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Events Calendar 

Minicon I  

SAGA Å 29-30 Apr 

A weekend of gaming with SAGA! Non-members welcome, gold coin donation per day, members get free 
entry!  
 
This also falls on International Tabletop Day, so join us, and people all over the world, to celebrate! 

Buckets of Dice 

SAGA Å 02ð05 June 

{!D!Ωǎ ōƛƎƎŜǎǘ ŜǾŜƴǘ ƻŦ ǘƘŜ ȅŜŀǊΣ .ǳŎƪŜǘǎ ƻŦ 5ƛŎŜ ƛǎ ǊƻƭŜǇƭŀȅƛƴƎΣ ōƻŀǊŘ gaming, 
LAwtƛƴƎΣ ŀ ǉǳƛȊ ƴƛƎƘǘΣ ōǊŜŀƪŦŀǎǘ ŀƴŘ ƎŜƴŜǊŀƭ ƴŜǊŘȅƴŜǎǎ ƻǾŜǊ vǳŜŜƴΩǎ .ƛǊǘƘŘŀȅ ǿŜŜƪŜƴŘΦ ¸ƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƻ 
Ƴƛǎǎ ǘƘƛǎΣ ƛǘΩǎ Ǝƻƴƴŀ ōŜ ŀƳŀȊƛƴƎΗ  

Minicon II  

SAGA Å 01ð02 July 

Another weekend of gaming with SAGA! Non-members welcome, gold coin donation per day, members get 
free entry! 

Chimera LARP convention 

Auckland Å 11ð13 Aug 

/ƘƛƳŜǊŀ ƛǎ b½Ωǎ ƻƭŘŜǎǘ ŀƴŘ ōƛƎƎŜǎǘ [!wt ŎƻƴǾŜƴǘƛƻƴΣ ŀƴŘ ǿŜƭƭ ǿƻǊǘƘ ƎƻƛƴƎ ǘƻΗ ²ƛǘƘ ƻƴǎƛǘŜ ŀŎŎƻƳƳƻŘŀǘƛƻƴΣ 
it is convenient for out of towners. http://ch imera.larpnz.nz/ 

  

http://chimera.larpnz.nz/
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Phoenix Larp convention 

SAGA Å 25-27 Aug 

{!D!Ωǎ ŀƴƴǳŀƭ [!wt ŎƻƴǾŜƴǘƛƻƴ ƛǎ ōŀŎƪ ŦƻǊ ƛǘǎ ŦƻǳǊǘƘ ȅŜŀǊΗ ²Ŝ ƘŀǾŜ ƻǳǘƎǊƻǿƴ ƻǳǊ 
usual location and have moved to Glenroy Lodge just out of Horarata. This year we 
can provide both accommodation and catering for the weekend and are once again 
expecting to be joined form LARPers all over the country. Pre-registrations are now 
open. More information on our website. http://saga.org.nz/phoenix/phoenix-2017/  

Minicon III 

SAGA Å 07-08 Oct 

Another weekend of gaming with SAGA! Non-members welcome, gold coin donation per day, members get 
free entry! 

Medusa: LARP 

convention 

Hamilton Å 10-12 Nov  

aŜŘǳǎŀ ƛǎ ōŀŎƪ ŦƻǊ ƛǘǎ ǎŜŎƻƴŘ ȅŜŀǊΗ LǘΩǎ ŀ Ŧŀǎǘ ƎǊƻǿƛƴƎ [ARP convention in Hamilton and has limited on site 
accommodation with priority for out of towners. http://medusa.larpnz.nz 

Minicon IV 

SAGA Å 09-10 Dec 

Another weekend of gaming with SAGA! Non-members welcome, gold coin donation per day, members get 
free entry! 

Kapcon 2018 

Wellington Å Jan 2018 

Kapcon is a huge gaming convention held annually in Wellington on 
Wellington Anniversary weekend. It is very similar in structure to Buckets 
of Dice, you will find a massive variety of people from all over New 
Zealand attending for table top, LARPs, flagships of all styles.  

 

Find our events calendar at http://saga.org.nz/calendar for more details  

http://saga.org.nz/phoenix/phoenix-2017/
http://medusa.larpnz.nz/
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Boardgames 
 
 

Saga has an ever-growing library of board 
games. You can play them on SAGA night or 
borrow them to play yourself. If you want 
something specific, check out our Trello page 
ŀƴŘ Ǉǳǘ ǘƘŜ ƎŀƳŜǎ ȅƻǳ ǿŀƴǘ ŜƛǘƘŜǊ ƛƴ ǘƘŜ άǇǳǘ 
ƛƴ ǘƘŜ ōŀƎΗέ ŎƻƭǳƳƴΣ ƻǊ ƛƴ ǘƘŜ άƭŜǘ ƳŜ ōƻǊǊƻǿΗέ 
column.  https://trello.com/b/zs9KCAlE/the-
saga-bag. 
 
OǊ ƛŦ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƻ ǎƛƎƴ ǳǇ ǘƻ ¢ǊŜƭƭƻΣ ȅƻǳ Ŏŀƴ ŀƭǿŀȅǎ ŀǎƪ ƻǳǊ ǉǳŀǊǘŜǊƳŀǎǘŜǊ /ƛŀǊłƴΣ ƳŜǎǎŀƎŜ ǘƘŜ {!D! 
LƴŎΦ CŀŎŜōƻƻƪ ǇŀƎŜΣ ƻǊ Ǉƻǎǘ ƻƴ ǘƘŜ ά[ƻƻƪƛƴƎ ŦƻǊ DǊƻǳǇέ ǇŀƎŜΦ 
 

Ciar§nõs top 5 SAGA games to try out this year: 
 

5) Jamaica: 

LΩǾŜ ƴƻǘ ǎŜŜƴ ǘƘƛǎ ƎŀƳŜ ƘƛǘǘƛƴƎ ǘƘŜ ǘŀōƭŜ ŀƭƭ ǘƘŀǘ ƳǳŎƘ ƭŀǘŜƭȅΣ ǿƘƛŎƘ ƛǎ ŀ ǎƘŀƳŜΦ LǘΩǎ ŀ Ŧǳƴ ŀƴŘ DhwD9h¦{ 
little pirate racing game with some fun flavour. The rule book is laid out a little strangely so hit me up if you 
want to Ǉƭŀȅ ŀƴŘ LΩƭƭ ƘŜƭǇ ȅƻǳ ƻǳǘΦ 

4) Libertalia: 

Sticking with the pirate theme for a moment, this one offers some great decisions about which crew to use 
when, and has that excellent quality where you can pick apart your various choices in discussions after the 
game to figure out how you could have nabbed even more loot. 

3) Lanterns: 
A tile laying game that can fill a reasonable short period of 
time. I would recommend it with its full complement of 4 
people. I love that where you sit and the rotation of the 
tiles played affects which cards you get, very neat. 

2) Roll for the Galaxy: 
This sequel to the very popular Race for the Galaxy is 
ǇǊŜŦŜǊǊŜŘ ōȅ ŜǾŜǊȅƻƴŜ LΩǾŜ ǘŀƭƪŜŘ ǘƻ ŀōƻǳǘ ƛǘΦ !ǎ ǘƘŜ ŘƛŎŜ 
game of the space themed card game implementation of 
Puerto Rico, it has a long and illustrious family history. 

1) Scythe: 
²Ŝ Ƨǳǎǘ Ǝƻǘ ƛǘΦ LǘΩǎ Ǝƻǘ ƳŜŎƘǎ ŀƴŘ ŦŀǊƳƛƴƎΦ LǘΩǎ ōƛƎ ŀƴŘ 
beautiful. Play it. MEEEECHS!! 

  

https://trello.com/b/zs9KCAlE/the-saga-bag
https://trello.com/b/zs9KCAlE/the-saga-bag
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The full list 
7 Wonders 

+ 7 Wonders: Catan, Cities, Leaders, 
Wonder Pack 

Agricola 
Alibi 
Apples to Apples Go 
Arkham Horror 
Battlestar Galactica 
Brass 
Camel Up 
Carcassonne 
Ca$h n Gun$ 

+Ca$h and Gun$: Yakuzas 
Castles of Mad King Ludwig 

+ Secrets of Mad King Ludwig 
Catan 

+Cities & Knights, Event Cards, Seafarers, 
5-6 extension, The Great River 

Chinatown 
Chrononauts 
City of Horror 
Colosseum 
Colt Express 
Cosmic Encounter 
DC Comics Deckbuilding Game 
Diplomacy 
Dominion 

+Alchemy, Dark Ages, Prosperity, Seaside 
Doom: The Boardgame 
Dungeon of Fortune 
Egizia 
Elysium 
Family Business 
Finca 
Fluxx 
Gang of Four 
Ghost Stories 

+White Moon 
Hanabi 
Incan Gold 
Jamaica 
Junta 
Junta: Viva el Presidente 
Kill Doctor Lucky 
King of Tokyo 

+Halloween, Power Up 

Kingsburg 
+To Forge a Realm 

Lanterns 
Libertalia 
Lord of the Rings 

+Sauron 
Lords of Waterdeep 

+Scoundrels of Skullport 
Love Letter 
Mahjong 
Munchkin 

+Axe Cop, Cthulhu 
Once Upon a Time 

+Dark Tales 
Pandemic 

+On the Brink 
Power Grid 
Princes of Florence 
Race for the Galaxy 

+The Gathering Storm, Rebel vs. 
Imperium, The Brink of War 

Red Dragon Inn 
+Red Dragon Inn 2 

Rococo 
Roll for the Galaxy 
Saga 
Save Doctor Lucky 
Scythe 
Sentinels of the Multiverse 

+Promos, Rook City & Infernal Relics, 
Vengeance, Villains, Wrath of the Cosmos 

Smash Up 
Splendor 
Star Craft: The Boardgame 
Steam 
Talisman 
The Middle Kingdom 
Ticket to Ride 

+Ticket to Ride Map Collection: Volume 2 
ς India & Switzerland, Alvin & Dexter, The 
Dice Expansion 

Tobago 
Trax 
Treehouse 
Tsuro 
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The 200-word RPG challenge  
Chloe Sutherland 

 
The new Dungeons and Dragons caps out at 320 pages. Dungeon World barely passes into triple digits. If 
LΩƳ ōŜƛƴƎ Ƙonest, a game has to really suck me in to get me to read past fifty. But the online competition I 
did recently really requires you to tighten your belt. 
 
Submissions recently closed for the third year of the 200 Word RPG Challenge. The challenge, organised by 
David Schirduan and Marshall Miller, intends to encourage creativity by removing the daunting page count 
that comes with more traditional roleplaying manuals. In the interest of really stripping the exercise down 
to the bare bones, the entries were to be submitted in plain text. Without the benefit of visual 
presentation, your few words have to stand on their own merit. 
 
Prizes included free graphic design, artwork and layout of your piece; inclusion in two podcasts and a 
monthly fanzine; and various RPG resources and games. But with over 700 entries this year, one hopes that 
most are in it for the fun of the challenge. 
 
I wrote The Protector, a game where you play as students sharing stories to try and figure out the truth 
behind your mysterious and powŜǊŦǳƭ ŎƭŀǎǎƳŀǘŜΦ ¦ƴŀōŀǎƘŜŘƭȅ ŘǊŀǿƛƴƎ ŦǊƻƳ Wƻǎǎ ²ƘŜŘƻƴΩǎ .ǳŦŦȅ ǘƘŜ 
Vampire Slayer in an attempt to tell the untold stories in a universe I love. 
 
For anyone interested in creating roleplaying games, or even those who have just one game rattling 
around in their head, I highly recommend the exercise even just as a way to solidify an idea for future 
development. The strict 200-word limit demands that a creator cut everything that does not serve a 
purpose. Additionally, for someone new to game creation, it helps to be able to work with a piece that is 
short enough to allow each element to be scrutinised individually - ensuring that the mechanics support 
the narrative support the tone and so on.  
 
My process, after the initial draft, was a painstaking addition and subtraction, addition and subtraction as 
each word added to clarify meant another word must be removed. It was less about creating a skeleton of 
ŀ ƎŀƳŜΧ ŀƴŘ ƳƻǊŜ ŀōƻǳǘ ŎƘƻƻǎƛƴƎ ƻƴŜ ƻǊ ǘǿƻ ōƻƴŜǎ ǘƘŀǘ ōŜǎǘ ƘƛƴǘŜŘ ŀǘ ǘƘŜ ǿƘƻƭŜ ǎƪŜƭŜǘƻƴΦ ¢Ƙƛǎ ǇǊƻŎŜǎǎ 
was made all the more difficult by the terrific comments and suggestions from my brave play testers and 
ōŜǘŀ ǊŜŀŘŜǊ όǿƘƻ ǿƛƭƭ ǊŜƳŀƛƴ ƴŀƳŜƭŜǎǎ ƻƴƭȅ ōŜŎŀǳǎŜ L ŘƛŘƴΩǘ ǘƘƛƴƪ ǘƻ ŀǎƪ ǘƘŜƛǊ ǇŜǊƳƛǎǎƛƻƴ ŀǘ ǘƘŜ ǘƛƳŜύΦ 
{ƻƳŜ ƻŦ ǘƘŜǎŜ ŎƘŀƴƎŜǎ ǿŜǊŜ ƳŀŘŜ ƛƳƳŜŘƛŀǘŜƭȅΧ ƻǘƘŜǊǎ ƘŀŘ to be left out as the word count simply 
ŎƻǳƭŘƴΩǘ ǘŀƪŜ ƛǘΦ  
 
Even after the changes from the playtest, one thing continued to undergo rewrite after rewrite. The 
introduction - less than 30 words, in the end, and my only chance to get the reader on board with the 
ƛƴǘŜƴŘŜŘ ǘƻƴŜ ŀƴŘ Ƴȅ Ǿƛǎƛƻƴ ŦƻǊ ǘƘŜ ǇƛŜŎŜΦ 5ƛŘ L ŀŎŎƻƳǇƭƛǎƘ ǘƘƛǎΚ !ǘ ǘƘƛǎ ǇƻƛƴǘΣ L ǿƻǳƭŘƴΩǘ ƘŀǾŜ ŀ ŎƭǳŜΦ 
Maybe after this is all over, I will come back to it with fresh eyes - ƳŀȅōŜ LΩƭƭ ŜȄǇŀƴŘ ƛǘ ǘƻ ŀ ǿƘƻƭŜ ǇŀƎŜΦ 
 
Be sure to check out all the submissions as well as previous year winners at https://200wordrpg.github.io/  
  

https://200wordrpg.github.io/
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Phoenix LARP 

convention 
 
tƘƻŜƴƛȄ ƛǎ {!D!Ωǎ ŀƴƴǳŀƭ [!wt ŎƻƴǾŜƴǘƛƻƴΦ Previously held at 
ǘƘŜ ¦ƴƛǾŜǊǎƛǘȅ ƻŦ /ŀƴǘŜǊōǳǊȅΩǎ 9ŘǳŎŀǘƛƻƴ /ŀƳǇǳǎ, a venue 
which has since been outgrown. This year Phoenix will be held 
at Glenroy Lodge in Hororata over the weekend of the 25th ς 
27th of August. 
 
Ticket prices for Phoenix are: 
Phoenix + Accommodation:  $60 
Food for the three days: $30 
We are offering a $5 discount for SAGA or NZLARPS members. 
 
To pre-register for Phoenix and be notified when sign-ups open go to: http://bit.ly/2ou6T1I  
 
To submit a game to Phoenix, go to: http://bi t.ly/2qcN2Ai  
 

The Beginner ôs Guide 
to Buying and selling 

Haunted Items 
Got a chandelier that flickers erratically every time someone enter the parlour? In the market for a 
ǇƻǎǎŜǎǎŜŘ hǳƛƧŀ ōƻŀǊŘ ƪŜŜǇ ȅƻǳ ŎƻƳǇŀƴȅΚ {ƛŎƪ ƻŦ ȅƻǳǊ ŘŀǳƎƘǘŜǊΩǎ ǇƻǊŎŜƭŀƛƴ Řƻƭƭ Ŏƻƴtinually waking you up 
with the sounds of fire and maniacal laughter? 
 
Then, head on down to a supernaturally special event at the Salem Auction House! 
 
¢ƘŜ .ŜƎƛƴƴŜǊΩǎ DǳƛŘŜ ǘƻ .ǳȅƛƴƎ ŀƴŘ {ŜƭƭƛƴƎ IŀǳƴǘŜŘ LǘŜƳǎ ƛǎ ǘƘƛǎ ȅŜŀǊΩs Phoenix flagship, written and run 
by Chloe Sutherland it is a LARP for 35-40 players. You may be a cynic out to debunk the paranormal, a 
wealthy investor, or a ghost hitching a ride on the closest chump. 
 
The LARP takes place over an auction viewing time and ends with the auction of all the items (or 
potentially complete chaos as various spooks and spectres are unleashed on the partygoers...). 
   

http://bit.ly/2ou6T1I
http://bit.ly/2qcN2Ai
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Heroes of Tragedy 
By Ciarán Searle 

A D&D campaign concept for 5 people  

Everyone knows of the Heroes of Tragedy, that brave adventuring party comprised of noble survivors. Each 
of its members came from a broken party, but through their shared experiences of death and loss they 
came together to become the greatest heroes of this land. This is their story. 

Phase 1 
In each of the first four sessions, we will become a different party that falls apart through tragedy but 
reveals one of our heroic survivors. Characters made for this phase must be Level 1 and will be pit against 
far more dangerous foes than the typical level 1 party. 

Session 1: 
One who wishes to DM shall prepare a dangerous adventure which only one shall survive. The other four 
shall create PCs. Through this single session adventure, only one shall survive, so start in medias res. At the 
end, our surviving character will be the first member of the soon to be formed Heroes of Tragedy.  

DM: A. Party: B, C, D, E. Fated: None. 

!ƭƛŎŜ 5aǎ {Ŝǎǎƛƻƴ мΦ .ŀǊǊȅΣ /ƭȅŘŜΣ 5ŜōōƛŜ ŀƴŘ 9ƭƭŀ ŀƭƭ ƳŀƪŜ ƭŜǾŜƭ м ŎƘŀǊŀŎǘŜǊǎΦ .ŀǊǊȅΩǎ ǊƻƎǳŜ ǎǳǊǾƛǾŜǎ ǿƘƛƭŜ 
ǘƘŜ ƻǘƘŜǊ ǇƭŀȅŜǊǎΩ ŎƘŀǊŀŎǘŜǊǎ ŘƛŜ ƻǊ ŀǊŜ ƻǘƘŜǊǿƛǎŜ ƛƴŎŀǇŀōƭŜ of adventuring again. 

Session 2:  
Our surviving player from session 1 is the DM for this game. Players create new characters, but may not be 
the same class as last week's survivor (each time a new Hero of Tragedy is revealed, their class is barred for 
new, non-fated characters) The DM from the last game, who may also be the DM of phase 2, should draw a 
fate card. Again, only one party member will end up as the next member of the Heroes of Tragedy. 

DM: B. Party: C, D, E. Fated: A 

Barry DMs Session 2. Everyone creates a new character. Only Alice has the option of being a rogue. Alice 
ŘǊŀǿǎ ŀ ŦŀǘŜ ŎŀǊŘΦ tŀǊǘǿŀȅ ǘƘǊƻǳƎƘ ǘƘŜ ƎŀƳŜΣ !ƭƛŎŜΩǎ ǿƛȊŀǊŘ ǊŜǾŜŀƭǎ ƘŜǊ Ψ¢ƘŜ [ƻǎǘΩ ŦŀǘŜ ŎŀǊŘ ŀƴŘ ƴŀǊǊŀǘŜǎ 
ŘƛǾƛƴƎ ǘƘǊƻǳƎƘ ŀ ŎƭƻǎƛƴƎ ǇƻǊǘŀƭ ƛƴǘƻ ŀƴ ǳƴƪƴƻǿƴ ǇƭŀƴŜΦ /ƭȅŘŜΩǎ ōŀǊōŀǊƛŀƴ survives.  

Session 3: 
DMs of sessions 1 and 2 draw fate cards. DM of this session is survivor of last. One of the other two players 
will join the Heroes of Tragedy. 

DM: C. Party: D, E. Fated: A, B. 

Clyde DMs Session 3 and decides that, in this session, betrayal, martyrdom and capture are the most 
ƭƛƪŜƭȅκŀǇǇǊƻǇǊƛŀǘŜ ŦŀǘŜǎΦ IŜ ǎƘǳŦŦƭŜǎ ǘƘŜǎŜ ŦŀǘŜ ŎŀǊŘǎ ŦƻǊ !ƭƛŎŜ ŀƴŘ .ŀǊǊȅ ǘƻ ŘǊŀǿ ŦǊƻƳΦ 5ŜōōƛŜ ŀƴŘ 9ƭƭŀΩǎ 
ƴŜǿ ŎƘŀǊŀŎǘŜǊǎ Ŏŀƴƴƻǘ ōŜ ǊƻƎǳŜǎ ƻǊ ōŀǊōŀǊƛŀƴǎΣ ǎƻ ǘƘŜȅ ƳŀƪŜ ŀ ŎƭŜǊƛŎ ŀƴŘ ŀ ǎƻǊŎŜǊŜǊΦ 5ŜōōƛŜΩǎ ŎƭŜǊƛŎ 
survives. 
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Session 4:  
Survivor of session DMs. If. The initial DM is definitely running phase 2, all but the last remaining player will 
draw fate cards. If the last remaining player is open to DMing phase 2 or if there will be no phase 2, the 
first DM will not draw a card. 

DM: D. Party: E. Fated: A, B, C. 
OR 
DM: D. Party: A, E. Fated: B, C. 

Debbie DMs this session. Barry, Clyde and Debbie all now have a character who will be a Hero of Tragedy in 
Phase 2. Alice talks to Ella to see if she would be comfortable DMing Phase 2. Ella is happy either way and 
so Alice does not draw a fate card this session. Either of their characters could be the last standing. Barry 
and Clyde draw fate cards. Alice and Ella must not create rogues, barbarians or clerics. Barry and Clyde 
ǊŜǾŜŀƭ ǘƘŜƛǊ ŦŀǘŜǎ ǘƘǊƻǳƎƘ ǘƘŜ ǎŜǎǎƛƻƴ ŀƴŘ ƛƴ ǘƘŜ ŜƴŘΣ 9ƭƭŀΩǎ ŎƘŀǊŀŎǘŜǊ ƛǎ ǎƭŀƛƴΦ !ƭƛŎŜΩǎ ǿŀǊƭƻŎƪ ǎǳǊǾƛǾŜǎΦ ¢Ƙƛǎ 
ƳŜŀƴǎ ǘƘŀǘ 9ƭƭŀ ǿƛƭƭ 5a ǇƘŀǎŜ н ŦƻǊ ƻǳǊ ŦƛƴŀƭƛǎŜŘ IŜǊƻŜǎ ƻŦ ¢ǊŀƎŜŘȅΥ !ƭƛŎŜΩǎ ǿŀǊƭƻŎƪ ŦǊƻƳ ǎŜǎǎƛƻƴ пΣ .ŀǊǊȅΩǎ 
ǊƻƎǳŜ ŦǊƻƳ ǎŜǎǎƛƻƴ мΣ /ƭȅŘŜΩǎ ōŀǊōŀǊƛŀƴ ŦǊƻƳ ǎŜǎǎƛƻƴ н ŀƴŘ 5ŜōōƛŜΩǎ ŎƭŜǊƛŎ ŦǊƻƳ ǎŜǎǎƛƻƴ оΦ 

Fate cards:  
These cards are drawn by players whose Heroes of Tragedy party member has already been revealed when 
they create new characters for subsequent games and by the first DM who will likely DM Phase 2. The card 
includes a reason they will not continue to adventure which will be worked towards by the player and DM. 
Some cards could be interpreted in a number of ways, which is deliberate. If the DM would like, they may 
select from the remaining cards which they would like to be available in their specific adventure. They may 
not, however, choose which character gets what.  

Cards are: 
The Martyr 

The Captured 

The Lost 

The Betrayer 

The Damaged 

The Disillusioned 

The Reckless 

The Retired 

Phase 2 
We now have a DM for the rest of our campaign, either A or E. Many plot hooks will have been created 
through play as each of the Heroes of Tragedy will have some unfinished business. This business may stem 
from the fated characters. Players will now take their surviving hero and level them up to level 3, as the 
events of their tragedy should have settled them onto their path. They should also make a bond that ties 
them to a character from their former party, one who could be dead, missing or turned traitor. 

To rescue The Captured 

To kill The Betrayer 

To avenge The Martyr 

To find The Lost 

To heal The Damaged 

To inspire The Disillusioned 

To continue the work of The Retired 

To avoid the follies of The Reckless 

¢Ƙƛǎ ǿŀǎ ƻǊƛƎƛƴŀƭƭȅ ǇǳōƭƛǎƘŜŘ ƻƴ /ƛŀǊłƴΩǎ ƴŜǿ ōƭƻƎ. Find more gaming content at www.gamesandrants.dreamwidth.org  

http://www.gamesandrants.dreamwidth.org/
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Buckets of Dice 2017 
 
.ǳŎƪŜǘǎ ƻŦ 5ƛŎŜ ƛǎ {!D!Ωǎ ǘƘǊŜŜ-day table top roleplaying and board gaming event. This is our biggest event 
of the year where you can experience everything SAGA has to offer, meet awesome people and have the 
chance to win awesome prizes. Sign up at: http://bit.ly/2oqQypA, GM submissions: http://bit.ly/2qcrR1w.   
Admission is $20 for the weekend, or $10 for a single day. We are offering a $5 discount for GMs or SAGA 
members. 
 
This year we have a great selection of games already on offer: 
Vault of the Dracolich 
 
Calling all heroes ς your aid is requested in recovering the Diamond Staff from evil forces. Time is short for 
ǘƘŜȅ ŀǊŜ ŎƭƻǎŜ ǘƻ ǳƴƭŜŀǎƘƛƴƎ ǘƘŜ ŀǊǘƛŦŀŎǘΩǎ Ŧǳƭƭ ŘŜǎǘǊǳŎǘƛǾŜ ǇƻǿŜǊΦ 
Vault of the Dracolich is a multi-party, multi-GM table top roleplaying game being run by Robert Vincent, 
Sally Hayes, Declan Lennon and John Massie during round one (Saturday morning). 
 
The Storm 
 
Travellers from countless worlds who walk the paths between universes often take shelter at the Inn of 
²ƻǊƭŘΩǎ 9ƴŘ ǿƘƛƭŜ ǊŜŀƭƛǘȅ ǎǘƻǊƳǎ ǊŀƎŜ ƻǳǘǎƛŘŜΦ 
The Storm is thiǎ ȅŜŀǊΩǎ ŦƭŀƎǎƘƛǇ [!wtΣ ǿǊƛǘǘŜƴ ŀƴŘ Ǌǳƴ ōȅ vǳŜƴǘƛƴ .ƻǳǊƴŜ. It will run during round three 
(Saturday night) 
 
The Lark Rises 
 
You are a member of a clandestine resistance cell in a dystopian future, planning and undertaking missions 
in order to destabilise the ruling government. 
The Lark Rises is a tactical Parlour LARP for somewhere between 20 and 25 people, based loosely on the 
mechanics and scenario of the party game The Resistance. Written and run by Jan-Yves Ruzicka, Sally 
Hayes and Mark Berry. It will run during session six (Sunday night) 
 
Mansfield with Monsters 
 
Wellington 1918. It has been many months since the dread Haitian Flu arrived in New Zealand. Tens of 
thousands have died, if not from the flu itself then from the deprivations of those who succumbed to the 
disease only to rise from the grave with an insatiable hunger for human flesh. 
Mansfield with Monsters was written by Donna Giltrap and will be run by Lee Patrick during session six 
(Sunday night) 
 
The Colour of Credits 
 
Set in the Android Universe (Netrunner/Android/Infiltration) in the city of New Angeles this game will have 
you being part of small team attempting to complete objectives. You will either be working for one of the 4 
major corporations, or one of 3 hacker factions. Within the team, you will take on roles that will make 
deals, lobby politicians, navigate cyberspace and/or enter the criminal underworld. You will also need to 
work with or against other teams to come out ahead. 
The Colour of Credits is our grand strat, a massively multiplayer boardgame, written and run by Matt Smith 
on the Monday of Buckets of Dice.  

http://bit.ly/2oqQypA
http://bit.ly/2qcrR1w
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My Theme Days Diary! 
By Ciarán Searle 
!ǎ ǘƘŜ ƻǊƎŀƴƛǎŜǊ ŦƻǊ {!D!Ωǎ ǿŜŜƪƭȅ ¢ƘŜƳŜ 5ŀȅǎΣ L ǘƘƻǳƎƘǘ L ǎƘƻǳƭŘ ƎƛǾŜ ȅƻǳ ŀƭƭ ŀ Ǌǳƴ-down of how they 
have been going from my perspective and what is still to come! 

Intro Week 

For Intro week, I managed to run a LARP and an RPG I had been meaning to get around to for a long time. 
The RPG I ran was Lady Blackbird, which was quite an adventure and ended very violently. 
The LARP was The Boy Who Cried Werewolf, which kind of followed the game Werewolf except that we 
were all aware that there were no actual werewolves in the village. It was rather short but quite fun. 

Indie RPG Day- Thursday 9th March 

Indie RPG Day involved a large number of games running, for my part I ran Dread, a horror game with a 
Jenga tower as its main mechanic. I had a couple of fairly new players which was excellent and the tone 
ended up more surreal than horrifying, which still made for a very enjoyable game. 

Co-op Day- Tuesday 14th March 

I played a lot of co-op board games, including Dungeon Fighter, Pandemic, Forbidden Island and more. This 
was a very busy day and it was great to see so many in the board games room. 

Fantasy Day- Thursday 23rd March 

I ran Ryuutama for the first time, a more whimsical fantasy kind of adventure and loved how involved the 
group got. I am very keen to have another session to follow on from this if possible. 

Sci-fi Day- Tuesday 28th March 

I was sick and did not make it. Π  

Female Creators Day- Thursday 6th April 

I ran Deserting Paradise, an RPG by Avery Alder about being a group of mangy immortal punks sticking it to 
The Man. The Man very much had it stuck to him and a group of bloodthirsty Pomeranians provided a 
horrifying highlight. 

Miniatures Day- Tuesday 11th April 

¢Ƙƛǎ ǿŀǎ ŀǎǎŜǎǎƳŜƴǘ ǿŜŜƪ ŦƻǊ ƳŜΣ ǎƻ L ŘƛŘƴΩǘ ƎŜǘ ŀƴȅ aƛƴƛŀǘǳǊƛƴƎ ŘƻƴŜΣ ƘƻǿŜǾŜǊ L ƻōǎŜǊǾŜŘ ǘƘŀǘ Ƴŀƴȅ 
Ƴƛƴƛǎ ǿŜǊŜ ǳǎŜŘ ƛƴ ǘƘŜ hǊŘ ǊƻƭŜǇƭŀȅƛƴƎ ƎŀƳŜǎΣ ŀǎ ǿŜƭƭ ŀǎ ŀ ƎǊƻǳǇ ǇƭŀȅƛƴƎ ǘƘŜ ƎƻǊƎŜƻǳǎ ά{ŎȅǘƘŜέΣ ǿƛǘƘ ƛǘǎ 
many minis. 
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LARP Day- Thursday 20th April 

L ƳŀƴŀƎŜŘ ǘƻ ǊǳǎǘƭŜ ǘƻƎŜǘƘŜǊ мл ǇŜƻǇƭŜ ŦƻǊ ǘƘŜ [!wt Ψ[ƛƳōƻΩΣ ƛƴ ǿƘƛŎƘ ǊŜŎŜƴǘƭȅ ŘŜŎŜŀǎŜŘ ǎƻǳƭǎ ŘŜǘŜǊƳƛƴŜ 
ǿƘƛŎƘ ƻŦ ǘƘŜƳ ǿƛƭƭ ƳƻǾŜ ƻƴ ǘƻ ǿƘƛŎƘ ŀŦǘŜǊƭƛŦŜΦ L ǿŀǎ ŜǎǇŜŎƛŀƭƭȅ ǇƭŜŀǎŜŘ ǘƘŀǘ ƛǘ ǿŀǎ ƘŀƭŦ ƻŦ ǘƘŜ ǇƭŀȅŜǊǎΩ ŦƛǊǎǘ 
LARP! (and they did a great job!) 
 

As I am writing this, I am eagerly awaiting Euro Day tomorrow and of course all the excellent Theme Days 
that are still to come! (Euro day happened on Tuesday 
25th May) 

New GM Day- Thursday 4th May 

This is the one I am MOST EXCITED FOR!!! We have so 
many new and interesting people at SAGA this year and 
this is a specific opportunity for them to have a go at 
being a GM in a supportive environment! 

 

Ameritrash Day- Tuesday 9th May 

While Euro games favour abstraction and wooden bits, Ameritrash are full of dice and plastic and theme. 
Pretty apt for a theme day, huh? 

 

Dress-Up Day- Thursday 18th May 

Ok, so this is a weird one, but on Dress-ǳǇ 5ŀȅ ǿŜΩǊŜ ƎƻƛƴƎ ǘƻ ŘǊŜǎǎ ǳǇ ƛƴ ǎƻƳŜ ǿŀȅ ǊŜƭŀǘƛƴƎ ǘƻ ǘƘŜ ƎŀƳŜ 
ǿŜΩǊŜ ǇƭŀȅƛƴƎΦ aŀȅōŜ ƛǘΩǎ ȅƻǳǊ wtD ŎƘŀǊŀŎǘŜǊΣ ƳŀȅōŜ ȅƻǳΩƭƭ ŘǊŜǎǎ ǳǇ ŀǎ ŀ ƪŀƛƧǳ ŀƴŘ Ǉƭŀȅ YƛƴƎ ƻŦ ¢ƻƪȅƻΗ 
 

Terrible Games Day- Tuesday 23rd May 

.ǊƛƴƎ ŀƭƭ ǘƘŀǘ ƛǎ ōŀŘ ŀƴŘ ǿŜ ǿƛƭƭ Ǉƭŀȅ ƛǘΦ /ŀƴ ǿŜ ƳŀƪŜ aƻƴƻǇƻƭȅ ǇƭŀȅŀōƭŜΚ ²ŜΩƭƭ ŦƛƴŘ ƻǳǘΗ CƻǊ ƳŜΣ ǘƘƛǎ Ƴŀȅ 
even mean giving Smash Up another try. (Note: If yƻǳ ƭƛƪŜ ƛǘΣ ǘƘŀǘΩǎ ǿƻƴŘŜǊŦǳƭΗ L ƧǳǎǘΧ ŘƻƴΩǘΦύ 
 

Potluck Day- Thursday 1st June 

.ǊƛƴƎ ǎƻƳŜ ŦƻƻŘ ŀƴŘ ǿŜ ǿƛƭƭ ŀƭƭ ǎƘŀǊŜ ƛǘΗ bƻǘŜ ǘƘŀǘ ǿŜ ǿƻƴΩǘ ƘŀǾŜ ŀŎŎŜǎǎ ǘƻ ŎƻƻƪƛƴƎ ƻǊ ƘŜŀǘƛƴƎ ŜǉǳƛǇƳŜƴǘΣ 
so bear that in mind. 
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GM tips 
By Keegan Meiklejohn 
 
I have been DMing in one form or another for the past 12 years and during that time I have learned a thing 
or two. This article draws from my personal experience and the type of game I run, so it's fine if you don't 
agree with some or all the points, this is just a few tips I thought might be useful to first time or new DMs. 

 
Do be a fan of your players: 

 
The most basic thing I can advise you to do is view the 
PCs as major protagonists in a TV show. You want to 
find out about their pasts, you want them to get more 
powerful, you want them to advance to get to the end 
of the story. 

 
Don't make it too easy: 

 
Sometimes, victory needs to come at a cost for players 
to feel like they earned it. Sometimes this means losing 
expensive or strong items, sometimes it means the 
death of a beloved NPC or player character. Whatever 
the case when victory comes without effort, no one will 
find it satisfying.  

 
Do let your players win: 

 
Sometimes players will think a way out of a trap or 
situation you hadn't thought about, sometimes your 
instinct is to try and counter what they are doing. 
5ƻƴΩǘΦ  
Let them escape or overcome the obstacle. 

 
Don't make your players wrong: 

 
If your players are missing a key piece of information because you don't want to give it to them yet and 
make some assumption based on this, dƻƴΩǘ ōŜŀǘ ǘƘŜƳ ǳǇ ǿƛǘƘ ǘƘŜ ŦŀŎǘ ǘƘŜȅ ǿŜǊŜ ǿǊƻƴƎ. Have some 
way of showing them this without making a punishment; they don't know as much as you about the 
game and sometimes it's easy to forget. 

 
Do let your players have fun: 

 
If your player has an awesome idea let them try it. If it seems impossible, say they might need some 
more prep to make it work. DƻƴΩǘ Ƨǳǎǘ Ŧƭŀǘ ƻǳǘ ǊŜŦǳǎŜ ōŜŎŀǳǎŜ ȅƻǳ ŘƻƴΩǘ ǘƘƛƴƪ ƛǘ ǎƘƻǳƭŘ ǿƻǊƪΣ ǿƻǊƪ ǿƛǘƘ 
them to make their idea a reality. 
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Don't bring issues from outside the game into it: 

 
If you are having issues with a player talk to them outside the game. DƻƴΩǘ ƘǳǊǘ ƻǊ ƪƛƭƭ ǘƘŜƛǊ ŎƘŀǊŀŎǘŜǊǎ 
for some slight, real or imagined.  

 
Do let your PCs discover the world: 

 
If your players want to run off the beaten path and get away from your story let them. Give them some 
cool shit to find, give some backstory on the world and people in it, it's a way to immerse the players in 
the game. 

 
5ƻƴΩǘ ŦƻǊŎŜ bt/ǎ ƻƴ ȅƻǳǊ ǇƭŀȅŜǊǎ: 

 
LŦ ȅƻǳǊ ǇƭŀȅŜǊ ǿŀƴǘ ǘƻ ǘŀƭƪ ǘƻ bt/ǎ ǘƘŜȅ ǿƛƭƭΣ ŘƻƴΩǘ ŦƻǊŎŜ ȅƻǳǊ Ǉƭŀȅers to babysit NPCs they don't like. DƻƴΩǘ 
ƎƛǾŜ ǘƘŜƳ ǎƻƳŜƻƴŜ ǿƘƻ ǿŀƴǘǎ ǘƻ άƪŜŜǇ ǘƘŜƳ ƻƴ ǘǊŀŎƪέΣ Řƻƴϥǘ ƎƛǾŜ ŀ bt/ ŀ ōƛƎ ǎǇƻǘƭƛƎƘǘ, and don't make 
the story about them. DMPCs and self inserts are two of the things that annoy me the most. 
 
Do improv: 

 
If you canΩǘ ǊŜƳŜƳōŜǊ ǎƻƳŜǘƘƛƴƎ ƛƴ ȅƻǳǊ ƴƻǘŜǎ ƻǊ ǳƴǎǳǊŜ ƻŦ ŀ ruling, make something up on the spot. 
DƻƴΩǘ ǎƭƻǿ Ǉƭŀȅ Řƻǿƴ ǘƻ ŦƛƴŘ ƻǳǘ ƛŦ ȅƻǳ ŀǊŜ ǊƛƎƘǘ ƻǊ ƭƻƻƪ ǎƻƳŜǘƘƛƴƎ ǳǇΣ ƛǘ ǘŀƪŜǎ ǘƘŜ ǇƭŀȅŜǊ ƻǳǘ ƻŦ ǘƘŜ ǎǘƻǊȅ. 
 
Don't be a dick: 

 
Talk to your players about what they want in the game. If you are worried a certain topic might make 
someone uncomfortable, talk to them first. 
 
Do enjoy yourself: 

 
If DM becomes a grind and you aren't enjoying it take a break play something else. If you arenΩt enjoying 
playing it will detract for the experience for everyone.  
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Have your really enjoyed your time LARPing, and now want to try your hand at writing ŀ [!wt ōǳǘ ŘƻƴΩǘ 
know where to start? Have you already written a LARP or two but want to see how other people write 
theirs? Do you have absolutely no idea what a LARP is and are just here for the board games/RPGs? (if so 
then this article is probably going to be interesting, but may not be what you are looking for.) Following 
part one in the last Out of Character, we bring you part two of our ongoing LARP writing series. 

How to write LARPs part 2 
By Ciarán Searle 
 

I start my LARPs with an idea and a kind of interaction I want to create. For example: 

E.S.P.A.  

Psychics forming a social group in order to make friends.  

The interaction of awkward outcasts meeting each other for the first time. 

Brokenville 

Amnesiacs creating fairytales together to pass the time. 

The joy of creating a shared story world with a group of people. 

T.R.Y.S.T. 

A married couple struggles with their failing relationship alongside their younger counterparts. 

Are we different people at different points in our lives? What is it like to talk to a younger/older version of 
yourself. 

After that, I try to list archetypes or characters that I want to include (if the characters are defined before 
the LARP begins.) 

I usually create my cast list before deciding how many people should be in the game. Once I feel like I have 
all the characters I know how many players there are in the game. I prefer writing small to medium sized 
Larps, about 10-20 people. 

Some of the main things I dislike in LARPs are: 

¶ Not knowing where I am and what for.  
¶ "Main plot" interfering with my character. 
¶ A bait and switch plotline. 
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All LARPs need a reason for the characters to be present. Perhaps it is a mysterious invitation, perhaps they 
have all called a meeting together. It can be ok not to have players know why their character is there, but 
YOU have to know as a writer. There has to be a point. 

Some LARPs (and I feel like flagships are especially guilty of this) have a time where everyone needs to 
come together for some reason to achieve something. It will usually be something like preventing the end 
of the world, something blisteringly important. If I'm playing my character right, the big thing is probably 
really important to them. More often than not, however, I feel as though I have to ignore all of the 
interesting side plot things happening with my character in order to give my necessary contribution to the 
main plot. It feels like a chore. I've combatted this in two ways in my writing. 

In E.S.P.A. I chose to actively have no main plot. If anything, the main plotline that ties all the characters 
together is that basically everyone is trying to make friends. My desire was that everyone had side plots 
going on and that anyone who felt like they had nothing to do would be able to help other people with 
theirs. I think it was a reasonably successful approach. 

In T.R.Y.S.T. I went completely the opposite way. There was exactly one main plot, the solving of which was 
the entire reason that everyone was there (pretty much). Everyone had a deep investment in whether or 
not Charlotte and Oliver stayed together, even if they didn't have a strong opinion either way to begin 
with. 

It really sucks when you sign up to a LARP thinking the premise sounds amazing, only to have a plot twist 
reveal that you are basically playing in a completely different game. I know I've been somewhat guilty of 
this myself when the blurb I wrote up for a game didn't quite match the tone the game actually took on. 

 
 
To join the discussion on LARP writing, and LARPs in general, join the #larp channel on SAGA Slack 
https://sagainc.slack.com/messages/larp  
  

https://sagainc.slack.com/messages/larp
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The MMTTRPG 
By Robert Vincent 
 
Massive Multiplayer Table Top Role Playing Game, it is what it sounds like. For me it has meant Dungeons 
and Dragons, Monster of the Week, or Dungeon World for 20+ players - multiple groups in the same world. 
They can be campaigns that sprawl across entire world maps, with different parties in different areas ς 
constantly impacting on the other groups and keeping in touch. In can be Living campaigns where different 
players sign up to games and form a new group each game, heading out on their adventure but returning 
home again so they can repeat next week. MMTTRPGs can also be great one shots; huge dungeons with 
20+ players running around in different rooms ς teaming up against more powerful threats and opening 
portcullises for each other.  
 
The distinction is this: instead of a game of one GM and their 3-6 players, you probably have 4+ GMs and 
20+ players. Massive Multiplayer.  
 
SAGA Inc. has seen more MMTTRPGs than most gaming communities: Mithrasia Living Dungeon World in 
2013 ran for 10 months and approached 70 players, Al Madena Living Dungeon World in 2014 ran for 4 
months and had over 50 players, Living Monster of the Week in 2015 ran for 4 months and had over 30 
players, and Wyrmsfell Living Dungeon World in 2016 ran for 4 months and had over 50 players. These 
campaigns mostly involved a central hub where all the player characters lived, they would group up to 
have their game and hopefully return to the hub alive by the end of the game so they could go out again 
next week. In this way players constantly mixed with each other to form connections and friendships so 
they could game together after the more admin heavy Living Campaign concluded. SAGA has also seen two 
Flagship MMTTRPG games at their Buckets of Dice events: Throne of the Giant King had 4 GMs and 20 
players for the Dungeon World one off game in 2015, and Malice of the Mind Flayer followed in 2016 but 
used Dungeons and Dragons 5th Edition. In these one offs, huge dungeons provided rooms for 4 different 
parties to skulk around ς teaming up against the more dangerous large foes, opening gates for each other, 
or trying to time things perfectly with other groups to avoid catastrophe.  
 
2017 is geared up to see, perhaps, three MMTTRPGs at SAGA Inc. Ord is a D&D 5e campaign of 4 DMs and 
17 players, halfway through its 12 session plan, where four parties are split up across the Queendom. 
There has been a lot of magical communication to share information, magic item deliveries, and a few 
minor team ups. The DMs are planning for [REDACTED] ǎƻ ǘƘŜȅΩǊŜ ŜȄǇŜŎǘƛƴƎ ƳƻǊŜ ƻŦ ǘƘŜ aa ŜƭŜƳŜƴǘ 
going forward. Buckets of Dice is also looking forward to Vault of the Dracolich an official Wizards of the 
/ƻŀǎǘ aa ŀŘǾŜƴǘǳǊŜΦ LǘΩǎ ƎƻƛƴƎ ǘƻ ōŜ Ǌǳƴ ōȅ р 5aǎ ŦƻǊ нл Ǉƭŀyers in a single dungeon and teaming up will 
ōŜ ƴŜŎŜǎǎŀǊȅΦ LΩǾŜ ŀƭǎƻ ƘŜŀǊŘ ǊǳƳƻǳǊ ƻŦ ŀ ƴŜǿ [ƛǾƛƴƎ ŎŀƳǇŀƛƎƴ ŎƻƳƛƴƎ ǘƻ {!D!Σ ǎƻƳŜ ŦƻǊƳ ƻŦ 5ǳƴƎŜƻƴ 
World Sci Fi hack, you heard it here first.  
 
So why is this such a big deal, basically SAGA Inc is the best place in the country for MMTTRPGs, maybe 
ŜǾŜƴ ŦǳǊǘƘŜǊ ǘƘŀƴ ǘƘŀǘΦ ¢ƘŜ CǊŜŜ aŀǊŎƘŜǎ ƛǎ ǘƘŜ Ƴƻǎǘ ŦŀƳƻǳǎ ǾŜǊǎƛƻƴ ƻŦ ǘƘŜǎŜΣ ŀƴŘ ƛǘ ŘƻŜǎƴΩǘ ǊŜŀƭƭȅ 
introduce players to each other. The Living campaign formula has been taken over by a few other 
universities around the world but it started here. So maybe think about doing your own, or being part of a 
team that runs one.  
 
MMTTRPGs have always been more enjoyable and social in my experience. Imagine having 19 other people 
who were actually really interested in what your group did last game. Imagine being really interested in 
ǿƘŀǘ ǘƘƻǎŜ мф ǇŜƻǇƭŜ Ǝƻǘ ǳǇ ǘƻΦ ¸ƻǳΩǊŜ ƴƻ ƭƻƴƎŜǊ Ƨǳǎǘ ƛƴǾŜǎǘŜŘ ƛƴ ȅƻǳǊ ƎŀƳŜΣ ōǳǘ ƛƴ ŀƭƭ ǘƘŜ ƻǘƘŜǊ ƎŀƳŜǎ 
too.  
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How to write a LARP Mini-

Campaign 
By Lee Patrick 
 
(Caveat: I have only written/run one of 
these, and I was making it up as I went along. These are things that worked for me ς ƛŦ ȅƻǳΩǊŜ ǊŜŀŘƛƴƎ ǘƘƛǎ 
ŀƴŘ ǘƘƛƴƪƛƴƎ ȅƻǳ ŎƻǳƭŘ Řƻ ǘƘƛǎ ōŜǘǘŜǊΣ ȅƻǳΩǊŜ ǇǊƻōŀōƭȅ ǊƛƎƘǘΦ !ƭǎƻΣ ǇƭŜŀǎŜ Řƻ ς LΩŘ ƭƻǾŜ ǘƻ ǎŜŜ ŀƴƻǘƘŜǊ ƻƴŜ ƻŦ 
these run!) 
 

Concept/setting 
 
- CƛƴŘ ǎƻƳŜǘƘƛƴƎ ǘƘŀǘ ǿƛƭƭ ƘƻƭŘ ȅƻǳǊ ǇƭŀȅŜǊǎΩ ƛƴǘŜǊŜǎǘΣ ŀƴŘ ȅƻǳǊ ƛƴǘerest, for 4-8 weeks, or 
ƘƻǿŜǾŜǊ ƭƻƴƎ ȅƻǳǊ ŎŀƳǇŀƛƎƴ ǿƛƭƭ ǊǳƴΦ ¸ƻǳΩǊŜ ƎƻƛƴƎ ǘƻ ōŜ ǿǊƛǘƛƴƎ ǘƘƛǎ ǿƻǊƭŘ ŦƻǊ ŀ ǿƘƛƭŜΣ ǎƻ ƳŀƪŜ 
sure you have enough material to keep it going. Figure out what happens in the world of the 
game between sessions ς in Contact, very little or nothing happened between sessions, and the 
four sessions represented one mostly continuous 12-hour period in-game. This made the 
ŦƻǊǘƴƛƎƘǘƭȅ ǎǘǊǳŎǘǳǊŜ ŦŜŜƭ ǎƻƳŜǿƘŀǘ ŘƛǎƧƻƛƴǘŜŘΣ ŀƴŘ ƛŦ ȅƻǳΩǊŜ ƎƻƛƴƎ ǘƘƛǎ ǊƻǳǘŜ LΩŘ ŘŜŦƛƴƛǘŜƭȅ 
recommend having weekly sessions. Fortnightly sessions could still work for something like a 
ŎƻǳƴŎƛƭ ǘƘŀǘ ƳŜŜǘǎ ŜǾŜǊȅ ŦƻǊǘƴƛƎƘǘκƳƻƴǘƘκǿƘŀǘŜǾŜǊ ƛƴ ƎŀƳŜ ǘƛƳŜΣ ƛŦ ȅƻǳΩŘ ƭƛƪŜ ǎƻƳŜ ƳƻǊŜ 
space to write in between sessions. 
 

- Your setting also needs to be flexible enough that you can take the plot in directions you 
ǿŜǊŜƴΩǘ ŜȄǇŜŎǘƛƴƎ ŀƴŘ ƭŜǘ ȅƻǳǊ ǇƭŀȅŜǊǎ ŜȄǇƭƻǊŜ ƛƴ ǿƘŀǘŜǾŜǊ ŘƛǊŜŎǘƛƻƴ ǘƘŜȅ ŜƴŘ ǳǇ ƎƻƛƴƎΤ ŀƴŘ 
defined enough that your players can create characters that fit the setting without too much 
ǇǊƻŘŘƛƴƎΦ LΩŘ ǊŜŎƻƳƳŜƴŘ ǳǎƛƴƎ ŜƛǘƘŜǊ ŀ ƳƻŘŜrn-day setting (Contact players were already 
ŦŀƳƛƭƛŀǊ ǿƛǘƘ ŘƻŎǘƻǊǎκǇŀǘƛŜƴǘǎκƘƻǎǇƛǘŀƭ ƻǊŘŜǊƭƛŜǎκŜǘŎΦύ ƻǊ ŀ ǎŜǘǘƛƴƎ ǘƘŀǘΩǎ ŀƭǊŜŀŘȅ ŦŀƳƛƭƛŀǊ ǘƻ ȅƻǳǊ 
players, like D&D-ǎǘȅƭŜ ŦŀƴǘŀǎȅΦ LŦ ȅƻǳΩǊŜ ǳǎƛƴƎ ŀ ǎŜǘǘƛƴƎ ǘƘŀǘ ƭŜǎǎ ŦŀƳƛƭƛŀǊ ǘƻ ǇƭŀȅŜǊǎΣ ȅƻǳ Ƴŀȅ 
want to write up a background info document and attach that to the sign-up sheet, to make 
sure that your players are creating characters that make sense for the setting. 
 

Possible secrets/crises/directions 
 
- !ǘ ǘƘŜ ǎǘŀǊǘ ƻŦ /ƻƴǘŀŎǘΣ ŀƭƭ L ƪƴŜǿ ŀōƻǳǘ ǘƘŜ ǇƭŀƎǳŜΩǎ ƻǊƛƎƛƴs was that it was intended as a 
ǇƻǇǳƭŀǘƛƻƴ Ŏǳƭƭ ƳŜŎƘŀƴƛǎƳΦ hƴŜ ǇƭŀȅŜǊ ŎǊŜŀǘŜŘ ŀ /5/ ǊŜǎŜŀǊŎƘŜǊ ŎƘŀǊŀŎǘŜǊ ǿƘƻΩŘ ǎǇŜƴǘ Ƙƛǎ ƭƛŦŜ 
searching for the missing Moscow smallpox vial, so the vial was incorporated into the plot as 
part of the engineered plague, and the Russian angle meant that the conspiracy needed to be 
international. In session two, a few characters started questioning the combination of people in 
ǘƘŜ ǉǳŀǊŀƴǘƛƴŜ ȊƻƴŜΣ ŀƴŘ ǿƻƴŘŜǊƛƴƎ ƛŦ ǘƘŜȅΩŘ ōŜŜƴ ŎƻƳōƛƴŜŘ ƻƴ ǇǳǊǇƻǎŜΤ ǎƻ ƛƴ ǎŜǎǎƛƻƴ ǘƘǊŜŜΣ L 
gave them ŀŎŎŜǎǎ ǘƻ ŀ ŘƻŎǳƳŜƴǘ ƻǳǘƭƛƴƛƴƎ ǘƘŜ ǊŜŀǎƻƴǎ ǘƘŜȅΩŘ ŀƭƭ ōŜŜƴ ƛƴŎƭǳŘŜŘΣ ŀƴŘ ƳŀƪƛƴƎ ƛǘ 
explicit that the quarantine zone was part of an experiment in which they were the subjects. 
Pay attention to what your players want to find out, and where they want their characters to 
go, and give them that.   

 
- Have a few crises you can pull out if your players get bored/complacent. In Contact, I had one 

for each session but the first in case the players got through their plot too quickly ς not enough 
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medication, not enough food, and needing more blood than can be safely donated in order to 
synthesise a cure. I ended up only using that last one, which became the basis of a moral 
dilemma in the final session, but having the crises in reserve definitely made me more confident 
ƎƻƛƴƎ ƛƴǘƻ ŜŀŎƘ ǎŜǎǎƛƻƴ ǘƘŀǘ ŜǾŜǊȅƻƴŜ ǿŀǎƴΩǘ ƎƻƛƴƎ ǘƻ ŜƴŘ ǳǇ ǎǘŀƴŘƛƴƎ ŀǊƻǳƴŘ ǿƛǘƘ ƴƻǘƘƛƴƎ ǘƻ 
do. 

 
Sign-up sheet ς factions; character backgrounds; arc questions 
 
- Character options ς for Contact, I got players to choose a faction from a defined list, then fill in 

details about their background (these varied by faction, but essentially boiled down to why the 
character was in the quarantine zone, and what skills they had that could be used to help the 
party). As well as background questions, players filled in three character traits. I used the format 
άL ŀƳ ψψψψ ōŜŎŀǳǎŜ ψψψέΣ ǿƘƛŎƘ ǿƻǊƪŜŘ ǿŜƭƭ ŀƴŘ ƎŀǾŜ ƳŜ ŀ ƎǊƻǳǇ ƻŦ ǘƘǊŜŜ-dimensional 
characters. 

 
- If you want to check out the full character creation survey, you can find it here: 

https://goo.gl/forms/Cwm34jnVXKKgaZli2  
 

²ƻǊƪ ǇƭŀȅŜǊǎΩ ŀǊŎ ǉǳŜǎǘƛƻƴǎ ƛƴǘƻ ŜȄƛǎǘƛƴƎ Ǉƭƻǘ 
 
- I got each player to come up with an arc question, a central mystery or dilemma for their 

character, and then wrote the plot around those questions. I ended up with a good range, from 
ǘƘƛƴƎǎ ƭƛƪŜ άIƻǿ Ŏŀƴ L ƘŜƭǇ ǘƘŜ ǎƛŎƪ ǇŜƻǇƭŜ ŀǊƻǳƴŘ ƳŜΚέ ǘƻ ά²Ƙȅ ƛǎ ²ŀǊŘ мт ƻŦŦ-ƭƛƳƛǘǎΚέΦ CƻǊ ǘƘŜ 
first type of question, all you need to do is make sure that character has ways to help the 
people around them ς in Contact, that was things like engineering cures and vaccines, or 
working to uncover the reasons behind the quarantine. For the second type, the specific plot-
related questions, ideally you want to give that player another step towards a solution each 
ǎŜǎǎƛƻƴΦ CƻǊ ά²Ƙȅ ƛǎ ²ŀǊŘ мт ƻŦŦ-ƭƛƳƛǘǎΚέ L ǘǊƛŜŘ ǘƻ ƳŀƪŜ ǎǳǊŜ ǘhere was a different answer each 
session. In session 1, Ward 17 was off-limits because it contained corpses; in session 2 they 
found out that the corpses were infected with a second plague; in session 3 they got more 
details on the second plague and confirmed that both plagues were deliberately engineered; 
and in session 4 they discovered that being infected with the original plague gave them 
antibodies against the second that allowed them to create a cure, letting them bring down the 
conspiracy behind the whole story. 

 
Puzzles 
 
- Contact was mostly based around logic puzzles. Creating cures and vaccines involved placing 

playing cards in sequence and receiving Mastermind-type clues (blue for a correct card in the 
right place; orange for a correct card in the wrong place). Analysing corpses involved receiving 
snippets of information dependent on solving algebra problems (the algebra was specifically 
requested by a player who enjoyed doing intellectual work to solve problems). A combination 
lock puzzle in the first session involved combining pieces of information held by different 
characters with information on props like a supply cupboard manifest.  

 
- While the puzzles were pretty straightforward, the consequences were unknown. I think this 

worked well ς the playeǊǎ ŀƭǿŀȅǎ ƪƴŜǿ ǿƘŜƴ ǘƘŜȅΩŘ ƎƻǘǘŜƴ ǎƻƳŜǘƘƛƴƎ ǿǊƻƴƎΣ ōǳǘ ǘƘŜȅ ŘƛŘƴΩǘ 
know how severe the consequences would be.  
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Handy links and interesting 

things 
 

Find us online 
 
Our website: http://saga.org.nz 
 
Facebook Page: www.facebook.com/sagainc 
 
Trello: https://trello.com/b/zs9KCAlE/the-saga-bag 
 
Slack: https://sagainc.slack.com 
 

Looking for group  
LŦ ȅƻǳ ǿŀƴǘ ǘƻ ƻǊƎŀƴƛǎŜ ŀ ƎŀƳŜ ƻǊ ǎŜŜ ǿƘƻ ƛǎ ƎƻƛƴƎ ǘƻ ōŜ ǘƘŜǊŜ ƻƴ ŀ ǎǇŜŎƛŦƛŎ ŜǾŜƴƛƴƎ ά{!GA Inc. ς Looking 
ŦƻǊ DǊƻǳǇέ ƻƴ CŀŎŜōƻƻƪ ƛǎ ǿƘŜǊŜ ȅƻǳ ǿŀƴǘ ǘƻ ƎƻΦ LǘΩǎ ƎǊŜŀǘ ŦƻǊ ƻǊƎŀƴƛǎƛƴƎ ōƻǘƘ ƻƴŜ-off games and long 
term campaigns, as well as grabbing people for larger board games that require some organisation. 
Tinyurl.com/z46pzsz 
 

Have your say 
Do you have a controversial opinion, a game you want to review? Are you looking for players and want to 
advertise in the next edition of Out of Character? 
We are looking for articles, game reviews, short stories about amusing in-game moments or heart 
wrenching tales of heroic sacrifice for the next publication of Out of Character. If you want to submit 
anything, please send your submission to promotions@saga.org.nz or send us a message on Facebook.  

http://saga.org.nz/
http://www.facebook.com/sagainc
mailto:promotions@saga.org.nz

