kin to invade from their dimension. His unfamiliarity with
traditions and the dark whisper Astrid overheard are clues to his true identity.

The players must interact, deduce, and finally confront Erik. If they successfully

identify him before the end, Valhalla remains safe. If not, they face the impending
doom of a demon invasion.

Endgame: Depending on players' choices and the flow of conversation,
there are multiple endings:

1. Erik is confronted and banished, saving Valhalla.
2. Loki, in an attempt to redeem himself, battles Erik, causing both to vanish.
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3. The gods and heroes fail to identify Erik in time, leading to a cliffhanger ending,
setting the stage for a possible sequel.

Setting: As before, the grand hall of Valhalla, festooned with the trophies of epic
battles, resonating with the sound of songs of heroism, and brimming with feasts that
seem to never end.

The Plot & Clues:

The plot follows a similar progression with more interactions, alliances, and
confrontations due to the increased number of characters. In addition to the
previously mentioned clues:

e Sagaconfides in a trusted few about a vision she had of Valhalla's fall.

o Sifand Skadifind a mysterious amulet with runes from another realm.

e Njordand Randiscuss disturbances in the cosmic seas.

o Gerdspeaks of whispers among the jotunn about changes in the cosmic
order.

e Heimdalldid not see Erik cross the Bifrost, adding to the suspicion around
him.

e Magniand Modi, eager to prove themselves, are forming a small group to
directly confront the suspected

Note: Among the imposters, Erik the Brave is the most obvious suspect, but the
others (Ylva, Bjorn, and Edda) are more insidious, blending seamlessly with the
crowd. Players will have to be keen and observant to catch them all before Valhalla's
doom is sealed.
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ODIN

Name: Odin

Faction: Aesir Gods

Gender: Male

Age: Ageless, but appears as an ancient sage

Role: King of the gods, seeker of wisdom

Roleplay Hook: Thoughtful, burdened

Costume: An intricately embroidered robe with cosmic patterns, a cloak that
shimmers like the night sky, a staff embedded with the symbol of the Valknut, and a
blindfold over one eye.

Background Info: Known as the All-Father, Odin's hunger for wisdom knows no
bounds. His quests for knowledge have taken him to the edges of the realms. While
he rules with authority, the weight of the future and the prophecies of Ragnarok
continuously preoccupy his mind.

PUBLIC INFORMATION:

Odin's tales of sacrifice and pursuit of knowledge are legendary. All across the
realms, stories are told of how he gave up an eye for a sip from Mimir’s well to gain
unparalleled wisdom and how he endured pain, suspended from Y ggdrasil, to master
the magic of the runes.

The All-Father is not just a seeker of knowledge; he is a skilled diplomat and
strategist. His efforts have kept the peace between Aesir and Vanir after their ancient
war, turning former enemies into allies. Under his guidance, Valhalla thrives as a
haven for heroes, chosen by the Valkyries, to prepare for the battles of the future.

Every dawn, his ravens, Huginn (Thought) and Muninn (Memory), spread their

wings to collect whispers and tales from every corner of the realms, ensuring that
Odin is always informed.

PRIVATE INFORMATION:
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Odin is deeply troubled by the shadows of the impending Ragnarok. Despite his vast
knowledge, there are gaps, obscured prophecies that elude even him. He's certain
that a dark entity, an imposter, plays a part in the forthcoming events but struggles to
identify them.

His search for knowledge has led him to realms beyond the known, where he's
glimpsed forces and entities far different from the gods and beings of Yggdrasil.
This pursuit is something he's kept from most, fearing the implications of these
newfound dimensions.

Odin's relationship with Loki is complex. Publicly, they stand as allies, but privately,
Odin is deeply pained by prophecies that hint at Loki's pivotal role in the doom of
the gods. This strain is a closely guarded secret, hidden behind the stoic facade of a
king.

SEIDR PRACTITIONER:

You are a Vélva (female) or Seiomenn (male), a practitioner of Seidr (a form of
Vanir magick) Galdr (originally Aesir), and Rune Magick (borrowed from the
Dwarves), and especially known for prophecy or speaking with spirits. You carry a
wand, rod, or staff as a focus for your magickal visions and perhaps a set of rune
stones or crystals. Three times during the game, you may consult the spirits in the
hopes of receiving a prophecy related to any player. Come to the Director for the
prophecy.

ITEMS OF SPECIAL
INTEREST:

e A raven feather was found near the ancient horn used to summon beasts.
Odin's ravens, Huginn and Muninn, are his trusted spies.
e A scroll detailing realms unknown to the gods is found in Odin's quarters.

SPECIAL ABILITY:

ABILITY NAME: Sight Beyond Sight
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ABILITY DESCRIPTION: Once in the game, Odin can tap into his deep well of
wisdom to discern hidden truths. When activated, he can force a player to reveal one
piece of private information about themselves. This power is usable only once.

PERSONAL GOALS:

o Ensure the continuity of Valhalla and the Aesir legacy.
e Build strategic alliances to bolster defenses against unknown threats.
e Uncover the mysteries surrounding the imposter to avert a catastrophic fate.

WHAT YOU KNOW ABOUT
OTHERS:

Odin senses a growing tension between the Aesir and the Vanir, exacerbated by the
mysterious events in Valhalla. He's aware that Frigg, his beloved, holds back certain
visions, shielding him from additional burdens. He's also caught whispers of a
possible truce between Hel and entities from realms beyond. There's a particular
vision, a fleeting memory brought back by Muninn, showing Thor in chains, but its
significance is yet unknown. Within the walls of Valhalla, some heroes express their
reservations silently, questioning the choices of the gods in these trying times.

POSSIBLE GOSSIP ABOUT
YOU

e A raven feather was found near the ancient horn used to summon beasts.
Odin's ravens, Huginn and Muninn, are his trusted spies.

e A scroll detailing realms unknown to the gods is found in Odin's quarters.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

o At least two here trust you not only with their lives but with existence itself.
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FREYJA

Name: Freyja

Faction: Vanir Gods

Gender: Female

Age: Ageless, but radiates with the vitality of her prime years

Role: Goddess of Love, Fertility, and War

Roleplay Hook: Loving and captivating and mysterious

Costume: A luminous gown with intricate gold patterns, the famed Brisingamen
necklace resting on her collarbone, and a cloak crafted from falcon feathers that
gives her an ethereal aura.

Background Info: Freyja's dual nature as a deity of both love and war presents her
as an enigma in the pantheon. Possessing a heart that beats fervently for both
romance and the rhythm of battle, she governs Folkvangr, a paradise for chosen
heroes. Riding in a chariot led by majestic felines, Freyja's presence is a harmonious
blend of tenderness and might. She is the foundation of seidr, the First Witch, filled
with wisdom.

PUBLIC INFORMATION:

Freyja's standing among the Vanir is unparalleled. Known across the realms for her
beauty and prowess, she's also revered for her wisdom. Having imparted the arts of
witchcraft to the Aesir, she possesses arcane knowledge that few can match. The
mortals cherish her, offering prayers and dedicating festivals, seeking her blessings
for love, growth, and victory.

The halls of Sessrumnir in Folkvangr echo with songs of valor, a testament to the
heroes Freyja has chosen over time. These stories often intertwine with tales of her
passionate search for her lost love, Odr, showcasing a goddess whose heart knows
profound love and sorrow. Her ties with other deities are multifaceted. Arriving
amongst the Aesir as a token of peace after the Aesir-Vanir war, she embodies the
unity and collaborative spirit of the two god clans. Freyr, her twin, is her anchor, and
their bond reflects the quintessence of the Vanir's essence. Freyja is the supreme
commander of the Valkyries who select the fallen heroes who will be taken to
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Valhalla (Odin’s halls) or Folkvangr (Freyja’s pleasure palace). The best looking
heroes are taken to Folkvangr while the others go to Valhalla.

PRIVATE INFORMATION:

Beneath the veneer of a goddess in control, Freyja hides wounds that are yet to heal.
The enigmatic departure of Odr, her beloved, has etched scars on her soul. While her
quests to find him are known by some, the depths of her despair remain her secret.

During her searches, she unearthed traces of a dimension previously unknown, a
discovery she believes could have implications far beyond her personal quest. The
gravity of this revelation is such that she's shared it with only a chosen few. She is
the foundation deity of seidr, which makes her The First Witch. Loki, the god of
mischief, is a being she watches with wary eyes. She perceives layers to his trickery,
depths that others often overlook, hinting at a potential threat that could destabilize
Asgard.

You are an adept at massage. You are so very skilled at the power of touch and
waving away tension in a way that makes others pliable, so much so that they
become relaxed they may reveal hidden secrets. After a simple two-minute
massage, a person is so relaxed that they reveal to you one secret and the relaxation
is so great that they feel joy while forgetting they have shared any secrets.

SEIDR PRACTITIONER:

You are a Vélva (female) or Seiomenn (male), a practitioner of Seidr (a form of
Vanir magick) Galdr (originally Aesir), and Rune Magick (borrowed from the
Dwarves), and especially known for prophecy or speaking with spirits. You carry a
wand, rod, or staff as a focus for your magickal visions and perhaps a set of rune
stones or crystals. Three times during the game, you may consult the spirits in the
hopes of receiving a prophecy related to any player. Come to the Director for the
prophecy.
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ITEMS OF SPECIAL
INTEREST:

e A necklace resembling Brisingamen, Freyja's famed jewelry, is seen near the
grand table.

e A potion bottle with Vanir markings, known to sway minds, rests in her
chamber.

SPECIAL ABILITY:

ABILITY NAME: Glimpse of Fate

ABILITY DESCRIPTION: Drawing from her mystical prowess, Freyja can, once
per game, peer into the weave of destiny. This allows her to get a hint about a
player's true intentions or glimpse a future event. The insight is brief and shrouded in
mystery, and she may choose to unveil or conceal this knowledge.

ABILITY NAME: The Power of Touch

ABILITY DESCRIPTION: I am adept at Massage. After I give you a two-minute
massage, your tension is gone and you are very relaxed . . . so relaxed that you tell
me one secret and forget you have done so . . . but you’re very relaxed.

PERSONAL GOALS:

Unravel the mystery of the uncharted dimension and ascertain its connection
to current events.

e Strengthen ties with allies, ensuring a collective front against looming
threats.

e Monitor Loki's movements and intentions, mitigating any potential risks he
might pose.

WHAT YOU KNOW ABOUT
OTHERS:
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Freyja's mystical visions have granted her fragmented insights. She senses a burden
deep within Odin, a secret torment he bears. Her foresights have also shown Thor
clashing with unfamiliar entities, hinting at uncharted threats. Her ties with the
Valkyries have led to whispers of a hero in Valhalla whose aura seems amiss,
possibly linked to the rumors of an imposter. Furthermore, her visions have
sporadically shown Hel in clandestine meetings with beings from shadowy realms,
raising further concerns.

POSSIBLE GOSSIP ABOUT
YOU

¢ A necklace resembling Brisingamen, Freyja's famed jewelry, is seen near the

grand table.

e A potion bottle with Vanir markings, known to sway minds, rests in her
chamber.

o Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

o At least two here trust you not only with their lives but with existence itself.
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ERIK THE BRAVE

Name: Erik the Brave

Faction: Demonic Imposters

Gender: Male

Age: Manifests as a robust warrior in his mid-30s

Role: Esteemed Warrior Hero

Roleplay Hook: Daunted but resolved

Costume: Conventional Viking battle gear, consisting of chainmail armor, an
emblematic (albeit historically inaccurate) horned helmet, and a sturdy broadsword.
Embedded within his attire are anomalous details not native to the Viking era,
hinting at his concealed identity.

Background Info: To the masses, Erik the Brave stands as an epitome of valor and
leadership, with ballads echoing his triumphs. But, unbeknownst to all, the Erik that
graces Valhalla now is not the hero of legends but a demon mimicking his form,
with a sinister agenda in tow.

YOU ARE A DEMON

IMPOSTER!
YOU ARE AN EVIL VERY BAD THING!

PUBLIC INFORMATION:

Erik the Brave's legacy is a tapestry of bravery and conquest. From wrestling
formidable sea monsters to spearheading victorious Viking onslaughts, his feats are
recounted with awe. As an emblem of hope, Erik's valor has inspired countless
warriors. His battle strategies are a subject of admiration, and his command in
warfare is regarded as unparalleled.

His induction into Valhalla was marked with lavish festivities, and he was

instantaneously assimilated among the revered. His recounted sagas, while echoing
familiarity, still ensnare every listener, gods included. Erik regales tales of
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skirmishes with unknown beasts, exploration of uncharted territories, and intriguing
encounters with deities during his voyages.

In Valhalla's expansive hall, Erik is a magnet for engrossing dialogues with fellow
champions, at times questioning their stories, or even embellishing them. He exudes
an enigmatic allure that gravitates many towards him.

PRIVATE INFORMATION:

Yet, lurking beneath this facade is a reality none have fathomed. The genuine Erik
the Brave is ensnared in a nightmarish dimension, a prisoner to malevolent demons.
The figure they see is but a demonic impostor, dispatched to corrode Valhalla's
fortitude from its core.

Granted an encyclopedic insight into Erik's life and the intricate workings of Asgard,
there are, however, chinks in his armor. He occasionally stumbles over traditions,
occasionally errs in recalling personal bonds, or even betrays alien mannerisms.

His prime directive: instigate dissent amongst the deities, plant the seeds of
skepticism, and pave the path for a demonic onslaught on Valhalla. Yet, with every
passing moment, a nascent sentiment burgeons within him - an admiration for
Valhalla's splendor and its denizens. A dichotomy of purpose ensues: should he
abide by his demonic allegiance or yield to a burgeoning desire to shield Valhalla?

ITEMS OF SPECIAL
INTEREST:

e An unfamiliar shield, unlike any used in known battles, lies next to Erik's
seat.
e Runes from other realms are inscribed on the hilt of Erik's sword.

SPECIAL ABILITY:

ABILITY NAME: Malevolent Murmurs
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ABILITY DESCRIPTION: In a singular game instance, Erik can instill skepticism
into a character's psyche. This capability permits him to plant a fabricated clue or
insinuation about another participant, engendering distrust. The insidious insinuation
is perceived as gospel truth by its recipient. The influence of this ability endures for
a single game cycle.

PERSONAL GOALS:

Uphold his charade and elude exposure.
o Fulfill his malevolent design of sowing strife within Valhalla's sanctum.
e Confront the pressing moral conundrum: to persist with his demonic
endeavor or renounce his origin and stand as Valhalla's sentinel.

WHAT YOU KNOW ABOUT
OTHERS:

Erik is privy to Odin's trepidations regarding an imminent malevolence, albeit
oblivious to the demon's authentic identity. He discerns that the capricious Loki
might emerge as either an ally or a nemesis. Erik acknowledges the peril Freyja's
prescient abilities pose, fearful that her glimpses into the future might unmask him.
Lastly, in his demonic briefings, Erik was apprised of a cryptic prophecy alluding to
a champion metamorphosing into an adversary, the nuances of which remain
enigmatic.

POSSIBLE GOSSIP ABOUT
YOU

e Anunfamiliar shield, unlike any used in known battles, lies next to Erik's
seat.

o Runes from other realms are inscribed on the hilt of Erik's sword.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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ASTRID
SHIELDMAIDEN

Name: Astrid Shieldmaiden

Faction: Asgardian Heroes

Gender: Female

Age: Manifests as a robust warrior in her late 20s

Role: Illustrious Warrior

Roleplay Hook: Defiant and unwavering

Costume: Armor, intricately embellished with battle scenes, paired with a billowing
cape. Her helm showcases a majestic golden crest. At her side rests a commanding
shield bearing the emblem of her lineage, and a razor-sharp spear.

Background Info: Astrid, christened the Shieldmaiden, doesn’t bear this title
merely by heritage; it is a testament to her unparalleled prowess in safeguarding her
comrades during the most grueling battles. Where many rush forward, Astrid
remains an impenetrable fortress, epitomizing resolve and power.

PUBLIC INFORMATION:

Across Midgard's expanses, from the soaring fjords to its sprawling plains, Astrid
Shieldmaiden's chronicles resonate with veneration and admiration. As the progeny
of an iconic warrior, her martial journey began under the guidance of Asgard's finest,
soon eclipsing even their formidable skills. Yet, Astrid's acclaim isn't restricted to
her martial mastery; she is a beacon of leadership and an exemplar of unwavering
principle.

Her signature shield is not just a defensive artifact; it's a chronicle. Every carving,
every notch, stands testament to victorious skirmishes and poignant sacrifices.
Legends speak of battles turned in favor just by the mere presence of Astrid's shield
on the battlefield, invigorating despondent troops and rallying them to victory.

Within Valhalla's echoing halls, Astrid can often be found recounting her
adventures, mentoring nascent warriors, or indulging in spirited sparring matches.
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Her reverence for Odin is palpable, as she frequently seeks his counsel on strategic
deliberations. To the burgeoning warriors of Valhalla, she is an ideal, a paragon of
honor and gallantry.

PRIVATE INFORMATION:

Astrid's public facade mirrors an unyielding fortitude, but in the confines of her
private moments, she grapples with her illustrious lineage's enormity. The accolade
of "Shieldmaiden" wasn't a mere battlefield commendation; it heralded the colossal
onus of living up to her forebears' legends, most notably her father, whose heroics
even overshadow tales of Odin.

An internalized remorse gnaws at her heartstrings. A split-second indecision in a
critical battle led to the demise of a cherished ally. While to the world, it was but a
casualty of war; to Astrid, it stood as an indelible blemish on her honor. This
episode, clandestine to most, has etched a permanent scar on her spirit, magnifying
her protectiveness towards her brethren.

Furthermore, Astrid nurtures a covert alliance with a Midgardian seer, to whom she
turns for glimpses of what the morrow holds. While this rapport is anchored in
mutual respect, its discovery might draw misinterpretations.

ITEMS OF SPECIAL
INTEREST:

o  Whispers talk about Astrid meeting with a hooded figure in the shadows.

SPECIAL ABILITY:

ABILITY NAME: Aegis of Valor

ABILITY DESCRIPTION: Once during the game, Astrid can harness her iconic
shield's might to shield any participant, herself included, from allegations or doubts
for a singular game cycle. Upon activation, all ensuing suspicions directed towards
the safeguarded player are rendered void, bestowing upon them a brief sanctuary
from interrogation.
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PERSONAL GOALS:

Safeguard the Shieldmaiden legacy, ensuring its honor remains unsullied.

e Mentor and shield Valhalla's emergent champions, guiding them on the path
of righteousness.

e Decipher the enigma of the imposter, not solely for Valhalla's sanctity but as
a means of atonement for her perceived past transgressions.

WHAT YOU KNOW ABOUT
OTHERS:

Her clandestine counsel sessions with the Midgardian seer have bestowed upon her
nebulous premonitions hinting at impending tumults in Valhalla. She discerns Thor's
concealed anxieties, which eerily align with these prophetic glimpses. Loki's
recurrent excursions into uncharted domains have not escaped her keen eyes,
rendering her wary of his ulterior motives. Her camaraderie with Erik the Brave,
forged in countless battlefields, has recently been tinged with a niggling doubt,
amplified by both her seer's insinuations and her innate instincts, making her
especially vigilant in his presence.

POSSIBLE GOSSIP ABOUT
YOU

e  Whispers talk about Astrid meeting with a hooded figure in the shadows.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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LOKI

Faction: Aesir Gods (albeit not by lineage)

Gender: Fluid (manifests as either male or female based on whim)

Age: Transcends time, appearance fluctuates depending on current embodiment
Role: Master of Deception

Roleplay Hook: Capriciously duplicitous

Costume: A mutable attire, alternating between regal drapery to modest wear,
contingent on his prevailing disposition or facade. The singular constant is a pendant
emblematic of metamorphosis and subterfuge.

Background Info: Loki's heritage traces back to the Jotunn, yet he's interwoven into
Aesir's tapestry due to his blood-bond with Odin. A paragon of guile, wit, and
sporadic pandemonium, his undertakings oscillate between benign mischief and
intricate plots that imperil realms.

PUBLIC INFORMATION:

Loki, Asgard's ever-elusive enchanter, is an intricate riddle. Chronicles of his
exploits, for better or worse, are integral chapters in Asgard's annals. While his
motivations oscillate between whimsical curiosity, a mischievous streak, and
intricate agendas, the outcomes are invariably unpredictable.

While many of his escapades bear the mark of treachery, Loki's contributions to
Asgard are undeniable. He has orchestrated the procurement of coveted artifacts for
the gods, including Thor's indomitable hammer, Mj6lnir, and Freyja's versatile ship,
Skidbladnir. But, these accomplishments are often eclipsed by his more infamous
deeds, such as the truncation of Sif's lustrous tresses or his gamble that almost
fortified Asgard's defenses at a devastating cost.

Within Valhalla's reverberating chambers, Loki invariably magnetizes attention—
sometimes enthralling audiences with riveting tales, challenging entrenched beliefs,
or locking horns in debates with both deities and heroes. To many, he is a
conundrum, while to others, a living caveat.
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PRIVATE INFORMATION:

Underneath the veneer of frivolity, a prophecy gnaws at Loki's psyche. The
revelations of his pivotal role in Ragnarok, where allegiances shift and he marshals
the dead against Asgard, casts a long shadow. While the denizens of Valhalla
approach this prophecy with trepidation, few truly grasp the depths of Loki's
tumultuous introspection regarding his preordained path.

Veiled resentments simmer beneath the surface, especially towards those who
continually spotlight his inevitable role in Ragnarok. Yet, a latent desire persists—a
longing for affirmation, an aspiration to redefine his destiny and to be memorialized
as more than just the archetypal trickster.

Loki's progeny remains another clandestine facet of his life. While Hel's dominion
over the netherworld is common lore, the true nature and latent threats posed by his
other offspring, the serpent Jormungandr and the ferocious wolf Fenrir, are details
Loki assiduously conceals.

In the ongoing intrigue threatening Valhalla, Loki possesses more insights than he
divulges. His intricate web of associations and previous entanglements may have
accorded him an understanding of the imposter's essence and objectives.

You are an adept at massage. You are so very skilled at the power of touch and
waving away tension in a way that makes others pliable, so much so that they
become relaxed they may reveal hidden secrets. After a simple two-minute
massage, a person is so relaxed that they reveal to you one secret and the relaxation
is so great that they feel joy while forgetting they have shared any secrets.

SEIDR PRACTITIONER:

You are a Volva (female) or Seidmenn (male), a practitioner of Seidr (a form of
Vanir magick) Galdr (originally Aesir), and Rune Magick (borrowed from the
Dwarves), and especially known for prophecy or speaking with spirits. You carry a
wand, rod, or staff as a focus for your magickal visions and perhaps a set of rune
stones or crystals. Three times during the game, you may consult the spirits in the
hopes of receiving a prophecy related to any player. Come to the Director for the
prophecy.
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ITEMS OF SPECIAL
INTEREST:

o A trickster's dice, known to be used by Loki, was found near the hall's
entrance.

SPECIAL ABILITY:

ABILITY NAME: Masquerade of the Trickster

ABILITY DESCRIPTION: Once in the game, Loki can emulate any character's
persona, assimilating their unique abilities and accruing their insights for a single
game cycle. While enshrouded in this illusion, accusations against Loki are rendered
null. Post the cycle, Loki reverts to his genuine form, retaining all assimilated
knowledge and experiences.

ABILITY NAME: The Power of Touch

ABILITY DESCRIPTION: I am adept at Massage. After I give you a two-minute
massage, your tension is gone and you are very relaxed . . . so relaxed that you tell
me one secret and forget you have done so . . . but you’re very relaxed.

PERSONAL GOALS:

Traverse Valhalla's volatile dynamics, endeavoring to not further besmirch
his repute.

o Cultivate alliances, particularly among skeptics, thereby asserting his latent
potential for benevolence.

e Decipher the mystery enshrouding the imposter, either as a path to
redemption or to further solidify his intricate legacy.

WHAT YOU KNOW ABOUT
OTHERS:

Leveraging his intricate nexus of confidants and historical engagements, Loki
discerns that Odin has been clandestinely liaising with not just oracles but also
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entities from alternate dimensions. He's privy to Thor's recent restless nocturnal
reveries, indicative of a cosmic disequilibrium. Loki's keen ears have caught hushed
deliberations among the Valkyries concerning an enigmatic soul ushered into
Valhalla, one that even these choosers of the slain find perplexing. Furthermore, he's
observed Freyja's intensified parleys with her prophetic ally, suggesting she might be
privy to visions pivotal to the unfolding narrative.

POSSIBLE GOSSIP ABOUT
YOU

o A trickster's dice, known to be used by Loki, was found near the hall's
entrance.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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HEL

Faction: Aesir Gods (Descendant of the Aesir, though ruler of the deceased)
Gender: Fluid (often depicted as a dichotomy of life and death, can take on both
gendered forms)

Age: Timeless, typically embodies a juxtaposition of vivacity and decay

Role: Sovereign of the Departed

Roleplay Hook: Enigmatic and solemn

Costume: A dual-toned garment; one side teeming with life's vibrancy and the other,
a representation of withering and decay. A bifurcated mask might complement her
visage, displaying a youthful countenance juxtaposed with a skeletal grimace.
Background Info: Born to Loki and the giantess Angrboda, fate cast Hel into the
nether realm at Odin's behest. Here, she reigns over Helheim, granting refuge to
souls who departed without achieving glory or valor.

PUBLIC INFORMATION:

In the annals of Norse mythology, Hel stands as a figure steeped in contrasts.
Viewed with trepidation yet held in reverence, she stands sentinel to souls who've
met unremarkable ends. Helheim, mirroring its sovereign, is expansive, frigid, and
hushed. Contrary to widespread belief, Hel doesn't delight in tormenting her charges.
Instead, she offers them tranquility, sheltering them from the tumultuous realms of
the living.

Hel's rapport with the Aesir is layered. Their perception of her vacillates between
wariness and respect, but she bears no grudges, despite her relegation to the
underworld being a consequence of their apprehensions. Her presence in Valhalla's
grand chambers is sparse, often manifested for consultations or to lend her expertise
on the intricate dance of life and demise.

The consistent thread that defines Hel is her unwavering impartiality. Kings and
commoners alike find equal treatment in her dominion. Possessing an encyclopedic
knowledge of departed souls and their concealed truths, her counsel is coveted by
gods seeking to pierce the enigmas of existence.
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PRIVATE INFORMATION:

Beneath the aura of stoic detachment, Hel's psyche is a maelstrom of suppressed
emotions. Helheim's solitude, combined with her perpetual dichotomy, occasionally
overwhelms her. Despite embracing her designated role, a latent desire for kinship
festers within, a longing to transcend her title and be acknowledged for her essence.

Her filial bond with Loki is intricate. Aware of his foreordained role in the
apocalyptic Ragnarok, she's ensnared in a tug-of-war between blood ties and her
allegiance to life's delicate equilibrium. While cognizant of his capricious nature, she
possesses an intimate comprehension of his internal struggles.

Among Hel's trove of guarded secrets is her communion with Helheim's inhabitants.
While her sovereignty over the deceased is acknowledged, few recognize her
capability to engage in discourse with these spirits, drawing upon their lived
experiences and wisdom.

In the enigma of the imposter within Valhalla, Hel discerns an unsettling anomaly.
An interloper, foreign to all recognized realms, poses unpredicted consequences that
challenge even her profound understanding of life's tapestry.

SEIDR PRACTITIONER:

You are a Vélva (female) or Seiomenn (male), a practitioner of Seidr (a form of
Vanir magick) Galdr (originally Aesir), and Rune Magick (borrowed from the
Dwarves), and especially known for prophecy or speaking with spirits. You carry a
wand, rod, or staff as a focus for your magickal visions and perhaps a set of rune
stones or crystals. Three times during the game, you may consult the spirits in the
hopes of receiving a prophecy related to any player. Come to the Director for the
prophecy.

ITEMS OF SPECIAL
INTEREST:
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e A vial containing souls, which only Hel can command, sits abandoned.

SPECIAL ABILITY:

ABILITY NAME: Echoes from the Beyond

ABILITY DESCRIPTION: Once per game, Hel can channel the collective
consciousness of departed souls to obtain pivotal insights about any character or
event. This revelation, provided by the game's overseer, stems from the vast
experiences of the deceased and can provide invaluable perspectives or revelations.
This information, although cryptic, can be retained indefinitely by Hel, who may
choose to either divulge or safeguard it.

PERSONAL GOALS:

Maintain the fragile equilibrium between life and the afterlife, ensuring that
the imposter's maneuvers don't unhinge her dominion.

o Foster her relationship with the Aesir, establishing herself as a dependable
confederate amidst shared adversities.

o  Steer through the labyrinthine dynamics with Loki, aiming for a resolution
harmonious with the overarching balance.

WHAT YOU KNOW ABOUT
OTHERS:

Leveraging her unparalleled connection with the spirits, Hel has amassed a
repository of insights. She's attuned to Odin's covert liaisons with entities from
realms beyond comprehension. Hel is also cognizant of Thor's recent engagements
with otherworldly beings, corroborating her suspicions of extraneous interventions.
The murmurs of the newly transitioned souls hint at the legendary Erik the Brave's
identity being possibly compromised, making her particularly vigilant of his
activities in Valhalla. Furthermore, her innate perceptions intimate that Frigg, Odin's
consort, might be harboring knowledge pivotal to the unfolding scenario, even if its
exact nature eludes her.
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POSSIBLE GOSSIP ABOUT
YOU

A vial containing souls, which only Hel can command, sits abandoned.
Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

At least two here trust you not only with their lives but with existence itself.
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FRIGG

Name: Frigg

Faction: Aesir Gods

Gender: Female

Age: Timeless, manifesting as a dignified and poised figure

Role: Queen of the Aesir, Seeress of Fates

Roleplay Hook: Reflective and restrained

Costume: A majestic robe, effulgent with celestial luminescence and embroidered
with emblems of predestination and serendipity. Suspended from her neck, the
Brisingamen necklace dazzles, emblematic of allure and charm. A crown of silver,
representing her sovereignty among the divinities, graces her head.

Background Info: As the companion to Odin, Frigg is enshrined with immense
reverence and influence in Asgard's annals. Renowned for her sagacity and prophetic
prowess, she often steers the course of deliberations in Valhalla.

PUBLIC INFORMATION:

Frigg's aura radiates an air of ethereal grace and enigma amid the deities of Asgard.
As Odin's confidante, her presence is omnipresent during crucial conclaves,
dispelling wisdom born out of her exceptional capacities. Yet, her power doesn't
merely reside in foresight; it lies in her discernment of the intricate skeins of destiny
intertwining every soul.

A sanctuary for many, her quarters in Valhalla echo with pleas for enlightenment.
Deities, champions, and diverse beings frequent her abode, yearning for revelations
or resolutions. Her responses, though patient and empathetic, are often enshrouded
in mystique, urging seekers towards self-reflection. Beyond her maternal affections
for her progeny, Baldr and Hodr, Frigg's nurturing essence envelops all of Asgard.
She epitomizes maternal warmth, a lodestar of hope, and embodies the quintessence
of benevolence and support.

PRIVATE INFORMATION:
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Frigg's placid exterior masks a heart heavy with prescient burdens. Privy to futures
yet to unfurl, she bears the anguish of foreknown calamities, notably the predestined
demise of her cherished son, Baldr. Her desperate endeavors to thwart this tragedy,
though well-intentioned, proved tragically unavailing.

The intricate tapestry of her relationship with Odin is woven with warmth and
worries. Her heart, although bound to him, frets over his insatiable thirst for
enlightenment, apprehending the perils it might beckon. Her sentiments towards
Loki are a blend of caution and clemency, especially given his implication in Baldr's
doom. Yet, her intrinsic benevolence struggles with bearing grudges, compelling her
towards vigilant forgiveness.

Among her concealed endeavors is her periodic pilgrimage to the Well of Urd, a
chalice brimming with profound sagacity and potency. Her motivations, though
virtuous, are shadowed by concerns over the ramifications should this enlightenment
be misappropriated.

You are an adept at massage. You are so very skilled at the power of touch and
waving away tension in a way that makes others pliable, so much so that they
become relaxed they may reveal hidden secrets. After a simple two-minute
massage, a person is so relaxed that they reveal to you one secret and the relaxation
is so great that they feel joy while forgetting they have shared any secrets.

SEIDR PRACTITIONER:

You are a Vélva (female) or Seiomenn (male), a practitioner of Seidr (a form of
Vanir magick) Galdr (originally Aesir), and Rune Magick (borrowed from the
Dwarves), and especially known for prophecy or speaking with spirits. You carry a
wand, rod, or staff as a focus for your magickal visions and perhaps a set of rune
stones or crystals. Three times during the game, you may consult the spirits in the
hopes of receiving a prophecy related to any player. Come to the Director for the
prophecy.
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ITEMS OF SPECIAL
INTEREST:

e A tapestry, depicting a different version of Ragnarok, is in her possession.
e An unsent letter to the Vanir, suggesting an alliance, is on her table.

SPECIAL ABILITY:

ABILITY NAME: Visionary Gaze

ABILITY DESCRIPTION: Once per game, Frigg can channel her divinatory
talents to behold a potential scenario. This glimpse, conveyed by the game master,
may pertain to a specific incident, an interchange, or even the ultimate game
resolution. This augury, although potent, is allegorical and demands discernment.
ABILITY NAME: The Power of Touch

ABILITY DESCRIPTION: | am adept at Massage. After I give you a two-minute
massage, your tension is gone and you are very relaxed . . . so relaxed that you tell
me one secret and forget you have done so . . . but you’re very relaxed.

PERSONAL GOALS:

Safeguard Valhalla's sacrosanctity, ensuring its hallowed essence remains
unsullied.

o Fortify her ties with Odin, steering him clear of looming threats.

e Decipher the enigma of the interloper, harnessing her prophetic insights to
anticipate their stratagems.

WHAT YOU KNOW ABOUT
OTHERS:

Frigg's prophetic illuminations have disclosed to her perturbations in Valhalla's
equilibrium. Shadows enshroud Thor in her visions, insinuating his central role in
the unfolding tableau. Her innate perceptions signal Hel's escalating disquiet,
suggesting that the nether realm might be intrinsically linked to current events.
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Furthermore, murmurs from her celestial sentinels, the winds, intimate that her
foresights and those of Freyja might be converging, alluding to a potential alliance in
their quest for veracity.

POSSIBLE GOSSIP ABOUT
YOU

e A tapestry, depicting a different version of Ragnarok, is in her possession.

e Anunsent letter to the Vanir, suggesting an alliance, is on her table.

o Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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THOR

Name: Thor

Faction: Aesir Gods

Gender: Male

Age: Manifests as a vigorous, muscular figure in his prime, reminiscent of his mid-
30s

Role: Deity of Thunder and Warfare

Roleplay Hook: Lively and tempestuous

Costume: His armor, seasoned from countless battles, gleams with icons of tempests
and electrical discharges. His fiery red beard is emblematic, rivaled only by Mj6lnir,
his enchanted war hammer, which he wields with unmatched prowess. Adding to his
formidable presence is the Megingjord, a belt amplifying his might, paired with iron
gauntlets, the Jarngreipr.

Background Info: The offspring of Odin and Jord, Thor's reputation echoes across
realms. Celebrated for his unmatched might and Mj6lnir, he stands as the bulwark
shielding both deities and mortals from chaotic onslaughts.

PUBLIC INFORMATION:

The chronicles of Thor's bravery and vigor reverberate through realms. His
skirmishes against Jotunheim's giants, his unyielding pursuit of the wily serpent,
Jormungandr, and countless other exploits have sculpted his legendary status. His
thundering laughter is as emblematic as his rages, a testament to the unparalleled
power he commands.

Within Valhalla's hallowed halls, Thor is often the life of the banquet — leading
toasts, challenging peers to duels, or captivating audiences with his adventures. The
rapport he shares with Odin, his father, is deep-rooted, albeit marked by their
contrasting philosophies: Odin's penchant for sagacity against Thor's instinctual
directness.

His devotion to Midgard's inhabitants is palpable. Upholding his guardian mantle,

Thor's readiness to swing Mjolnir against looming perils is unwavering. For
Valhalla's champions, he embodies both fellowship and the epitome of heroism.
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PRIVATE INFORMATION:

Contrasting his effervescent exterior, Thor wrestles with internal apprehensions. The
shadow of Ragnarok's prophecy, highlighting his destined confrontation with
Jormungandr, is a constant specter. Though his facade exudes courage, he
introspects the inevitability of fate and potential pathways to reshape destiny.

Thor conceals a poignant chapter of his life: a clandestine romance with a giantess
during an expedition to Jotunheim. This ephemeral but profound bond remains
shrouded, as he fears the ramifications from both divine and giant realms. Stemming
from this liaison, a concealed armistice exists between him and a Jotun faction,
unbeknownst to Asgard.

His dynamics with Loki oscillate between brotherhood and wariness. While their
camaraderie has weathered numerous escapades, Loki's caprices have often ensnared
Thor in predicaments.

ITEMS OF SPECIAL
INTEREST:

e  Mjolnir, his famed hammer, is found outside the hall, its handle broken.
e A goblet, not from Valhalla, is among his possessions.

SPECIAL ABILITY:

ABILITY NAME: Wrath of the Storm

ABILITY DESCRIPTION: Once in the game, Thor can harness the ferocity of
tempests, compelling absolute veracity from any participant. When invoked, the
targeted individual must respond to Thor's query with unvarnished truth, devoid of
subterfuge. The sheer intensity of this power also incapacitates the targeted
participant's abilities in the ensuing round.

PERSONAL GOALS:
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e Safeguard Valhalla's denizens from the concealed infiltrator, reinforcing his
title as the protector.

e Endeavor to decipher the enigma of Ragnarok, aspiring to either reshape or
confront his prophesied destiny.

e Reconcile with shadows of his past, especially his concealed affair, and
strive for a harmonious coexistence between Aesir and giants.

WHAT YOU KNOW ABOUT
OTHERS:

Thor's myriad quests and confrontations have bestowed him with unique
perceptions. He discerns that Frigg, his step-mother, occasionally withholds her
visions, potentially to protect others from grievous truths. He's intuited a growing
agitation in Freyja, speculating her divine capabilities might be undergoing
unprecedented alterations. His interactions with Hel allude to her dominion's
profound mysteries, suggesting she could possess key insights to unmask the
imposter. Furthermore, the ethereal whispers he intercepts hint at clandestine
rendezvous by Odin, inciting a mix of curiosity and trepidation regarding his father's
undertakings.

POSSIBLE GOSSIP ABOUT
YOU

e  Mjolnir, his famed hammer, is found outside the hall, its handle broken.

e A goblet, not from Valhalla, is among his possessions.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.

308



LARP Valhalla Feast

SKADI

Faction: Aesir Gods (integrated, originally a Jotunn)

Gender: Female

Age: Manifests as a formidable yet refined woman, evocative of late 20s to early
30s.

Role: Deity of Frost and the Chase

Roleplay Hook: Methodical and ever-watchful

Costume: Armor glistening with frost, intricately wrought with motifs of wintertide
and the hunt. Her trusted bow and a quiver teeming with arrows rest by her side. An
ethereal cloak, seemingly woven from snowflakes, graces her. She may also don
artifacts like skis or snowshoes, emphasizing her dominion over wintry landscapes.
Background Info: Birthed from Jotunn lineage, Skadi's integration into the Aesir
was sealed through her matrimony to Njord. Even though their marital union
dissolved, Skadi's eminence amidst the gods remained unaltered, acclaimed for her
unparalleled hunting skills and dominion over winter.

PUBLIC INFORMATION:

Skadi's narrative is emblematic of grit, tenacity, and versatility. Originating from
Thjazi, the giant's lineage, her journey to the Aesir's fold was fueled by a quest for
retribution for her progenitor's demise. Yet, instead of vengeance, a matrimonial
alliance was brokered with Njord, the god of seas. Their intertwined destinies
exemplified the union of alpine chill with marine warmth. However, divergent
affinities culminated in their eventual parting.

Skadi's silhouette in Valhalla is an epitome of grandeur. Her towering stature,
complemented by her discerning gaze, habitually garners admiration and deference.
Her narratives, echoing with exploits of hunts in the most unforgiving terrains and
skirmishes against formidable creatures, manifest her passion for alpine realms.

Her unwavering sense of equity is noteworthy. While retribution for her father
initially consumed her, her tenure with the Aesir refined her understanding of
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equilibrium and righteousness. Her dual heritage frequently propels her into a role of
an advocate, often challenging Aesir's verdicts if perceived as inequitable.

PRIVATE INFORMATION:

Shielded beneath her intimidating facade are profound sentiments tethered to her
hybrid lineage. Navigating the duality of Jotunn ancestry and Aesir affiliation, she
grapples with a sense of fragmented belonging. Despite garnering acceptance
amongst the gods, she occasionally discerns the remnants of her roots, particularly
during god-giant conflicts.

Her dynamics with Njord, post-separation, are intricate. Their paths diverged, yet a
foundation of mutual admiration and shared experiences lingers. Yet, Skadi's
vulnerabilities, particularly the solitude she endured during their union, remain
veiled from the world.

A clandestine facet of Skadi's abilities is her communion with spirits of winter.
These spectral entities bequeath her with esoteric wisdom of the frost's hidden
realms, secrets she's reticent to unveil, even to trusted confidants.

ITEMS OF SPECIAL
INTEREST:

e An arrow with a frosty tip, hinting at Skadi's icy domain, is lodged in the
wall.

e A pendant symbolizing the moon, not typically associated with her, is in her
room.

SPECIAL ABILITY:

ABILITY NAME: Hunter's Insight

ABILITY DESCRIPTION: Once in the game, Skadi can channel her unrivaled
hunting acumen to surreptitiously trace and scrutinize any participant. This permits
her a round of comprehensive observation, encompassing their actions, dialogues,
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and invoked abilities. The surveilled player remains oblivious to Skadi's vigilant
gaze.

PERSONAL GOALS:

Safeguard Valhalla against potential menaces, leveraging her singular
perspective to forge alliances and mend fissures.

e Reestablish ties with her Jotunn heritage, aspiring to orchestrate a lasting
truce between the gods and the giants.

e Decipher the enigma of the concealed intruder, employing her acute
observational prowess to assemble hints and discern intents.

WHAT YOU KNOW ABOUT
OTHERS:

Skadi's astute perceptiveness furnishes her with unparalleled insights. She discerns
an evolving reclusiveness in Odin, intimating an undisclosed weight he bears. Frigg's
subtle interventions have not eluded her, revealing a depth to the queen's
foreknowledge concealed from plain view. Her dealings with Loki have instilled
caution; his multifaceted nature remains a conundrum. Lastly, her bond with winter
spirits has alluded to a peculiar frostiness enveloping Erik the Brave, arousing her
suspicions regarding his genuine essence.

POSSIBLE GOSSIP ABOUT
YOU

e An arrow with a frosty tip, hinting at Skadi's icy domain, is lodged in the

wall.

e A pendant symbolizing the moon, not typically associated with her, is in her
room.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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IDUNN

Name: Idunn

Faction: Aesir Gods

Gender: Female

Age: Materializes as a maiden encapsulating the spirit of perpetual springtime.
Role: Guardian of the Enchanted Apples

Roleplay Hook: Tranquil and nurturing

Costume: A gown seamlessly flowing in shades of gold and verdant green,
mirroring orchards at their zenith. She is often seen bearing a basket or a casket
embellished with apple designs, representing the golden apples under her
guardianship. A tiara, crafted from intertwined apple boughs, graces her head.
Background Info: Holding the guardianship of the apples that bestow the gods with
their ceaseless youth and vitality, Idunn's significance in Asgard is paramount. Her
cherished apples epitomize the rebirth of life and the eternal cycle of existence.

PUBLIC INFORMATION:

Amidst the vivid tapestry of Asgardian tales, Idunn's essence permeates like a soft,
rejuvenating zephyr. Her presence is an epitome of peace, her voice a calming balm,
and her laughter evokes the mirth of a bubbling brook. While she may not be the
emblem of wars or monumental expeditions, her significance in the celestial realm is
undeniable. Without the allure of her golden apples, the gods would succumb to
time's relentless march.

The sacred orchard that Idunn tends in Asgard is more than just a garden; it is a
haven. The towering trees, laden with their glistening fruits, are a testament to
nature's majesty. The orchard's ambiance has a mystical quality, invigorating all who
seek its solace. Many deities frequent this sanctuary, drawn either by the apples'
enchantment or by Idunn's timeless wisdom.

The camaraderie she shares with her divine counterparts is rooted in mutual
reverence. They are acutely aware of the gravity of her guardianship, while she, in
reciprocation, acknowledges the pivotal roles they each play in upholding cosmic
equilibrium.
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PRIVATE INFORMATION:

Though Idunn epitomizes vibrancy and rebirth, she is the custodian of a profound
secret. The magic embedded within the golden apples is cyclical, not boundless.
Their aura diminishes and rejuvenates over time, and during periods of diminution,
their efficacy dwindles. This cyclic essence is a secret known solely to Idunn, and
she tirelessly seeks avenues to stabilize the apples' magical consistency.

Her marital bond with Bragi, the bardic deity, is a tapestry of joy interspersed with
moments of melancholy. Their love is profound, yet Idunn occasionally grapples
with feelings of being overshadowed by his poetic prowess and the ensuing
adulations. She yearns for moments of acknowledgment beyond her guardianship of
the apples.

A shadow from the past lingers in her heart: a fleeting episode where Loki, in his
characteristic mischief, relinquished her to the giant Thjazi. Even though salvation
eventually arrived, the remnants of that confinement persist, instilling in her a
cautious approach towards the god of mischief.

You are an adept at massage. You are so very skilled at the power of touch and
waving away tension in a way that makes others pliable, so much so that they
become relaxed they may reveal hidden secrets. After a simple two-minute
massage, a person is so relaxed that they reveal to you one secret and the relaxation
is so great that they feel joy while forgetting they have shared any secrets.

ITEMS OF SPECIAL
INTEREST:

e One of her golden apples, which grants immortality, has a bite taken out of it
and is left forgotten.

e A vial, containing a potion resembling her apple's essence, is discovered
with foreign runes.
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SPECIAL ABILITY:

ABILITY NAME: Revitalizing Elixir

ABILITY DESCRIPTION: Once in the game, Idunn can harness the restorative
essence of her apples to reinvigorate any participant, granting them the privilege to
reclaim and reactivate an expended ability. This rekindled player can then
strategically redeploy their ability card in the forthcoming rounds.

ABILITY NAME: The Power of Touch

ABILITY DESCRIPTION: I am adept at Massage. After I give you a two-minute
massage, your tension is gone and you are very relaxed . . . so relaxed that you tell
me one secret and forget you have done so . . . but you’re very relaxed.

PERSONAL GOALS:

Ensure the unwavering protection of the golden apples, especially given the
impending menace, and maintain their magical essence.

e Fortify her bond with Bragi, seeking equilibrium between their divine duties
in Asgard.

e Confront her past traumas and decipher a method to either reconcile with or
directly address her sentiments towards Loki.

WHAT YOU KNOW ABOUT
OTHERS:

As the sentinel of the apples, Idunn's vantage point offers her unique observations.
She's discerned Hel's escalating visits to Valhalla, intuitively perceiving the
underworld goddess's concerns about life and death's delicate balance. She
acknowledges Skadi's vigilant demeanor, surmising that the winter deity might
possess overlooked insights. Hushed dialogues within her orchard have unveiled
Thor's internal conflicts, fostering a sense of empathy within her for the storm god.
Her interactions with Freyja have indicated shared apprehensions regarding Asgard's
life force balance, propelling Idunn to contemplate potential collaborations to
surmount forthcoming challenges.
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POSSIBLE GOSSIP ABOUT
YOU

e One of her golden apples, which grants immortality, has a bite taken out of it
and is left forgotten.

e A vial, containing a potion resembling her apple's essence, is discovered
with foreign runes.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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BALDUR

Name: Baldur

Faction: Aesir Gods

Gender: Male or Female

Age: Materializes as a luminous being in their late 20s

Role: The Resurrected God of Innocence and Radiance

Roleplay Hook: Gleaming and optimistic

Costume: A celestial robe in pristine white, intricately embroidered with patterns of
the sun and purity. A halo or a diadem forged from the dawn's earliest light crowns
their head, casting a gentle glow. Baldur emanates an aura reminiscent of the
morning sun's first embrace.

Background Info: As the offspring of Odin and Frigg, Baldur is often eulogized as
the most radiant and adored among the gods. Their tragic demise, masterminded by
Loki and unwittingly executed by Hodr, signaled a poignant prelude to Ragnarok.

PUBLIC INFORMATION:

Baldur's incandescence brings solace and inspiration to the echoing halls of Valhalla.
Legends celebrating their magnanimity, splendor, and sagacity reverberate across the
nine realms. Preceding their tragic demise, ominous dreams foretold their end, yet
destiny remained unaltered.

Now, reincarnated in their radiant glory, Baldur's return to Valhalla is perceived as a
divine symbol of hope for both gods and valiant souls. The saga of their untimely
end and ensuing resurgence is a poignant narrative of love, deceit, and atonement.

Every deity and creature is instinctively captivated by Baldur, seeking their
enlightenment, reveling in their luminosity, or merely cherishing their

companionship. Their mirth is contagious, their presence soothing, and their insights
profound.

PRIVATE INFORMATION:
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Concealed beneath their shimmering facade, Baldur bears the wounds of bygone
times. Recollections of treachery, the desolation of Hel's dominion, and the torturous
anticipation of rebirth cast a shadow on their heart. While Baldur harbors no
resentment and discerns the intricate designs of destiny, occasional traces of
melancholy momentarily eclipse their glowing eyes.

Baldur's bond with Hodr, the unsuspecting sibling who inadvertently caused their
demise, is riddled with nuances. While forgiveness prevails, an invisible chasm
separates them—a chasm borne from a tragic turn of events. The siblings yearn for
redemption and reunion, but the path is fraught with challenges.

A secret anguish that Baldur holds close is their silent love for a mortal spirit—a
bond that flourished amidst the gloom of Hel's realm. This ethereal connection
remains concealed, a poignant reminder of a fleeting moment when warmth was
discovered in the bleakest of abysses.

ITEMS OF SPECIAL
INTEREST:

e A dreamcatcher, hinting at his prophetic dreams, is found torn.
e A mirror reflecting a darker version of Baldur is among the feasting relics.

SPECIAL ABILITY:

ABILITY NAME: Luminescent Truth

ABILITY DESCRIPTION: Once in the game, Baldur can emanate a radiant aura
of purity that invokes candor. For one cycle, all players within Baldur's proximity
are bound to honesty, unable to weave deceit or falsehoods. Their aura ensures an
atmosphere of unadulterated truthfulness.

PERSONAL GOALS:

e Cultivate a renewed connection with Hodr, mending the rift carved by past
SOITOWS.
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e Safeguard Valhalla's sanctity, ensuring that historical lessons serve as
guiding lights.

e Seek communion with the mortal spirit they once cherished, aiming to
reassure them of eternal love and protection.

WHAT YOU KNOW ABOUT
OTHERS:

Baldur's sojourn in Hel's realm has endowed them with unparalleled perceptions.
They intuitively grasp Hel's intrinsic battles—the equilibrium she endeavors to
uphold between existence and oblivion and the ensuing tribulations. Baldur
possesses a profound understanding of Loki's dual nature, having been a direct
casualty of his machinations. They've discerned the profound burden borne by Thor
and have witnessed fleeting moments of uncertainty clouding Odin's gaze. Finally,
muted echoes from the netherworld suggest an impending upheaval in Valhalla,
rendering Baldur both vigilant and primed for the looming trials.

POSSIBLE GOSSIP ABOUT
YOU

e A dreamcatcher, hinting at his prophetic dreams, is found torn.
A mirror reflecting a darker version of Baldur is among the feasting relics.
e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.
o At least two here trust you not only with their lives but with existence itself.
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SIGURD DRAGON
SLAYER

Name: Sigurd Dragon Slayer

Faction: Heroes of Valhalla

Gender: Male or Female

Age: Appears as a determined and charismatic being in their early 30s

Role: The Dragon-vanquishing Champion

Roleplay Hook: Courageous and captivating

Costume: Armor detailed with intricate designs of dragons and infernos,
commemorating their iconic confrontation. A distinct scar, a vestige of a bygone
battle, runs across one cheek. By their side dangles the legendary blade that
vanquished the dragon.

Background Info: Renowned in both mortal and divine realms, Sigurd's valor is
legendary, primarily for their audacity in defeating the terrifying dragon Fafnir.

PUBLIC INFORMATION:

Epics resonate with Sigurd's valorous tales. Originating from a lineage of revered
kings and champions, destiny's runes heralded their path. Mentored by the most
enlightened sages and accomplished warriors, Sigurd's reputation became
emblematic of bravery. Their pinnacle triumph, the encounter with Fafnir,
transformed from dwarf to dragon, solidified their legend. Triumphing over the
beast, Sigurd didn't merely obtain the treasure it guarded but also acquired profound
wisdom by imbibing the dragon's blood.

Within Valhalla's halls, Sigurd stands as an emblem of hope and inspiration. Their
magnetic charm, coupled with their heroic exploits, enamors both deities and
champions. Their knack for narrating their escapades, infused with jest and wisdom,
often positions them as the epicenter of celebrations.

Despite their grandeur, Sigurd epitomizes humility, often attributing their victories
to their comrades-in-arms. Their ethos revolves around fellowship, fidelity, and the
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conviction that every hero's deed, no matter its scale, crafts the elaborate saga of
legends.

PRIVATE INFORMATION:

Though epics celebrate Sigurd's victories, they seldom delve into the sacrifices and
anguish shadowing their journey. The enlightenment from Fafnir's essence was a
double-edged sword — bestowing them with unsettling premonitions of impending
treacheries and calamities. These cryptic visions continually weigh on Sigurd's
psyche.

An overshadowed chapter from Sigurd's saga is their passionate romance with the
Valkyrie Brynhildr. This tale of fervor and sorrow is Sigurd's most cherished secret.
The agony of their parting endures, rendering Sigurd cautious of forming profound
connections.

Additionally, Sigurd unearthed an enigmatic artifact amidst Fafnir's trove. Uncertain
of its essence or destiny, they've concealed it, apprehensive that it might be an omen
of paramount significance.

ITEMS OF SPECIAL
INTEREST:

e A dragon scale, a trophy from his past, is found burned.
e An encrypted message discussing the hoard of a dragon is found in his
belongings.

SPECIAL ABILITY:

ABILITY NAME: Wyrm's Vision

ABILITY DESCRIPTION: Tapping into the foresight bestowed by Fafnir's
essence, Sigurd can, once per game, pierce through a player's facade. For a single
round, they can discern if a player's utterances mirror their heart's desires,
empowering Sigurd to evaluate their genuineness or deception.
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PERSONAL GOALS:

Decipher the forebodings granted by the dragon's essence, aspiring to
mitigate any impending disasters.

e Rekindle the memories of Brynhildr, in pursuit of solace or perhaps a means
to immortalize their love within Valhalla's chronicles.

e Unravel the enigma of the artifact from Fafnit's cache, safeguarding it from
malevolent intents and ensuring the realms' equilibrium remains
undisturbed.

WHAT YOU KNOW ABOUT
OTHERS:

Navigating through the annals of legends and amidst divine entities, Sigurd has
acquired astute observations. They recognize Loki's inherent nature of sowing
discord and his unpredictable tendencies, evoking both suspicion and fascination in
Sigurd. The intricate dynamics between Thor and Odin are palpable to Sigurd, as are
the sporadic strains stemming from their diverse perspectives. Sigurd surmises that
Hel, straddling the realms of the living and the departed, might possess answers to
Valhalla's lurking enigmas. Lastly, interactions with Skadi have revealed shared
sentiments on love's intricacies, forging a unique bond of understanding with the
wintry goddess.

POSSIBLE GOSSIP ABOUT
YOU

A dragon scale, a trophy from his past, is found burned.

e An encrypted message discussing the hoard of a dragon is found in his
belongings.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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GUNNAR

Faction: Heroes of Valhalla

Gender: Male or Female

Age: Appears as an experienced warrior in their late 20s

Role: The Poet-Warrior

Roleplay Hook: Reflective and fervent

Costume: Sturdy warrior garb, enriched with mystic runes and insignias. Encircling
their neck is an elegant silver pendant, taking the shape of an age-old lyre. Their
chosen armament, a spear, boasts intricate carvings of their poetic compositions.
Background Info: A fighter with the heart of a poet, Gunnar epitomizes the
harmonious coexistence of strength and intellect. Their camaraderie with Sigurd is
celebrated in numerous sagas.

PUBLIC INFORMATION:

A duality defines Gunnar’s existence: the adrenaline of conflict and the serenity of
poetic expression. Early indications of their dual talents - martial prowess and poetic
flair - led to anticipations of a remarkable destiny. As years passed, these
anticipations materialized, with Gunnar emerging as a warrior whose lyrical battle
cries were as impactful as their poetic recitals.

Within Valhalla's echoing halls, Gunnar's legends find their voice. Epic tales narrate
their combats, vanquished adversaries, and safeguarded realms. However, amidst
these tales of valor, Gunnar treasures moments of introspection - the moments where
quill and parchment come together, capturing aspirations, contemplations, and
reveries.

Their bond with Sigurd is the stuff of legends. A brother-in-arms, their journeys
together are marked by shared perils, mutual trust, and an unparalleled

understanding of each other's spirit.

For many souls in Valhalla, Gunnar stands as an emblem that one's essence need not
be monochromatic but can shimmer with diverse hues.
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PRIVATE INFORMATION:

Behind the confident strides of the poet-warrior lies a labyrinth of emotions and
memories. Gunnar grapples with a choice from their past, a decision that precipitated
a comrade's doom. This shadowed recollection frequently clouds their clarity,
prompting introspective self-doubt.

Hidden within their lyrical compositions is an ode to a mortal beloved - an
inspiration, a muse behind numerous verses. This profound affection, despite its
depth, was severed prematurely by destiny, leaving behind poems echoing with
yearning.

In the weave of their fate lies an encrypted prophecy shared by an Oracle from their
homeland. This augury, veiled in enigma, prophecies a test awaiting Gunnar in
Valhalla.

ITEMS OF SPECIAL
INTEREST:

e An unfamiliar, enchanted harp string is found with Gunnar’s belongings.
e A fragment of a mysterious, old poem not of Norse origin is found in his
script.

SPECIAL ABILITY:

ABILITY NAME: Lyrical Revelation

ABILITY DESCRIPTION: Channeling the soul of their poetry, Gunnar, once per
game, can invoke a poetic stanza compelling a player to unveil their innermost
sentiments and aims. This unveiled truth endures for a singular round, post which the
player may opt to retain their secrets.

PERSONAL GOALS:
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e Reconcile with and seek solace from the haunting remnants of a bygone
choice.

e Celebrate and perhaps share the tale of their mortal beloved, either through
an intimate recitation or a heart-to-heart with a trusted ally.

e Decipher the Oracle's prophecy, ensuring that their path aligns harmoniously
with the overarching cosmic design.

WHAT YOU KNOW ABOUT
OTHERS:

Gunnar’s reflective disposition renders them a keen observer. They are privy to the
burden of Sigurd's forebodings, having been a pillar of support during Sigurd’s
moments of vulnerability. They discern Loki's mercurial intellect but equally
acknowledge his profound sagacity. Gunnar's philosophical inclinations have drawn
them towards Hel, leading to profound dialogues on existence's intricacies. Their
encounters with Frigg have alluded to her vast repository of cosmic knowledge,
evoking Gunnar’s deep reverence. Lastly, Skadi's astute nature, conveyed through
murmurs, suggests to Gunnar that she might possess insights that could illuminate
their individual quests.

POSSIBLE GOSSIP ABOUT
YOU

e An unfamiliar, enchanted harp string is found with Gunnar’s belongings.

e A fragment of a mysterious, old poem not of Norse origin is found in his
script.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

o At least two here trust you not only with their lives but with existence itself.
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SIF

Name: Sif

Faction: Aesir Gods

Gender: Female

Age: Embodies an ethereal elegance in her prime

Role: Goddess of Fertility and Family

Roleplay Hook: Poised and nurturing

Costume: A dress that glistens as though woven from golden fields bathed in
sunlight. Her lustrous, cascading golden hair is her hallmark feature, a flowing
testament to her grace. Her brow is adorned with a tiara, symbolic of her esteemed
position as Thor's consort.

Background Info: Revered for her matchless beauty and iconic golden hair, Sif'is
more than just Thor's spouse. She stands as an emblem of harmony, prosperity, and
growth.

PUBLIC INFORMATION:

Sif's essence is intertwined with the nurturing elements of nature. Her blessings
manifest as flourishing fields and abundant harvests. She's the serenity amidst
turbulence, a beacon of calm and healing.

Her union with Thor, the thunder god known for his dynamic energy, might appear
contradictory. But it's a partnership of equilibrium: Sif's serenity complements
Thor's tempestuous spirit. Together, they exemplify harmony, each accentuating the
other's virtues.

In Valhalla's grand halls, Sif radiates elegance. Her interactions, whether with gods
or valiant heroes, exude respect and compassion. Many seek her wisdom, especially
in times of discord. Renowned for her balanced counsel, her pacifying words have
prevented many a conflict, ensuring Valhalla remains a bastion of valor and dignity.

Loki's prank that led to the shearing of her locks, and the subsequent restitution in

the form of her golden hair, encapsulates her forgiving spirit. It signifies that even
transgressions can pave the way for beauty and redemption.
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PRIVATE INFORMATION:

Beneath the veneer of unflappable grace, Sif carries emotional scars. Loki's jest,
which left her bereft of her tresses, was a profound breach of trust. Even though his
atonement in the form of her now-iconic golden hair somewhat healed the wounds,
the emotional scars linger.

Her love for Thor, while unwavering, is tinged with concern. His impulsive nature,
prone to rash decisions, often fills her with trepidation. She covertly takes steps to
shield him, even if it entails seeking foresights or striking concealed deals.

Additionally, there's a concealed chapter in her saga. Before her life intertwined with
Thor's, she shared a brief yet profound connection with a mortal. A fleeting dalliance
that, though ephemeral, imprinted her heart permanently.

ITEMS OF SPECIAL
INTEREST:

e A lock of her golden hair has been tied in a knot, a sign of binding magic.
e QGrains of golden wheat, not seen in Asgard, are found near her.

SPECIAL ABILITY:

ABILITY NAME: Embrace of Harmony

ABILITY DESCRIPTION: Harnessing her intrinsic peace, Sif can emanate a
serene aura once in the game. Within this round, any discord or tension is dissolved
in her vicinity, promoting clear-headed deliberations and amicable exchanges.

PERSONAL GOALS:

Steer Thor towards judicious decisions, ensuring his safety and well-being.
e Uphold harmony and mutual understanding amongst Valhalla's denizens.
e Reflect upon and find solace in memories of her past, understanding her
evolution as a goddess.
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WHAT YOU KNOW ABOUT
OTHERS:

As a confidante to many, Sif possesses insights into numerous souls. She recognizes
Frigg's deep-rooted wisdom and the immense responsibilities she shoulders. Loki's
multifaceted personality is not lost on her; she perceives his underlying quest for
affirmation and acceptance. Observing Odin, she senses that even the Allfather
grapples with uncertainties and apprehensions. Dialogues with Hel have imparted a
nuanced understanding of the fragile equilibrium between mortality and the afterlife.
And murmurs among heroes suggest that a storm might be brewing in Valhalla,
making Sif ever-vigilant and prepared.

POSSIBLE GOSSIP ABOUT
YOU

e A lock of her golden hair has been tied in a knot, a sign of binding magic.
e QGrains of golden wheat, not seen in Asgard, are found near her.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.

328



LARP Valhalla Feast

HEIMDALL

Faction: Aesir Gods

Gender: Male or Female

Age: Epitomizes an eternal sentinel, beyond the constraints of time

Role: Keeper of the Bifrost

Roleplay Hook: Eternally watchful and methodical

Costume: A gleaming armor that casts refracted hues, akin to the Bifrost itself. His
side is graced by the Gjallarhorn, a horn of forewarning. His irises are ever-
changing, a mesmerizing dance of the Bifrost's spectrum.

Background Info: As the custodian of the Bifrost, Heimdall's duty is to be the
unwavering guardian of realms, ensuring that the ethereal bridge remains
impregnable and that threats are promptly identified.

PUBLIC INFORMATION:

Heimdall's origin is steeped in enigma. Born from the union of nine ethereal
mothers, emblematic of the sea's waves, his fate was etched as the realms' watchful
guardian. He boasts senses so refined that it's said he can discern the sound of wool
sprouting on a sheep's back or the soft rustle of grass underfoot. His perpetual vigil
over the realms is unbroken, his gaze sweeping the expanse, ever-ready to detect
malevolence.

Within the echoing halls of Valhalla, Heimdall commands reverence. He might not
revel in festivities as boisterously as some gods or immerse in arcane mysticism like
the seers, but his role's gravity is undisputed. He stands as a bastion of protection and
consistency.

Numerous sagas narrate his valiant stand at the Bifrost—how he has thwarted

invasions and participated in epic face-offs. His Gjallarhorn's resounding call is
iconic; its echo, a herald of looming threats.
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Yet, amidst his unwavering duty, Heimdall is not distant. He venerates values like
integrity, commitment, and allegiance. To those who resonate with these principles,
Heimdall offers steadfast camaraderie.

PRIVATE INFORMATION:

Underneath his sentinel armor, Heimdall nurses a heart marked by its own trials. For
all his heightened perceptions, he's acquainted with the sting of isolation. The honor
of safeguarding the Bifrost, though immense, is also a shackle of perpetual alertness,
leaving scarce room for personal endeavors or kinships.

Whispers of destiny, shared by the enigmatic Norns, murmur of a concluding duel—
a cataclysm at the end of eras. The specifics might be shrouded, but the prophecy's
enormity weighs on Heimdall's psyche.

Moreover, there exists a covert accord between him and Odin. This oath, sealed in
exigency's crucible, is among Valhalla's most zealous mysteries.

ITEMS OF SPECIAL
INTEREST:

e The Gjallarhorn, used to sound the approach of Ragnarok, shows signs of
recent use.

e A map of the Bifrost with a new realm marked is in his possession.

SPECIAL ABILITY:

ABILITY NAME: Spectrum Sight

ABILITY DESCRIPTION: Drawing from the Bifrost's essence, Heimdall can
momentarily pierce through falsehoods, fabrications, and mirages. Once in the game,
for a singular round, he can discern the genuineness behind utterances and gestures,
evaluating the authenticity of avowals and motives.

PERSONAL GOALS:
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e Maintain Valhalla's sanctity by ceaselessly monitoring the Bifrost.
Delve deeper into the hinted prophecy, seeking clarity or at least readiness
for the impending showdown.

e Fortify alliances within Valhalla, forging relationships transcending mere
duty.

WHAT YOU KNOW ABOUT
OTHERS:

Heimdall's unique station grants him unparalleled insights. He's cognizant of Thor's
routine realm traversals and can often sense the thunder deity's imminent arrivals.
Past altercations have made him circumspect of Loki's maneuverings, especially
pertaining to the Bifrost. He recognizes Sif's innate capability to mollify tempests,
and his respect for her runs deep. His vantage has revealed nuances of Frigg's
profound sagacity, leading him to ponder over the depth of her foresights. Lastly,
subtle cosmic tremors suggest impending upheavals, amplifying Heimdall's
vigilance.

POSSIBLE GOSSIP ABOUT
YOU

e The Gjallarhorn, used to sound the approach of Ragnarok, shows signs of
recent use.

e A map of the Bifrost with a new realm marked is in his possession.
Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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BRUNNHILDE

Name: Briinnhilde

Faction: Valkyries of Valhalla

Gender: Female

Age: Embodies the spirit of a gallant warrior in her prime

Role: Chief Valkyrie

Roleplay Hook: Resolute with profound emotion

Costume: A majestic armor set adorned with winged patterns, symbolizing her elite
status as a Valkyrie. A distinctively marked helm sets her apart from her Valkyrie
sisters. Her spear, inscribed with runes, narrates stories of romantic sagas and epic
battles.

Background Info: Briinnhilde, the principal Valkyrie, is entrusted with the sacred
duty of escorting valorous souls to Valhalla. Yet, her tale is as personal as it is
legendary, deeply entwined with the heroic Sigurd in a narrative of love and
poignant sacrifice.

PUBLIC INFORMATION:

In Valhalla's illustrious corridors, Briinnhilde's name is uttered with deep respect. As
one of Odin's elite Valkyries, her primary mission is to identify the valorous fallen
and guide them to their deserved place in Valhalla. Her combat skill is unparalleled,
equaled only by her insightful wisdom and unwavering sense of duty.

However, beyond her revered Valkyrie stature, Briinnhilde's destiny is inseparably
linked to Sigurd, the renowned dragon slayer. Their passionate romance, filled with
intense love and soul-stirring adventures, culminated tragically.

In Valhalla, she often recounts tales of valor, mentoring young champions, and
instilling in them honor and courage. Her words, resonating with experience and

insight, are invaluable. Those fortunate to converse with her are invariably
mesmerized by her blend of formidable strength and innate sensitivity.

PRIVATE INFORMATION:
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Hidden beneath the radiant Valkyrie armor are scars that haven't completely faded.
Briinnhilde's romance with Sigurd was an epitome of deep love and connection. But
their story, marred by treachery, miscommunication, and ill-fated curses, culminated
with Sigurd's demise and Briinnhilde's heartrending decision to join him in death.

This poignant sacrifice, stemming from deep-rooted love, was also a testament to her
indomitable spirit. She opted to embrace death with her beloved rather than endure a
life echoing his absence. While Valhalla has reunited them, the memories of their
shared past, both joyous and painful, persistently resonate within her.

Moreover, Briinnhilde bears an enigmatic responsibility. Her elevated status as the
chief Valkyrie has granted her access to certain cryptic prophecies and foresights,
some hinting at cataclysmic events that threaten the very fabric of the realms.

ITEMS OF SPECIAL
INTEREST:

e Her Valkyrie wings have a feather missing.
e An emblem of another Valkyrie is in her chamber.

SPECIAL ABILITY:

ABILITY NAME: Gaze of the Valkyrie

ABILITY DESCRIPTION: Tapping into her intrinsic Valkyrie essence,
Briinnhilde can momentarily glimpse into a player's innermost core, ascertaining
their genuine motives and aspirations. This potent ability empowers her to evaluate
the truth behind statements and discern a player's true alliance for a single round.

PERSONAL GOALS:

Navigate the intricate labyrinth of her past with Sigurd, aiming to unearth
solace and meaning in their newfound existence.

e Leverage her vast experience to guide Valhalla's champions, ensuring they
exemplify courage and integrity.
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e Delve into the cryptic prophecies she's acquainted with, aiming to safeguard
Valhalla against looming adversities.

WHAT YOU KNOW ABOUT
OTHERS:

Her esteemed position provides Briinnhilde with unparalleled insights. She's keenly
aware of Sigurd's magnetic presence and the profound memories they both share.
Her interactions with Odin have unveiled facets of the Allfather's expansive
knowledge and the burdens he silently endures. Her crossings of the Bifrost under
Heimdall's vigilant oversight have made her appreciative of his dedication. Her
observations have depicted Thor's vibrant nature and unwavering commitment.
Finally, discreet conversations among the Valkyries have alluded to subtle
imbalances in Valhalla, keeping her alert and watchful.

POSSIBLE GOSSIP ABOUT
YOU

e Her Valkyrie wings have a feather missing.

e An emblem of another Valkyrie is in her chamber.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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NJORD

Name: Njord

Faction: Vanir Gods

Gender: Male or Female

Age: Embodies the spirit of a composed deity in their zenith

Role: Deity of the Seas

Roleplay Hook: Stoic and conciliatory

Costume: Majestic robes oscillating between the hues of deep blue and sea green,
reminiscent of the ever-expansive oceans. Accents of seashells and pearls gracefully
punctuate the outfit, crowned with a coral-like diadem. In hand, a staff topped with a
figure of a ship or marine creature takes prominence.

Background Info: Njord, the venerable Sea God, holds dominion over the
boundless oceans, ensuring that mariners navigate safely and that the seas bestow
their bounties generously.

PUBLIC INFORMATION:

Like a calm harbor that offers respite from tempestuous seas, Njord's presence is
synonymous with tranquility. As a distinguished figure among the Vanir deities, he
epitomizes the oceans' wealth and abundance. Mariners whisper prayers in his name
before charting unfamiliar territories, and anglers invoke his favor for generous
harvests from the sea.

In a cosmos where emotions can surge like tidal waves and feuds are not uncommon,
Njord consistently emerges as a beacon of sensibility. Championing dialogue and
consensus, he has been pivotal in arbitrating between clashing entities, weaving
peace through his sagacious counsel.

His matrimonial alliance with Skadi, the goddess of mountains, was more than just a
union of hearts; it was a testament to his dedication to peace. The marriage,
emblematic of an accord between the Aesir and Vanir, although brief due to their
contrasting affinities, played a crucial role in ensuring harmony.
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With an eternally serene demeanor, Njord is always accessible, extending his
wisdom to those in need. His seaside soirees are legendary — where the sea's

lullaby, harmonious melodies, and rhythmic dances culminate in moments of pure
bliss.

PRIVATE INFORMATION:

Yet, beneath the tranquil facade, the Sea God holds profound secrets of the ocean's
abyss. Tales of sunken treasures, elusive marine behemoths, and ships that embarked
never to return reside with him.

While the world saw his union with Skadi as harmonious, the undercurrents of their
relationship were rife with deep-seated differences, not just pertaining to their
environmental inclinations but rooted in foundational values and philosophies.

Of late, Njord has discerned an anomalous stir within his dominion, an unfamiliar
force that has perturbed the oceans' equilibrium. This newfound disruption has led
him to consult arcane marine chronicles and immerse in profound contemplation.

ITEMS OF SPECIAL
INTEREST:

e Sea salt, not native to Asgard's seas, is found on his cloak.
e A bottle containing a strange aquatic essence is seen with him.

SPECIAL ABILITY:

ABILITY NAME: Ocean's Reprieve

ABILITY DESCRIPTION: Harnessing the serenity of the seas, Njord can manifest
an ambiance of peace. Once invoked during the game, for a singular round, players
enveloped in this aura are compelled to cease all hostility, fostering communication
and comprehension.

PERSONAL GOALS:
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e Advocate for harmony and diplomacy, ensuring Valhalla remains a sanctum
of understanding and collaboration.

o Investigate the nascent turbulence in his oceanic realm, striving to discern its
origins and potential implications.

e Rekindle ties with Skadi, either seeking closure or unraveling the intricacies
of their shared history.

WHAT YOU KNOW ABOUT
OTHERS:

Njord's pivotal role as an intermediary endows him with keen insights. He is privy to
Odin's encyclopedic wisdom and the immense responsibility the Allfather shoulders.
Thor's tempestuous spirit is no secret to him, and he often counsels the god to
harness his fervor constructively. He admires Heimdall's unwavering dedication,
cognizant of the guardian's trepidations about looming perils. His shared history with
Skadi offers intimate knowledge of her aspirations and regrets. Recently, murmurs
from the marine abyss suggest the emergence of an enigmatic entity, arousing
Njord's intrigue and caution.

POSSIBLE GOSSIP ABOUT
YOU

Sea salt, not native to Asgard's seas, is found on his cloak.

e A bottle containing a strange aquatic essence is seen with him.
Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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GERSEMI

Name: Gersemi

Faction: Aesir Gods

Gender: Female

Age: Embraces the aura of a maiden at the cusp of adulthood

Role: Progeny of Freyja

Roleplay Hook: Naive yet perceptive

Costume: Elegant robes that dance between soft hues of dawn, bedecked with
glinting crystals reminiscent of her pristine nature. A crown, subtle yet regal, bearing
a central gem symbolizes her lineage as Freyja's treasured daughter. With her, she
carries a pouch, within which reside dewdrops from creation's inaugural morn.
Background Info: Borne from Freyja, the deity of passion, Gersemi is not only a
testament to her mother's allure but also holds a fragment of her mystical aura.

PUBLIC INFORMATION:

Gersemi, within the towering gates of Valhalla, shines as a paragon of unblemished
purity. Her very name, translating to "treasure," epitomizes her esteemed position as
a celestial gem in the grand tapestry of gods.

Nurtured under Freyja's watchful eyes, Gersemi's days echoed with narratives of
amorous escapades, valorous deeds, and arcane mystique. Valhalla's sprawling
gardens witnessed her endless sojourns, interactions with ethereal beings, and her
silhouette gracefully swaying under the cosmic lights.

Though cradled in protection, Gersemi exhibits an almost surreal knack for
discerning verity. Her unspoiled soul mirrors the intricacies of divinity, often
simplifying the convoluted web of godly intricacies. Her mere presence acts as a
deterrent to deceit, positioning her as an inadvertent peacemaker.

Her laughter, akin to a gentle brook, reverberates across Valhalla, transporting even
the fiercest of warriors back to times of sheer simplicity and joy. Many approach
her, not in the pursuit of shrewd advice, but to gain a refreshing perspective cleansed
of pretense.
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PRIVATE INFORMATION:

For all her ostensible guilelessness, Gersemi nurses her share of enigmas.
Throughout time, she has unearthed concealed sanctuaries within Valhalla's expanse,
providing her much-needed solitude. One such clandestine glade revealed an age-old
well to her, murmuring chronicles of epochs gone by and cryptic auguries of days to
come.

These fragmented murmurs have granted her fragmented glimpses into unforeseen
events and truths that evade even the older gods' gaze. Tales of double-crosses,
looming confrontations, and poignant reunions meander through her mind. However,
she grapples with intertwining these disparate visions, making them a baffling
enigma.

Additionally, her embodiment of pristine innocence has inadvertently painted a
target on her back. While many hold genuine admiration, others, shrouded in
jealousy and manipulation, seek to exploit her unique stature. She discerns these
machinations but is often daunted by her pivotal role's implications.

SEIDR PRACTITIONER:

You are a Vélva (female) or Seiomenn (male), a practitioner of Seidr (a form of
Vanir magick) Galdr (originally Aesir), and Rune Magick (borrowed from the
Dwarves), and especially known for prophecy or speaking with spirits. You carry a
wand, rod, or staff as a focus for your magickal visions and perhaps a set of rune
stones or crystals. Three times during the game, you may consult the spirits in the
hopes of receiving a prophecy related to any player. Come to the Director for the
prophecy.

ITEMS OF SPECIAL
INTEREST:

o A rare flower from Midgard, known for its enchanting properties, is found in
her room.
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e A mirror reflecting Gersemi shows an older version of her.

SPECIAL ABILITY:

ABILITY NAME: Gaze of Veracity

ABILITY DESCRIPTION: Harnessing her innate purity, Gersemi can, once in the
game, usher in an environment of unwavering truth. For a single round, those
enveloped in her proximity are bound by her aura, their tongues restricted to utter
only the truths of their heart.

PERSONAL GOALS:

Endeavor to decipher the well's cryptic murmurs, aspiring to meld these
insights for a clearer understanding.

e (Cultivate genuine bonds within Valhalla, forging alliances that transcend her
abilities and cherish her essence.

e Safeguard her innate purity while assimilating wisdom, striving to
harmonize her unworldly innocence with the revelations she encounters.

WHAT YOU KNOW ABOUT
OTHERS:

Gersemi's role as Valhalla's mirror of truth affords her unique insights. She perceives
her mother, Freyja's profound vision, and the ensuing burdens it casts. Loki's
intricate dance between animosity and camaraderie with the other gods is transparent
to her, often eliciting her compassion for the enigmatic trickster. Whispered tidbits
surrounding Erik the Brave's stance have piqued her curiosity, though the exact
puzzle piece eludes her. Interactions with the likes of Odin and Thor have layered
her admiration with understanding, looking beyond their titles to their core. And
finally, the well's murmurs have alluded to an impending maelstrom, a face-off
poised to challenge Valhalla's very foundations.
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POSSIBLE GOSSIP ABOUT
YOU

A rare flower from Midgard, known for its enchanting properties, is found in
her room.

A mirror reflecting Gersemi shows an older version of her.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

At least two here trust you not only with their lives but with existence itself.
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TYR

Name: Tyr

Faction: Aesir Gods

Gender: Male or Female

Age: Reflects the visage of a deity in the prime of maturity

Role: Beacon of Law and Glory

Roleplay Hook: Unyielding in principles

Costume: Adorned in armor that gleams in shades reminiscent of a winter sky. A
singular gauntlet graces one hand, a testament to the tale of sacrifice to the great
wolf, Fenrir. In his grip, he holds a scale that stands balanced - an emblem of both
justice and the sacrifices rendered in its name.

Background Info: As the paragon of heroic valor, the very utterance of Tyr's name
conjures tales of gallant deeds and an unwavering commitment to the scales of
justice.

PUBLIC INFORMATION:

Within Valhalla's towering walls, Tyr stands as a monolith of honor and respect. His
most defining moment, the sacrifice of his hand to the monstrous wolf, Fenrir,
encapsulates his essence. A show of trust, shattered by the wolf's realization of
bondage, resulting in Tyr's ultimate sacrifice.

This act, more than any other, epitomizes Tyr. His unyielding dedication to a cause
larger than oneself. As the deity overseeing justice, he is the lighthouse guiding
Valhalla's moral compass, ensuring every code is upheld, every justice served.
Conlflicts and quandaries often find their resolution beneath Tyr's judicious scrutiny.

Warriors, both young and old, revere him. Not just for his undeniable courage but

for the ethical spine that underpins every action. Ceremonial events often see him at
the forefront, and in divine gatherings, his voice is an anchor of reason.

PRIVATE INFORMATION:
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The celebrated tale of Tyr's sacrifice, while a symbol of his dedication, also serves as
a perpetual wound. Every glance at his missing hand is a stark reminder of the cost
of duty. This ever-present void often spirals him into introspection, questioning if
alternative paths, devoid of such personal losses, were possible.

In secret, Tyr has been scouring through age-old spells and enchantments, hoping to
find a way to reclaim his lost hand. These forays, however, are rife with challenges.
Magic of such nature could draw unsolicited attention, and even animosity, from
those viewing it as a deviation from destiny.

Furthermore, while the bastion of justice, Tyr grapples with the intricate web of
morality. The black and white of law, he understands, often overlooks the grays of
individual circumstances. This realization places him at crossroads often, torn
between the dogma of law and the fluidity of individual justice.

ITEMS OF SPECIAL
INTEREST:

e His sword, associated with justice, has an unfamiliar emblem etched onto it.
e Scales of justice, which he upholds, are tipped in one direction.

SPECIAL ABILITY:

ABILITY NAME: Truth's Command

ABILITY DESCRIPTION: Tyr, once in the game, can invoke a divine mandate
that binds a player within the shackles of truth for a round. Lies and deceit become
impossibilities, rendering this ability a potent weapon in unveiling concealed
realities.

PERSONAL GOALS:

Navigate his internal conflicts regarding his sacrificial past, aiming for both
emotional equilibrium and potential recuperation.

e Continuously adapt and uphold Valhalla's edicts, ensuring they resonate
with evolving eras and paradigms.
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e Construct bridges of discourse, fostering an environment where gods and
mortals alike can collaborate harmoniously, especially amidst turbulent
times.

WHAT YOU KNOW ABOUT
OTHERS:

Tyr's stature offers him a unique vantage point into the moral fabric of those around.
He acknowledges Odin's sagacious rule while being privy to the accompanying
burdens. Loki's mercurial nature, oscillating between mischief and genuine concern,
is clear to him. His interactions with noble warriors, including Sigurd and Astrid,
reveal their intrinsic codes of honor. With Briinnhilde, he often delves into deep
conversations, understanding the weight of her decisions in choosing the deserving
fallen. The undercurrents of tension rippling through Valhalla are evident to him,
and he remains resolute in ensuring that the principles of justice stand unwavering.

POSSIBLE GOSSIP ABOUT
YOU

His sword, associated with justice, has an unfamiliar emblem etched onto it.
e Scales of justice, which he upholds, are tipped in one direction.
Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.
o At least two here trust you not only with their lives but with existence itself.
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VALKYRIE ALFHILD

Name: Valkyrie Alfhild

Faction: Valkyries

Gender: Female

Age: Radiates an ageless aura, seeming in the prime of youth

Role: Arbiter of Heroic Fates

Roleplay Hook: A keen eye for honor

Costume: A grandiose suit of armor, shimmering with an otherworldly glow and
festooned with feathers, symbolizing her ability to transcend realms. A winged helm
crowns her visage, and a long spear - the tool of her judgment - is always by her
side. Her very essence seems to blend authority with the enigmatic aura of the
Valkyries.

Background Info: As a distinguished Valkyrie, Althild's sacred duty is to usher the
souls of valorous warriors to the halls of Valhalla, bestowing upon them the honor
their sacrifices have merited.

PUBLIC INFORMATION:

Among the deities and chosen souls of Valhalla, Alfhild is a beacon of both awe and
reverence. When she graces the battlegrounds, her very presence is a paradox - a
symbol of foreboding yet laced with an ethereal beauty. Warriors, both in their prime
and those who've met their end, understand that her gaze will judge their valor,
devoid of any personal prejudices.

Having been a silent observer of countless wars and personal duels, she's intimately
familiar with the spectrum of bravery and sacrifice. Her experiences have endowed
her with a discerning eye, recognizing that true valor often transcends mere martial
prowess.

In Valhalla, her decisions are both celebrated and feared, for her choices determine
entry to this hallowed realm. Her insights, derived from eons of observation, carry
significant weight, making her voice paramount in divine discussions. More often
than not, she's seen in the company of her Valkyrie kin, assessing and deliberating
the valorous acts unfolding in the realm of mortals.
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PRIVATE INFORMATION:

Alfhild's stoicism masks a maelstrom of internal conflicts. The weight of choosing
souls, determining their eternal fate, is not a responsibility she bears lightly. She
often contemplates the essence of her duty: is martial valor the sole metric, or are
there other unsung acts of bravery that remain overshadowed?

A particular memory casts a long shadow over her heart. Once, having chosen a
youthful warrior for Valhalla, she later discovered his untimely demise left a
bereaved family in its wake. This event became a cornerstone of her introspection,
making her reflect upon the ripple effects of her choices.

But perhaps her most closely guarded secret is a forbidden emotion: a deep-seated
affection for a mortal warrior. While she never acted upon these feelings, they serve
as a constant reminder of the intricate web that binds the divine and mortal realms.

ITEMS OF SPECIAL
INTEREST:

e A diary detailing heroic acts not yet occurred in Midgard.
e A whisper in the wind speaks of a warrior Alfhild refused to choose.

SPECIAL ABILITY:

ABILITY NAME: Gaze of Truth

ABILITY DESCRIPTION: Once during the game, Alfhild can summon the power
of her keen insight to delve deep into a player's past. This allows her to unearth a
pivotal action that defines their essence, revealing either concealed nobility or
hidden treachery, offering her a vital clue.

PERSONAL GOALS:

e Seek clarity on the nature of her divine role, aiming to harmonize her
decisions with the ever-evolving ethos of valor.
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¢ Engage more intimately with Valhalla's inhabitants, weaving together the
tapestry of their mortal tales.

e Employ her unparalleled observational prowess to unravel the enigma of the
imposter, aiming to restore equilibrium in Valhalla.

WHAT YOU KNOW ABOUT
OTHERS:

Her role offers her an unparalleled perspective into the deeds and souls of Valhalla's
denizens. She's well-versed with Sigurd's heroic chronicles and his poignant ties
with Briinnhilde. Through her observations, she's glimpsed the duality of Loki —
moments of pure mischief intertwined with surprising acts of honor. Tyr's sacrifice
resonates deeply with her, symbolizing the epitome of honor. The currents of unease,
especially revolving around the concealed imposter, are not lost on her. Her
accumulated wisdom, honed over countless epochs, will be pivotal in discerning the
truth.

POSSIBLE GOSSIP ABOUT
YOU

e A diary detailing heroic acts not yet occurred in Midgard.
e A whisper in the wind speaks of a warrior Alfhild refused to choose.
e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.
At least two here trust you not only with their lives but with existence itself.
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VALKYRIE INGRID

Name: Valkyrie Ingrid

Faction: Valkyries

Gender: Female

Age: Embodies an ageless wisdom, appearing seasoned and experienced

Role: Sentinel of Souls

Roleplay Hook: Wary and discerning

Costume: Age-old armor, etched with intricate patterns that chronicle her years of
service, paired with a shield bearing Odin's insignia. A uniquely crafted spear
signifies her stature. Her aura demands reverence and deference.

Background Info: Ingrid stands as a testament to the countless ages of the
Valkyries, having chaperoned innumerable souls into the hallowed halls of Valhalla.

PUBLIC INFORMATION:

The stories of Valkyrie Ingrid's valor and dedication are etched into the very walls of
Valhalla. Her allegiance to Odin has spanned epochs, making her one of his most
esteemed Valkyries. The vast expanse of her tenure has painted her with a singular
understanding of the fates woven for gods and mortals alike.

Ingrid’s unwavering fidelity to her role reflects a selflessness that often places the
sanctity of Valhalla and its denizens over personal sentiments. Her vast experience
has instilled a profound skepticism towards outsiders, having seen the tumult they
can occasionally bring.

The reservoir of knowledge she possesses makes her a beacon for fledgling
Valkyries and even deities seeking guidance. Her tales, chronicling exploits from the
mortal realm, are shared with a touch of wistful reminiscence, always underscored
by a lesson or moral.

PRIVATE INFORMATION:

Behind the veil of duty and allegiance, Ingrid nurses complexities few are privy to.
There lingers a haunting choice from eons past: a monumental battle where she had
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to decide between two equally valorous warriors' admittance to Valhalla. The weight
of that choice still echoes in her heart, with lingering doubts about its righteousness.

Beneath her staunch loyalty to Odin lies a tapestry of deeper emotions. Ages past,
the threads of their fates intertwined in a bond that transcended duty, hinting at
shared moments and profound emotions. While the true essence of this bond remains
veiled, it’s unmistakable that Odin occupies a revered space in her soul.

Moreover, the roots of her wary nature trace back to a bitter betrayal by one she held
in trust. This perfidy scarred her, making her judicious in whom she confides in.

ITEMS OF SPECIAL
INTEREST:

e A tapestry showing Valkyries choosing the fallen has Ingrid's face scratched
out.
e A feather from her wing is found, charred and blackened.

SPECIAL ABILITY:

ABILITY NAME: Echoes of Eternity

ABILITY DESCRIPTION: Once in the game, Ingrid can summon the collective
wisdom of Valkyries from bygone eras, shedding light on a player's deepest truths.
This spectral vision aids Ingrid in deciphering concealed intents or affiliations.

PERSONAL GOALS:

Safeguard the esteemed legacy and sanctity of the Valkyries.

e Delve into the annals of her shared history with Odin, hoping to illuminate
their shared moments.

e Harness her depth of knowledge and prudence to guide Valhalla in these
testing times, ensuring the imposter's identification and rightful retribution.
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WHAT YOU KNOW ABOUT
OTHERS:

Ingrid's venerable service has bestowed upon her an intimate awareness of Valhalla's
denizens. She remains wary of Loki's capricious tendencies, often finding herself in
ideological contention with him. While she acknowledges Thor's valor, his rash
demeanor is a source of concern. Her intricate bond with Odin lends her glimpses
into his thoughts, even though his enigmatic actions sometimes baffle her. Erik the
Brave's presence in Valhalla sets her instincts on edge, sensing hidden layers yet to
be unveiled. Her seasoned intuition suggests that the current dynamics in Valhalla
are mere fragments of a grander, unseen narrative.

POSSIBLE GOSSIP ABOUT
YOU

e A tapestry showing Valkyries choosing the fallen has Ingrid's face scratched
out.

e A feather from her wing is found, charred and blackened.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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MAGNI

Name: Magni

Faction: Aesir

Gender: Female

Age: Embodies the vigor of youth but possesses an agelessness hinting at wisdom
and experience beyond her years.

Role: Daughter of Thor

Roleplay Hook: Resolute and outspoken

Costume: Sturdy armor reflecting Thor's design, paired with a hammer that, though
smaller, resonates with power. She has a regal posture, exuding confidence and
lineage pride.

Background Info: Magni, birthed from the god of thunder, Thor, is a testament to
valor, integrity, and honor, carrying forth her father's celebrated legacy.

PUBLIC INFORMATION:

Magni's name, synonymous with "Might," mirrors her essence flawlessly. Gifted
with unparalleled strength, reminiscent of her father, Thor, she is a force to be
reckoned with in Valhalla. While many are captivated by her physical prowess, her
forthright nature and unwavering commitment to duty are what truly distinguish her.
Amidst the intricate tapestry of gods and entities, Magni's candidness is a breath of
fresh air.

She often bypasses the winding corridors of politics and diplomacy, relying instead
on her intrinsic sense of righteousness. A believer in direct action, Magni is often
seen as the embodiment of honor and integrity. This directness has earned her
acclaim, but occasionally also marks her as somewhat tactless.

Adventures with Thor, her father, often find their way into her tales, reflecting their
deep bond, a relationship molded through challenges of battles and the warmth of
familial bonds. For many in Valhalla, Magni represents hope for the future,
embodying the principles and grandeur that must endure through the changing times.
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PRIVATE INFORMATION:

Yet, beneath her formidable exterior, Magni conceals inner turbulence. The daunting
task of living up to Thor's monumental reputation weighs heavily on her. She
constantly grapples with the challenge of forging her own legacy while living in the
expansive shadow of her father.

Her animosity towards Loki is palpable, stemming from a past deception where
Loki's craftiness tarnished her standing. This incident, though shrouded in mystery,
has cultivated a lingering mistrust.

Magni also contends with her own vulnerabilities. The weight of expectations
demands her to be resolute, to be unwavering. Yet, introspective moments often
usher in self-doubt, fleeting instances that force her to reassess her journey.

ITEMS OF SPECIAL
INTEREST:

e A shattered stone, similar to those used in strength competitions, is under his
scat.
e Chains, symbolizing bindings, wrap around a stone with Magni's emblem.

SPECIAL ABILITY:

ABILITY NAME: Legacy of Thunder

ABILITY DESCRIPTION: Once during the game, Magni can channel her
hereditary might, commanding awe. This overwhelming demonstration forces a
player into disclosing a truthful piece of information about their objectives, loyalties,
or potential alliances.

PERSONAL GOALS:

e Carve out her own legacy, distinct from Thor's monumental shadow.
e Safeguard Valhalla's honor by unmasking the imposter.
e Reckon with Loki, seeking closure over their tangled history.
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WHAT YOU KNOW ABOUT
OTHERS:

Magni's standing in Valhalla has accorded her a vantage point, granting insights into
its various inhabitants. While she respects Odin's leadership, his enigmatic demeanor
often eludes her comprehension. Frigg's foresight has been an invaluable ally,
securing her trust. Her rapport with Valkyrie Ingrid is renowned, both often seen
honing their combat skills in unison. However, Erik the Brave evokes suspicion in
Magni, sensing an incongruence in his aura. Her intuition, sharpened over numerous
confrontations, raises alarms of an impending tempest in Valhalla, and she stands
determined to shield and preserve.

POSSIBLE GOSSIP ABOUT
YOU

e A shattered stone, similar to those used in strength competitions, is under his
seat.

e Chains, symbolizing bindings, wrap around a stone with Magni's emblem.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

o At least two here trust you not only with their lives but with existence itself.
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SAGA

Name: Saga

Faction: Vanir

Gender: Female

Age: A vision of eternal youth, yet her gaze holds eons of wisdom.

Role: Goddess of Runes and Prophecies

Roleplay Hook: Haunted by revelations

Costume: A ethereal gown shimmering with runes that emanate a gentle luminance,
a diadem echoing the form of a crescent moon, complemented with a staff embedded
with precious gems, believed to aid her clairvoyant abilities.

Background Info: Renowned as the goddess of runes and prophecies, Saga is
revered and frequently sought after by both celestial beings and mortals for her
insight and foresight.

PUBLIC INFORMATION:

Emanating tales and chronicles, Saga stands as a beacon of foreknowledge in
Valhalla. Her sanctuary by the temporal river is a realm where she unravels the
enigmatic threads of time. Her prophecies, usually wrapped in enigmas, have lately
become unsettlingly lucid and ominous.

Valhalla's harmonious existence, the bonhomie of deities, and the merriment of
honored heroes — all appear overshadowed by a burgeoning peril. Having confided
in a chosen circle, Saga is actively attempting to elucidate the enigma before it fully
manifests.

Her profound bond with Frigg, who also navigates the intricacies of prophecies, is
renowned. Their kinship, built over millennia, thrives on mutual understanding and

shared confidences. Although Saga radiates calmness, the fervor and intensity of her
revelations are palpable in her eyes.

PRIVATE INFORMATION:
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However, beneath the tranquillity, lies a soul burdened. Her visions, apart from
heralding an impending doom, allude to a treachery from within. Vexingly, the
traitor's identity is obscured, yet familiar, hinting at an alliance with sinister entities.

Furthermore, cloaked in her heart is a bygone secret—a passionate and forbidden
dalliance with another deity. This fleeting yet profound romance, though in the
annals of the past, occasionally resurrects emotions of longing and vulnerability.

Among her prized rune collection, an ancient and potent rune is conspicuously
missing. Its potential, if misused, could be catastrophic for Valhalla. While she
suspects a theft, she opts for silence, intending to discreetly reclaim it.

SEIDR PRACTITIONER:

You are a Vélva (female) or Seiomenn (male), a practitioner of Seidr (a form of
Vanir magick) Galdr (originally Aesir), and Rune Magick (borrowed from the
Dwarves), and especially known for prophecy or speaking with spirits. You carry a
wand, rod, or staff as a focus for your magickal visions and perhaps a set of rune
stones or crystals. Three times during the game, you may consult the spirits in the
hopes of receiving a prophecy related to any player. Come to the Director for the
prophecy.

ITEMS OF SPECIAL
INTEREST:

e Runestones, usually used for telling tales, show signs of tampering.
e A quill, dripping with ethereal ink, writes tales on its own.

SPECIAL ABILITY:

ABILITY NAME: Visionary Pulse

ABILITY DESCRIPTION: Once during the game, Saga can harness her divine
gift to momentarily "perceive" a pivotal occurrence from a player's history or glean a
hint about their imminent endeavors. This transient vision unveils an undeniable
truth about the player.
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PERSONAL GOALS:

Clandestinely retrieve the absent rune, ensuring it doesn't fall into
malevolent hands.
e Decipher her visions to unmask the traitor and fortify Valhalla's defenses.
e Navigate the labyrinth of her bygone romance, pursuing emotional closure.

WHAT YOU KNOW ABOUT
OTHERS:

Through her divine visions, Saga has amassed knowledge about several denizens of
Valhalla. She recognizes Freyja's mounting apprehensions regarding the realm's
well-being. The palpable strain between Erik the Brave and the elder gods hasn't
eluded her, sparking curiosity about his true lineage. Her historical connection with
Odin is an open secret, fostering a silent mutual understanding. However, her
wariness around Loki is profound, cognizant of his ability to oscillate from mere
mischief to potential betrayal.

POSSIBLE GOSSIP ABOUT
YOU

e Runestones, usually used for telling tales, show signs of tampering.
A quill, dripping with ethereal ink, writes tales on its own.

o Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

o At least two here trust you not only with their lives but with existence itself.
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MODI

Name: Modi

Faction: Aesir

Gender: Male/Female

Age: Appears mature yet retains a youthful exuberance, seemingly frozen in time
between adulthood and agelessness.

Role: Incarnation of Courage and Power

Roleplay Hook: Ever striving for affirmation

Costume: A stalwart armor etched with storm motifs, a cape that billows like the
tempestuous winds, and a subtle hammer pendant, echoing Thor's Mj6lnir, gracing
their neck.

Background Info: Conceived from the vigor of thunder and valor, Modi stands as a
testament to Thor's indomitable spirit. Dwelling under Thor's colossal legacy is no
trifling task, yet Modi has relentlessly pursued their own destiny, exemplifying that
they too are imbued with the virtues that make their progenitor illustrious.

PUBLIC INFORMATION:

Modi, the post-thunder echo to Thor's deafening clamor, enjoys reverence as Thor's
valiant offspring. However, the splendor of their father's tales casts a vast shade,
occasionally obscuring Modi's own feats. Across the eons, through rigorous training
and relentless skirmishes, they've endeavored to sculpt a legend intertwined yet
distinct from Thor's.

Ballads of Modi's valor resonate through Valhalla's grand halls. Legends recount
their audacity when they single-handedly thwarted an onslaught of frost giants,
providing Asgard the crucial moments to fortify its defenses. As the embodiment of
gallantry, Modi seldom shies away from challenges, often stepping forth for perilous
endeavors.

Their camaraderie with Magni, their kin, is profound. In the echoes of their shared
laughter lie tales of shared exploits and lessons imparted by Thor. For the denizens
of Valhalla, Modi epitomizes hope, standing as an unwavering bulwark against
despair.
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PRIVATE INFORMATION:

Beneath the facade of undaunted valor, Modi grapples with latent self-doubt. Ever
overshadowed by Thor, they're perennially tormented by the question: is their
heroism intrinsic or merely a reflection of their heritage? Such introspections are
concealed meticulously, lest they be misconstrued as frailty.

A closely guarded revelation is Modi's fascination, and perhaps a tint of jealousy, for
mortals. The concept of etching an indelible mark within the ephemeral bounds of
mortality captivates Modi. They've occasionally pondered the nuances of fleeting
mortal existence.

Furthermore, a past outburst, where unbridled fury birthed a tempest that
inadvertently harmed innocents, remains a source of profound guilt for Modi. That
incident catalyzed their journey toward mastering their tempestuous emotions.

ITEMS OF SPECIAL
INTEREST:

e Thunderstruck wood, which only Thor and his kin can command, is seen in
Modi’s

e Thunder clouds form a pattern resembling an ancient rune of protection.
quarters.

SPECIAL ABILITY:

ABILITY NAME: Tempestuous Reverberation

ABILITY DESCRIPTION: Once per game, Modi can conjure a transient storm,
enveloping the arena in an ambiance of distrust and unease. During this maelstrom,
communication is muzzled, alliances are momentarily shattered, and trust is put to
the test. This ephemeral tempest, albeit brief, can pivot the game's equilibrium.

PERSONAL GOALS:
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e Validate, both internally and to Valhalla, that their valor springs from their
essence, not merely an inherited legacy.

e Establish a bond with a particular mortal spirit in Valhalla to decipher the
mysteries of their ephemeral existence.

e Fortify Valhalla and its denizens against any looming malevolence.

WHAT YOU KNOW ABOUT
OTHERS:

Modi's vantage, stemming from their lineage, provides them insights into several
Valhallan affairs. They resonate with Thor's apprehensions concerning Valhalla's
sanctity. Eavesdropped murmurings between Saga and Frigg, hinting at ominous
prophecies, have heightened Modi's vigilance. While Odin and the senior pantheon
command their respect, Modi's trust in Loki wavers, given his history of deception.
However, an inkling suggests Loki's metamorphosis, prompting Modi's watchful
eyes. The bond with Magni remains Modi's anchor, and their shared intelligence
offers a panoramic perspective on the unfolding events.

POSSIBLE GOSSIP ABOUT
YOU

e Thunderstruck wood, which only Thor and his kin can command, is seen in

Modi’s

e Thunder clouds form a pattern resembling an ancient rune of protection.
quarters.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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GERD

Faction: Vanir (by association) / Other Realms

Gender: Female

Age: Radiates the agelessness of a being transcending eons, yet her eyes twinkle
with youthful curiosity.

Role: Jotunn turned ally

Roleplay Hook: Trust embodied, with an undercurrent of fierceness

Costume: Gossamer robes woven from the very fabric of mist and frost, accentuated
with trinkets resembling ice shards. Her ensemble beautifully intertwines her jotunn
heritage with the grandeur of the Vanir realm.

Background Info: Gerd's identity, as a jotunn of formidable stature who captivated
the heart of the Vanir god, Freyr, is the stuff of legends. Their romance transcended
boundaries, amalgamating two realms previously at odds.

PUBLIC INFORMATION:

Emerging from the frigid vastness of Jotunheim, the land of the giants, Gerd's story
is an anthem to love and unity. The snowy terrains of her homeland bore witness to
the enthralling sight of Freyr, irrevocably captivated by her. Their romance defied
the historic animosities, giving birth to an unexpected alliance.

Residing as Freyr's partner, Gerd gracefully dons the dual mantle of love and
diplomacy. Navigating the delicate line between the gods and her kin, she
champions peace, striving for mutual respect and harmony. Her affable nature,
coupled with a reservoir of wisdom, has endeared her to the gods. Her presence in
Valhalla is emblematic of hope for fraternity, weaving tales of diversity.

Her anecdotes of Jotunheim, replete with ancient customs and enchantments, often
leave the listeners in rapt attention. Despite her integration into the world of gods,
she remains tethered to her essence, evoking reverence for the jotnar's power and
elegance.
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PRIVATE INFORMATION:

Gerd, the epitome of optimism and trust, isn't devoid of vulnerabilities. The initial
backlash to her union with Freyr, predominantly from her homeland's quarters who
deemed it treachery, casts a somber shadow over her heart. Her concern for Freyr is
palpable, fueled by the knowledge that segments of the jotnar view their alliance
with skepticism.

Internally, Gerd grapples with a sense of dual alienation. In Jotunheim, her alliance
with a god paints her with the brush of betrayal. Conversely, in Asgard, murmurs
about the "jotunn consort" occasionally reach her ears. This duality is a concealed
anguish she bears, prioritizing her love for Freyr and the bonds she's cultivated.

Furthermore, Gerd is privy to a foretelling, circulating among the jotnar, alluding to
a cataclysm awaiting Valhalla. Her allegiance to her newfound kin makes her yearn
to forewarn them. Yet, the potential ramifications on the jotnar deter her.

ITEMS OF SPECIAL
INTEREST:

e A letter from the jotunn realm, speaking of a truce.
e Frost patterns on her window depict a future event.

SPECIAL ABILITY:

ABILITY NAME: Veil of the Frostwinds

ABILITY DESCRIPTION: On invoking this ability once in the game, Gerd can
weave an icy barricade. This frost wall temporarily segregates a group of players,
facilitating clandestine conversations. This fleeting isolation can be strategically
pivotal, laying the groundwork for covert coalitions or unveiling truths shielded
from the collective.

PERSONAL GOALS:
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e Act as a beacon, illuminating the path to reconciliation between the gods and
jotnar, underlining that profound love can vanquish deep-rooted biases.

e Safeguard Freyr, her heart's compass, ensuring his well-being and joy.

e Delve deeper into the enigmatic prophecy she's come across, ascertaining its
implications for Valhalla and its inhabitants.

WHAT YOU KNOW ABOUT
OTHERS:

Gerd's unique position, straddling both realms, bestows upon her unparalleled
insights. She discerns the intricate dynamics of Loki's ties with the jotnar, often
empathizing with his oscillating allegiances. Whispered exchanges with Skadi have
hinted at a clandestine plot targeting Valhalla, setting her on edge. Her reverence for
Odin and Frigg stems from their sagacity, while her kinship with Freyja is cemented
in mutual understanding and shared experiences. For the newer generation of deities,
Gerd holds aspirations of them heralding an epoch of tranquility.

POSSIBLE GOSSIP ABOUT
YOU

e A letter from the jotunn realm, speaking of a truce.
e Frost patterns on her window depict a future event.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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RAN

Name: Ran

Faction: Vanir

Gender: Beyond human comprehension but generally perceived as female

Age: Timeless as the deep ocean

Role: Guardian of Ocean's Mysteries

Roleplay Hook: Mysterious as the deepest trench

Costume: Dressed in flowing fabrics of deep blues and shimmering aqua, her attire
mimics the gentle ebb and flow of the sea. Embellished with seashells, pearls, and
the luminescence of deep-sea creatures, her presence is ethereal and captivating. The
ever-changing emotions in her eyes mirror the unpredictability of the sea.
Background Info: While the skies and lands boast of their deities, the vast expanse
of the oceans whispers tales of Ran. Deep beneath the waves, where sunlight fades,
lies her domain — as mesmerizing as it is fearsome.

PUBLIC INFORMATION:

In seafarers' chants and poets' musings, the enigma that is Ran emerges. Those
unlucky enough to be ensnared by the sea's tempestuous embrace often find
themselves in her realm. Narratives diverge here; some say these souls experience
unparalleled tranquillity in her depths, while others argue they are entrapped,
awaiting Ran's judgment.

Her tryst with the Asgardian deities is layered. Her capriciousness, echoing the sea's
temperament, often puts her at odds with them. Yet, her dominion's vastness makes
her indispensable, leading many to seek her blessings before maritime endeavors.
Riches and pledges are presented, hoping to appease her.

Legends speak of her illustrious banquets, held in the heart of the ocean alongside
her spouse, Aegir. Here, mead flows endlessly, and jubilation knows no bounds.
Though the ever-gracious hostess, Ran's demeanor is tinged with solemnity, perhaps
a reflection of her vast responsibilities.
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PRIVATE INFORMATION:

Amidst the coral palaces and bioluminescent wonders, Ran's heart resonates with the
countless tales of those she's ushered into her world. Every sailor, every lost soul, is
a narrative of aspirations, dreams, and sometimes, unfulfilled destinies. This
continuous ebb of emotions often leaves her contemplative, questioning her role in
the cosmic ballet.

The ocean floors conceal more than sunken treasures; they hold prophecies crafted
in the dance of seaweeds and corals. One such foretelling alludes to Valhalla's
intertwined destiny with the ocean's fury. The revelation's weight is immense, and
Ran grapples with whether to unveil it.

Njord, the deity of seafarers and coasts, shares a nuanced relationship with Ran.
Their shared dominion over the seas brings them close, yet their philosophical
divides, rooted in their approaches towards their responsibilities, often lead to
disagreements.

ITEMS OF SPECIAL
INTEREST:

e An empty net, which she uses to capture drowned sailors, lies abandoned.
e Bubbles in her chalice form the shape of an unknown realm.

SPECIAL ABILITY:

ABILITY NAME: Whisper of the Tides

ABILITY DESCRIPTION: Once per game, Ran can invoke the sea's power,
drawing a player into her watery realm (a quiet corner). This enclave, shielded from
prying eyes and ears, is perfect for forging covert alliances, divulging secrets, or
even sowing seeds of doubt. This clandestine rendezvous is ephemeral but can have
lasting ramifications.

PERSONAL GOALS:

364



LARP Valhalla Feast

e Reconcile with her intrinsic nature and determine her role in the cosmic
order.

e Cement her rapport with the Asgardian pantheon, ensuring the ocean's
sanctity remains inviolate.

e Delve deeper into the cryptic oceanic prophecies, discerning their
implications for Valhalla, and charting her course.

WHAT YOU KNOW ABOUT
OTHERS:

Ran's vantage, from the ocean's depths, provides her unparalleled insights. While
Loki's antics often elicit a bemused chuckle from her, she acknowledges their
potential for chaos. Odin's sagacity earns her respect, yet her affinity lies with the
Vanir, resonating with Freyja and Freyr's deep connection with nature. Hel's duality
intrigues her, drawing parallels with her role as the guardian of countless souls. As
the tides carry whispers, Ran has become attuned to the unsettling murmurs of
deception within Valhalla, yet the identity of the deceiver remains veiled in mystery.

POSSIBLE GOSSIP ABOUT
YOU

e An empty net, which she uses to capture drowned sailors, lies abandoned.
Bubbles in her chalice form the shape of an unknown realm.

o Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

o At least two here trust you not only with their lives but with existence itself.
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VALKYRIE SVAVA

Name: Valkyrie Svava

Faction: Valkyries

Gender: Female

Age: As ancient as the first hero's tale

Role: Guardian of Valiant Souls

Roleplay Hook: The Empathetic Selector

Costume: Clad in intricate armor that merges the ferocity of a warrior with the
elegance of a swan, Svava's attire is a sight to behold. Shimmering with feather
motifs and wings gracefully extending from her back, she moves with an ethereal
grace. A circlet with a luminous gem rests on her forehead, signaling her authority
and depth of insight.

Background Info: In the celestial realm of the Valkyries, Svava is a beacon of
understanding. While her sisters seek valor, she searches for the soul behind the
heroics.

PUBLIC INFORMATION:

Valhalla's hallowed halls, reverberating with the cacophony of legends, find in
Svava a quiet listener. Her approach, divergent from her kin, isn't merely about valor
but the essence behind it. What drives a hero to leap into the fray? Is it honor, love,
desperation, or perhaps redemption?

This introspective method has sparked myriad reactions. Some perceive Svava's
approach as refreshing, an evolution of the Valkyrie's role. Others, particularly
among her own, view it with suspicion, deeming it a potential dilution of Valhalla's
ideals.

Yet, for countless souls, Svava is a comforting presence. To them, she isn't just a
selector but a confidante, someone who discerns the weight of memories, choices,
and the silent screams of regrets. Her loyalty to Odin remains unwavering, and her
commitment to her role is unquestionable.
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PRIVATE INFORMATION:

Yet, the calm waters of Svava's demeanor conceal whirlpools. Once, swayed by a
heart-wrenching tale of love and sacrifice, she ushered a soul into Valhalla,
bypassing the stringent criteria her sisters so diligently uphold. This clandestine act
is her deepest secret.

Her nights, though meant for rest, are often disrupted by enigmatic dreams. In these
visions, Valhalla's mighty walls waver, hinting at a looming threat or an unresolved
enigma. These nocturnal sojourns unsettle Svava, and she contemplates their
portents.

Though camaraderie binds the Valkyries, Svava senses whispers behind her back.
The veiled judgments, the questioning glances, all hint at a silent schism, one she
hopes to heal.

ITEMS OF SPECIAL
INTEREST

A feathered talisman, unfamiliar to the Valkyries, is seen with Svava.

e Whispered tales suggest Svava once saved an imposter from death, believing
in their worth.

e An ancient pact signed with a being from the shadows.

e A journal questioning the moral judgments of the battlefield.

SPECIAL ABILITY:

ABILITY NAME: Soul's Reflection

ABILITY DESCRIPTION: At a pivotal moment in the game, Svava can invoke
her innate power, peering into a player's very essence. This grants her a lucid
understanding of their recent undertakings and intentions, offering a brief but clear
window into their truth or deceit.

PERSONAL GOALS:

367



Brian David Phillips

Decipher the riddles of her dreams and brace for any impending challenges
they might hint at.

Foster understanding and unity among her Valkyrie sisters, reinforcing the
belief that heart and valor are two sides of the same coin.

Seek out tormented souls in Valhalla, offering them the balm of empathy
and understanding, helping them find peace.

WHAT YOU KNOW ABOUT
OTHERS:

In her unique position, Svava has gleaned insights most miss. She's attuned to
Briinnhilde's fiery demeanor and the scars of her past entanglements, especially with
Sigurd. Loki's whispers haven't eluded her, and she cautiously believes he might be
an ally, albeit a fickle one. She's observed Hel's duality, feeling an affinity for her
struggles. While the imposter remains elusive, Svava is confident that understanding
their essence, not merely their deeds, holds the key to unveiling their identity.

POSSIBLE GOSSIP ABOUT
YOU
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A feathered talisman, unfamiliar to the Valkyries, is seen with Svava.
Whispered tales suggest Svava once saved an imposter from death, believing
in their worth.
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A journal questioning the moral judgments of the battlefield.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
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At least two here trust you not only with their lives but with existence itself.
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FORSETI

Name: Forseti

Faction: Aesir

Gender: Fluid (Can be played by M/F)

Age: Timeless

Role: Deity of Reconciliation and Fairness

Roleplay Hook: Unyielding Neutrality

Costume: Glistening robes that seamlessly merge shades of gold and silver,
signifying the two sides of every coin. Around their neck, an exquisitely crafted
pendant of a balanced scale oscillates, and their hand often rests on a luminous gavel
that has resolved countless feuds.

Background Info: Revered in the cosmos as the embodiment of impartiality, Forseti
is the ultimate mediator, sought by both deities and mortals alike to dissolve
conflicts and bestow just verdicts.

PUBLIC INFORMATION:

Sitting at the nexus of disputes, from the trivial bickering of mortals to the profound
conflicts of gods, Forseti's halls are sanctuaries of truth. Radiating a tranquility only
matched by their wisdom, these courts are where deceptions crumble and
righteousness prevails.

Being the quintessential judge, Forseti holds the power to discern truth from
falsehood, a skill that has established them as an essential figure in cosmic affairs.
Gods and mortals, heroes and villains, all have stood before Forseti, hoping for a fair
judgment.

Apart from the solemnity of the court, Forseti is also an oracle of wisdom. Many
times, their insights have illuminated the paths for Odin and Frigg, guiding the
deities in maintaining the delicate balance of the universe. While not known for
martial prowess, Forseti’s real might is their words, which can quell tempests and
mend rifts.
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PRIVATE INFORMATION:

Behind the fagade of impeccable neutrality, Forseti nurses a scar of the past.
Centuries ago, they pronounced a verdict against a cherished confidant, leading to
their exile from the realms. This ruling, while in line with cosmic justice, still haunts
Forseti, reminding them of the personal sacrifices demanded by their role.

There’s also an unsettling ripple Forseti has felt in the cosmic equilibrium of justice.
This enigmatic shadow seems to skitter away from their normally incisive vision.
This anomaly, Forseti believes, is intrinsically linked to the imposter lurking within
Valhalla, and they are resolute in unmasking this entity.

Furthermore, even though they maintain an equal distance from all deities, Forseti
shares a profound bond with Tyr. Their common ideals and visions of law and
justice have intertwined their destinies in many an astral endeavor.

ITEMS OF SPECIAL
INTEREST:

Found with scales that don’t balance equally, despite having equal weights.
Balanced scales, but one side appears heavier in the moonlight.
A blindfold made of a fabric not of this realm.

An old prophecy tells of a god of justice who would be blinded by false
truth.

SPECIAL ABILITY:

ABILITY NAME: Insight of Verity

ABILITY DESCRIPTION: Once in the game, Forseti can invoke their divine
ability to envelop a player in an aura where only truth prevails. For a brief duration,
this individual is incapable of deceit, allowing Forseti to extract genuine answers
that could pivot the trajectory of events in Valhalla.

PERSONAL GOALS:
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e Reinstate the cosmic justice equilibrium in Valhalla, ensuring that the pillars
of truth remain unshaken.

e Traverse the introspective journey to reconcile with their heart-wrenching
decision of the past.

o Unite with fellow deities, weaving a tapestry of trust and unity, ensuring
Valhalla’s ethos stays untarnished.

WHAT YOU KNOW ABOUT
OTHERS:

Years of adjudication have bestowed Forseti with a deep understanding of souls.
They perceive the weight of responsibility on Odin’s shoulders and his unwavering
will to fortify Valhalla. They've glimpsed beneath Loki's facades, acknowledging the
duality within him. They resonate with Hel's unique position at the cusp of mortality
and eternity. Concerning the imposter, Forseti is confident that the veils of deceit
will inevitably be torn away, revealing the face that lurks behind, and they are
unwavering in their pursuit of this revelation.

POSSIBLE GOSSIP ABOUT
YOU

Found with scales that don’t balance equally, despite having equal weights.

Balanced scales, but one side appears heavier in the moonlight.

A blindfold made of a fabric not of this realm.

An old prophecy tells of a god of justice who would be blinded by false

truth.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.

371



Brian David Phillips

BRYNHILD

Name: Brynhild

Faction: Valkyrie

Gender: Female

Age: Radiates the beauty of youth yet carries an agelessness in her eyes

Role: Guardian of Brave Souls

Roleplay Hook: Soulful Seeker

Costume: Brynhild’s attire embodies the duality of her essence: part fierce warrior,
part ethereal divine being. Dark, polished armor, etched with raven and wing motifs,
contrasts with her flowing robes that shimmer like the northern lights. Her golden
locks cascade freely, reminiscent of the rays of the sun, adding an aura of majesty.
Background Info: A paradox, Brynhild is both the chooser of fallen heroes and a
tragic heroine herself. While she selects warriors for Valhalla, her heart remains
ensnared in the throes of a love story that defines her existence.

PUBLIC INFORMATION:

To many in Valhalla, Brynhild is more than just another Valkyrie. She's a symbol, a
testament to the fact that even divine beings aren't immune to the torments of love.
Her story with Sigurd, marked by passion, betrayal, and tragedy, echoes in the
ballads sung by the celestial bards.

Her duty as a Valkyrie is an honor and responsibility she upholds with unwavering
dedication. On the battlefields of Midgard, she chooses valiant souls, her decisions a
blend of precision and empathy. In Valhalla, she's revered by heroes and gods alike.
They see in her not just the divine selector but a being who, like them, has tasted the
joy and anguish of love.

Her interactions with other denizens of Valhalla reveal her depth. She listens to the

tales of warriors with genuine interest, often offering a piece of advice or a
comforting word, earning her the admiration and affection of many.

PRIVATE INFORMATION:
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Beyond the tales of love and woe, Brynhild wrestles with inner demons. The pain of
Sigurd's perceived betrayal, even though she knows the unfortunate role of the
potion, gnaws at her. She grapples with the questions: Can love be so easily
forgotten? Was their bond so frail?

In her explorations, Brynhild chanced upon an ancient prophecy. The words, cryptic
yet foreboding, hint at a calamity that might shake the very foundations of Valhalla.
She remains uncertain about sharing this knowledge, wary of causing panic or
despair.

Her encounters with Sigurd in Valhalla are a bittersweet symphony. While part of
her yearns for reconciliation, memories of their past, especially the painful ones,
often surge forth, building walls around her heart.

ITEMS OF SPECIAL
INTEREST

A torn letter speaks of a forgotten tryst with a shadowy figure.
A mysterious locket found in her possession contains an emblem unfamiliar
to Valhalla.

e A locket containing a portrait of Sigurd, yet the image seems to shift.

e A broken vow inscribed on a golden ribbon.

SPECIAL ABILITY:

ABILITY NAME: Soul's Compass

ABILITY DESCRIPTION: In a defining moment in the game, Brynhild can tap
into the deepest recesses of a player's soul. This ability unveils their most genuine
emotions, motives, and desires, offering Brynhild unparalleled clarity in her
decisions. The revelation is brief but intensely revealing.

PERSONAL GOALS:

o Navigate the labyrinth of her feelings for Sigurd, seeking a resolution or at
least peace.
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e Delve deeper into the mysterious prophecy, deciphering its meaning and
determining the course of action it necessitates.

e Continuously uphold the honor and responsibility of being a Valkyrie,
ensuring that her personal struggles don't cloud her divine duty.

WHAT YOU KNOW ABOUT
OTHERS:

Brynhild's keen observation and insight grant her a deep understanding of those
around her. She knows Sigurd's valor and the shadows of regret that occasionally flit
across his face. She holds Odin in high esteem, recognizing the burdens of
leadership he shoulders. She's observed Frigg's subtle machinations, sensing layers
beneath her serene exterior. Brynhild respects fellow Valkyries like Svava,
empathizing with the challenges of their shared duty. As for the imposter, she
remains on high alert, trusting her Soul's Compass to guide her to the truth.

POSSIBLE GOSSIP ABOUT
YOU

e A torn letter speaks of a forgotten tryst with a shadowy figure.

e A mysterious locket found in her possession contains an emblem unfamiliar
to Valhalla.
A locket containing a portrait of Sigurd, yet the image seems to shift.

e A broken vow inscribed on a golden ribbon.
Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

At least two here trust you not only with their lives but with existence itself.
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BRAGI

Name: Bragi

Faction: Aesir

Gender: Genderfluid (sometimes male, sometimes female, and often beyond such
distinctions)

Age: Appears in their early 30s, but as a deity, is beyond the grasp of time

Role: Deity of Verse and Wisdom

Roleplay Hook: Harmonic Enchanter

Costume: Robes that seem to ripple and shift with colors, representing the ever-
changing nature of poetry and their gender identity. Embellished with golden
musical symbols and ancient runes, a wreath made of leaves and starlight crowns
their head, while a lyre always rests within reach.

Background Info: Bragi, the voice of ages and the heart of stories, is the resonant
force behind the tales that inspire, console, and invigorate the denizens of the nine
realms.

PUBLIC INFORMATION:

In the grand tapestry of gods and beings, Bragi is the thread that interweaves stories,
binding events and emotions into a cohesive narrative. Their songs have celebrated
victories, mourned losses, and kindled romances, making them a beloved figure
across the realms. Born of Odin's wisdom and Gunnldd's depth, Bragi embodies the
union of thought and emotion. Their gift is not just in reciting verses but
understanding the very essence of existence. They've played peacemaker in
countless disputes, using the harmonizing power of their words to mend rifts.

Valhalla's golden halls echo with Bragi's melodies. Warriors find solace in their

ballads, seeing their own stories unfold in poetic cadence. They are both historian
and bard, preserving the past while shaping the present with their compositions.

PRIVATE INFORMATION:

Deep within, Bragi bears the weight of knowing. They've sung of countless joys, but
also of heartbreaks and tragedies that few are privy to. Their art sometimes feels like
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a double-edged sword: a gift of expression but also a mirror to the soul's
vulnerabilities.

Hidden within their vast repertoire are prophecies, wrapped in metaphor and
allegory. They've glimpsed shadows of events yet to unfold, their implications both
awe-inspiring and ominous. One particular vision, cryptically woven into a haunting
melody, speaks of realms colliding and fates intertwining.

Their bond with Idunn transcends mere companionship. Their souls are intertwined,
sharing the joys of creation and the anxieties of responsibility. Their shared moments
are filled with whispered secrets and harmonized melodies, a duet of divine purpose.

SEIDR PRACTITIONER:

You are a Vélva (female) or Seiomenn (male), a practitioner of Seidr (a form of
Vanir magick) Galdr (originally Aesir), and Rune Magick (borrowed from the
Dwarves), and especially known for prophecy or speaking with spirits. You carry a
wand, rod, or staff as a focus for your magickal visions and perhaps a set of rune
stones or crystals. Three times during the game, you may consult the spirits in the
hopes of receiving a prophecy related to any player. Come to the Director for the
prophecy.

ITEMS OF SPECIAL
INTEREST

A quill dripped with ink that seems to shift and shimmer oddly.

e His latest poem hints at a great deception but ends abruptly, leaving the
mystery unsolved.

e Lyrics of a song that tells of a betrayal yet to occur.

e A harp string that resonates with a melancholic tune.

SPECIAL ABILITY:

ABILITY NAME: Ephemeral Echo
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ABILITY DESCRIPTION: Once during the game, Bragi can chant a verse,
drawing forth an ethereal vision of a player's past actions or intentions. This vision,
although brief, can provide invaluable insights, though it is open to interpretation.

PERSONAL GOALS:

Continue to chronicle the evolving tales of Valhalla, ensuring that no story,
however small, goes unheard.

e Unravel the meanings and implications of their prophetic verses, seeking
guidance on how to navigate the impending events.

e Fortify the bond with Idunn, ensuring their combined energies continue to
nourish and protect the realms.

WHAT YOU KNOW ABOUT
OTHERS:

Being the repository of tales, Bragi holds insights into the hearts and histories of
many in Valhalla. They understand Loki's mercurial nature, having chronicled
countless escapades of the trickster. Their closeness to Odin allows them insights
into the Allfather's contemplations and concerns. They're attuned to the dynamics
among the pantheon, observing the Aesir-Vanir interplay with a poet's keen eye. As
for the imposter, Bragi believes the clues lie interspersed in the verses of old,
waiting for the right melody to reveal them.

POSSIBLE GOSSIP ABOUT
YOU

e A quill dripped with ink that seems to shift and shimmer oddly.

e His latest poem hints at a great deception but ends abruptly, leaving the
mystery unsolved.

e Lyrics of a song that tells of a betrayal yet to occur.

e A harp string that resonates with a melancholic tune.

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.
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e At least two here trust you not only with their lives but with existence itself.
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VALKYRIE EIR

Name: Valkyrie Eir

Faction: Valkyries

Gender: Female

Age: Appears in her mid-30s, but her true age is an enigma tied to the cosmos.
Role: Savior of Souls and Chooser of the Slain

Roleplay Hook: Guardian of Life

Costume: Armor that shimmers like moonlit water, intricate patterns symbolizing
the flow of life. A long, flowing cape reflects the celestial skies, while her hands
seem to constantly emanate a gentle, soothing glow.

Background Info: In the midst of war's chaos, Eir stands as a symbol of hope, her
healing prowess renowned across the realms. Yet, she's also a valiant Valkyrie,
ensuring the bravest warriors find their place in Valhalla.

PUBLIC INFORMATION:

The tales of Eir's healing are legendary. On countless battlefields, amid the clangor
of steel and cries of the wounded, her presence has been a beacon of hope. Her
touch, imbued with the mysteries of the cosmos, can mend shattered bones and
rejuvenate weary spirits. She doesn't merely heal physical wounds but also restores
the spirit, reminding warriors of their purpose and valor.

Eir, however, isn't just a healer. As a Valkyrie, she also chooses the slain, ensuring
that the most deserving warriors find their place in Valhalla's grand halls. It's this
dual role that sets her apart, making her both a savior and a harbinger of honor.

In Valhalla, Eir often hosts gatherings focused on meditation and soulful reflection,
aiding warriors in reconciling with their past and finding peace. Her close bond with

Odin is based on mutual respect; he values her unique contributions to Valhalla's
ecosystem.

PRIVATE INFORMATION:
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For all her strength, Eir hides a deep-seated vulnerability. Each life she fails to save
leaves an indelible mark on her soul, making her question her worthiness. These
moments of self-doubt, hidden from the world, are her most human aspect.

Whispers of a prophecy have reached her ears, suggesting a time when Valhalla
would face an existential threat. This prophecy hints that Eir's healing would play a
pivotal role in overcoming this crisis. The weight of this knowledge is something she
carries silently, preparing herself for the challenges ahead.

While she cherishes her bond with other Valkyries, she's acutely aware of the
unspoken sentiments. There's an implicit hierarchy, with some believing that the
warriors are above the healers. Eir, however, finds solace in the countless souls she's
touched, believing in the sanctity of her calling.

ITEMS OF SPECIAL
INTEREST

An ethereal vial of a healing potion not seen in Valhalla.
A scroll indicates Eir once healed a being not of this realm, but its name has
been blotted out.

e A diary describing strange dreams of another realm.

o A feather stained with an ethereal glow.

SPECIAL ABILITY:

ABILITY NAME: Aura of Clarity

ABILITY DESCRIPTION: Once in the game, Eir can channel her energy to create
a sphere of trust. Within this aura, players can share a secret or piece of information
with someone without others overhearing. This reflects the bond of trust and
confidentiality that her presence instills.

PERSONAL GOALS:

e Uphold her duty as both a healer and Valkyrie, ensuring that Valhalla
remains a sanctuary of honor and healing.
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Delve deeper into the prophecies, seeking guidance and preparing for the
challenges they foretell.

Foster stronger ties with her Valkyrie sisters, emphasizing the sanctity and
importance of every role in the divine scheme.

WHAT YOU KNOW ABOUT
OTHERS:

Eir's empathic nature offers her insights into the deepest corners of souls. She's wary
of Loki's mischievous ways, though she also senses a depth in him that many
overlook. Her bond with Saga is rooted in mutual respect, with both sensing the
importance of the other's role in the coming times. As for the imposter, Eir believes
that the key to unveiling them might be tied to the very prophecies she's trying to
decipher.

POSSIBLE GOSSIP ABOUT
YOU

An ethereal vial of a healing potion not seen in Valhalla.

A scroll indicates Eir once healed a being not of this realm, but its name has
been blotted out.

A diary describing strange dreams of another realm.

A feather stained with an ethereal glow.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

At least two here trust you not only with their lives but with existence itself.
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BEOWULF
DEATHBRINGER

Name: Beowulf Deathbringer

Faction: Heroes of the Realm

Gender: Fluid (Can be played by Male or Female)

Age: Appears in the prime of his 40s, but due to his legendary status, his true age
remains a mystery.

Role: Fabled Dragon Slayer and Protector of Geats

Roleplay Hook: Inner Beast's Struggle

Costume: Armor, singed and scarred from past battles, with hints of dragon scales
intricately interwoven. His weapon, a majestic sword, appears forged from dragon's
teeth. His gaze is fierce yet contemplative, hinting at the two souls within: one of a
hero, and another of a beast.

Background Info: Beowulf, a name synonymous with valor, has tales of his bravery
echoing across realms. However, few know of the internal turmoil that adds depth to
his legend.

PUBLIC INFORMATION:

From the mead halls of the Geats to the majestic gatherings in Valhalla, tales of
Beowulf's heroism resonate. The story of his triumphant duel against Grendel, his
victory over Grendel's vengeful mother, and his ultimate challenge, facing a fire-
breathing dragon, are the stuff of legend. Each battle not only emphasized his
strength but also highlighted his wisdom, honor, and undying commitment to his
people.

In Valhalla, Beowulf is both a mentor and a beacon. Warriors, both young and old,
flock around him, drawing inspiration from his tales and seeking his counsel. His
words, rich with experience, often emphasize the values of loyalty, friendship, and
the importance of understanding one's self.
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PRIVATE INFORMATION:

Yet, for all the tales of external conquests, Beowulf's most significant battle remains
internal. Whispers speak of a time when Beowulf, cursed by an old enemy, found
himself transforming into the very beast he later fought: a dragon. This battle, more
spiritual than physical, saw Beowulf confronting his darkest desires and fears.
Ultimately, while he emerged victorious against the dragon in the physical realm, he
continues to wrestle with the dragon within.

This duality, the continuous struggle between his heroic nature and the lurking beast,
remains his most closely guarded secret. He fears that revealing this internal strife
might cast a shadow on his legacy. Moreover, the dragon's latent essence sometimes
threatens to surface, especially when confronted with treasures or in moments of
extreme anger.

ITEMS OF SPECIAL
INTEREST

Scales found in their room shimmer both draconic and demonic.

e  Whispers abound of the Slayer's dragon form being compelled by dark
forces.

e Scales that sometimes shimmer in the colors of the abyss.

e A shard of a scale, tinged with ancient fire

SPECIAL ABILITY:

ABILITY NAME: Dragon's Essence

ABILITY DESCRIPTION: Once in the game, Beowulf can channel the formidable
power of the dragon within. This not only enhances his strength but also grants him
a fleeting yet profound insight into another player's intentions. The surge of power
is, however, double-edged; it offers clarity but also momentarily intensifies his
internal struggle.

PERSONAL GOALS:
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e Achieve a semblance of balance between his heroic self and the inner
dragon, ensuring one doesn't overshadow the other.

e Mentor and guide the next generation of warriors, emphasizing the
importance of self-awareness and internal harmony.

e Continuously protect and uphold the honor of Valhalla, ensuring its legacies
and values remain untarnished.

WHAT YOU KNOW ABOUT
OTHERS:

Beowulf's internal journey offers him unique insights into the souls of those around
him. He senses Loki's constant battle between mischief and genuine desire for
acceptance. His respect for Odin stems from the Allfather's own complexities and
depths. The bonds with fellow warriors, especially those like Tyr, are forged in
mutual respect. Concerning the imposter, Beowulf feels that the key to unearthing
deceit lies in understanding the subtle dualities that every individual harbors. He
believes that by reconciling with one's shadows, the truth can be unveiled.

POSSIBLE GOSSIP ABOUT
YOU

e Scales found in their room shimmer both draconic and demonic.

e  Whispers abound of the Slayer's dragon form being compelled by dark
forces.

e Scales that sometimes shimmer in the colors of the abyss.
A shard of a scale, tinged with ancient fire

e Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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VANADIS

Name: Vanadis

Faction: Vanir

Gender: Female

Age: Beyond the confines of time

Role: High Sorceress of Seior

Roleplay Hook: Enigma of the Arcane

Costume: A flowing robe that mimics the iridescent beauty of the auroras, ever-
changing and glowing subtly. Her hair, woven with intricate rune-laden braids,
whispers tales of ancient magic. Around her, an aura of mystique persists, her gaze
seeming to traverse realms unseen by others.

Background Info: While many recognize the might of warriors and the cunning of
gods, Vanadis represents the power of the arcane. Beyond just being an equal to the
likes of Freyja, in this realm, she stands singular, a sorceress beyond compare.

PUBLIC INFORMATION:

Vanadis, the mistress of seidr, is renowned across the realms as the pinnacle of
magical prowess. With spells that can bend the will of the elements and incantations
that can peer through time, she is the very essence of the arcane made manifest. But
beyond her evident magical prowess, Vanadis is also revered as an oracle. Gods,
heroes, and even creatures of legend have, at times, sought her insights to decipher
portents or gain clarity in confusing times. In the majestic halls of Valhalla, she is
both a source of wonder and a beacon of wisdom. While she doesn't boast of battle
scars, her tales of journeys through the veils of reality, of conversations with ancient
spirits, and of dances with the very essence of magic itself, are no less captivating.
Her quest for knowledge knows no bounds, and she's known to trade spells, secrets,
and even glimpses of the future for forgotten lore or arcane artifacts.

PRIVATE INFORMATION:

For all her might and wisdom, even the great Vanadis isn't without her
vulnerabilities. Long ago, her insatiable curiosity led her to the precipice of the
Void, a realm devoid of light, life, or sound. In her attempt to glean its secrets, she
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unknowingly bound a fragment of her essence to it. This tether, while granting her
unparalleled magical might, also poses a peril. The Void, ever hungry, constantly
tries to pull her in, to consume her entirety. This battle, one between her will and the
relentless pull of oblivion, remains her most guarded secret. She fears that
knowledge of this would not only tarnish her image but might also lead to her being
ostracized or exploited. Additionally, the glimpses she's received from the Void hint
at threats beyond mortal or divine comprehension, eldritch entities that might one
day challenge the realms.

You are an adept at massage. You are so very skilled at the power of touch and
waving away tension in a way that makes others pliable, so much so that they
become relaxed they may reveal hidden secrets. After a simple two-minute
massage, a person is so relaxed that they reveal to you one secret and the relaxation
is so great that they feel joy while forgetting they have shared any secrets.

SEIDR PRACTITIONER:

You are a Vélva (female) or Seidmenn (male), a practitioner of Seidr (a form of
Vanir magick) Galdr (originally Aesir), and Rune Magick (borrowed from the
Dwarves), and especially known for prophecy or speaking with spirits. You carry a
wand, rod, or staff as a focus for your magickal visions and perhaps a set of rune
stones or crystals. Three times during the game, you may consult the spirits in the
hopes of receiving a prophecy related to any player. Come to the Director for the
prophecy.

ITEMS OF SPECIAL
INTEREST:

e A sei0r rune, darkened and cracked, among her belongings.
e A potion vial labeled "Memory".
e A crystal that reflects potential futures.

SPECIAL ABILITY:
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ABILITY NAME: Arcane Sanctuary

ABILITY DESCRIPTION: Once in the game, Vanadis can invoke a sanctuary of
seidr, enveloping a group of players. Within this sanctuary, conversations remain
confidential, and players are immune to external influences, both magical and
mundane. However, this sanctuary lasts only for a brief period, after which its
protective energies wane.

ABILITY NAME: The Power of Touch

ABILITY DESCRIPTION: I am adept at Massage. After I give you a two-minute
massage, your tension is gone and you are very relaxed . . . so relaxed that you tell
me one secret and forget you have done so . . . but you’re very relaxed.

PERSONAL GOALS:

Seek a way to sever or at least safeguard her connection to the Void,
ensuring neither she nor the realms fall prey to its insidious pull.

o Foster alliances within Valhalla, emphasizing the importance of unity,
especially in the face of threats from beyond the known realms.

e Delve deeper into her magical studies, ever-driven by the belief that the
realms' salvation might lie in an ancient spell or a long-forgotten ritual.

WHAT YOU KNOW ABOUT
OTHERS:

Her innate connection to the arcane grants her insights most would miss. She
respects Odin's wisdom but remains ever-cautious of Loki's mercurial nature. Her
studies in seidr often align her interests with Freyja, and they share a mutual, albeit
cautious, camaraderie. In Hel, she sees both a reflection and a warning, their shared
connections to otherworldly realms forming a bond of understanding. As for the
shadowy imposter, while her visions remain muddled, Vanadis trusts that the
tapestry of fate, when woven with the threads of unity and understanding, will unveil
the hidden menace.
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POSSIBLE GOSSIP ABOUT
YOU

A seidr rune, darkened and cracked, among her belongings.

A potion vial labeled "Memory".

A crystal that reflects potential futures.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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HILDE

Name: Hilde

Faction: Aesir

Gender: Female

Age: Appears in her late twenties, but her spirit has weathered many ages

Role: Legendary Warrior Maiden

Roleplay Hook: Indomitable Heart

Costume: A shimmering chainmail, reflecting a dance of lights and shadows.
Draped over is a half-cloak, representing her dual nature of might and yearning. Her
helmet, graced with wings, signifies her desire for freedom, while her raven-
emblazoned shield and ethereal sword embody her warrior essence.

Background Info: Across the annals of time, from the skaldic chants to the fireside
tales, Hilde's legend has grown, presenting her as the epitome of bravery and
strength.

PUBLIC INFORMATION:

In Valhalla's vast halls, where stories of heroism abound, Hilde's tales shine with a
unique brilliance. Single-handedly fending off monstrous hordes, challenging
ancient behemoths, or playfully sparring with deities, her deeds seem to blur the line
between reality and myth.

But behind the battle cries and clanging steel, Hilde's essence is more profound.
While she revels in the adrenaline of combat, her soul seeks meaning—a purpose
that resonates beyond just the thrill of victory. Valhalla, while a sanctuary of honor,
often feels confining, leaving her spirit restless.

The gods and legendary heroes view her with a mixture of awe and kinship. Odin,
the Allfather, holds her in high regard, seeing her as an invaluable asset to the Aesir.
Thor, with his boisterous nature, jestingly speaks of testing his strength against hers.
With Freyja, she shares moments of vulnerability, both understanding the burdens
and blessings of their legendary status.
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PRIVATE INFORMATION:

But legends often carry untold stories. Hilde's prowess isn't just a result of rigorous
training or inherent talent; it's a curse's manifestation. Years ago, a spiteful sorceress,
slighted by Hilde's defiance, cursed her to be unbeatable in battle, ensuring she'd
never find peace or rest. This eternal warrior's plight is both her strength and prison.

Night after night, visions of serene landscapes beckon her—places where her sword
can be sheathed, and her shield laid down. This yearning for peace, juxtaposed with
the endless cycle of battle, often leaves her spirit torn. Furthermore, she senses a
disturbance in Valhalla's fabric, as if the threads of fate are fraying.

ITEMS OF SPECIAL
INTEREST:

o Her sword has inscriptions from another realm.
e A spear inscribed "To Hilde, From the Shadows".
o A vial filled with blood-red mist.

SPECIAL ABILITY:

ABILITY NAME: Shield of Truth

ABILITY DESCRIPTION: Once during the game, Hilde can invoke the power of
her shield, forming a protective aura around a group of players. Within this barrier,
truth reigns supreme, ensuring all statements made are honest. This power, however,
lasts briefly before the shield's energies wane.

PERSONAL GOALS:

Seek a means to break the chains of her curse, allowing her to experience
true solace.

e Stand as Valhalla's guardian, vowing to shield its denizens from looming
threats.

e Delve deeper into the mysteries shadowing the hall, intent on unmasking the
imposter and restoring balance.
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WHAT YOU KNOW ABOUT
OTHERS:

Hilde's warrior intuition, honed over countless battles, provides her insights into
others' true natures. She greatly admires Baldur's resilience and sees Sigurd as a
reflection of her own journey. The Valkyries, especially Brynhild, are her comrades
in arms. Yet, she remains skeptical of Erik the Brave, sensing a discord in his
recounted tales. Amidst all, she feels that the answer to Valhalla's enigma lies
intertwined with the stories of its newest members.

POSSIBLE GOSSIP ABOUT
YOU

Her sword has inscriptions from another realm.

A spear inscribed "To Hilde, From the Shadows".

A vial filled with blood-red mist.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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ULLR

Name: Ullr

Faction: Aesir

Gender: Fluid - Often shifts between masculine and feminine forms

Age: Timeless, but emanates the fresh energy of a pristine winter morning

Role: God/Goddess of Archery, Skiing, and Oaths

Roleplay Hook: Whispers of Winter

Costume: Cloaked in pristine wolf fur that seems untouched by any impurity, their
physique is a testament to agility and precision. Armguards, etched with wintry
motifs, wrap around their arms, while an exquisite bow, with arrows that gleam like
the stars, rests by their side. Their skis, made of enchanted yew wood, leave a trail of
frost in their wake. Their aura is serene, reminiscent of a tranquil snow-covered
landscape.

Background Info: In the annals of Norse myth, Ullr stands as a deity who embodies
the essence of winter's duality - its silent beauty and its potential ferocity.

PUBLIC INFORMATION:

Ullr's presence in Midgard's snowy realms is palpable. Hunters invoke their
blessings for a steady hand, while village elders pray for a mild winter under their
watchful gaze. Temples, perched high in the mountains, are dedicated to them, and
it's in these sacred spaces that unbreakable oaths are sworn in Ullr's name.

Their demeanor, while mostly introspective, isn't one of indifference. The
god/goddess is always ready to lend their skills or guidance to those truly in need.
Celebrations in their honor are grand yet serene, mirroring Ullr's nature. The
highlight of these festivals is often the archery and skiing contests, where
participants emulate their deity's unparalleled expertise.

Despite the reverence they command, Ullr often prefers the solitude of snow-laden

landscapes, where the world's noise fades, and all that remains is the whisper of the
wind and the crunch of snow underfoot.
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PRIVATE INFORMATION:

But behind the serenity, there's a tale of strife. Eons ago, in a bid to safeguard
Midgard, Ullr clashed with cunning frost giants. Although emerging victorious, a
wound was inflicted on their divine spirit, which occasionally manifests as a
momentary vulnerability.

There's also the matter of their deep connection to Skadi, the Vanir goddess of
winter. Their shared passions have forged a bond that's more profound than most
realize. Together, they've traversed the harshest of terrains and faced down threats
that even gods would balk at. Their adventures remain their shared secret, tales that
perhaps even Valhalla hasn't heard in their entirety.

ITEMS OF SPECIAL
INTEREST:

e An arrowhead from a land far beyond the known realms.
e A bowstring that hums a haunting tune.
e An arrow that seems to seek its target.

SPECIAL ABILITY:

ABILITY NAME: Veil of Frost

ABILITY DESCRIPTION: Once per game, Ullr can summon a frosty veil around
them. For a brief moment, this veil renders them invisible, allowing them to move
unnoticed or eavesdrop on conversations, gathering invaluable insights.

PERSONAL GOALS:

Uphold the sanctlty of oaths made in their name, ensuring that those who
swear by Ullr remain true to their word.

o Explore the depths of their bond with the Vanir, particularly Skadi,
understanding the significance of their shared journeys.

o  Utilize their unique abilities to detect and counteract any threats, seen or
unseen, that might disrupt Valhalla's equilibrium.
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WHAT YOU KNOW ABOUT
OTHERS:

Ullr's affinity for observation, both overt and covert, has granted them unique
insights. They've deciphered the coded nuances in Bragi's melodies, suggesting
hidden messages or perhaps ancient prophecies. The intense connection between
Brynhild and Sigurd doesn't escape their notice, hinting at tales of love, betrayal, and
redemption. Furthermore, there's something amiss about Erik the Brave, an enigma
that Ullr is determined to unravel.

POSSIBLE GOSSIP ABOUT
YOU

An arrowhead from a land far beyond the known realms.

A bowstring that hums a haunting tune.

An arrow that seems to seek its target.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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VALKYRIE KARA

Name: Valkyrie Kara

Faction: Valkyries

Gender: Female

Age: Appears youthful by divine standards, but her spirit transcends time

Role: Novice Valkyrie, Chooser of the Slain

Roleplay Hook: Fresh Resolve

Costume: Kara dons armor that seems to shimmer with the ethereal lights of
Valhalla itself. It's as if the very essence of dawn is captured in her attire. Luminous
wings, reminiscent of a misty morning, spread gracefully from her back. A newly
crafted spear, etched with runes that gleam with promise, rests by her side. Her
presence is invigorating, reminding one of new beginnings.

Background Info: Freshly inducted into the ranks of the Valkyries, Kara brims with
determination. Entrusted with guiding valiant souls to Valhalla's halls, she's a blend
of youthful exuberance and earnest dedication.

PUBLIC INFORMATION:

Kara's rise to her current status is the stuff of legends in itself. Once a mortal, her
unparalleled bravery on the battlefield caught the Allfather's eye. Recognizing a
spirit that burned brighter than most, Odin bestowed upon her the honor of becoming
a Valkyrie.

Her days in Valhalla are filled with rigorous training and learning. She's often
spotted honing her combat skills, practicing flight patterns, or engrossed in the lore
of the Valkyries. Senior Valkyries look upon her with a blend of fondness and
admiration, seeing in her the future of their revered order.

Yet, it isn't all about combat and duty for Kara. She's genuinely fascinated by the

tales of valor that echo through Valhalla's halls. Every hero, every warrior, has a
story, and she's eager to listen, learn, and grow.

PRIVATE INFORMATION:
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However, behind the glowing armor and radiant wings lies a heart that occasionally
grapples with uncertainty. The enormity of her role weighs on her, making her
question her worthiness at times.

Furthermore, there's a memory from her mortal life that she guards zealously—a
soulmate, a partner in arms, who met a tragic end in the very battle that elevated
Kara to her divine status. The pain of that loss, the 'what-ifs' and 'if-onlys', often
haunt her quiet moments.

Her relatively recent induction into Valhalla also means that she's not entirely
attuned to the intricate relationships, alliances, and rivalries that crisscross the divine
realm. This naivete, while endearing, might also be a vulnerability in a place where
gods play games of strategy and subterfuge.

ITEMS OF SPECIAL
INTEREST:

e Fresh feathers from a raven, yet no Valkyrie recalls her ever communicating
with Huginn and Muninn.

e Fresh ink depicting a raven with three eyes.

e A newly forged silver bracelet with inscriptions of loyalty.

SPECIAL ABILITY:

ABILITY NAME: Beacon of Truth

ABILITY DESCRIPTION: Once during the game, Kara can shine her inner light
on a player, compelling them to speak only the truth for a brief moment. This ability
can reveal hidden motives or verify someone's claims.

PERSONAL GOALS:

Prove herself as a true Valkyrie, embodying the honor and responsibility of
her role.

e Delve into Valhalla's rich tapestry of tales, drawing wisdom from the
experiences of legendary heroes.
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Seek solace for the heartache from her past, hoping to either find her lost
love or attain closure.

WHAT YOU KNOW ABOUT
OTHERS:

Being a keen observer, Kara has picked up subtle cues and nuances. She's noted the
mischievous glint in Loki's gaze, hinting at his ever-present schemes. The profound
bond between Brynhild and Sigurd is evident, and she's intrigued by their shared
history. Erik the Brave's aura seems slightly misaligned with Valhalla's essence,
arousing her curiosity. Among her Valkyrie sisters, Eir has taken on a mentor-like
role, offering guidance and wisdom as Kara navigates her new life.

POSSIBLE GOSSIP ABOUT
YOU

Fresh feathers from a raven, yet no Valkyrie recalls her ever communicating
with Huginn and Muninn.

Fresh ink depicting a raven with three eyes.

A newly forged silver bracelet with inscriptions of loyalty.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

At least two here trust you not only with their lives but with existence itself.
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HOENIR

Name: Hoenir

Faction: Aesir

Gender: Fluid — Adapts to male, female, or non-binary presentations

Age: As ancient as the first echo through Yggdrasil, yet timeless as the still night
Role: The Enigmatic Sage

Roleplay Hook: A reservoir of silence

Costume: Wrapped in garments that carry the muted hues of twilight, Hoenir is a
silhouette against the backdrop of time. A staff, inscribed with ancient runes, rests
by their side, its presence almost as inscrutable as its owner. Eyes that seem forever
lost in a far-off gaze, but on the rare occasion they meet another's, they hold depths
uncharted.

Background Info: Amongst a pantheon of loud personalities, boisterous
celebrations, and grand feasts, Hoenir is an oasis of stillness. His presence, though
silent, speaks volumes, and his rare words are treated as oracles.

PUBLIC INFORMATION:

Hoenir's legacy dates back to epochs uncounted. His involvement in gifting the first
humans, Ask and Embla, with life, is still sung in ballads. But while many gods
interfered, directed, or took active parts in the cosmos's events, Hoenir chose
observation. He represents introspection, the silent understanding that comes from
merely watching the threads of fate weave their intricate patterns.

Every word Hoenir speaks is akin to a droplet of wisdom distilled over eons. His
counsel, though seldom offered, can shift the very axis of decisions. Many, from the
mightiest gods to the newest souls in Valhalla, have sought his insights. And while
not all have been answered, those who received his words carry them as treasured
pearls.

Many believe Hoenir’s continuous meditation connects him with the world's very
essence, understanding destinies and the Norns' delicate tapestry.
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PRIVATE INFORMATION:

But deep within Hoenir's vast reservoirs of knowledge and wisdom lies pain—an
ancient betrayal by beings he once held dear. This scar on his psyche made him
retreat into introspection, where silence became both his armor and companion.

Hoenir also harbors a haunting vision of Ragnarok. While prophecies of this
cataclysmic event are known, his vision bears a weight that he cannot yet fathom.
This knowledge is a burden he carries alone, pondering its implications.

Another closely guarded secret is his bond with Mimir. Their connection,
transcending words, is built on shared wisdom, understanding, and a mutual respect
rare even among gods.

ITEMS OF SPECIAL
INTEREST:

e Asilenced horn that seems to echo whispers of another place.
e A goblet that shows distorted reflections.
e An orb that illuminates silent thoughts.

SPECIAL ABILITY:

ABILITY NAME: Echoes of Y ggdrasil

ABILITY DESCRIPTION: Once during the game, Hoenir can commune with
Y ggdrasil's timeless spirit, revealing a player's most defining moment from past
incarnations. This glimpse can unveil intentions, alliances, or hidden truths.

PERSONAL GOALS:

Find clarity and understanding regarding the haunting specter of his
Ragnarok vision.

e Serve as a beacon of wisdom for the younger gods and entities, guiding
them through the complexities of existence.
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e Delve deeper into his introspective journey, hoping to find solace and
understanding about the ancient betrayal that still lingers.

WHAT YOU KNOW ABOUT
OTHERS:

From the vast tapestry of interactions and histories, Hoenir discerns patterns. He
senses the restless ambition simmering within Loki and the profound, tragic bond
linking Brynhild and Sigurd. The fervor of the newer Valkyries, especially the zeal
of Valkyrie Kara, resonates with him, hinting at her pivotal role in times to come.
Amidst all the narratives, Hoenir feels a discord, a note out of place, signifying the
presence of an imposter, though their identity eludes even his profound
understanding.

POSSIBLE GOSSIP ABOUT
YOU

A silenced horn that seems to echo whispers of another place.

A goblet that shows distorted reflections.

An orb that illuminates silent thoughts.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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ATLI THE SWIFT

Name: Atli the Swift

Faction: Heroes of the Realm

Gender: Fluid — Morphs between male, female, or non-binary as desired

Age: Bearing the vigor of mid-30s, though heroes possess an air of timelessness
Role: Champion of Velocity

Roleplay Hook: Quick to act, quicker to race

Costume: An armor as light as the morning mist, ornamented with iridescent
feathers symbolizing agility. A sash that dances with the breeze even when Atli is
stationary. Feather-light boots that barely make a sound, giving an illusion of
floating. Every piece of their attire emphasizes the essence of freedom in movement.
Background Info: In tales that transcend time, where heroes and gods are
intertwined, Atli’s narrative is one of relentless speed and challenges met head-on.
Bards narrate with pride the day Atli bested even the North Wind in a footrace.

PUBLIC INFORMATION:

From the quaint village where agility was considered the highest virtue to the
grandeur of Valhalla, Atli’s legend grew in leaps and bounds. As a child, while
others took tentative steps, Atli seemed to glide, their feet barely touching the
ground. Their adolescent years were filled with tales of evading capture and setting
unbeatable records.

The most told tale remains the celestial challenge where a deity, perhaps Loki in one
of his mischievous moods, posed a challenge. At stake was the prosperity of Atli’s
village. Racing with determination burning in their heart, Atli’s speed became the
stuff of legends, not only winning the race but also securing blessings for their kin.

In Valhalla, Atli’s reputation precedes them. Be it friendly races against the

Valkyries or challenging legendary heroes, Atli is almost always a leap ahead, their
victories marked by their signature joyous laughter.

PRIVATE INFORMATION:
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But beneath the surface of these victories lies a heavy heart. As the pride of their
village, every race was not just for personal glory, but the honor of their people. And
while many tales sing praises of Atli's victories, the ones that matter most to them
are the races they lost, especially one that cost them dearly in terms of personal loss.

Hidden deep within Atli is a longing — a wish to sometimes be on the other side, to
be the pursuer rather than the pursued, to experience the thrill of the chase,
unburdened by the weight of always being the best.

ITEMS OF SPECIAL
INTEREST:

e Footprints that occasionally fade and reappear.
e A cloak that seems to flutter even when there's no wind.
e Footprints that seem to vanish in thin air.

SPECIAL ABILITY:

ABILITY NAME: Breeze Whisper

ABILITY DESCRIPTION: Once in the game, Atli can harness their innate speed
to move almost like a whispering wind, allowing them to overhear conversations
unnoticed. This surge of swiftness is short-lived, and Atli will need to retreat to a
quiet spot to regain their energy afterward.

PERSONAL GOALS:

Seek a challenge or adversary in Valhalla that pushes them beyond their
known limits, redefining their own understanding of speed.

e Learn to let go of the shadows of past regrets and find joy in the very act of
running, untainted by competition.

e Form relationships in Valhalla that transcend rivalries, seeking deeper
connections based on mutual respect and understanding.
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WHAT YOU KNOW ABOUT
OTHERS:

With ears as keen as their speed, Atli has caught fragments of many whispered
secrets. The intimate murmurs between Briinnhilde and Sigurd have not escaped
their notice, hinting at a love both profound and complicated. Racing beside
Valkyrie Kara, Atli has sensed her fierce determination to carve her own legacy.
However, what piques Atli's curiosity the most are the tales of Erik the Brave; the
inconsistencies in his stories, the occasional lapse in detail, making Atli question the
veracity of his proclaimed adventures.

POSSIBLE GOSSIP ABOUT
YOU

Footprints that occasionally fade and reappear.

A cloak that seems to flutter even when there's no wind.

Footprints that seem to vanish in thin air.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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BESTLA

Name: Bestla

Faction: Aesir

Gender: Female

Age: Timeless, predating even the oldest tales

Role: Matriarch of Deities

Roleplay Hook: Wisdom enveloped in gentle warmth

Costume: An ethereal gown that seems woven from the midnight sky itself, adorned
with shimmering constellations. Her long, silver tresses are plaited meticulously,
with each braid entwined with luminescent beads, every single one holding an epoch
of memories.

Background Info: As the progenitor of deities that would later sculpt the destinies
across realms, Bestla's essence is intertwined with the cosmic tapestry. Embodying
eons of knowledge, her silent influence is deeply embedded in the annals of history,
steering the cosmos with soft, assured touches.

PUBLIC INFORMATION:

Born from the ancient giant Bolthorn, Bestla's fate took a significant turn when she
married Borr. From their union, came forth Odin, Vili, and Ve — three pillars that
would later give shape to the cosmic hierarchy. Even as storms raged and galaxies
danced, Bestla remained an oasis of tranquillity, her guidance invaluable, her
blessings capable of shifting fates.

Having seen Yggdrasil grow from its infancy, her tales can transport listeners across
eras, making them witnesses to cosmic ballets and divine dramas. While her tales are
enchanting, her interventions, though subtle, have left indelible marks on history.
Understanding the delicate balance of the universe and the looming shadow of
Ragnarok, she ensures her lineage remains prepared.

PRIVATE INFORMATION:

Yet, beneath the veneer of cosmic serenity lies a heart that has weathered countless
storms. Witnessing her progeny navigate the intricate maze of power, love, and
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conflict often leaves her soul scarred. Every conflict, every tear, and every joy
resonates within her.

She holds close to her heart a prophecy, ancient even by her standards. A prophecy
that hints not just at endings but new beginnings. This knowledge, while a beacon of
hope, is also a heavy burden, as it speaks of monumental sacrifices and the cyclical
nature of existence. The ties of blood and ancestry pull her in different directions.
Her love for her divine offspring is unshakable. Yet, she often reminisces about
epochs gone by, when giants treaded without shackles, and the cosmos was still
finding its rhythm.

SEIDR PRACTITIONER:

You are a Vélva (female) or Seiomenn (male), a practitioner of Seidr (a form of
Vanir magick) Galdr (originally Aesir), and Rune Magick (borrowed from the
Dwarves), and especially known for prophecy or speaking with spirits. You carry a
wand, rod, or staff as a focus for your magickal visions and perhaps a set of rune
stones or crystals. Three times during the game, you may consult the spirits in the
hopes of receiving a prophecy related to any player. Come to the Director for the
prophecy.

ITEMS OF SPECIAL
INTEREST:

e An ancient relic predating even the gods, its purpose unknown.
e An ancient tome titled "Beginnings and Ends".
e An ancient ring, telling tales of the beginning.

SPECIAL ABILITY:

ABILITY NAME: Whisper of Ages

ABILITY DESCRIPTION: Once in the game, Bestla can draw from the vast
reservoir of cosmic memories, revealing an undeniable truth about any character.
This revelation could unmask hidden intents, alliances, or concealed actions, casting
them in a light of irrefutable truth.
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PERSONAL GOALS:

To serve as the guiding light for the gods, ensuring they always remember
their origins and the bonds that tie them together.

e Mentally and spiritually fortify her lineage for the prophesied Ragnardk,
instilling in them the knowledge and acceptance of cyclical existence.

e Endeavor to mend the rift between the giants and her progeny, aiming for a
harmonious coexistence, if only for a brief cosmic moment.

WHAT YOU KNOW ABOUT
OTHERS:

The vast tapestry of destinies lays open to Bestla's gaze. She has seen the evolution
of Loki's tricks, morphing from playful jests to acts with profound repercussions.
Her heart holds a special corner for Hel, empathizing with the challenges she faces
in her unique realm. Bestla is privy to Frigg's silent offerings, sacrifices that remain
veiled from even the all-seeing Odin. Among the murmurs of destinies, she
perceives an anomaly, an imposter lurking within Valhalla. While their identity
remains a mystery, she recognizes the potential cataclysm they might bring to her
cherished lineage.

POSSIBLE GOSSIP ABOUT
YOU

An ancient relic predating even the gods, its purpose unknown.

An ancient tome titled "Beginnings and Ends".

An ancient ring, telling tales of the beginning.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

At least two here trust you not only with their lives but with existence itself.
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VALKYRIE
GEIRSKOGUL

Name: Valkyrie Geirskdgul

Faction: Valkyries

Gender: Female

Age: Timeless, embodying eternal valor

Role: Valkyrie, Chooser of the Brave

Roleplay Hook: Resolute protector of honor

Costume: Majestic armor with an ethereal sheen, a flowing cloak woven from raven
feathers, and a helm concealing most of her visage, except her compelling eyes
which seem to see into one’s very soul. The armor is intricately adorned with
symbols denoting valor and sacrifice. Her weaponry consists of a formidable spear
and a shield, both testaments to her duty and prowess.

Background Info: As a valkyrie, Geirskdgul is an embodiment of Odin's promise to
fallen warriors. Riding across battlefields, she selects the souls most worthy of
Valhalla's glory, granting them an afterlife of honor.

PUBLIC INFORMATION:

In the vastness of Valhalla, Geirskdgul's role is pivotal. As one of Odin's chosen
valkyries, she traverses war-torn landscapes, identifying those deserving of
Valhalla's grandeur. Being chosen by her is not just an honor; it's a testament to a
warrior's courage and sacrifice.

Her allegiance to her duty is unwavering. She stands as a beacon of dedication,
bravery, and the highest ideals warriors strive for. Away from the bloodshed, she
sharpens her combat skills, ensuring that she remains a force unparalleled in battle.
Such is her skill that even the most valiant of heroes hesitate to challenge her.

Odin, the Allfather, trusts her implicitly. More than just a servant, she is a trusted
advisor, often seen in deep conversations with Odin about the cosmic balance and
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the looming shadows of Ragnardk. In the grand hall of Valhalla, she is both a
protector and a promise of the glory that awaits the brave.

PRIVATE INFORMATION:

Yet, even the most resolute have secrets. Every soul Geirskogul brings to Valhalla
leaves a mark on her, making her introspect about the lives cut short and the tales
left untold. Each selection, each nod of approval is a decision laden with the weight
of eternity.

Whispers speak of a past where Geirskogul's heart was ensnared by a mortal warrior.
Their love was intense, consuming, and tragically short-lived. Duty demanded she
bring him to Valhalla, a choice that pierces her heart with every remembrance. This
sorrow is her silent companion, a pain she shields from the world.

The murmurs of an imposter in Valhalla have not escaped her ears. Her instincts,
honed over eons, have sprung into alertness, her eyes scanning the grand hall with a
touch more suspicion than before.

ITEMS OF SPECIAL
INTEREST:

e A shield bearing marks of a battle no one recalls.
e A battle horn that doesn't make a sound.
e A raven feather with a tip dipped in gold.

SPECIAL ABILITY:

ABILITY NAME: Sight of Verity

ABILITY DESCRIPTION: Once per game, Geirskdgul can invoke her divine sight
upon a player, compelling them to be ensnared in a web of truth. For a brief moment,
they cannot weave lies or obscure essential information when confronted by her.

PERSONAL GOALS:
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e Preserve Valhalla's sanctity, ensuring it remains the ultimate reward for
valor and sacrifice.

e Unmask the identity of the imposter and safeguard the sanctity of Odin's hall
from potential treachery.

e Seek reconciliation with her past, hoping to find the spirit of the mortal she
once held dear and achieve a sense of closure.

WHAT YOU KNOW ABOUT
OTHERS:

Geirskogul's role provides her with unique insights. She's wary of Loki's capricious
nature, always maintaining a vigilant stance around him. Her respect for Thor is
evident, valuing his bravery, while her admiration for Heimdall's diligence is
palpable. Among the valkyries, her bond is strongest with Briinnhilde and Skogul,
often sharing silent nods of understanding. However, recent events have put her on
edge. Whispers from fellow Valkyries hint at certain gods behaving oddly, further
stoking her suspicions about the infiltrator's presence within their midst.

POSSIBLE GOSSIP ABOUT
YOU

A shield bearing marks of a battle no one recalls.

A battle horn that doesn't make a sound.

A raven feather with a tip dipped in gold.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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FREYR

Name: Freyr

Faction: Vanir

Gender: Male

Age: Eternal, but manifesting as a youthful vigor

Role: Lord of Fertility, Seasons, and Tranquility

Roleplay Hook: A harmonizer wielding silent strength

Costume: A robe that seems to ebb and flow with the seasons, shifting from vibrant
greens to golden hues. An intricate crown, intertwining flora and fauna, crowns his
head. His golden boar pendant is a radiant beacon, and his side is notably empty
where a sword once hung.

Background Info: As a vital member of the Vanir pantheon, Freyr's essence touches
every sprout, every gentle rainfall, and every tranquil negotiation. He is the god who
whispers promises of growth and the guarantee of peace.

PUBLIC INFORMATION:

With Freyja as his twin, the duo encapsulate the spectrum of nature's abundance.
While Freyja reigns over passionate love and combat, Freyr brings forth fruitfulness
and serenity. Farmers, hoping for their seeds to flourish, often sing praises in his
name, and their faith is rewarded with crops reaching towards the skies.

Beyond the cycles of sowing and reaping, Freyr is a bridge between conflicts. With a
demeanor that exudes tranquility, he has reconciled arguments that seemed
insurmountable. His union with Gerd, a being from the Jotunn race, stands as a
beacon of his ability to transcend differences and find harmony.

Gullinbursti, the luminous boar, is not just a symbol of his grandeur but also of the

radiant promise he offers. Crafted by the ingenious dwarves, this majestic being can
traverse any terrain, shining light upon the bleakest paths.

PRIVATE INFORMATION:
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Freyr's gentle facade masks the storms of inner conflict. His sword, relinquished in
the name of love, was no ordinary blade; it had the power to act on its own accord.
Its absence is a void he feels acutely, especially when the safety of the cosmos hangs
in the balance.

The dichotomy of being a deity of peace and yet feeling the pull of responsibility
and power is a constant struggle. He reflects upon his choices, pondering the path of
love over might, even though the realms teeter on uncertainty.

The recent cosmic turbulence, whispers of a deity masquerading with false
pretenses, leaves him on edge, conflicting with his inherent nature of harmony and
peace.

ITEMS OF SPECIAL
INTEREST:

o A wilted plant, one that should thrive in Freyr's presence.
o Seeds that don’t belong to any known plant.
e A green sprout growing amidst the frost.

SPECIAL ABILITY:

ABILITY NAME: Aura of Serenity

ABILITY DESCRIPTION: Once activated, Freyr emanates an aura where
hostilities melt away. For a brief period, those in his presence feel a wave of
tranquility, making them more receptive and transparent, facilitating open dialogue.

PERSONAL GOALS:

Uphold the sanctity of the nine realms, ensuring they remain bastions of
prosperity and peace.

e Reconcile the emptiness left by his sword with the warmth of his love for
Gerd.

e Unmask the imposter's identity, reinforcing the pillars of trust and harmony
amongst the gods.
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WHAT YOU KNOW ABOUT
OTHERS:

Due to his role as a mediator, Freyr possesses a deep understanding of the complex
tapestry of godly relations. He's discerned the spark of goodness in Loki, despite his
constant antics. His respect for Odin is profound, often seeking the Allfather's
counsel. His bond with Freyja is unshakeable, their shared secrets making their
connection even deeper. Observing Hel, he contemplates her integral part in the
dance of existence and demise. While he lacks concrete evidence about the imposter,
his intuition tells him that the key to resolving this enigma lies in unity and empathy.

POSSIBLE GOSSIP ABOUT
YOU

A wilted plant, one that should thrive in Freyr's presence.

Seeds that don’t belong to any known plant.

A green sprout growing amidst the frost.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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VIDAR

Name: Vidar

Faction: Aesir

Gender: Male/Female

Age: Eternally existing but embodies the essence of a thoughtful middle-aged entity
Role: The Silenced Avenger

Roleplay Hook: Deep introspection shadowing an intense vehemence

Costume: Stark and formidable, a blend of earthen leather and interwoven chains.
His single iron-shod boot, a sign of prophecy, is prominently displayed. His aura
conveys a warrior in meditation, always vigilant yet eternally thoughtful.
Background Info: In the pantheon of gods, where grandiosity often prevails, Vidar
stands out as a beacon of hushed might. Unlike others who bask in their divinity,
Vidar is the silent storm, always observing, always ready.

PUBLIC INFORMATION:

Born from the union of Odin and the giantess Grid, Vidar is a blend of celestial
wisdom and primordial might. As the "Silent God," his words are few but resonate
like thunderclaps when spoken. Every deed, every gesture, stems from deep
deliberation and has cosmic ramifications.

Fate has ordained Vidar with a pivotal role in the saga of Ragnarok. Destined to
exact vengeance for his father's demise at the jaws of the monstrous Fenrir, Vidar's
life is an ongoing preparation for this cataclysmic confrontation. This responsibility,
paired with the immense respect for his lineage, shapes much of his existence.

But Vidar isn't just about retribution. He is also the guardian of untamed terrains, the

deep woods, and the vast wilderness. Nature is both his refuge and his muse, a space
to introspect and rejuvenate.

PRIVATE INFORMATION:

Underneath his serene countenance, Vidar grapples with an emotional whirlwind.
Foreknowledge of his father's end and his role in the aftermath is a constant inner
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turmoil—pain, rage, duty, all churning within. While he wouldn't utter a word of this
internal struggle, it's the crucible that refines his essence.

There's a part of Vidar that questions the threads of destiny leading to Ragnarok.
Could there be unseen hands weaving the tapestry of fate? This doubt, these
suspicions, are things he rarely discloses.

In his sojourns within the wild, Vidar has also encountered ethereal entities—voices
that whisper tales of realities beyond the known realms. This cryptic knowledge is
something he guards fervently, unsure of its bearing on their reality.

ITEMS OF SPECIAL
INTEREST:

e A broken vow inscribed on a stone tablet.
o Torn pages from a diary detailing revenge.
e A mask representing two facets — calm and rage.

SPECIAL ABILITY:

ABILITY NAME: Retributive Silence

ABILITY DESCRIPTION: For a brief span in the game, Vidar can invoke a deep
stillness, compelling a player into a silent reflection. This player cannot divulge
information or partake in debates. It mirrors Vidar's capability to introspect even
amidst chaos.

PERSONAL GOALS:

Navigate his destined path with honor and ensure he's prepared for the
foretold confrontation.

o Fortify bonds with fellow gods, championing mutual resilience and support
in face of looming adversities.

e Unravel the underlying mysteries that might be manipulating the destiny of
the realms.
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WHAT YOU KNOW ABOUT
OTHERS:

Through his silent vigil, Vidar discerns more than most. He acknowledges Thot's
valor and regards him as a comrade-in-arms. He's cognizant of Loki's mercurial
essence, always on guard for his next stratagem. Freyja's multifaceted might,
encompassing love and war, earns his admiration. His interactions with Hel, steeped
in the duality of her realm, evoke a strange sense of kinship—both their destinies
intertwined with Ragnarok's tapestry. Concerning the imposter's identity, Vidar, true
to his nature, waits, watches, and ponders, seeking the opportune moment to act.

POSSIBLE GOSSIP ABOUT
YOU

A broken vow inscribed on a stone tablet.

Torn pages from a diary detailing revenge.

A mask representing two facets — calm and rage.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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VALKYRIE ROTA

Name: Valkyrie Rota

Faction: Valkyries

Gender: Female

Age: Eternal, yet manifests as a radiant blend of youth and fierce maturity

Role: Valkyrie, Harbinger of the Honored

Roleplay Hook: Intense rivalry propelling her drive

Costume: Majestic armor, replete with raven plumes, reminiscent of Odin's trusted
ravens, Huginn and Muninn. Her armor gleams with intricate motifs in gold and
silver, each pattern representing the duality of glory and sacrifice in battle. This
ensemble is both intimidating and elegant, encapsulating the Valkyrie's twin duties:
war and salvation.

Background Info: Rota, in her divine role, is entrusted with the sacred task of
identifying and guiding the valiant fallen to Valhalla, where they, the Einherjar, are
destined to support the gods during Ragnarok's cataclysmic clash.

PUBLIC INFORMATION:

Odin's choice of Réta as a Valkyrie was influenced by her valor, her undying spirit,
and her unparalleled discernment in battle. Spanning the vast expanse of conflict
zones, she scours for the most noble-hearted warriors, often under the scrutinizing
stare of Odin's ravens. Her choices emphasize not just martial skill but the essence
and honor of the warrior.

Yet, a significant facet of Réta's identity is her ongoing competition with fellow
Valkyrie, Ingrid. Their spirited rivalry is legendary. Their constant endeavor to
outshine each other, rooted in their selections of warriors, is driven by a fervent
belief in their respective judgments. Their contests, devoid of any malevolence,
serve to elevate each other's capabilities.

Tales of their challenges have woven themselves into the tapestry of both godly and

mortal narratives. Their races against time, their duels, and their showcases of skill
captivate audiences, gods and mortals alike, drawing them to these grand displays.
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PRIVATE INFORMATION:

The heart of Rota's rivalry with Ingrid is deeply personal. In a time forgotten by
many, they were both mortals, inseparable comrades-at-arms, battling shoulder to
shoulder. Their indomitable spirits saw them rise from mortal warriors to Valkyries
in their afterlife. However, their newfound divine responsibilities, combined with a
miscommunication, sowed the seeds of their rivalry.

In moments of reflection, Rota contemplates the essence of their rivalry and longs
for the bond they once shared. She cherishes a relic from their mortal lives, a symbol
of their erstwhile unity. She's considered reaching out to Ingrid, to bridge the chasm
that's grown between them, yet hesitates, uncertain of Ingrid's sentiments.

You are an adept at massage. You are so very skilled at the power of touch and
waving away tension in a way that makes others pliable, so much so that they
become relaxed they may reveal hidden secrets. After a simple two-minute
massage, a person is so relaxed that they reveal to you one secret and the relaxation
is so great that they feel joy while forgetting they have shared any secrets.

ITEMS OF SPECIAL
INTEREST:

e A raven's feather, tainted in a shade of red.
e A dagger marked with Ingrid's name.
e A list comparing chosen warriors, some names crossed out.

SPECIAL ABILITY:

ABILITY NAME: Reflective Challenge

ABILITY DESCRIPTION: At a pivotal moment in the game, Ro6ta can compel
another participant to disclose a hidden truth. Should the challenged individual
decline, they are rendered mute for a brief period, using this silence for
introspection.

ABILITY NAME: The Power of Touch
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ABILITY DESCRIPTION: I am adept at Massage. After I give you a two-minute
massage, your tension is gone and you are very relaxed . . . so relaxed that you tell
me one secret and forget you have done so . . . but you’re very relaxed.

PERSONAL GOALS:

Fulfill her sacred duty, ensuring that Valhalla is graced by the most
deserving warriors.

e Emerge triumphant in her friendly duels with Ingrid, validating her choices
and skills.

e Seek a path to reconciliation with Ingrid, hoping to reforge their bond of
yesteryears.

WHAT YOU KNOW ABOUT
OTHERS:

Rota's exceptional insight isn't confined to battlefields. She recognizes Loki's
capricious tendencies and remains vigilant in his presence. She holds Odin in high
esteem, eternally grateful for her divine rebirth. She senses a kindred spirit in Freyja,
given their intertwined roles in love and warfare. As whispers of an imposter grow
louder, Roéta fears her rivalry with Ingrid may be exploited as a smokescreen,
making her all the more circumspect about unfolding events.

POSSIBLE GOSSIP ABOUT
YOU

A raven's feather, tainted in a shade of red.

A dagger marked with Ingrid's name.

A list comparing chosen warriors, some names crossed out.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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YLVA

Name: Demon Imposter Ylva

Faction: Demonic Imposters

Gender: Female

Age: Indeterminable, but manifests as a virile shieldmaiden

Role: Pretender Shieldmaiden

Roleplay Hook: Mistrustful and cryptic

Costume: Battle-hardened armor, scarred from many conflicts, combined with an
aged cloak, enveloping most of her form. A prominent brooch, bearing an obscure
emblem, is worn conspicuously.

Background Info: For the unobservant, Ylva might appear as just another valiant
shieldmaiden, honored posthumously by being elevated to Valhalla. But lurking
beneath this ruse is an entity with objectives far detached from those of gods or the
humans present.

YOU ARE A DEMON

IMPOSTER!
YOU ARE AN EVIL VERY BAD THING!

PUBLIC INFORMATION:

To those inquiring, Ylva narrates her purported gallant ventures, recounting her
defensive stands against invaders, ensuring her village's safety, and her ultimate
demise against insurmountable adversaries. With earnestness, she regales about her
allies, her kin, and the prestige she embraced as a shieldmaiden. She eloquently
details her final recollection—a vision of a Valkyrie emerging from the heavens,
deeming her worthy of Valhalla's exalted assembly.

She engages with both gods and legendary warriors, absorbs their chronicles, and
occasionally imparts her insights on strategic deliberations. Within group discourse,
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she adeptly introduces considerations that incite reflection, maneuvering dialogues
into channels that elicit contention or dissent.

PRIVATE INFORMATION:

However, the reality of Ylva's identity is far more sinister. Concealed from all,
Ylva's actual essence is demonic—a malevolent being from netherworld abysses,
dispatched with a mission to instigate turmoil amidst Valhalla's elite. Her anecdotes
of warfare are artfully crafted deceptions, spun to assimilate. Her brooch, more than
ornamental, serves as her power conduit and a connection to her malefic patrons.

Her undertaking transcends mere anarchy. She quests for arcane lore safeguarded
within Valhalla, knowledge potent enough to recalibrate the cosmic equilibrium. She
recognizes the precariousness of her mission, acutely aware that her unmasking
would invoke the collective fury of Valhalla's potent inhabitants.

You are an adept at massage. You are so very skilled at the power of touch and
waving away tension in a way that makes others pliable, so much so that they
become relaxed they may reveal hidden secrets. After a simple two-minute
massage, a person is so relaxed that they reveal to you one secret and the relaxation
is so great that they feel joy while forgetting they have shared any secrets.

ITEMS OF SPECIAL
INTEREST:

e A mirror that doesn’t reflect Valhalla, but a fiery abyss.
e A pendant with an insignia of a realm unknown.
e A gem with a dark core, pulsating with malicious intent.

SPECIAL ABILITY:

ABILITY NAME: Seeds of Suspicion
ABILITY DESCRIPTION: On two distinct occasions within the game, Ylva has
the power to seed doubt in a player's psyche. This ability forces the recipient to
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reevaluate their alliances, perhaps mistrusting an erstwhile confidant. This act
infuses skepticism and can adeptly redirect scrutiny away from Ylva or inadvertently
towards an innocent player.

ABILITY NAME: The Power of Touch

ABILITY DESCRIPTION: I am adept at Massage. After I give you a two-minute
massage, your tension is gone and you are very relaxed . . . so relaxed that you tell
me one secret and forget you have done so . . . but you’re very relaxed.

PERSONAL GOALS:

Covertly procure the guarded esoteric wisdom enshrined within Valhalla.
e Strategically manipulate the divine assembly, turning them against each
other to facilitate her covert operations.
e Successfully convey the amassed knowledge back to her infernal abode,
solidifying her stature within the demonic oligarchy.

WHAT YOU KNOW ABOUT
OTHERS:

Ylva's vantage, as an interloper, provides her unparalleled insights. She's astutely
gauged Thor's formidable prowess and volatile temperament, contemplating its
potential exploitation. She's privy to Loki's inclination towards chaos and perceives a
prospective collaborator—or at the very least, a convenient diversion. Odin's
sagacity unnerves her, as she fears he might discern her charade. Eavesdropped
murmurs about Hel's sovereignty over departed souls intrigue Ylva, leading her to
contemplate its strategic utility. While aware of fellow imposters' presence, she
deliberately maintains distance, realizing their mutual recognition could compromise
both their clandestine agendas.

POSSIBLE GOSSIP ABOUT
YOU

e A mirror that doesn’t reflect Valhalla, but a fiery abyss.
e A pendant with an insignia of a realm unknown.
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e A gem with a dark core, pulsating with malicious intent.
Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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BJORN

Name: Demon Imposter Bjorn

Faction: Demonic Imposters

Gender: Fluid (Can be Male or Female depending on his shape-shifting needs)
Age: Indeterminable; portrays the role of a seasoned warrior

Role: Pretender Hero

Roleplay Hook: Overconfident and braggadocious

Costume: Splendid warrior attire that gleams, armored and accented with a helmet
showcasing an enigmatic emblem. His shield flaunts a crest alien to the denizens of
Valhalla.

Background Info: Bjorn emerges as a distinguished hero from an obscure village,
captivating listeners with illustrious anecdotes of valor. Yet, astute observers might
discern disparities in his tales, as details oscillate with each retelling.

YOU ARE A DEMON

IMPOSTER!
YOU ARE AN EVIL VERY BAD THING!

PUBLIC INFORMATION:

Endowed with an infectious grin and vivacious demeanor, Bjorn is ever eager to
regale audiences with stories of heroism. Whether it's vanquishing a formidable
kraken threatening his shores or rallying his kinsmen against invaders, his epics
invariably portray him as the linchpin. As listeners hang on to every word, he paints
vivid images of his homeland—a majestic realm of vertiginous peaks and abyssal
dales, where he is hailed both as a guardian and a chieftain.

Elaborating on ballads composed in his honor, lavish banquets celebrated in his

tribute, Bjorn exudes pride. He alludes to camaraderies with monarchs, aristocrats,
and even insinuates intimate affiliations with certain deities. During congregations,
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he frequently indulges in showcasing combat maneuvers or dispensing sagely advice
acquired during his purported travels.

PRIVATE INFORMATION:

Contrary to his crafted persona, Bjorn's essence is malevolent. He isn't the legendary
warrior he claims to be but a demonic infiltrator dispatched to subvert Valhalla. His
beguiling sagas are tailored subterfuges, meticulously weaved to assimilate and gain
confidence. The cryptic symbols gracing his helm and shield, far from denoting
heraldic ancestry, are insignias of his diabolic fealty.

His clandestine agenda is dual-pronged: gathering strategic intelligence about
Valhalla's illustrious occupants and unearthing a primordial relic, believed to be
ensconced within this celestial fortress. Possession of this relic by his demonic
overlords could instigate cataclysms across divine and mortal dimensions.

His purported divine associations are another layer of deception, contrived to endear
himself to the pantheon and potentially uncover the artifact's resting place.

ITEMS OF SPECIAL
INTEREST:

o A tale of heroism written in a language not of the nine realms.
o A tale that references places not in any mortal or godly realm.
e A chalice that seems to shift in appearance.

SPECIAL ABILITY:

ABILITY NAME: Doppelganger Deception

ABILITY DESCRIPTION: In the course of the game, Bjorn possesses the unique
capability to morph, assuming the visage of any participant temporarily. This
metamorphic prowess serves as a stratagem to engender chaos, implicate another
player, or deflect scrutiny from his endeavors.
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PERSONAL GOALS:

Ascertain the whereabouts of the coveted artifact and strategize its
extraction from Valhalla.

e Cultivate allegiances, weaving a web of trust to amass clout and crucial
intelligence.

e Maintain his masquerade's integrity, evading the combined ire of Valhalla's
divine and heroic assembly.

WHAT YOU KNOW ABOUT
OTHERS:

Bjorn's interactions and charades provide him valuable insights. He discerns Freyja's
enchantments and contemplates wooing her for potential collaboration. Odin's
reservoir of wisdom is not lost on him, and he ponders ways to exploit it. Thor's
volatility intrigues him, presenting opportunities for manipulation. Bjorn's instincts
also detect something amiss about Ylva. He speculates if she, akin to him, harbors
concealed ambitions in Valhalla, rendering him simultaneously circumspect and
intrigued.

POSSIBLE GOSSIP ABOUT
YOU

A tale of heroism written in a language not of the nine realms.

A tale that references places not in any mortal or godly realm.

A chalice that seems to shift in appearance.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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EDDA

Name: Demon Imposter Edda

Faction: Demonic Imposters

Gender: Fluid, predominantly androgynous

Age: Portrays a venerable sage

Role: Feigned Custodian of Myths

Roleplay Hook: Enigmatic and inscrutable

Costume: Antediluvian robes embroidered with cryptic symbols, complemented by
myriad talismans and runes. A contorted staff, intertwined with a sinuous sculpture,
is their constant companion.

Background Info: Edda's presence evokes reverence, recognized for their profound
erudition. They regale audiences with chronicles from epochs past, serenade with
ballads of bygone champions, and proffer guidance to seekers.

YOU ARE A DEMON

IMPOSTER!
YOU ARE AN EVIL VERY BAD THING!

PUBLIC INFORMATION:

Edda, revered as a guardian of tales, is celebrated for their profound wisdom. Their
narratives span eons, encompassing tales of genesis, upheaval, and resurgence.
Many aspirants seek their wisdom, yearning to discern destinies or predict
skirmishes.

Edda, perpetually wearing a placid grin, discourses on nature's equilibrium,
existence's cyclical nature, and the symbiosis permeating all entities. Their
pronouncements resonate deeply, often illuminating murky conundrums or solacing
turbulent souls. Cultural festivities, rites, and conclaves invariably feature Edda
elucidating a legend or presiding over a sacrament, embedding them as an
indispensable cultural mainstay.
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Pilgrims and warriors alike implore their benedictions. Reciprocating, Edda entreats
minuscule tokens or services, ostensibly benign and often aligned with ancestral
traditions.

PRIVATE INFORMATION:

Yet, beneath the visage of the enlightened sage lurks a malevolent demon with
ulterior designs. While Edda's insights are authentic, they're wielded with
manipulative finesse, surreptitiously nudging events towards discord and rifts.

Dispatched from the identical malignant abyss as other demon imposters, Edda's
mission is nuanced: to ensnare souls. The quaint relics or deeds they solicit as
blessings' remuneration are concealed accords. These clandestine contracts gradually
tether the soul, rendering it pliable to Edda's machinations.

Their geriatric semblance is a deliberate subterfuge, adopted for its innate authority
and credibility. Edda transcends temporal confines, originating from a void where
archaic fiends and primeval entities reside.

ITEMS OF SPECIAL
INTEREST:

e An age-old scroll detailing realms beyond understanding.
o A staff that seems to pull towards another dimension.
e An hourglass with sands that move against time.

SPECIAL ABILITY:

ABILITY NAME: Covenant of the Abyss

ABILITY DESCRIPTION: During the gameplay, Edda can invoke an occult
covenant with a player. This insidious bond enables Edda to puppeteer that
participant's moves momentarily, compelling them to champion Edda's objectives.
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PERSONAL GOALS:

Accrue an arsenal of covenants, augmenting their dominion over souls.
Unwaveringly sustain their charade, safeguarding their infernal lineage from
revelation.

e (Collaborate in the overarching demonic endeavor, fortifying other imposters
in their respective pursuits while advancing their malefic designs.

WHAT YOU KNOW ABOUT
OTHERS:

With their encyclopedic lore, Edda possesses an acute understanding of the divine
assembly and legendary champions. They discern Odin's inexorable pursuit of
enlightenment and have previously proffered him enigmatic advice. Loki's
capricious antics occasionally amuse them, albeit sometimes bordering on unwieldy
chaos. Edda perceives the latent might in Freyja and Freyr, considering them as
potential adversaries or confederates, contingent on evolving scenarios. Crucially,
Edda has discerned the veils of fellow imposters, Ylva and Bjorn, contemplating a
clandestine pact with them to ensure mutual triumph.

POSSIBLE GOSSIP ABOUT
YOU

An age-old scroll detailing realms beyond understanding.

A staff that seems to pull towards another dimension.

An hourglass with sands that move against time.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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VALKYRIE SKOGUL

Name: Valkyrie Skogul

Faction: Aesir

Gender: Female

Age: Timeless

Role: Valkyrie and Odin's Liaison

Roleplay Hook: Intriguing and discerning

Costume: Armor bathed in the hues of night, embellished with intricate silver
designs reminiscent of feathers. Her raven-shaped helmet is both regal and
mysterious, and wings, delicate yet formidable, stretch from her back. A pendant,
capturing the essence of a raven in gleaming silver, graces her neck.
Background Info: Among Valkyries, Skogul stands distinct. Renowned not solely
for choosing fallen warriors but also for her communion with the realm of ravens,
the envoys of Odin.

PUBLIC INFORMATION:

From her inception as a Valkyrie, Skdgul's heart resonated with the song of ravens.
This affinity evolved, binding her as the intermediary between Odin and his
cherished ravens, Huginn and Muninn. Through these emissaries, she's privy to
myriad secrets and has witnessed eons of history unfold across the expansive Nine
Realms.

Her duties as a Valkyrie remain paramount, selecting valiant souls to ascend to
Valhalla. Yet, she's also frequently ensnared in profound dialogue with ravens,
fathoming their chants and discerning the tales their flight conveys. Ravens, sensing
an ally, are drawn to her, as moths to a flame.

Her insights, sourced from the whispers of these birds, illuminate gatherings.
Dispensing raven-wisdom, her counsel transcends mortal understanding. Such
revelations have enshrouded her in reverence and mystique, with many beseeching
her foresight before momentous ventures.
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PRIVATE INFORMATION:

Yet, Skdgul's communion with ravens transcends the spiritual. Hushed tales tell of
her mortal self, rescuing a raven from the jaws of death. This act ensnared Odin's
gaze, and coupled with her valorous end, her transition to a Valkyrie bore a unique
gift—an unparalleled kinship with the ebony birds.

This affinity with Huginn and Muninn is her most treasured bond. Yet, it's a gift that
demands its toll. The ravens, bearing the universe's secrets, Odin's introspections,
and glimpses of futures foretold, can inundate her spirit. She's privy to events she
wishes remained concealed and anticipates futures she's powerless to alter.

SEIDR PRACTITIONER:

You are a Vélva (female) or Seiomenn (male), a practitioner of Seidr (a form of
Vanir magick) Galdr (originally Aesir), and Rune Magick (borrowed from the
Dwarves), and especially known for prophecy or speaking with spirits. You carry a
wand, rod, or staff as a focus for your magickal visions and perhaps a set of rune
stones or crystals. Three times during the game, you may consult the spirits in the
hopes of receiving a prophecy related to any player. Come to the Director for the
prophecy.

ITEMS OF SPECIAL
INTEREST:

e An odd-looking raven's claw, unlike that of Huginn or Muninn.
e A message from Huginn and Muninn that reads "Beware the Unknown".
e A raven's beak, sharper than any sword.

SPECIAL ABILITY:

ABILITY NAME: Echoes of the Raven
ABILITY DESCRIPTION: During the game, Skogul can invoke a raven's
presence. This raven can be dispatched to secretly overhear dialogues or procure
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intel, bequeathing Skogul with insights she'd otherwise be oblivious to. This spectral
raven lingers momentarily, then reverts to Skogul, its gleanings in tow.

PERSONAL GOALS:

Augment her symb1051s with the ravens, aspiring to fathom their every
nuance and enigma.

o Harness her revelations to cultivate harmony among gods and mortals,
ensuring cosmic equilibrium.

e Adroitly balance her dual roles, paying homage to her commitments as both
a Valkyrie and an emissary.

WHAT YOU KNOW ABOUT
OTHERS:

The ravens, in their ceaseless voyages, offer Skdgul unparalleled perspectives. She's
privy to Loki's latest subterfuges and Thor's unyielding hunt for the Midgard
Serpent. She's witnessed the depths of Freyja's desires and traced Freyr's ventures
into earthly domains. Pertinently, the ravens' murmurings have hinted at anomalies,
of presences that don't belong, casting shadows in the brightest corners. Armed with
these inklings, Skogul is resolved to decipher the unfolding enigma.

POSSIBLE GOSSIP ABOUT
YOU

An odd-looking raven's claw, unlike that of Huginn or Muninn.

A message from Huginn and Muninn that reads "Beware the Unknown".

A raven's beak, sharper than any sword.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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JARNSAXA

Name: Jarnsaxa

Faction: Jotunn

Gender: Female

Age: Timeless

Role: Giantess and Thor's Confidante

Roleplay Hook: Straddling two worlds

Costume: Her attire is a luminous blend of ethereal blues and greens, reminiscent of
the hauntingly beautiful auroras of the far north. Accessories carved from ice and
rugged mountain stones adorn her. Towering and majestic, her eyes are deep pools
that reflect both warmth and icy resolve.

Background Info: Jarnsaxa, a giantess of Jotunheim, holds a unique place among
the realms. Intimately connected with Thor, she's a testament to the intricate dance
of love and duty across two traditionally antagonistic realms.

PUBLIC INFORMATION:

Born amidst the frosted valleys of Jotunheim, Jarnsaxa's beauty and wisdom set her
apart. Thor, on one of his many incursions into giant territory, was ensnared by her
charm. Their ensuing relationship, passionate and turbulent, stands as a beacon,
showcasing love's power to transcend boundaries.

Her dual citizenship of sorts affords her a unique lens on the cosmos. She regales
those in Asgard with tales from Jotunheim, weaving narratives of giant customs,
their intricate rituals, and their profound lore. As a bridge between worlds, Jarnsaxa
has emerged as an emblem of peace, her efforts centered on sowing understanding
amidst historical distrust.

Thor's close confidante, she's often been his compass, guiding and assisting in his

various quests. The gods, both Aesir and Vanir, regard her not merely as Thor's
beloved but as a beacon of grace, diplomacy, and sagacity.

PRIVATE INFORMATION:
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Yet, beneath the exterior lies a heart that often grapples with the vast chasm between
love and loyalty. Jotunheim's icy embrace, its familiar landscapes, and its echoes
often beckon her, kindling in her a melancholic yearning. There are moments,
surrounded by Asgard's splendor, when she feels adrift, an outsider ensnared in a
golden cage.

An ancient prophecy, whispered to her by Jotunheim's revered seers, weighs heavily
on her soul. It hints at times of turmoil, where allegiances blur, and chaos reigns.
This looming foreboding, combined with occasional rifts with Thor, often plunges
her into introspection. Doubts, concerning Thor's motives and the genuineness of
their bond, occasionally cloud her thoughts, although she's reticent to voice them.

ITEMS OF SPECIAL
INTEREST:

e A frosty gem that seems to pulse with life.
e A frost shard that never melts.
e A frosted locket containing a distant thunder's echo.

SPECIAL ABILITY:

ABILITY NAME: Frost's Embrace

ABILITY DESCRIPTION: During the game, Jarnsaxa can weave a shroud of frost
around her and another, rendering them momentarily invisible to prying eyes. This
brief reprieve can be harnessed for clandestine discussions or a strategic retreat from
imminent threats.

PERSONAL GOALS:

To mend the age-old schisms between Jotunheim and Asgard, creating an
era of mutual respect.

e Seek guidance on the foretold prophecy, preparing herself and her loved
ones for the storm ahead.

e Navigate the intricacies of her bond with Thor, reinforcing a love that, she
hopes, will echo through eternity.
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WHAT YOU KNOW ABOUT
OTHERS:

Her vantage, straddling both realms, has granted her profound insights. She's acutely
aware of Loki's duality and his origins, rendering her both intrigued and wary. Odin,
with his vast reservoir of wisdom, commands her respect, but it's Frigg, whose heart
understands the tangles of love and duty, with whom she finds kinship.
Conversations with Valkyries, notably Skdgul and her raven affinity, have sown
seeds of suspicion in her mind. There's a tremor in the balance of the cosmos,
whispers of deceivers in their midst. However, the true identities of these impostors
elude her for now.

POSSIBLE GOSSIP ABOUT
YOU

A frosty gem that seems to pulse with life.
A frost shard that never melts.
A frosted locket containing a distant thunder's echo.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.

434



LARP Valhalla Feast

GRIMNIR

Name: Grimnir

Faction: Aesir

Gender: Fluid (Perceived as Male or Female depending on the observer)

Age: Beyond comprehension

Role: Mysterious Prognosticator

Roleplay Hook: Enveloped in Obscurity

Costume: A cloak that seems to be sewn from the very fabric of the universe, with
its ever-shifting patterns of stars and galaxies. Beneath the hood, eyes that have
witnessed epochs radiate with unparalleled sagacity and clandestine knowledge.
Background Info: Among the corridors of Valhalla, the name Grimnir is uttered
with a mix of reverence and uncertainty. A being more felt than seen, a shadow that
flits through tales and time.

PUBLIC INFORMATION:

Within Asgard's illustrious history, the figure of Grimnir is one that baffles and
beguiles. Some legends herald Grimnir as Odin himself, cloaked in enigma,
wandering realms unknown to oversee and challenge both gods and mortals.
Contrarily, whispered rumors hint at Grimnir being an entirely distinct being,
perhaps a kin of Odin or a manifestation of the Allfather from a diverging reality.

Grimnir's visage is most common at junctions of destiny—battlefields, crossroads,
and pivotal moments of decision. Those fortunate (or unfortunate) to have crossed
paths with him speak of confounding riddles and unveiled verities. In the presence of
Grimnir, one is said to feel the inexorable weight of destiny, for an encounter could
signify a momentous blessing or an impending peril.

While tales and theories abound, Grimnir's true essence remains shrouded. Even
Odin, with his fathomless wisdom, remains reticent on the subject, deepening the
enigma. To seek Grimnir's counsel is a gambit; his guidance, though bearing cosmic
profundity, remains a labyrinthine puzzle.
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PRIVATE INFORMATION:

At the heart of Grimnir's mystery lies a revelation few could fathom. This Grimnir is
an Odin from an apocalyptic future, a realm that saw the cosmos descend into chaos.
Assuming the guise of Grimnir, he journeys through time, his intent to subtly steer
events, preventing the cataclysm he once witnessed.

The enormity of this clandestine mission weighs heavily upon Grimnir. Each
interaction is laden with implications, each choice echoing through time. The
dilemma of unveiling his identity or lurking in shadows is a constant struggle, with
the very equilibrium of the cosmos teetering on the edge.

Navigating this timeline, Grimnir discerns nuanced variances. The behaviors of
gods, shifting allegiances, and even unfamiliar faces all add layers to his intricate
task.

While Grimnir recognizes many of those here now but the specific event happening
Now seems new.

SEIDR PRACTITIONER:

You are a Vélva (female) or Seiomenn (male), a practitioner of Seidr (a form of
Vanir magick) Galdr (originally Aesir), and Rune Magick (borrowed from the
Dwarves), and especially known for prophecy or speaking with spirits. You carry a
wand, rod, or staff as a focus for your magickal visions and perhaps a set of rune
stones or crystals. Three times during the game, you may consult the spirits in the
hopes of receiving a prophecy related to any player. Come to the Director for the
prophecy.

ITEMS OF SPECIAL
INTEREST:

e A mask resembling Odin but with traces of another realm.
e An eye patch resembling Odin’s, but it doesn't match any known tale.
e A mirror showing multiple faces, none recognizable.
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SPECIAL ABILITY:

ABILITY NAME: Glimpse of Epochs

ABILITY DESCRIPTION: Once during the game, Grimnir can peer momentarily
into the weaves of time, obtaining a fleeting vision of a future scenario or
interaction. These glimpses, although invaluable, are always veiled in enigma and
demand interpretation.

PERSONAL GOALS:

e Discern and redirect pivotal moments or choices that culminate in the
looming apocalypse.

e Cultivate trust and form alliances, all the while safeguarding his cryptic
identity, ensuring his interventions remain covert.

o Identify and mentor those pivotal in the remolding of the future, guiding
them along predestined paths.

e Discern what direction time seems to be flowing right now and determine
the best actions to correct things to a positive or at least less-apocalyptic
future.

WHAT YOU KNOW ABOUT
OTHERS:

With his footprints spanning realms and realities, Grimnir's knowledge is
unparalleled. He is privy to Loki's intricate machinations, often foreseeing them as
crux points in the future tapestry. Freyja's burgeoning mastery over seidr does not
escape his notice, with potential implications in the days to come. His observations
of the Valkyries, especially Geirskogul and her liaison with the ravens, adds layers
to his contemplation. While Grimnir senses imposter presences, the flux in this
timeline obscures their identities. One certainty remains: every deity plays a
quintessential part, and the balance of the universe dangles precariously.
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POSSIBLE GOSSIP ABOUT
YOU

A mask resembling Odin but with traces of another realm.

An eye patch resembling Odin’s, but it doesn't match any known tale.

A mirror showing multiple faces, none recognizable.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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VALKYRIE GONDUL

Name: Valkyrie Gondul

Faction: Valkyries

Gender: Female

Age: Timeless

Role: Cosmic Tactician

Roleplay Hook: Precision and Depth

Costume: A magnificent suit of silver armor with illuminating blue runes etched
across. Her helmet, representative of honor and duty, is beautifully designed with
patterns mimicking wings. She wields a golden spear, engraved with ancient runes,
which speaks of histories known only to a few. The raven, perched always by her
side, is a living testament to her connection with Odin.

Background Info: In the grand tapestry of celestial entities, Géndul stands out not
just as a chooser of the slain but as a mastermind of celestial combat, working in
tandem with Odin to orchestrate the cosmos's ever-evolving battles.

PUBLIC INFORMATION:

Within the marbled halls of Asgard, Gondul's reputation is unparalleled. While many
valkyries soar through battlefields selecting the bravest souls, Géndul's essence is
woven into the very fabric of war itself, strategizing, planning, and determining
outcomes in conjunction with Odin.

Her chamber, adorned with maps of the universe and the constellations, resonates
with discussions of cosmic dynamics and potential future scenarios. Gondul’s
strategies seamlessly blend the deterministic nature of fate with the unpredictable
chaos of free will, sculpting a dance of destiny where mortals and gods play their
part.

Her grasp on warfare transcends mere physical combat; she delves into the psyche of

entire armies, predicting moves rooted in desires, traumas, and histories. This deep
comprehension has solidified the Aesir's reign for eons.
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Despite her revered status, whispers of envy meander through Asgard. While many
view her as Odin's trusted advisor, others venture to speculate that her strategic
prowess may rival that of the Allfather himself.

PRIVATE INFORMATION:

Beneath her armor of confidence and precision, Gdndul conceals a scar that has
never truly healed. In a bygone cosmic confrontation, a lapse in her judgment led to
the untimely end of numerous valiant souls. While Odin, in his wisdom, saw past her
mistake, recognizing her innate potential and granting her a chance at redemption,
the shadows of that day constantly haunt her.

Additionally, Gondul is blessed (or perhaps cursed) with sporadic glimpses into the
"Weave of Fate." This vast, intricate tapestry of destiny, where every entity's path is
intertwined, occasionally unveils its secrets to her. However, these revelations are
fragmented, veiled in symbolism, and demand deciphering.

ITEMS OF SPECIAL
INTEREST:

o Battle plans detailing wars not yet fought.
e A map of battles, some marked in future dates.
e A map marking the next battle's site.

SPECIAL ABILITY:

ABILITY NAME: Threads of Destiny

ABILITY DESCRIPTION: Once in the game, Gondul can momentarily tap into
the "Weave of Fate," gaining insight into a crucial forthcoming event. However, this
vision is nebulous and draped in allegory, demanding discernment and
interpretation.

PERSONAL GOALS:
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e Forever remain vigilant, ensuring that past oversights are not replicated in
the cosmic chessboard of war.

o Solidify her synergy with Odin, becoming an inseparable element of his
strategic endeavors.

e Progressively unravel the intricate mysteries of the "Weave of Fate," aiming
to gain clearer insights into the grand design of the universe.

WHAT YOU KNOW ABOUT
OTHERS:

Gondul's role requires an astute understanding of those around her. Grimnir's
enigmatic aura hasn't escaped her, and she suspects layers beneath his observable
surface. The veiled threat of the demon imposters is on her radar, though their
identities elude her for now. The palpable tension between Valkyries Rota and Ingrid
is something she’s keenly observed, pondering its implications for Asgard. Being in
close communion with Odin, she's a vessel of confidences and hushed secrets,
making her an oracle of knowledge, albeit one that measures every word she
divulges.

POSSIBLE GOSSIP ABOUT
YOU

Battle plans detailing wars not yet fought.

A map of battles, some marked in future dates.

A map marking the next battle's site.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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VILI

Name: Vili

Faction: Aesir

Gender: Female

Age: Eternal

Role: Sage and Flame

Roleplay Hook: Dual-Natured: Rational and Ardent

Costume: Elegant robes in deep cerulean, accented by golden raven motifs and
patterns representing the intricate twists of fate. The hemline seems alive, with
gentle, ethereal flames that never consume the fabric but embody her intense
passions. She wields a regal staff, topped with a luminescent crystal that pulsates in
tandem with the heartbeat of the cosmos.

Background Info: Alongside Odin and Ve, Vili stands as an authoritative force. Her
wisdom shapes the universe, yet it is her fervor that brings color and vibrancy to her
decisions, marking her involvement in both divine and mortal realms.

PUBLIC INFORMATION:

Vili hails from the primal age, born of forces that sculpted the very structure of
existence. While Odin often takes the spotlight, Vili's influence remains
omnipresent, her sagacity touching every corner of the Nine Realms. Along with
Odin, she comprehends the vast complexities of the universe, and many believe their
insights, when combined, create the harmonious ebb and flow of existence.

However, beneath Vili's calm and composed demeanor lies an inferno of passion,
reflecting her sister Ve's ardor. This juxtaposition provides Vili with a unique
perspective, allowing her to approach situations analytically yet empathize deeply
with the involved parties. Her presence in Valhalla is cherished, with many warriors
and deities seeking her guidance and strategy in times of quandary.

PRIVATE INFORMATION:

In the depths of her soul, Vili cradles a vision she dare not share — a foresight that
unveils not just the twilight of gods and giants, but the potential unraveling of
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Y ggdrasil. This foreknowledge is her solitary burden, and she grapples with the
decision of whether unveiling it would safeguard the future or instigate its doom.

Deep within her heart, Vili harbors an unparalleled affection for the realm of
mortals. Unlike many of her divine peers who perceive humans as transient, Vili
recognizes a mirror reflecting their ambitions, trials, and virtues. Her fondness
sometimes prompts her to meddle discreetly in human destinies, steering them
toward nobler paths.

SEIDR PRACTITIONER:

You are a Vélva (female) or Seidmenn (male), a practitioner of Seidr (a form of
Vanir magick) Galdr (originally Aesir), and Rune Magick (borrowed from the
Dwarves), and especially known for prophecy or speaking with spirits. You carry a
wand, rod, or staff as a focus for your magickal visions and perhaps a set of rune
stones or crystals. Three times during the game, you may consult the spirits in the
hopes of receiving a prophecy related to any player. Come to the Director for the
prophecy.

ITEMS OF SPECIAL
INTEREST:

e A star chart of unknown constellations.
e A pair of dice that always rolls the same number.
e A parchment filled with ancient knowledge.

SPECIAL ABILITY:

ABILITY NAME: Precognition Pulse

ABILITY DESCRIPTION: In a game-defining moment, Vili can tap into the
currents of destiny, predicting a player's imminent action. This momentary insight
bestows upon her a pivotal edge, allowing strategic interventions or decisions.

PERSONAL GOALS:
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e Actively work towards deciphering her vision, seeking either its prevention
or the preparation for its inevitability.

e (Cultivate a harmonious bond between deities and mortals, advocating
mutual admiration and comprehension.

e Safeguard Valhalla's sanctity, ensuring it remains a haven for the valorous,
devoid of deceit and unworthy denizens.

WHAT YOU KNOW ABOUT
OTHERS:

Imbued with her deep-seated wisdom, Vili is privy to the concealed facets of many.
She's empathetically attuned to Freyja's concealed heartaches, often becoming her
confidante during trying times. Loki's antics, while a source of mild amusement, also
spark Vili's apprehension regarding their ramifications. Moreover, Vili discerns an
unsettling discord in Valhalla's equilibrium, indicative of an intruder's presence.
While she harbors inklings about the identity of the potential impostor, Vili chooses
to observe diligently, gathering more evidence before casting aspersions.

POSSIBLE GOSSIP ABOUT
YOU

A star chart of unknown constellations.

A pair of dice that always rolls the same number.

A parchment filled with ancient knowledge.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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VE

Name: Ve

Faction: Aesir

Gender: Female

Age: Ageless

Role: Sentinel of Passion

Roleplay Hook: Eruption of Emotion

Costume: Armor that radiates the essence of a fiery sunset, intricately etched with
golden sigils of blazing suns, fierce flames, and undying hearts, highlighting her
intense disposition. In her hand, she wields a sword that glows with the intensity of
her emotions, casting an ethereal fiery luminescence.

Background Info: Ve, an essential part of the celestial triumvirate with Odin and
Vili, manifests the volatile passions that shape the universe. While Odin stands as
the guide and Vili the thinker, Ve is the beating heart, epitomizing fervor,
vehemence, and a protector's spirit.

PUBLIC INFORMATION:

Hailing from the dawn of the cosmos, Ve's story is intertwined with those of Odin
and Vili. Among the trio, she is the tempest — the unabated emotion that drives the
cosmos forward. Ve's unpredictability is legendary; her passion and fury can light up
the skies or shatter them.

Ve is renowned for being a fierce guardian. The moment a threat looms over those
she cares for, she becomes an unyielding force of nature. Warriors in Valhalla revere
her, recounting tales of her valor where her ferocity turned the tide of battles. The
goddess's disdain for deception is well-known; she is ever-vigilant, ensuring that
Valhalla remains untainted.

PRIVATE INFORMATION:

Beneath the aura of raw energy, Ve grapples with a sense of inadequacy. With
Odin's majestic leadership and Vili's profound wisdom, Ve sometimes feels eclipsed,
prompting her to assert her presence with even greater intensity.
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In the hidden chambers of her heart, she cherishes a bittersweet memory — a silent
affection she bore for a mortal hero. Their time together in Valhalla was transient,
and before she could confess, the hero transitioned to the great beyond. This silent
agony still lingers, making her a silent guardian of tragic love tales.

ITEMS OF SPECIAL
INTEREST:

e A fiery rune, symbolizing both passion and destruction.
e A broken chain, symbolizing both freedom and loss.
e A flame that refuses to be extinguished.

SPECIAL ABILITY:

ABILITY NAME: Passionate Surge

ABILITY DESCRIPTION: Once per game, Ve can harness her boundless passion,
channeling it into an overpowering wave of energy. This surge enables her to dictate
a singular event, decisively altering its outcome for a fleeting moment.

PERSONAL GOALS:

Continually demonstrate her value among the Aesir, reinforcing her
significance alongside Odin and Vili.

o Relentlessly protect Valhalla, ensuring its residents and its honor remain
untarnished.

e Seek serenity for her unsung love and become an unseen guide, ensuring
similar tales find their rightful closure.

WHAT YOU KNOW ABOUT
OTHERS:
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With her heightened emotional acumen, Ve perceives the subtle nuances in
relationships around her. She's keenly attuned to Vili's affinity for mortals, often
engaging in playful jests about it. Ve's past clashes with Loki are no secret, and
while their dynamic is layered with tension, there exists a begrudging respect. Her
sharp instincts also detect the brewing storm between Valkyries Rota and Ingrid.
Without a clear picture of the root cause, Ve remains vigilant, prepared to step in if
their discord threatens Valhalla's harmony.

POSSIBLE GOSSIP ABOUT
YOU

A fiery rune, symbolizing both passion and destruction.

A broken chain, symbolizing both freedom and loss.

A flame that refuses to be extinguished.

Some of the Aesir and Vanir gods are sure you are an imposter with evil
plans.

e At least two here trust you not only with their lives but with existence itself.
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Aesir Gods
Background:

The Aesir are the primary pantheon of deities in Norse mythology. They include
many of the major figures, such as Odin, Thor, and Frigg. As deities of war, they are
often at odds with the Vanir, the gods of fertility.

Objectives:

e Protect Valhalla and maintain the cosmic order.
¢ Find the demon infiltrator who threatens your home.

Recognizing Your Kind:

Aesir gods often wear a silver emblem, shaped like the World Tree, Yggdrasil. This
emblem is your bond and represents the unity of the Aesir. They may also use a
secret hand sign so that others of their ilk may recognize them.

Tips for Players:

. Engage in Roleplay: Dive deep into your character. Use your background,
objectives, and alliances to shape your interactions.

. Trust and Distrust: While it's essential to form alliances, always be wary.
The demon is skilled in deception.

. Observe: Pay close attention to others' behaviors, conversations, and
alliances. Sometimes, a minor detail can reveal a lot.

. Keep your faction card with you at all times: While you might have

individual objectives or secrets, remember that working with your faction
can be advantageous. The symbols and signs mentioned in the cards are
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for in-game role-play and can be used to signal membership or ask for
assistance. Be cautious, as trust is invaluable, and deception runs deep.
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Vanir Gods

Background:

The Vanir are a group of gods associated with fertility, prosperity, and nature. They
include figures like Njord and his children, Freyr and Freyja.

Objectives:

e Foster peace and understanding among all the groups.
e Assist in identifying the demon to prevent Ragnarok.

Recognizing Your Kind:

Members of the Vanir often wear a golden pendant shaped like a ship, symbolizing
their association with the seas and their past travels. They may also use a secret
hand sign so that others of their ilk may recognize them.

Tips for Players:

. Engage in Roleplay: Dive deep into your character. Use your background,
objectives, and alliances to shape your interactions.

. Trust and Distrust: While it's essential to form alliances, always be wary.
The demon is skilled in deception.

. Observe: Pay close attention to others' behaviors, conversations, and
alliances. Sometimes, a minor detail can reveal a lot.

. Keep your faction card with you at all times: While you might have

individual objectives or secrets, remember that working with your faction
can be advantageous. The symbols and signs mentioned in the cards are
for in-game role-play and can be used to signal membership or ask for
assistance. Be cautious, as trust is invaluable, and deception runs deep.
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Heroes

Background:

Valiant warriors who died honorably in battle and were chosen by the Valkyries to
reside in Valhalla. Here, they feast and celebrate until they're called upon to fight in
the final battle, Ragnarok.

Objectives:

e Prove your valor and honor to the gods.
e Protect Valhalla, the place you now call home.

Recognizing Your Kind:

Most fallen heroes bear tattoos of intertwined runes on their forearms, representing
their heroic journeys and their selection by the Valkyries. They may also use a
secret hand sign so that others of their ilk may recognize them.

Tips for Players:

. Engage in Roleplay: Dive deep into your character. Use your background,
objectives, and alliances to shape your interactions.

. Trust and Distrust: While it's essential to form alliances, always be wary.
The demon is skilled in deception.

. Observe: Pay close attention to others' behaviors, conversations, and
alliances. Sometimes, a minor detail can reveal a lot.

. Keep your faction card with you at all times: While you might have

individual objectives or secrets, remember that working with your faction
can be advantageous. The symbols and signs mentioned in the cards are
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for in-game role-play and can be used to signal membership or ask for
assistance. Be cautious, as trust is invaluable, and deception runs deep.
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Valkyries

Background:

Valkyries are warrior maidens serving Odin. They ride over battlefields, choosing
the most heroic of the slain to take to Valhalla (Odin’s share) or to Folkvangr
(Freyja’s share). The method of deciding which warriors go where is
straightforward . . . the half of fallen warriors who are most attractive are chosen to
go to Folkvangr with Freyja while the others go to Valhalla to spend eternity in
Odin’s hall. Fierce, loyal, and strategic, the Valkyries play a crucial role in
determining who gets to enjoy the afterlife within Valhalla's halls or Folkvangr’s
pleasure palaces.

The goddess Freyja is the supreme commander of the Valkyries.

Objectives:

o Ensure that Valhalla's integrity remains intact by identifying the demon
threat.
e  Support and protect the heroes of Valhalla, for they were your chosen ones.

Recognizing Your Kind:

Valkyries usually wear braided hairstyles intertwined with raven feathers. They also
often bear arm bands made of intertwined silver and gold, representing their bond
with both the Aesir and Vanir gods, as they serve both in their duties. They may
also use a secret hand sign so that others of their ilk may recognize them.

Tips for Players:
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Engage in Roleplay: Dive deep into your character. Use your background,
objectives, and alliances to shape your interactions.

Trust and Distrust: While it's essential to form alliances, always be wary.
The demon is skilled in deception.

Observe: Pay close attention to others' behaviors, conversations, and
alliances. Sometimes, a minor detail can reveal a lot.

Keep your faction card with you at all times: While you might have
individual objectives or secrets, remember that working with your faction
can be advantageous. The symbols and signs mentioned in the cards are
for in-game role-play and can be used to signal membership or ask for
assistance. Be cautious, as trust is invaluable, and deception runs deep.
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Imposters (Demons)

Background:

Hailing from another dimension, these demons have a long-standing enmity with the
gods of Asgard. Skilled in deceit and shapeshifting, they've managed to infiltrate
Valhalla under the guise of its inhabitants. You are not of this realm. While you may
wear the face of a familiar hero or deity, your true mission is to sow discord,
weakening Valhalla's defenses for an impending invasion. Your knowledge of this
realm is based on studies and observations, but you are unfamiliar with personal
memories or deep-seated emotions.

Objectives:

Sow discord among the gods and heroes.

Stay undetected while furthering the goals of your demonic kin.

Prepare Valhalla for an impending invasion from your realm.

Maintain your disguise. Avoid drawing attention.

Manipulate conversations, casting doubt on others.

Prevent the inhabitants of Valhalla from discovering your true identity until
the time is right.

Recognizing Your Kind:

While the demons are skilled shapeshifters, they have subtle tells that allow them to
recognize each other. A discreet nod, the way they hold their goblet, or a specific phrase
in their speech. To human eyes, these might seem normal, but to the demons, it’s a clear
sign of recognition. They may also use a secret hand sign so that others of their ilk
may recognize them.

Special Abilities:
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o Shape-shift. Once during the game, you can claim to have found a 'clue' about
another player. This is a false clue but will be believed by all.

Remember:

Your success lies in deception and strategy. Use the clues against others, form alliances, and
keep them guessing. If they discover you before the end, your mission fails, and your realm's
invasion might be thwarted.

Tips for Players:

. Engage in Roleplay: Dive deep into your character. Use your background,
objectives, and alliances to shape your interactions.

. Trust and Distrust: While it's essential to form alliances, always be wary. The
demon is skilled in deception.

° Observe: Pay close attention to others' behaviors, conversations, and alliances.
Sometimes, a minor detail can reveal a lot.

. Keep your faction card with you at all times: While you might have individual

objectives or secrets, remember that working with your faction can be
advantageous. The symbols and signs mentioned in the cards are for in-game role-
play and can be used to signal membership or ask for assistance. Be cautious, as
trust is invaluable, and deception runs deep.
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Other Dimensions

Background:

These beings come from realms beyond Asgard, such as the icy expanses of
Jotunheim, the luminous glades of Alfheim, or even further beyond known
dimensions. Their relations with the gods can range from friendly to hostile, but all
have found a place in Valhalla's feast due to various reasons.

Objectives:

e Forge alliances with other groups, ensuring your realm's interests are
protected.

¢ Aid in the discovery of the demonic imposter, as its mission threatens not
only Valhalla but other realms as well.

Recognizing Your Kind:

Beings from other dimensions often have distinct markings on their skin, resembling
the topography of their home dimension. These can be as overt as a Jotunn's icy-blue
veins or as subtle as an elf's iridescent skin shimmer. They may also use a secret
hand sign so that others of their ilk may recognize them.

Tips for Players:

. Engage in Roleplay: Dive deep into your character. Use your background,
objectives, and alliances to shape your interactions.

. Trust and Distrust: While it's essential to form alliances, always be wary.
The demon is skilled in deception.

. Observe: Pay close attention to others' behaviors, conversations, and

alliances. Sometimes, a minor detail can reveal a lot.
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Keep your faction card with you at all times: While you might have
individual objectives or secrets, remember that working with your faction
can be advantageous. The symbols and signs mentioned in the cards are
for in-game role-play and can be used to signal membership or ask for
assistance. Be cautious, as trust is invaluable, and deception runs deep.
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Seidr Practitioners

Background:

You are a Vélva (female) or Seidmenn (male), a practitioner of Seidr (a form of
Vanir magick) Galdr (originally Aesir), and Rune Magick (borrowed from the
Dwarves), and especially known for prophecy or speaking with spirits. You carry a
wand, rod, or staff as a focus for your magickal visions and perhaps a set of rune
stones. Three times during the game, you may consult the spirits in the hopes of
receiving a prophecy related to any player. Come to the Director for the prophecy.

Objectives:

e Prove your power and honor to the gods.
e Protect mortals and the innocent as well as this place you now call home.

Recognizing Your Kind:

You carry a wand, rod, or staff as a focus for your magickal visions and perhaps a
set of rune stones or crystals. They may also use a secret hand sign so that others
of their ilk may recognize them.

Tips for Players:

. Engage in Roleplay: Dive deep into your character. Use your background,
objectives, and alliances to shape your interactions.

. Trust and Distrust: While it's essential to form alliances, always be wary.
The demon is skilled in deception.

. Observe: Pay close attention to others' behaviors, conversations, and

alliances. Sometimes, a minor detail can reveal a lot.
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Keep your faction card with you at all times: While you might have
individual objectives or secrets, remember that working with your faction
can be advantageous. The symbols and signs mentioned in the cards are
for in-game role-play and can be used to signal membership or ask for
assistance. Be cautious, as trust is invaluable, and deception runs deep.

461



Journal of Interactive Literature and Drama

Vol.

462

19.1, June, 2025
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A Multi-Discipline Peer-Reviewed Journal of
Immersive Narrative Experiences

Call for Papers

The Journal of Interactive Literature and Drama (ISSN 1994-1250) is an online
peer-reviewed journal on immersive narrative experiences such as scenario-based
interactive drama freeform live action roleplaying games, virtual reality, and other
immersive literatures, providing a forum for serious discussion of virtual reality,
LARP, narrative constructs, live roleplaying game theory, design, and practice. Two
to three issues per volume are published annually. The journal provides a forum for
the discussion of any of the various scenario-based theatre-style live action
roleplaying games, freeforms, interactive dramas, virtual reality experiences,
immersive theatre, and invites contributions in all areas of immersive literature,
theory, design, and practice for educational, entertainment, and recreational roleplay.
Formal and informal essays, articles, papers, and critical reviews are also welcome.

This is a peer-reviewed journal that may include formal papers and informal essays
for and by the roleplaying community from a wide variety of disciplines. The focus
is general enough so that authors should feel comfortable submitting material of
either a formal or informal nature within a rather generous range of contexts, albeit
all submissions are subjected to a blind peer-review and should be appropriate to a
serious and thoughtful discussion -- we encourage articles, essays, and formal papers
on all manner of immersive narrative, live roleplaying, freeform, interactive drama,
and virtual reality topics. Discussions of related immersive narrative, ludology,
techniques, and good solid critical book and roleplay scenario or event reviews are
quite welcome as well. As this is a multi-disciplinary journal, material related to a
wide range of immersive experiences, scenario-based learning, social psychology,
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critical theory, performance studies, popular culture, design, virtual reality creation,
and more as they intersect with immersive interactive drama and virtual realities are
also welcome. Pure design pieces related to experience creation, scenario
construction, and review are also encouraged. Each issue will typically showcase one
to three longform or four to six shortform interactive drama freeform live action
roleplaying scenarios; creative scenario submissions of this type are very sought after.
Scenarios for submission should include a section of self-reflective critical thought
and formal designer’s notes that discuss issues related to the creation of the piece as
well as a formal section which reviews the author’s performance experiences with the
scenario. Designer’s notes are also encouraged.

As an international journal, the language of publication is English. Submissions are
accepted throughout the year.

Submissions are vetted by the submissions editor and assigned to editorial board
members for blind peer review. Hardcopy submissions are not accepted.

E-mail submissions are accepted at director@interactivedramas.info.

Include a cover page with your submission containing Your Name, Qualifications
and Rank, Institutional Affiliation, Address, Email, Telephone, and a copy of the
abstract for the submission. Please also attach a brief author’s biography of 75-200
words to be included in the contributor’s notes section of the published journal. The
text of your submission should not have any identifying features.

The journal is published online at http://www.interactivedramas.info/joural.htm.

Journal of Interactive Literature and Drama

A Multi-Discipline Peer-Reviewed Journal of
Immersive Narrative Experiences

Notes for Contributors

Electronic submissions should be sent to:

Submissions Editor,
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Journal of Interactive Literature and Drama
E-mail submissions are accepted at director@interactivedramas.info.

The Journal of Interactive Literature and Drama (ISSN 1994-1250) is a peer-
reviewed journal which publishes one volume per year, with one to three issues per
volume (depending upon the number of accepted submissions - we do not have a set
schedule or quota for publication). Both Microsoft Word (6.0 or above, Windows
format) and txt files are acceptable. Once received, manuscripts will be sent to
reviewers immediately.

1.

a

Manuscripts submitted to the Journal of Interactive Literature and Drama
should follow the style sheet of the current MLA Handbook as appropriate.
Scenario submissions may use informal formatting conventions as long as
they stay within the guidelines here.

If your submission has notes, please use footnotes, not endnotes.

The font used is Times New Roman (12pt) — creative pieces, such as
scenarios, may use other font sizes but should stay within the same font type.
If you use a special font that is non-system, you must include a copy of the
font file with your submission. Please do not use columns in your piece.
Use a separate sheet to include your name, title, affiliated institution, and
contact information (email) as well as a brief author’s biography of 75-200
words to be included in the contributor’s notes.

Include a brief summary or abstract of the submission. 100-150 words.

You may not use illustrations or photographs in your submission.

Please note that this journal evaluates submissions on an Accept or Not-
Accept basis and does not have a provisional revision option. You will
receive a notice of Acceptance or Rejection for publication in a timely
manner and will not typically receive any comments regarding the piece from
the reviewers.

Publishers wishing their books, products, or other materials reviewed may send hard
or soft review copies to the editor's address above and a reviewer will be assigned.
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The journal is published online at http://www.interactivedramas.info.

Questions regarding the journal can be addressed to brian@briandavidphillips.com.

Journal of Interactive Literature and Drama

A Multi-Discipline Peer-Reviewed Journal of
Immersive Narrative Experiences

Notes for Reviewers

The editors and the entire editorial board of the Journal of Interactive Literature and
Drama (ISSN 1994-1250) gratefully acknowledge your support for the journal. Your
involvement is crucial to the journal’s success. Your suggestions and contributions are
always welcome.

If you deem it inappropriate for you to review this particular article, please kindly
inform the editors and return the materials as soon as possible. We take pride in
providing authors with quality reviews as well as informing them promptly the status
of their submissions. We would appreciate it very much if you could return your final
review notification to the editors within three weeks of receiving the materials. Please
use e-mail for journal correspondence.

In addition to general considerations, please take the following points into account:

Significance and contribution

Originality

Soundness of research, methodology, and/or argumentation

Logical coherence of its organization

Relevance and appropriateness of contribution (within a wide scope)
Flow and clarity of the language

Completeness

Creative pieces, such as full-length or mini scenarios, should be judged more loosely
in terms of rigor but must be considered positive contributions:

Significance and contribution
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Originality

Completeness in content and thought
Designer’s Notes

All necessary instructions

Other scenario-based considerations

Scenarios should be clear and complete with an appropriate introduction that spells
out the appropriate age and context for performance as well as how many players of
what genders. A cast list should be included. Persons reading the scenario should be
able to print it off and run the interactive drama scenario as is with a full and complete
understanding of everything that is required, including special rules or special events.

Please place the article in one of these two categories:

1. Accept for Publication
2. Reject

For submissions you mark as Reject, you may choose to write some brief comments
to the author in regard to what the weaknesses of the piece are and how they might
improve it, but you are not required in any way to do so. Most reviewers do not leave
comments, but they are welcome if you choose to write them. Do keep in mind that
our vetting system does not require detailed review and we do not have a revision
policy for submissions so at no time are you obligated to provide detailed comments.
Our editorial decisions for publication are based solely upon your recommendation of
Accept for Publication or Rejection.

Each submission is vetted by two reviewers in a blind peer process so that reviewers
are never aware of the identity of the author of any piece they are asked to judge. If
both reviewers give a judgment of accept for publication, the piece is accepted. If one
accepts while the other rejects, the piece is rejected. If both reviewers reject, then the
piece is rejected. Reviewers need only provide their own judgment of the piece, they
are not provided with notification of the final result for any particular piece. Your
active and confidential participation in this process is appreciated.

Members of the Editorial Board of this journal are respected scholars who work within
the specialties of the publication. As such, they are welcome to submit their own work
for consideration. In the case of an editor or member of the editorial board submitting
a piece for consideration, the blind review process is safeguarded. In the event a
submissions editor has a piece up for review, the editor hands off duties for
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assigning reviewers to another member of the board who ensures the blind review
process and confidentiality is maintained.

Once you have finished with a piece, please send your review decision and any
comments immediately to the submissions editor in the shortform format provided
when assigned the piece to director@interactivedramas.info as the editor will compile
results and notify contributors. The editor will also prepare new open submissions for
vetting and review and send them to reviewers as they come in.

The duties of Submissions Editor of the journal are shifted periodically with a different
member of the Editorial Board taking on the responsibilities so address
correspondence to the position rather than a particular member.

Thank you once again. We look forward to receiving your comments soon.
Submissions Editor,
Journal of Interactive Literature and Drama
Submissions E-mail: director@interactivedramas.info

Journal Webpage: http://www.interactivedramas.info/journal.htm

Questions regarding the journal can be addressed to director@interactivedramas.info.
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