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Events Calendar

Minicon |

SAGA -30Apr9

A weekend of gaming with SAGA! Mpambers welcome, gold coin donatipar 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
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Minicon |l

SAGA &82Ja

Another weekend of gaming with SAGA! Nnembers welcome, gold coin donation per day, memshget
free entry!

Chimera LARP convention
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it is convenient for out of townershttp://ch imera.larpnz.nz/
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Phoenix Larp convention

S A G A25-27 Aug
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usual location and have moved to Glenroy Lodge just out of Horarata. This year ‘

can provide both accommodatiomd catering for the weekend and are once again
expecting to be joined form LARPers all over the countryr&gistrations are now
open. More information on our websitéittp://saga.org.nz/phoenix/phenix2017/

Minicon Il1
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Another weekend of gaming with SAGA! Noembers welcome, gold coin donation per day, members get
free entry!
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accommodation with priority for out of townergttp://medusa.larpnz.nz

Minicon IV

S A G A9-£0 Dec

Another weekend of gaming with SAGA! Noembers welcome, gold aodonation per day, members get
free entry!

Kapcon 2018

Wel lington A Jan 2018

Kapcon is a huge gaming convention held annually in Wellington on
Wellington Anniversary weekend. It is very similar in structure to Bucke ™
of Dice, you will find a massiveriaety of people from all over New 144
Zealand attending for table top, LARPSs, flagships of all styles i

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

Saga haan evergrowing library of board
games. You can plagemon SAGA night or
borrow them to play yourself. If you want

'yR Llzi GKS 3FYSa &2 -
Ay (GKS ol 3Hé¢ O2f dzYy = Bl
column. https://trello.com/b/zs9KCAIE/the B &
sagabag
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5) Jamaica

LQ@S y24G4 aSSy GKAa 3IFYS KAGGAYy3 GKS dGrotS it
little pirate racing game with some fun flavour. The rule book is laid out a little strangely so hit me up if yot
wanttoLJ @ FyR LQff KSfL) @2dz 2dzi o

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 th
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. | would recommend it with its full complement of 4
people. | 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
LINSFSNNBR 08 SOSNEB2YS LQ@S
game of the space themed card game implementation of
Puerto Rico, ihas a long and illustrious family history.

1) Sythe:
2SS 2dzald 3320 AGe LGQa 320 Y¢
beautiful. Play it. MEEEECHS!



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
Cty 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
+WhiteMoon
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
+0On 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

Sawe Doctor Lucky

Scythe

Sentinels of the Multiverse
+PromosRook 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: Mme 2
¢ India & Switzerland, Alvin & Dexter, The
Dice Expansion

Tobago

Trax

Treehouse

Tsuro



The 200-word RPG tallenge

Chbe Sutherland

The new Dungeons and Dragons caps out at 320 pages. Dungeon World barely passes into triple digits. I
L QY oofigstyadjante has to really suck me in to get me to read past fifty. But the online competition |
did recently really requires you to tighten your belt.

Submissions recently closed for the third year of the 200 Word RPG Challenge. The challenge, drganised
David Schirduan and Marshall Miller, intends to encourage creativity by removing the daunting page coun
that comes with more traditional roleplaying manuals. In the interest of really stripping the exercise down
to the bare bones, the entries were tie 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 BResources and games. But with over 700 entries this year, one hopes that
most are in it for the fun of the challenge.

| wrote The Protector, a game where you play as students sharing stories to try and figure out the truth
behind your mysterious and pdNJ dzf Of [ aaYl G4S® 'yl ol aKSRft& RNI &7
Vampire Slayer in an attempt to tell the untold stories in a universe | love.

For anyone interested in creating roleplaying games, or even those who have just one game rattling
around in treir head, | highly recommend the exercise even just as a way to solidify an idea for future
development. The stri@00-word limit demands that a creator cut everything that does not serve a
purpose. Additionally, for someone new to game creation, it heddse able to work with a piece that is
short enough to allow each element to be scrutinised individuadlysuring that the mechanics support
the narrative support the tone and so on.

My process, after the initial draft, was a painstaking addition sutotraction, addition and subtraction as

each word added to clarify meant another word must be removed. It was less about creating a skeleton of
' 3FYSX FYR Y2NB | 062dzi OK22aAy3a 2yS 2N Gg2 02YS
was madeall the more difficult by the terrific comments and suggestions from my brave play testers and
0SUl NBIFIRSNJIO0gK2 gAfft NBYFAY yIYSiSaa 2yte oSOl
{2YS 2F (KS&aS OKIy3aSa ¢ SN® bendftBuasthay wogiRdumt sirBpfye X 2 {
O2dz Ry Qi Gl 1S AlGo

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 boértheit
AYGSYRSR G2yS IyR Y& Q@AaAz2zy F2N GKS LASOSe® 5AR
Maybe after this is all over, | will come back to it with fresheyés € 6 S L Qf t SELI yR A

Be sure to check out all the subrsiiens as well as previous year winnersps://200wordrpg.github.io/



https://200wordrpg.github.io/

Phoenix LARP
convention

t K2SYAE A& {! D! Qa Preligusty Hd af !
GKS | YAGSNEAGE 2F [ | yaivéhdeb dzl
whichhas since been outgrownhig year Phoenix will be helc
at Glenroy Lodge in Hororata over the weekend of thé 5
27" of August.

Ticket prices for Phoenix are:

Phoenix + Accommodation$60
Food for the three days: $30
We are offering &5 discount for SAGA or NZLARPS members.

To preregister for Phoenix ande notified when sigrups open go tohttp://bit.ly/20u6T1lI

To submit a game tBhoenixgo to: http://bi t.ly/2qcN2Ai

The Beginner & Guide
to Buying and selling

Haunted ltems

Got a chandelier that flickeesratically every time someone enter the parlour? In the market for a
Ll23aSaaSR hdza2l 62FNR (1SSL) @2dz O2 Y Lihudlly Wakifghddup 2 T
with the sounds of fire and maniadaughter?

Then, head on down to a supernaturally special event at the Salem Auction House!
¢KS . S3IAYYySNDRa DdzARS G2 . dz& A ysPhoenik Ragshif itténfagdaun | | dzy
by Chloe Sutherlanidis a LARP for 380 playersYou 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 auctiothefisdims (or
potentially complete chaos as various spooks and spectres are unleashed partygoers..).
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Heroes of Tragedy

ByCiaén Searle

A D&D campaign concept for 5 people

Everyone knows of the Heroes of Tragedy, that brave adventuring partgresed 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 sessionse 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 agains
far more dangerous foes than the typical level 1 party.

Session 1:

One who wshes 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
end, our surviving character will be the first memlazd the soon to be formed Heroes of Tragedy.

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

lf A0S 5aa {Sa 2y M® . I NNBE>X /fe@RSZ 580
|.
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Session 2:

Our surviving player from session 1 is the DM for this game. Players create new characters, but may not t
the same class as last week's survivor (each time a new Hero of Tragedy is revealed, their class is barred
new, non-fated characters) The DM from the last game, who may also be the DM of phase 2, should draw
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. Evergameates a hew character. Only Alice has the option of being a rogue. Alice

RNga | T3S OFNR® tI Nlgleée GKNRIdAK GKS 3FYSz ¢
RAGAY3I GKNRAAK | Of2aAy3a LRNIldurvivessfi2 |y dzyly26Yy
Session 3:

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

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

Clyde DMs Session 3 and decides that, in this sessioaydletnartyrdom and capture are the most
fA1SEekFLIINRLNRFGS FlLiSad |'S aKdzZFFtSa GKSasS Tl
ySg OKIFNIOGSNE OFyy20G 06S NR3IdzSa 2NJ ol NDBIFNARIyYyas
surviwes.
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Session 4:

Survivor of session DMK. Theinitial 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 na 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 Traged
Phase 2. Alice talks to Ella to see if she would be comfortdhilegOPhase 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. Barryeand Clyd
NEOSFE GKSANI FIFGSa GKNRdAdAK (GKS aSaaizy FyR AY
YSIya GKFEG 9fflr gAftf 5a LIKIF&AS W F2N) 2dz2NJ FAY L £ A
NE3IdzS FTNRY aAaSHBARKI WizFTNR¥RS8aaBRY H YR 5S006AS

N A Ci

Fate cards:

These cards are drawn by players whose Heroes of Tragedy party member has already been revealed wt
they create new characters for subsequent games and by the first DM who wilIDikeRhase 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 remainig 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 Damaged
The Captured The Disillusioned
The Lost The Reckless
The Betrayer 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 st
from the fated characters. Players will now takeithsurviving 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 heal The Damaged

To kill The Betrayer To inspire The Disillusioned

To avenge The Martyr To continue the work of The Retired
To find The Lost To avoid the follies of The Reckless

CKAZ sl a 2NRAIAYLEE @ Libraimarédadiig cangnt dvwwligaidesa@igants/dfdmwith.8rd
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CITIZENS EXCITED FOR BUCKETS OF DICE

Mayor announces flagship LARP: THE STORM,
cites rising concern over DRACOLICH MENACE

Buckets of Dice 2017 will be held
this year on June 2™ - 5", Queens
birthday weekend. BOD'17 will
feature a Friday night mixer and
quiz night, a flagship LARP (The
Storm, by Quentin Bourne), a
massively multiplayer tabletop
RPG (Lair of the Dracolich, run by

many GMs), a group breakfast, a
grand strategy, and of course the
whole weekend of roleplaying
games, boardgames and some
smaller LARPs!. Registration is
open! Check out saga.orgnz for
more details.




Buckets of Dice 2017

. dzO1 SiGa 2F 5 A-@agtabledop folepaying and bokrtlga®ing 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 prizeSign up athttp://bit.ly/20qQypA, GM submissionsittp://bit.ly/2gcrR1w.
Admission is $20 for the weekend, or $10 for a single day. We are offering a $5 discount for GMs or SAG:
members.

This year we have a great selection of games already on offer:
Vault of the Dracolich

Calling all heroes your aid § requested in recovering the Diamond Staff from evil forces. Time is short for
GKSe INBX Of2asS G2 dzytSlrakKAy3d GKS FNIATFIFOGQa Fdz
Vault of theDracolch is a multparty, multtGM table top roleying game being run by Robert Vincent,

Sdly Hayes, Declan Lennon and John Massie during roundSaterday morning)

The Storm

Travellers from countless worlds who walk the paths between universes often take shelter at the Inn of
22NI RQa 9YR ¢KAfS NBItAGe ad2N¥a NI 3IS 2dziarARSo
The Stormistli & SF NRa Ffl 3aKALI [! wt I .&WMRinldSigg rdundBreddzy
(Saturday night)

The Lark Rises

You are a member of a clandestine resistance cell in a dystopian future, planning and undertaking missior
in order to destabiliselte ruling government.

The Lark Rises is a tactical Parlour LARP for somewhere between 20 and 25 people, based loosely on tht
mechanics and scenario of the party game The Resistance. Waittérun by JafYves Ruzick&ally

Hayesand Mark Berrylt will un 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 tHku itself then from the deprivations of those who suaabed to the
disease only to rise from the grave with an insatiable hunger for human flesh.

Mansfield with Monsters was written byddna Giltrap and will be run by Lee Patrick during session six
(Sunday night)

The Colour of Credits

Set in the Android Urerse (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 tharte 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 massiveljiptayer boardgame, written and run by Matt Smith

on the Monday of Buckets of Dice.
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My Theme Days |

By Ciaran Searle

'a GKS 2NBFYAASNI F2NJ {! D! Q& 6SS1ft &-dowi & Mol theyl & a =
have been going from my perspve and what is still to come!

Intro Week

For Intro week, | managed to run a LARP and an RPG | had been meaning to get around to for a long tim
The RPG | ran was Lady Blackbird, which was quite an adventure and ended very violently.

The LARP was TheyB&/ho 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 DayThursday 9 March

Indie RPG Day involved a large numbegares running, for my part | ran Dread, a horror game with a
Jenga tower as its main mechanic. | 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.

Coop Da/- Tuesday 1% March

| played a lot of cmp board games, including Dungeon Fighter, Pandemic, Forbidden Island and more. Thi
was a very busy day and it was great to see so many in the board games room.

Fantasy DayThursday 2% March

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

Scifi Day Tuesday 28 March

| was sick and did not make Ii.

Female Creators Da Thursday & April

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

horrifying highlight.

Miniatures Day Tuesday 11 April

CtKA&a gl a aasSaaySyd ¢SS{T FT2NI YS>T a2 L RARyYyQG 3S
YAYAAd 6SNB dzaSR Ay G(GKS hNR NR{SLIXlFeéeAy3a 3ALYSasz |
many minis.
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LARP Dy Thursday 28 April

SNI mn LIS2LX S FT2N) GKS

L YIylF3SR (2 Nz 02 0 K
Y2@S 2y (2 6KAOK FTUSNIATFTSOD

a
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LARP! (and theydlia great job!)

at
tt

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

New GM DayThursday 4 May

This is the one | am MOST EXCITED RORMave so
many new and interesting people at SAGA this year an(/
this is a specific opportunity for them to have a go at 'Ag/
being a GM in a supportive environment! a

Ameritrash Day Tuesday 9 May

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

DressUp Day Thursday 18 May

Ok, so thisis aweird one, butonDreizsd 51 &8 ¢gSQNB IF2Ay 3 (2 RNBaa dzJ
GSONB L FeAy3ad al &SINE AVl B3 S& 2RNEQEtf D RONSHaNT QA | & |

Terrible Games Dayluesday 23 May

f LIXle Ado

NAy3a ff GKIFIG A& oFR FYyR 68 f /
S > GKFiQa 62y RSNF

A
even mean giving Smash Up another try. (Note2lfly f A 1 ¥

7]
A
Potluck Day Thursday $ June

NAYy3 &a2YS F22R yR ¢S gAatf |ff aKIFINB A0OH b2dS
so bear that in mind.
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GM tips

By Keegan Meiklejohn

| have been Dimg in one form or another for the past 12 years and during thraetl have learned a thing
or two. This article draws from my personal experience and the type of gamedait's fine if you don't
agree with some oall the points, this is just a fewips | thought might be useful to first time or new DMs

Do be a fan of your players

The most basic thinbgcan advise you to do is view the
PCs amajor protagonistsri a TV showyou want to
find out about their pasts, you want them to get more,
powerful, you want them taadvance to get to the end
of the story.

Don't make it too easy

Sometimesvictory needs to come at a cost for plager
to feel like they earned itSometimes this means losing
expensive or strong items, sometimes it means the
death of abeloved NPC or player charactevhatever
the case when victory comes without efforto one will
find it satisfying

Do let your players win

Sometimes players will think a way out of a trap or on
Sltuatlon you hadnlt thought abOUtl Sometlmes your Begin your journey through the amazing world of Théah
instinct isto try and counter what they are doing s
52y Q0 ®

Let them escape or overcome the obstacle.

Don't make your playes wrong
If your players are missing a key piece of information because you don't want to give it to them yet and
makesome assumption basedhdhis, 2 y Qi 06 S+ 0 GKSY dzLJ ¢ A (Héve SOM&S T I (
way of showing them this without making a punishmehey 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 aawesome idea let them try.itf it seems impossiblesay they might need some

more prepto make itworkD2 y Qi 2dza i Ft I G 2dzi NBFdzaS o6SOF dza s
them to make their idea a reality.
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Don't bring issues from outside theagne into it

If you are having issues with a playalk to them outside the gameéD2 y Q0 K dzNIi 2 NJ { A f f
for some slightreal or imagined.

Do let your PCs discover the world

If your playeswant to run off the beag¢n path and get away frongour story let themGyve them sone
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
52y Q0 F2NOS bt/ a 2y &2dzNJ LX | @ SNA
LF @2dzNJ LJX F@8SNJ gl yd G2 4L f (ersiobabipsit NPLs thel da't li@AyT X (2
AABS GKSY a42YS2yS ¢gK2 ¢glyda G2 &l SSLlaidgo8tmakky G N
the story about themDMPCs and self inserts are two of the things that annoy me the.most

Do improv.

lfyoucai NBYSYOSNI a2YS{KAY 3 rding, make sizinéthihg up Sritheaped. dzy & d
D2yQi atz2e¢ LIl & R2gy G2 FAYR 2dzi AT @2dz I NB. NRA 3

Don't be a dick

Talk to your players about what they wian the gamelf 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 somethindf gise aren@ enjoying
playing it will detract fothe experience foeveryone.

DUNGEON MASTER'S GUIDE

YA

A B
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Have your really enjoyed your time LARPing, and now want to try your hand at writing ! wt 0 dzi
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 hoatdegamefRPGs? (if so
then this article is probably goirtg be interesting, but may not be what you are looking féio)lowing

part one in the last Out of Character, we bring you part two of our ongoing LARP writing series.

How to write LARPSpart 2

ByCiaran Searle

| start my LARPs with an idea and a kinthtdraction | 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 tottakk younger/older version of
yourself.

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

| usually create my cast list before deciding how many people should be in the gaoeel feel like | have
all the characters | know how many players there are in the game. | prefer writing small to medium sized
Larps, about 120 people.
Some of the main things | dislike in LARPs are:
1 Not knowing where | am and what for.

1 "Main plot" interfering with my character.
1 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 tt
have all called a meeting together. It can be ok not to have players know why their terasabere, but
YOU have to know as a writer. There has to be a point.

Some LARPs (and | 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 samgelike 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, | feel as though | have to ignore all of the
interesting side @t 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. | chose to actively have no main plot. If anything, the main plotliree¢hali 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. | think it was aeasonably successful approach.

In T.R.Y.S.T. | went completely the opposite way. There was exactly one main plot, the solving of which w
the entire reason that everyone was there (pretty much). Everyone had a deep investment in whether or
not Charlotteand 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 completkfierent game. | know I've been somewhat guilty of
this myself when the blurb | wrote up for a game didn't quite match the tone the game actually took on.

To join the discussion on LARP writing, BAGRPS in general, join the #larp channel on S3l&ek
https://sagainc.slack.com/messages/larp

(c) Veronida McLaughlintPhotography
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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 haB omgguins

and DragonsMonster of the Weekor Dungeon Worldor 20+ players multiple groups inthie same world.

They can be campaigns that sprawl across entire world maps, with different parties in different areas
constantly impacting on the other groups and keeping in touch. In canviregcampaigns where different
players sign up to games andiima new group each game, heading out on their adventure but returning
home again so they can repeat next week. MMTTRPGSs can also be great one shots; huge dungeons with
20+ players running around in different roomgeaming up against more powerful threaind opening
portcullises for each other.

The distinction is this: instead of a game of one GM and théipkyers, you probably have 4+ GMs and
20+ players. Massive Multiplayer.

SAGA Inc. has seen more MMTTRPGs than most gaming commiyittieasia Living Dungeon World

2013 ran for 10 months and approached 70 players, Al Madenag Dungeon Worlid 2014 ran for 4

months and had over 50 playeisying Monster of the Weeak 2015 ran for 4 monthand had over 30

players, and WynsfellLivingDungeon Worldn 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 s@thdg 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 t
Flagship MMTTRPG games at tlBaickets of Dice event$hrone of the Giant Kirftad 4 GMs and 20

players for the Dungeon World one off game in 2015, lsiadice of the Mind Flaydpllowed in 2016 but
usedDungeons and Dragond' Edition In these one offs, huge dungeons provided rodanst different

parties to skulk around 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 & B®rdis 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 fREDACTER]2 G KSe& QNB SELISOGAY3I Y2 N
going forward. Buckets of Dice is also looking forwarddalt of the Dracolichan official Wizards of the

/ 2Fa0 aa FROSY(Gdz2NBd L1GQAa &inyangld@ngéos andbmming @ wil 5
0S ySOSaalNEd LQ@OS fa2 KSIFENR NHzY2dzNJ 2F | ySg |
World Sci Fi hack, you heard it here first.

So why is this such a big deal, basically SAGA Inc is the lwestrpte country for MMTTRPGs, maybe
SPSY TFAdNIKSNI GKIFIYy (KIFIGdd ¢KS CNBS al NOKSa Aa GKS
introduce players to each other. The Living campaign formula has been taken over by a few other
universities around te world but it started here. So maybe think about doing your own, or being part of a
team that runs one.

MMTTRPGs hawwwaysbeen more enjoyable and social in my experience. Imagine having 19 other people
who were actually really interested in what yagnoup did last game. Imagine being really interested in
gKIFG (K2a$s8 wmdp LIS2LX S IF20 dzlJ G§2d |, 2dzQNB y2 €2y 3S
too.
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How to write a LARP Mink

Campaign

By Lee Patrick

(Caveat: | have only written/run one of
these, and | was making it up as | went along. These argdlthat worked formgA ¥ & 2 dzZQNB NB|

Iy R

GKAY 1Ay 82dz O2dAd R R2 (KA& OLSOIR SINED S 20d20 NBS &

these run!)
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Concept/setting

CAYR a2YSUKAY3 (KFd @gAff K=2resRfordwebks, bif | & S NE !
K26SOSNI f2y3 @2dzNJ OF YLI A3JYy Attt Nizyd | 2dzQNJ
sure you have enough material to keep it going. Figure out what happens in the world of the
game between sessioman Contact, veryftile or nothing happened between sessions, and the
four sessions represented one mostly continuoushb?r period inrgame. This made the
F2NIOYAIKGE & adNHOGAZINE FSSt a2YSgKIFG RAE&A22A
recommend having weeklessions. Fortnightly sessions could still work for something like a
O2dzy OAf GKIFG YSSia SOSNE FT2NIYAIKIGKY2YOGKKG
space to write in between sessions.

Your setting also needs to be flexible enough that you canttakelot in directions you
GSNBYy Qi SELISOGAY3I FyR S0 @2dzNJ LI I @SNAE SELJ
defined enough that your players can create characters that fit the setting without too much
LINE RRAY AP LOR NI O2 Yriday dettindzéCanyaat pl&ydrdiviers aldeddy Y 2 R
FIEYATALFNI gAGK R2O0OG2NBKLI GASyGakK2aLAG! f N
players, likeD&B Gt S Flyldlaedod LT @2dzQNB dzaAy3a | &Ss
want to write up a background info document and attach that to the sigrsheet, to make

sure that your players are creating characters that make sense for the setting.

N N

Possible secrets/crises/directions

g GKS adF NI 27F [/ 2y 0l OG Zswad tliat itlwas|infeSdéd ab & 2 dzi
L2 LJddzf F GA2Yy OdzZf YSOKFYAAYD® hyS LI &SN ONBI
searching for the missing Moscow smallpox vial, so the vial was incorporated into the plot as
part of the engineered plague, andd Russian angle meant that the conspiracy needed to be
international. In session two, a few characters started questioning the combination of people in
GKS ljdzr N> yiAyS 12yS:T IyR g2yRSNAYy3I AF GKSe:
gave themr OO0S&a (2 I R20dzySyid 2dzif AyAy3a GKS NBI
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 tblearacters to

go, and give them that.

Have a few crises you can pull out if your players get bored/complacent. In Contact, | had one
for each session but the first in case the players got through their plot too qujcidy enough
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medication, not enouly food, and needing more blood than can be safely donated in order to
synthesise a cure. | 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 confiden
32Ay3 Ayu2 SIFOK aSaarzy (GKIG SOSNEB2YS g1 ay.
do.

Sigrnup sheetc factions; character backgrounds; arc questions

Character optiong for Contact, | got players to choose a faction from a defined list, fitlan
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 filleétrige character traits. | used the format
GL Y Yyyyy o06SOFdzAS YyuyéI GKAOK -dnensbrlR ¢St f
characters.

If you want to check out the full character creation survey, you can find it here:
https://goo.gl/forms/Cwm34jnVXKkgZIi2

22N)] LI TFE&SNBRQ IND ljdSailiArzya Ayidz SEA&AGAY3T LX

| 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. | ended up with a good range, from
GKAy3a ORYSLGKE8®BL) GKS aA0| LIS2LI St A WROHAKRE dY ¢
first type of question, all you need to do is make sure that character has ways to help the
people around theng in Contact, that was things like engineering cures and vascore

working to uncover the reasons behind the quarantine. For the second type, the specHic plot
related questions, ideally you want to give that player another step towards a solution each
daSaaArz2yd C2NJ G2AKYBA (A33K €2 | LNRI hefa @48 aFdigerent answer eacizNI
session. In session 1, Ward 17 wasliaffts 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 confed 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 thevhole story.

Puzzles

Contact was mostly based around logic puzzles. Creating cures and vaccines involved placing
playing cards in sequence and receiving Masterntype clues (blue for a correct card in the

right place; orange for a correct card in theong 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 fat 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. | think this
worked wellcthe play?NBE | f g ea 1y S8 6KSYy GKS@QR 3I2G0Sy
know how severe the consequences would be.



Handy links and interesting
things

Find us online

Our website http://saga.org.nz
Facebook Pagevww.facebook.com/sagainc
Trella https://trello.com/b/zs9KCAIE/thesagabag

Slackhttps://sagainc.slack.com

Looking for group

L¥ &2dz gl yd G2 2NAFyAaS F 3L YS 2N aSEAInEKBokidgd 32
F2NJ DNRdzLXE 2y ClF OSo6221 Aa ¢KSNBE @ 2-difgameyaindlang 32 ¢
term campaigns, as well as grabbing people for larger board games that require some organisation.
Tinyurl.com/z46pzsz

Have your say

Doyou 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 amusiggnme moments or heart

wrenchirg tales of heroic sacrifice for the next publicatioraft of Character. If you want to submit
anything, please send your submissiorptomotions@saga.orqg.na send us a message on Facebook.
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