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Internationalt Rollespil

leder;
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Jeg vil starte dette nummer af Ha-
reposten med at sige velkommen
til medlemmerne i rollespilsklub-
ben "A New Hope” fra Herning,
som har valgt at benytte sig af det
tilbud vi gav i nummer 35. Nem-
lig at f& Hareposten ind af dgren i
deres klub ogsd. Sa Brian, Troels,
Feerge x 2, Kristian, Stefan og
hvad I alle sammen hedder, hdber
I nyder bladet og at I evt. vil veere
med til at give det indhold.

Og sa til dette nummer. Igen er
det lykkedes at skaffe nok artik-
ler om det samme emne til at give
Haren et tema og det er, som der

star pa forsiden: rollespil i andre
lande. Jeg har de tre sidste ar vae-
ret til den nordiske rollespilskon-
gres Knudepunkt og der mgdt en
masse spandende mennesker og
hgrt en masse spaendende forteel-
linger om rollespil i andre lande.
Jeg har kontaktet en del af disse
spaendende mennesker og bedt
dem om at skrive om rollespil i de-
res hjemland, sa I ogsa kan fa del
i hvordan rollespil spilles i andre
lande. Far du blod pa tanden og
vil vide mere kan du sgge viden i
Knudepunkt bggerne, hvor der er
beskrivelser af flere lande, artikler
om rollespilsmetoder og en masse
andet hgjpandet snak

Ellers kunne du jo tage til Knude-
punkt i Sverige i &r. Jeg har faet
Anna Westerling til at skrive lidt om
hvad planerne er for Knudepunkt i
ar. Det er sat i bladet herunder.

Jeg er en af dem der i ar tager til
Berlin for at komme med til Mit-
telpunkt, som er Tysklands svar pa
Knudepunkt. Hvad der skal ske der
nede ved jeg ikke, men mon ikke
jeg kan berette om det i det naeste
nummer af Hareposten.

Men tyskerne skriver selv om det
sadan her:

The battle began in the year 2009...

It was in the year 2009 as LARP, as we
knew it, was terminated. A small troop
of unworried is constructing the new
foundations of the LARP on the basis
of the past.

A new banner blows over the dust of
history and the debris of the struck
battles. Traditions and well-guarded
customs are to be maintained and lit
up in the new gloss.

Det giver jo ikke en skid meget ide
om hvad der skal sker dernede,
sa hvis du vil vide mere kan du
tjecke: www. larpmittelpunkt.de,
jeg har kigget pa siden og har til-
meldt mig, sa jeg skal nok finde ud
af hvad der sker i Berlin!

Og for resten, velkommen til den
lengste hare nogensinde.

Knatpunkt 2010 - Let’s show, not tell.

@re you interested in larps and
roleplaying? @Are you interes-

ted in creating, playing and get-
ting new ideas about larp? Do
you want to do this with play-

ers from all over Europe?

Then Knutpunkt 2010 will be the
place for you. We will gather 250
players from all over Europe to
create and experience larps du-
ring a four-day convention in april.
We will be at beautiful Fiskeboda,
south of Stockholm, and yes, the-
re will be busses from Stockholm
Central for all.

This years theme is “Show, not
tell”, which means we will focus on
games and other experiences that
are participatory. This means this
will be a Knutpunkt where you as

a participant are in the centre. We
will have games, workshops, expe-
riments and other things from all
of Europe that you can take part in
and get those new ideas for your
larp.

Since there will be a lot of people
from different places there, they
probably don't have any idea
about what you are doing. So we
want to encourage you to take the
idea you have for a game and do
it at Knutpunkt. Or the idea of that
gaming-method you are not sure
works and try it out at a workshop.
Otherwise, bring something some-
body else has done, for example
bring that role-playing game you
played last year and GM it, or help
someone to take their game to KP.

We want Knutpunkt 2010 to be a
melting pot of ideas, games and
new thoughts. And we want you
there to contribute and participa-
te.

See you,

Anna Westerling and Anders Hult-
man.

Organisers Knutpunkt 2010.

www.knutpunkt.se

22-25 April
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An introdaction to British LARP.

flemal@rtikel
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In this article I’ll be describing in
general terms larp as it is across
the UK. I'll talk about the for-
mat, range of events and typical
play styles as well as the general
standard of costumes and props.

Typical UK larps last a weekend
(Friday evening to Sunday after-
noon) with off-game breaks at
night for heavy drinking, socia-
lising and sleeping. Alcohol is ex-
tremely common at UK larps, with
major fest events having functio-
ning bars. Many UK larps have an
age limit of 16 or 18, often imposed
by their insurance policy. Lots of
larp ‘campaigns’ run two or three
weekends a year, with perhaps ten
to thirty players. In addition three
major festival larps (‘fests’) run
large events across the warmer
months. Of the three major fests,
Gathering (3500 players, main
event) and Renewal (600 players,
main event) are ‘family friendly’
and run small side adventures for
young children, while Maelstrom
(1000 players at four events) is
strictly 18+.

In most UK larps players make
their own characters using a points
system - with newer larps, points
are spent not just on skills but also
on wealth, social status and ow-
nership of off~-game resources can
be used in downtime. Downtime is
major part of some larps, where
players tell the organizer (either

by free text email or a more struc-
tured system) what their charac-
ter does between events, and the
organizer gives them feedback on
the outcome. This creates a stron-
ger feel of a ‘living world” around
the characters, and places more
control of the game setting in the
hands of a players.

British larp has a wide range of
diverse settings. A range of sci-fi
settings, both original and brand
names such as Star Wars, Star
Gate and Warhammer 40K cur-
rently run, along with colonial /
pirate, regency and medieval set-
tings. ‘Classic fantasy’ with orcs
and elves is on the decline, since
it is associated with the bad old
days. However almost all larps in-
clude fantastical elements, often
‘original’ fantasy races such as
those based on animals. ‘Modern
day’ is a very rarely used setting
- even White Wolf larps are in de-
cline.

Rule sets were historically very
complex; some actually required
games to stop regularly to ‘battle-
board’ and count off hit points.
The fashion is leaning more and
more towards leaner simpler sy-
stems (but still far more complex
than the Nordic countries). Most
larps have some form of character
progression (sometimes tied into
the downtime system), but the
advancement is normally set re-
latively low, which avoids the old
issue of ‘low level’ characters not
being able to interact meaning-
fully with ‘*high level’ characters.
Most UK larps openly include Play-
er vs Player to varying degrees,
with some using other player cha-
racters as the major antagonists.
Character death is permanent in
most UK larps.

The UK larp scene has a large num-
ber of larp weapon and kit suppliers
who sell at the major fest events
and over the internet. Costume
standards are generally very high,
with a large number of professional
costume makers being supported

by the larp community. Weapons
are comparable to Danish wea-
pons in standard. Most UK wea-
pons are not designed to be safe for
stabbing with, and most larps do
not allow stabbing with weapons.
Low poundage bows & crossbows
with safe headed arrows are used,
along with cap firing guns (which
work on a ‘point-and-shout’ me-
chanic in the same way spells do).
One now defunct larp used airsoft
games, and recent larps this year
have been experimenting with nerf
guns and lasertag guns.

The majority of UK players are
strongly ‘gamists,’ playing aggres-
sively and competitively. A recent
poll on a major web forum had half
of the voters openly regard larp as
competitive, with comments by
some saying they could not under-
stand how it could not be. There is
a vocal minority of active larpers
in the UK who actively reject any
attempt to ‘intellectualise’ or apply
larp theory. There has been some
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research on the educational value
of larp-like drama activities being
done by theatre groups separate
to the larp scene. One school or-
ganizes a trip to the fest event
Renewal, and quite a few school
teachers are active larpers.

Despite the wide range of settings,
most UK larps are still *heroic’ in
feel and lack strong thematic play.
A certain level of immersion (be-
coming your character, and main-
taining a convincing illusion) is re-
garded as a good thing, but deep
immersion is actively avoided.
Many UK larpers openly object to
the inclusion or even reference to
particularly shocking or emotional
powerful material in larp. Because
of this avoidance of strong materi-
al, UK larp has not introduced ‘safe
words’ as the Nordic countries use,
except for the call of ‘'man down’
to indicate real off-game injuries.

Many UK larpers take up the hobby
at university, with many universi-
ties having student societies that
run their own fantasy campaign.
The oldest and perhaps most fa-
mous of these based at Durham
University, which has run a con-
tinuous larp campaign (rules re-
writes, but continuous world) for
over 25 vyears. UK larpers are
therefore typically either current
students, or graduates with mid-

dle-class professions. The gender
balance at events varies greatly
with an average of 25-35% wo-
men; a few events such as the Re-
gency larp ‘Jane Austen’s Aliens’ I
attended in July this year achieve
an equal gender balance.

Larp has no recognition by the
government at all; there is a single
case of small grant being given to
a larp group by the awards council
for the UK national lottery. There
is no national body to represent
larp. There are private companies
that run the fest events and a non-
profit organisation that runs ‘fools
and heroes,” an eighteen branch
society that runs short fantasy li-
nears in a shared setting

In addition to the larp *‘mainstream’
as I've described so far there is
also a national White Wolf game
organisation, formerly part of the
international Camarilla but now
a separate nationwide chronicle.
It still uses the verbose rock-pa-
per-scissors mechanics, and has
a reputation for out of character
politics more deadly than it's in
character politics.

There is also a separate ‘freeform’
larp scene. These are short games
with pre-written characters nor-
mally run at conventions with very
light rule systems. However, they

still tend to focus around goal-ba-
sed plots and are played in a com-
petitive fashion. Often they go for
a light-hearted approach and in-
clude spurious fantasy elements.
Again, this is largely a separate
scene with a little overlap - many
freeformers dislike the physical
aspects of larp. Note that ‘freef-
orm’ in this context is different to
the way the term is used in other
countries.

Relatively few UK larpers tra-
vel aboard but those have speak
very highly of the experience. A
small group of UK larpers recent-
ly started attending german larp
fests, and five british larpers in-
cluding myself attended Dragon-
bane in Sweden. Compared to
continental larp, UK larp is closest
in style to german larp, but lacks
the central organisation and over-
all unified fantasy campaign.

Youtube video documentaries
about UK larp:

- There is the documentary
from the early 1980’s starring
Ben Elton (writer of the Black-
adder series) investigating
both tabletop and the first ever
UK larp group, Treasure Trap.

Search on Youtube for ‘South
of Watford larp’

- Film students made a good
documentary about UK larp in
2008, visting larps ‘Herofest’
and 'Eos:’

Search on Youtube for
‘Changing Faces Hudston’

- Comedian Dara O’Brian made
a documentary this year inve-
stigating the larp ‘Skulldug-

gery:’

Search on Youtube for ‘tough
gig larp’
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Harlequins Fald

Appetitvaekker,
afjdifjRorupjihomasen

Harlequins Fald er det naste sce-
narie i rekken fra B&U-afdelingen
Det naeste efter Society 41 og
Uskyldighedens Melodi, og ligesom
det var tilfaeldet ved disse to fore-
gaende projekter, kommer scena-
riet til at udfordre. Vi tager ud-
gangspunkt i en anden spilmaessig
tradition end det tidligere har vee-
ret tilfaeldet og udforsker en genre,
der byder pd et vaeld af markante
modsaetninger og spinkle nuancer.
Artiklen her er ment mere som et
kig pa nogle af de brede koncepter,
vi arbejder med, end en decideret
reklame eller teaser — derfor kan
du godt forvente ret fa konkrete
informationer. Dem kommer der
mange af senere.

Bjgrn og jeg er blevet aldre, og det
er vores tilgang til rollespil ogsa.
For os handler det ikke eksklusivt
om risikable eksperimenter, men
maske i stedet om balance. Til So-
ciety 41 og til Uskyldighedens Me-
lodi forsggte vi at holde os strin-
gent til én seerlig type spilmaessig
dynamik, fordi vi ville se, hvordan
denne dynamik pavirkede rolle-
spillet. Vi fokuserede pa ganske
fa aspekter for at styrke de store
linjer i scenarierne, men sadan et
markant fokus udelukker ofte spil-
maessig nuance. Det ggr scenarier
interessante, men ikke ngdvendig-
vis gode eller overveeldende. Vi vil
overvalde.

Vores ambition er at ggre Harle-
quins Fald til det bedste liverolle-
spil, vi overhovedet kan - og det
ggr sig geeldende for alle sider

af projektet. Alle faser - lige fra
kommunikation omkring projektet
over rolleskrivning til workshops
og afholdelse - kommer til at vaere
velovervejede produkter af et in-
tenst og serigst arbejde. Bjgrn og
jeg hader kompromis, og selvom
det i sjeeldne tilfeelde er ngdven-
digt, knokler vi for at undga det. Vi
har selv gjort os en masse erfarin-
ger og er ogsa blevet inspireret af
mange andre projekter og arran-
ggrer, sa vi nu bedre kender den
sngrklede vej mod mal.

En af de helt sikre ting ved pro-
jektet er, at rollespillet kommer til
at veere i fokus, men ikke det rol-
lespil, som man ellers har kunnet
forvente til vores scenarier. Vi vil
forsgge at koble det rene og na-
turalistiske rollespil med det mere
dramatiske og udadvendte. Selv-
om vi veelger at strukturere dele
af spillet omkring faste sgjler, som
man tidligere har kunnet opleve til
vores projekter, vil man blive ud-
fordret pa nye mader. Vi forventer
eksempelvis stadig, at vores spil-
lere kun fokuserer pd deres eget
spil, og at de konstant er fordybet
i deres rolle, men vi introducerer
0gsa nogle nye strukturer omkring
dette spil, som forhabentligt giver
helt szerlige accenter og nuancer
til spillernes oplevelser. Der vil alt-
sa blive fokuseret pa metoden og

rammerne omkring spillet, sa her
kan det vaere, man bliver overras-
ket.

Nu vil jeg ikke sige noget om gen-
re eller stemning. Jeg vil faktisk
ikke engang sige noget om set-
ting. Scenariet skal fgrst afholdes
i slutningen af 2010, og derfor vil
der veere rigeligt med tid til mere
specifikke detaljer. Her til sidst vil
jeg dog alligevel komme med en
helt konkret omgang information,
sa det hele ikke bare bliver kon-
cepter, idéer og ambitioner.

Pris: Mellem 1.000 og 1.500 kr.
Sted: @stjylland
Tid: Omkring slutningen af 2010

Tag med, hvis du forventer: In-
tenst rollespil, grundig forberedel-
se, utraditionel metode

Tag ikke med, hvis du forventer:
Plug and play, tradition, metarol-
lespil

For at skaere ind til benet: Vi vil
rigtigt gerne have din interesse,
hvis du er klar pa at spille fantas-
tisk rollespil med en karakter i et
scenarie, som vi kaemper for at
ggre intenst, overvaeldende og im-
ponerende.

www.afdelingen.net/harle-
quins fald
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Rumgardin

Eidolon]Kobenhavn|
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Eidolon Kobenhavn har de sid-

ste tre mdneder haft gang i en
fast teaterimprogruppe. Vi mo-

des hver tirsdag aften pa Valby
Kalturhas ved Toftegdrdsplads

og vi betaler 100 kr. om mdne-
den til at betale for lokaleleje.
Idéen opstod i sommers efter ef-
terfesten for scenariet Agerbgrn
II, hvor Tobias Bindslet og Nina
Runa Essendrop i festlig tilstand,
kom til at snakke om, at de da
hver isaer gerne ville i gang med
at lave noget teatergggl igen.
De ringede fluks til mig, som pa
dette halvsene tidspunkt sad pa
en lokalkoloristisk restaurant i
Berlin og vi blev eni-
ge om at "det ggr vi
fandme!”. Der gik sa
lidt tid med det ene
og det andet, men vi
fik sat os sammen og
blev enige om at vi
ville starte en grup-
pe op. Vi ville have
et abent demokra-
tisk forum, hvor del-
tagerne selv byder
ind ud fra vores res-
pektive baggrunde.
Vi har fokus pa et
serigst, leererigt,
sjovt og improvisa-
tionsbaseret skue-
spilsarbejde. Vi er jo
rollespillere, s3 na-
turligvis er det noget
som skal kunne bru-
ges i rollespil, men
vi tager udgangs-
punkt i skuespillets
metoder og teknik-
ker. Vi besluttede at
vi gerne ville mgdes

sddan forholdsvist fast, at vi vil-
le veere 5-8 i gruppen og at vi
hver gang ville starte op med
en opvarmningssekvens. Der-
efter med et fast skuespilstek-
nisk gvelsesforlgb (hvor vi har
som fokus at vi kan bygge vid-
ere hver gang og komme mere
i dybden med metoderne, frem
for bare at rgre ved en masse
ting). Vi pateenker at indfere
scenearbejde, tekst eller andre
mere specifikke og mere indivi-
duelle forlgb. Sidstnaevnte er vi
ikke kommet i gang med endnu,
men vi er blevet gode til at lave
opvarmningsforlgb og vi har si-
den starten kgrt med et forlgb i
Meisners repetitionsteknik, som
jeg star for. Efter nytar vil vi
snakke om hvornadr vi vil starte
pa en ny teknik og hvorndr vi
skal ga i gang med scenearbejde
eller lignende. Vi har haft en del
omsaetning pa holdet, men vi har
lige nu en fast kerne bestdende
af Tobias, Nina og jeg plus Jacob
'Hat’ Givskud og Anna Mindega-
ard. Derudover har vi 3 nye, som
lige far lov at fa en fgler pa& hvor-

dan vi arbejder. Vi har droppet
en smule af det demokratiske
koncept pga. deltageromsaetnin-
gen, sa det nu er kernegruppen
der sgrger for programmet, ind-
til de nye er blevet faste, men
vi holder fast i den frie og abne,
men serigse tilgang.

Der er stadig plads i gruppen, sa
skulle du have lyst og mod pa at
lege med, skal du veaere velkom-
men til at henvende dig.

Og navnet? Ja, "Rumgardin” op-
stod i en panikbrainstorm. Jeg
var kgrt langt ud af en tangent
i kategorien Spontane Idéer og
foreslog "Rumkabine”. Tobias
hgrte imidlertid forkert og troede
at jeg sagde "Rumgardin”. Og i
improvisationens and bestemte
vi os for at det skulle vaere det!
Fjollede efterrationaliseringer
omkring spatiale rumuniverser
og virkelighedsskjulende gar-
diner, var der nok af, men i det
mindste er det da et navn, man
lzegger meerke til og husker! ;-)

Jamen Jannick dog, den har jo ikke noget toj pd og det er
endda en pigedukke. Er | ogsd nogne til det der rumgardin?
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Rollespil og rollespillere

- set med en udenforstdendes ojne
i

Jeg blev for nogen tid siden

spurgt om jeg ville skrive et ind-
lag til Hareposten om min op-
levelse med rollespilsmiljoet ud

fra den tanke at mit perspektiv
kunne vare interessant, idet jeg
ikke selv er en del af miljoet.

Jeg vil dog godt fastsla at jeg pa
ingen made bilder mig ind, at jeg
ved hvad rollespil er eller hvad rol-
lespillere er for nogle typer. Sa ned-
enstdende skal ses i lyset af mit
spaede mg@gde med rollespilsmiljget
pa Fastaval og pa Forum.

Indtil for knap 1 ar siden vidste jeg
absolut intet om rollespil eller om
rollespillere. Jeg havde nok mine
ideer og fordomme om hvad rol-
lespil var for noget og hvilke typer
man kunne mgde i det miljg. Men
derudover var det ikke noget jeg
brugte tid pa at fundere naermere
over, idet jeg hverken selv havde
den interesse eller for den sags
skyld kendte nogen rollespillere.

S& mgder jeg min keereste, som
har veaeret inkarneret rollespiller
gennem mange ar. Jeg ggr sa det,
som man nu engang ggr, nar man
er nyforelsket; jeg prgver at lytte
0og spgrge interesseret, nar han
holder laaange foredrag om rolle-
spil (puh ha!). Men jeg har faktisk
rigtigt sveert ved at se det fede i
rollespil, ndr han forteeller om det
0g synes det virker som en maer-
kelig verden. Men jeg har det altid

sadan, at nar der er noget jeg ikke
kender til eller ikke umiddelbart
forstar, s bliver jeg tilpas nysger-
rig og sa ma jeg vide noget mere.
Sa denne nysgerrighed kombineret
med at jeg alligevel var i Jylland pa
tidspunktet for Fastaval, ggr, at jeg
far min debut i rollespilsmiljget en
enkelt dag pa Fastaval.

Under Fastaval opholder jeg mig i
caféen, som min kaereste og nogle
af hans venner star for. Allerede
der far jeg rokket ved mine for-
domme, da jeg troede at jeg skul-
le veere tilskuer til diverse scena-
rier o.l. Jeg havde den opfattelse,
at det udelukkende var scenarier
man beskaeftigede sig med som
rollespiller, ndr man deltog i en rol-
lespilskongres. Men det viste sig,
at det sociale liv og underholdnin-
gen i baren og caféen var mindst
lige sa vigtig.

Da jeg mg@der op pd Fastaval, er
jeg ikleedt mine bedste jeans,
en hverdagssmart t-shirt, peene
hverdagssko, har min sadvanlige

syt
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make-up pa og haret er sat! Sa jeg
synes ikke selv, at jeg pa& nogen
made er klaedt fint pd og alligevel
teenker jeg, da jeg mgder de fgrste
rollespillere ved indgangen, “fuck
Heidi - du er totalt overdressed til
det her!”. Jeg far her umiddelbart
bekraeftet mine fordomme om at
rollespilsfyre oftest er langhdrede
hippie-typer, der ligner drengene
fra gymnasietiden. Og rollespilspi-
gerne - de er uden make-up med
en ligesa hippieagtig stil som dren-
gene. Jeg fgler mig totalt udenfor!

Heldigvis mgder jeg kort tid efter
en pige i fuld make-up og neder-
del, hvorefter mine skuldre ryger
ned pa plads igen og jeg slapper
lidt mere af.

Jeg kommer ind i caféen og der
er allerede fuld aktivitet med di-
verse ggremal. Her mgder jeg et
par fyre, der er ikleedt skjorte og
uden hestehale eller fipskaeg - sa
meget for mine fordomme! Jeg gar
i baren, tager mig en gl og er lidt
afventende. Jeg fgler mig totalt
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Banketten er i fuld
gang, Fataval 09

meget som en outsider og det fg-
les sgu lidt sveaert. Men jeg opda-
ger hurtigt, at folk er meget ven-
lige og imgdekommende, og det
er forholdsvist nemt at tale med
folk. Alle tror selvfglgelig, at jeg
ogsa er rollespiller (hvilket jo ikke
er s& maerkeligt, ndr nu jeg er pa
Fastaval), sa jeg ma flere gange i
Igbet af dagen og aftenen forklare,
at det er jeg altsa ikke.

Hele cafémiljget minder mig al-
lermest om min universitetstid i
Aalborg, hvor jeg hang meget ud
i Studenterhusets café. Indret-
ningen er lidt den samme med de
gamle slidte sofaer og fadglsud-
skaenkningen og underholdningen
virker ogsa bekendt. S& pa den
made falder jeg lidt ind i miljget
og beslutter mig for bare at hygge
mig. Det lykkes ogsa og alt i alt
var min dag pa Fastaval en god og
dejlig oplevelse.

Det, der maske overrasker mig
mest i rollespilsmiljget, er, i hvor
hej grad folk gar op i det de laver.
Det oplever jeg pa Fastaval og pa
Forum bade via folks diskussioner
om scenarier og andre arrange-
menter samt via billeder og video-
optagelser fra diverse scenarier.
Det virker umiddelbart lidt meerke-
ligt p& mig, at man gar s meget
op i at fx. kostumerne til et scena-
rie skal vaere sa gennemfgrte. Det

skal veere sa autentisk som over-
hovedet muligt og man godtager
ikke Igsninger, hvor det bare ligner
sadan nogenlunde. Men samtidig
fascineres jeg ogsa af dette enga-
gement og jeg kan sagtens fa gje
pa de fede resultater som kommer
ud af den energi, der laegges i de
forskellige projekter.

Jeg oplever ogsa at mange rolle-
spillere er utroligt...
ja, naermest religig-
se...i forhold til hvad
rollespil er og isaer
hvad det ikke er. Der
er ligesom regler for
hvad der er legalt at
arrangere og regler
for maden at iscene-
seette noget pa. Det
er der virkelig mange
steerke holdninger til
og diskussionerne
kan til tider blive me-
get personlige. Det
synes jeg virker lidt
meerkeligt. Det er da
i orden at vaere uenig
og have sine forskel-
lige holdninger, men
nar det bliver sd per-
sonligt og synspunk-
terne naermest virker
lidt konservative og
stringente, som no-
get man ikke ma af-
vige fra, ja s& undres

jeg. Men jeg er jo heller ikke en
del af miljget og derfor er det i sa-
gens natur ikke noget jeg hverken
kan eller ngdvendigvis behgver at
skulle forsta.

Jeg har laert at rollespil ikke bare er
for dem, som vil agere ork ude i en
skov eller pd anden made agere.
Det er ligesd meget for dem der
vil arbejde “bag linien” og lave lys,
lyd, sgrge for mad, veere toastma-
ster osv. Jeg har ogsa leert at rol-
lespillere er meget forskellige - det
er helt utroligt at en interesse kan
samle s& mange forskellige typer
af mennesker. I rollespilsmiljget er
der et forum for, at man kan bi-
drage med lige netop det, man er
god til og/eller har interesse for og
samtidig er der et helt specielt so-
cialt faellesskab. Alle er lige vigtige
og der er plads til alle. Det synes
jeg egentlig er meget fedt!

Nar det sa er sagt, sd bliver jeg
nok aldrig rollespiller. Sa til hende,
der pa Forum gjorde ihaerdige og
gentagne forsgg pa at overtale mig
til at ga ind i pigegruppen for rolle-
spillere: Tak for tilbuddet, men nej
tak! Men selvom at rollespil nok al-
drig bliver min interesse, s& haen-
ger jeg gerne ud i miljget en aften
over en gl.

En ol siger du? Det er en aftale.
Vi ses pd Fastaval 2010 - Jeg gi'r

Foto:Mads]Havshoj|
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Lclrplng in Israel

Ciﬁmmmm

General information: there are
about 7.4 million people living

in Israel: 5.6 million are Jewish
(mostly originating in Europe, the
Middle East and Russia, but some
are also from Ethiopia, Argentina
and just about everywhere else),
1.5 million are of Arabic origins (of
which aboat 1.1 million are Mas-
lims and the rest are Christians),
and the rest are of various ethnic
origins, religions and origins.

Israel was established in 1948 and
is still an immigration country -
over the past 16 years we have
had about 800,000 people who im-
migrated to Israel from what used
to be the USSR (about 20% of the
population we had at the time!)
and we still have many differen-
tiated cultural groups within each
general category.

Army service is compulsory in Is-
rael - in theory, every able-bodied
and able-minded individual is con-
scripted into the army (2 years for
women, 3 for men) after finishing
high-school at age 18 or so. Some
enlist for longer tours of duty and
enter professional army life, and
many also continue to do some
form of active reserve duty for
many years.

For many soldiers, going into the
army means they can no longer
pursue their hobbies, and this in-
cludes Larping. This often leads to
a total severing between individu-
als and their gaming communities
- a severance that often continues
even after a person is done with
the army, making the adult group
of Larpers and role-players much
smaller than you would expect:

there are several thousand youths
(ages 10 to 17) that are exposed
to Larping every year, but the adult
community (those over 21 years of
age) comprises no more than 2500
individuals.

Larping groups in Israel divide be-
tween groups of USSR immigrants
and groups of Israeli-born players.
Within each such group there are,
of course, several sub-groupings
and organizations, but no matter
how much they might vehemently
protest their vast differences, each
of these two groups are quite co-
hesive in many of their habits and
in their approaches to Larps.

Larping History in Israel: The first
Larpsin Israel ranin the year 1988.
These games had very few rules -
swords were PVC tubes filled with
iron rods and concrete(!) and you
were declared dead if you were hit
hard enough to stop you from get-
ting right back up. Spells were cast
using spell-tokens that had to hit
the target and effects were simp-
le and immediate (death, turn to
frog, become charmed).

In 1990 actual rules and story-lines
began to appear in the "R” games
(short for “Real D&D", since most
larpers of the time started out as
tabletop D&D players). We began
using costumes on a regular basis.
“Monsters” were introduced into
the games, quests appeared and
the games slowly evolved from two
large groups battling each other
to several small bands of heroes
traveling an area in which NPCs
would accost them in various ways
(with riddles, games of chance and
battles). Hit points were introdu-
ced into the game, and weapons
became safer (no more iron and
cement, and we started softening
the weapons with various sorts of
sponge-coverings and duct-tape -
those swords were an ugly thing
and we nicknamed them “battle
sausages”). It was still a fast and
loose period, in which real-life and
imagined powers often came to a
clash: a famous local story runs

about a 'vampire’ who was briefing
his ‘zombie minions’ inside a half-
ruined building. A group of heroes
saw the gathering, closed the me-
tal door to the building and blocked
it with a rock and several wooden
posts. When the vampire reali-
zed it was trapped, the vampire’s
player announced “I transform
into fog and drift out!” The group
outside simply yelled “go ahead!”,
and of course, that power did not
really serve to release the trapped
vampire...

It should also be noted that PC vs.
PC fights remain a common and
accepted part of local games: in
actuality, it was and is expected
that PCs would fight other PCs and
not just NPCs.

In the after years (including to-
day), the basic “R” system con-
tinued to develop among Israeli-
born Larpers, but many features
remained the same as in the early
1990s, as follows:

J Classes and levels were in-
troduced into the game: Fighters
with a wide range of weapons and
armor, thieves with lock-picking
abilities, wizards and priests with
spells and prayers. Some games
have additional classes, and usual-
ly it is possible to rise a level and
get additional powers/abilities.

o Hit points according to
class, level and armor - each class
gets a fixed amount of hit points
per level, and each type of armor
[leather, chain, plate] gives a fixed
increase to that amount.

o Land of the Dead - PCs that
die during the game go to a '‘Dead
Land’ where their restless spirits
rests for a while and then returns
to life. In some games they return
as the same character, in some as

1. This article does not mention Israeli-Arab
player groups, for the simple reason that there
are none. The writer has tried (over a period of
over three years) to locate and form contacts
with Arabian and/or Muslim Larping groups
anywhere, and the only success was with loca-
ting two such groups in Turkey. If anyone out
there does have an idea about where to locate
such a group near Israel - especially in Lebanon,
Jordan and Egypt - please contact the writer at
theplayerofgames@gmail.com and let him know.
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a different being. In many games,
the '‘Dead Land’ is presided over
by some 'Divine Entity’ that judges
the dead and gives them ‘Death
Quests’ to fulfill before returning
to life.

o Division between simple
spells/prayers and special rituals -
mages and priests each have their
own sort of spells; when these
spells are offensive, there is usual-
ly the need to hit an enemy with
spell-tokens. Rituals are a diffe-
rent story, and often require parti-
cipation by both priests and mages
and are presided over by a GM.

o Weapons must clearly ad-
here to a Soft-Weapons-Code that
has been formalized about 7 years
ago (sponge-based weapons with
a fiberglass spine that are very
safe to use and look much better
than the old “Battle Sausages”).
This code has been accepted by
all Larping groups in Israel as the
standard for soft weapons.

o ‘Special Powers’ are ac-
cepted and integrated - it is no
longer a problem to “become invi-
sible” or “transform into fog”.

o Personal quests - for fame,
gold or power - are common and
are expected; you can go off on
your own and try to become a lo-
nely hero (or perhaps a small band
of adventurers can become heroes
all together).

o The basic “R” style games
usually run for groups of 30 to 80
players; on average there is one
such game every month.

These rule features have become
a standard mechanic in games or-
ganized by Israeli-born Larpers.
USSR-originating players use dif-
ferent mechanics (and also wea-
pons made of wood) in their “R”
games, as follows:

o Roles, not classes - there
are no levels, nor classes per se,
even though magicians and priests
do exist. Everyone has equal hit
points and can use any weapon
and armor, as long as the arma-
ment fits the role being played.

War 4 Ring live - 2002

Different armor types still add dif-
ferent amounts to the hit point to-
tal.

o Ability is based on player
capability, not character level -
many groups hold training ses-
sions on a regular basis, and the
better a player becomes over time,
so does his rank within the group’s
“army” increase; this usual-
ly means that the older and more
experienced players serve as lea-
ders, army officers and diplomats,
while younger or less experienced
players serve as rank-and-file sol-
diers or servants.

o Weapons are usually made
out of wood; it should be noted
that due to the aforementioned
training, injuries in such combats
are almost non-existent, and even
those injuries that do exist, almost
never go beyond a nasty bruise or
two.

o PC vs. PC battles are com-
mon in these games as well, but
usually combats are either be-
tween entire armies, or duels that
are fought between champions -

in most of these games each cha-
racter is part of a large faction that
runs a “city”, with an internal game
going on in each city; there are
usually no free roving bands of ad-
venturers, and as a result, battles
revolve around conquering and
defending the cities from attackers
(and the attackers are usually a
rival group from another city, out
to increase their city’s power and
influence).

o Quests and stories are ori-
ented towards the group and not
the individual. There are no perso-
nal ‘hero’ goals - the group strives
to achieve quests that would serve
the group as a whole, under the su-
pervision of the commanders and
leaders. This contributes to cohe-
sion and allows internal (in-group)

2. The “Russian R” games, as they are often
termed, started around 1995. Large scale
Russian immigration to Israel started at about
1990, and after enough immigrants arrived,
they started to express their own Larping
traditions. Russian is the main language in
these games, with English and Hebrew used
by “visitor gamers” (for example, Israeli-
born Larpers); such visiting gamers often play
people from far-off countries, so as to explain
why they do not use the “local” language
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Narnia Live

gaming to become more develo-
ped, at the cost of eradicating per-
sonal epics from the game.

o Fantasy elements are some-
what more subdued than in games
run by Israeli-born organizers:
there are (at times) mythic mon-
sters to battle and terrible cur-
ses to overcome, but mages and
priests are much rarer than war-
riors; it is more Lord of the Rings
sort of fantasy, and less Dragon
Lance.

o These “Russian R” games
run for groups of no less than
100 participants, and often there
are more than 200 people in such
games; there are 3-4 such games
every year, usually based on some
historical event of fantasy-themed
books/series.

In 2002 a “Russian-Israeli” colla-
boration ran a large scale game
based on Lord of the Rings: It
was to be called “War4Ring”; the
game was supposed to have about
1000 participants who would play
for 3 days. Preparations for the
game took about 10 months, du-
ring which each group developed
its own fashion style (capes, ro-
bes, brooches, armor, flags and
weapons). The "“White Council”
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met on a regular basis during the
preparation phase (it was not the
LotR white council, but a commit-
tee dedicated to coordinating all
the various gaming groups). There
were about 30 different groups in
the game: From Sauron’s Orcs to
Dwarves of the Lonely Mountain,
from the Nazgul to the Wizards,
from trolls to hobbits.

The game itself crashed - the lo-
cation for the game was a valley
area, and while the organizers ex-
pected a calm dry weather, that
was not to be: The heavens poured
down and the entire valley became
a huge swamp land. The game en-
ded after a single day (with about
700 people in attendance), and
the game was thereafter dubbed
“War4Mud”.

Even though “War4Mud” crashed, it
was an important stepping stone:
It was the first time that Larpers of
all local factions’ joined together
for a prolonged period of time, and
it was the first time Israeli-players
were exposed to the larger-scale
games of the immigrant groups;
on the other hand, the immigrants
were exposed to the Israeli idea
that every character is a hero and
needs its own personal story. Se-
veral collaborations have since

been taking place, and it is now
common practice to invite people
from the “other” faction into the
games of “your” faction.

One of the results of War4Ring
was the desire of Local Israeli or-
ganizers to pull off a large scale
game; in the years 2004-2006 a
series of middle-to-large scale “R”
games was launched; it ran on the
basis of the Local-Israeli method,
but merged in several Russian-
Larp ideas. The series, called the
‘Saga’ had six episodes. The first
game had about 100 participants,
the last two more than 250. All six
episodes were 48 hours long. The
games were based on interacti-
ons between 5 to 8 “cities” each
with its own culture and history;
another line of interactions ran be-
tween guilds and temples that were
cross-city in nature (for example,
in some cities you could find repre-
sentatives of two or three religions
who were at odds with each other
over how to bring about the salva-
tion of the city-dwellers...) To this
was added an economic system:
Merchants and alchemists and
certain other specialists traded
for various goods and services.
These goods were important for
the PCs, since you needed certain
goods and services to create magi-
cal items for yourself, while other
goods were needed for your city’s
survival (for example, each city
was considered to be consuming
several units of supplies every 4
hours; while a certain city might
produce iron and sell it to others, it
needed to trade for food; and if no
one would trade food to that city,
or if the convoy leading the food
was ambushed and the food taken,
the citizens would “starve” and the
city was penalized).

Let's move away from epic-fan-
tasy Larps, and talk about other
themes. Around 1997, we started
holding Larps that revolved around
urban-fantasy and even sci-fi the-
mes on a regular basis. Over the
years we had games based on the
world of the Paranoia RPG (the
computer is your big brother, your
mentor, the one who loves you
as well as the one out to get you
and each of your clones), modern-
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militaristic games (using airsoft
weapons - recently we had such a
game based on the popular Fallout
computer game), and of course,
we also had more than a few World
of Darkness games.

One such WoD game is especially
worth mentioning: It was based
on ‘Vampire: the Masquerade’, but
did not use the Mind’s Eye Theatre
rules: We found these rules to be
constricting and developed an en-
tirely different system of powers -
one that allowed players to invent
their own disciplines and abilities;
this usually involved heavy use of
GM arbitration when powers clas-
hed, but we thought it was worth
it. In fact, we thought it SO worth-
while, that the game ran on a
continous basis for nearly six ye-
ars (2000-2006), with the entire
community meeting every week
for a session. During the height of
the game about 25 players played
on a daily basis through small pri-
vate meetings, emails and phone
calls in order to be ready for the
next weekly meeting. Like with
most other Israeli games, killing
other characters was part of the
game, though we did develop spe-
cific ethics regarding this, basically
saying that each player must take
care to be responsible, and only

Dashing swordsmen (and -woman)

bring intentional and personally
motivated death to other charac-
ters.

Currently (as of late 2008) we
have another WoD based game,
this one based on Werewolf: The
Apocalypse. It has been running
for 13 months already, with large
scale meetings every full moon and
many players also meet to play
every week or two, and also play
through emails and phone calls.
The game hosts around 40 regular
players and about 20 intermittent
participants. This game follows the
White Wolf rules more closely and
the need for GM arbitration has
lessened. It is often the case that
when characters clash, the players
will first go off to the side, priva-
tely play their battle of the basis
of statistics, and then dramatically
roleplay the battle for everyone to
see.

Israeli Larpers are often asked if
the rich history of Israel serves as
the basis for Larps. Well, we do
have such games: We had a game
that revolved around the presence
of Templars and Mamluks in Israel
during the Crusades; a game that
was sanctioned by the Education
Ministry (and which ran about 50
times) concerning the renewed

settlement of the country in the
early 20th century; a game re-
volving around the Kingdom of
Solomon. But these are special
projects, and usually our games
are based on the same themes as
most other Western games. The
reasons for this are complex, and
we do not have enough space to
go into them in this article.

Pervasive Larping, though not very
common, has been done in Israel
for about a decade, long before
we knew that this is what they
are called: A game that included a
“murder” in the middle of the busy
city intersection in front of the
unsuspecting populace, another
game that included an art exhibiti-
on (and some “shooting” by jealous
artists) in an open park, a game in
which ‘drug pushers’, ‘addicts’ and
‘working girls’ strolled about the
National Theater Building, hanging
a body (well, a live Larper preten-
ding to be a body) from a tree for
park strollers to see, and so forth.
The trick to such games is making
appropriate arrangements with the
police and ensuring that quick-foot-
ed and fast-talking GMs are nearby
to deflect problems so as to allow
the participants to really play their
characters without having to worry
about having limit their game-play
due to fear of reprisal from the
authorities.

The process of larp development
in Israel is far from over; though
some games seem to have reached
a stable pointin their development,
we continue to experiment with
settings, dramatic means, immer-
sion techniques - and even game
management styles. One of the
clear results is that in Israel today
people are becoming more aware
of Larps even if they do not them-
selves participate. While I'm gues-
sing that Larps will never become
as popular as soccer, it certainly
seems that they are slowly being
accepted as a legitimate passtime
and not just a really strange fringe
hobby. As we have many organi-
zers and many games coming up
in 2010, I think it fair to state that
the Larping scene is well establis-
hed in Israel.
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Larp in Germany

iTemalf@rtikel
(afjKarstenjDombrowski

If people think about larp in
Germany, the first thing that most
probably comes to their mind

are big events like ConQuest of
Mythodea or Drachenfest. But
while these games have a great
influence on the German larp
scene, they are not the norm.
The “every day” live role-playing
in Germany is in many ways

no different to other european

Or non-european countries.

Like in many parts of the world the
first larplike games in Germany
started at the end of the decade
of strange music, weird hair and
things we could only call clothes
for a lack of a proper term - the
late 1980s. Up then the first pen &
paper roleplayers in Germany ex-
changed dices and slices of pizza
for swords (wooden in the early
games) and cloaks (sometimes
originated from their parents old
bedsheets).

The scene got its first boost in the
early 90s, when some people tried
to establish larp as a way to make
a lot of money. They soon learned
that pupils and students were not
the target group with the most
money (or were at least not wil-
ling to spend huge ammounts of
it in larp events and equipment),
so their business model never suc-
ceeded. But until they realized it,
they had done a lot of marketing
in the roleplaying community and
at least something from their ideas
survived: They introduced a rules
system called “DragonSys”, in-
tended as a clever way to enfor-

ce customer loyalty and to bring
people again and again to their
games. While it did not work out
as planed, DragonSys is still more
or less the most popular fantasy
larp system in Germany and some
of the equipment selling busi-
ness strategies hidden in it (like
only real armour increasing your
armour-related-hitpoints — meant
as a tool to sell cheap chainmails
from india) are still treated as a
holy dogma in a significant part of
the german larp scene.

During the 1990s the scene grew
slowly but constantly until 2001
brought kind of a breakthrough. It
was not only the year, when the
first part of Peter Jacksons Lord of
the Rings film hit the movie thea-
tres and made sure, that even the
grandparents of todays gamers
know what an orc is. Earlier in
2001, for the first time a larp event
in Germany (Drachenfest) reached
more than thousand participants.
Since then larp is strongly gro-

Post Apocalyptic Larp

wing. Today we have not only two
really big summer larps, one of
them with up to 7.000 participants
(Conquest of Mythodea), but it is
also possible to play on any given
weekend at least somewhere in
Germany a larp.

Numbers and Nazis

For people interested in boring
facts here are the most relevant
numbers for todays larp scene in
Germany: The number of active
larpers in Germany is unknown. If
I have to make a guess, I would
say it's something between 30.000
and 50.000 gamers. Around two
third of the gamers are male, one
third female and the average age
is somewhere between twenty and
thirty. As most games are not allo-
wing underage participants (at lea-
st not without an also participating
responsible adult), the amount of
gamers below the age of eighteen
is quite low. Children larp is rising
but still far from being as popular
as in Denmark.

Due to the fact that nearly every
organizer who wants to inform
people about an upcoming game
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is using the same website (www.
larpkalender.de), we can at least
estimate the number of games that
take place every year. For example
in 2008, there were around 700
games in Germany. Most games
have 100 to 150 participants and
last an average of 3 days (week-
end games). The average price tag
for such a weekend is 100 Euros
for a game in a youth hostel (often
a castle) and 70 Euros for a cam-
ping event (cheaper, if the game is
without full catering).

While most games still are more
or less fantasy themed, there is
also an increasing number of non-
fantasy events, offering 1920s
(mainly Cthulu-influenced), 1880s
(Gaslight)Wild West, Cyberpunk/
Shadowrun, Star Trek and other
SciFi or Post Apocalyptic (Mad Max
or Degenesis style) games. Thereis
maybe just one excemption: While
you will find in nearly every euro-
pean country at least from time to
time games with a World War II
setting (because every game gets
better if you are allowed to kill na-
zis...) in Germany even an Indiana
Jones like adventure with evil-nazi-
enemys wouldn’t be possible. This
is due to the fact, that the Ger-
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Orker til Drachenfest

man society has build some laws
and a lot of unwritten (but strong)
taboos around this part of history
(some of them really strange and
very hard to explain to Germans
and Non-Germans as well). Any-
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way, that's one of the reason why
German gamers travel to Denmark
in order to play Russian soldiers
“shooting™ at Danish gamers play-
ing nazi soldiers.

Games and Gamers

Usually, events are played with
self-created and -controlled cha-
racters. Characters scripted by
game organizer are uncommon.
Fantasy games are often (more
or less) compatible. A player can
play the same character in nearly
every german larp, even though
the games and the game organi-
zers have few or no connection to
each other. So quite often German
gamers play a character for ye-
ars, trying to gain more and more
experience points (which in most
XP-based rulesystems is the way
to get more and better abillities
or spells). However, there is also
a growing movement that rejects
XP-based systems and proposes
for games that are (at least most-
ly) free of rules.

German gamers often place a high
emphasis on features of their cha-
racters and the game world. Over
the years, therefore, costumes and
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props became better and better for
both players and NPC. For example,
in the 90s orcs mostly were
green painted people (you some-
times could bribe with cookies),
while today, especially at the big
larp events, you will find very well
equipped orc groups, that are op-
tically really near to those Lord Of
The Rings orcs. As a negative side
effect of this high emphasis you
will find constantly heated debates
about good and proper equipment
or “the right way to play” on the
various webforums and social net-
works of the larp community.

With all this enthusiasm for “the
look”, unfortunately the develop-
ment of the game content stucked
a bit. While events have been opti-
cally strongly improved, the games
themselves sometimes seem to
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be the same
as during the
90s. Very of-
ten you will
find a plot with
the follow-
ing pattern: A
demon of the
week and his
evil creatures
of the week

are threa-
tening the
country. The
heroes must

find different
parts of an
artifact of the
week, repair
it in the ritual
of the week
and then de-
feat the evil.

Post Apocalyptic Larp
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Steampunk Larp

This is of cour-
se a bit exag-
gerated, but in
the core it re-
presents many
games. But
nevertheless
there are also
games with far
more creative
approaches and
ideas, especial-
ly in the non-
fantasy field.

By the way:
Taking part in
a German larp
is not that dif-

ficult. While
the game lan-
guage in most

events is of
course German,
most  gamers
are capable of
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speaking English. The big events
Drachenfest and Mythodea are ex-
plicitly addressed to include foreign
gamers, but the organizers and
participants of smaller games are
usually also happy to meet partici-
pants from abroad. As mentioned
before, a good overview of Ger-
man games can be found at www.
larpkalender.de.

The author is chief editor of the
German larp-magazine LAR-
Pzeit (www.larpzeit.de) and
well known for his bad habbit
of invading Danish games and
parties. If you need informa-
tion or help regarding the Ger-
man larp scene you can make
contact (in English) at dom-
browski@larpzeit.de



Hareposten nr 36

Oh my darling...

G o el @mersts

Selvom man skalle tro det ud fra
overskriften, sd er dette ikke en
kwerlighedserki®ring, tvertimod.
Babylon var et post-apokalyptisk
investigation- og actionscenarie,
eller det var i hvert fald vores hen-
sigt. Vi synes selv, at Babylon var
et rigtig godt scenarie, og der hvor
det fejlede var pa de punkter, hvor
vi prgvede at ggre noget ekstraor-
dineert - noget som ikke var blevet
prgvet fgr.

Nu er det snart et ar siden, at sce-
nariet blev afviklet, s3 hvorfor skri-
ver jeg denne artikel nu? Det er der
to grunde til: For det fgrste, fordi
Mads bad mig om det. For det an-

Ebbehoj og Daffy ligger NATO-pigtrad ad

det, fordi jeg tror, at andre arran-
gorer kan leere af vores fejl. Der er
blevet skrevet og sagt meget om,
hvad der gik galt med Babylon. I
arranggrgruppen er vi helt bevids-
te om, at Babylon langt fra blev
det scenarie, vi selv havde habet
pa. Det er der mange arsager til
og jeg vil i denne artikel prgve at
opridse de stgrste problemer.

Projektet var oprindeligt Troels
Barkholt-Spangsbos ide og det var
ham, dersamlede arranggrgruppen
og allerede her gik det galt. I frygt
for at blive kgrt ud pd et sidespor,
blev det nemlig aftalt, at gruppen
skulle have en flad struktur, hvor
alt blev besluttet med stemmefler-
tal. Problemet ved denne struktur,
var at Troels’ rolle ikke rigtig blev
defineret. Det var hans ide og der-
for havde han selvfglgelig gjort sig
en masse tanker om, hvordan pro-
jektet skulle ende med at se ud.
Vi overlod, til dels pga. dovenskab,
en masse opgaver til Troels, dog
uden samtidig at give ham befgj-
elser til at treeffe beslutninger pa
gruppens vegne. Ifglge Troels selv,
sa var det ogsa fordi han ikke selv
turde stille krav om, at han ville
bestemme. Den flade struktur,
herunder iseer den manglende le-

Foto:jMads]iavshoj

delse betgd, at ndr vi skulle traeffe
beslutninger, sa skulle alt tages op
i plenum, p& den anden side skulle
man "bare” samle to af de andre i
gruppen for at fa sin vilje.

Nu er banen kridtet op og nu skal
overskriften til at give mening. Ba-
bylon var et scenarie der, efter min
mening, bestod 40 % af alminde-
lige scenarieopgaver og 60 % af
sakaldte “darlings” - herunder var
nok halvdelen af disse darlings
lorteopgaver. Angadende den “al-
mindelige” del, sa tror jeg, at de
fleste kan blive enige om, at Baby-
lon havde en hgj standard, f.eks.
hvad angik scenografi, mad, toilet-
ter osv. Det hvor det gik galt, var
i forhold til vores darlings. Dette
begreb daekker over alle de del-
elementer, som arranggrerne hver
iseer insisterede pa skulle indgd i
scenariet. Problemet med vores
darlings var, at mange af dem ikke
var afprgvet fgr i andre scenarier.
Derfor udlgste de en masse pro-
blemer for os, bade fordi vi skulle
udvikle ideerne og fordi vi skulle
finde en made at fore dem ud i li-
vet.

Jeg kan naevne nogle eksempler
pd darlings og de problemer de
medfgrte. Jeg insisterede f.eks.
pa, at de hardballv@ben, vi skulle
bruge til scenariet, skulle veere s
realistiske som overhovedet mu-
ligt. Jeg havde dog hverken sat
mig ind i, hvad disse kostede eller
hvor holdbare de var. Det betgd, at
vi brugte uforholdsmaessigt mange
penge pa vaben, som alligevel vis-
te sig ikke at have seerlig hgj kva-
litet. Et flertal af gruppen stod fast
pa, at vabnene skulle kunne skyde
og bruges i "kamp”, selvom de an-
dre fra gruppen synes, at dette var
en darlig ide. Det betgd at action-
delen af Babylon blev virkelig tam,
idet man ikke kunne marke de
sma hvide plastik kugler, nar man
havde flere lag tgj pa. Et sidste,
og nok det bedste, eksempel er, at
vi alle i gruppen var enige om, at
det meste af scenariet bade rent
fysisk og spilmaessigt skulle kunne
styres af en hovedcomputer. Det
3benlyse problem hermed, var
at ingen af os havde forstand pa
computerprogrammering og derfor
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blev vi ngdt til at uddelegere disse
opgaver til frivillige. De frivillige
var, ikke af ond vilje, med til at ud-
vide vores darlingliste og var heller
ikke gode nok til at hjeelpe os med
at holde projektet nede pa jorden.
Det skal siges, at de frivillige lagde
et altafggrende stykke arbejde i
scenariet og uden dem var Baby-
lon aldrig blevet til noget. P8 den
anden side var problemet, at de jo
hverken var gkonomisk eller “pro-
fessionelt” ansvarlige over for spil-
lerne eller de fonde vi havde faet
penge fra. Det betgd, at de selvfgl-
gelig ikke havde samme dilemma
med at slaekke pa standarderne.

Listen af darlings voksede og vok-
sede i takt med, at vi fik gode ideer,
dog helt uden at taenke pa, hvor-
dan de skulle bringes ud i livet. Da
listen ikke kunne blive laengere,
ndede vi sd til den fase, hvor vi
skulle til at uddelegere opgaverne.
Her medfgrte den flade struktur,
at vi hver isaer kunne bestemme
hvordan darlingen fik sin form,
men man havde ikke befgjelse til
at draebe en darling; ikke engang
sine egne, idet de var blevet en
del af det faelles projekt og der-
for kunne de kun drzebes, hvis der
var stemmeflertal. Problemet ved
denne uddelegering var, at flere af
opgaverne som sagt ikke var af-
prgvet fgr og derfor heller ikke var

Generator der leverede
strom til hele basen

noget nogle af [

os fgr havde
prgvet. Op-
gaverne blev

derfor uddele-
geret efter det
princip, at man
skulle tage en
lorteopgave for
hver fed opga-
ve man tog.

Denne struk-
tur ville jo ikke
vaere proble-
matisk, hvis
altsa alle opga-
verne blev Igst
og alle darlings
blev bragt til
verden vel-
skabt. Det var
dog langt fra
tilfaeldet.  For
selvom man
ikke havde be-
fgjelser til at
drebe en dar-
ling, dgde flere af dem, jo taettere
vi kom pd afviklingen og derfor
blev ngdt til at dreebe dem enten
af tidsmaessige eller gkonomiske
grunde. Scenariet endte derfor
langt hen af vejen med at veere
sammensat af halvfaerdige dar-
lings og lappelgsninger.

Foto:]Mads]fiavshoj

Kyed bygger luftsluse

T e

I vores interne evaluering kom vi
frem til, at vi var tilfredse med af-
viklingen, men flere af os blev ogsa
enige om, at vi aldrig igen ville ar-
rangere et scenarie med s& mange
og uafprgvede darlings. Stgrstede-
len af de problemer som Babylon
oplevede kunne langt hen af vejen
have vaeret undgaet, hvis alle i ar-
ranggrgruppen havde vaeret mere
realistiske ift. hvilke darlings vi
holdt fast i. Herunder skulle den
enkelte arranggr have haft kompe-
tence til at dreebe eller nedleegge
en darling, uden at dette ngdven-
digvis skulle tages op i plenum.
Man skal selvfglgelig sa, for at et
projekt kan haenge sammen, stille
krav om, at man enten selv finder
en alternativ Igsning til de darlings
man har draebt, eller i det mindste
have overblik over, hvad projektet
kommer til at mangle i takt med,
at man skgd darlings. Alt andet
lige tror jeg, at vi som arranggrer
havde veeret mere tilfredse med
det, p& mange mader fine, scena-
rie Babylon endte med at blive -
hvis ikke vi i Igbet af den maned vi
brugte pd opseaetning, skulle vaere
vidne til, at vores darlings d@gde en
efter en, fordi vi havde veeret for
urealistiske.

Side 18
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LARP in Latvia (Letiand)

ilemal@rtikel
[@fiDiana]Kazing|

@A few facts about Latvia and
games here. The beginning.

Latvia is the middle of three
Baltic states, in location, area and
also population aspects. Having ap-
proximately 2,2 mil inhabitants, it
is home for different nationalities,
mostly latvians and russians (57%
and 29%). Latvia first declared it's
independency in 1918, then hosted
a few German and Russian occu-
pations during 1940-1990 and re-
newed as republic in 1991. Before
that, due to the Soviet policy, no
information about Europe (and it's
roleplaying activities, for instance)
did pass over the border. And ac-
tually that remained the same for

L

a rather long time afterwards too.

Live action role play games
first came to Latvia in 1997, when
they were introduced among the
Russian speaking part of the soci-
ety. Some, when having participa-
ted in the big games held in Rus-
sia, decided to try out setting up
a game in Latvia too, introducing
similar fighting and alchemy rules,
among the game style itself. The
first games were mostly fantasy,
based on Russian and Polish writer,
such as Nick Perumov and Andrzej
Sapkowski, novels.

The first game held in latvian,
Dawnbringer (1999) took place
in Olaine, joining both latvian and
russian speaking players. If before
the games were more or less play-
ing around with things learned in
Russia’s games, then this had it's
own game world, quests and intri-
gues, character creation and rather
well prepared costumes. The same
year also lead to establishing role-
playing club “Dragon”, created by
Russian-speaking players.

In year 2003 was the first
experiment for merging histori-
cal re-enactment and LARP. This

game, based on ancient Latvian
culture re-enactment, including
mythology, was a turning point
for development in Latvia’s LARP
scene. As a heritage from Russia’s
games came the rule of Game Mas-
ters being ,Gods”, who have the
plot (,destiny”) of how the game
should go and what a character
can or can not do. In some ways it
fitted the chosen game world per-
fectly — at least it could be explai-
ned from the mythologic point of
view. But game sequels grew worse
when some GM's got carried away
with their role of Gods and love for
historically correct re-enactment.
The fifth sequel, ,Bloodrage” in
2005, led to more players parting
and doing ,new style” games of
WYSIWYG (What You See Is What
You Get), with boofed weapons
and lesser demands for costumes,
making the games available for a
wider range of people.

All in all, the biggest games held
in region are the Big Baltic Role-
playing Games, hosted in turns in
all three countries, have gathered
approximately 300 players from
Latvia, Lithuania and Estonia.
Usually games in Latvia host up to
70-80 players, the big ones - 120,
leaving parlour games with 10-
40 participants. Each year there
are approximately 4-6 middle size
games and a few parlour games
held.

You don’t need many to do
mach. Investigating the scene.
Role-playing games in Lat-
via are maintained by enthusi-
asts, they have not become com-
mercial, thus allowing the game
expenses to be kept reasonably
low and enabling the information
about games to be mostly spread
by word of mouth. Covering the
genres of fantasy, post-nuclear,
re-enactment and etc., the budget
of the games usually is made up
from each GM team’s own pocket,
being lucky to receive the money
back from player fees, which, at
highest have been 45eur per two
day game, including meals 4 times
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a day and a night stay at hotel (Fe-
ast in Castle Telsa, 2009).

The role playing games have de-

veloped quite na- I
turally in Latvia,

with all the good
and bad sides
of it. New ideas
have been made
up after playing
computer games,
reading a good
book etc., and for
quite a long time
it did not occur to
people that there
are actually games
in other countries
as well. There was
the general know-
ledge of Ameri-
can, German, Rus-
sian etc. massive
many-thousand
player games,
but nothing more
specific, not even
to mention any
kind of ,LARP the-

Side 20

ory”. That has led
to people counting
only on themsel-
ves in creating new
game worlds, game
mechanics and on
making the general
view on how things
- should be done.

Should you wish to
come to a game in
Latvia, it woud be
important to brace
yourself for eve-
rything. Including
crawling in the mud,
getting taken over a
river to an island and
left there for three
days or investigating
an abandoned milita-
ry bunker, going two
stories underground.
Latvian LARP games
are mostly one-off
events, usually ba-
sed on GM invented
worlds, hence, every team is doing
their best to surprise and enter-
tain players, trying to make games
memorable for a longer time. It
is up to GM to introduce different
quests in the game, because it is
more common to ,look for quests”

. & r — —
P | ii———
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rather than roleplay events out as
they happen - also a bad heritage
from ,GM=Godlike” games.

Speaking about costumes,
there is a great difference between
requirements in different games.
It can easily go from ,it must look
authentic from 2m distance” in the
historical re-enactment games, to
,take the old granma’s curtains
and make yourself a something”
in, for instance, Troll nights (2004)
and silk kimonos in Way of Shogun
(2006). Since there are no options
of going to a shop and buying your-
self a LARP costume, most of them
are hand-made by the players
themself, including the wooden/
boofer weapons and chainmails.
And it has never been a problem
if you can't sew yourself, it’s just
another reason of throwing a
par...I mean, workshop, with main
theme ,Sewing your larp costume”
- there will be at least someone
who can.

Grabbing out some random
facts and numbers, the average
age of a player in Latvia is 20+,
mainly because Game Masters ask
for special permissions from pa-
rents for players who are not 18
years old (to take off the respon-
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sibility of potential injuries or
allergies). I'd also give a 65/35
proportion to male/female play-
ers. 90% of the games in Lat-
via use more than one language,
using Latvian and Russian as
basic ones and adding English
(German/French) as extra lan-
guages, if there is need of ro-
leplaying another race (Elves
- English, Dwarves - Russian,
Human - Latvian) or travellers
from afar who don’t speak the
native tongue. Also, if you see a
person with a white or red band
around the head in the game
— you don’t see them. That's a
what of telling players that the
character is dead or that it's a
Game Master walking around.

In Latvia it is considered
the nice style to make game trai-
lers, serving as adverticements
for potential players. Shooting
the trailer is up to the organising
team, and it is done by inviting
potential players to act in front
of the camera, throwing up a
party afterwards as a gratitude.
All the editing later on is also
done just by ,people who know
how to do it”, not professional -
funnily, not only saving up a few
hundreds, but also reaching high
recognition among foreigners.

The options to choose
from. Looking forward.

So here was a short over-
view of the general game scene
in Latvia. In the past few years

Foto1Diang]Kazing

latvian player community has be-
come more international, estab-
lishing tighter bonds with their
closest neighbours lihuanians
and estonians and presenting
themselves to Europe by visiting
the annual Nordic Larp conferen-
ces Knutepunkt's and German
Mittelpunkt, thus exchanging
ideas and experience on how to
run different games.

And even though in
some cases LARP in Latvia is
still looked down at from coun-
tries with older larping scene
because of not having high de-
fined standarts of rules, cos-
tumes and other requirements
by which LARP quality is evalu-
ated, it has quite many of those
qualities that the old countries
already have vanishing - inclu-
ding the amazing positive energy
people devote to making games
as heartfelt as they are only
here, in Latvia.
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Imagine en paraply for paraplyer?

Rorkiaring
@fiCharlesjBo]Nielsen

LRs overforening, Imagine! Folk
kunne tale om mangel pd eksis-
tensberettigelse for en lokalfor-
enings paraplyforening, men sd
er der nogen (Undertegnet) der
er med til at stifte en paraplyfor-
ening for vores i forvejen svert
ubrugelige paraplyforening. Man
kan sporge sig selv om disse
folk kun gor det for at provo-
kere den jyske rollespils elite.

Svaret er selvfglgelig nej, svaret
er at de ggr det for en bredere
menings skyld og for andre end
lige preaecis dem selv eller for gn-
sket om at tilfredsstille en magt-
syg selverkleeret elite. (altsa for
deres venners skyld)

Imagine: en transnational for-
ening der prgver at skabe net-
veerk og samarbejdet mellem de
grupper af rollespils (+ det Igse)
interesser i norden og samtidig
ggre det tydeligt, hvad rollespil
er.

Modsat en kongres som Knude-
punkt eller et internationalt som-
merscenarie, sa er Imagine et
meget tydeligt og abent samar-
bejde, som gerne skal frem i lyset
og ses af offentligheden.

En sddan forening er nemlig et
tegn pa modenhed og udvikling i
bl.a. rollespilsmiljget, som ggr at
vi vil blive taget mere serigst i sy-
stemet.

Vi (undertegnet) er nogen der
tror pa at arbejde sammen og

samle kraefterne i stedet for at
splitte dem. Her kraever det bade
en landsforening for at samle na-
tionalt, en nordisk for at samle
kulturelt og senere en europeeisk
og verdensorganisation for rolle-
spil, fantasidyrkelse, konflikt- og
laeringsspil. Den eneste made vi
kan sikre at vores veerker og vi-
den bliver delt og brugt til andet
end opretholdelse af vores fanta-
stisk kultagtige hobby dyrkelse!

Jeg tror pa at rollespil kan og skal
integreres i samfundet og den
bedste made at ggre det pa, er
at ggre det selv! Derfor skal man
have en landsforening. Det hand-
ler ikke om kroner og gre (selvom
de er rare at have) det handler
om feellesskab og solidaritet.

Men hvad er Imagine egentlig ud-
over nogle fine ord og principper.
Jo nu skal I hgre, det hele starte-
de mere eller mindre med en gut
der hed Karl...

Han var en for de fleste meget
skgr svensker, men han fik sat et
mgde op mellem nogle forskellige
rollespilskulturer og han fik gjort

det i pragt og luksus for en masse
EU-midler. En smuk idé startede
altsd med et konkret projekt (Ra-
asted vil elske mig for det citat)
han fik her samlet Norge, Dan-
mark, Sverige og Letland (vist
nok) til at mgdes og udveksle
deres viden om rollespil i deres
land og snakke om at organisere
et nordisk eller skandinavisk fael-
lesskab.

Det foregik pd Ludos Nostrum,
som var et netveerksmgde stgt-
tet af helt urimeligt store EU fon-
der, nemlig 200.000 kr. der kunne
betale for at vi 15-20 mennesker
kunne leve i sublim luksus, men
at vi ikke lavede andet end at
snakke om vores ngrdede natio-
nale rollespilskultur.

Det var en kaotisk tur, hvor vi blev
fgrt rundt af den evigt plaprende
svensker Karl der kan f& enhver
egte Kgbenhavnerrgv (Jeg var
der, jeg oplevede det, jeg vidste
ikke lzengere hvad jeg skulle sige)
til at fole sig helt mallgs over en
ligegyldig og uforstdelig tale-
strgm. (Noget der kendetegner
lobby arbejdet ret meget, se bare

Paraply?!? - men det regner jo ikke, Charles?

Foto:fStockixchng
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pa Morten Lahrmann og hans pe-
gesnakke ture til Bryssel - ikke
desto mindre har det skaffet ham
et ganske vellgnnet arbejde hos
Novo Nordisk)

Men, denne samling med Ludos
Nostrum, hvor vi fik et forfaerde-
ligt billede af rollespillere i udlan-
det (Som sikkert fik det samme
billede af os - fgrste skridt til at
bryde fordomme er jo at erkende
dem) men dog en vaekkelse af en
helt enorm jalousi da vi hgrte de-
res landsforeninger fik arligt helt
op til 27 millioner SVK. (Okay,
svenske penge er selvfglgelig ikke
rigtige penge, men hgje er tallene
nu alligevel)

Vi matte med, vi matte se, hvad
der gjorde at sddan nogle barne-
rgve indenfor rollespil kunne fa sa
mange penge og vaere sa svaert
dygtigt organiseret. Vi fandt hur-
tigt ud af at der selvfglgelig var
nogle andre systemer i deres lan-
de, men klart var det at de stgt-

tede op om deres idé og tog vir-
kelig deres landsforening serigst,
specielt i Sverige.

S& ideen var fgdt og senere kom
Imagine! Der til et af de internati-
onale arbejdsmgder fgr stiftelsen
fik navnet "NOFFA” (Nordic Orga-
nization For Fantastic Activities).
Dette navn blev dog veto’et vaek
af forbudssvenskerne da de fglte
at navnet var for meget i lag med
den norske organisation Hyperion.
Som star for noget med Den Nor-
ske Landsforening for Fantastiske
Fritidsinteresser, og sa "Hyperion”
som et laekkert brand navn.

S3 efter et veeld af mgder, finan-
sieret af svenskernes gale million
forening, blev den endeligt stiftet
som Imagine, efter en flere dage
lang generalforsamling med dog
kun 15 mennesker. 5 fra hvert
land, sa ingen fglte de andre var
for mange!

Siden har foreningen kgrt for at

Eidolons Summer of

Appetitvaekker,
homasjMertz:

Henover sommeren er der jo va-
nen tro de store sommerscenarier.
Hundredevis af liverollespillere vil
piske landet rundt for at deltage i
store og vanvittigt ambitiose sce-
narier. Og det er jo alt alt for sejt.
Desvaerre, i slipstrgmmen pa at
blive aldre, gammel, slidt, brugt,
knotten, doven og sur, kommer
den naturlige konsekvens ogsa at
man far svaerere og svaerere ved

at tage fri i sommerferien for at
deltage i disse naesten episke ak-
tiviteter.

Men bare fordi man skal veere
voksen og arbejde, er da ikke det
samme som at man skal snydes
for at praktisere sin hobby. Derfor
praesenterer Eidolon Arhus hermed
"Eidolons Summer of LARP”.

"Summer of LARP” er en spredt
aktivitet henover sommeren, hvor
vi afvikler sma gamle klassikere.
Som planen ser ud lige nu, bliver
der udvalgt fire lgrdage henover
sommeren, hvor der vil blive af-
holdt scenarier for 10 - 15 delta-
gere.

De scenarier som bliver afviklet er
endnu ikke fastlagt, men kommer
til at veere gamle con-kendinge,
som vi tager op af vores gemmer.
For at fa flere oplysninger om pro-
grammet kan du holde gje med
hjemmesiden, eidolon.dk.

fa en funktionel forretningsgang,
nu til den snart kommende tredje
generalforsamling og mig trukket
tilbage som talent scout, for at
veere pa udkig efter oplagte kan-
didater til den "kraeevende” post
som bestyrelsesmedlem for Ima-
gine. Som medlem af Imagines
"Election Commitee”.

S& hvis nogen skulle sgge efter
nye eventyr og drama sa smid
Charlesbn@gmail.com - en mail
med en uopfordret ansggning el-
ler bare generelle spgrgsmal til
det nordiske eventyrskib Imagi-
ne!

Hilsen fra Charles - der stolt er-
klaerer at han har skrevet en hel
artikel omkring den nordiske for-
ening Imagine, uden at referere
til den ellers velkendte John Len-
non sang Imagine og derfor mo-
dent nok kan afslutte sin artikel:

“Imagine all the LARP’ers, sharing
all their XP! Wuuuhhhuuu!”

LARP

Hvis alt gar efter planen og der
maske endda kommer et lille over-
skud, vil dette blive kastet efter
Eidolons Beachparty (som natur-
ligvis er betinget af at du, keere
medlem, tilmelder dig og deltager
i "Summer of LARP”).
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The Sights and Sounds of Intercon )
- a LARP convention in the US4

ilemaf@rtikel
(AR Emily[Care]BOss]

wie

Thinking of visiting New Eng-
land in March? If in Boston, you
would see the deep winter snows
just starting to recede. Strolling
along the Charles River, you could
dream along with the sleeping
daffodils of the returning warmth
of the sun. Bat just a short jaunt
to Chelmsford would find you
inside, out of the winter’s chill,
entering into the vibrant, verdant
jungle of LARPs that is Intercon J.

Intercon ] is the tenth and latest
installment of a growing LARP con-
vention held annually in Massa-
chusetts. The largest all-LARP con
in New England, Intercon is part of
a lively community of LARP-writing
and play in the United States. It

@lgienun Larp

was founded in 1997, inspired by
conventions of the same name
held in more southern states. In-
tercon is hosted by New England
Interactive Literature (NEIL), a
not-for-profit organization that
puts on the con, from beginning to
end. NEIL, incorporated in 2000, is
part of the Live Action Role Play-
ers Association (LARPA), which is
a network of people in the US who
enjoy and support live role play.
LARPA licenses the production of
various events including the In-
tercons, and has a Small Games
Competition yearly, with prizes of
up to $300 USD offered to promis-
ing LARPwrights from all walks of
life.

Entering the Radisson Hotel and
Suites which hosts Intercon, you
enter into a bustling hive of ac-
tivity. Each year, over 300 atten-
dees register for sold out games.
Space needed for the convention
has mushroomed. Teams of GMs
scurry down the hallways, hefting
props to the conference halls and
spacious rooms which become dif-
ferent worlds. Players alight from
the gracefully arching stairway,
spies in trench coats cheek by
jowl with court ladies in elaborate
dress.

Come to this convention for a my-
riad of experiences, though, rather
than 360 degrees of unmeasured
and immersive space and time. At
Intercon, games are offered in (ty-
pically) four hour chunks by teams
of hard-working GMs from Friday
to Sunday. Sets are often symbo-
lic. Props range from real world
examples of an item, such as a
Ouija board used to contact the
dead, to descriptions on cards let-
ting you know, for example, that
you have just seen a wallet full of
cash or a very believable looking
police badge. The emphasis is on
originality and player empower-
ment. Players’ imaginations, with
judicious help and assistance from
costumes and evocative sets, al-
low a pair of rooms to be transfor-
med into two subway cars or into
the magical realm of Alice beyond
the Looking Glass.

Each year the convention has a
theme prompted by its letter (J in
2010), which LARPwrights play-
fully and thoughtfully incorporate
into their games. Intercon H’s Hea-
ven and Hell theme inspired a wide
range of games. From Hell to Pay
by Kreg Segall, about friends fa-
cing their inner demons over din-
ner, to Muppet Purgatory, with a
bus full of favorite children’s show
characters crash-landing in the
afterlife. This year’s Jungle theme
is brought to life in the deserted
island of 36 Degrees of Separa-
tion written by Nicholas Milano
and Sharone Horowit-Hendler and
Grimmer Tales: Jungle Book by Will
Wagner, with further adventures
of Rudyard Kipling’s Mowgli. Each
year, many games also transcend
the theme.

The convention is multi-genre,
bringing games of all types and de-
scriptions together. A majority of
the games are written specifically
for the convention, making each
experience unique. Information
about each game is posted on the
website, creating a record of past
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games. Games bids are accepted
months before the convention,
and juried by veteran LARP-run-
ners and gamewrights. Registra-
tion begins at the same time, the
price increasing in small steady in-
crements as you get closer to the
con. But hurry to register! Once
the games have been vetted and
accepted, sign-ups begin online
and the games fill up fast. In order
to allow later registrants a chance
to get into games by their favorite
writers and GMs, sign-ups happen
in waves. Announced for a given
date, players sign up for one game
at a time, over the course of some
weeks in the Fall. After three single
game sign-ups, then registration is
open and you can sign up for eve-
rything your heart desires.

The variety this brings is impres-
sive. Games range in tone from
Deeply serious and introspective
in games such as The Road Not
Taken by Mike Young, described as
an experimental LARP of decisions
and emotions, and The Last Seder
by Vito D’Agosta, Susan Weiner,
Nat Budin and Joshua Sheena, a
science-fiction themed version of
the end-times, where players act
out scenes from across space and
time as the world around them
crumbles. To light-hearted come-
dies like Martha Stewart’s Guide to
Interdimensional Summoning (and
Basting a Turkey) by Haz Harrower
and Star Wars Episode Six: Return
of the Princess Bride by Eric Wir-

Eoto:ll'auralBoylan
tanen and Kreg Segall, with every
famous character from your favo-

rite science fiction mashed up to-
gether in chaos laden fun.

Each con brings new games, but
old favorites also abound. Some
games pick well-worn fiction to
bring to life such as Harry Potter
in Lise Fracalossi and Matt LeVan's
League of Extraordinary Hogwarts
Students, and Alice in Wonderland
in two LARPs from Intercon H:
Alice by Phoebe Roberts and Won-
derland 2.1: Wonderland Reloa-
ded by Andy Kirschbaum. Others
include the Mahabarata in a game
by Anandi Gandolfi which was run
at Intercon G, and Sherlock Hol-
mes and a dozen other famous
detectives showed up in Greer
Hauptman and Isabel Malonzo’s
Murder by Death, inspired by the
American film of that name from
the 70s. LARPs themselves have
become beloved parts of the con,
with repeat favorites like Survivors
of the Naronic, a Victorian steam-
punk adventure by Tony Mitton,
Sue Lee, A J Smith, David Towns-
end, and Theo Clarke, and Colli-
sion Imminent! by a group of nine
authors headed up by John Carra-
do Jr, about the wreck of a luxury
liner. Collision is being offered at
Intercon J for its tenth anniversa-
ry cruise. Well-received games
spawn series, such as Jamais Vu
an amnesia game originally writ-
ten by the trio of Stephen Tihor,
Lisa Padol and Eric Hanson, with

it's sequel Presque Vu (JV2), and
the All-Batman Games which live
up to their name, with The Other-
Other All Batman Game by Philip,
Jennifer, and Valerie Kelley offered
at Intercons H and I. Some LARPs
and games by European LARP-
wrights have been featured at the
convention, including A Serpent of
Ash by J. Tuomas Harviainen from
Finland, a darkly serious game
about a reunion among former cult
members.

The size and structures of the
games have great variety. From
groups of a dozen or less, up
through dozens of players, the dif-
ferent dynamics of different sized
groups can be found. Though most
games have a standard form of
one character per player, others
loosen up and may place you in
the shoes of many characters. One
such type is ‘horde’ games, where
a group of players take the roles
of huge groups—the doomed pas-
sengers of a sinking ship, or cra-
zed inhabitants of an apocalyptic
landscape—which interact with a
small group of players with more
constant roles. There are antho-
logy games, such as 10 Bad Modu-
les in 100 Bad Minutes, with a set
of games all illustrating the worst
LARPing experiences the writers
experienced that they can bear to
inflict on others. They are also ex-
perimenting with writing events,
like the Iron GM Game, a contest
for teams of writers to create a
game in 24 hours using a surprise
theme. The games are then play-
ed during that con. In 2010, there
will even be a pre-con event with
seminars and discussion on LARP
writing and production.

So, if you find yourself in Massa-
chusetts in March, or Maryland in
November, or New Jersey in July,
make your way to one of the In-
tercon conventions. Warm yourself
with the delightful fare that LARP
on the eastern seaboard of the
US brings. And have your favorite
game in tow; they are always loo-
king for more new, excellent, inno-
vative games to bring to the table.
Find the Spring in your heart that
a good game always makes shine
through.



Hareposten nr 36

(.Inlted States of m

@Gﬁﬂmn&l}[mmn

Jeg vil fortelle om min Hyggecon.
Jeg er tidligere elev fra Osterskov
Efterskoles (OE) forste drgang,
dvs. dret 06 til 07, og forelobig
bor jeg i Vildbjerg, hvor jeg ar-
bejder som dyrepusserelev pd en
svinefarm. @irets tema pd Hygge-
con kunne ikke blive Pimpet nok
med homies, store keder, dol-
lartegn og rappere. Der var ogsd
en masse piger med meget lidt toj
p4, som klistrede sig op af hygge-
mesteren, David Thorhauge, med
den alt for vilde kaede om halsen
med et rivejern som vedhang!?!
Jeg ankom senere end forventet,
da jeg skulle vende hovedet hjem
forbi min mor efter madras, dyne
og pude for at sikre mig ordent-
lige soveforhold pa Hyggecon. Der
ventede mig halvanden times kg-
retur i regnvejr, sa jeg var fgrst pa
skolen ved 22:30 tiden. Det fgrste
jeg sa, da jeg gik ind, var det flotte
grafitti og bling, der var udsmyk-
ket med, og sa den meget irrite-
rende, men dog stemningsrigtige,
musik. Jeg blev straks mgdt af en
meget fuld Kenni, som tydeligvis
havde veeret med til at indvie Hyg-
gecons bar. Kenni er en af de andre
@E elever fra 1. ar. Efter en mas-
se komplimenter, begyndte Kenni
at kramme alt og alle han kom i
nerheden af! Derefter kunne jeg
begynde at se mig lidt omkring.
Jeg fandt mit veerelse, som var
det gamle Lazaret tilbage fra min
tid pa @E. Lazaretet blev brugt til
de sygemeldte elever pa skolen,
fordi nogle pjekkede og andre
konstant spillede computer, ndr de

var syge. I starten matte man kun
have en dyne, pude og evt. en bog
med ind i Lazaretet. Det var ogsa
forbudt at mgde op til spisning i
spisesalen, s& man skulle alliere
sig med en, som kunne servere
maden for sig i stedet, oftest fordi
nogle kunne finde pa at raskmelde
sig lige efter middag. Til sidst fik
vi heldigvis sldet igennem, at vi
kunne fa lov til at have vores PC
med ind i Lazaretet.

Der var 2 kgjesenge i rummet og
et bord med et par stole. Alle sen-
ge var desveerre optagede, sa jeg
indtog en plads p& gulvet. Deref-
ter gik jeg ned i baren og indviede
mig selv. Jeg faldt i snak med Jes-
per Jakobsen (@E 1. &r), som ogsa
var godt fuld pa det tidspunkt.

Hgjdepunktet pa torsdag aften var
nok, da jeg faldt i snak med Jan-
nick Raunow, som er en af hoved-
arranggrerne af Hyggecon. Jeg sad
0g snakkede med Brian og nogle
andre @E elever, da Jannick kom

Krojmand har helt klart fattet temaet, se
selv hvor meget guld han har i sin pung

Y Hyggecon

og satte sig. Jeg ndede desveerre
ikke hans workshop om skuespils-
teknik i rollespil, som var p& pro-
grammet torsdag aften. S8 jeg
spurgte interesseret ind til hvor-
dan det var gdet og hvad de havde
foretaget sig. Jeg havde hgrt fra
mange andre, at hans workshops
virkelig var spaendende - og af og
til skreemmende. Hvilket fik mig til
at sergre mig endnu mere, da han
begyndte at fortzelle om nogle af
de gvelser, de lavede i workshop-
pen. Han fortalte bl.a. om en af
hans deltagere, som skulle synge
Mester Jakob pa mange forskellige
mader f.eks. helt vildt langsomt,
hurtigt, lavt og hgjt, hvor Jan-
nick vidste hun kunne mere, sa
han pressede hende til at synge
igennem. Fredag begyndte me-
get afslappende i loungen med
computeren pd skgdet. Jeg sad
og spillede en gammel klassiker:
"Street Wars”. Jeg spillede nogle
timer, mens jeg snakkede med
Keymonk, Darentei og Krykke
(red: tidligere "Efterskov” elever
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med meerkelige navne) om ver-
dens mest interessante og interne
emner som Patrick and Eugenes
musik, Pocket Tanks og YouTube
poop, som er et faenomen pa You-
Tube, hvor folk har klippet i gamle
tegnefilm og spil fra f.eks. Phillips
CD-I konsol, hvor der er manipu-
leret med ordene, s3 karaktererne
kommer til at sige maerkelige og
larmende ting.

Senere kom jeg til at snakke med
Stefan Schuldt Larsen (tidl. @Eer)
om vores jobs, som dyrepasse-
relever pa svinefarme. Michelle
Kjeer Heaestrup (@E 1. ar) lyttede
uvidende og interesseret med i
vores meget meerkelige snak om
hvilken medicin vi bruger til grise-
ne og hvilke pligter vi har til fael-
les.

Klokken blev 13. Jeg havde meldt
mig til en debat, der hed Perfor-
mativ Psykologi, som Esben Wil-
strup stod for. Han er rollespiller
og shart psykolog. Via sociale lege
og Power Points ville han forklare
os om hvordan vi igennem rollespil
skaber nye og anderledes miljger,
samfund og historier end dem vi
nu engang lever i. Esben hari 5 ar
beskaeftiget sig med betydningen
af leg og performance for menne-
skelig leering og udvikling. Hans
pointer er vist nogenlunde som
fglger:

Igennem rollespil afprgver man
sine graenser ved at spille en rolle,
som man ikke ngdvendigvis har
noget tilfeelles med. P& den made
bliver man meget klogere pa hvor-
for man handler som man ggr.
Det er et meget interessant emne
- hvis der da virkelig er hold i at
psykologer, laerere, paedagoger, og
vel ogsa politikere, kan bruge rol-
lespil i deres dagligdag, sa man fra
barnsben kan laere at man skaber
sin egen hverdag... Det giver nem-
lig plads til nye kreative udfoldel-
ser, i stedet for de lidt for ‘manu-
skript-baserede’ omrader i vores
liv, som Esben forklarede det. Han
fortalte om nogle store psykologer
som faktisk allerede har taget per-
formativ psykologi i brug. Jeg tror
vi alle kom til enighed om at der
var noget om snakken.

Der hygges i Baren og snakkes
om gamle dage

Efter debatten hentede jeg min
computer og spillede lidt i loungen
igen. Jeg kom i snak med en af de
andre, der deltog i debatten, som
var i gang med at finde nogle fejl-
koder pa sin computer. Han havde
tilsyneladende en del forstand pa
computere, s@ med den feellesin-
teresse kom dialogen godt i gang,
indtil det var ved at veere madtid.
Jeg havde ikke meldt mig til af-
tensmad, fordi jeg havde indgdet
en pagt om at jeg skulle ned pa
Miami og have pizza. Keymonk,
Darentei, Krykke og Kenni ville
gerne med...efter en smule tvang
:-). Vi tog min bil ned til Hobro by-
midte, hvor Keymonk og jeg blev
enige om at prgve et nyt pizzeria
for en gangs skyld. Min erfaring
blev en meget god pizza, men den
var dyr og det var ikke Miami.

Lgrdag lighede meget fredag bort-
set fra at jeg naermest hele dag-
en hang nede i loungen med min
computer, indtil Bjgrn og en kam-
merat satte sig i sofaen overfor
mig og snakkede, mens de spiste
morgenmad. Bjgrn Porup Thoma-
sen er forfatter til to bgger om
rollespil, som er ret kendte i rolle-
spilsmiljget, og har skrevet mange
scenarier, bl.a. blindescenariet "L".
Vi begyndte at snakke om nogle

Foto:Mads]Havshoj

af Bjgrns scenarier, fordi han ikke
havde et med i ar pa Hyggecon.
Det viste sig at Bjgrn havde et
scenarie han gerne ville szette op,
bl.a. fordi jeg utrolig gerne ville
prgve at spille med ham.

Han fik fundet spillere til scenariet
Mind (eller Sind, det husker jeg
ikke helt) og vi kom ind i et mgrkt
rum nede ved Warhammer borde-
ne. Der var stemningsmusik og vi
skulle have lidt at drikke med og
et tgrklaede at binde for gjnene.
Vi sad alle sammen fordelt rundt
om et bord midt i rummet, mens
Bjgrn sad i et hjgrne som forteeller
m.m.

Jeg vil helst ikke afslgre hvad sce-
nariet handlede om andet end vi
valgte en kort baggrund og et navn
til vores karakter og hvad vi havde
speciale i indenfor politiet. Vi var
alle sammen kriminalbetjente og
vi havde fdet en mordsag, som vi
skulle opklare, men vi havde in-
gen papirer pa sagen.

Spillet var vildt spaendende og med
mange uventede ting og jeg sad
neermest og hoppede pa stolen af
spaending. Det er et scenarie, jeg
kan anbefale alle som har smag
for mindfuck, krimi og uhygge.
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Tusind tak for et rigtig godt scena-
rie Bjgrn! Han vandt i gvrigt ogsa
Hyggeonklen, selvom det vist nok
var for et andet scenarie...

Lgrdag aften var der stor festmid-
dag. Da scenariet med Bjgrn var
faerdigt, skulle vi skynde os at blive
klar. Jeg selv skulle i bad og have
andet tgj pa. Neermest alle sko-
lens brusere var optagede, sa jeg
matte ga i bad nede ved gruppe-
rummene ved Warhammer bord-
ene. Lidt flovt maske at ga forbi
alle bordene i festtgj, ndr de sta-
dig stod og spillede ;-).

Jeg fangede Keymonk, Darentei
og Krykke pa vej over til Handels-
skolen, hvor festen skulle veaere.
Vi tog rent faktisk Darenteis bil
derover. De fleste havde sat sig
til bordet, da vi kom. Nogle havde
bordskik og stod paent bag stolen
til der blev sagt vaersgo at saette
jer. Salen var fyldt helt op, sa vi
var heldige at finde et bord, hvor
der var plads til os alle fem.

Derblev uddeltbordpligter fgrmad-
en blev serveret og vores bord
skulle servere hovedretten. Jeg
har aldrig graedt s&@ meget af grin
for - det lyder maske som en ke-
delig pligt at servere hovedret/
vegetarmad, men sammen med
Darentei, Keymonk og Krykke var
det meget morsomt. Vi fik i hvert
fald rgrt os og gvet vores sprog-
lige evner.

Under den tre-retters menu, blev
der holdt taler og vist et lille tea-
terstykke og en film fra Jannicks
rollespil “Gggen er dgd”. Da mid-
dagen var ovre rykkede folk ned til
baren, ind i gymnastiksalen hvor
der var musik, nogle ud for at ryge
og andre noget helt fjerde. Jeg
selv pjattede med Darentei, Key-
monk og Krykke ude pa gangen.

Omkring kl. 22:30 var der porno-
polka i gymnastiksalen. Ovenpd
det gode maltid mad skulle der
breendes nogle kalorier af. Jeg fik
lokket nogle af tilskuerne med,
0gsa nogle som ikke havde prgvet
det fgr. Det var meget sjovt og jeg
fik oven i kgbet Jannick med et
stykke tid.

Jeg ved ikke praecist hvad klokken
var, da jeg gik ned i baren, hvor
jeg faldt i snak med Niels Sangill,
(ogsa tidl. @Eer). Han havde travit
med at hjeelpe Stefan med nogle
smaproblemer, da han pludselig
ogsa syntes jeg havde problemer.
Han provede iheerdigt pd at finde
en fyr til mig, fordi jeg ikke havde
nogen keereste.

Senere gik jeg ind i gymnastik-
salen og kiggede pa de par som
dansede. Der var nogle der var
imponerende gode og andre me-
get underholdende at se pa. Jan-
nick kom og holdt mig ved selskab
efter lidt tid. Vi snakkede frem og
tilbage om holdninger, dans og
alt muligt. Han fandt ud af at jeg
havde kolde fingre og begyndte at
varme dem p& en meget pinefuld
made! :-D. Men faktisk virkede
det imponerende godt.

P& det tidspunkt var festen sa smat
ved at nd sin ende. Baren lukkede
og vi blev sendt tilbage pa sko-
len. Vi var dog
nogle f& nat-
teravne tilbage
som hyggede os
inde i loungen.
Jeg selv havde
sat mig tilrette
med min dyne
i en af stol-
ene. Jeg husker
ikke hvad klok-
ken var, men
vores sma ma-
ver var i hvert
fald utilfredse.
Sa jeg tiggede,
fedtede og pla-
gede Jannick, da
han kom tilbage
til skolen, om vi
ikke kunne stille
noget mad frem
i spisesalen og
der blev hurtigt
treengt rundt om
bordet, da han
dbnede op ind til
kgkkenet for at
finde noget brgd
og paleeg.

Sgndag morgen. Jeg var fak-
tisk stdet op ved en 8-9-ti-
den, selvom det var blev-
et meget sent. Der var ikke man-
ge levende sjxle, s3 jeg satte
mig i loungen med min computer
og spillede lidt. Der blev sat mad
frem kl. 10:15, hvor der stille og
roligt dukkede flere mennesker
frem. Egentlig skete der ikke sa
meget sgndag, for vi skulle ryd-
de op og ggre rent alle steder
pa skolen og de steder vi havde
opholdt os pa handelsskolen.
Jeg slap ret billigt i &r med bare
at ggre rent pd mit veerelse og i
Pandoras Aske (som er et rum pa
skolen, hvor laererne har lzerer-
veerelse), i modsaetning til sidste
ar, hvor jeg hjalp til ovre pa hand-
elsskolen, som var et rod af spildt
alkohol og andet skidt pa gulvet.

Alt i alt vil jeg sige tusind tak for
en rigtig god Hyggecon 2009, hvor
der maske manglede lidt flere rol-
lespil, efter min mening, men som
ellers var en super god con!

Side 28
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To Twi'lekker kommer sj®Ident alene

iTemal@rtikel
@GEBEBUEEI@

Elias tog til Ropecon som ud-
sending for Imagine (den
nordiske paraplyforening for
rollespil). Men ndr man sam-
ler 4000 finske norder pd et
sted, sker der se@ere ting.

Jeg var helt alene i et fremmed
land, foran en fuldstaendig neu-
tral bygning, hvor de |3ste dgre
var paklistret skilte pa et komplet
uforstaeligt sprog. Men da jeg sa
de to Twi'lekker, der kzempede
med Gaffavaben, vidste jeg, at
jeg var det rigtige sted: Ropecon
- Finlands stgrste con.

Faren ved venlighed

Halvanden time fgr var jeg landet
i Helsinkis lufthavn. Herfra vidste
jeg, at jeg skulle tage en bus til
centrum og sa en bus til Dipoli -
det center, hvor connen bliver af-
holdt. Bussernes linjenumre hav-
de jeg omhyggeligt skrevet ned
pa et stykke papir, som jeg havde
i min taske.

Problem? Denne seddel var intet-
steds at finde (for at gnide salt
i saret, dukkede den op, forste
gang jeg kiggede i tasken efter
ankomst til connen). Argerligt,
cergerligt - men jeg vidste jo,
hvad stedet hed, sd jeg spurg-
te da bare en af chauffgrerne.
Chauffgren var en flink finne i
30’erne, der talte et fint engelsk
med et passende touch af den
finske sang. Da jeg naevnte at jeg
mente, jeg skulle ind til byen og
tage en bus derfra, rynkede han
brynene: "Ej - er du helt sikker

pa det?”

Nej selvfglgelig var jeg ikke det.
Alle linjer og stationer hed jo for
pokker noget pa finsk, sa kgre-
planen kunne have anvist mig at
skifte i Helvede til rute 42 over
Narnia, Omvendtland og Ropecon
til Tatooine, uden at jeg ville have
vidst det.

S& chauffgren ringede til hoved-
kvarteret - og ganske rigtigt, jeg
skulle en helt anden vej. Men bare
rolig, han skulle nok lede mig pa
vej. Efter tyve minutter begyndte
jeg at seette spgrgsmalstegn ved
min tillid til den rare chauffgr. P3
daveerende tidspunkt stod jeg
under en motorvejsbro midt mel-
lem Ingenting og @stre Nowhere,
mens jeg sa bussen kgre veek i
hgjt tempo. Og jeg folte mig ikke
just tryggere ved situationen, da
jeg kom op pa .

broen og s3a, M
at den anviste @

rute ganske
rigtigt korte fra [
broen - men i FEES
begge retnin-

ger.

Min sindsro fik
nadesstgdet,
da jeg kom
ind i bussen.
Chauffgren
var en gra-
spreengt herre | TN
med fuldskaeg,
tykke briller og =
et vildt udtryk = =
i gjnene. Hans
engelske... kan |
jeg ikke udtale
mig om, for jeg |
hgrte ham al-
drig udtale et
ord pa engelsk. §

Jeg bad hgfligt

chauffgren for-
klare mig, hvor
jeg skulle sta
af. Han spyt-
tede et
andet finsk

hovedet p& mig. Vist... noget med
H?

Jeg gik om bag i bussen, og for-
sggte desperat at finde et stop-
pested, der hed noget med H.

Nix. Intet held.

Da jeg havde spurgt chauffgren
tredje gang, begyndte det at
blive pinligt. P& dette tidspunkt
havde jeg engageret 3-4 andre
passagerer, der venligt foreslog
mulige stop. Imens voksede min
desperation stgt. Jeg begyndte at
fgle mig som medvirkende i en
film med Keanu Reeves og San-
dra Bullock.

Endelig kom en ung mand om
bord. Da han hgrte, hvor jeg
skulle hen, sagde han: “"Nej, nej-
sa skal du ikke af dér - du skal af

Refieg 5w [ttt

eller Tsk, Tsk, Elias. Det var kan
i den ene der var en twi’lek!



Hareposten nr 36

Og endelig, femten minutter se-
nere, kunne jeg ande lettet op
ved synet af de to Twi'lekker.

Finnish Psycho

Ropecon er som sagt Finlands
stgrste con. Hvad giver det sd i et
land med fem millioner indbyg-
gere? Fastaval, der er Danmarks
stgrste con, ligger jo omkring de
600 mand - sa 500-600 stykker,
vel?

Nix. 4000 mennesker deltager i
Ropecon hvert ar. Det er altsa cir-
ka syv Fastavaller lagt sammen,
eller 27 Hyggeconner.

Nu minder Ropecon heller ikke
saerligt meget om conner som
Hyggecon og Fastaval. Den min-
der mere om de conner, man kan
mgde i Storbritannien og USA.
Det vil sige en con for alskens
fantasy, sci-fi, rolle-, braet- og
figurkrigsspil, reenactment, og
hvad man ellers kan taenke sig af
ngrderi.

Alt i alt er det imponerende at
vaere vidne til hele dette spekta-
kel. Arrangementerne kgrer med
naesten militeerisk organisering,
samtidig med at der er masser
af galskab og spontane pahit at
finde. De mange mennesker gi-
ver grobund for sadanne her-
ligheder som Live Tetris og VM i
Sten-Saks-Papir.

Men der mangler noget: fglelsen
af, at vi er sammen om det her.
P& Fastaval og Hyggecon er det
maske ikke alle, der spiller rolle-
spil eller deltager i debatter, men
vi ved alle sammen, hvorfor vi er
der. De par gange, jeg har vaeret
pa Discworld Convention (britisk
con), har det virket som om vi
alle var grebet af en massepsy-
kose, forarsaget af vores feelles
guru, den skaeggede mand med
den store hat.

Den folelse manglede p& Rope-
con. Der var masser af psykose
- men ikke s meget fzellesskab.
Nok var der store haller med folk,
der skubbede pap eller tin - men
jeg havde ikke fornemmelsen af,
at jeg uden videre kunne ga hen
til folk, og fa lov til at veere med.

Forpint forplejning

Efter den internationale koordina-
tor havde checket mig og en an-
den dansk geest ind, gik vi over i
den alenlange kg for de alminde-
lige gaester for at holde en finsk
bekendt med selskab.

Nar man nu stod der og stod,
kunne man ikke undga at lsegge
meerke til tre store pavilloner,
der var ved at blive sat op. Jeg
spurgte vores lokale guide, hvad
det dog var for nogle telte.

"Madboder,” var svaret.

"Jeg venter med at spise der,
til jeg ved hvilken en, der giver
madforgiftning. Der er nogen,
der far madforgiftning hvert ar af
at spise herude.”

Detvarnuikkefordi, jeg havde no-
gen videre trang til at spise i nog-
en af de tre boder. Den tekniske
betegnelse for det, de serverede,
er "fedtet snask,” og det af en ka-
liber, der far Tinas Grill til at ligne
en bedre restaurant.

Desveerre var alternativet ikke
meget bedre. Bagdelen ved at
vaere pa et konferencecenter er,
at den stedlige restauratgr med
en vis ret kan kraeve eneret pa at
saelge forplejning inden for cen-
terets omrade - naesten uanset
det tilbudte udbud.

I dette tilfeelde drejede det sig
om en enkelt lille restaurant hvor
man, efter 20 minutteri kg, kunne
slaebe sin 40 kroners minipizza-
slice med sig ned for at lede efter
et sted at sidde. Der var ogsa en
buffet, med ris og fire slags splat
- med eller uden kgd.

Nar man s& skulle have en gl med
vennerne, blev det ikke spor bed-
re. Sa blev restauranten forvand-
let til en pub, hvor man kunne sta
i den samme kg og fa gl langet
ud gennem den samme luge. S&
kunne drikkeriet ellers fortseette
indtil, na, ja, en times tid eller s
efter midnat, hvor baren lukkede,
og connen blev tgrlagt.

flle deltagere er lige...

I teorien, i hvert fald. Nu er Ro-
pecon i Finland, og finner skal
nok finde et sted at drikke. Der-
tii kom, at jeg, som delegeret
for Imagine, var aeresarranggr.
Og alle arranggrer ved, at visse
regler kun geelder, nar deltagerne
ser det.

Det meerkede vi fgrste gang,

da vi skulle holde mgde med
foreningen Ropecons naest-
formand, Timo Multamaki.

"Kom, vi skal hen pa mit kon-
tor,” sagde han. "Kontoret” vis-
te sig at veere en minibus med
et bord, fire seeder og adskillige
rammer drikkevarer bagi.

"Man ma ikke drikke udenfor pa
Ropecons omrade,” forklarede
Timo. “"Derfor har jeg altid denne
her bil med mig.” Selve mgdet be-
stod i, at Timo langede d&ser ud og
sagde: "Vi melder os ind i Imag-
ine. Det behgver vi slet ikke dis-
kutere. Skall” ...hvorefter vi kun-
ne drikke szere finske alkopops
og ordne verdenssituationen.

Der var selvfglgelig ogsa en sauna
pa connen. Den lukkede omkring
klokken elleve - og abnede igen
kort efter, denne gang for arran-
ggrer og @l. Personligt oplevede
jeg fgrste gang midnatssaunaen
pa Knutepunkt i Sverige for snart
fire ar siden. Men saunaen er jo
uden tvivl en meget finsk disci-
plin — og en, der helst involverer
god tid, kolde dukkerter og gl.

Ude godt...

Om sgndagen tog jeg bussen ind
til byen, og derfra ud til lufthav-
nen, mens jeg aergrede mig over,
at jeg ikke kunne blive til tirsdag,
og dermed gik glip af alle de bed-
ste fester.

Men samtidig er jeg ikke sa ked
af, at vore hjemlige conner ikke
ligner Ropecon. For uanset de
mange fordele og glaeder ved
sa& stor en con som Ropecon, s
mangler der en charme, som de
danske conner har.

Ikke at det skal forhindre mig i
at dramme om den dag, hvor der
kommer sauna pa Hyggecon.
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@h min gud....jeg bliver simpelt-
hen sd traet over at skalle til at
brokke mig over LR...IGEN!!!

I har maske hgrt om LRs bog-
projekt “Rollespil gennem 20 ar”,
hvor de kontaktede 20 forskel-
lige gamle rotter i miljget for at fa
dem til at skrive deres personlige
beretning, for s& at sammenstyk-
ke de 20 beretninger til en slags
"rollespilsmiljgets historie”. LR
ringede til mig og bad mig paent
om at skrive Eidolons historie. Det
gjorde jeg og brugte omkring 20
timer pa research, skrivearbejde
og reviews. Jeg afleverede inden
deadline, som en rigtig duks. To
maneder senere bestemmer LR sig
for at de ikke gider udgive bogen.
Argumenter som "manglende rgd
trad” og "darlig kvalitet” kom pa
bordet. Hele sagen blev selvfgl-
gelig heller ikke paenere af, at LR
besluttede sig for at fyre den an-
svarlige for projektet, Claus Raa-
sted, undervejs i processen. Men
det kan jeg ikke se har s meget
med mig at ggre. Som jeg ser det,
har LR pant bedt mig om at bruge

¥ = o, ..l""

20 timer pa et projekt, som de sd
efterfglgende skrotter blankt. Tak
for lort LR! Naeste gang I kommer
og gerne vil have min hjalp til et
eller andet, sa far I fingeren og sa
skal jeg "paent” forklare jer, at jeg
ikke gider spilde min tid pa latter-
lige svumpukkelamatgrer som jer!

N&r det sd er sagt, s& udkommer
bogen alligevel. Claus Raasted har
taget skeen i den anden hand og
udgiver for egen lomme samlin-
gen, som forventes at komme pa
gaden i begyndelsen af det nye ar.
Jeg selv og Tore Plougheld bidrager
med redigering. Heri vil du sa kun-
ne laese min beretning om Eidolons
12-3rige historie med masser af
anekdoter og et par yderst pinlige
afslgringer.

N&, men udover min personlige
forsmaelse over LRs manglende
respekt for andre menneskers tid,
engagement og arbejde, sa er
jeg med min formandskasket pa
ogsa ved at veere serigst treet af
deres amatgragtige made at drive
foreningen pa. Jeg bliver et par
gange om aret ringet op og stillet
spgrgsmal, hvor jeg kan orientere
den fuldsteendig vidensforladte og
serviceimbicile kontoridiot om, at
de allerede har svarene pa alle de
ting han spgrger om og kan henvise
ham til steder i hans eget system
hvor tingene star. DU SPILDER
MIN TID DIN BOVLAMME OSTE-
KAGEDEJ!!! Og den person ved
LR som rent faktisk havde evnen
til selvstaendig tankevirksomhed
og en lille smule sans for at LR er
til for foreningernes skyld og ikke
omvendt, vaelger de kraftedeme at
fyre! AAAAAARRRRGHHH!!!III Ah
ja...og sa gleeder jeg mig hvert ar

Bar ikke
laeses af
serigse
mennesker

til at f& en masse papirer ind af dg-
ren, som skal pafgres en milliard
underskrifter og indsendes med
sneglepost og LR skal af en eller
anden arsag have de samme uaend-
rede oplysninger hvert &r og har
gjensynligvis behov for 8 gange
mere detaljeret statistisk materia-
le p& medlemssammensaetning og
afholdte aktiviter end f.eks. DATS,
som vi ogsa er medlem af og som
ogsa er medlem af DUF. Sa jeg
FATTER IKKE hvorfor LR palaegger
sine medlemmer en masse latter-
lige bureaukratiske krav, nar det
tydeligvis ikke er DUF der kraever
det.

Hvor mange gange skal de have
lov til at pisse pa os? Min talmo-
dighed er ved at vaere sluppet op.
Mit liv er for kort til lallende ama-
tgrer...

/Spyd
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