MecTto gencreus
N BO3HMKAKOLLME CHOXEThI

lNepesod cmambu Setting and emergent stories

Ewe 00uH nepesod, 3a asmopcmeom Anno

Hanucan PoH Odeapdc e okmsibpe 2011.
lNepesenu AHeoH u ®naHHaH e anpene 2018

OT0 acce Ha caMoMm fere NocBsileHo mecTy aencteus {setting}, Ho 9 obHapyxwun, YTo MHe
HY>KHO CHa4arna o6bACHUTb HEKOTOPbIE MOMEHTbI OTHOCUTENBHO ctoxeTa {story}.

YacTb |: [lo ymonyaHuio -
“3arotoBreHHbIn ctoxeT” (“Story before”)

Bo Bpemsa GenCon-a 2011 roga 4 4yacto HaumHan npegcrtasneHune cesoen HPU Sorcerer ¢
dpasbl “B aTON Urpe Bbl HE MOXETE NOArOTOBUTL cueHapun”. Peakumsa cnywartenen 6oina
O4YeHb nokasaTeribHON: 0ObIYHO BOCXULLIEHHOE HEQOYMeHMe. Jlioaun cnpalunBaniu, Kak Takoe
BOOOLLE BO3MOXHO? YeCTHO roBopsi, 3TOro s 1 oxuaan.

Ha moi B3rnsia, ons Hawer ponesou cyOKynbTypbl XapakTePHO oXuaaHue, YTo Mo
YMOIMYaHUIo CLeHapuii Bceraa rotoButcsa 3apaHee. MHe XopoLlo 3HakoMO 3TO OXuaaHue, U
yXe ycTan o6bsACHSTb C MOMOLLbIO CXEM, KaK 3TO AenaeTcs. A aTUM 3aHUMMancs yxe
HEeO[HOKPATHO, N 3TO Xe OXWaaHue uanaraeTcs unu, No KpanHen mepe, npeanonaraeTcs BO
MHOIMX NpaBunax poneBbIX Urp.
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B moel TepMnHONOrMmn aToT NOAX04 Ha3bIBaeTCA “3aroToBreHHbIM clokeToM” {Story Before},
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NOCKOsbKy O6LLee HanpaBneHne pa3BUTUS COOLITUI 3alyMaHO 3apaHee U paccMmaTpuBaeTcs
Kak TpebytoLlee ocyLiecTBneHusi. Hanpumep:

e Hekoe cylliecTBo nnu opraHusauuns Gyaet 6ecnokonTb UK aTakoBaTb KaXaoro
nepcoHaa rno oTAenbHOCTM, MOCIEe YEro NEPCOHaXN 0GbeaANHATCS Ans
NPOTUBOCTOSIHUS 3TOMY CYLLECTBY MIN OpraHu3aumn.

e [pynna nepcoHaxei OyaeT HaHATa AN BbINONHEHNUS HEKOEro 3aAaHusl, OAHaKO
nepcoHaxu NoMMYyT, YTO 3TO 3rofeinckoe 3agaHme, Nocre Yero HaHuMaTesnb
NOMbITAETCA NOKOHYNUTL C HUMM, @ NEPCOHaXM ByayT NPOTUBOCTOSTL EMY.

e [lepcoHaxu NOMOryT CyLLEeCTBY, nonasLliemy B 6efy, Nocne 4Yero 3To CyLIECTBO
HabepeTcs CUM U CTaHeT UCTOYHUKOM Befl, U NepcoHaxu GyayT BbIHYXAEHbI
NPOTUBOCTOSATb €MY, HECMOTPS Ha CBOE PacrorioXeHNe K HEMY.

B nHTEpecax Bcero acce CToOUT YTOYHUTB, YTO Mbl FOBOPMM 00 Mrpax, BKMoYaroLwmx B cebs
noapo6Ho paspaboTaHHOE MeCcTO AeNCTBUS, B KOTOPOM, Kak TOSbKO Bbl €ro AeTarnbHO
N3y4mTe, MOXHO C NErkOCTbi0 BbIAENUTbL UMW CO3aaTb pa3HoobpasHble MecTa, Npobnemsl 1
nepcoHaxen (CM. NepBbIN BHYTPEHHUI KBaapar). YO0BONbCTBME, NONyvYaemoe oT
COAEPXKUMOro MecTa AeNCTBUSA Kak TakoBOro — 3TO OfHa M3 npegnonaraembix pagocTen n
CYLLIEeCTBEHHbIX OCOBEHHOCTEN UrpbI.

CniegoBarernbHO, N3yyYeHne 1 BOCNPUSTME MeCTa OENCTBMS OKa3bIBAKOTCA OTAANEHHbI Ha
oaviH war. MecTto OelCTBMS ONUCHIBAETCH B TONCTOM KHWKKE. BeagyLumii YuTaeT KHUXKKY.
3aremM nocpeacTBOM MUIrpbl UFPOKM MOMy4atoT YAOBONbLCTBUE OT MecTa AENCTBUS, UIN CKopee
OT ygoBonbcTBuA Begylero mectom gencteus. Kak 661010 ckazaHO B OOQHOM TEKCTE,
Benywimii - 3TO NMH3a, Yepes3 KOTOPYH UIPOKN BUOAT MecTO aencTend. CHOXET BbICTYNaeT B
ponu 3auenku, 4Tobbl NpoaomKaTbk CMOTPETb CKBO3b 3TY JIMH3Y.

OTOT TMM Mrpbl YacToO Ha3bIBAETCS “C TSHXKENOBECHLIM MECTOM AENCTBUA”, HO, HA MOV B3rnsg,
npv urpe B TaKOM CTUNE Lenb JOCTaBUTb Urpokam yooOBOMbCTBUS MECTOM AENCTBUSA CaMUM
no cebe Ha camMomM Aere HaxoamuTcs No4 3HaunTenbHom yrpo3on. OTHoweHusa mexay (1)
CHOXXETOM (KaK CO3[jaHHbIM B Ka4eCTBe MnaHa, Tak 1 Nony4mBLUMMCS B pe3ynbTarte Urpbl) n
(2) mecTom gencTBus (Kak Criy>Kalum MCTOMHUKOM KOHMPIMKTOB-"TIPUKITIOYEHNIA”, TaK K
N3MEHSIEMbIM 3TUMU KOH(PNMKTaMKN) CROXHO NpoaHanu3mpoBaTb. X MOXXHO pacnonoXuTb
NpsIMO NepNeHANKYNAPHO apyr APYry: B ONpeAeneHHOM CMbICie MeCcTo AeNCcTBus - ato “Bce”
Ona Takom urpbl B Mbicnax Begyuero, HO “HNYTO” ANS Urpbl B MbICTISIX UTPOKOB. BO3MOXHO
WMEHHO 3TO NPUBOAUT K MOSBNEHNIO B KHUraxX 3TUX MPOMaAHbIX pasfernos, NOCBSLLEHHbIX
NCTOpUKM MecTa AeNCTBUS!, MPUTOM UYTO €AMHCTBEHHLIE, KTO X YATAET U O HUX 3a00TUTCS -
3TO ux aBTopbl U Begylune.

Mo monm HabngeHUsaM, MecTo AeNCTBUSA B Urpe C 3aroTOBMEHHbIM CIOXETOM TAroTeeT K
OOHOMY M3 [iByX COCTOSHUIA: (1) CnyxaLwmum UCTOYHUKOM 3abaBHbIX LUNAMN AN NepcoHaxewn
MrPOKOB, MPU TOM YTO UFPOKM NMOBTOPSOT 3HAKOMbIX W AOCTaBMAOLWMX UM YAOBOMLCTBUE
NnepcoHaxeu, KOTOPbIMN OHU YXXe Urpanu paHblUe U XOTAT CbirpaTb CHOBA; UIn xe (2)
HaCTONbKO MHTEPECHbIM ANS UFPOKOB, YTO CLieHapHbIe 3auenky n npobnemsl, BbiaaBaeMble
nm Begylimnm, He npeacTaBnsaioT ANA HAX MO CYTU HUKAKOro MHTepeca, OHW NpeanoynTaroT
BMECTO 3TOro pasbirpblBaTb COGCTBEHHbIE ApaMbl U B fyYlleM cryyae € Ao6poayLlHbIM
BOpYaHWeM cornaluarTca Noy4yacTBOBaTh B 3annaHMpoBaHHOM BeayLimm croxeTe.



A aymMmato, 4To y aTunx npo6r|eM €CTb AB€ OCHOBHbIE MPUYNHbI:

1. TlepcoHaxu UrpokoB He ABMATCSA YacTbio MOArOTOBKU K Urpe, a ckopee
006aBNATCS K CYLLECTBYIOLLIEN MOArOTOBKE. DTO HECET Yrpo3y TOro, YTO NEPCOHAXM
“He noaxodAaT”, ANd KOTOPOW CYLLECTBYET ABa pelleHns: (1) cxxaTb 3yObl U BbIHECTH
370, He obpallasi BHUMaH1s Ha NPOTUBOPEYNS U MPONOPLMOHANbLHO YCUnueas
3aLlMTHbIE MEXaHM3Mbl; UMK (2) OCYLLECTBAATbL XKECTKUIN KOHTPOMb 3a CO3AaHnem
NnepcoHaxeu, BNIIOTb 4O TOro, YTo Hanbornee BaXKHbIE YEPTbl MEPCOHAXEN
onpegensaTca Begywimm, a He nrpokamu.

2. [ehcTBnsi NnepcoHaXxen BO BPpEMS Urpbl OLICTPO pa3gensieTcd Ha ABe rpynnbl:
“cornacytowmnecs” ¢ CloXeToM 1 “npoTtmBopedalume” ctoxety. Pabota Begyluero
3aknoyaeTcda B ToM, YToObI caenaTtb cornacyrowmecss AencTens 6onee 4yactbiMu,
nnbo ykasbiBasi Unv B OTKPbITYO NOACKa3biBas Hagnexaiume aencrasund, nubo
NoAroHsIA NPeanpuUHATbIE NepcoHaXamu AEUCTBUS K nogxoasiwmum ncexogam. Mrpoku,
COOTBETCTBEHHO, CYMTAKOTCA “XOPOLLUMMK”, €CIIN OHU COAENCTBYIOT 3TUM NOAXO4aM, U
“‘nnoxumn” nnun “BpegoHOCHbIMK”, €CIN MPOTUBOAENCTBYIOT.

UeCTHO roBop4d, HECMOTPSA Ha BCe BhlLLECKa3aHHOe, Takas urpa He SBndeTcs no
onpeaeneHnio HerogHoW, U MHOrAa HeKoTopble rPynMbl, CNOMNb30BaBLUME NOAXOASLMNE
UrpoBble CUCTEMbI, NONyYyanu 3aMmeyaTteribHbI UIFPOBOK ONbIT, €CNU UM yAaBanoch peLwmnTb
OCHOBHYI0 Npobnemy. [letanu peLleHns 3Ton NpobnemMbl HAXOAATCA 3a paMKaMuy 3TOro acce
(koTopoe, obeLlato Bam, ByaeT NocBALWEHO MeCTy AeNCTBUSA), HO S monarat, YTo OHU
CBOOATCS K BOMPOCY OBLLECTBEHHOM N TBOPYECKOW YECTHOCTH.

B dopokeBCcKon TEPMMHOMOIMM 3TOT YECTHbIN cNnocob HasbIiBaeTCs “Urpon B pamkax”
{Participationist play}, npu KOTOpOW UFPOKM MNOSTHOCTBLIO OCO3HAIT PaMKK CHOXKETA,
npenonpeaeneHHoro B KMYEBbIX YacTsX, M NONyYatoT OT TaKOro CloXKeTa yYAOBOMbCTBUE,
COXpaHAsa BO3MOXHOCTM oborallatb ApaMaTUYecKyto CTOPOHY Urpbl M pa3BUBaTh JIMYHbIE
nnun Nnobo4HbIe CIOXKETHbIE NHMK. [1paBuna, NPsiMO Npu3biBatoLLMe K Urpe B paMKax,
BkrtodatoT Call of Cthulhu, Pendragon (oco6eHHO kopoTkue KHurn npuknodeHui), Arrowflight
n, ecnn 6patb NnoHosee, Trail of Cthulhu.

HeuecTHbIn cnocob HasbiBaeTca “‘nnntosmoHunamom” {“lllusionist’}, 3akntovarowniics B 6e3
npeysenuyeHns abcypaHON NomnbITKe yTBepXaaTbh, YTO Beaywmin MoxeT “kOHTponmpoBaTb
CIOXKET” B TO BPEMS KaK UrPOKN “NpUHUMAIOT peLleHns 3a CBOUX nepcoHaxen”. B aTtom
cny4vae pabota Befylero 3aknoyaeTcs B CO34aHUKN NOXHOMO BNeYaTNeHns, YTO Y UrPOKOB
6onblue cBoboabl AENCTBUIN, YeM Ha caMoM Aene. Takas urpa nsobunyeTt BeposiTHbIMM
TOYKamMu paspbiBa, MHOMME 13 KOTOPbIX BO3HUKAKOT M3 HeobxoammMocTu npuberatb K NpakTuke
“‘penbc” {railroading}, KOTOpyO CTOUT NOHMMATbL Kak BBeAEeHUEe KOHTPONSA NCXO40B AeACTBUIM
NnepCoHaxemn UrpoKoB, NHOTAA C MOMOLLIbIO KOHTPONSA 3asiBOK UTPOKOB. YKacaeT MCTOPUYECKM
CMNOXMBLLEECS NOMoXeHue, NpyY KOTOPOM BO MHOTMME Npasuia poneBblX Urp O4eHb YacTo
BKIMOYanuch AeTarnbHble PYKOBOACTBA MO NoA06HBIM NpakTUkaM BOXAEHWS, BAMOTb A0 TOro,
4YTO NepeyeHb Ha3BaHWIM 3aHAN 6bl LEenyo cTpaHuLy.

NapHo, 370 BCe, YTO 5 XOTeN ckasatb 06 3ToM noaxofe. Mosi OCHOBHasi MbICIb 3aKMH4aeTcs
B TOM, YTO B UIPe C 3aroTOBMIEHHbIM CIOXXETOM BO3MOXHAs Lieflb HacnaanTbCsl MECTOM
[AEeNCTBUSI AOBOMBHO CIMOXHO AOCTWXUMA, YYUTbIBAs HACKOMNbKO NpoGnemMeH BOMNPOC CloXeTa.
Kpome Toro, cTouTt nog4epkHyTb, YTO MHOFOCTPAHUYHOCTb TEKCTOB O MecTe AeilCTBUSA



OTHIOAb HE 0653aTENbHO O3HAYaET, YTO MECTO AeNCTBUS OyAeT BaXKHbIM U NMOne3HbIM AN
nrpbl.

YacTb Il “Tekywinm croxet”

A npuBbIk Ha3bIBaTb 3TOT Noaxoa “Happatnsmusamom” {Narrativism} n oo cux nop nHorga ero
Tak HasbiBato. OgHako TepMUH “Tekywmn ctoxeT” {“Story Now”} nyywle onucbiBaeT aToT
noaxop, NOCKOSIbKY CHOXKET BO3HUKAET 8 meyeHue caMomn Urpbl. YOOBONbCTBUE OT Urphbl
3aKknoyaeTcss 0O QHOBPEMEHHO 1 B CO30aHUN 3TOrO CHOXKETA, U B OLlE@HNBaAHUN ero (BKNoYas u
TOMbKO YTO co3faHHble TeMbl). OTHOCALMECS K TOMY NoAXoay TEXHUKU pacLBeriv NbiHbIM
LBETOM B nocriegHee gecatuneTue.

CTOUT NOSICHUTB, YTO Urpa C TEKYLLMM CKRKETOM He NOMy4nTCsl, ECNN NPOCTO A06aBUTb
HEMHOro rmbKoCTM MM UMMNPOBU3ALMM B UFPY C 3aroTOBMEHHbLIM CHXKETOM. OTO HEYTO
COBepLUEHHO MHoe! Hanpumep, B 3TOM nogxode abConoTHO HEBO3MOXHO cebe
NPeacTaBUTb KNACCMYECKYIO AUXOTOMUIO “OTbIrpbiBaTb MOEr0O NEPCOHaXa WUnm Xxe urpatb no
CIOXKETY”, MOCKONbKY HET HUKAKOIO CHOXKETA, 110 KOTOPOMY MOXHO ObIio Obl urpatb. CroxeT
Nony4nTCsa TONMbKO €CNn Urpokn OyayT OTbIrpbiBaTb CBOUX NEPCOHAXKEN.

OTO CUNBHO 3aBUCUT OT HANM4YUSA B BOOOpa)kaeMoM NPOCTPaHCTBE KPU3MCHOW CUTyaumu, a
Takke 3HaHWSA UIPOKOB O TOM, YTO MX NMEPCOHAXM B 3HAYUTENbHON CTEMNEHW BOBIEYEHDbI B
Hee, 1, bonee TOro, yaOBONbCTBMS UTPOKOB B CBSI3N C TEM, YTO UX MEPCOHAXKMN MOTYT
cBOOOAHO packpbIiBaTb N MEHSATb CTOPOHbI, 3@ KOTOPbIE OHM BbICTYMNAKOT, N O4EPELHOCTb
BbInonHeHus 3agad. (“MNMpotaroHnsm” {“protagonism’} - TepMrMH NpobGnemMaTuyHbIA, €Cnn He
NOHMMaTb, YTO B JAHHOM Crlyyae 3TO npeanvcaHume.)

Opyrvmn cnosamu, Ans Takow Urpbl TpebyeTcst MHOXXECTBO UCXOAHbIX COCTaBHbIX YacTen,
HanonHeHHbIX 06LLEeCTBEHHO U MOparibHO HEYCTONYMBBLIMU, YTPOXAIOLWMMU YU UHTPUTYIOLLMMUA
ocobeHHocTaMK. OxugaeTcs, YTO NocreacTBUs B3aMMOAENCTBUN 3TUX COCTaBHbIX YacTem
mMexay cobor n nx BHYTPEHHUX pa3nomos ByayT co3gaHbl B Xode Urpbl (M TOMbKO B Xxofae
urpsbl).

M HakoHeL, Mbl NpMbnmKaemcs K CyTU 3TOro 3CCe - K BHUMaHUIO, KOTOPOE yAENsieTcsa MecTy
OEeNncTBUA B Urpe C TEKYLLUUM CHOXKETOM U K UCMOMNb30BaHMI0 MecTa AeNCTBUA B Takon urpe:
Kak cOCTaBnstoLen Npn COTBOPEHNN ATUX HEYCTONYMBBLIX CUTYaALIMIA, Kak cpeacTBa,
NPUMEHAEMOrO rpynmnon Ansa NOAAEPXKAHUSA UIPbl, U KaK SABNEHUs, ANsi KOTOPOro cobbitus
urpbl 6yayT MMETb 3HAYEHMe.

1.

OpaHako (puckysi Bbi3BaTb Balle BO3MYLLEHUE) 51 criepBa obpallychb k 6ornee 3HakoMom
BEPCUM UTPbI C TEKYLLUM CHKETOM, KOTOpasi BMECTO 3TOr0 COCpeaoToveHa Ha KOHMKTax
BOKPYT NepcoHaxemn. TOT NoOAX0A OBOSIbHO MPOCT: OCHOBHASA YacTb TBOPYECKOWN
MOArOTOBKM K Urpe 3aKNio4aeTcsl B CO34aHMM NEPCOHAXEN, a COCTaBHbIE YacTn MecTa
AENCTBUSA NPUMEHSIIOTCS UNN AaXe NPUAYMbIBAKOTCS UCKMIOYUTENBHO AN TOro, YTOObI
co3gaTtb NPOTUBOPEYMS 1 BONPOCHI, KOTOPblE BOMMOTATCA B 3TMX NepcoHaxax. CobCTBEHHO
MECTO AEeNCTBUS UMK, CKOpee, CTaHOBIEHME NOMCTUHE BHELLHErO AN NePCOHaXen mecTa



OENCTBUSA - 3TO CBOMCTBO UrPbl, BO3HUKAIOLLIEE C TEHEHNEM BPEMEHN, U MECTO AENCTBUS
BO3HMKaEeT O4HOBPEMEHHO C BO3HUKHOBEHNEM CIOXETa N3 OENCTBUN U NEPEeXnBaHnn
nepcoHaxen. NponcxogaT N1 B HEM NPU 3TOM KaKne-To M3MEHEHUS MU HET - BOMPOC,
KOTOPLIN Ha urpe NogpobHO He paccmaTpmuBaETCsl, NOCKOSbKY BCE BHUMaHNE HEU3MEHHO
COCPEAOTOHMEHO Ha N3MEHEHUAX, MPONUCXOOSALMX C NEPCOHaXaMW.
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Cxema BbiLe BKoYaeT B cebst aneMeHThbl U3 npaBuin Sorcerer, YToObl NoKasaTb, Kak
UrpoMexaHuka nomoraet B 3Tom npouecce. CkaHaanbl - 3T0 NpuayMaHHbIE UrPOKaMm
cobbITUA, C CaMOro Havana urpbl yrpoxatroLume paspyLumTb XU3HU UX NepCoHaXen, AeMOHbI -
3TO BCTPOEHHbIE UCTOYHMKN HapyLLEHNsi paBHOBECUSA 1 MOparbHbIX neperomoB. Cxembl -
3TO KpalHe BaXKHbIN MYHKT, BKIIOYaAKOLLMA 1 OpraHn3yloLwWwnn 3Tn u gpyrue getanu c nucra
nepcoHaxa.

A ceilyac roBopro 0 TOM, YTO HayarbHasa NOAroTOBKa He BKIHOYAET Co3faHne MecTa
[AENCTBUSA, a TONbKO HAbpPOCKOB MecTa AelcTBUs, obecneunsaowmx Heobxoammoe aAns
npeacTaBneHns NepcoHaxa oKpyXXeHue 1 He Gonee Toro. [NoaTomy noHavyany cBefeHus o
MecTe AeNCTBUS HAMEPEHHO AAtoTCs LWMPOKMMM Maskamu, 6e3 ykazaHuii Ha Kakue-nméo
NHTEPECHbIE 3reMEHTbI KpOME TeX, KOTopble 0GeCneYnBaloT HEB3roabl MepCcoHaXam, ecnm
TakoBble BOOOLLe ecTb. V1 gaxe ecnv oHM ecTb, MECTO JEeNCTBUSA OCTAETCA NMONTHOCTLIO
BCMomMoraTenbHbIM CPeaCcTBOM, TONMbKO CMOCOOCTBYIOLLMM PACKPbITUIO OCHOBHbIX
NPOTUBOPEUUNIA, 3aKIMIOYEHHBIX B CAMUX NEPCOHaXaX.

K nrpam, ocCHoBaHHbLIM Ha 3TOM Noaxoae, Takke MoxHO oTHecTu Dust Devils, Lacuna,
Primetime Adventures, shock:, Sign in Stranger, Poison’d n Dogs in the Vineyard; Bbl
MOXeTe Nerko nepenncaTtb NPUBEAEHHYIO BbIlLE CXEMY, UCMOMb3Yyst UTPOMEXAHMKY 3TUX Urp
BMECTO urpomexaHukm Sorcerer-a. A nonarato, 4to Over the Edge, Zero n The Whispering
Vault oTnnyHo paboTatoT Npu 3TOM NOAXOAE, XOTS MX NpaBuna HECKOMbKO LUNM30MPEHNYHBI,
YTO MOHATHO, ECNN Mbl Y4TEM BPEMSI UX CO3aaHus. Bbl MOXeTe ncnonb3oBaTb 3TOT NOAXOL
Jaxe ¢ urpamm Champions n Amber, ecnu cyLecTBEHHO NOANPaBUTL CUCTEMY NPaBU K
noggepxmBaTtb 3TOT NOAXO04 K Urpe Ha ypoBHe 0b6LLIECTBEHHOIO 4OroBopa.

B Sorcerer & Sword oGbsicCHSIeTCS BaXkHasi Bapuaums, Koraa KOHKPETHbIE MecTa CEeTTUHra
CO37at0TCHA C NMOMOLLIbIO CO3[aHMsA CUTYaLMIA, a GOMbLIOW CETTUHT CO BPEMEHEM, NMOCIE UrpbI



BO MHOXECTBO CUTYyaLnin, CTAHOBUTCH KapTOMW, BO3MOXHO AaXe C XpoHoriorven,. B aBHOM
BUAOE 3Ty TEXHUKY MCNONb3YIOT Takme urpbl kak Wicked Age ..., Legends of Alyria, n, npu
xenaHun, The Pool.

CocpenoToveHHas Ha NepcoHaXax urpa ¢ TeKyLLUM CHOXKETOM COOTBETCTBYET 3NUYECKON
nuTeparype u Mudam, Knaccmyeckom gpaMme 1 BCEBO3MOXHbIM MPUKITHOYEHYECKUM
XYOOXKECTBEHHbIM NPOU3BEAEHUSM. JTO My4lle BCEro JEMOHCTPUPYHOT UMPbl, B KOTOPbIX
MUCCUKM 00s3aTenbHbI 4O TaKOW CTEMNEHN, YTO Bbl PEAKO UrpaeTe BO YTO-TO ewé. Hanpumep,
InSpectres, Lacuna, 3:16, The Whispering Vault n Dogs in the Vineyard. OgHako s aymato,
YTO OHW CUNIBHO OTINYAKOTCH OT KNAaCCUYECKMX UIP C 3arOTOBIIEHHbBIM CHOXKETOM, NMOTOMY YTO,
NPSIMO rOBOPS, UCXOA4 MUCCUIA MO BONbLLIOMY CHETY HE MMEET 3HAYEHUS, KPOME TOro, Kak OH
BNusieT Ha nepcoHaxen. Urpa B Dogs in the Vineyard - He npo cnaceHue ropodos, a npo To,
4YTO cCnaceHue ropodoB AenaeT ¢ Nabmu; urpa B Lacuna - He npo neyveHune unm 60pbby ¢
ncuxn4eckMmu 3aboneBaHUAMM, a NPo TO, YTOObI y3HaTb, 4O KAKOW CTEeNeHu HeyaayHa
TekyLas nonuTuka 4ENCTBUI MO OTHOLLIEHMIO K HUM. Takue urpbl - PO NPUKAOYEHLEB,
oBHapy>X1BaLMNX, YTO OHN Ha CaMOM [ene He NPUKMYEHLbl, a BCE-Takn Niogun, 1 npo
NPUKNIOYEHWS, HE NOCHYLIHO BUAOU3MEHSAOLWMNECS OT YCUINA YHaCTHUKOB, a CTaHOBSALLMECS
rOPHUIIOM NpeBpPaLLEHnI TeX, KTO B HUX y4acTBoBar. B aTom cmbicne, cama Hen3bexHoCTb
MUCCUI, Kak cnocoba urpbl, HECET BecnoLuagHbI CMbICH, KOTOPOro HET B uaee
MPVKITIOYEHMI C 3arOTOBMEHHBIM CHOXKETOM.

A HacTonbko nogpobHO pa3obpan 3TOT NOAXOA K Urpe, NOCKONbKY MCTOPUYECKN OH NepBbIM
NOSIBMIICSA B KQYeCTBe ABHOM anbTepHaTUBbI ONMCAHHOMY paHee MCMNOoNb30BaHUIO
3aroToBMEHHOrO ctoXeTa. MNoaTtomy B paHHuX o0bcyxaeHunsa dopmxka chopmmpoBanach
npegnonaraemasi AMXOTOMUSA, KOTopas npoTusonocTaensana Mecto gencreus n Tekywumn
Cioxet (HappaTtnsmsm). 30ecb 9 NPAMO roBOpIo - aTa AMXOTOMUSA NOXHA, U NokKasblBalo, YTO
urpa ¢ Tekywmm CoKeTOM MOXET OTNIMYHO paboTaTth U C UCMOMb30BaHNEM NOAX0AA,
COCPEAOTOMEHHOIO Ha MECTe OENCTBUS.

2.

N Tenepb, HaKOHEL, CXema COCPEAOTOYEHHOM HAa MecTe AENCTBUS UIPbl C TEKYLLIUM
CIOXETOM.
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£ ncnonb3oBan HEKOTOPbIE TEPMUHbBI U3 UMPbl, UCMOMb3YS KOTOPYIO S BNEPBbIE MPUMEHUST
aTOT noaxon. B Te BpemeHa oHa HasbiBanack Hero Wars. YuuTbiBas, 4To urpa nepexuna
OBa nepensgaHns npasun u 6ebina nepemmeHoBaHa B HeroQuest, BO3MOXHO B HEl No
NpexHeMy NUCNONb3YITCA Te e TEPMUHbI, a8 BO3MOXHO U HET, HO Maeun ocTanunch Te Xe.
OcHoBHasi nges oyeBMgHa: co3gaHMe NEPCOHAXeN cpasy e NPSAMO U NOCTOSAHHO
obpallaetcs K A4OCTYNHbIM B BbIOPAHHOW MECTHOCTM KynbTypam. [pyrumu cnosamu, nepeoe,
4YTO Bbl AenaeTe, CagasiCb Urpatb - 3TO BbibUpaeTe MecTo Ha KapTe Mupa, Kotopoe
npegocTaBnaeT BO3MOXHOCTU ANSA CO30aHUsA NepcoHaxa B AOMOfHEHME K onpeaeneHHbIM
NONUTUYECKNM U PENUTMO3HBIM KpU3ncaMm, BCMbIXMBAKOLWMM TaM B 3TO BPEMS - B
NPOTMBOMNONOXHOCTbL OXBaTbIBaKOLLEMY BCE MECTO AENCTBUA MEPEUHI0 AOCTYMNHbIX A5 Urpbl
TUMNOB NepcoHaxeu. [NpaBuna oTnu4arTcHa TeM Xe caMbiM. Hanpumep, kniovesas
NPOMEXyTOYHas HpopMaums, Heobxogmmas Ans NOAroTOBKW, BbITEKAET HANpPsMyto 13
WHOpMALMM O MECTe OENCTBUS, a LeNn NepCcoHaxXen OTHIOAb He 06a3aTenbHO SBMAKTCA
WUCTOYHMKOM KOH(IUKTA, NO KpaHen mepe He OCHOBHbIM UCTOYMHUKOM. UrpomexaHuka
reponyeckmx ksectoB {Heroquesting} yacTo okasbiBaeT onpeaeneHHbIe U n3MepsieMble
BO3ENCTBUSA HA MECTHOCTb, B TOM YMCIE Ha 3KOMOruI0 N KYNbTYpY.

MonyyeHune yooBONbCTBUSI OT MecTa AENCTBUS - 3TO HE KOHEYHbIN pe3ynbTarT, a CTpeMIieHne,
NOSIBMSIIOLLEECS C CaMOro Hayana, U OCTalLLeecs BaXKHbIM BCO Urpy. Takke He oXuaaeTcs,
YTO OAVH YenoBek OyaeT NEKTOPOM, M3YYMBLUMM MECTO AEeNCTBUS; BMECTO 3TOr0, MECTO
AENCTBUA NPUHAANEXMT BCEM, BCE MOMYT UCMONb30BaTb €0 M YepnaTb U3 HEro
BAOXHOBeHMe. Urpa yrnybnsiet MmecTto 4elcTBus, co3aaBasi HlaHChl, a caMoe rMaBHoe -
MEHSeT ero.


http://ru.rpg.wikia.com/wiki/HeroQuest

Enjoying the setting isn’'t an end-stage outcome, it’s a starting and prevailing commitment.
Nor is a single person expected to be the docent for the textual setting; rather, it belongs to
everyone for inspiration and use. Play deepens it and provides nuances, and most
importantly, changes it.

B nnaHe copepxumoro, gononHeHue ang RuneQuest “The Haunted Ruins” (“PyuHbl ¢
npuBMAEHNAMKN”) CUNBHO ONepPeamnno CBoE Bpemd, 1 bbino ocCHOBaHO Ha 6onee ctapom
Trollpak. Hanpamyto npoueaypbl Ans Takoro noaxo4a K noarotoBke 1 urpe onucaHsl B The
Rustbelt, Venus 2141, n Nine Worlds. U3 yxxe ynomaHyTbix urp, Dogs in the Vineyard n
Legends of Alyria MOXHO HacTpouTb AN 9TOro NoAxoaa, He MeHsAa npaBuna, a TONMbKo
HeMHoro paclunpue dokyc UteHus. lNpaeuna The Shadow of Yesterday un The Riddle of
Steel coBMeCTUMBbI C 3TUM NOAXOA0M, HO B HUX HE XBaTaeT YacTu LaroB, OTCYTCTBUE
KOTOpPLIX MNyTaeT HEKOTOpPLIX YnTatenen. B XpoHukax MytaHtoB (Mutant Chronicles)
NOMHOCTBLI0 OTCYTCTBYHOT OCMbICIIEHHbIE NpaBuia Npo NOAroTOBKY U NpoBeAeHne caMomn
Urpbl, HO 1 YBEPEH, YTO NOCNEeA0BaTeNbHOCTb, KOTOPYIO S TYT CXemMaTtuyecku nsobpasmn
XOPOLUO K HUM NogoraéT. [lpyrue npasuna urp, KOTOPbIM MOXET ObITb NOMNE3HbIM
NoBbILLEHHOE BHMMaHME K 3TUM npuemam BktodatoT Everway u Castle Falkenstein.

In terms of content, the RuneQuest supplement The Haunted Ruins was way ahead of the
curve, itself building on the earlier Trollpak. For explicit procedures for this way to prep and
play, see The Rustbelt, Venus 2141, and Nine Worlds. The already-mentioned games Dogs
in the Vineyard and Legends of Alyria can be tuned toward this direction with no change in
text, and only a slight expansion of one’s reading focus. The texts for The Shadow of
Yesterday and The Riddle of Steel are consistent with it, but lack some of the steps and are
therefore confusing through omission at least to some readers. The Mutant Chronicles
completely lacks meaningful text on preparing and conducting play itself, but | am convinced
that the sequence I've diagrammed here would work well for it. Other game texts that might
benefit from more attention to these techniques include Everway and Castle Falkenstein.

OpanH Bonpoc, KOTOPbI YacTO BO3HWKAET NPU TaKoW Urpe - HACKOSbKO MMyOOKMMN 3HAHUSIMI
0 MecTe encTBns Hago obnagatb npexae Yem BoobLue HavyaTb urpatb? XOTS HEe KaKaoMy
Hago obnagatb rnyobokMMM 3HaHUSIMU, HUKTO, Be3yCNOBHO, HE MOXET OCTaBaTbCs B
HeBeaeHun. Ho noan, NoHATHOE Aeno, HAaCTOPOXXEHHO OTHOCHATCS K NpaBunam urp, B
KOTOPbIX MH(bOpMaLMK NPO MECTO AENCTBUSA yOeneHO Ype3Bbl4aliHO MHOIO CTpPaHuL.

One concern that crops up a lot for playing this way is how expert people have to be even to
get started. Although not everyone must be expert, certainly no one can be ignorant either.
But people are understandably wary of game texts with extraordinary page counts
concerning setting information.

Mo MoeMy onbITy pelleHne 3akn4aeTcs B TOM, YTO MECTHOCTb BbIOUpaeT oanH YenoBek, No
KpamHen mepe Korga rpynna urpaeT B Urpy B nepBbint pas. OH unv oHa AOMmKHbI AaTb Kpatui



HO BAOXHOBNAKLLMIA pasgaTovHbI MaTepuar, KOTOpbIA OMUCbIBAET BCe MECTO AEUCTBUS, C
YyNOPOM Ha KpacCOYHbIE€ U 3HaYMMble BOMPOCHI; €CIM BCTYNUTENbHBIN TEKCT B Npasuniax urpbl
370 06ecneunBaeT, MOXXHO NMPOCTO ero OTKCepUTb. (A nonbiTancsa caenartb 3T0 B CBOEM
pasgaTtodHOM MaTepuane gnga HayydHo-paHTacTudeckon HPW, Tak 4To NnOCMOTPUTE Ha Hero,
€CNnu1 BaM HEMOHSATHO, O YéM A TYT roBOpIO).

In my experience, the solution begins with a single person choosing the location, at least
when the group is playing the game for the first time. He or she should provide a brief but
inspirational handout which summarizes the entire setting, focusing on colorful and thematic
points; if the opening text of the game book provides this, a quick photocopy will do. (I've
tried to do this for my science fiction RPG handouts, so see those if you are confused by
what | mean here.)

Mocne aToro BCe 3a CTONOM MOTYT OrpaHNYnTb CBOE BHUMaHME TON CaMOn MECTHOCTLIO,
KoTopas 6bina BelbpaHo. XOTA Mo Xo4y NOArOTOBKW OpraHn3aTop AOMKEeH Hanucatb Unu
OTKCEpPUTb ANs rpynnbl 6onee getanbHble pasgaToyvHble MaTepuarnsl, BCe OCTalbHble
YyYaCTHUKM 06a3aTenbHO JOMKHbI ObITh HaUeneHbl Ha Hanbonee BaXKHbIE U 3HAYUMbIE
Kpu3ncol, onpeaeneHHble B rpaHnuax Mecta ENCTBUS, U yBredeHbl UMK, XopoLuasi HOBOCTb
B TOM, 4YTO ANs 3TOro HeobA3aTenbHO obrnagaTe o4eHb rMy6okMMu 3HaHusaMK. 1o moemy
OnbITY, 3a4aHHbI€ O AOCTYMHbIX BO3MOXHOCTSX MPU OrpaHUY4E€HHOM MECTHOCTbLIO CO34aHumn
nepcoHaxa BOMpOoChl U NOyYeHHbIe Ha HUX OTBETbI 0ObIYHO 0BGecneynBatoT 4OCTAaTOHHO
3HaHWI ANg NepBbIX CECCUN UPbI.

After that point, everyone at the table may restrict his or her attention to the exact location
that’s been chosen. Although the organizing person should provide more detailed handouts
or photocopies as an ongoing feature of preparation, everyone else must definitely be
oriented and enthusiastic concerning the prevailing thematic crises that are made concrete
in setting terms. The good news is that full expertise isn’t necessary to achieve this, and in
my experience, asking and answering questions about the options for the
geographically-limited character creation usually generate sufficient knowledge for the first
sessions of play.

B aTom 3akntoyaeTcsi ocHOBa, KOTOpYH A1 Byay Mcnonb3oBaTb 06pa3oBaTeNbHbIX Lienemn aToro
3cce, K KOTOPbIM Sl HAKOHELI-TO MEePEXOXY.

This is the framework I'll be using for my instructional goals for this essay, which now appear
at last.



YacTtb lll: Kak ncnonb3oBatb 3T10T noaxoa,
ecnu npasua urpbl cOMBatoT Bac C TOSKY

Part I1l: How to do it with a confused game text

Xouy cocpenoTounTbCs Ha HeKoTopbIX npasunax HPW, koTopble npeactaBnsoT OAHO3HAYHO
SipKMe Mecta AencTBus, NpsiMo B3blBaOLLME, HA MOW B3rMsid, ObiTb MCNONb30BaHHbLIMU Tak,
Kak 51 ornucan Bbille, HO KOTOPbIE HarpyXeHbl COBETaMM Mo OpraHn3auun urpsbl,
noapbiBaroLWMMK 3TOT noTeHuman. Hanpumep, Kult, Earthdawn, Wraith: the Oblivion, Tribe 8,
Unknown Armies, Promised Sands, Center Space, n Tsyk, cobnasHutenbHble 1
MHoroo6eLularoLme BCTynuTeNbHbIE MMaBbl U TEMaTUYEeCKoe Coaep)KaHne KOTOPbIX
MOSMHOCTBLI0 PACXOASATCS CO CKYYHbIMM FflaBamMu C COBETAMM MO OpraHn3auumn urpbl,
pacnonoxeHHbIMn aanee. o cyTM oHN HauMHatoT ¢ obeLLaHnsa 1 gaxe NPeBO3HECEHNS
BO3MOXHOCTEN TEKYLLEro ctoxketa, NoAAEPXKaHHbIX HENOALENbHOM N UCTUHHOW rnyOnHOM
nepcoHaxen U MEeCTHOCTEN, a NOTOM 3aBepLUalOT PYKOBOACTBOM MO 3arOTOBKE ClOXeTa -
BECbMa HEOPUTNHASNBHBIMK - KOTOPOE HMKAK HE MOXeET obecneunTb Toro, 4YTo Obino obeLuaHo
BHavane.

I want to focus on several game texts that present explicitly powerful settings which as | see
it simply scream out to be utilized as I've described above, but which are also saddled with
play-advice that undercuts the potential. Examples include DeGenesis , Kult, Earthdawn,
Wraith: the Oblivion, Tribe 8, Unknown Armies, Promised Sands, Center Space, and Tsyk,
all of whose provocative, ambitious introductory chapters and thematically ambitious aspects
of their content are entirely at odds with their pedestrian, later-placed advice-for-play
chapters. Effectively, they begin by promising, even exulting in Story Now potential, backing
it up with genuine and original depth for characters and locations, and then finish with Story
Before instructions — and highly derivative ones at that — which cannot possibly deliver on
the initial promise.

NcTouHmK npobnembl 04eEBMAEH: MPOCTOE NoApaXaHue Nogxo4am, NpeayCcMOTPEHHbIM B
D&D2 (ocobeHHo Dragonlance), Shadowrun, n, B crniydae esponenckux urp, Der Schwarze
Auge, KoTopble OKasanu TNeTBOPHOE BIIUAHME HA MHOXECTBO NOTEHUManbHO
3ameyvaTenbHbIX COCPEAOTOYEHHbIX HA MECTe AENCTBUSA Urp, B OCOBEHHOCTUN €BPONENCKMX.

The origins of this problem are obvious: simply aping the models provided by D&D2
(especially Dragonlance), Shadowrun, and for European games, Der Schwarze Auge, all of
which have had a poisonous effect on many potentially awesome setting-heavy games, for
European texts in particular.

Cpeﬂ,l/l BCEero npo4yero, ogHa noCcTtoAaHHaA npo6nema TakKnx npasuii - HeO6XOD,VIMOCTb
COBMECTUTb TECHO CBSA3aHHbIE C MECTHBLIM COOOLLIECTBOM 3a4a4uu, KOTOpbIE NiaHnpyeTcA



peLlaTb B XOA4€E Urpbl, C HEYMECTHbBIM NPeanonoOXeHNEM, YTO NEPCOHAXN UIPOKOB - KOMaHaa
NMOCTOPOHHUX, KOTOPbIE TOMNBbKO YTO NPULLNN U3 AanbHUX Kpaes. MOCKONbKY MX HEBO3MOXHO
COBMECTUTb, B TEKCTAX NPaBW NOCTOAHHO NOBTOPSETCH 3auukneHHas n 6esycneluHas
MaHTpa 00 37O HEOOXOAMMOCTM, HO BE3 OCMBICIIEHHOMO NN XOTA Bbl yBNEKaTernbHOro
pyKoBoOACTBA.

Among many others, one consistent problem with such texts is being forced to reconcile the
deeply community-oriented problems of a given location for play with the inappropriate
assumption that player-characters are a team of outsiders who've just arrived from very far
away. Since these can’t be reconciled, each text repeats a whole circular and unsuccessful
mantra about it without managing to deliver meaningful or even engaging instructions.

Tenepb 51 obecrneyvy Bac COBOKYNHOCTbIO MPUHLMMOB U METOAOB, KOTOPbIE NPOSIBAT, KaK S
nonarato, nyylume YepTbl ITUX Urp AN COCPEAOTOYEHHON Ha MecTe AeNCTBUS UIPbl C
TEKyLLUMM croxkeToM. CyTb B TOM, YTOObI MCNOMb30BaTb MECTO AENCTBUS B Ka4yecTBe
NOASIMHHOIO U OCHOBHOIO MCTOYHUKA KONMOPUTHBIX TEMATUYECKUX AUNEMM, 3a4aHHbIX BO
BCTYMNUTENbHOM TEKCTE 3TUX UIP, U He NoaaaBaThCs 3a4aHHOMY B paszferie ¢ coBeTamu
Benyluemy no noarotoBke cLeHapusi BO3BpaTy U OTCTYMNIEHNIO K OTHOCUTENBHO
NPUBBLIYHOMY 3aroTOBIIEHHOMY CHOXKETY.

I will now provide a set of concepts and practices to bring out what seem to me to be these
games’ best features for setting-centric Story Now play. The idea is to embrace the setting
as a genuine, central source of the colorful thematic dilemmas explicit in the games’
introductory text, and to resist the retraction and retreat to comparatively tame Story Before
which are explicit in the later GM-advice and scenario-preparation text.

[NoaroToBka

Preparation

1) BbiGepuTte MecTHOCTb. [pynna gomkHa obcyauTb MECTO AEUCTBUS U YBMEYbCH UM.
Bo MHoOrmx cniyqasx opraHnsartopy urpbl NpuaeTcs NpeacTaBuTb COOCTBEHHbIN TEKCT
C KpaTKuM HabpOCKOM onucaHms BCEro Mecta AenCTBUs B LIeNIoM, a Takke bonee
noapobHbIM 0630pOM BbIBPAHHOWM MECTHOCTW.

1. Choose a location. The group must discuss and become enthusiastic about the setting,
and in many cases, the game organizer will have to present a home-grown summary text
painting a big and sketchy picture of the whole setting as well as a more detailed look at the
location.

2) Cospainte nepcoHaxen Urpokos, NOAXOAALLMX Ar1S 3TOM MecTHocTu. Korga Bbl
aenaete 310, BOenTe cebe B rofioBy: K YepTy “npukntoveHua”.

2. Make player-characters in it. In doing so, drive this into your brain: fuck “the adventurer.”

e Bam noaxogaT aaneko He Bce TUMbI MEPCOHaXeN, onnucaHHble B pasaerne npo
co3faHue nepcoHaxen. ATo AOMKHbI ObiTb NEPCOHAXW, KOTOPbIE BHE BCSKOIO



COMHEeHUA 6yﬂ,yT B 9TOM MECTHOCTU, a He NPOCTO Te, KTO TaM MOr Obl
oKasaTtbC4d. Y HUX TaM eCTb NOCTOSIHHOE A€ero, KOTOPbIM OHM 3aHNMaAlOTCA.

* Not all types of characters described in the character creation options are OK. They need
to be characters who would definitely be at that location, not just someone who could be
there. They have something they ordinarily do there, and are engaged in doing it.

e Y BCe NepcoHaxewn, B TOM YMCe Y NEPCOHAXEN UFPOKOB, €CTb JINYHASA KU3Hb,
paboTa, ceMbsi, 3HaKOMble, JOM M BCE Takoe. [laxe ecriv OHM He pogoM n3
3TON MECTHOCTHU, Y HUX BCE paBHO €CTb YTO-TO B 3TOM poAe.

* All characters, player-characters too, have lives, jobs, families, acquaintances, homes, and
everything of that sort. Even if not native to that location, they have equivalents there.

e [lepcoHaxu urpokoB He obpasytoT “naptuto”. OHM Te, KTO OHWN eCTb, CaMu Mo
cebe. C kaxabIM U3 HNX, B COOTBETCTBMM C pasfnNYHbIMKU COOBpaKEHNAMMU,
CBSI3aHO HECKONbLKO nepcoHaxen Begyluero, n aTux nepcoHaxken ctouT
00603HauUnTL. NNOMOXET, ecnn XoTst Obl O4MH U3 HUX, a XKenaTerbHO N HE OAWH,
OyneTt HebonbLIOW XOAsiHEN MbITbHOW ONEepo.

* Player-characters do not comprise a “team.” They are who they are, individually. Each of
them carries a few NPCs along, implied by various details, and those NPCs should be
identified. It is helpful for at least one, preferably more of them to be small walking soap
operas.

[MogroToBKka nocne co3gaHust nepcoHaxen

Post-character creation prep

3) Bwmecte ¢ npuknioveHUeM, K 4epTy “npuknioveHme”.
3. Along with the adventurer, fuck “the adventure.”

e Hwukyaa OHM He MayT, B CMbICAE HEe HanomMHAKT PIOK3aky 1 He TalwaTcs
Kyda-To U3 TOM MECTHOCTU, B KOTOPOWN HaxoaaTcs. Mbl ocTaeMcs B 3TOM
MECTHOCTW, NOTOMY YTO MMEHHO 34eCb U NPONCXOAUT AENCTBUE.
» They aren’t going anywhere, as in, filling their backpacks and traipsing somewhere besides
their immediate location. We're in this location because this is where the action is.

e YyTuTe, YTO MHOrAA NEPCOHAXKN UFPOKOB OKa3blBalOTCH B OAHOM
KynbTYpPHO-NPU3HaHHOM “rpynne”, a nHorga - HetT. U To n gpyroe BnornHe
roguTcs.

* Note that sometimes the player-characters wind up in the same culturally-acknowledged
“group” and sometimes they don’t. Either way is fine.

4) Onpeaenute HEOTNOXHbIE NPOTUBOPEYNS, CO3aaBaeMble UMK UCMbITbIBaeMble
nepcoHa)KaMm UrpoKoB UMM CBSI3aHHLIMKU C HUMK NepcoHaxamu Beayuiero.



4. ldentify the immediate tensions the player-characters and their associated NPCs provoke
or experience.

e Hanaute nnn cosgante Gonblue nepcoHaxen Begyuiero, KoTopble BaXKHbI
A58 9TUX NpoTMBOpeYUnin. Tenepb y Bac JosmkHa ObiTb HebomMbLIaa apmus
NepCcoHaxeu, oKpyXaroLLas Kaxgoro nepcoHa)xa Urpokos, U BO3MOXHO
cBsA3blBaOLWasa ABYX Unn bonee ns Hux.
* Find and make more NPCs relevant to these tensions. Now you should have quite a little
army of characters floating around each player-character, and perhaps linking two or more of
them.

5) Ycyrybute cutyauuio ¢ nomoLLbio cnyckoBoro cobbitmsa {Trigger event}, kotopoe
HapyLlaeT ycTosBLUeecs pacrnpeaereHme BnacTtu, AeHer, NoNoXeHUs UM pecypcos.
5. Aggravate the situation with a Trigger event — anything which destabilizes one or more of
power, money, status, or resources.

e O6aymaliTe BCE MMeloLLee OTHOLLIEHME K 3TOM MecTHocTu! 'eorpadmio,
3THUYECKMI COCTaB HaceneHus, NONMTUKY, SKOHOMUKY, PENUIUIO, KYNLTYPHbIE
0COBEHHOCTU 1 Tak Aanee, a Takke BCE U BCS OTHOCALLEECS K 3TOMY.

» Consider everything about that location! Geography, ethnicity, politics, economics, religion,
cultural practices, and just keep going with anything and everything related to all that stuff.

A Tenepb K urpe

And now, into play

6) CwuTyauus: ¢ y4eTOoM CMyCKOBOro cobbITUsl monmMTuyeckas o6CcTaHOBKa CTaHOBUTCS
Kak HUKorga NM4Homn.

6. Situation: given the Trigger event, the political becomes ever more personal.

e KOHKpeTuKa: paccMoTpuUTE, KTO r4e HaxoguTCs U YTO OH TaM JenaeT - B
obLem, oTbirpbiBaiTe NeEpcoHaxen BeayLero Kak XuBbIxX Nogen.
* Specifics: consider who’s where, doing what — effectively, play your NPCs with verve.

7) Bo Bpemsi urpbl: BblAENEHNE CLEH 3aKO4YaETCs B MOMELLEHNN NEPCOHAXEN B OOHO
MEeCTO, 4TOObl NOCMOTPETL, Kak OHU ByQyT B3aMMOAENCTBOBATL - 3TO BCE OYEHD,
OY€eHb ANHAMUYHO.

7. In play: scene framing means putting characters into the same place to see how they
interact — it’s all very, very dynamic.

e [lpocTo gaBanTe aKpaHHOE BPEMS KaXKAOMY, NEPEKIToYaACh MeXay HUMK, 1
ncnonb3ysa NponcxogsLimne B cueHax cobbITns Kak nocneacTana u
cneuaddeKkTbl AN nocrneaylLwwmx cueH. He nbitantech cobpaTb NepcoHaxen
BMecTe 6e3 NPUYUHLI - NOMHUTE, UM He 00s3aTeNbHO “CTaHOBUTLCA
KomMaHaon”.



» Simply utilize screen time for everyone, switching around, using events from scenes as
consequence and visual effects for later scenes. Don't try to force characters together for no
reason; remember, they don’t have to “team up.”

e He npuHyxganTte NnepcoHaxemn K NPOTUBOCTOSHUIO U HE NIIaHMPYIHTE ero
3apaHee; BMECTO 3TOro packpbiBanTe NpOTUBOCTOSIHWE, 3aMeYas, Korga B
urpe nosBnsTCA U 0BOCTPSAOTCS NPOTUBOPEYNS.
» Don’t force or pre-plan conflict; instead, discover conflict by recognizing when escalations
and confrontations appear in play.

8) Bce, uTO Bbl 3HaeTe O TOM, Kak BECTU WPy, HEBEPHO.
8. Everything you know about how to do it is wrong

e Vrpokn 6yayT nepebusatb Bac, npobumpaTbCca B HEOXNAAHHbIE MecTa U
BCTPeYaTbCH C HEOXNAAHHBIMW M0ABMU, BMELLMBATLCA B NaHbl BalnX
nepcoHaxemn 1 HapyLaTb “npaBunbHbIN” xog Bewwen. Bol AomkHbl paboTtatb
TONbKO C TEM, YTO NPOUCXOAUT B HACTOSALLUMIA MOMEHT, U HUKoraa (Hukorga!)

He paccyaaTb C TOYKU 3peHus “yCTaHOBUTb A, YTOObI MOTOM NepenTn k b”.

* Players will interrupt you, run around to unexpected places and people, stuff your NPCs’
plots, and “ruin” things — you must work only with the material of the moment, and never,
never think in terms of establishing X so that you can getto Y.

e | 13 npuHUMNa NOSIHOCTBIO N 0 KOHUA NpuHMManTe nobblie 00yCnoBNeHHbIE
npasunamu NOCMNeacTBUS Kaxaoro paspeLumBLLEroca NPOTUBOCTOSIHUS,
He3aBUCMMO OT TOro, kKakme OHWU. Kaxkabl pa3 nokasbiBanTe Urpokam atm
NnocrneacTBUS U cpasy Ke NPUMEHANTe UX ANa co3gaHus cneayroLwmnx CUeH.

* And crucially, embrace the fullest and most extreme rules-driven consequences of every
single resolved conflict, no matter what they are. Show those consequences and treat them
as the material of the moment in the very next scenes, every time.

Mexny ceccuamm

Between sessions

9) MMpuHumn NepaknuTa B AENCTBUN: HA CIIEQYIOLLIEN CECCUN YXKe He OyaeT Takon xe
cuUTyauuu, fa v NepCcoHaxun CTaHyT Apyrumu.

9. Heraclitus in action: in the next session, it won’t be the same situation, and they aren’t the
same characters any more.

e Vlcnonb3yhTe UrpOMEXaHUKY MO N3MEHEHNAM NepcoHaxa, KoTopasi, Ckopee BCEro,
MMeeTCs B NMpaBuUax urpbl, HO Takke obpallanTte BHUMaHUe Ha BNUsiHWe
NPOUNCXOASLLUMNX COOLITUI HA CTPYKTYpPHbIE, (PUHAHCOBbLIE, MONUTUYECKUE M ApYyrue
npobnembl obLIecTBa, 1 y4TUTE 3TO BNUSIHNE B KAYECTBE OCHOBHOIO dhakTopa, koraa
rOTOBMTECH OTbINPbIBAThL BalLMX NEPCOHAaXeN Ha criealytoLLen ceccum.



* As you go, go ahead and use the character-changing mechanics that the game probably
includes, but also pay attention to the events’ impact on social, monetary, political, or other
immediate societal problems, and treat that impact as the core content for preparing to play
your NPCs in the next session.

e YyuTbiBaTe NonHomacluTabHble U HeoGpaTUMbIe NOCNEACTBUS NS MecTa
AeNCTBUS: He 0BA3aTeNlbHO KaXayH CECCUID, M O HUX NErko 3abbiTb, €CINN OHU He
noaaepkMBalTCA UTPOMEXAHNKON, HO OHM NMPOUCXOASAT U MO CYTU SBNSAOTCA
Y3M0oBbIMM TOYKaAMM UMpPbI.

» Consider large-scale, irreversible consequences for the setting: not necessarily every
session, and it's easy to forget about them if there’s no mechanics involved, but they do
develop and they effectively comprise the units of play.

10) UrpoBbie CUCTEMbI 3HAYMTENBHO Pa3nMyaloTCa B TOM, YTO KacaeTcs doopManusauum
NnocrneacTBui Ans MecTa AeNCcTBUA (S PacKporo 3TOT BONPOC NogpobHee HECKONBbKO
nosxe). Cenyac AOCTaTO4HO NMOHMMAaTb,4TO CO34aHHAA BaMU 4118 UrPbl HaYarbHas
MECTHOCTb “caenaHa, 4Tobbl ObITb CIOMaHHOW”, U ByAbTe rOTOBbI MOKa3blBaTb
CTaguun 3TOro paspyLUEeHNs KaXKayo UrpoByto ceccuio. [laxke ecnu cuctema npasusn
He UMEET HUKAKOro MrpoMexaHmn4eckoro cnocoba Bbipa3uTb 37O, BCE paBHO
YyUMTbIBaNTE 3T N3MEHEHWS, OCHOBbLIBAsiICb HA NPON30LLEALWmnX COBbITUAX.

10. Games vary a lot regarding the formal consequences upon a setting, which I'll discuss a
bit later. For now, merely keep in mind that your immediate location for play was “made to be
broken,” and be willing to display the stages of its breaking with every game session. If the
game doesn’t have any mechanical way to express this, then do it anyway based on what’s
happened so far.

lMocKonbKy 51 He HaLlen XopoLlero MecTa A 3Toro, A NoabpoLly 0gHO UHTepecHoe
coobpakeHne OTHOCUTENBHO CO34aHNA NMEPCOHAXKEN UFPOKOB: MPY TakoM MOAXOAE K Urpe
HeT abCoNTHO HNKAKOW HY>XAbl YAOBMNETBOPATL “HYXAbl” NAapTUK, TakNe Kak Hanmime
A0CTaTO4YHOroO Konmn4yecTea BOMLOB Ui ApYrmx TUNOB NEPCOHaXeN. B cyllHOCTY, yunThiBas
YTO NPOTMBOPEYUS, KOTOPLIM MOCBSALLEHa urpa, HensbexHo 6yayT oOLLEeCTBEHHO 3HAYMMbIMUN
N UMEKLLMMN 3HAYUTENBHLIE NOCMEACTBUSA, UTPa 3a NEPCOHAXEN C HAYEM HE
npumevaTenbHbIMM HABOPOM HaBLIKOB M POSbIO B XXU3HWN ByaeT He MeHee yBrnekaTenbHOMN,
yem 3a NbbIxX apyrux, a nHorga u donee.

Because | didn’t see a good place to put it, I'll toss in one of the fun details about
player-character creation: there is absolutely no need to fulfill “needs,” such as making sure
that you have enough fighters or anything else. In fact, given that conflicts in play will
necessarily be socially relevant and quite consequential, player-characters with completely
ordinary skill-sets or roles in life are just as much fun as anyone else, sometimes more.

YacTtb |V: Npumep ¢ ucnonb3osanHmem DeGenesis

Part IV: Example using DeGenesis



£ 66l Havan ¢ pasgaym nepsbix AeBATU cTpaHuy, DeGenesis Quick-Start PDF (goctynHon B
CeTUN) N, BO3MOXHO, A00aBM0 Koe-Kakne coOCTBEHHbIE KOMMEHTapUM O MeCcTe OENCTBUS,
0COBEHHO OTHOCUTENBHO MPUCYLLIENO EMY XXECTOKOro TONIKOBaHMs NoroxeHus gen B EBpone
nocre XonoaHow BorHbl. MHe B ronoBy NpuxoauT ABe TeMbl - “BOT Bam Balle o0beguHeHne
fepmaHumn’, yunuTbIBas YTO METEOP OCTaBMI yXKacatoLmi LWpamM Ha NOBEPXHOCTU 3EMIN
NPUMEPHO TaM, rge npoxoguna ObiBwas NMHUA pasrpaHmyenns; n “fnobanusaums - a1o
XOpOLLO And Bac, NoBepbTe”, ecnun cuntatb agpukaHues {the Africans} 6ecnowiagHon
KapukaTypon Ha coBpeMeHHoe npucyTcTeue B EBpone CoeguHeHHbIx LLTaToB.

I'd begin by distributing the first nine pages of the DeGenesis Quick-Start PDF (available
on-line), probably adding a few comments of mine about the setting concerning its implicit
brutal commentary on post-Cold War Europe. Two topics which occur to me are “l got your
German Unification right here,” considering a meteor cuts a horrific scar into the Earth pretty
much exactly along the former division line; and “Globalization is good for you, trust us,”
considering the Africans as a perfect ruthless portrait of today’s United States’ presence and
policies in Europe.

3atem 4 6bl BblAan UM cnegyrolime pasgatodHble matepuansl. A npusbiBato Bac Nony4nTb
npeaBapuUTENbHYHO KOMUIO 9TON Urpbl Ha aHrnuinckom oT Posthuman Studios; s aymato, ee
MOXHO nony4ntb B oopmate PDF, ecnu Bbl HanuweTe UM no arneKTPoHHOM noyTe. Mbl
Ha4YHEM C NPOCTOro BbiGopa MECTHOCTW.

Then I'd pass out the following handout to them. | encourage you to get a preliminary copy of
the game in English from Posthuman Studios; | think you can get it as a PDF if you send
them an email. We start simply by picking a location.

3aTem 3agaavm crneayowme Bonpochl:

1. K70 Tam xuBeT. Ty3emupbl U UX KyMnbTbl, Yy>Xe3eMubl, adppuKaHLbl N NCUXOHABTbI
{psychonautiks}.

2. 3Konorusi u CNegcTBus N3 Hee: ropoackasn n AepeBeHCKasi, B IMyXOMaHN 1 B
OKYIbTYPEHHbIX 3EMIISX, MEPEABUXKEHNSA U NyTeLleCcTBUA, BCe 06 3KOHOMMUKE, a Takxke
cnopsl {spore}, rapb {Burn} n ncuxoHasuraums {psychonauts}.

3. KoHkpeTuka: kak BbIrmsgsaTt pogonnemeHHunkm {Tribals}? KoHuecBeToBUbI
{Apocalyptiks}? 3abusaku {Scrappers}?

4. TllonuTuka: BOMHA U MUP, KaKNe KyrbTbl TaM eCTb, a Kaknx HET, pacnpu 1 Col3bl,
SIBHbIE U CKPbITble B3aUMOOENCTBMS U TOProBrisi, He06X0aMMble KOMMPOMMUCCHI.

5. Kpusuc: 1o, 4TO NPOUCXOOUT cerdac 1 B OTKPLITYIO, M3BECTHOE M HaMevatroLLeecs,
Ha3peBatLe CObbITUS U CKPbITbIE BO3MOXHOCTH.

Then ask:


http://imaginaria.ru/p/degenesis-obzor-settinga-ch1.html

1. Who's there? Natives and cults thereof, outsiders, Africans, and psychonautiks.

2. Ecology and its results: urban vs. countryside, wilderness vs. cleared, movement and
travel, and all things economic; also, spore, Burn, and psychonauts.

3. Specify: what are Tribals like? Apocalyptiks? Scrappers?

4. Politics: war vs. peace, which cults are in and which are out, discord vs. alliances, overt
vs. covert activity and commerce, necessary compromises.

5. Crisis: immediate and overt, known and looming, on the boil, lurking in potential.

Hanpumep: ‘[asaltime nouzpaem 3a barnxaHues {Balkhans}!”

Example: “Let’s play in the Balkhans!”

KTO TAM XXNBET

lenbBeTuiubl {Hellvetiks} B Anbnax, ocobeHHO mep3kme nenenbHukn {Ashen} BHU3Y.
OTTyaa Ha BceM NpOTsSKeHUW Hapoabl 6anxaHues, B 60NbLUNMHCTBE AxXexammeaaHe
{Jehammedan} (c ueHTpom B ByxapecTe), 06bI4HO C NPUMECHIO 3a4MpP, POAONIIEMEHHUKOB U
KoHuecBeToBLEeB (0cobeHHO B benrpaae). Kapatenu {Scourgers} nosasunuce HegaBHO -
BTOPIMMCb M 3aXBaTUNN 3eMNN BOOPY>XeHHOW pykon. Hosonuemiubl {Neolibyans}
yaoepxwmatoT bocdopckmin nponue; aHabanTUCTbl U CNMTanNbsAHLbI NPUCTanbHO CMOTPSAT 3a
npoucxoaswmm u3 lMyprapel {Purgare} 3a AgpyaTnyeckum Mopem.

WHO’S THERE

Hellvetiks in the Alps, especially nasty Ashen down below. Balkhan people throughout,
mostly Jehammedan (centered in Bucharest) with usual underlying Scrappers and Tribals
and Apocalyptiks (especially in Beograd). Scourgers are dramatically present as the
invading and occupying military; Neolibyans hold the Bosporus; Anabaptists and Spitalians
glare across the Adriatic basin from Purgare.

IKONormA n SKOHOMUKA

HeBeposTHOe pasHoobpasne MecTHOM reorpadum, ropoga-TBepAabiHM, ynpasniseMble
AnHacTsamm 6apoHoB-pa3bonHMKOB, Ha3biBaeMbix BoeBogamum {Voivods}, obLumnpHbie
necucTble 1 ropuctble 0bnacTu, NPUrogHbIe AN XU3HU U co3garoLme naeanbHyo
06CTaHOBKY Anst BOCCTaHUA. QKOHOMMKA HE OpraHn30BaHa, CyLLECTBYHOT TONTbKO MECTHbIE
npvKnagHble cTaHaapTbl LUeH Ans B3auMooOMeHa 1 COMHUTESbHbIE MOMbITKM BOEBOA
KOHTpPONMpoBaTb 3TO Ha MECTHOM ypoBHe. Cnopbl paccesiHbl N0 BceM 06nacTsiMm 1 06bIYHO
He cxuratoTtcs. Mx BnonHe npuHumatoT B MNMewTe, rae cobumpatotca gywade {Dushani}. Iliogn
C HU3KOW CTENEHbI0 3apaKeHNsa 4YacTo NPOAOIKaoT XNTb Ha CBOEN pPoauHE, a UX MecTHoe
HanMeHOoBaHwue, “aywaHe”, “oayx0TBOPEHHbIE”, NogpasymMeBaeT onpeaesieHHbIN ypoBEHb
TepnumocTu. Kpome Toro, 3aapakeHue adppukaHckumm cnopamu, “ncnxosop” {psychovor},
MOMHOCTbLI0 OXBaTWUINO BbiBLLYIO TypLKMIO - 3TO NEPBOE HACTOMNBKO 3HAYUTENbHOE



HacTynrneHne Ha ceBepHble 6epera Cpeﬂ,M3eMHOMOpbﬂ. MecTHble obuTatenm nopasnTernbHO
XUBYHUN N TEXHONOINMYECKN NpoaABNHYTbI B CpPaBHEHUU C fanxaHuamu.

ECOLOGY AND ECONOMY

Incredible local geographic diversity, urban strongholds run by robber-baron lineages called
Voivods, and tons of usable mountain and forest areas, creating the perfect insurgent
environment. No organized economy exists beyond local, practical value-standards for
barter and the Voivods’ dubious attempts at local scrip. Spore is scattered throughout most
areas and is not routinely torched. It has fully taken over Pest, where Dushani gather.
Low-level infested people often still live in their home communities, and the Dushani local
name “The Soulful Ones” implies a certain level of tolerance. Also, African spore infestation,
the psychovor, has completely overrun former Turkey, the first such major incursion into
northern Mediterranean shores. The local population there is surprisingly resilient and
technologically savvy compared to the Balkhans.

POOOIMMEMEHHNKN, KOHLECBETOBLbI U SAONPbI

PooonneMeHHWKN - 3TO B OCHOBHOM OObIYHbIE 3eMIENaLLLbl U CKOTOBOAbI, KPEMKO CTOSALLMNE
Ha Horax, LUMPOKO pacnpoCTpaHEHHbIE N AOCTATOMHO BNUATENbHbIE, YTOOLI BbIHY)XAATb
rOPOACKMX BOEBOA, NMPUCHYLUMBATLCA K X MHEHUIO. MeCTHbIe KynbTbl 6apaHOMOKNOHHUKOB
TECHO Nepennenncb C HEKOTOPbIMU BETBAMM [)KeXxaMMeaAaHCTBa. 3aaupbl AEACTBYHOT BHE
3KoHOMUKM (xpoHukepoB {Chronicler} nnn Hoeonmeuiiues {Neolibyan}), Tak 4To OHK
HeopraHn3oBaHHO HAHMMAaIOTCA Ha cnyx0y kK BoeBogam, B OCHOBHOM B NMOMCKAX OPYXKUSL.
YunTbiBas Manounsy4eHHOCTb UCTOpUK 3aaupcTea {Scrapping}, MHoOre eLe npegcTouT
y3HaTb, BO3MOXHO YCTAaHOBMB NPELNONOXNTENbHYI0 CBA3b 3TOrO KyrbTa C NnenenbHUKamMMm.
KoHuecBeTOBLbI - 3TO XMBOE NPOTUBOPEYME JPKEXaMMELAHCKOMY YYEHMIO, HO OHW HALLIMK
y6exuwe B benrpage n BepHO cnyxaT, HapaBHe C pogoneMeHHKaMu, B
[AXKexaMmMeOaHCKUX cunax, CpaxxarLmMxcs ¢ KapaTensamu.

TRIBALS, APOCALYPTIKS, SCRAPPERS

Tribals are mostly ordinary farmers and herders, well-established, widespread, and powerful
enough to force compromises with Voivods in their cities. Their local ram-based cults overlap
strongly with certain brands of Jehammedanism. Scrappers operate without an economy
(either Chronicler or Neolibyan), so they freelance for Voivods in disorganized fashion,
mainly seeking weapons. Given a minimal history of Scrapping, there’s a lot to find, perhaps
especially through tentative contact with the Ashen. Apocalyptiks are living opposition to
Jehammedan doctrine, but they’ve found a haven in Beograd and serve well, along with
Tribals, in Jehammedan forces against the Scourgers.

NONNTUNKA

BoliHbl, 6onblUMEe U Manble: pxexaMmmenaHe BO3rNaBnsaioT conpoTueiieHne BTOPrHyBLUMMCA
Kaparenam, 4To 3agaet HaCTp0I‘7I BCEMY OCTallbHOMY.



1. Cwutyaumsa c adpprkaHuamm: HoOBONMBKMLbI ObinNn Gbl CHACTNUBLI 3aKPYTNUTLCA U
ToproBaTb ¢ bocnopa, Ho 6anxaHupbl ctanu AdraHnctaHoM 4Nis KapaTtenen, a ans
BOMHbI TpebytoTca 6oenpunachi.

2. Topogamu 6anxaHueBs KenesHom AecHULUEN NpaBaT BOEBOAbI, OAHAKO OHU
BbIHY>KAEHbl OroBapnBaTbCs C NPeaBOAUTENSAMU JKeXaMMeaaH,
WHOrga-HenogBnacTHbIMU KOHLECBETOBLIAMW N JAXE MOTYLLECTBEHHBIMN
poaonneMeHHukamu. Bee aTu rpynnbl HEYCTOMYMBBLI camu No cebe M CKMOHHbI K
CEMENHbIM pacnpsM 1 MENKNM UHTpUram, XoTs NpoTMB KapaTtenen 6biCTpo
obbeamHaoTes. [axe prkaxaMMeaaHcKkoe yd4eHUe HaMHOrO MeHee NpPoYHOE, YeMm
KaxkeTcs, yuntbiBas BeTBb [lountatenen ArHua u, wnpe, Kynbtbl 6apaHonoKITOHHMKOB
cpeau poaonsieMeHHUKOB.

3. [lenenbHuKKW, JOHUMAIOLNE refibBETUNLIEB U 3BEPCTBYIOLLNE NPOTUB
pogonnemMeHHUKOB B KapnaTtax (KoTopble OTBeYalT UM TakKMMU Xe 3BepCcTBaMm) - 31O
HacTosiwaga yrposa. C npegnpummMymBbIMK 3a4MpaMimn OCTOPOXKHO YCTaHaBNMBAOTCA
MeHee BpaXxaeOHble OTHOLLEHUS.

POLITICS

War and more war: Jehammedans lead the resistance against the Scourger invaders, setting
the context for everything else.

1. The African situation: Neolibyans would be happy to call it a day and trade from the
Bosporus, but the Balkhans have become the Scourger’s Afghanistan, and in a war zone,
they call the shots.

2. Balkhan cities are ruled by Voivods, whose iron fists must constantly compromise with
Jehammedan leaders, occasionally-uncontrollable Apocalyptiks, and even powerful Tribals.
All of these groups are internally unstable as well, based on family feuds and petty politics,
although they rally fast against the Scourgers. Also, Jehammedan doctrine is more unstable
than it seems, regarding its Aries sub-cult and the more general ram cults among the tribals.

3. Ashens are a real problem, exchanging atrocities with the Tribals of the Carpathians and
pestering the Hellvetiks. Certain less hostile interactions have tentatively begun with
enterprising Scrappers.

COBbITUA

[Mpoucxoasiime cemdac

1. OOGblYHble BOEHHbIE CIOXETbI: 0OCaja, LWTYPM, OKOMbl U T.4., KaKk CO CTOPOHbI
eBporenues, Tak 1 CO CTOPOHbI appukaHLEeB.

2. TlocTosiHHOE HapylleHe A0roBOPEHHOCTEN, OT CMEHbI COHO3HUKOB 10
MEXO0YCOOHbIX CTbIYEK, - 3TO 34ECH HOPMA >KNU3HM.

3. TlocTosHHbIe rpabuTenbckue HaneTbl NeNnenbHUKOB, OTKPbITOE HalLecTBMUE AyLUaH.

ACTION

Immediate



1. Any basic war story: siege, assault, trenches, et cetera, from either European or African
side.

2. Constant breakdown of local compromises is a way of life here, ranging from new
combinations of strange bedfellows to flare-ups of within-faction war.

3. Active Ashen depredation, overt Dushani incursion and action.

HaspeBatoLune

Bo3moxHble Haxo4Ku, NOMOratoLLme NOHATb UCTOPUIO 3aaMp; Yrpo3bl HEATPANUTETY
renbBeTUALIEB; KOHKYPEHLIMA MEXay KapaTensiMn 1 HOBONUBMNLLAMUW; CTOSNIKHOBEHME
[XaxaMMenaH C KOHLECBETOBLIAMU; packon [AxaxaMMeaaHCTBa 1 oTaerneHve Kynsra ArHua
npu nogaepXke poaonsieMeHHNKOB.

On the boil

Potential significant Scrapper finds, challenges to Hellvetik neutrality, Scourger vs. Neolibyan
priorities, Jehammaden clash with Apocalyptiks, and the Aries-based schism within
Jehammedanism, with Tribal implications.

HamevarLimnecs

BonbLue npobyxaeHHbIx {Awakened} 13 nenenbHbix nogsemenuii {Ashen vaults} (Kpantue
{Krajni} npegckasbiBanu Takme cobbITnA), NEPENOMHbLIA MOMEHT B MPOTUBOCTOSHUN Ha
AOpuaTuke, CMyTHblE HAMEKN Ha BO3MOXHbIE JOrOBOPEHHOCTN MEXAY KapaTtensMmn un
nenenbHMKamu.

Looming

More Awakened from the Ashen vaults (the Krajni foreshadow such events), a tipping-point
for the Adriatic standoff, the barest hint of a possible Scourger-Ashen accord.

CO3OAHUE MEPCOHAXEMN

OnucaHHoe Bblille obcyxaeHne mecta OencTBus o6ecnevymT MHOXECTBO CnocoboB
BOOXHOBMUTLCA Nepe Co3aaHneM nepcoHaxa.

1. TpocTo oLyLieHne Toro, YTo 3TO 340POBO.

2. OOBLWHOCTb C KaKNUM-TO APYTMM NEePCOHaXeM Urpoka, yepes hopmMarnbHble
00beMHEHNS UMW NUYHBIE CBA3MW.

3. BupgeHune oTkpbITOro, NnogaepxMBaemMoro ooLwecTBOM NPOTUBOCTOSHUS.

4. BwaeHne BO3MOXHOCTM NSt HEOXKMOAHHOIO AN obLecTsa pa3pyLmTensHOro
NPOTMBOCTOAHUS (BHELUHETO UMW BHYTPEHHETO).

5. Jloboe coveTaHme 13 BCEro BbiLLENEPEYNCIIEHHOTO.

CHARACTER CREATION



The above discussion will provide multiple jumping-off points for character inspiration.

1. Simple coolness identification.

2. Shared identity with some other player-character, via either official labels or personal ties.
3. Seeing an overt, culturally-supported conflict.

4. Seeing potential for culturally-unexpected, deconstructive conflict (internal or external).

5. Any combination of the above.

HekoTopble coobpakeHunsi 0 Co3aaHuy NepCoHaxe UrPOKOB B AOMOMHEHMUE K YKe
BbICKa3aHHbIM:

1. Tpu K (Kynetypa, KoHuenuus, Kynet) n ncmxonorus

e [lepcoHax urpoka He 0653aH ObITb PAAOBbLIM U TUMMYHBIM NPeaCcTaBUTENEM
OCHOBHOTO TEYEHUS KYNbTYPbl UMK KyNnbTa U MOXET OTNMYaTbCA OT HEro B
noByo CTOPOHY.

e KoHuenums - 3To Npo BoCMMTaHME NEPCOHaxa, a He Npo Ty cucTemy
LeHHOCTeNn, KoTopas Yy Hero cenyac.

e [pvHUMNbI: HEOBXOAMMO JOCTUYb NOMHOMO COrNacusi OTHOCUTENBHO UX
3HavyeHnsa anga npoueaypHoro nnaHa. OTmedy, 4to pasgen ob onbiTe
NCNONb3yeT OYeHb TLWATENbHO OTOOPaHHbIE Y NOTEHLMANBHO OYEHb
NNoaoTBOPHbIE (POPMYNMPOBKK, KOTOPbIE HE NOAPA3YyMEBAIOT, YTO NPUHLMMbI
HY>KHbl TONbKO ANA ApamaTviama.

Some considerations for player-character creation, in addition to points already raised.
1. The three C’s (Culture, Concept, Cult) and psychology:

* A player-character does not have to be a down-the-line stereotypical representative of the
culture/cult mainstream for any number of variables.

» Concept is about characters’ upbringing, not necessarily their adult value system.

* Principles: we need explicit agreement about what these are in procedural terms; note that
the experience section uses very carefully chosen and potentially very productive phrasing,
which does not imply rigid thespianism as the goal for these descriptors.

2. BO MHOrMx MECTHOCTAX MHOTME KyfbTbl MOMOSHSOTCS HE MEHBLUMM YUCITOM
HOBOOOpPALLEHHbIX, YeM POXOEHHbIX B KynbTe. Tak YTO BO MHOMMX CIlydasxX MOXHO
BbIOpaTh eLle 1 KyrnbT UK KyrbTbl, B KOTOPbIX NEPCOHaX OblN POXAEH U K KOTOPbIM
npyvHagnexanu ero poguTenu, YTo OTKPbIBAET LUMPOKME BO3MOXHOCTU ANs
YTOYHEHMS AEeN NepcoHaxa. He Hy>XHO ncnonb3oBaTb Anst 3TOro Kakne-To ocobble
npasuna, KoHuenumsa v MpuHUUNbI C 3TUM BNOSMHE CNpaBnsoTca (OTMeYY, YTO MOM
nepcoHax-koHueceeToBel, U3 Nyprapbl 6bin poXxgeH aHabanTncTom).



2. Many of the Cults are supplied as much by conversion as by birth parentage, in many
locations. So birth parentage cult or cults is wide open in many cases, with lots of potential
for refining a character idea. No need to do anything special with the rules, and let Concept
and all three Principles do the lifting. (note my Purgare Apocalyptik character, born to
Anabaptists)

3. HekaHOHMYeckne KoMOMHaUMN KyNbTypbl N KynbTa MOryT OblTb BO3MOXHbI B JaHHON
MeCTHOCTU. OTHOCUTECH K HUM KaK 0ObIYHO, MO NpaBuiam.

3. Non-canonical culture/cult combinations will arise as possibilities based on location. Treat
them ordinarily per the rules.

4. CeMbs, 3HaKOMble, COTPYAHUKM, BO3MNOBNEHHbIE, PyKOBOAUTENMN U MOAYUHEHHbIE,
npuaymaHHble ¢ yyetom 3BaHusa B Kyneste {Cult rank}; He Hy>XHO nucaTb OrpOMHYIO
npeabICTOpuio, HO NpUayManTe XoTsl Obl HECKOIBbKNX CBA3AHHbIX NepcoHaxen. Ecnu
BaM COBEPLLUEHHO HEe XO4ETCA 3TOro AenaTtb, 3akpenute 3a BallMM NepCoOHaXeM
HagexHoe obLLecTBEeHHOe NoroXeHue.

4. Family, acquaintances, associates, lovers, authorities, and subordinates, all in context of
Cult rank; do it without massive back-story and arrive at several NPCs. If you really don’t
want to, then nail down a solid social role for the character in the community.

Hanpumep

[laBanTe ckaxeMm, 4TO KTO-TO 3anHTepecoBarica KoHuecBeToBLamun B byxapecrte,
HECOMHEHHO BAOXHOBMBLUNCH UNOCTPALNAMM.

e OTOT UIPOK HAYMHAET co3daBaTb NpeaBoanTens, KOTOPOMY HPaBATCS NpeuMyLlecTea
OT coto3a ¢ BoeBofou (banxaHeL: ropabin, MUp: NOCPELAHMUK, KOHLECBETOBELL: Y3bl
poacTea).

e [lpyron Urpok co3gaeT HETUMNYHOIO KapaTtensa-aes3eptupa, yweauero Ha BosibHble
xneba, BO3MOXXHO CaMOro 0nacHoOro 4YernoBeka B ropoae (adppukaHel,: reqOHNUCT,
NPUHYXOEHNE: ANMTAapHOCTb, KOHLECBETOBEL,: caMmopaspyLLeHue).

e TpeTtun, Buasa 910, CO30AET AKaxaMMedaHnHa, KOTOPbIN cpaXarcs nievyom K niedy ¢
KOHLECBETOBLIAMM NMPOTMB KapaTernen, BO3MOXHO OH JaXe Kak-TO CBA3aH C NepBbIM
(6anxaHeu: MCTUTEMbBHbIN, MUP: HPABOYYUTEMNbBHbIN, [KEXaMMeLaHVH: BEPHbIN).

In our example

So let’s say someone gets excited about the Apocalyptiks in Bucharest, no doubt inspired by
the illustrations.

* This player begins making up a male leader type who likes the perks gained by allying with
a Voivod. (Balkhan: Proud, Peace: Mediator, Apocalyptik: Bonds of Kinship)



* Another player goes for an off-type Scourger deserter gone native, possibly the most
dangerous man in town. (African: Hedonistic, Compulsion: Elitist, Apocalyptik:
Self-Destructive)

* The third, seeing these, decides upon a Jehammedan who’s fought with the Apocalyptiks
vs. the Scourgers; could even be related to the first guy. (Balkhan: Vengeful, Peace:
Moralistic, Jehammedan: Loyal)

Yx Tl CKOMNbKo BCEro MOXET U3 3Toro nonyuntbest! Obpartmmcs K BaXkHbIM
BCMoMoraTtenbHbIM NepcoHaxam Beayuuero:

e JKeHwwuHa, nonasLwwas B NOOBOBHbLIN TPEYronbHUK C NEPCOHAXeM NepPBOro Urpoka u
€ro nofIMTUYECKUM COKO3HUKOM, COBETHMKOM BOEBOAbI.

e [lpyrue uneHbl cembn aByX OpaTbeB, BO3MOXHO M3 0060COBNEHHON N HEOBBLIYHO
TUXOW CENbCKON MECTHOCTW.
MocTaBLWMK rapu A4ns nepcoHaxa-appukaHua, ero ny4inim apyr.
[hxexammeaaHcKkmMin MMaMm, BO3MOXXHO Yepecyyp HanoOpUCTbIN.

Wow! All manner of explosive going on there, and notice the potential for some serious
satellite NPCs:

* The woman in a romantic triangle with the first character and his political ally, the Voivod’s
chancellor.

» The other family members of the two siblings, probably from an isolated and unusually
stable rural area.

» The African character’s Burn supplier and best friend.

* The Jehammedan’s imam, perhaps too pushy.

O6patuTte BHUMaHWe Ha a(ppeKT CHEXHOro KoMa: ecnu Obl NepBbIM NPEANOXUIN
WHTEPECHbIN KOHLENT NepcoHaXa-poaonsieMeHH1Ka, XXUBYLLLEro BAanu oT ropoaos, Y Apyrux
UrPOKOB MO Bbl BO3HUKHYTb COBEPLLEHHO MHbIE UAEW, BO3MOXHO KacatoLimecs
nenenbHUKOB M NPOoBYXaeHHbIX. N o4eBMAHO, YTO uUrpa ¢ apprkaHuamMmn B LLEHTpe BHUMaHUA
Oblna 6bl COBEPLUEHHO OPYron - BCE NEPCOHaXM UrPokoB Bbinn Bkl apprkaHLamm mnu,
BO3MOXHO, pabamu-eBponenuamu.

Note the snowball effect: if someone had begun by talking about a cool Tribal character
concept first, far from the cities, we could be looking at very different ideas from the other
players now, perhaps involving Ashen and Awakened. Or obviously, an African-centric game
would be entirely different, either all-African or perhaps with a European slave character.



CwMbIcn B TOM, Y4TO 3TUM 3Tanom “onpeneneHns kKamnaHum” ynpaensitoT UrPoKn, 0COBEHHO B
TOM, YTO KacaeTCsi CTENEHN BHYTPUIPYMNMNOBbLIX N MEXTPYNNOBbIX NpoTuBopeynii. OgHako a1o
He 3HauuT, YTo BKnag Beayuiero orpaHMYeH TONbKO TEM, YTO MMEET HEMOCPEACTBEHHOE
OTHOLLEHME K NepCOoHaxam UrpokoB. MpoTnBopeuns, BO3HMKatOLLME U3 KOHLENTOB
nepcoHaxem, Bcerga MOXHO CBA3aTb C TEMU 3rieMeHTaMu MecTa AeNCTBUSI, KOTopble
3axBaTblBaloT BoobpaxeHue Beayuiero.

The point is that this level of “campaign definition” is mostly player-driven, most especially
the degree of within-group vs. among-group conflict. However, that does not mean that GM
input is limited to explicitly player-centric things; the conflicts that arise from character
concepts are always linked to other stuff in the setting which catches his or her fancy.

Tenepb A Ha4YMHA pa3MbIlUNIATbL O NOAroToBKeE. Mue NPUXoAAT B rofioBy Takne naoen:

e [lpumyT nNun pxexammegaHe 1 Co3HbIE UM NieMeHa NoMoLb AywaH B 6opbbe ¢
Kapartenamm?

e [lonpobyeT N1 0guH N3 HEMHOMUX YCMELUHbIX 3a4MpP OPraHN30BaTh LUMUOHCKYHO CETb C
nomoLlbio 6e30rnsgHo BrtoOneHHOW B HEMO pacnyTHULbI U3 KOHLLECBETOBLEB? U
OyaeT Ny OH NpoAaBaTtbh NOMyYeHHble CBEAEHMS OOHOBPEMEHHO 1 KapaTensam, n
kaxammenaHam?

Kaxgasa n3 atux ngen obecneunBaeTt nogcnygHble NOCNeacTBUSA U HAaNPsHKEHUS,
oboraiiatoLine urpy, 4o Toro NOMHOCTLIO COCPEAOTOHEHHYIO Ha 3aboTax Tpex onMcaHHbIX
BblLLIE MEPCOHAXKEN.

So now | start thinking about prep. Notions that jump out at me include, do Jehammedan
and Jehammedan-compatible tribesmen utilize Dushani help against the Scourgers? Does
one of the rare successful Scrappers run a spy network through the Apocalyptik whore who
desperately loves him, and does he sell information to Scourgers and Jehammedans alike?
Either of these provides some underlying consequences and tensions that can inform play
which focuses overtly on the concerns of the listed three characters.

Hapetocb, 4To 310 BbINO MHTEPECHOE YTEHUE, AaXe ECNUN Y BaC HET KHUIMN NpaBun
DeGenesis 1 He BCe OTCbINIKM K NpaBuiiaMm BaM MOHATHbLI. Bce ke pekomeHayto pa3nobbitb
ee: MecTo JencTBUsA TaMm AOBOMbHO HesaypsaHoe. C NOMOLLbIO 9TOro npyMepa A nonbiTancy
nokasaTtb BaM, Kak MOXHO NPUMEHUTb 3TU paccyXaeHus K ntobon MECTHOCTU, KOTOPYHO Mbl
BblAeNnnNu n3 Mecta AencTBus B LIeNoM, U NONyYnTb MHTEPECHYIO ANS UrPbl HEYCTOMYUBYIO
CUTyaumio, B KOTOPYIO BOBMEYEHbI BCE CUASLLNE 3@ CTOSOM.

| hope that was interesting to read, even if you didn’t have the DeGenesis text to clarify all
the rules references. | do recommend getting it; the setting is quite exceptional. What I'm
hoping you see here is that we could follow the same logic regarding any location we chose
from the setting, and wind up with an extremely playable, volatile situation, in which every
person at the table is fully engaged.



Yactb V: PasmbiluneHnst ob urpomexaHuke v
an3avHe

Part V: Mechanical and design considerations

OTO 3cce He MOCBSALLEHO reMMansanHy unv noapobHoMy pasbopy UrpomexaHuku, Ho
HeKoTopble BOMPOCHI 3aCnyXMBatoT XOTA Bbl yNOMUHAHWS.

This isn’t really a game design or deep-mechanics essay, but the following issues bear at
least mentioning.

HPW 3HaunTenbHO pasnuyaloTcs B TOM, Kak B XOA4E UrPbl MEHSKOTCA NUCTbI NEPCOHAXEN, Unn
ckopee BoobpakaeMble NepcoHaxu camm no cebe. OgHako aTo pasHoobpasne
HepaBHOMEPHO. Bo-nepBbix, N3MEHEHUS KaK TakoBbl€ BKIOYEHbI B MpaBuia 60nbWMHCTBA
urp, gaxe B TeX criyyasix, korga nogobHble M3MEHEHUSI HE CBA3aHbI HU C KaKMMW MHBbIMU
NUrpoOMexaHn4YecKMMN Unn 3CTETUYECKMMM 0COBEHHOCTAMM NpaBun. Bo-BTopbix, B cuny
NCTOPUYECKOro NOSOXEHUS BELLEN 3TU UBMEHEHNSI Camu MO cebe TAroTerT K ABYM
BapuaHTaM: YpOHY, BKINoYasa CMEPTb, N YNy4dLLEHNIO.

RPGs vary quite a lot in how character sheets, or rather the fictional entity “the characters,”
change. However, they don’t vary evenly. First, the field is heavily skewed toward including
such change in the first place, even in games in which such change has nothing to do with
any other aesthetic or procedural feature. Second, as a historical artifact, the change itself is
heavily skewed toward two things: damage including death, and improvement.

Cenyac a He 6yay obcyaaTb HU TO, HX APYroe, HO 3TO ABNSAETCH OCHOBOW ANs CreayroLmx
paccyxgeHuin. CTouT nv BoobLLe BKMOYAaTb U Kak UMEHHO UrpoOMexXaHnyeckne CBA3N mexay
paspeLueHvemM KOHMNMKTOB 1 Nboro poaa passutvem nepcoHaxa (nocneactBmMamMmn ans
Hero, npeobpaxeHnem, HasbiBanTe kak xotute)? O4eBUAHO, YTO 3TU CBA3M ABMSKOTCA
Ba)KHEMLUMM acnekToMm renmausarniHa BO MHOMMX HeaBHUX UHAW-Urpax, 1 ata Tema
NMOCTOSIHHO MoABepraeTcs NPSIMOMY UIM KOCBEHHOMY nepecMoTpy B coobuiectse Forge.

None of which is my present point, but it sets the stage for what is: that we should deeply
consider both how and whether to include mechanics-based links between conflict
resolutions and any sort of character development (consequence, transformation, whatever
you want to call it). Obviously, such links are a major design consideration in many recent
independent games and the topic is directly or indirectly constantly undergoing revision at
the Forge.



HecnoXHOo NoHATb, MOYEeMY Tak NPOUCXOANT, Koraa B Urpe 3aeNCTBOBaH TEKYLLMI CIOXKET.
Ha ypoBHe BoOGpaxeHnsi CUCTEMbI LEHHOCTEN NEPCOHAXEN OKa3blBalOTCA MOA YAApOM, a Ha
YPOBHE UrPOMEXAHNKM NNCTbI NEPCOHAXKEN UBMEHSIOTCH C MOMOLLbIO MOACUCTEMBI
NoCrneacTBMA. ITK NPOLECChl HAXOOATCS B MOSTHOM COOTBETCTBUN. [1OCKONbKY (PMPMEHHbIN
noaxof TypHUpHbIX OH - “BbKUBK, CTaHb cunbHee 1 pasdoraten, nnn ympu” - 3aecb He
NOAXOAMT, Aa 1 pa3baBrieHHble U B YeM-TO HenocriegoBaTernbHble NPOAOIHKEHNS 3TOro
Noaxo4a U3 COTEH APYIMX Urp - TOXEe, HaM NPULLNOCH BblAYMbIBaTb HOBblE€ COOCTBEHHbIE
noaxoAdbl ¢ Yuctoro nucta. OnsThb Xe, NOCKONbKY B reiMan3aniHe Urp ¢ TEKYLLUM CHOXKETOM
00bI4YHO, BO3MOXHO MOA BNUAHMEM Sorcerer-a, NpeanovmMTan cocpefotaydnBaTb BHUMaHME
Ha nepcoHa)xax, B OCHOBHOM paboTtanu Hag nocneactBusMu Ans NepCOHaXen U ux
npeobpaxeHnsamun. Takue urpol, kak My Life with Master n Dogs in the Vineyard, HacTonbko
BblAENSATCS 3TOM 0COBEHHOCTBIO, YTO MO CYTU CO34Al0T Lienoe HanpasneHne remmansanHa,
B KOTOPOM €CTb elle Hag Yyem paboTtaTb.

It's easy to understand why, when Story Now is involved. At the fictional level, characters’
value systems come under fire, and at the mechanical level, their sheets are altered by the
consequence mechanics. These are a natural fit for one another. Since the original
tourney-D&D context of “survive, power-up, and get rich, or die,” doesn’t apply, nor does its
watered-down and somewhat incoherent continuance across hundreds of other games, we
had to make our own new methods from scratch. And again, since Story Now design has
typically favored the character-centric approach probably due to the influence of Sorcerer,
consequences and transformations for the characters have seen the most work. My Life with
Master and Dogs in the Vineyard are so remarkable in this precise feature that they have
practically created a whole design field which may well be perceived as the working range.

Ho Tenepb Anst Moe peanbHOM TOYKM 3PEHUST: aHaNOrM4YHas UrpomMexaHuka nocneacTeui
Ans MecTa gencTeus BCTpevaetcs peako. Cutyaunsa nogobHa Ton, uTto 6bina B HPU B
1990-x rogax, Korga cucTembl Bo3HarpaxaeHus (“paH”) peako nogaepxuBanmnch
NUrpoMexaHnU4ecKn, NOCKOSbKY Urpbl, Kak NpaBumio, MPOCTO NOBTOPSASM pa3fnyHble BapuaHTbl
Bbla4M OYKOB ANSA yny4lleHnss nepcoHaxa. B To ke BpeMsi MICTOpU4eCKn CNoXunoch, YTo
MECTO AeNCTBUSA N3MEHSAIOCh Maro WM BoobLle He N3MEHSANOCh, YTO Mbl BUAUM B
CEroaHsILUHNX uUrpax.

But now for my real point: equivalent mechanics for the consequences upon setting are rare.
The situation is analogous to the RPG spectrum in the 1990s, in which reward systems (“the
fun”) were rarely supported by mechanics at all, because games tended merely to
recapitulate some version of point-buy currency increases for character improvement.
Whereas for setting, the historical default is for there to be little if any such things, so that’s
what we see across the games today.

OpHako 370 none He coBcem nyctoe. PaHHee 1 3HauUNTEeNbHOE UCKIIOYEHNE MOXHO HaUTU B
urpe Everway. U Henb3sa ckasaTb, YTO HaM He XBaTaeT BbiAatoLLerocs npumepa ans
NMOHMMaHNSA BO3MOXXHOCTEN 3TOro noaxoda, a umeHHo HeroQuest. O6e atu urpol (B
nocrnegHem crnyvae ckopee Hero Wars, nepsas Bepcua HeroQuest) cunbHo noenusnu Ha



urpy Trollbabe, koTopas, No MoeMy MHEHUIO, OKa3anacb MHTEPECHbIM N FapMOHUYHbLIM
rmépuaom CoCpenoTOMEHHOrO Ha NepcoHaXax 1 CoCpeaoTOMEHHOTO Ha MecTe AENCTBUS
NMOAXOO0B.

The field’s not entirely bare, though. An early and significant exception can be found in
Everway, and it’s not like we lack a standout example for the potential to be mined, namely in
HeroQuest. Both of these games (or rather Hero Wars, the first version of HeroQuest, in the
latter case) deeply influenced Trollbabe, which | think turned out to be an interesting, tuned
hybrid of the character-centric and setting-centric concepts.

B03MOXHO, MrpOMeEXaHMKy Takoro Tuna Jierde paccmatpmBaTh B TEX Crnyyasix, Korga
NnocrneacTBus ANa Mecta AeNCTBUSA MMEKOT aNMYEeCcKUin pasmax, kak B urpax Burning Empires,
rae OeNCTBUS NEPCOHAXEN MOTYT NOBMAUATL U BNUAIOT HA Cyabbbl MMPOB, UNK, NoXanyw,
Spione, B KOTOPOW NEPCOHAXM HE BNUSAIOT Ha cyabby BepnvHa, HO BNUAIOT Ha cyabObI
MHOrMX ntogen B Hem. Kpome Toro, CyLLeCTBYET YCTONUYMBOE HanpaBrieHne renman3anHa,
nocesileHHoe nrpam HebonbLoro MmacwTaba, ¢ XXeCcTKo 3a4aHHON U OrpaHNYEeHHOMN
CUTyauuen, HEKOTOpPbIE M3 KOTOPbIX MO MacLliTaby KaxkyTcs 6onbLUE MOXOXUMWN HA CKETYM
UIN NbEChI; BO MHOMMX U3 HUX 3aBUCSLLME OT MeCcTa AeNCTBUA OCOBEHHOCTM CUTYaLMMm,
KOTOpbLIE S NOMbITANCA N3MN0XUTb B 3TOM 3CCe, NMPOYHO BCTPOEHbI B CAMYIO CYTb UrPbI.

Perhaps it's easier to consider mechanics of these kinds when the setting is granted a
degree of epic consequence, as in Burning Empires, in which character actions can and do
affect the fate of worlds, or arguably, Spione, in which they don’t affect the fate of Berlin but
do affect the fates of many people in it. Also, there’s been a strong design trend toward
small-scale, tight and limited scenario games, some of which seem more like skits or plays in
scope; in many of these, the setting-specific scenario features I've tried to outline in this
essay are built solidly into the whole existence of the game.

YacTtb VI: [NpnmeyaHmnsa Ha nonsax
N HEMHOTO Xanob

Part VI: Incidentals and peripherals, and a little bitching

MHorune 13 Tex Tem, KoTopble S 3aTPOHYN BbILLe, 3aCNyXMBalOT 0BCYXaeHWs BNNoTb A0
HanucaHns OTAerNbHbIX 3CCe, HO S BbIHYXAEH Obln NPOCKOYMTL UX, MOCKOSbKY S XOTen
[AOHECTN 3TUM 3CCe KOHKPETHYHO MbICIb, @ He co3aaTb cObpaHne COYMHEHWI MO BCEM
CBSI3aHHbIM C 3TUM BonpocaM. Ho Tak kak Bce B pOoneBbIX Urpax B3aMMOCBSA3aHO, S KpaTKo
N3M0XYy CBOM MbICIM MO HEKOTOPbIM M3 3TUX BOMPOCOB, O KOTOPLIX S 3acTaBun cebs He
pacnpoCTPaHsTLCA B pa3aenax Bbille.

A lot of things | wrote about so far carry whole new essays’ worth of discussion within them,
which | had to skip because | wanted to make a single point with this essay rather than
provide a completist textbook for any and all related issues. But since everything in



role-playing is connected, I'll provide a glimpse of my thoughts for a few that | really had to
force myself not to go into in the sections above.

MeTacueHapum
Metaplot

OT0 BTOPUYHAs KaTeropust BHYTPU Urp C 3arOTOBMEHHbBIM CHOXXETOM, B KOTOPOM NOAroTOBKA
CIOXXeTa OCYLLECTBNAETCA HE O4HMM YENOBEKOM UMW YENOBEKOM C OTAENbHbBIM
ony6rnMKoBaHHbIM NPUKITIOYEHNEM, a LeNon o4epeaHOCTbIO NocneaoBaTenbHO
onyOGNMKOBaHHbIX NPUKIIOYEHNI U NEPECMOTPEHHbBIX KHUI C ONUCaHMEM MecTa AeNCTBUS.
lMockonbKy Ha caMoM fene BbINOSIHEHNE 3TOro 3a CTONIOM 3HAYUTENBbHO YBENUYMBAET
TPYOHOCTW, KOTOpbIE A onucarn, i CUIbHO COMHEBAKCb OTHOCUTENBHO TOrO, yAAeTCs N
BOOOLLIE KOMY-TO TaK UrpaTb, a €CNu ygaeTcs, yBrnekaTenbHo nn a1o. Hackonbko
noKasbIBaloT MOV HabnNoAeHNs, OCHOBHbIM LUMPOKOMACLUTabHbIM pe3ynsTaTtoM 3TOro
noaxona (KOTopbIn 6b11 eGUHCTBEHHBIM U3BECTHBIM YCMELLHbIM CNOCOBOM NyGnukauum u
pekoMeHAYEMbIM NOAXOAOM K UIpe B PONieBON KynbType K Hadany 1990-x rogos) 6bino
npespaLLeHme xo66m NrpokoB 1 HaYMHAIOLLMX reNMaM3anHeEPOB NPOCTO B 3aBUCUMbIN OT
nagarenen pblHOK NOKynaTenen u yutatenen nepnognyeckmx n3gaHuni.

This is a secondary textual issue regarding Story Before play, in that “the story” preparation
is generated not only by a person or a person with an isolated adventure-book, but by a
whole line of sequentially published adventures and revised sourcebooks for the setting.
Since actually carrying this out at the table significantly ramps up the difficulties | described, |
am pessimistic regarding whether anyone really accomplished it, or if they did, regarding
whether it was any fun. If my observations are any indication, the general widespread result
(and this was the single perceived successful way to publish and recommended way to play
in gamer culture by the early 1990s) was to transform a hobby of gamers and nascent
designers into a mere captive market of periodical buyers and readers.

NcTopusa obeyxaeHnsa metacLeHapus Kak TakoBOro CRIULLIKOM Bernuvka, YTobbl 34ecb
noapo6HO B Hee BAaBaTbCA. A Aymalo, YTO XOPOLUUM NPUMEPOM MOXET NOCNYXNUTb cyabba
P. TancopnaHa kacatenbHO opurimHanbHbIx Bepcuin Cyberpunk u Castle Falkenstein. Mo
CYTW OHU MOCTENEHHO CKaTUIMCb K MeTacueHapHoOMy Tuny nybnvkauun, n Tem cambim
CUIMbHO NMOAOPBany BO3MOXHOCTM OCHOBHbIX KHUM ANS CO34aHUA TEKYLLEro CIXeTa, a Takke
NpmMBEnu camy KOMMaHUIo K Kpaxy.

The historical discussion about textual metaplot as such is too big to go into here. | think a
good example can be found in the fate of R. Talsorian regarding the original version of
Cyberpunk and Castle Falkenstein. Effectively they slipped into metaplot-type publishing by
degrees, thereby badly undercuting the Story Now potential of the core books as well as
tanking the company itself.



OpHako B 06cyxaeHnn meTacueHapms Obina 3aTpoHyTa ogHa AeNCTBUTENbHO MHTEpPEeCcHas
TeMa, @ UMEHHO Kakum eLle o6pa3oM, MOMMMO BO3MOXHOTMO BIUSIHUSI HA NEPCOHAXEN,
3HaAYMTENBbHO N3MEHSIOLLIEECS MECTO AENCTBUSA MOXET BNMATbL Ha urpy. Korga ato moxet
cpaboTaTb, a Korga HeT - yBriekaTenbHbI Bonpoc. OCHOBHbIM NPUMEPOM, MOCTOSTHHO
NPUCYTCTBYOLUM B MUCTOPMM X00606M 1 3acnyxumBatolimm 6onee rny0boKkoro n3yyeHusi, B 3ToM
Bornpoce 6ynet MmopaHTa {Glorantha}.

One really interesting issue that the metaplot discussion does bring up, though, is how
large-scale changing setting can be a feature of play, above the possible influence of the
characters. When this is or is not functional is a fascinating question, with the overriding
example of Glorantha constantly present through the hobby’s history to investigate more
fully.

Te, KTO MeHs1 3HaeT, BepOsTHO, 3a4al0TCs BONPOCOM, NOYEMY B 9TOM 3CCe HET
6e3)kanocTHom KpUTMkn urp, onybnukosaHHbix White Wolf. Moe MHeHne 3akniovaeTcst B TOM,
yTo remmgusanH White Wolf (koTopbin 51 BCe eLle oTKasbiBaloCb HasbiBaTb “Storyteller”), n
Gonee no3gHWe nogpaxkaHusi, Takme Kak urpbl, onybnukoBaHHble AEG, sBnstoTca
BTOPWUYHbBIM SBNEHNEM, NoryyYyeHHbIM 13 obpasuos koHua 1980-x rogos, NpeaocTaBneHHbIX
WEG (Star Wars) n FASA (Shadowrun). 3ToT nogxoa 0OCHOBaH Ha 3afiayax 9KOHOMUKN n
npogax. Xota urpbl White Wolf moryT cnyxutb npumepom npobnem, 0 KOTOpPbIX S FOBOPIO,
0COBEHHO NNNID3NOHM3MA, OHN HEe U300penu ero, N HanpaeneHne pasBUTUS UX NPOEKTOB
00yCnoBreHO NCTOPUYECKMN MPUYMHAMK. Tak YTO He CTOUT BbIXOAUTb U3 cebs Mo aToMy
nosoay.

People who know me probably wonder why this essay doesn’t go medieval on games
published by White Wolf. My take is that White Wolf game design (which | still refuse to call
“Storyteller”) and later, similar imitations like games published by AEG, are a secondary
phenomenon derived from late-1980s models provided by WEG (Star Wars) and FASA
(Shadowrun). The origins of this model lie in economics and distribution practices. Although
White Wolf games may exemplify the issues I'm talking about, particularly lllusionism, they
didn’t invent it and there are historical reasons why their designs went the direction they did.
So there’s no point in getting bent out of shape about that here.

[MocnepyoLwnm croxeT
Story After

NTak, CyLLeCcTBYIOT 3aroTOBIEHHbIN CHOXKET M TEKYLLUIN CIOXKET... a ObIBAET N nocnenyoLwmm
ctoxet {Story After}? [la, koHeuHo. JTtobasa poneBasi urpa, B KOTOPOW AENCTBUSI NEPCOHAXeEN
Ha camoM Jene He NpUBOAAT K 3HaYMMbIM 4115 Urpbl NOCNEeACTBUAM (MM NOCNeaCcTBUS 3TUX
OEVCTBMIN HEOYEBMAHbI), MOXET ObITb NPeBpaLLeHa B CKOXET 10C/1e Urpbl, €CNv NognpaBnTb
3anncaHHoe Unu 3anoMHUBLLEECS coaepxaHue urpbl. irposble rpynnbl 3aHUMAaKTCs 9TUM



NOCTOAHHO N HEOCO3HAHHO, Bbl60p0‘-IHO 3anoMunHaa aBaguaTtb CaMblX yBleKaTerlbHbIX MUHYT
n3 qupreXHaCOBOVI ceccuun urpbl, 1 B Te4eHne MHOrmx net c HoCTanbrmen BCnomMmmHas aToTt
HeBepOﬂTHbIIZ 3NUYECKNI CIOXKET, B KOTOprIZ OHWN COBMECTHO uUrparnu.

So there’s Story Before, Story Now ... is there Story After? Sure. Any kind of role-playing in
which characters do stuff which doesn’t really have much consequence in play, or it's hard
for anyone to see how it might, can be made into a story in retrospect by adjusting the
recorded or remembered content. Groups do this all the time without realizing it, exerting
selective memory of the twenty minutes of fun “packed into” four hours of play per session to
produce nostalgic memories of that incredible epic story we all played for years.

OpHako urpbl ¢ NocneayoLwmnM CIXETOM HAaXoASTCA Ha OAWH Luar ganblue, Aenas 3To
YyacTblo xoaa urpbl. To eCTb MeXay CecCUsiMU UK B Ha4arne HOBOWM CeCCUMN UIPOKK Y3HaloT,
KaKue CHOXXETHble cobbITMSA GbiNv co3aaHbl NPOM30LLIeALWNM B NPOLUNbIA pa3. ATh cobbITus
CTaHOBSATCS 06CTOATENLCTBAMM ANS NIOOLIX AENCTBUIA, KOTOPbIE UFPOKU MOTYT NPearnpuUHATL
Ha aTOT pa3. CyTb B TOM, YTO CIOXET He COo3aaeTcs NPSAMO Ha cCaMoW Urpe: urpa Tomnbko
obecneymBaeT cbipbe, KOTOPOE NOocse 3TOro BbIGOPOYHO TOMKYETCSA U UCTONb3YeTCst OAHUM
YeroBeKOM, pe3ynbTaThl Yero 3aTeM NPUMEHSIOTCS B CrieaylowweM payHae Urpbi.

Story After play, though, goes one step further, making this part of the process session by
session. Therefore between sessions or at the start of a new one, the players learn how
what happened last time generated plot events, which are now the context for whatever
actions they might take this time. The point is that play itself doesn’t make a story “on the
ground,” but provides raw material for selective interpretation and use by one person
afterward, the results of which are then folded into the next round of play.

[ns aTOro acce Takow NOAXOA MHTEPECEH TEM, YTO NPU €ro MCNonb30BaHUKN BOCTpUATHE
MecTa OeNCTBUS NTerko MOXET BbIATU Ha nepBbiid NnaH. He 1o, 4Tobbl MHe 3Ta naes obina
cMMnaTu4yHa, Ho, y4nTbIBasi TOT NPUOPUTET, OHA MOXKET OKa3aTbCsl BMOSHE
paboToCNOCOOHON.

It's interesting for purposes of this essay because in playing this way, appreciation of the
setting may well be a front-and-center, experiential aspect. | haven’t been sympathetic to the
idea but it may have quite functional applications given that priority.

COMHUTENBHLIN TEPMUH: “NecovyHnua”

Problematic term: “sandbox”

B HegaBHMX 06CyXaeHMAX caMonpoBO3rnaLleHHble CTOPOHHMKN Bo3poxxaeHusa Ctapon
LWkonel {Old School Renaissance} oxxvBunm n paclwumpunmn TepMuH “Urpa-necoyHunua’”
{*sandbox play”}, HO He cmornu gaTb emy TOYHOE onpeaereHume.



Recent discussions among the self-described Old School Renaissance have revived and
extended the term “sandbox play,” but have failed to define it.

Hackonbko s nOHMMalto, 3TOT TEPMUH MOXET 0603Ha4aTb N0y Urpy, HE ABMAIOLLYHOCA
“penbcamun”, HO NOA 3TO ONpeaerneHne nonagaeT BeCb CNEKTP UIP C 3aroTOBMEHHbIM,
TEKYLLMM U NOCNEAYIOLLMM CIOXKETOM, a TaKKe BCE BapMaHTbl NPUMEHEHUA MecTa
OEVNCTBMSA OT NPAKTUYECKM HUKAKOro 4O BCEOXBaTbIBAKOLWEr0. OTO 3HAYMTENBbHO OCIOXHAET
pa3roBopbl O NECOYHMULIE B OTPbIBE OT NPAKTUYECKOro ONbITa Urpbl KOHKPETHOW UrPOBOW
rpynnbl. ATOT TEPMUH TaKke KparHe HeonpeaeneH OTHOCUTENbHO pa3mMepoB NECOYHULbI U
npeanonaraemMoro COOTHOLLEHUS 3TUX Pa3MepPOB C pa3mepamMu MecTa AeACTBUS B LIEMNOM,
4YTO HEMAIOBaXXHO ANl NOHUMaHWS NPoLEeAYypP NO U3MEHEHMAM, NPOUCXOASALLMX C MECTOM
DencTeuns.

As far as | can tell, it can mean anything but railroading, but that means it can include the
whole range of Story Before, Now, or After, and the whole range of setting use from
barely-any to all-encompassing. Which makes it pretty hard to talk about outside of a given
group’s actual play experience. The term is also completely unconstructed regarding the size
of a sandbox or if it's supposed to have a size relative to the whole setting, regarding how
changes to the setting procedurally occur.

Opyrvmn cnosBamu, 3TOT TEPMUH HE 3HAYUT NPaKTUYECKN HUYETO U, A nonarato, ABnseTcs
CBOEro pofda naporem, OTCbiNnarLwmm K pOMaHTUYECKUM NpeacTaBneHnsm o “fmrakcmaHckomn
urpe” {“Gygaxian play”} (ewe oavH TEPMUH, O KOTOPOM BCE 3HAKOT, HO HUKTO HE MOXET
onpegenuTb) n BoobpaxaembiM NpeacTaBneHnsaM O TOM, Ha YTO NOXoxXa, Unu AomkHa Gbina
Obl ObITb NOXOXa, urpa no “3actase Ha norpaHuyse” {The Keep on the Borderlands}.

In other words, the term means almost entirely nothing, and | think it's kind of a shibboleth
based on romantic notions of “Gygaxian play” (another everyone-knows but can’t-define
term) and imagined notions of what it’s like, or must have been like, to play The Keep on the
Borderlands.

[MopaHTa

Glorantha

HekoTopble Tembl NpocTo cnuwikom 6ornblune. Heckopo, 04eHb HECKOPO HacTaHeT TOT AeHb,
Korga KOMy-TO AeNCTBUTENbHO YAacTcsl 0600LWNTbL U KPUTUYECKM OLEHUTL CaMO 3TO MeCTO
AENCTBUSA, UTPOBbIE CUCTEMBI, C KOTOPbIMU OHO BbINO CBA3aHO, YaHaTCKYIO KyNbTypY,
KOTOpas BbIpOCra BOKPYT HEro, 1 pasnuyHble Lenu urpbl, KOTopble NbITanncb 4OCTUYb,
NCnornb3ys ero, He roBOpsl y>Ke 0 TOM, YTO N6OoM NogoOHLIN 0630p HEN3BEKHO OOIMKEH
BKIMHOYATb YCMNELUHbIA U TOYHbIA 0630p BCEN UCTOPUM HaLLero xobowm.



Some topics are simply too big. The day is a long, long way off that someone actually
manages to summarize and critique this setting, the game systems it's been associated with,
the fan culture that’s grown up around it, and the various goals of play that have been
attempted in it, let alone the fact that any such summary will also have to be an effective and
accurate summary of the entire history of the hobby.

30echb A 3aTPOHY OTHOCUTENBHO HEBONMbLLIOK BONPOC, @ MMEHHO KOHLUEnuMio "Bawa MnopaHTa
MOXET oTnnyaTbcs”, chopMynupoBaHHYo eLle npu nsgaHmum Hero Wars 1 coxpaHeHHyto B
6onee no3gHux nsgaHmax HeroQuest. ®aHgom MopaHTbl ToNKoBan aTy gpasy pasnnyHbIMK
cnocobamu, YacTUYHO 13-3a OOpbOLI 3a NoNoXKeHne Hanbonee pa3duparLLUXCa B MeCcTe
OencTBusa unm Hambornee BepPHbIX eMY, HO 9 AepXKyCb Nogarblue OT 3TUX 00CYXAEHUI.
MoaTomy MOe TONKOBaHME - CTPOro Moe (HO TOSMbKO NonpobynTe NOCNOpUTL CO MHOM 06
3TOM, TaK-ToO).

Here I'll mention a relatively minor issue, the concept of “Your Glorantha May Vary” as
articulated for the release of Hero Wars and continued through the later editions of
HeroQuest. Glorantha fandom has interpreted the phrase in a variety of ways, partly due to
status games over who’s more versed in or more loyal to the setting, but I've steered clear
from those discussions. So my interpretation is strictly my own (although | will “Greg” you if
you argue with me about it, so there).

Ha mon B3rnsg, aTo o3HavaeTt oTkas oT 6onee ctaporo npeacTaBreHnsa 0 TOM, YTO BCe
ucnonb3ytowmne MopaHTy B kKayecTBe MecTa AeNCTBUSA UMPbl, KAKUM-TO 06pa3omM COBMECTHO
UrpatoT B OQHON 1 TOM Xe BbIMbILWIEHHOM MecTe aencTBus. C HUM BMeCcTe ocTaBneHa u
BCNomoraTternbHasa KOHLENUNS, YTO BCE UMPbl, CbirPaHHbIE B 3TOM MeCcTe AENCTBUS,
aBTOMATUYECKN BXOAMIM B MOCTOSAHHO PacTyLLUMI KaHOH. A AyMato, 3TO 3Ha4uT, YTO
[MmopaHTa cTaHOBUTCS, HA MECTHOM YPOBHE, Ballen, Korda Balla rpynna ucnonb3yeT ee B
KayecTBe MecTa AeNCTBUSA AN pPOrieBOW Urpbl, U BCe, YTO Bbl CAENaeTe U3 OnMcaHHoro
COAEPXKUMOrOo 3TOro MecTa AENCTBUA, a Takke BCe, YTO MPOM3OMAET C HAM Ha Urpe, Brnpase
ObITb TEM, YeM nony4dnnock. Takum obpasom, Bepcus mopanTbl Ans HeroQuest craHoBUTCS
BReyaTnstoLwe NIogoTBOPHLIM 1 yoeanTernbHbIM MECTOM AENCTBUSA AN UMPbl C TEKYLLIMM
ctoxeToMm, TeM boree, 4YTO OHa eLle 1 BKNoYaeT B ceba urpomexaHunky ans BrAnsHUS Ha
MecTo aenctaud. A 6bl xoTen yBmaeTb 6onbLue NnpumMepoB 3TOro noaxoaa.

As | see it, it means abandoning the older notion that everyone playing with Glorantha as the
setting was somehow playing together in the same fictional setting. The auxiliary concept
that anything played using the setting automatically entered the ever-growing canon is
abandoned with it. | think it means that Glorantha becomes yours, locally, when you use it as
a setting for your group’s role-playing, and whatever you make of its written content, as well
as whatever you do to it through play, are free to be whatever they are. As such, the
HeroQuest version of Glorantha becomes a spectacularly fruitful and powerful setting for
Story Now play, especially since it does in fact include setting-affecting mechanics. I'd love to
see more examples of it.
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